3 M I R I W H R R I R RN WM E R RN HR RS ERSES

8YE1 FILE NAME: PCDR1. JMPOS%?. PROC. MODONR

#* MOONMINE #
#* #*
#* BY : JOHMN PHILLIPS +*
* DATE :1/10/83 #*
" #*
* #*

F 40033 3 BB A3 S0 ISR S S B S 0 S S B SR S I I I S R SR S R S R R S R R R
IDT ‘MOONMINE ‘
TITL "MODNMINE -’
DPTION XREF

RORE >6000
EVEN
HOO BYTE 200
HO1 BYTE >01
HO2 BYTE >02

HO3 BYTE >03
HO4 BYTE 204
HOS BYTE >03
HO& BYTE >06
HO7 BYTE >07
HO8 BYTE 208
HGY BYTE >09
HOA BYTE >0aA
HOB BYTE >0OB
HOG BYTE >0OC
HOD BYTE >0D
HOE BYTE >0E

HOF BYTE >OF -

3+
RORE >&010
DATA eMOON START OF MAINLINE XMl. >70
DATA @BINITS IF BACK KEY WAS PRESSED XML >71°
DATA @RINITS IF REDO KEY WAS PRESSED XML >7=2
PACGE

FHNHAEFHEHERREFHHESEESFHERRFERFHE SRR E®

# MEMORY MAPPED EGQUATES #

36 36 36 35 34 36 36 3 3 36 3 38 3 I I 36 3 303 36 36 309 3636 3 36830 36 30 30 35 38 56 30 30 3 0036 IR SEH I
CPURAM EQU >8300

SCAN EQU >000E SCAN ADDRESS

sIT EQU >0000 SCREEN IMAGE TABLE

sal. EQU >0360 SPRITE ATTRIBUTE TABLE

CT EQU >0380 COLOR TABLE

SDL EQU >0400 SPRITE DESCRIPTOR LIST

FREVDP EQU 20700 FREE VDP MEMORY (128 BYTES)

SVvT £Qu >0780 SPRITE VELOCITY TABLE (128 BYTES?

PDT EQU 20800 PATTERN DESCRIPTOR TABLE

HIVDP EQU >1000 HIGH VDP (FREE) (12288 BYTES)

SNDPNT EQU >83CC VDPRAM SOUND TABLE PUOINTER

STRTSD EGU >B3CE FLAG TO START SOUND

RAMFLG EQU >83FD SOUND LIST IN VDP RAM FLAG

VDPRD EQU 28800 READ WINDOW VDFP

VDPWD EQU >8C00 WRITE WINDOW VDFP

VDPWA EQU 28C02 HARDWARE READ/WRITE WINDOW VDP

GRMRD EQU >9800 READ WINDOW GROM

GRMRA EQU >7802 GROM READ ADDRESS REGISTER

GRMWD EQU >9C00 WRITE WINDOW GROM

GRMWA EQU >9C02 HARDWARE READ/WRITE WINDOW GROM
PAGE

IR A A I 4 309 36 30 30 3536 30 3590 98 35 30 90 30 30 30 90 3036 3 3030 00 2000 203000 2RSS 86

#* CPURAMN EQUATES *

S04 34 336 SE A 3 S 3040 3 3 30 30 100 3 30 38 3 36 95 T 45 I 46090 SE 31 06 3 30 30 30 36 3 6 4R SR S0 S S 3H

— - o e —— e e [——



MYWS

FASTWS
STOPFL
TeCOOL
JOYFL.G

~— GCHEATF

-

o

M1DANG
M2DANG
GPCSAV
MiMTIM
M2MTIM
SCROL.D
SCROL.C
GALWAT
DBJFLG
CANDLY
WETIMV
LDNO

CMVDIR
SHOTFL
PAIRFL.
MN1FLG
M1CTIM
MN1PNT
TEMPRT
WHICHL
SPADR

SPLEN

MN2FL G
M2CTIM
MN2PNT
TEAGPT
WEAGPT
CREWS

GAMELY
GPLRA

WOCHAR
WOTIME
MIRITS
M2HITS
HITLIM
MKILED
LETMON
DBSPCH

EQU
EQU
EqQu
EQU
EQU
EGQU
EQU
EQU
EQU
EQU
EQU
EQy
EGQU
EQU
EQU
EQU
EGQU
EGQU
EQU
1 2cl8
EQU
EGU
EQU
EGQU
EQU
EQU
EQU
EGU
EGU
EQU
EQU
EGQU
EQU
EQU
EGQU
EGU
EQU
EQU
£aQu
EQU
EQU
EQU
EQU
EGU

CPURAM

CPURAM

CPURAM+>20
CPURAM+2>21
CPURAM+>22
CPURAM+>23
CPURAM+>24
CPURAM+>25
CPURAM+>26
CPURAM+>28
CPURAM+>29
CPURAM+>2A
CPURAM+>2B
CPURAM+>2C
CPURAM+>2D
CPURAM+>2E
CPURAM+22F
CPURAM+>30
CPURAM+>31
CPURAM+>32
CPURAM+>33
CPURAM+>34
CPURAM+>35
CPURAM+>36
CPURAM+>:38
CPURAM+>3A
CPURAM+2>3C
CPURAM+>3E
CPURAM+>40
CPURAM+>41
CPURAM+>42
CPURAM+>44
CPURAM+>44
CPURAM+>48
CPURAM+>49
CPURAM+>4A
CPURAM+>4(
CPURAM+>:4D
CPURAM+>4E
CPURAM+>4F
CPURAM+2>350
CPURAM+251
CPURAM+>52
CPURAM+>53

0=STOP ?=N0O STOPPING
TEMP. GAGE COOLING TIMER

SET IF WE'VE USED JOYSTICK

CHEAT FLAG IF WE'VE COME FROM CHEAT MODE
MONSTER 1 DANGEROUS O=NO

MONSTER 2 DANGEROUS O=NO

FOR RETURNING TO GROM CODE

MONSTER 1 CHANGE DIR TIME

MONSTER 2 CHANGE DIR TIME

SCROLL DELAY VALUE

SCROLL COUNTER

GALLONS OF WATER REMAINING

OBJECT FLAG O-NO OBJ 1~DBJECT
CREW ANIMATION DELAY

WATER GAGE TIMER DELAY VALUE

LOAD NUMBER FOR WALL INCREMENTING
COMPUTER MOVE DIRECTION SAVED FOR DEMO
SHOT FLAG 1--0ON. O-OFF

PAIR FLAG 1-VERT,2-SIDES

MONSTER 1 FLAG O=ND MONSTER

MONSTER 1 TIMER BYTE

POINTER TO GROM FDR MONSTER PATTERN
EMERGENCY RETURN LINK SAVE
O-ENGL.ISH ?—NOT ENGLISH

FOR INTERRUPT DRIVEN SPEECH

LENGTH OF SPEECH DATA BLOCK

MONSTER 2 FLAG -

MONSTER 2 TIMER BYTE

MONSTER 2 GROM POINTER

TEMP. GAGE POINTER FOR SIT

H20  GAGE PDINTER FOR SIT

MOON MINES REMAINING

GAME LEVEL (0-5%)

GPL. RETURN ADDRESS

CURRENT WATER GAGE CHARACTER

WATER GAGE DECREMENT TIMER

# HITS ON MONSTER 1

# HITS ON MONSTER 2

NUMBER OF HITS ALLOWED ON MONS
TOTAL KILLED

0-ND MONSTERS 1-MONSTERS

O-ALLOW OBJECT SPEECH 1-DON‘T ALLOW

####3 THE NEXT B BYTES ARE FLAGS FOR THE WATER EMERGING FROM THE TUNNEL

UBEENDB
WONSCN
WBEENB
WPIXLS
WSIZCH

WTLOSS -

WATPNT
e

CRWOUT
CRWDIR
CPCNTR
CPING

CGRMPT
CSHOTF
FLAGD

CLSLIM
INTFLG

EQU
EQU
EQU
EQU
EQU
EQU
EQU

EGU
EGU
EQU
EQU
EQU
EQuU
EQU
EQU
EQU

CPURAM+257
CPURAM+2>58
CPURAM+25%
CPURAM+>5A
CPURAM+> 0B
CPURAM+25C
CPURAM+>5E

CPURAM+>60
CPURAM+>61
CPURAM+2>6&2
CPURAM+>463
CPURAM+>-64
CPURAM+ &4
CPURAM+47
CPURAM+>4&8
CPURAM+Z4%9

OBJECT BEEN BEFORE FLAG O=NOT BEEN

WATER ON SCREEN FLAG O~-NOT ON

WATER BEEN BEFORE FLAG O-NOT BEEN BEFORE
# OF PIXELS MOVED (0-95)

# OF WATER SIZE CHANGES

WATER LOSS FLLAG 1~-DO NOT DECREMENT
WATER GROM PDINTER

CREW MEMBER 0OUT FLAG O-NOT OUT
CREW DIR 0-8STILL 1-LEFT 2-RIGHT
CREW PATTERN COUNTER O, 1.0R 2

CREW PATTERN INCR. -1 OR 1

CREW GROM POINTER (2 BYTES)

CREW SHOT FLAG O-NO SHOT FIRED

3, Q00 POINTS FLAG O-NEW CREW

CREW LASER SHOT LIMIT IN TUNNEL (12)
INTERRUPT FLAG O-NOT IN INTERRUPT




LANGPT EGQU CPURAM+>6A POINTER TO LANGUAGE CURRENTLY IN
LLANG EGU CPURAM+2>&6C GROM FORMATTER FOR LANGUAGES PCINTER
DEMOFL. EQGU CPURAM+>6E DEMO FLAG O=NO DEMO 1=DEMO
CMVDLY EQU CPURAM+>&F COMPUTER MOVE DELAY VALUE
KEYBRD EQU CPURAM+>74
KEY EQU CPURAM+D7GC
Jayy EGU CPURAM+>76
JOYX EQU CPURAM+77
RANDOM EQU CPURAM+>78
TIMER EQU CPURAM+>7% TIMER BYTE
MOTION EQU CPURAM+37A FOR AUTO MOTION
STATUS EGU CPURAM+>7C STATUS REGISTER
INTWS EGQU CPURAMTCO INTERRUPT WORWKSFPFACE
SEED EQU CPURAM+>CO BUILT IN SEED
DISINT EQU CPURAM+>C2 DISABLE SPRITE MOTION AND GQUIT FUNCTION
EXINTR EQU CPURAM+>C4 EXTERNAL INTERRUPT ROUTINE WINDOW
SVWDP1 EGU CPURAM+>D4 TO SAVE VDP R1 IF KEY PRESSED
SCNTIM EQU CPURAM+>Dé SCREEN TIME OQUT COUNTER
GPLWS EGQU CPURAM+:EQ ADDRESS OF GPL WORKSPACE
PAGE
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# OTHER EQUATES
T3 0010 S0 0 T 30330 36 90 0 3 330 S 300 00 IS0 S B B 3 S S R

#*

PTBL2 EQU >E000 PARAMETER PASSING TABLE 2

GCHRLD EQU PTBL2+>4 GROM ADDRESS OF LOAD DATA

CWLFT1 EQU >&1F0& CREW MEMBERS LEFT DATA

CHULFTZ EQU CWLFT1+&0

BLANKM EGQU CWLFT2+40 BLANK BORDER CHARACTERS

* - MONSTER PATTERNS START HERE =

PTBL1 EQU 28000 PARAMETER PASSING TABLE 1

ZYGD EGU PTBL1+>20 LEGENDARY ZYGONAUGHT PATTERN

ZYQOEY EQU ZYGO+320

CREWU EQU ZYGOEY+320 CREW FIRING POSITION

CREWD EGQU CREWU+26

CREWR EQU CREWD+%4 START OF CREW RIGHT ANIMATION

CREWL EGU CREWR+9% START OF CREW LEFT ANIMATION

OBJECS EQU CREWL+%6 START ADDRESS OF ALL OBJECTS IN GROM

WATER EQGQU OBJECS WATER CHARACTERS

TREAS EQU WATER+254 TREASURES TO FOLLOW

SILVER EQU TREAS SILVER CHARACTERS

DIAMON EQU SILVER+256 DIAMOND CHARS

AMETHY EQU DIAMON+256 AMETHYST CHARACTERS

MONS EGQU AMETHY+2564 START ADDRESS OF ALL MONSTERS IN GROM
PAGE

I T IR R IR H I3 AF 3 I I R NN

#* REGISTER EQUATES *
SE 400 3634 300 36 3 350 330 30 3 4040 35 36 30 20 300 336 3 303046 3036040 36 36 36 33690 3036 343036
TEMPCO EGQU RO
VDPADD EGU RO
RCOUNT EQU R3
WCOUNT EQU R3
RL.OC EQU R4
WwLOC EGU R4
COUNT EQU RS
DIGTHB EQU Ré&
TEMP EQU Ré&

VDP ADDRESS

NUMBER OF BYTES

NUMBER OF BYTES

CPU BUFFER

CPU BUFFER

7O MOVE RCOUNT OR WCOUNT TO

TU MOVE VDPADD TU

. CARYHB EQU R7

F 30 3OS IEIIE I0 0 I 00T S T 06 3 I I B
* WORHKSPACE EQUATES®S *
SR A E I LR R 2 A R T YR A A RS A R L
ROLB EGU MYWS+1

VADDLE EQGU ROLB



R1iLB EGU MYWS+3
RZ2LB EQU MYWS+S
R3LB EGQU MYWS+7
R4LB EQU MYWS+9
RSLB EQU MYWS+11
ORS5LE EQU GPLWS+11
R&LB EQU MYWS+13
DIGTLB EQU R6&LEB
R7LE EQU MYWS+15
GR7LE EQU GPLWS+15
CARYLB EGU R7LB
RBLB EQU MYWS+17
GRBLE EQU GPLWS+17
RTL.B EQU MYWS+19
RALB EQU MYWS+21
GRALB EQU GPLWS+21
RBLB EQU MYWS+23
RCLE EQU MYWS+25S
RDLE EQU MYWS+27
RELDB EQU MYWS+29
RFLB EGU MYWS+31

PAGE

FOR SCORE ROUTINE

FOR SCORE ROUTINE

F 36T 3 A0 3 40 3F 3F 36 38 0 3 38 3 3 36 32 36 30 3 35 96 35 45 36 30 30 3 20 40 36 26 35 3 I M3 3 30303

i

SOUND TAELE EGUATES

#

333 6T 3 2 6 320 3T B S 3R S 03 B S S
FIRSND EQU 21000
EXPSND EQU FIRSND+74
TNKSND EGU EXPSND+54
WLKSND EQU TNKEMD+14
SNDOFF EQU WLKSND+14
ZYCSND EQU SNDOFF+6&
- ZYGSND EQU ZYGCSND+41
HITSND EQU ZYGSND+41
GAGEND EGU HITSND+13
BONEND EQU GAGSND+39
#reaed EQU BONSND+37
FAE IS ARSI ST SR 0 306 0 30 30 330 3 3 S0 3 3606 F 36 SH I 30 303 360 38
* SPEECH PHRASES AVAILABLE IN MOONMINE #*

HEEHEEEERRR{BERFREHERS AR ESR SRR LRSS RS LN

% o % ok ok % % ok ok dk % & ok %k ok ok ok k ok %

ADVANCE TO NEXT LEVEL
BONUS POINTS GAINED
EXTRA CREW MEMBER

GOOD SHOT., CAPTAIN
MONSTER DESTROYED

WAY TO 0, CAPTAIN
LASERS OVERHEATED
MONSTER DAMAGED SHIP
MONSTER ATTACKED CREW
CREW MEMBER LOST
DETECTING UNKNOWN DBJECT
ZYGONAUT APPROACHING
CONTINUE GAME., CAPTAIN
COOLANT IS RUNNING LOW
WATER AHEAD

WATER TANKS FULL.

OUT OF WATER, CAPTAIN
CONGRATULATIONS, CAPTAIN
HA HA HA HA

YOU‘LL NEVER GET ME

FIRING SOUND
EXPLOSION SOUND

TANK MOTION SOUND
CREW RUNNING SOUND
ALL SOUNDS OFF
ZYGONAUGHT COMING
ZYGONAUGHT GOING
MONSTER MIT SOUND
WATER GAGE FULL SOUND
BONUS POINTS SOUND

VTN BN e

HREFRERRFR R R RN RN RSN H R H R RN

TEXT PHRASES AVAILABLE IN MOONMINE #*
SR S R L Y ]

#*




#ADVANC
#*BONUSP
#EXTRAS
#LASERS
#MONSTE
- #MONSTC
#CREWLO
#DETECT
#IYGONA
#CONTIN
#*CO0OLAN
#WATERA
#WATERT
#QUTOFW
#CONGRA
PAGE

VONGCRLON -

ADVANCE TO NEW LEVEL
BONUS POINTS GAINED

EXTRA SHIP

LASERS OVERHEATED
MONSTER DESTROYED SHIP!
MONSTER ATTACKED CREW!
CREW MEMBER LOST
DETECTING UNKNOWN OBJECT
ZYCONAUGHT APPROACHING
CONTINUE GAME CAPTAIN
COOLANT IS RUNNING LOW
WATER AHEAD
WATER TANKS FULL

OUT OF WATER.

CONGRATUL ATIONS,

HIAE I I3 I IR M 30 369 BB S I A3 2620 2 36 006 26 3 9 I E4E
(4 STATEMENTS

HREREFRRREERR RS EE B2 bl L L L L L L S o T R

* BYT

MBOUND BYTE

336 3 36 36 2 36 2 3 4530 3 9F 3 0 S 3 30 2

BYTE

BYTE

BYTE

BYTE

BYTE

BYTE

BYTE

BYTE

H20 BYTE
H39 BYTE

7 H&O BYTE
- 'HAZ BYTE
HAA BYTE
HAB BYTE
HAD BYTE
HCO BYTE
HE2 BYTE
H10 BYTE
HFF BYTE

3*

MONTIM BYTE
#

MONVEL BYTE

BYTE

BYTE

BYTE

BYTE

BYTE

BYTE

BYTE

BYTE

BYTE

BYTE

BYTE

BYTE

- BYTE

' BYTE

BYTE

BYTE

BYTE

BYTE

48, b4, 64, 176
48, &4, &4, 176
44, 68, 60, 180
40, 72, 54, 184
34, 76, 52, 188
32, B0, 48, 192
28, 84, 44, 196
24, 88, 40, 200
16, 96, 32, 208

>20
>3%
>60
>A2
>AA
>AB
>AD
>Co
>E2
>10
>FF

MONSTER BOUNDS
MONSTER EOUNDS
MONSTER BQOQUNDS
MONSTER BOUNDS
MONSTER BOUNDS
MONSTER BOUNDE
MONSTER BOUNDS
MONSTER BOUNDS
MONSTER BOUNDS ;
THAT WAE 34 BYTES OF MONSTER DBOUNDARIES

#*

BNOCOBWRN =D

FOR SPACE BAR HIT

ASCII ‘9’
FOR SPEECH

ROUTINE

CAPTAIN
CAPTAIN

ALLOW NO SCREEN QUTPUT

FOR SPRITES OFF SCREEN

ALLOW SCREEN OUTPUT

DISABLE QUIT KEY
NEGATIVE (ONE

>30, >30, >28, >24, >20, >16, >14. >10. >72 MSTR

16, ~-10, 15: "'"15
12, -12, 17, ~17
14, ~14, 17, ""'19
161 "'16: 21: _21
18: "'15: 23, ""'23
20, —20, 285, 29
22, -22, 27, -27
24: "'"24- 2%, -29
26: "26- :31; ""31
28, -28, 33, -33
30: ""‘301 35, ""35
31: =31, 36: -36
32! "‘32: 37, ""37
33, "331 39: -38
34, -34, 39, -39
33, ~3% 40: —-40
:37: -371 42: "42
39, -39, 44, ~44
41, -41, 46, -4&

POSSIEBLE
POSSIBLE
POSSIBLE
POSSIBLE
POSSIBLE
POSSIBLE
POSSIBLE
POSSIEBELE
POSSIBLE
POSSIBLE
10 POSSIBLE
i1 PDSSIBLE
12 POSSIBLE
13 FOSSIBLE
14 POSSIBLE
19 POSSIBLE
14 POSSIBLE
17 POSSIBLE
18 PDSEIBLE

VONCUDLPWN-O

MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER

TIME LIMS

VELOCITIES
VELOCITIES
VELOCITIES
VELOCITIES
VELOCITIES
VELOCITIES
VELOCITIES
VELOCITIES
VELOCITIES
VELOCITIES
VELOCITIES
VELOCITIES
VELOCITIES
VELOCITIES
VELOCITIES
VELOCITIES
VELOCITIES
VELOCITIES
VELOCITIES



BYTE 43, -35, 55, -50 19 POSSIBLE MONSTER VELOCITIES
+#
SCROLL BYTE 07, 07: 07, 0&, 06, 06, 03, 03, 05, 04

BYTE 04. 04, 03, 03, 02, 02, 02, 02, 01, 01 SCROLL DELAY VALUES
#
Z8CORE BYTE >30, >00, >30, >30, >30, >30 ALL ZEROES
WGFULL BYTE >08, >08, >08, >08, >08

BYTE >08,>08, >08, >08, >08 WATER GAGE FULL
TCEMPT BYTE 241,261, >41, >61, 261

BYTE 261,261, 261, 561,261 TEMP. GAGE EMPTY
LVLCLR BYTE 204, >0C, >0D SCREEEN LEVEL COLORS
MHITLM BYTE >0t,>02,>03 MONSTER HIT LIMIT

WALLNG BYTE >1B,>1B, >1B, >1B, >1A, >1A NORMAL WALL COLORS
WALLFC BYTE 219,219, >18, >18, 216, >146 FLASHED WALL COLORS

MNWNDC BYTE >0%, 206 MONSTER WOUNDED COLORS

TREASC BYTE >OF, 20C, 0D TREASURE COLORS

DEMOKY BYTE 2.0,13,3,5,13, 1,1 POSSIBLE KEYS PRESSED FOR DEMO
PAGE

04000 30 26 3 20 0 20 3 3 34 30 86 30 36 3 3036 03 06 35 36 38 20 30 30 46 3696 35 36 36 3 303 S0 3 TE 0 3530 3030 30 30 31 3 - 330 RS0 S b S SR 3

#* DATA STATEMENTS NEEDETD *

32056 30 36 96 35 963 36 35 36 90 30 00 35 36 30 36 36 0 T4 30 30 303 A0 JEIE 06 406 36 98 36 300 230 30 3 300 3 3 3EIE SRR IE IR R I R

MONTLX DATA 1,4,5:5,6,8,%9 10,11 MONSTER X TOLERANCES

MONTLY DATA 1.6,7,8.8,10,11,12,13 MONSTER Y TOLERANCES

MONPNT DATA 20100, >0100, >0090, >0080, >0070 MONSTER POINT VALUES
DATA >00&0, >0050, >0040, >0030

CRUBND DATA >CCCE, ¥DAD&, »DCDE, >E4E6, >ECEE, >0000 CREW UP CHECK

CRDBND DATA >CaC4, >FOF1, >F2F3, >F4FS, >F&600 CREW DN CHECK
CRLBND DATA >F3CE, >D&DE, >E&EE, >0000 CREW LT CHECK
CRRBND DATA >F4CC. >DADC, >E4EC,. >0000 CREW RT CHECK

CBINCY DATA >0804, >0808, >0800, >1008, >0808 CREW BOUNDARY INCREMENT VALUES
REDCNT DATA 6262, 26262, 36262, 26262, 26262, 56262, >6262 RED CENTER

" BLKCNT DATA >Q404, >0404, >0404, >0404, >0404, >0404, >0404 BLK CENTER

HOQOO0 DATA >0000 FULL WORD OF ZEROES

PAGE
S35 48236 38 21090 30 U030 1 300 A AF 202090 90 30 30 3030 00 33 S S IR S 20 3R S IR I S SRR N R R N IR I S

# START oF MAINLTINE ROM CODING *
409 S0 24 36 38 35 303030 50 31 3 35 4030 06 690 38 35 36 H26 96 25 35 3430 3038 38 30 46 J0 348 S0 30 S0 3046 30 30 HEHE SE IS0 RIS S AR

EVEN

MOOM LIMI O
MOV R11, @GPLRA SAVE GPL RETURN ADDRESS FOR END
LWPI MYWS USE MY WORKSPACE AT >8300
BL @SAVGPL. SAVE GPC AND CLEAR SPEECH
MOVE eHA2, @SVYVDP1 TO PRESERVE VDFR1

# MOVB @H10, @DISINT DISABLE AUTD MOTION AND QUIT
LI R4, CHKMON ADDRESS OF ALL MY INTERRUPT ROUTINES
MDV R4, REXINTR VECTOR FOR EXTERNAL INTERR. RTN
LIMI 2
PAGE

03I 20362003 TR 2 U 3 I 62 0 T T 06 I 2 2626 SR S 3 I S S R R

* THIS CODE DOES THE INITS FOR THE START OF THE GAME *

* THIS MODULE 18 EXECUTED ONLY WHEN COMING FROM GROM!!
90 30 306 16 26 20 3 35 2045 00 35 90 3030 30 00 30 30 44 300 46 248 30 30 30 3020 R 30 0 10 I S0 SRR IR S0 RO SRS R R SRS S S R

INITS MOVB @HOO. @LDNO START WITH LOAD 1
MOVB @HO1, @5CROLC SCROLL DELAY COUNTER
BL @DRWERS DRAW THE INITIAL WALLS
BL @Ci.RSCR ZERO OUT THE SCORE
MOVB @CHEATF. @CHEATF DID WE COME FROM CHEAT MODE?
JEQ@ INICON NO. 80 CONTINUE
LI R1,>2A YES., S50 WE NEED ASTERISK
BL BWRTVCL SIGNIFY NO START OF NEW GAME

DATA SIT+>23B.1,RILH




INICON

GEHWTHK

GCLRLV

MOVB @HOO, @FLAGS
MOVE @CREWS. @CREWS
JNE GSHWTK

MOVEB @HOS, @CREWS

BL eSHWCRW

MOVE @CAMELV. 2GAMEL.Y
JNE GCLRLV

MOVE @M00, eGAMELV

SB eHO1., @GAMELV

BL. eNEWL.VL.

MavB @SCROLD. @5CROL.C
BL @CLRHI

EL @eCLGAGE

BL eSCRNON

MOVB @HOC, eMOTION

B @MAINLP

PAGE

HAVEN'T HIT 5,000 POINTS YET
CREWS INITIALIZED IN CHEAT MODE?
YES, SO DON'T INITIALIZE HERE
NO. 850 START WITH FIVE

SHOW # OF REMAINING CREWS ON THE SCREEN
GAME LEVEL INITIALIZED IN CHEAT?
YES, S0 DON'T INIT HERE

NO, S0 START WITH LEVEL ZERO!
WILL BE INCREMENTED RIGHT AWAY
PUT SCREEN LEVEL ON SCREEN

SET THE DELAY COUNTER FOR SCROLL
ZERD QUT THE HIGH SCORE, TOO!
SET THE WATER AND TEMF GAGES
TURN ON THE SCREEN

ALLOW SIX SPRITES IN MOTION

GO TO MAIN PLAYING LOOP

e 338 30 A6 B 30 60 3 I 36 I 306 B A 25 I BRI 2RI I SRS SIS IR IS R
#* THIS CODE DOES THE INITS FOR THE START OF THE GAME *
# THIS MODULE IS EXECUTED ONLY WHEN THE REDO KEY 1S5 PRESSED +
* LEAVES INTACT THE GAME AS IT WAS WHEN THE PLAYER GOT KILLED
S 4 38300 S0 300 3636 A6 300 30 3006 S 3 3 36 0 20 3 33090 30 36 3 25 40 M SE I IR S0 I A 3 S0 I 3R 1 S R A S 2

RINITS LIMI O
MOV R11, @GPLRA SAVE GPL RETURN ADDRESS FOR END
LWPI MYWS USE MY WORKSPACE AT >B300
BL @SAVEPL SAVE GPC AND CLEAR SPEECH
LIMI 2
MOVB @HCO, @OBSPCH ALLOW SPEECH PHRASE TO EXECUTE
BL @CLRSCR ZERO OQUT THE SCORE :
LI Ri,>2A ASTERISK
BL @WRTVCL SIGNIFY NO START OF NEW GAME
DATA SIT+>23B, 1,RiLB
BL @CLGACE SET THE WATER AND TEMP GAGES
MOVB @HOS, @CREWS START WITH FIVE CREWS
BL @SHWCRW SHOW 5 MOONMINES AND SET CPU FLAG
MOVEB @HOC., @MOTION ALLOW SPRITES TO MOVE
B @MAINLP 60 TO MAIN PLAYING LOOP
PAGE
336 3 36 3 36 36 30 38 36 36 3 2 3 30 36 3E 35 95 3 36 3 30 36 3625 3 36 35 36 3 36 3E 3 36 38 35 36 SF 46 3 9F 3 3 38 33 3 3 3 SE 4 36 S A SE 3 0303 404
# THIS CODE DDES THE INITS FOR THE START OF THE GAME *
# THIS MODULE IS EXECUTED ONLY WHEN THE BACK KEY IS PRESSED #
#*  STARTS THE GAME OVER JUST AS IF IF CAME FROM GROM. *
6T H R M I IR IR B H SRR S R SRR B RS RN AR
BINITS LIMI O
MOV R11, @GPLRA SAVE GPL RETURN ADDRESS FOR END
LWPI MYWS USE MY WORKSPACE AT >8B300
BL @SAVGPL SAVE GPC AND CLEAR SPEECH
LIMI 2
BL. @CL.RSCR ZEROQ OUT THE SCORE
BL @WRTVCL

‘DATA SIT+>23B. 1, H20

MOVB eHCO0, @FLAGS
MOVB @HOO, eDBSPCH
MOVB @HOD5, @CREWS
BL. @SHWCRW

MOVB €HFF, @GAMELYV
BL eNEWLVL

BL. @CLGAGE

MOVE @G8CROLD, @SCROLC
MOVB @HOC, @MOTION
B @MAINLP

PAGE

SPACE OUT ANY ASTERISK

HAVEN'T HIT 5,000 POINTS YET
ALLOW SPEECH PHRASE TO EXECUTE
START WITH FIVE CREWS

SHOW % MOONMINES AND SET CPU FLAG
START WITH LEVEL =1 BECAUSE IT
WILL BE INCREMENTED RIGHT AWAY
SET THE WATER AND TEMP GAGES

SET THE DELAY COUNTER FOR SCROLL
ALLOW SPRITES TO MOVE

GO TO MAIN PLAYING LOCP



FE3E 3 30 36 3 30 36 3 30 30 3 30 3 30 36 3 30 B 30330 3 3 0 A0 30 36 B S0 SH IR 33 B0 3 304 0 30 30 36 36 3 34 36 SR S S S S S S R U

* M

AIN PLAYING

L. ogepP FOR

MOOGONMINE®

363 3 30 35 36 35 40 3 36 30 30 30 35 30 38 6 36 31 3 35 30 3 36 5 36 9636 31 96 0 35 3 30 30 3 3036 36 3 3046 36 3030 30 3030 3E 4030030 3E 3 36 3030 34 3E 3R 3

MAINLP

WHERE1

WHEREZ2
NOGDON
GOON

#
MAINND

CLR @SCNTIM
BL @INPUT
BL @eCOINC
BL. @DRWERS
BL eMAKMN1
BL @INPUT
BL @COINC
Bl. @DRWERS
BL @CHGMNI
BL @INPUT
BL eCOINC
BL @DRWERS
BL @CHKWAT

MOVB @MKILED, RS
CB RS, @HOC

JL MAINND

MOVB @MN1iFLG. RO
JEG WHERER

JMP NOGOON

MOVE @MN2FLG, RO
JEG GODN

MOVB eHOO. @LETMON

JMP MATINND
BL eNEWLVL

B @MAINLP
PAGE

CLEAR SCREEN TIME OUT

GO0 CHECK AND REACT TO INPUT

TEST FOR BULLET HIT

G0 SCROLL THE WALLS

SEE IF ITS TIME FOR A MONSTER

GO0 CHECK AND REACT TO INPUT

TEST FOR BULLET HIT

60 SCROLL THE SCREEN

SEE IF IT’S TIME TO CHANGE ITS PATTERN

G0 SCROLL THE SCREEN
SEE IF WATER NEEDS MADE. DR MOVED

SEE HDW MANY WE‘VE KILLED
TWELVE?

NO, S0 KEEP LOOPING

IS MONSTER 1 STILL ON SCREEN?
NO., S0 CHECK 2

YES, S50 CAN’‘T ADVANCE YET

IS MONSTER 2 STILL ON SCREEN?
NO, SO I CAN GO ON!! YEAH!!
DON’T ALLOW ANY MORE MONSTERS
AND KEEP LOOPING

GO TO NEW LEVEL

MAIN LOOP END

ORI I M3 B 3 B 3620 30 S I 3300 300 I A B 3R 30 T 3 00 2 3 S S R
# THIS IS A MODULE THAT WILL INCREMENT THE DEPTH LINES . *
* RETURN 18§ IN R13.
B 3 S I A BB A 3 3 S350 2 A TR T I I S T3 S SR I R B IR SR I I SRR S RS SR I MR A

DRWERS

TEST3

TEST7

TEST11

TEST15"

SNDTNK

DRERRT

MOV R11,R1i3
8B eHOL, @SCROLC
JNE DRERRT

MOVE @ECROL.D. 85CROL.C

BL eVDPCLD

AB @HO1, @L.DND
CE eLDNG, eHO3
JNE TEST?

JMP SNDTNK

CB @LDnNO, eHO7
JNE TEST11

JMP SNDTNK

CEB @L.DNO, @eHOR
JNE TESTIL1S

JMP SNDTNK

CB @L.DND, @HOF
JLE DRERRT

MOVB @HOO, @LDNO
MOVB @STRTSD, RO
JNE DRERRT

BL e@S0UND

DATA TNKSND

B #Ri3

PAGE

#*

SAVE RETURN

DECREASE SCROLL COUNTER

NO DONE, SO DON'T MOVE WALLS
DONE. S0 RESET DELAY COUNTER
GO DRAW THEM BASED ON LOAD #
INCREMENT LODAD #

AT HALF-WAY POINT?

NOT YET

PAST THE 16th LODAD?

NO, S0 JUST RETURN

YES, S50 START OVER

IS THERE A SOUND EXECUTING?
YES, S0 NO NEW SOUND HERE

EXECUTE TANK SOUND
RETURN TO CALLER

330 A B 66 3 3 3 T4 36 3 3696 963 96 509 30 96 3090 30 36 398 08 9636 90 3600 00 9030 50 30 90 0 30 9 96 9696 96 96 36 96 90 90 90 0696 06
# THIS MODULE SETS UP THE DATA TO ZERD OQUT THE SCORE LOCATIONS*
#* USES REGISTER 15 TO SAVE THE RETURN LINKAGE #*




3545 36 36 38 35 36 40 30 36 3 38 30 3F 38 3 b 3 36 3 3 36 5E 30 o 3 36 3030 48 30304 36 40 40 31 30 3 3430 3E36 353 30 3638 40 38 36 363 30 3030 3 b3k h b0 3

CLRSCR MOV R11,R195 SAVE RETURN LINKAGE

LI VDPADD, SIT+>235 ADDRESS OF ‘SCORE: -

BL. @WRTCL

DATA &, Z5CORE PUT ALL ZEROES THERE

: B #R15 AND RETURN

$636 30 3 30 30 36 30 0 36 30 30 30 35 30 H0 38 30 36 3530 30 30 30 35 08 35 40 40 35 H0 36 90 41 3R 36 F030 35 36 20 31 48 35 36 48 30 36 35 30 36 30 36 S0 20 3 55 31 3090 30 30 S0 00
* THIS MODULE SETS UP THE DATA TO ZERD OUT THE HIGH SCDRE ¥*
* LOCATIONS. RETURN LINK IS IN R1S5. *
3338 30340 32 30 35303 3030 I S 06 3 35 36 30 3040 56 3036 46 35 3 30 0 20 36 2045 30 300 3 e 46 3 16 00 30 38 45 30 90 036 3 30 30300000 3 3R SR M 00
CLRHI MOV R11.,R15 SAVE RETURN LINKAGE

LI VDPADD, SIT+>2B5 ADDRESS OF ‘HIGH : *

BL @WRTCL

DATA &4, ZS5CURE PUT AlLL ZERGOES THERE

B #R15
SN FE S A I 35 S0 SE 0 SN 3 3 S S0 S 3 bSR3 S8 SE S S S0 0 3T 3 S 08 0 30 S S 3 S0 S0 HE N 36 B 3 S I 30 4 S SR SR
# THIS MODULE WRITES TO VDP REGISTER ONE AND ALLOWS ACTIVE #*
* DISPLAY ON THE SCREEN. *
FA6 32690 36 36 30 36 396 30 36 96 36 35 35 30 35 98 35 35 3035 9 3F 45 330 36 3 4 30 303096 3636 S0 30 30 635 14 36 36 3F 06 SE IR B IP B SRS S E
SCRNON MOV R11.R15 SAVE RETURN

BL @VWTR WRITE TO THAT REGISTER

DATA >E281

MOVE eHEZ2, eSVVIP1 AND PUT VALUE TO >83D4

B #R15 AND RETURN

PAGE
BSOS B SIS SO S ST F R A S S S0 3 O 30 53 38 4 S0 S0 S S 00 S M A R R N
* THIS MODULE CLEARS THE TEMPERATURE GAGE AND FILLS THE WATER
#* GAGE, THEN SETS THEIR POINTERS. RETURN IS IN Ri2Z ' #*
L T T o T L T ars s
CLGAGE MOV R11l,R1Z2 SAVE RETURN

L.I VDPADD, SIT+2>224A SIT START OF TEMP GAGE

MOV RO, @TGAGPT SET POINTER

BL @WRTCL

DATA 10, TGEMPT

Al VDPADD, >0020 SIT START OF WATER GAGE

BL @WRTCL

DATA 10, WGFULL

Al VDPADD, 9 POINT TO END OF WATER GAGE

MOV VDPADD, @WGAGPT MOVE TO WATER CAGE POINTER

MOVB eHOB, @WGCHAR SET WATER GAGE CHARACTER

MOVB @WGTIMV, WGTIME AND THE DELAY TIMER

MOVE @8SCROLD, eTeCooL AND DELAY TIMER FOR TEMP CGAGE

LI R1,2>5100 81 GALLONS OF WATER

MOVE R1. @GALWAT AND SET THE CPU VARIABLE TO THAT

®### I'M ASSUMING THAT IF THIS ROUTINE IS CALLED, EITHER THE SHIP HAS BEEN
### DESTRUYED OR THE WATER HAS BEEN REPLENTISHED. THEREFUORE. I MAY RESET
### ALL FLAGS ASSOCIATED WITH THE WATER REPLENTISHING!!!

CLR @WONSCN ALSO GETS WBEENB (NOT ON SCREEN)
MOVE @HOO. @OBEENB CAN ALLOW NEW OBJECT NOW

MOVB @HOO0, eWTLOSS ALLOW WATER TO DECREASE

MOVB @HOO, eDBJFLG NO OBJECTS ON SCREEN ANYMORE

B #R1i2 AND RETURN

PAGE

430 340 000 30 63 303 A 36 3 A 3536 3630 30363 306 3 3000 03646 3 3006 3636 30 30 3630 303696 36 36 36 3400 3000 90 30 3 3090 034 30
* THIS MODULE DISPLAYS THE NUMBER OF CREWS LEFT. BECAUSE IS #*

*® CAN BE CALLED BY KILL ROUTINES, RETURN IS IN Ri4 *
A3 3 I 33 S 2 I 3 A0 6 30300 0TI 03 30 I I 3 I
EHWCRW MOV R11,R14 SAVE RETURN
MOVB @CREWS. Ré # OF CREWS REMAINING
SRL R&, 8 INTO LSB
CI R&:5 MORE THAN 4 REMAINING?

JLE SHOWT NO, SO SHOW THEM



SHOWT

%
NOSHOW

LI Ré&, >0003
LI RO, 10

MPY RO, R&

LI R10: CWLFT]
A R7,R10

MOV R10, R?

LI VDPADD, SIT+>2A4
LI RCOUNT. 10

MOV R10, RLOC

BL ecv

Al R, &0

Al VDPADD, >0020
LI RCOUNT, 10
MOV R7, RLOC

BL eecv

B #R14
PAGE

YES, 80 SHOW ONLY 4 FOR THE TIME BEING
MULTIPLICAND

x10=0FFSET INTO TABLE

POINT TO TOP CHARS

ADD OFFSET

PRESERVE IT

SIT ADDRESS FOR START LF CREWS
8 BYTES TO MOVE

FROM THAT ADDRESS

WRITE FROM GROM

POINTS TO BOTTOM CHARS
POINTS TO NEXT ROW ON SCREEN
8 BYTES TO MOVE

FROM THAT ADDRESS

WRITE FROM GROM

AND RETURN

ta L A e et A g I e L E T e E Y R R I Y T
# THIS MODULE IS THE MINI_DRIVER TO GET INPUT FROM EITHER THE +#
* KEYBOARD OR THE JOYSTICKS AND PERFORM THE NECESSARY ACTION. #
# RETURN LINKAGE IS5 REGISTER FOURTEEN *
B34 333 SR I I AE I I A I I I IR 3 0 S R 0 S B R R S B

INPUT MOV R11,R14 RETURN LINK
MOVB @HOO, eSTOPFL SET INITIALLY TO NO INPUT
CLR @KEYBRD SCAN KEYBOARD ZERD
MOVEB ROBJFLG. @OBJFLEG 1€ THERE ANY OBJECT ON THE SCREEN?
JEG BRDINC NO, SO0 CAN’T SEND CREW MEMBER
BlL. @SCANKY YES:, S0 SEE IF WE WANT TO RETRIEVE IT
. CB @KEY, @H20 SPACE BAR PRESSED?
- JNE BRDINC NO, S0 CONTINUE ON
MOVB @DEMOFL. R4 ARE WE IN DEMO MODE?
JNE GDODBY YES: S0 RETURN TO TITLE SCREEN
B eMAINLZ SWITCH GAME LUGIC
* TO TUNNEL SCENE!'!
BRDINC AB @HO1, @KEYBRD INCREMENT KEY UNIT
CB @KEVYBRD. éHO3 PABT SPLIT KEYBOARD?
JNE BINCCT NO, SO CONTINUE SCANNING
B @INPTRT YES, S0 END THIS ROUTINE
BINCCT BL @S5CANKY G0 GET INPUT
CLR R3 CLR R3
MOVE @KEY.R3 MOVE TO R3
Cl R3,>FF00 IS5 A KEY PRESSED?
JEQ CHDEM1 NO, SEE IF DEMO WANTS TO MOVE
JMP CHDEM2 YES, SEE IF WE GO BACK TO GROM
#idmemamnd NQ KEY DETECTED <{F====######
CHPEMLI MOVB eDEMOFL. R4 ARE WE IN DEMO™?
JEQ@ CHKJOY NO. S0 CHECK JOY AS usual
*
COMPKY SB @HO1, @CMVDLY -1 FROM COMPUTER MOVE DELAY
JLT NEWDIR TIME FOR NEW DIRECTION!
NONEWD MOVB @CMVDIR, R3 GET OLD DIRECTION
JMP WATHKEY AND CONTINUE MOVING THAT WAY
NEWDIR BL @RANDND GET A RANDOM MOVE
ANDI R10,7 MASK IT OQUT
CI R10,2 RAND # FOR FIRE?
- JEG COKRYCT YES: S0 DON‘'T REPEAT THIS VALUE
CI R10. 5 RAND # FOR FIRE?
JEQ COKYCT YES, S0 DON’T REPEAT THIS VALUE

MOVE eMONTIM+2, @CMVDLY

SAVE OUT A DELAY VALUE FOR MOTIONM




COKYCT MOVB @DEMDKY(R10),R3

MOVB R3. @CMVDIR
JMP WATKEY

##d======3 KEY DETECTED <{==

CHDREMZ2 MOVEB @DEMOFL., R4
JEG WATKEY
GOODBY B @eGDGROM

WE HAVE THE COMFUTER'S MOVE
SAVE THE DIRECTION OUT

=436 3% 3%

ARE WE IN DEMO MODE?
NO, S0 PLAYER IS PLAYING
YES, S0 RETURN TGO GROM

wi#r=> DETERMINE WHAT KEY HAS BEEN HIT <{=d#it##

WATKEY MOVB @HOO, @JOYFL.G
CI R3, >0B0OO
JEG PAUSE
CI R3.>0500
JEQ UP
CI R3: 20000
JEQ DOWN
Cl R3. >0200
JEQG LEFT
CI R3, 20300
JEQG RIGHT
CI R3,>0D0OO
JEQ FIRE
CI R3,2>1200
JEQ CHKJ1

NO JOYSTICK HIT HERE
PAUSE KEY?

UP KEY

DOWN KEY

LEFT KEY

RIGHT KEY
OR V FIRE

Q@ OR Y FIRE

##### WRONG KEY PRESSED AT THIS POINT

JMP BRDINC
CHKJOY MOV @JOYY: @JOvyy
JEG BRDINC
CHKJ1 MOVB @HO1, @UOYFLG
MOVE @Jayy, RO
JET UP
JLT DOWN
MOVB @JOYX, RO
JET RIGHT
JLT LEFT
CHKJB Bl @SCANKY
MOVB @KEY, R3
SRL R3, 8
CI R3,20012
JEG FIRE
B @BRDINC
PAGE

TRY NEXT KEYBOARD
COMPARE TO ZEROES

YOYSTICK NOT MOVED., S0 CHECK NEXT KEYBODARD

GOT THY JOYSTICK FER’ SURE
COMPARE TO ZEROD :

ARITH. > 0 (JOYSTICK MUST BE UP)
ARITH. < O (MUST BE DOWN)
COMPARE TO ZIERO

SAVE HKEY

INTO LSB

FIRE BUTTON?

YES. S0 FIRE

NO., 80 CHECK NEXT WKEYBOARD

3630 363030 2353 I35 10300 I A I B A6 I AR A S I SR I A IS O S0 A B0 B B RS SR I SR S R R R R
# JUMPS MAY ONLY BE WITHIN 100 BYTES OF THE CALLER, S0 THESE NEXT#
# FEW LINES ALLOW THOSE ROUTINES TO BE PLACED ANYWHERE IN THE PGMs
S4B A S SR AR SR 0 3 4 4 100 30 S0 20 3 35 0 3 B B 406 45 I R S S S S A S A S S

up MOVE €MOO0, @PAIRFL
88 @HO1, @WETIME
JNE UPC
BL @DECRWG

UPC MOVE @HFF, @STOPFL
LI R7:>DFOO
B @UPDOWN

DOWN MOVE eHO0O0. @PAIRFL
SB e@HOl, @WEGTIME
JNE DOWNC
BL @DECRWeG

DOWNC MOVB @HFF., @5TOPFL
LI R7, 2000
B @UPDOWN

LEFT MOVB @HO1. @PAIRFL
SB eHOLl, eWGTIME
JNE LEFTC

SET PAIR FLAG TO SIDE PAIR MOVED LAST
DECREASE DELAY TIMER FOR WATER

NOT ZERO, SO0 DON‘T DECREASE

ZERD., 80 DECREASE WATER GACE

HAVE INPUT, S50 NO STOPPING NOW

UPWARD VELOCITY

GCTO UP/DOWN SUBROUTINE

SET PAIR FLLAG TDO SIDE PAIR MOVED LAST
DECREASE DELAY TIMER FOR WATER

NGT ZERO. S0 DON'T DECREASE

ZERO, S0 DECREASE WATER GAGE

HAVE INPUT, SC NO STOPPING NOW
DOWNWARD VELOCITY

@070 UP/DGOWN SUBROUTINE

PAIR FLAG TD VERT PAIR MOVED LASY
DECREASE DELAY TIMER FOR WATER

NOT ZERO. SO DON'T DECREASE



LEFTC

RIGHT

RIGHTC

FIRE

GOF IRE

FIRNOW
PAUSE

BL @DECRWG

MOVB @HFF, @STOPFL
l.I R7,>DF00

B @eLFTRIT

MOVB @HO1, @PAIRFL.
SB @HOLl, @WGTIME
JNE RIGHTC

BL @DECRWG

MOVB @HFF, @STOPFIL
LI R7, 22000

B @LFTRIT

MOVB @STOPFL. RO
JEG GOFIRE

MOVE eMFF. @STOPFL.
58 @HOZ, GWGTIME
JEGT FIRNOW

BL. @DECRWG

B @FIRES

BL @PAUSES

B @BRDINC

PAGE

ZERD. S0 DECREASE WATER GAGE
HAVE INPUT, G0 NO STOPPING NOW
LEFTWARD VELOCITY
GOTO LEFT/RIGHT SUBROUTINE
SET PAIR FLAG TO VERT PAIR MOVES LAST
DECREASE DELAY TIMER FOR WATER
NOT ZERO, SO0 DON‘T DECREASE

ZERO, S0 DECREASE WATER GAGE

HAVE INPUT., SO NO STOPPING NOW
RIGHTWARD VELOCITY

GOTO LEFT/RIGHT SUBROUTINE

ARE THE GUNS MOVING WHILE FIRING?
NO. S0 DON’‘T RESET THE STOP FLAG
YES. S0 KEEP MOVING WHILE FIRING
MORE WATER DUE TO FIRING

IF > O, DON'T LOSE ANY YET

LOBE SOME WATER

GOTQ FIRE SUBROUTINE

PAUSE SUBROUTINE
AND NEXT KEY

A I A A2 20 ST I I I S0 30 0 3 96 36306 36 38 35 36 46 2 36 38 38 39 38 31 30 4636 30 98 36 4090 3 36 30 30 6 330
# THIS IS THE RETURN POINT FOR ALL MOVING SUBROUTINES *
F ARSI H I S R 3 3 3R I SR 0 300640 T IE I3RS 33000 B I 3626 0 3 0E 36 336 3 I S SR

INFTRT

STOPGL

INPUTR

IRTN

MOVE @STOPFL. RO
JNE INPUTR

LI VDPADD, 8VT

BL. RWRTCL

DATA 2. HONQO

Al VDPADD. 4

CI VDPADD, 8¥T+2>10
JL STOPGL

MOVB @SHOTFL, RO
JNE IRTN

SB eHOl, @TGCOo0L.
WNE IRTN

MOVE e@SCROLD. eTGCDOL
MOV @TGAGPT, VDPADD
DEC VDPADD

CI VDPADD, S1T+>229
JEQ IRTN

LI R&, 20014

BL GWRTCL

PATA 1,R6&LB

MOV VDPADD. @TGAGPT
B #R14

PAGE

ARE WE SUPPOSED TOD STOR?

NO, SO0 JUST RETURN

LOAD VDPADD

VDPADD ALREADY LOADED

TWO BYTES OF ZEROES

POINT TO NEXT SPRITES‘ VELOCITY
AT FIFTH SPRITE?

NO, SO LOOP AGAIN

SHOT BEEN FIRED?

YES, S0 DON‘T COOL OFF, BABY!
IS IT TIME TO COOL DOWN, YET?
NO, SO DON'T COOL OFF

YES, S0 RESET COOL TIMER

SET UP VDPADD

WAS POINTING TO NEXT HEAT LOC
PAST LEFT BORDER?

YES, 80 IT‘S AT IT’S COOLEST!
COOL CHARACTER (COOL CAT?)

FROM R&LEB
AND T WILL'!
RETURN TO CALLER

AR IE AN I3 I F I 4E 3 S IR0 3 3 B0 0 0 I SR 30 I 0 R0 S SRR R I S I
* THIS SUBROUTINE WILL SEYT THE VELOCITY TABLE TO MOVE UP OR DOWN +
R IR R 3 I 30 6 S 303 30 30 3 I 3R 3 S 3 33 3 036 4 30 3 90 3 33 3 3 S SRR 3

UPDOWN-

UDRT

BL @EVENLR

LI VDPADD. SVT

Bl. @STOPAL

MOV R7,R1

BL @WRTVCL

DATA SVT+8, 2, MYWS+2
BL @WRTVCL

DATA SVT+12, 2, MYWS+2
MOVE @JOYFLG, R3

JEQ UDRT

B eCHwuJB

B @BRDINC

SEE IF WE ARE ALLOWED TO MOVE UP
YES, S0 STOP OTHER PAIR

UPWARD VELOCITY OF 20
AND WRITE NEW SPRITE POSITION

ALSO THE PARALLEL. SPRITE

DID WE UBE JOYSTICK?

NGO, SO0 SCAN NEXT KEYBOARD

SEE IF JOYSTICK WANTS TO FIRE NOW
CHECK NEXT KEYBOARD



PAGE
G633 30303 036 3 F 20 3 0 H 2030 35 3 22 9 3030 T2 00 R SR S0 0 S S S A IR 3 0 330 R 3
# THIS SUBROUTINE WILL SET THE VELOCITY TABLE TO MOVE LEFT OR RIGHT 3
4RI 130 0 2 3 JE 30 330 04 I R 0 3026 AR 30 36 I 3E I 6 4 SRR IR 20 I IS S I AR 3 S 3 SR I R

LFTRIT BL @EVENTE SEE IF WE CAN MOVE THAT WaY
LI VDPADD, 8YT+8 YES., S0 STOP OTHER PAIR
BL @S5TOPAL
SWPB R7
MGV R7.R1 DECREMENT POSITION
BL @WRTVCL
DATA SVT+0, 2, MYWS+2 AND WRITE NEW SPRITE POSITION
BL @WRTVCL
DATA SVT+4, 2, MYWS+2 ALSO THE PARALLEL SPRITE
MOVE e@JOYFLG, R3 DID WE USE JDYSTICK?
JEG LRRT NO: S0 SCAN NEXT KEYBOARD
B @CHKJB YES: SEE IF JOYSTICK WANTS TO FIRE
LRRT B @BRDINC CHECK NEXT KEYBOARD
PAGE

L L T e R I T I R Y
# THIS NEXT ROUTINE INSURES THAT THE SPRITES *
# ARE ON THE SAME COLUMN AND CHECK FOR BOUNDS #
A0 S 32 3 00 AL I E R T I 3 3SR B R B AR 48 3 R S 2 3

EVENTB MOV R11.R12 SAVE RETURN

BL @RDVCL INSURES TOP AND BOT ARE THE SAME

DATA SAL+1, 1, MYWS+2 X OF TOP INTO GR1

MOV R1.Ré& SAVE IT IN Ré

BL @WRTVCL

DATA SAL+5, 1, MYWS+2 MAKE BOT THE SAME

SRL. RA. 8 INTO I.LSB OR R& -
LFTBND CI Ré&.>0044 LEFT BOUNDARY

JLE CHKTDR PAST IT, BUT CHECK DIR
RGTBND CI Ré&. >00AC RIGHT BOUNDARY

JHE CHKBDR PAST IT, BUT CHECK DIR

WJMP ETBRTN IT’'S O K.
CHKTDR MOV R7.R7 TEST DIR FOR ZERD

JET ETBRTN

JMP STOPTB

CHKBDR MOV R7,R7
JLT ETBRTN
JMP STOPTB
ETBRTN B #R12
B B3I A I S I I B N R R R IR I R R

# STOP THE TOP AND BOTTOM GUNS SUBROUTINE SETUP *
36 30 31 38 36 3030 9F 3 36 36 30 30 3 3045 36 3030 30 3030 96 30 96 30 36 36 3F 30 36 36 3036 36 36 9 30 6 26 96 36 05 3F 96 36 06 31 30 0 00 363
STOPTE LI VDPADD, SVT SPRITE O VELOCITY TABLE
BL eSTOFAL G0 ZERO QUT THUSE TwWO VELOCITIES
MOVB e@HOO: @STOPFL AND SET TO STOP OTHER PAIR T0OO
MOVB @JOYFLG, R3 DID WE USE JOYSTICK?
JEQ@ STBGRT NQ., S0 SCAN NEXT KEYBOARD
B eCHWKJB SEE IF JOYSTICK WANTS TO FIRE. NOW
STEGRT B @BRDINC AND CHECK NEXT KEY!!
PAGE

A6 S 33 3006 3306 00 S 33 3 36 3 3 430 3036 300 33000 3 46 3 263 30 B IEE 36 A6 103
* THIS NEXT ROUTINE INSURES THAT THE SPRITES #*

* ARE ON THE SAME ROW AND CHECK FOR BOUNDS *
F A A6 T3 I I 3 3 IR

EVENLR MOV Rii,RI12 SAVE RETURN
BL. @RDVCL INSURES SIDES ARE THE SAME
DATA SAL+8, 1, MYWS5+2 Y OF LFT INTO R1
MOV R1,Ré& SAVE IT IN Ré
BlL. @WRTVCL

DATA SAL+12, 1. MYWS+2 MAKE RGT THE SAME



GRL. R&. 8
TOPBND CI Ré&, 20004
JLE CHKRDR
BOTEND CI R&: 50066
JHE CHKLDR
: JMP ELRRTN
CHARDR MOV R7,R7
JET ELRRTN
JMFP STOPLR
CHKLDR MOV R7,R7
JLLT ELRRTN
WJMP STOPLR
ELRRTN B #R12

MOVE SIDE POS INTO LSB OR Ré
TOP BOUNDARY

PAST IT, S0 STOP

BOT BOUNDARY

PAST IT, S0 STOPRECTION FIRST
0. K.

TEST DIR FOR ZERD

La e e s e e S e R I R R R e e s s
# STOP THE SIDE GUNS SUBROUTINE SETUP #*

FERR RN NN N MR 03 R0 20 3626 3 0636 3 236 M0 06 MM I 336 6 96 36 3636 NI 3

STOPLR L1 VDPADD, SVT+8B
BL eS5TOPAL.

MOVB 8HO0O0, STOPFL

MOVE @JOYFLG. R3
JEG STLRRT
B @CHK.JB
STLRRT B @BRDINC
FAGE

SPRITE 2 VEL TABLE

G0 ZERO OUT THOSE TWO VELOCITIES
AND SET TO STOP OTHER PAIR TOO

DID WE USE JOYSTICK?

NO:. S0 SCAN NEXT WEYBOARD

SEE IF JOYSTICK WANTS TGO FIRE: NOW
CHECK NEXT KEY!!

336 3 SH30 30 36 30 38 36 36 30 30 3F 3 3 30 36 36 3 3 36 30 30 3 3 30 36 36 38 3 30 3 6 36 4F 3535 30 4 36 30 06 3 36 96 30 90 30 3030 3R e 3030

#* 5UB TO WRITE O VELS TQ DESIGNATED TWO SPRITES *
e AW I U WIS 33 2 I S I I

STOPAL MOV R11i,RI10
BL @WRTCL
DATA 2. H0000
Al VDPADD. 4
BL e@WRTCL
DATA 2, HOOOO
B #R10O
PAGE

VDPADD AL READY LOADED IN RO
ZEROES TO Y AND X VELS
POINT TO NEXT SPRITE OF THE PAIR

ZEROES TO ITS Y AND X VELS
RETURN TO CALLER

AR SRR B A 0 LA H SR RS0 S0 A0 30 30 oF 30 4 36 0 S 30 30 650 B FE 38 0 S 3630 S8 3 33 36 330 5630 46 5 O 4 S0 30 3 0 2F 36 3F 33

# FIRE ROUTINE (PLACES BULLETS ON THE SCREEN) #*
B U3 3 4 S 4 A 3 10 3 333 B 00 30 36 S 2 S 303 30 0 36 4 B T4 B0 S B4R B SR S S S S S

FIRES MDVB @SHOTFL.RO
JNE FIRERT

MOVB @HO1., @SHOTFL

MOVE @GAMELY, R8
SRL RS.8
€1 R8.20
JHE TWOTIM
*
ONETIM LI R9,1
JMP HEATLP
TWOTIM LI R?.2
#

HEATLP MOV @TGAGPT., VDPADD

MOV VDPADD: RS
LI Ré&. 20060
BL @WRTCL
DATA 1, R&LB
INC VDPADD

CI VDPADL, SIT+>234

JNE TOSVPT
TNKGON BL. @WRTMSG

DATA 4

BL eSsPSUB

ARE BULLETS ON SCREEN?
YES, 850 CAN‘T REFIRE YET
NO, S0 SET THE SHOT FLAG

GET THE GAME LEVEL

INTO A LSB

ARE WE PAST LEVEL 207

YES., S50 JUMP 2 CHARS AT A TIME

ONE CHAR
TWO CHARS
SET UP VDPADD

SAVE TEMPORARILY
HOT CAT!!

CHANGE PODINTER

PAST RIGHT EDGE?

NO, S0 JUST SAVE TMP. GAGE PNT.
LASERS OVERHEATED MESGACE




TGSVPT

*
UDPREP

#*

LRPREP

*
PUTLRS

*
PUTUDS

#*
PUTBUL

%

BULVEL

®
FIRERT

DATA 7

B @LSTCRW

MOV VDPADD. BTGAGPT
DEC R%

JNE HEATLPR

MOVE @SCROLD, @TeCHOL

MOVB @PAIRFL. @PAIRFL
JEG LRPREP

LI R1, 29000
Bl. @PREP
JMP PUTUDS

LI R1,>%400
BL @PREP

Bl. @RDVCL

DATA GAL+8, 2: MYWS+10
BL eRDVCL

DATA SAL+12,2, MYWS+12
SB @HO0B.R&LEB

AI RS, 8

LI R7,2>0064

LI R8, >009C

JMP PUTBUL

BL @RDVCL

DATA SAL+0: 2 MYWS+10
BL. @RDVCL

DATA SAL+4, 2. MYWS+12
Al RS, >0800

8B @HO0B.R6

L1 R7,2>6400

i.I R8,>%C00

BL @WRTVCL
DATA SAL+14. 2, MYWS+10
BL. @WRTVCL
DATA SAL+20, 2, MYWS+12

BL BWRTVCL
DATA SVT+16, 2, MYWS+14
BlL. CWRTVCL.
DATA SVT+20, 2, MYWS+14

BlL. @S0UND
DATA FIRSEND

B @BRDINC

PAGE

YES, 60 I OVERHEATED!!!!

SAVE TEMP. GAGE POINTER

LOOP AGAIN FOR HIGHER LEVELS?
YES

NO. RESET TG COOL TIMER

WHICH PAIR MOVED LAST
SIDES, €0 PREPARE FOR SIDE SHOTE

CHARACTER >%0
CHANGE PATTERN OF BULLETS
AND GO PUT BULLETS ON THE SCREEN

CHARACTER >94
CHANGE PATTERN OF BULLETS

GET THE POSITION OF THE SIDE GUNS
GET LEFT Y, X INTO RS

GET RIGHT Y. X INTO R&

SAME HERE

OFFSET JUST A LITTLE BIT

LEFT VELOCITY

RIGHT VELOCITY

AND PUT THE BULLETS ON THE SCREEN

GET THE POSITION OF THE VERT GUNS
GET TOF Y, X INTO RS

GET BOT Y, X INTO R6
OFFSET A LITTLE BIT
SAME HERE

TOR VELOCITY

BOT VELOCITY

THIS WILL PUT THE BULLETS ON THE SCREEN

AND REWRITE TO BULLET 1
AND REWRITE TO BULLET 2

LETS PUT IN THE VELOCITIES. MOW
HERE'S THE FIRST ONE FROM R7

HERE'S THE SECOND ONE FROM RB

EXECUTE FIRE SOUND

EXIT

T L T Y X T X X T Sy
# MODULE TO CHANGE THE PATTERN OF THE BULLETS AS DESIGNATED IN#

# REGISTER ONE MSB. RETURN LINKAGE IS IN RB *
FH A B S I I I 0 4 30 3 3 S IE 3 300 3 300 3 30 3 303 0 030 I S I 306 I 30 S S 03

PREP

MOV RI1,R8

BL @WRTVCL

DATA SAL+18, 1, MYWS+2
Bl. @WRTVCL

DATA SaL+22, 1, MYWS+2
B ®RH

PAGE

SAVE RETUN LINKAGE

CHANGE PATTTERN OF BULLETS
#*TO WHATEVER WAS LOADED
#IN R1 BEFORE THE CALL

#TO THIS ROUTINE

RETURN



23646 35 36 35 36 36 3 96 96 35 18 3 35 30 25 36 3 3630 36 30 36 30 36 38 33048 303045 3596 45 35 35 36 3648 35 3090 30 S0 30 30 3030 0300 R 3R F 3 S0 R0 H

# THIS ROUTINE IS CALLED FROM
# ONE PIXEL. RETURN IS IN R10.

‘DRWERS’ TO INCREMENT THE DEPTH LINES #

¥

R S I 26 S0 2 30 36 30 30 3 0 6 30 35 3030 4H 30 30 5 30 3 300 SR 3030 3 30 303 40 40 M 030 S0 I H S0 I IS S IR IR R N R N H

VDPCLD MOV
CLR
CLR
MOVE
SRL.
ce
JLE
SB

VTLDO7 LI
BL
SLA
A
BL

VTLRDOS LIMI
LIMI
MOVB

SWPB

MOVE
NOP
MOVE
SWPB
MOVB
CB
JLE
MOV
VTLDOS LIMI
LIMI
MOVB
SWPB
MOVB
VTLDO4 MOVE
CB
JEG
ce
JEG
cB
JEG
MOVE
JMP
VTLDGO MOVB
SRL
MOVB
VTLDO1 MOVB
DEC
JNE
JMP
VTLDOZ LIMI
B
PAGE

R1ii,R10
R4
R?
@LDNO, RS

RS. 8

@R5LB, eHO7
VTL.DO7
@HO8, @R5LEB
R3, GCHRLD
@GSBR2
R3, 1

R&: R3
@GSBR1

2

o
@GRMRD. R7
R7
@GRMRD: R7

@GRMRD: R?
RrR?
@GRMRD.: RY
@L.DNO. eHO7
VTLDOS
R%®., R7

2

0

R7. @VDPWA
R7

R7. @JDPWA
@GRMRD. R&
Ré6, EHAA
VTLDOO
R&, GHAB
VTLDOS
Ré&, GHAD
YTL.DOZ2
R&, @VDPWD
VTLDO4
@GRMRD, Ré6
R&. 8
@GRMRD, RB
R8, GVDFPUWD
R&

VTLDO1
vTLDO4

2

*R10

A ook % ok ook ok sk % ok %k % ok

d# % %

* & & & % %

SAVE RETURN ADDRESS
CLEAR LOOP REG

CLEAR OFFSET WORK REG.
GET CHAR LOAD NO.

INTO LSH

CK LOAD NUMBER SIZE
BYPASS 1IF 1-B

ADJUST LOAD NUMBER
L.0AD REF ADDRESS NO
GO FIND STARTING ADDR
MULT NUMBER X 2

ADD OFFSET FOR ADDRESS
60 TO GROM READ

GET M5B OF LOAD ADDR 1-8
MOVE TO LOW NYBBLE
GET LLSB OF LOAD ADDR i-8

GET MSB OF LLOAD ADDR 9-16

MOVE TO LOW NYBBLE

GET LSB OF LOAD ADDR 7—-1é

CK LOAD NUMBER SIZE

KEEP 1-8 ADDR

PUT 9-14 ADDRESS INTO WORK

#NEED SOME SPEED.
#FOR INTERRUPTS

* ok &k % g % A

s & & ok % % ¥

* % %

*

SEND LSB OF VDP WRITE

SET UP MESB

SEND MSB OF VDP WRITE

CK FOR LOOP CODE

CKh FOR >AA CODE

REPEAT CHARS( LOOP)

CK FOR >AB INTER LOAD ADDR.

CK FOR EXIT CODE

EXIT ON >AD CODE

WRITE CHAR TO WVDP

EXIT - GET NEXT CHAR

GET LDOP COUNTER DR TERM BYTE
MOVE COUNT TO LOW BYTE

GET CHAR TO REPEAT

DEC COUNT

LOoP

GET NEXT CHARACTER

RETURN

3630 3098 35 2030 05 35 35 25 95 35 2596 26 35 96 30 6 36 36 45 30 30 3 46 30 30 T 303 338 30 36 36 36 36 30 3 36 36 36 336 38 3H S0 30 S0 30 M B30 S S

# UPON MOVEMENT,

THIE ROUTINE WILL DECREASE THE WATER GAGE AT #

* A SET RATE. RETURN LINKAGE IS IN R10. #*
3695 3044 3096 45 404 5 SE 4 1 S0 30 6 20 36 00 608 38 240 3 300403030 30 JE 00 30 00 00 0 00 0 20 3 3 SETEI0SHE S BRI IR I R e

DECRWG MOV R1il,R10

MOVE eWTLOSS, @WTLOSS

JNE DECWGR

MOVB @WCTIMV, @WGTIME

MOVE

@WECHAR, RS

SAVE RETURN

ARE WE ALLOWED T0O DECREASE THE WATER?
NG, S0 JUST RETURN

RESET TIMER

GET CURRENT CHARACTER




SRL RS.8 #INTO LGB

.

INC RS POINT TO NEXT CHAR
CI RS, >0010 PAST LAST CHARACTER?
JLE WWGCHR NGO, S0 WRITE NEW WATER GAGE CHAR
*
LI RS. 8 NEW CHAR WILL BE THE FULL CHAR
MOV @UWGAGPT., Ré DECREASE SIT ADDRESS OF CURR. WATER GAGE
DEC Ré&
MOV Ré&, @WGAGPT AND SAVE WHERE WE ARE
CI R&,8IT+>249 OUT OF WATER?
JH WWGCHR NO. SO WRITE
Bl. @8PSUB OUT OF WATER
DATA 17
BL @WRTMSG OUT OF WATER MESSAGE
DATA 14
B @LSTCRW YES: S0 ONE TANK GDNE!
*
WWGCHR MOV @WGAGPT, VDPADD SET UP VDP ADDRESS
BL. @WRTCL AND WRITE NEW WATER GAGE CHAR
DATA 1,RSLB FROM RS LOW BYTE
» .
MOVE @RG5LB. @WGCHAR SAVE NEW CHARACTER
SB @HOI1, @GALWAT THERE GOES 1 GALLON GF WATER!!
DECWGR B #R10 AND RETURN
PAGE
R Ry R R L T R R 2R A T E TRt AT PURTE R
* THIS MODULE WILL PUT/MOVE WATER ON THE SCREEN. SETS A LOT OF#%
* FLAGS(SEE CPURAM+Z38). RETURN IS IN R12. *
3036 3 3R AR I3 2RI I R 6 2 SR IR SIS I I S R 2 2
CHKWAT MOV R11,R12 SAVE RETURN
MOVB @OBJFLG, R1 IS OBJECT ALREADY ON SCREEN?
JEG CWATC NO, S0 MUST CREATE IT FIRST
B @MOVWAT YES, 850 JUST MOVE IT!
CWATC MOVB eGALWAT,R1 GET CURRENT # OF GALLONS
SRL. R1., 8 INTO LSB
CI R1,18 18 OR LESS?
JH CHKOBJ NO, 80 SEE IF WE CAN SEND OBJECT
# .
MOVB RWREENRB. R1 WATER ALREADY OFFERED TO THIS SHIP?
JNE NYRTRN YES, S0 DON'T OFFER IT AGAIN
#*
MOVB @0BSPCH. RO DID WE ALREADY SAY MESSAGE?
JNE MSG2 YES, 50 DON‘T SAY IT AGAIN
Bl @S5PSUB
DATA 14
MOVEB eHG1l, @OBSPCH PHRASE EXECUTED
Mse2 Bi. @WRTMSG COOLANT IS RUNNING LOW MESSAGE
DATA 11
CLR RS SEND WATER FLAG
JMP SENDIT
* ,
CHKOBJ CI R1,45 < 357
JLE CHKS0 YES
JMP NOOBJ NO, SO NO OBJECT YET
CHKSO CI R1,30 > 457
JHE SNDOBJ YES, S0 OBJECT CAN BE SENT
NOOBJ B @CKWATR CAN'T SEND ANYTHING
*
SNDOBJ MOVB @OBEENB, RO HAS OBJECT BEEN HERE BEFORE?
JNE NYRTRN YES, 80 NO OBJECT

MOVB @O0BSPCH. RO DID WE ALREADY S5AY MESSAGE?



MSG1

#
SENDIT

+#*

NOTYET
NYRTRN

*
PUTWAT

# SHOOT IT,

JNE MBG1

BL @5PSUB

baTa 11

MOVE @HO1, @DBSPCH
BL @WRTMSG

DATA 8

LI RS, 1

MOVE @MNIFLG. R1
JNE NOTYET
MOVEB eMN2FL.G. Rt
JNE NOTYET
JMP PUTWAT

MOVB @HCO, eLETMON
B GCHWATR

MOVB @HOO, @LETMON

YES, S0 DON’'T SAY IT AGAIN

FHRASE EXECUTED

OBJECT DETECTED
SEND OBJECT FLAG

IS MONSTER 1 STILL THERE?

YES, S0 WAIT UNTIL HE’‘S GONE

IS MONSTER 2 STILL THERE?

YES: S0 WAIT UNTIL HE'S GONE

NO MONSTERS, SO PUT THE WATER QUT

DON'T MAKE ANY MORE MONSTERS
AND EXIT THIS MODULE

IF THERE WAS A MONSTER ON SCREEN: AND YOU

IF IT WAS THE 12TH MONSTER. NEWLVL ALLOWS MONSTERS TO APPEAR

AGAIN. S0 I NEED THE ABOVE COMMAND TO PREVENT MONSTERS FROM APPEARING

#*
# WHILE THE WATER IS COMING OUT.
#*

FUTOBY

**

PUTHZO0

FUTIT

#
WATWHR

MOV RS, RS
JEG PUTHZ20

Bi. eRANDNO
SRL R10., 14
CI R10,3

JEG PUTORJ

MOVB @TREASC(R10}, @R2LEB

SLA R10,8

LI RLOC, TREAS

A R10, RLOC

MOVB eHO1. @OBEENB
JHMP PUTIT

BL esPsuB

DATA 15

BlL. QURTMSR

DATA 12

L.I RLOC: WATER
MGVE @HO1, @WONSCN
MOVE @eHO1, eWTLOSS
MOVB eHO1l, GWBEENR

CLR e@WPIXLS

MOVB @HOO, @OBSPCH
MOV RLOC, @WATPNT
BL @QuiCV

DATA 32, 8DL+>100

I Rl,2>4400

BL @RANDNO

ANDI R10.,2>7FQ0
SRL. R10/, B

CI R10,96

WwH WATWHR

Al R10,72

MOVDB @RALDB, @RI1LE
MOVB @WONSCN:R10
JEQ MAKOBC

WHAT DO WE SEND?
WATER

0.1.2

CANNOT BE 3 -

60T THE CCLOR

x by 236

START OF TREASURES

POINTS NOW TO A TREASURE

THIS OBJECT HAS BEEN HERE NOW

WATER AHEAD MSG

GROM ADDRESS OF WATER CHARACTERS
WATER ON SCREEN

DO NOT LOSE WATER

THIS WATER HMAS BEEN HERE NOW

ALSO GETS WSIZICH WITH IT
CAN SAY PHRASE AGAIN
SAVE QUT START OF CURRENT OBJECT

GET PATTERN INTO SDL
HERE ‘S THE STARTING Y

GET A RANDOM #

0-127

INTO LSB

PAST 967

YES, 50 DO IT AGAIN
72-168 18 THE X VALUE

WE NOW HAVE & RANDOM X

I8 THIS WATER

ND, S0 SET TO PROPER COLOR




MAKDOEBB

#*

MAKOBC
*
WRTOB

i
k.2

MOVWAT

3#*

MOVOBJ

RESPIX

*
DEL.WAT

#*
CKWATR

LI R2. 24004
JMP WRTOBY

CRI R2, >A000

BL @WRTVCL
DATA SAL+228, 4, MYWS+2
MOVE @HO1, eOBJFL.G

BL @RDVCL,

DATA SAL+>28, 1, MYWS+2
SRL Ri, 8

CI R1,112

JHE DELWAT

INC R1

BL @WRTCL.

DATA 1,RI1LB

AR @HO1, @WPTIXLS
CB e@WPIXLS, @HOA
JL CKWATR

AB @HO1, @WSIZCH
CB @WSIZCH, @HO7
JH RESPIX

MOVEB @WSIZCH, RS
SRL R3. 8

SLA R5.5

MOV @WATPNT, RLOC

A R3S, R4

BL eGcvV(Cv

DATA 32, SDL+>100
MOVB @HOO.: eWPIXLS
B eCKHWATR

BL eWRTVCL

DATA SAL+>28, 1, HCO
MOVB @HQO., BWONSCN
MOVB @H0O0, eWwTIL.0GS
MOVE @HQO0. BOBJFLG
MOVB @HO1, BLETMON
BL @GRMVDP

DATA BLANKM, 24, SIT+>1E3

B #R12
PAGE

CHAR AND BLUE COLOR

HAVE THE COLOR IN LOW

NOW THE WATER IS ON T
OBJECT IS NOW ON SCRE

GET OBJECT Y

INTO R1 LSB

AT BOTTOM EDGEW?

YES: 80 GET RID OF IT
NO: S0 LET'S MOVE OBV

FINE WITH ME

MOVED ONE MORE PIXEL
MOVED OUR LIMIT?

NO, S0 JUST RETURN

BYTE,

HE SCREEN
EN

ECT

INC # OF PATTERN CHANGES

PAST ITS LIMIT?
YES, S0 DO NOT CHANGE

PATTERN

NEEDED FOR GROM ACCESS

INTO LSB

¥ BY 32 FOR EACH PATTERN

POINTS TO WHAT OBJECT
NOW ADD THE OFFSET

AND GET THE NEW PATTE
RESET THE PIXEL COUNT
AND RETURN

NO LONGER ON SCREEN,
CAN LOSE WATER NOW!!
NO LONGER AN OBJECT O

_IT CURRENTLY IS

RN
ER

BUT STILL WAS HERE

N SCREEN

CAN ALLOW MONSTERS NOW! !

BLANK OUT MESSAGES

RETURN TO CALLER

A IS I IR IR SR S S R I3 S S IS SR S S I S I R R R
# THIS MODULE IS THE PAUSE FEATURE INCLUDED IN ALL T.1I.
*= IT WILL STAY HERE UNTIL
IR R IR H I G I S S B RS SE IO S B B SR I SIS SR SR A R R AR

FAUSES

PAUSL.1

PALSL2

MOV R11.R%

MOVE @MOTION. R2
MOVE @HOO, @MOTION
MOVE @KEYBRD. R4
BL @S0OUND

DATA SNDOFF

BL @SCANKY

MOVB @STATUS. RO
JNE PAUSLL

CLR @KEYBRRD

CLR @SCNTIM

BL @SCANKY

ANY

KEY IS HIT AGAIN

SAVE RETURN L INK
SAVE MOTION BYTE
AND SET TO NO MOTION
SAVE WHICH KEYBRD IT

TURN OFF SOUNDS
GO CHECK FOR SOME INP

GAMES. #

-

WAS IN

uT

KEY STILL PRESSED (DEBOUNCE?)

YES,
SCAN ON ZERO NOW

CLEAR SCREEN TIME-OUT
NOW G0 CHECK FOR A KE

80 WALIT UNTIL HE LETS UP

Y



MOVE @S8STATUS, RC KEY PRESSED?

JEG PAUSLZ2 NOT YET
=
PAUSL3 BL @BCANKY
CB @KEY, @HFF NOW WAIT UNTIL HE RELEASES THAT ONE
JNE PAUSL3
MOVE R2, @MOTION RESTORE MOTIODN
MOVB R4, @AEYBRD RESTORE KEYBRD
B #R% LET’S GO ON WITH THE GAME
PAGE

B30 363530 B 36 A0 36 36 38 38 35 363 36 35 38 35 56 36 9 95 35 353030 3 30 36 35 30 3636 30 3 30 3 30 IS 0 36 3 LIS S H R
¥ THIS IS THE MODULE THAT DETERMINES IF IT IS TIME TO PUT A #*

%

* MONSTER ON THE SCREEN. IF 50, IT WILL . RETURN IS IN RI1G. #*
FEIE TR N R R IR N I R RN SRR
MAKMN1 MOV R11, @TEMPRT EMERG. SAVE RETURN LINK
H
MOVB @CRWOUT, R3 1S THE CREW MEMBER IN THE TUNNEL?
JNE CREWO1 YES, SO DON’T USE MAIN LOOP1 LOGIC
*
BL @INPUT CHECK FOR INPUT
BL @COINC TEST FOR COINCIDENCE
BL @DRWERS AND SCROLL
JMP CREW11
3H*
#* IF A COINCIDENCE IS DETECTED, THE SCORE ROUTINE USES R15 AS A RETURN
* LINK. THEREFORE, I CANNDT PLACE eTEMPRT IN R15 AT THIS PQINT!!'!
3*
CREWD1 BL @INPUT2 CHECK FOR INPUT
BL @COINC AND COINC TO MONSTER
BL ©CSHOTB CHECK SHOT BOUNDARY
BL @COINCC AND COINC ON CREW MEMBER
CREW11 MOVB @LETMON, RO AM I ALLOWED TO MAKE MONSTERS?
JNE MKMLICT YES. GOTO Make Manster i Continue
B @MKMNRT NO. S0 LEAVE THIS SUBROUTINE
*
MKMICT MOVE @MN1FLG. RO IS MONSTER ON SCREEN?
JNE MAKMNZ NO. SO CHECK MONSTER #2
*
GTMNPT BL @GETMPT GET A PATTERN
# UPON RETURN, RLOC CONTAINS PATTERN ADDRESS OFFSET
MOV RLOC, @MN1PNT SAVE THE PDINTER BEFORE GW
BL eevcy
DATA 32, SDL+>CO WRITE PATTERN TO SDL FOR MON 1
GTMNCL BL @GETMCO G0 GET A COLOR
CB R2, @HO1 I8 THIS MONSTER DANGEROUS?
JEQ MAK1iBL YES, S0 SET FLAG TO SAY SO
MOVB @HOO. 8M1DANG ND. SO SET FLAG TO SAY SO
+JMP PUTMON
MAK1BL MOVB @HO1. @M1DANG THIS MONSTER CAN KILL YA’
*
PUTMON LI R1, 23870 STARTING Y, X
BL @WRTVCL AND PUT MON ON SCREEN
DATA SAL+>18, 2, MYWS+2
BL @WRTVCL ALONG WITH THE COLOR
DATA SAL+>18, 1, MYWS+4
4+
BL. @GETMVL GET MONSTER VELOCITIES IN R1
H
BL eWRTVCL

DATA SVT+2>18, 2, MYWS+2 NOW WRITE OQUT THE VELOCITIES




*

MAKMNZ

3
MAM2CT

#

*
CREW22

*
CREWO2

¥*
GTMNP2
# UPON

GTMNCR

MAKZBL.
#

PUTMNZ

3*
MKMNRT

3 335 35 35 30 3 3 30 36 20 30 36 36 30 330 36 3 36 3035 35 3 303090 3140 4 330 20 46 3635 36 38 30 3040 30 30 40 30 3B 36 36 T35 45 6 35 30 30 3 30 30 30 3630 AN

MOVB eHOO, eM1ICTIM
MOVEB eH10, @MIMTIM
MOVEB @HO1l, eMN1FLG
MOVE €HOO, eMIHITS

PACE

MOVE @GAMELV. RS
SRL RS, 8

CI RS, 20

WVHE MKM2CT

B @MKMNRT

MOVB @CRWOUT, R3
JNE CREW22

L. @INFPUT
BL @COINC
BL @DRWERS
JMP CREWO2

BL @INPUTZ
BL eCOINC

BL. @CSHOTB
BL @COINCC

MOVE eMN2FLG: RO
JNE MKMNRT

BL. 2GETMPT

CLEAR MONSTER ONE TIMING BYTE
SET MOVEMENT DELAY TIMER
WE‘RE AT THE FIRST PATTERN
NO HITS TO START WITH

GET THE GAME LEVEL

INTO LSB

BEYOND LEVEL 207

YES, S0 WE CAN HAVE TWO MONSTERS
NGO, S0 RETURN

IS THE CREW MEMBER IN THE TUNNEL?
YES, 50 DON‘T USE MAIN LOOP1 LOGIC

INPUT

COINC ON MONSTER
CHECK BUILLLET BOUNDARY
AND ON CREW MEMBER

IS MONSTER ON SCREENT
N0, S0 RETURN

GET PATTERN

RETURN, RLOC CONTAINS OFFSET FDOR MONSTER PATTERN

MOV RLOC, @MN2PNT
LI RCOUNT, 32

BL @GVCY

DATA 32, SDL+>E0
BL @GETMCO

CEB Rz, &HM0O1

JEQ MAK2BL

MOVE @HOO, @M2DANG
JMP PUTMNZ
MOVE @HO1, @M2DANG

LI R1,2>3870

Bl. @WRTVCL

DATA SAL+>1C, 2: MYWS+2
BL @WRTVCL

DATA SAL+21F, 1, MYWE+4

BL. @GETMVL.

BL. @WRTVCL
DATA SVT+2>1C, 2, MYWS+2

MOVB eHQO, eM2CTIM
MOVB eH10, @M2MTIM
MOVEB eHO1l, @MN2FL.G
MOVE @HOO, eM2HITS

MOV CTEMPRT,R1S
B #R15
PAGE

SAVE THE POINTER BEFORE GWW
32 BYTES TO A

WRITE PATTERN TO SDL FOR MON 2

GG GET HIS COLOR

I8 THIS MONSTER DANGERQUS?

YES, 50 SET FLAG TO SAY 80O

NO. S0 SET FLAG

THIS MONSTER DEFINITELY DANGERDUS

STARTING VY, X
AND PUT MON ON SCREEN

ALONG WITH THE COLOR

GET MONSTER YELOCITIEE IN R1i

MEW SPRITE VELOCITY
AND WRITE FROM REGISTER ONE

CLEAR MONSTER 2 TIMER BYTE
SET MOVEMENT DELAY TIMER
WE‘RE AT THE FIRST PATTERN
NO HITS TO START WITH

NOW I MAY RESTORE THE RETURN LINK!!



# ROUTINE TO GET MONSTER PATTERN ADDRESS INTD RLOC FOR GRMVDP. RETURN

# IS IS R13
ARSI S S 3 S I SIS IR SR I B A0 JE 00 36 36 3R 3R 46 I 3 26 AR I 48 S IR IR IR BRI 3 S S 2 20 S SRR I

*

GETMPT MOV R11,R13 SAVE RETURN
GMPL BL. @RANDNOD GET A RANDOM NUMBER
MOV R10, R& AND PLACE IT IN Ré&
SRL. Ré. 12 NOW HAVE RANDOM 4 LSB
CI R4, 11 PAST # OF MONSTERS?
JH GMPL YES, S0 Q0 AQAIN!
LI R2, 254 MULTIPLICATION FACTOR FOR GROM
MPY R&, Ré& POINTS TO A RANDOM MONSTER PATTERN
LI RLOGC, MONS STARTING MONSTER GROM ADDRESS
A R7,RLOC ADD OFFSET TO GET THE MONSTER
B #R13 RETURN TO CALLER
e A gl S S 23 2 L LUl R R il i 2t LR T R EITEE Y 2T Y e e
# RDODUTINE TO GET MONSTER COLOR INTEH REGISTER TWD MSBYTE. RETURN i
# I§ IS R13 #*

H R I R S A I I R R I S IR I A S A IR IR R IR I IR N

GETMCO
GMCOL

MAKBLK
CMCORT

MOV R1i1,R13
BL @RANDND

ANDI R1G. >000F

CI R10, >0009
JEQ GMCOL

CI R10, 20004
JE@ &MCOL

Cl R1Q,>0008
JEG GMCOL

€1 R10, 20001
JEG MAKBLK
MOV R10,RI1O
JEG MAKBLK
CI R10,>000A
JEQG MAKBLK
Cl R1G, >000B
JEQ MAKBLK
MUVE @RALB.R2
JMP GMCORT
LI R2, 20100
B #Ri3

PAGE

SAVE RETURNM

GET A RANLOM MUMBER
0-195

L.IGHT RED?

CAN'T BE

DARK RED?

CAN'T BE

MED RED?

CAN'T BE

BLACK? 4
YES., S0 SET DANGEROUS FLAG
TRANSPARENT

YELLOW

YELLOW

GOT THE COLOR IN R2 MSB
AND RETURN

FORCE BLACK
RETURN TO CALLER

IR R R RS IR R R R R R R R SRR R AH
# ROUTINE TO GET MONSTER VELOCITIES INTO REGISTER NNE. RETURN *
* IS IS R13
RS T IR ARSI I I R0 3 S I I R 36 3 3 T 06 3 SR 360 0 30 2R SR 0 A 22 0 B B0

GETMVL

MN1140

MN1120

MN1100

MOV R11,RI13

MOVEB @GAMELV, R&

SRL R4, B
CI R&, 40
YL MN1120
LI R2, 40

S R2,Rb6
JMP MN1100
CI R&,20
JL O MNEILOO
LI R2,20

S R2,Ré&

BL @RANDNO
MOV R10., R8
S8RL R10, 14
LI R3: MONVEL
SLA R&. 2

A R&: RS

#

SAVE RETURN

GET THE CURRENT GAME LEVEL
INTQ LSB

AT OR BEYOND LEVEL 407

NO 80 CHECK FOR 20

DECREASE BY 40

AT DR BEYOND LEVEL 207
NO. S0 WE’'RE IN THE FIRST SET

DECREASE BY 20

G0 GET A RANDOM NUMBER

AND SAVE IT OUT

GET A # O 1, 2, OR 3
START OF THE VELOCITIES

x BY 4 (4 BYTES/VEL LEVEL)
POINT TO START OF VEL LEVEL



A& R1IO, RS RANDOM VEL WITHIN A VEL LEVEL

MOVE #RS,R1 GOT THE Y
5 R10,R3 POINT TO START OF VEL LEVEL AGAIN
*
ANDI RS, >0Q0CO
- SRL R&. & NEW RAND #
A R8,R5 RANDOM VEL WITHIN A VEL LEVEL
MOVE #R5, @R:iLEB GOT THE X
*
GMVLRT B #R13 RETURN TO CALLER
PAGE

3 36 35 9 T 50 F 3 3 3 3 3 6 030 3040 303030 H 30 30 3 2040 3 3000 6 0 300 08 3 48 30 35 0 30 360098 36 36 90 F36 6 30 30 30 3R F I T3
# THIS IS THE MODULE THAT WILL CHANGE THE MONSTER’S PATTERN #*

# IN ACCORDANCE WITH THE TIMER BYTE. RETURN IS IN R15. *
Sa LTS e e A e AR A T A A R Y e
CHGMNIL MOV R11, @TEMPRT EMERG RETURN LINK SAVE AREA
#
MOVEB @CRWOUT. R3 IS THE CREW MEMBER IN THE TUNNEL?
JNE CREWC1 YES, SO DON’'T USE MAIN LONP1 LOGIC
#*
BL. @INPUT
BL. @COINC MAIN LOOP 1 LOGIC
BL. @DRWERS
JMP CREWC3

#* IF A COINC IS DETECTED, THE SCORE ROUTINE USES R15 AS A RETURN LINK.
* THEREFORE, I CANNOT RESTORE MY RETURN IN R15, YET'!
CREWC1 BL eINPUTZ2

BL. @COINC MAIN LOOP 2 LOGIC '
BL eCSHOTB :
BL eCOINCC

#

.~ CREWC3 MOVB @MNI1FLG,R7 IS MONSTER ON SCREEN?
- JEG CHEGMN2 NO, S0 CHECK MONSTER 2

SRL. R7.8 PUT MNIFLG INTO LSB OR R7
MOVB EMONTIM(R7),R8 LETS FIND QUT HOW LONG TO STAY AT THIS SIZE
CB @eMIiCTIM, RB I8 TIMER BYTE PAST GQUR TIME LIMIT?
JL CHEVL1 ND, BUT CHANGE VELOCITY ANYWAY
INC R7 INCREMENT NUMBER OF CHANGES
Cl R7,.9 PAST IT'S LIMIT?
JEQ DELMNI YES, S0 DELETE MONSTER OFF SCREEN
MOVB @R7LEB. GMNLIFL.G NO. SO SAVE THE NEW MONSTER FLAG

CHGSZ1 MOV @eMN1PNT, RLOC LOAD GROM ADDRESS WE'RE POINTING TO
Al RLOC, 32 AND POINT TO NEXT PATTERN
MOV RL.OC, @MNIPNT SAVE OUT THE NEW MONSTER POINTER
BL ecvcv AND GET THAT PATTERN
DATA 32, SDL+>C0 INTD VDP RAM
MOVB @HOO, @MICTIM RESTART THE TIMING SEQUENCE

CHGVL.1 SB €@HO1, eMiMTIM TIME TO MOVE., YET?
<NE CHEGMNZ NO. S0 CHECK #2
MOVB eHio, @MIMTIM YES. RESET MOVEMENT DELAY TIMER

#
BL €GETMVL GD GET A NEW VELOCITY

*
BL eWRTVCL NEW SPRITE VELOCITY
DATA SVT+24, 2, MYWS+2 AND WRITE FROM REGISTER ONE
JMP CHGMNZ CHECK MONSTER 2 NOW

#
DELMN1 BL @WRTYVCL
DATA SAL+2>18. 1, HCO
CLR R1 ZERO OUT VELOCITIES
BL @WRTVCL
DATA SVT+>18, 2, MYWB+2



MOVB @HCO, @MNIFLG RESET MONSTER ON SCREEN FLAG

MOVB @M1DANG, RS WAS THIS MONSTER DANGEROUS?

JEQ CHGMNZ NG, S50 JUST LET HIM 6O

BL esPsuB

DATA B MUNSTER DAMAGED SHIP

BL @WRTMSG YES, SO0 PUT UP MEGSSAGE

DATA 5

B CGLSTCRW YES, S0 YOU JUST LOST A MOONMINE
#

PAGE
CHGMNZ EQU %
3*

MOVE @CRWOUT, R3 IS THE CREW MEMBER IN THE TUNNEL?

JNE CREWCR2 YES: S0 DON’T USE MAIN LOCOP1 LOGIC
*

BL @INPUT

BL @COINC MAIN LOOP 1 LOGIC

BL @DRWERS

JMP CREWCA
+*

CREWCZ BL @INPUTZ2

BL @COINC MAIN LOOP 2 LOGIC
BL. @CSHOTB
BL. @COINCC
*
CREWC4 MOVEB eMMN2FLG, R7 IS MONSTER ON SCREEN?
JEQ CHMNRT NQ., SO RETURN
SRL R7.,8 PUT MNIFLG INTOD LSB OR R7
MOVB @MONTIM(R7), RS LETS FIND CQUT HOW LONG TD STAY AT THIES SIZE
CE eM2CTIM, R8 IS TIMER BYTE PAST OQUR TIME LIMIT?
JI CHeVLZ2 NQ, BUT CHANGE VELOCITY ANYWAY
INC R7 | INCREMENT NUMBER OF CHAMGES
CI R7.% PAST IT’S LIMIT?
JEG DELMNZ YES:, SO DELETE MONSTER OFF SCREEN
MOVE @R7LE. @MN2FLG NGO, 50 S5AVE THE NEW MONSTER FLAG
CHGSZIZ MOV erNZFNT. RL.OC LOAD GROM ADDRESS WE'RE POINTING TO
AI RLOC, 32 AND POINT TO NEXT PATTERN
MOV RLOC, @MN2PNT SAVE OUT THE NEW MONSTER POINTER
BL @eVCY AND GET THAT PATTERM
DATA 32, SDL+2EQ INTO VDP RAM
MOVB @HOO, @M2CTIM RESTART THE TIMING SEQUENCE
CHGVL2 SB @HO1l, @M2MTIM TIME TO MOVE, YET?
JNE CHMNRT NQ, S0 EXIT THIS MODULE
MOVEB €H10, @M2MTIM YES. RESET MOVEMENT DELAY TIMER
#*
BL ecETMVL GO0 GET NEW VELOCITIES
*
Bl. @WRTVCL. NEW SPRITE VELOCITY
DATA SVT+>1C, 2, MYWS+2 AND WRITE FROM REQISTER ONE
JMP CHMNRT AND RETURNTER 2 NOW

3*

DELMNZ2 BL @WRTVCL
DATA SAL+>1C, 1, HCO

CLR R1 ZERO QUT VELOCITIES

BL. eWRTVCL

DATA SVT+21C, 2, MYWS+2

MOVEB @HOO, @MN2FLG RESET MONSTER ON SCREEN FLAG
MOVEB @M2DANG, RS WAS THIS MONSTER DANGEROUS?
WVEG CHMNRT NO, S0 JUST LET HIM 60O

BL esPsuB

DATA B MONSTER DAMAGED SHIP

BL @WRTMSG YES: S0 PUT UP MESSAGE




*
CHMNRT

DATA 5
B @LSTCRW

MOV @TEMPRT.R13
B #R15S
PAGE

YES, S0 YOU JUST LOST A MOONMINE

NGW I MAY RESORE MY RETURN L.INKAGE

RETURN TQ CALLER

R e T A T TR A S e L
# THIS MODULE IS CALLED WHENEVER THE MOONMINE HAS BEEN DES- #*

# TROYED. NO RETURN LINKAGE IS NEEDED SINCE IT JUMPS TO MAINLP#
46 36 38 36 25 3636 98 383630 3036 36 36 30 30 36 338 355 36 3640 96 98 30 30 36 55 38 36 38 36 56 36 30 35 35 36 9 3636 3630 3 3030 3 S0 S0 S0 H S0

LSTCRW MOVB @HOO, @MOTION

COLGUN

#*

FLASHL

FDLY1

FDLY2

LI R1,2>D0O0OO

BL @WRTVCL

DATA SAL+Z>10. 1, MYWS+2
BL. @S0UND

DATA SNDOFF

CLR @STOPFL

MOVB @HCO, eSHOTFL
MOVE eH0OO, eMNIFLE
MOVE @HOO, @MNZFLG
MOVB @HOO, eCRWOUT
MOVB eHODO, @CSHOTF

BL eDELALL
DATA SAL+2>10, 85VT+>10,0

BL @SOUND
DATA EXPSND

LI R3. 4

LI VDPADD, SAL+3
BL @WRTCL.

DATA 1.HQ&

Al VDPALD, 4

DEC RS

JNE COL.GUN

LT R8. 18

BL @WRTVCL
DATA CT+2>18, 6, WALLFC
LI RS, >0D00
DEC RS

JNE FDLY1

BL @WRTCL
DaTA &, WALLNC
LI RS, >0D0O0O
DEC RS

JNE FDLYR

DEC RS

“JNE FLASHL

BL eMSGDLY

BL eS5PsuUB

DATA 10

BL @WRTMSG

DaTa 7

GB @HO1l, @CREWS

BL. @SHWCRW

BL eMSGDLY

MOVE @HO1, @LETMON
MOVB eCREWS. RO

STOP AUTO MOTION
GET RID OF BULS AND MONS

TURN GOUNDS OFF

GUNS CAN‘T KEEP MOVING!

NO SHOT AT THIS POINT

NO MONSTER 1

NO MONSTER 2 EITHER

NO CREW MEMBER THERE EITHER
NEITHER IS HIS SHOT!!

DELETE FROM GUNS ON

MAKE THE EXPLOSION SOUND

4 GUNS TO COLOR
POINT TO GUNS

MAKE GUNS RED AGAIN
POINT TO NEXT GUN
LOOFP DONE®?

NO, 50 KEEP GOING

L DOPF COUNTER
FLASH WALLS RED

DELAY LOOP

DEL.AY LOOP

WASTE SOME TIME

CREW MEMBER L.GOST

LOST ONE TANK

DISPLAY # REMAININC

WASTE SOME TIME

ALLOW MONSTERS T APPEAR AGAIN!
ANY CREWS LEFT?



JNE KEEPON
B @eGOGROM
KEEPON BL @SENDZY
BL eCLGAGE
BL @eWRTMSG
DATA 10
BL espPSUB
DATA 13
BL eMSGDLY
MOVE @HQC, @MOTION
BL eGRMVDP
DATA BLANKM, 24, SIT+>1E3

B @MAINLP
PAGE

YES, S50 KEEP ON TRUCKIN'
RETURN TO GPL
INTERMISSION ZYGONAUGHT
RESET THE GAGES

PLEASE CONTINUE MESSAGE

i
EXECUTE "PRESS FIRE TO BEGIN"
RESTORE MOTION

BLANK OUT MESSAGE AREA

H e H I B BT S AN M R S0 S O O S S0 40 B A A R S0 40 S S SR B S0 S U 40 S0 00 S AR S0 S0 S S 40 4 SE WS dE

# ROUTINE TO WASTE SOME TIME FOR MESSAGES AND SO FORTH. #*

# RETURN IS 1IN R11.

*

3530 30 3 36 30 3630 36 36 35 36 35 3E - 36 36 36 3 3F 3 3E 3 3F 36 3 3F 3b 3 36 0 3 3 3F 3 36 38 2636 3 35 3 AR 36 36 38 38 36 3 38 3 36 35 36 35 25 3E 330 e A0 36

MSGDLY LI R12, 4
LTTKL1 LI R8, >FFFF
LTTKL2 DEC RS
JME LTTHKILZ
DEC R12
JNE LTTKLL
B #R11

COUNTER

WASTE SOME TIME

F 3546 3636 3 33 36 353030 3 36 I 3030 96 30 3 36 3030 36 30 3630 36 56 36 3 3 33036 35 38 36 36 3036 36 30 48 36 36 30 330 9 30 SE 0 30 3030 3 S AE I

# ROUTINE TO DELETE ALL SPRITES AND THEIR VELOCITIES.

RS HAS =

# START OF SAL. R& HAS START OF SVUT, AND R7 HAS LOOP COUNTER #

# RETURN L.INK IS IN R14.

*

e HH I R 3 3R S R R R I I 303 3 36 0 3 36 36 3F 36 36 36 30 36 3 335 3E 30 30 36 3 330 3R 3 SO

DELALL MOV #R1i+,R3
MOV #R11+, R6
MOV #R11+,R7
MOV R11.R14

*

LOSTLF MOV RS, VDPADD
BL. @WRTCL
DATA 1, HCO
MOV Ré&, VDPADD
BL @WRTCL
DATA 2, HOO00

Al RS, 4
Al R&. 4

DEC R7
JNE LOSTLP

B #R14
PAGE

SAL START
SVT START
COUNTER
SAVE RETURN
SET up

DELETE SPRITE
SET UP

NO MOVING, BOYS!

POINT TO NEXT SPRITE

DECREMENT LOOP COUNTER
NOT DONE. SO KEEP GOING

RETURN TQ CALLER

HFR AR I RIS I I S AU I S04 9300 3 38 3 306 36 36 3 000 0 S04 3 R
# WHEN THE PLAYER LOSES A TANK, THIS ROUTINE DOES A LITTLE *
# TAUNTING OF THE PLAYER. RETURN LINKAGE IS IN R15. *
B S0 3E3E 36 3303 04 22 SE IS I IR I I S R AR S 3 0 S O 3 S S0 S SR SR S R 38

SENDZY MOV R11,R15 SAVE RETURN LINK
MOVB @DEMOFL., RO ARE WE IN DEMO MODE?

JEQ ZYINDM NO, S0 CONTINUE

B @SZRTRN YES, DON'T SEND ZYeO0
ZYINDM BL @RANDNO GET RANDOM NUMBER

ANDI R10, 20700 0-7

SRL. R10.B INTO LSRH



5ZG0O0ON

ZYLOOP

JEQ SZGO0ON

CI R1G,3

JEG SZGOON

B @SZRTRN

BL @WRTMSE

DATA 2

BL espPsuB

DATA 12

BL eMSeDLY

LI RLOC, 2YGO

L.I RS, ZYGQEY
MOV RLOC, R8

BL eGvCv

DATA 32, SDL+>CO
MOV R%, RLOC

Bl. eeVCv

DATA 32, S5DL+3>EO
i.I R1, 23848

LI RZ,>9804

BL @WRTVCL

DATA SAL+>18, 4, MYWS+2
LI RZ, >9C08

BL 2WRTVCL

DATA SAL+>1C. 4, MYWS+2

LI R1Q,7

BL @SOUND

DATA ZYCSND

BL B8WRTVCL

DATA SIT+>EY: 14, REDCNT
Al VDPADD. 32

BL @WRTCL

DATA 14, REDCNT

BL @ZDELAY

DATA 21000

MGV RB8, RLOC

AI RLOC, 32

MoV RLOC. RE

BL eewvCv

DATA 32. 85DL+2>C0
MOV R, RLOC

Al RLOC, 32

MOV RLOC, R9

BL eevcev

DATA 32, SDL+>EO

BL @WRTVCL

DATA SIT+>E?, 14, BLKCNT
Al VDPADD, 32

BL. @WRTCL

DATA 14, BLKCNT

BL @ZDELAY

DATA >1000

DEC R10O
JNE ZYLOOP

MOV R?:RO
BL. @RANDNO
SRL R10, 15
Al R10,19

0, 50 SEND Z2YGO

37

YES., 50 SEND ZYGO

NOT THIS TIME, FELLA!
ZYGONAUGHT APPROACHING MSE
AND WASTE SOME TIME

START AT PATTERN O

SAaME FOR THE EYES

SAVE THAT POINTER

USE MONSTER 1 AREA

USE MONSTER 2 AREA FOR EYES

LEFT SIDE OF BLACK
CHARACTER AND COLOR

FROM R1 AND R2
EYE PATTERN AND RED COLOR

FROM Ri AND R2

COUNTER FOR 7 MORE PATTERNS
ZYGONAUGHT COMING SOUND
FLASH CENTER RED

NEXT ROW DOWN

WASTE SOME TIME

BEFORE CHANGING

SAVED POINTER

POINT TO NEXT PATTERN
AND RESAVE

GET THE NEW PATTERN
SAVED POINTER FOR EYES
NEXT PATTERN

AND RESAVE

GET NEW EYE PATTERN

RESTORE TO BLACK
NEXT ROW DOWN

DECREMENT COUNTER
LOOP ISN‘T OVER, YET!

SAVE 2Zva0 EYED PATTERN

0,1
19, 20




MOV R10, @SPADR GET A RANDOM VOICE PHRASE!!

MOV RO, R? RESTORE ZIYGO EYES POINTER
#
LI R1G, 4 NEW LOOP COUNTER
ZLOOPZ2 MOV R8.RLOC CLOSED MOUTH RIGHT NOW
-~ Al RLOC, 32 POINT TO OPEN MOUTH
' Bl. eewCv
DATA 32: SDL.+2>C0 AND CHAMGE PATTERN
BL @ZIDELAY AND WASTE TIME
DATA 24000
MOV RS, RLOC NOW CLOSE MOUTH AGAIN
BL eevCv
DATA 32, SDL+2>C0
BL @ZIDELAY
DATA >2000 AND WASTE SOME TIME
DEC R1O
JNE ZLOOPZ NOT FINISHED WITH LOOP, YET!

*
###% AT THIS POINT., WE‘RE POINTING AT THE CLOSED MOUTH PATTERN (#8)
####% WE NEED TO CHANGE TO SIDE PATTERN, MOVE, THEN CHANGE TO

#### CLOSED MOUTH PATTERN AGAIN BEFORE SHRINKING!!'!

IYSIDE MOV RS, RLOC POINTING AT CLOSED MOUTH
Al RLOC, 64 POINT TO SIDE VIEW
BL eGVCV AND CHANGE THE PATTERM
DATA 32, SDL+>CO
MOV R%, RLOC POINTING AT CLOSED EYE PATTERN
Al RLOC. &4 POINT TO SIDE VIEW
BL @GVCV AND CHANGE THE PATTERNMN
DATA 32, 8DL+>EOD -

#

ZLOOP4 INC R1 GOING TO MOVE ZYGD

l' BL @WRTVCL.
- DATA SAL+>18, 2, MYWS+2

BL. @WRTV(CL.
DATA BAL+>1C, 2, MYWS+2 AND THE EYES., TOO
BL @IZIDELAY WASTE SUOME TIME
DATA 0200
CI R1,>38A8 AT RIGHT EDGE?
i ZLOOP 4 NO, SO KEEP MOVING

#
MOV R8. RLOC YES, 80 BACK TO CLUOSED MOUTH
BL. eGVCV
DATA 32, 8DL.+2C0
MOV R%, RLOC YES, S50 BACK TO CLOSED MOUTH
BL eevCv
DATA 32, SDL+3>EOQ AND THE SAME FOR THE EYES

*
LI R10.7 SEVEN PATTERNS TO DECREASE
LI R12,32 SUBTRACTING VALUE
BL eS0OUND
"DATA ZYGSND ZYGONAUGHT GOING SOUND

#*

ZLOOP3 MOV RB, RLOC POINTING TO CLOSED MDUTH PATTERN
S R12,RLOC NEXT PATTERNS DOWN
MOV RLOC.RS8 AND RESAVE PCOINTER
BL eevCv GET NEW PATTERN
DATA 32, SDL+>C0

| MOV R%, RLOC SAME FOR THE EYES
- S R12, RLOC

MOV RLOC, R?
BL eGcvCv

DATA 32, SDL+>FO




BL eZDELAY

DATA >0&450
DEC R10Q DECREMENT COUNTER
YNE ZLOOP3 NOT FINISHMED VANISHING YET

BL. @WRTVCL
DATA SAL+>18, 1, HCO

BL @WRTVCL
DATA SAL+2>1C, 1, MCO SAME FOR THE EYES
3#
SZRTRN B #R135 AND RETURN TO CALLER

SIS0 3 6 4346 10 3 3630 30 0 3460 B2 33136 33696 7 35 30 30369645 36 45 36 3696 30 36 36 36 36 06 40 36 48 F6 390 0030 36 98 36 6 30 96 38
# ROUTINE TO WASTE SOME TIME FOR THE SENDZIY ROUTINE. VALUE TO =
# DELAY IS IN R&. RETURN IS IN Ril #*
F A2 S AR I 0 3 T 356 3 306 0656 30 30 U363 3 3040 30 2048 606 340 00330 06 304 36 36 40 0 3 0 3 6 20 0 28
ZDEL.AY MOV x*R11+, RSO COUNTER
2DLLO0P DEC Ré&

WJNE ZDLOOP

B #R11

PAGE
3636 38 36 3 30 U0 36 98 06 36 3040 3646 036 35 00 36 38 20 36 06 36 316 38 T3 35 56 96 36 36 9696 96 9096 36 26 36 9030 3046 36 3696 36 26 090 00 26 026306
# THIS IS THE MODULE THAT TESTS THE COINCIDENCE BETWEEN MY *

# BULLETS AND THE MONSTERS. RETURN LINKAGE IS IN Ria. *
H 4 I I3 IR R SE I IR S I A T I E 3 3 3 R R 3630 346 30 3 3 ORI I I A
COINC MOV R11,RI3 SAVE RETURN LINK
COLLFP LI R10, SAL+16 FOINT TO FIRST BULLET
MOVE eCRWOUT.R3 IS CREW MEMBER IN TUNNEL?
JEG CO1LP2 NO. S0 THIS IS5 A LABER CHECK
MOVB @RCSHOTF, R3 DID HE FIRE? -
JE@ COLIEXT NGO, S0 EXIT THIS MODULE
JMP COL1CON YES, SO DO THE CHECK
*
COLLP2 MOVE eSHOTFL., R3 ARE BULLETS ON THE SCREEN?
JEQG COINRT NGO, S0 RETURN
#
COi1CON MOVB @MNI1FLG.R3 IS MONSTER 1 ON THE SCREEN?
JEGQ CO2LP NG, 80 CHECW MONSTER 2
SRL R3. 8 THIS WILL BE A POINTER FOR TOL
MOV @MONTLX(R3), R1 NOW WE HAVE X TOL. LIMIT IN R1
MOV @MONTLY(R3),R2 NOW WE HAVE Y TOL LIMIT IN R2
MOV R10, RO SET UP TME VDPADD
BL @RDCL AND GET BULLET YX
DATA 2, MYWS+10 #INTO RS
BL @eRDVCL AND GET MONSTER YX
DATA SAL+>18, 2, MYWS+14 #INTO R7
BL @CHKCOI CHECK FUR COINCIDENCE
MOV R&, R& DID WE GET IT?
JEG CO2LP NO, S0 CHECK NEXT MONSTER
#xdausx COIMCIDENCE DETECTED ON MONSTER ONE
t.I R?, 218 OFFSET INTO SVT. SAL
~ BL @eOTCOI DELETE EVERYTHING!
COLEXT B @COINRT AND RETURN
¥#*
PAGE
CORLP EQU %
MOVB @CRWDOUT, R3 1S CREW MEMBER IN TUNNEL?
JEQ CO2LP2 NO., SO0 THIS IS A LASER CHECK
MOVB @CSHOTF.,R3 DID HE FIRE?
JEQ@ COINRT NO, 50 EXIT THIS MODULE
JMP CO2CON YES, SO0 DO THE CHECK

*
CO2LP2 MOVB @SHOTFL.RZ2 ARE BULLETS ON THE SCREEN?




JEG COINRT

#*

COZCON MOVB @MNZ2FLG, R3
JEG NOCOIN
SRL. R3.8
MOV @MONTLX(R3):R1
MOV @MONTLY(R3), R2
MOV R10, RO
BL eRDCL
DATA 2, MYWS+10
BL erDVCL
DATA SAL+>1C, 2, MYWS+14
Bl. eCHKCOI
MOV Ré: R4
JEG NOCOIN

*euxwwd# COINCIDENCE DETECTED ON

LI R?,21C
BL. eGOTCOI
B @COINRT
#*
NOCOIN MOVE @CRWOUT.R3
JNE COINRT
Al R1Q, 4
CI R10, SAL+>18
JE@ COINRT
JMP COILP2
#*
COINRT B #*R13
PAGE

N, 80 RETURN

IS MONSTER 2 ON THE SCREEN?
NO: 80 CHECK NEXT BULLET
THIS WILL BE A POINTER FOR TOL
X TOL LIMIT IN R1i

Y TOL LIMIT IN R2LIMIT

SET UP THE VDPADD

AND GET BULLET YX

#INTO RS

AND GET MONSTER YX

#INTO R7

CHECK FOR COINCIDENCE

DID WE GET IT?

NO. S0 CHECK NEXT BULLET?
MONSTER TwO:!!!!

OFFSET FOR SaL, SVT

DELETE EVERYTHING!

AND RETURN TO CALLER

IS HE OUT IN THE TUNNEL?

YES: S0 THERE AREN'T 2 BULLETS
MO, SO CHECK NEXT BULLET

ARE WE NOW INTO THE MONS?

YES:. S0 START WITH BULLET 1
ND, S50 CHECGCK NEXT BULLET

RETURN TO CALLER

F 363 30 F 3 S0 3600 330 3030 303 3 31 36 3 30130 3 60 6 45 I 0 35 36 3 30 0 S 36 3 S0 3 33 S0 0 36 20 AR 0 66 3 AR 00 S R R O

# ROUTINE TO DETERMINE COINCIDENCE AFTER Y’S AND X’S ARE SET IN REGISTERS

# RETURN IS IN R11.

#
*

A I NI I F 3 3 330 3 I I 3 S 46 30 25 3 3 3 A S0 SR 46 3030 3 30 30 3R 30 3 A 3040 05 3030 36 O 36 6 S B S S B

CHKCOI MOV RS, Ré

SRL R3. 8

ANDI Ré&, >00FF

MOV R7, R8

SRL R7.8

ANDI RS, >00FF

S R3,R7

ABS R7

C R7,R2

JH SETTNO

8 R&,RB

ABS RS

C R8,R1

JH SETTNO
SETTCO LI R&.1

JMP CCOINR
SETTNO CLR Ré
CCOINR B #R1i1l

PAGE

MAKE A COPY OF BULLETS
PUT Y INTO LSB OF RS
FUT X INTO LSB OR Ré&
MAKE A COPY OF MONSTERS
PFUT ¥ INTO LSB OF R7
PUT X INTO LSB OF RG
GEY Y DIFFERENCE

AND MAKE POSITIVE

DIFF > TOLERANCE Y
YEG, S0 NO HIT HERE!
GEY X DIFFERENCE

AND MAKE POSITIVE

DIFF > TOLERANCE®? X
YES, S0 NO HIT HERE!
COINCIDENCE FLAG

AND RETURN

NO COINCIDENCE HERE

R s b b g n b L 2 d b L Rt 2L U B r e R R R F Y Y Y

* IF A COINCIDENCE IS DETECTED.

THIS MODULE WILL STOP,

# STOP, DELETE THE MONSTER THAT WAS HIT. RETURN 1S IN R12.
R R e R L L s 2R T e 2 oy e L L T T yurraey

GOTCOI MOV R11.R12
BL. @WRTVCL
DATA SYT+16. 2, HOOOO
C *RO+, #RO+
BL @WRTCL
DATA 2, HOO0O

STOP THE BULLETS

POINT TO NEXT BULLET

DELETE BULLETS AND

#*
*



*
DELETB

#*

BL @WRTVCL

DATA SAL+16, 1, HCO
C #RO+,; #RO+

BlL. @WRTCL

DATA 1, HCO

MOVEB @H0O., eSHOTFL
MOVB @HOO, eCSHOTF

REWRITE FROM R1
POINT TO NEXT BULLET

REWRITE FRDOM R1
TURN OFF SHOT FLAG
AND CREW SHOT FLAG

. HITMON SRL. RS, 8

ADDHIT C1 R%,>18 FIRST MONSTER HIT?
JNE ADHITZ NQ

ADHIT1 AB @HO1, @MIHITS ADD 1 TO IT‘’S HITS
CE @MiHITS, @HITLIM MET ITS LIMIT?
JEG HALTMN YES, S0 IT‘S DEAD
JMP WOUND1 NO, 80 IT’'S WOUNDED

ADHITZ AB @HO1, eM2HITS ADD 1 TO IT’'S HITS
CB @MZHITS, GHITLIM MET ITS LIMIT?
JEQ HALTHMN YES, 80 IT’'S DEAD
WOUND2 MOVB @M2HITS, R2 GET # OF HITS
JMP WOUNDC AND CHANGE COLOR
WOUND1 MOVB @M1HITS, R2 GET # OF HITS
WOUNDC SRL R2.8 PLACE IN LSB
DEC R2 0 IS THE OFFSET
MOVE EMNWNLC(R2),R1 GET THE NEW COLOR
LI VDPADD, SAL+3 POINT TO THE SPRITE TABLE COLOR
A R7, VDPADD ApD THE OFFSET
Bl. @WRTCL.
DATA 1, MYWS+2

TSTKIL CI R®9,>18 FIRST MONSTER? g

JNE NOKILZ2 NOPE
NOKIL1 MOVB @MNIFLG, R5 NEED THIS FOR SCORING
' JMP HITMON ADD THE POINTS
"NOKILZ MOVB @MN2FLG, RS NEED THIS FOR SCORING
JMP HITMON ADD THE POINTS

*

HALTMN CLR R1 HAVE TO STOP THAT MUNSTER'!

LI RO, 8SVT ADDRESS OF SVT
A R%?, RO WHICH MONSTER TD STOP
BL @WRTCL AND STOP IT

DATA 2, MYWS+2

DELMN LI RO, SAL ADDRESS OF SAL

A R?, RO WHICH MONSTER WAS HIT
BL @WRTCL AND DELETE MONSTER
DATA 2, HCO

AB @HO1l, @eMKILED ONE MORE MONSTER KILLED!!!

CI R9, 218 MONSTER 1 HIT?
WJNE HITMNZ NO
HITMNI MOVE @MNL1FLG., R3 YES: 80 GET ITS LAST S8IZE

RESET TO NO HITS
CLEAR MONSTER ONE FLAG AND TIMER

"MOVEB @HOO, eM1HITS
CLR @eMNLIFLG
JMP HITMON

HITMNZ MOVB @MN2FLG, RS
MOVE @HOO, @M2HITS
CLR @eMN2FLG

GET MONSTER 2‘S LAST SIZE

RESET TO NO HITS

CLEAR MONSTER TWO FLAG AND TIMER
INDEX INTO LSB OF R3S

SLA RS, 1 2 BYTEE TO A VALUE

MOV eMONPNT(RS),R10 WHAT 'S IT WORTH TO YA‘?
BL @SCORE ADD TO SCORE

BL @SOUND

DATA HITSND AND MAKE MONSTER HIT SOUND



BL @RANDNO
ANDI R10.>>C00F
CI R1O,7

JNE GCRTN

MOV @SPADR, @SPADR
JNE GCRTN

Bl. @RANDNDO

ANDI R10Q, 20300
SRL R10, B

CI R10,3

JEQ SAYWAT

C #R10+, *R10+
MOV R10, @5PADR

SAYUWAT

*
GCRTN B #R1i2

PAGE

SAY A REWARD MESSAGE?

18 THERE A PHRASE EXECUTING?
YES, S50 DON‘T INTERRUPT IT!!
GET RANDOM PHRASE

37

YES, S50 TOO HIGH
ADD 4=4,5 0OR &
SAY A PHRASE

AND RETURN TO CALLER

e L T R s T e
# THIS IS THE MODULE TO ADD TO THE SCORE ROUTINE. THE VALUE TO#

# BE WRITTEN IN PASSED DOWN IN R10. RETURN LINKAGE IS IN R15 #
T 45 40303046 3030 3 S04 30 3090 303000 30 30 9 96 30 30 6 36 36 38 350 336 3148 3696 36 38 9S00 90 3030 3 3 3 ISR B S S M H

SCORE MOV R11,R135

CLR DIGTHB

CLR CARYHB

LI VDPADD, SIT+>25A
BL eRrDCL

DATA 1.DIGTLRE

MOV R10.R®

ANDI R10C, >000F

A R10,DIGTHB

A CARYHB, DIGTHB
CLR CARYHB

CB EDIGTLB, @H39
JLE WDIGIT

MOVEB @HO1l, @CARYLEB
SB @HOA, eDIGTLB
BL €WRTCL

DATA 1, DIGTLE

MOV R, R10

SRL. R10. 4

DEC VDPADD

CI VDPADRD, SIT+>255
JHE RDIGIT

RDIGIT

WDIGIT

# TEST FOR EXTRA CREW MEMBER AT 5,
BL eRDVCL

DATA SIT+>257, 1, MYWS+2

SRL. Ri,8

CI R1, >33

JL NOCREW

MOVB erFLAGS, R2

JNE SCORRT

#
NEWCRW MOVB @HO1, @FLAGS
AB @HO1, @CREWS
BL. 8SHWCRW

BL @WRTMSG

DATA 3

BL @S5PS5UB

DATA 3

SAVE RETURN LINKAGE

CLLEAR DIGIT BYTES

CLEAR CARRY BYTES

LAST DIeIT SCREEN LUOCATION

GO GET THAT LAST DIGIT,
SAVE IT OUT

GET ONE OF THE DIGITS FROM THE PASEBED POINTS

ADD THAT POINT TO OQUR DIGIT

AND ANY CARRY FROM PREVIOUS ADD

AND ERASE THE CARRY NOW

ASCII VALUE FOR DIGIT ‘9°

NG THERE YET, S50 60 ON TO NEXT DIGITS
WE 'VE GOT A CARRY, NOW!

MAKE THAT DIGIT A ZERDO AGAIN

AND WRITE OUT THAT NEW DIGIT

RESTORE ORIGINAL PASSED PDINTS

GET NEXT PLACE OF TEN INTO LSB

GOING TO WRITE/READ NEXT LEFT SCREEN SPOT
AT FIRST SCREEN SCORE POSITION?

NO, S0 CONTINUE

GO0 POINTS

GET 1000°S DIGIT INTO R1
PUT INTO LSB

I8 IT A '5'7?

ND, SO NO NEW CREW

WAS IT ALREADY A ‘5’7

YES, SO0 CAN'T GET NEW CREW

I8 IT A 'S’

ONE MORE CREW MEMBER
SHOW HOW MANY YOU HAVE
SHOW MESSAGE

EXTRA CREW MEMBER



4%

NOCREW MOVEB @HOQ, BFLAGS

#*
SCORRT

JMP SCORRT

B #R15
PAGE

AND EXIT
NO EXTRA CREW, BUT ELIGIBLE FOR ONE

RETURN TO CALLER

3t 3B I A ST I S M ISR I SIS LI 30 33 I I I 3 0 I S 0 3R 2 S 33 S S
# THIS IS THE MODULE TO PUT OUT THE GAME LEVEL NUMBER BASED *

# ON THE CPU RAM VARIABLE.
# ON EVERY CALL. RETURN IS IN R15.

IS 18 AUTOMATICALLY INCREMENTED *

#*

***************************************************************

NEWL VL

NWLVEGO

NEWLCT

MOV R11, @TEMPRT
AB @HO1L, eGAMELV

SAVE RETURN LINKAGE
ADD ONE TO CURRENT GAME GAME LEVEL

JEG NWLVGO ZERD, SO NO BONUS POINTS
BL @WRTMSG ADVANCE TO NEW LEVEL MSG
DATA 1

BL @SPSUB

DATA 1

LI R10, >1000 ONE THOUSAND POINTS

BL @SCORE ADD TO SCORE

MOV @TEMPRT, R1S5
LI R2,>3C00

CB ecAMELV, R2
JL NEWLCT

LI Rz, >2800
MOVB R2., @GAMELY
CLR R4

MOVE @GAMELV, RS
LI Rg.2>0030

RESTORE RETURN
PAST &0th LEVEL?

NGO, S0 CONTINUE ON
RESET TO players LEVEL 4i

PREPARE FOR DIVIDE
MOVE GAME LVL TO RS
AGCII BIAS

SRl. RS, 8 INTO LSB {O=PLAYERS LEVEL 1)
INC RS OFFSET IS ONE

LI R1.10 DIVISOR

DIV R1.R4 / BY 1C, REMAIN. IN R3S

A RS, R4 ASCII OFFSET

MOVB @R4LB.R7 0. K. NOW I HAVE THE 10’S

A R8,RD ADD ASCII OFFSET

MOVB @RSLB, @R7LB NOW I‘VE GOT A TW(} DIGIT #
Bl. @WRTVCL

DATA SIT+>2&A. 2. MYHUS+14
MOVB eH0O0, eMKILED NO MONSTERS KILLED IN NEW LEVEL
MOVB @OBJFLG. @OBJFLG IS OBJECT ON THE SCREEN?

JNE NEWSCC YES., S0 STILL CAN'T ALLOW MONSTERS
MOVE @eHO1, @ ETMON AND ALLOW MONSTERS, NOW!

FROM R7

#

NEWSCC BL @CHGSCL ¢0 CHANGE SCREEN COLOR

BL. @CHGHTL. 60 CHANGE HIT LIMIT
NWLVRT B #R1S RETURN TO CALLER
PAGE

AR NI IR B RN T I NN R I3 B I 3004 33690350 540 30 06 3596 36 96 36 36 3 36 S HE ST S R
# THIS IS8 THE MODULE THAT CHANGES THE SCREEN COLOR. VALUES CAN#

* BE PASSED IN Ré&. RETURN LINKAGE IS R14 *
lalabatat a2 A L L Ll LS DLl 2 BT R R vy

CHGSCL MOV R11,R1i4 RETURN LINK

CLR R4 PREPARE FOR DIVIDE
MOVB @GAMELY. RS GET CURRENT GAME LEVEL
SRL RG. 8 #INTO LSB

LI R1,3 DIVISOR

DIV R1,R4 REMAINDER IS IN RS

LI WLOC, 0087

MOVB @LVLCLR(RS), WLOC
SCLRGO BL @VWTRW

B #R14

WRITE FLAG TO VDP R7
VALUE TO BE WRITTEN IN MSB
SEND VALUE FIRST

AND RETURN



404 3038 303030 303 26 3030 36 3096 30 20 3130 90 30 3 30 230 3 3 30 B 0 IR0 S0 00 30 0 3 00 A 360 20 B R
# THIS IS THE MODULE THAT CHANGES THE CPURAM VARIABLE ‘HITLIM %

#* DEPENDING ON SCREEN LEVEL. RETURN IN IN R14. *
# ALSO CHANGES VARIABLE ‘SCROLD’ FOR SCROLL DELAY VALUE. *
# ALSO CHANGES VARIABLE ‘WGTIMV’ FOR WATER GAGE DELAY VALUE. #
B N Y R L LA AT T T P e =
CHGHTL MOV R11,R1i4 RETURN LINK

CLR R4 PREPARE FOR DBIVIDE

MOVB eGAMELV. RS GET CURRENT GAME LEVEL

SRL. R5, 8 #*INTO LSB

LI R1,20 DIVISOR

DIV R1,R4 DIVIDEND IN R4, REMAIND, IN RS

MOVB @MHITLM(R4), @HITLIM SET THE NUMBER OF HITS REQUIRED
MOVB @SCROLL(RS), 3CROLD AND THE SCROLL DELAY VALUE

LI R4,19 TWENTY LEVELS TO A SECTION(O-1%9)
S RS)R4 GET THE DIFFERENCE OF CURREMT
SLAa R4, 2 x BY 4 (4 MONS VELS TO A TABLE)

MOVEB GMONVEL (R4), CWGTIMY SET THE TIMER VALUE

AB @H10, @WGTIMY
# ON THE ABOVE STATEMENTS, I USED THE MONSTER VELOCITY TABLE IN REVERSE
# ORDER TO GET THE WATER GAGE DECREMENT VALUE.

B #R14 AND RETURN
3 3F 46 36 36 38 3 35 30 b 46 3F 36 38 3 36 35 3% 3 3F 3 36 3 36 36 36 35 36 3 36 30 35 35 38 30 36 35 38 36 56 3 36 36 35 36 36 3 3 36 3 3 36 36 360 3 H 40 30 3E 3
# THIS IS THE MODULE THAT GENERATES A RANDOM NUMBER. IS IS *
# PASSED IN REGISTER 10. RETURN LINKAGE IS R11 *
S 4k b 4 S S S0 30 50 3556 5030 SE 30 3 0 5 30 0 S SE S8 08 SE 0 3R 3E S0 3 30 33 S 3 3E S E I I 3 0 H O HH RN
RANDNDO LI R9, 28445

MPY @SEED, R9

Al R10D,31417 -

MOV R10, @SEED MAKE A NEW SEED
B #R11 AND RETURN TO CALLER
PAGE

F 469646 36 36 30 36 36 3036 30 S 00 40 33046 3036 35 1040 3506 36 30 AT 46 3606 36 3090 S AE A0 0 36 40 00900 IR O B
# WHEN THE GAME IS OVER, CONTROL PASSES HERE TO RETURN CONTROL#*
#* TO THE GPL ASSEMBLER. #*

S S0 S S B R A S R I T N S 3 ST S A RS SR R AR A S R R
GOGROM BL @GRMVDP
DATA BLANKM. 24, SIT+>1E3

MOVE @DEMOFL.. R2 ARE WE IN DEMO MODE®

JNE INDEMOD YES, S0 DELETE ALL SPRITES
OUTDMO Bi. @DELALL

DATA SBAL+>10, SVT+>10,8 EVERYTHING BUT THE GUNS

JMP GDAWAY
INDEMO BL @DELALL CANCEL ALL SPRITES

DATA SAL.SVT, 12

BL. @S0UND TURN OFF ALL SOUNDS

DATA SNDOFF
GOAWAY LIMI O DISABLE INTERRUPTS

LWPI GPLWS LOAD BACK GPL WORKSPACE

MOVB @GPCSAV, @GRMWA RETURN ADDRESS

‘MOVE @GPCSAV+1, @GRMWA RETURN ADDRESS

MOV @GPLRA, R11 RESTORE RETURN ADDRESS

B #R11 AND RETURN TO GPL

PAGE
FHERHHR RN R E N E R E BRI H RN R R BB RN H RN R LRI H RN R
#* MAIN PLAYING LOOP FOR TUNNEL #*
* SCENARTID *
4403 35 3000 S0 4 300 06 I 300 4035 30 B3R 30 E S0 4 30 3 3030 38040 310 S 9 30 30 $H 3 3RS H R R M R R
MAINL.2 DL @SOQUND TURN OFF ALL SOUNDS, FIRST

DATA SNDOFF

BL @PTCREW PUT THE CREW MEMBER IN THE TUNNEL.

MAIN2 CLR @SCNTIM DON'T WANT THE SCREEN GOING BYE BYE




BL e@INPUT2 CHECK FOR SOME INPUT AND REACT TO IT

BL @COINC CHECK FOR COINCIDENCE ON SHOT
BL @CSHOTB CHECK FOR BOUNDARY ON BULLET
BL @COINCC CHECK IF MONSTER HIT CREW MEMBER
#*
MOVE €DBJFL.G: R3 IS THERE AN OBWECT UN THE SCREEN?
JEQ M2CON1 NGO, S0 OBJECT HAS BEEN PICKED UP
BL @RANDNO GET A RANDOM #
ANDI R10. >0F00 0-15
SRL. R10.8
CI R10.,7 CAN I SEND A MONSTER?
JNE M2CON1 NO
MOVB @HO1, @LETMON YES, S0 ALLOW MONSTERS
BL @MAKMN1 MAKE ONE APPEAR
MOVB @HO0O0, eLETMON AND ALLOW NO MDRE FOR NOW
kg
M2CON1I BL @INPUT2 CHECK FOR SOME INPUT AND REACT TO IT
BlL. @COINC CHECK FOR COINCIDENCE ON SHOT
BL. @CSHOTE CHECK FOR BOUNDARY ON BULLET
Bl. @COINCC SEE IF MONSTER HIT CREW MEMBER
BL. @CHGMN1 CHANGE MONSTER ‘S PATTERN
M2END B @MAINZ CYCLE THROUGH AGAIN
PAGE
BT WA I NI I I I BB B IS I M I S S S R RS
# THIS ROUTINE PUTS THE CREW MEMBER OUT IN THE TUNNEL. *
# RETURN LINK IS R135. *
FF A F I W3 3330 IR S 20 NI 330 0606 326 020 6 A 462639695 33 338 35 35 4096 3090 3 330 46 34 36 36
PTCREW MOV R11,R15 SAVE RETURN L INK
LI RS. 4 COUNTER
L. VDPADD, SAL+3 POINT TO COLOR
RIDGUN BL @WRTCL
DATA 1, HQO MAKE GUN INVISIBLE
Al VDPADD. &4 POINT TO NEXT GUN
DEC RS LOOP DONE?
JNE RIDGUN NO. S0 KEEP GOING
*
BL eGRMVDP GET CREW UP PATTERN
DATA CREWU, 32, SDL+2>140 USE CHARACTER >AB
LI R1i.>4768 ROW AND CoL
LI R5, 5 LOOP COUNTER
PCLP1 LI R2Z2, >A806 CHAR AND COLOR
Bl. BWRTVCL
DATA SAL+>20, 4, MYWS+2 FUT CREW MEMBER ON THE SCREEN
BL @ZIDELAY
DATA 21800 AND WASTE SOME TIME
LI R2.>AB00 TRANSPARENT NOW
BL. eWRTVCL

DATA SAL+320, 4, MYWS+2
BL @ZDELAY

DATA >1800
DEC RS
JNE PCLP1 NOT DONE FLASHING
#*
LI R2.>AB04
BL @WRTVCL
DATA SAL+>20, 4, MYWS+2 NOW HE’S ON THE SCREEN
MOVE @HO1, @CRWOUT AND SET THE FLAG TO SAY SO
MOVB @HOD, @CLSLIM 12 SHOTS AND COUNTING
*
PCRTRN B #R15 AND RETURN TOD CALLER
PAGE

EL T R R R ) et 3636 45 I I H A0 I I I KN AR W NN W R R



# THIS ROUTINE IS THE INPUT DRIVER FOR THE TUNNEL SCENE. #

# RETURN LINK IS R14.
FHE IS I I I B 230 030 3040 3 30 0 3 3E 9 36 S 036 3 9 36 30 30 3 3RS 30 S0 BB S N 0

INPUTZ2

BINC2

#*

 WTKEY2

CK2J0Y

CHKJ2

MOV R11,R14
MOVEB eH00, @STOPFL
CLR @KEYBRD

MOVE eOBJFLG, R3
JNE BINC2

MOVB @MN1FLG, R3
JNE BINC2

MOVB @MN2FLG, R3
JNE BINC2

BL @SCANKY
CB @KEY, @H20
JNE BINC2
B @RTCREW

AR @HO1i, @KEYBRD
CB @KEYBRD, €H03
JEQ INPZ2RT

BL. @SCANKY

CLR R3

MOVB @KEY.R3

Cl R3.>FF00O

JEQG CK2J0Y

MOVE eHOO0, @JOYFLG
CI R3, >0BOO

JEQ@ PAUSEC

CI R3. 20500

JEQ UPCR

CI R3, >0000

JEQ@ DNCR

CI R3, >0200

JEQ LEFTCR

CI R3, 20300

JEG RIGTCR

CI R3, >0D00

JEQ FIRECR

CI R3, 21200

JEQ CHKJZ2

JMP BINCZ2

MOV eJdyy. eJoyy
JEGQ@ BINCZ2

MOVE @éHOL. @JOYFLG
MOVE eJavy, eJoyy

" WJGT UPCR

CHKJBZ

JLT DNCR
MGVE eJoYX. eJovyX
JET RIGTCR
JLT LEFTCR
BL @SCANKY
MOVB @KEY,R3
SRL RG, 8

€I R3, 20012
JEQ FIRECR

B @BINCZ2
PAGE

#

SAVE RETURN L INK .
SET INITIALLY TO NO INPUT
SCAN KEYBOARD ZERO

IS THE OBJECT STILL ON THE SCREEN?
YES., S0 CANNOT RETURN TO SHIP

IS MONSTER 1 STILL ON THE SCREEN?
YES, 80 CANNOT RETURN TO SHIP

IS MONSTER 2 STILL ON THE SCREEN?
YES, B0 CANNOT RETURN TC SHIP

GET SOME INPUT
SPACE BAR?

NO
YES, 80 RETURN CREW MEMBER TO SHIP
INCREMENT KEY UNIT

PAST SPLIT KEYBOARD?

YES, S0 RETURN

G0 GET A KEY

IS THERE A KEY PRESSED?
NO, S0 CHECK JOYSTICK
NO JDYSTICK HIT HERE
PAUSE KEY
UP KEY
DOWN KEY
LEFT KEY
RIGHT KEY

OrR V
QOR Y
WRDONG KEY HIT
COMPARE TO ZERD
JOYSTICK NOT MOVED, S0 NEXT KEYBRD

60T THE JOYSTICK THIS TIME
SEE FOR UP OR DDWN

RIGHT OR LEFT

SAVE KEY

INTO LSB

FIRE BUTTON?

YES, S0 FIRE

ND. 80 CHECK NEXT KEYBODARD




63 36 36 36 36 48 36 35 36 30 38 3630 38 36 36 38 30 30 JE 46 3030 36 304 26 35 40 30 98 3R 4035 35 2090 40 3 2040 36 98 6 36 35 30 3R 30 S0 JE AR I R IR IR 0 G S0 3 I H

#* JUMPS MAY ONLY BE WITHIN 100 BYTES OF THE CALLER. S0 THESE NEXT*
* FEW LINES ALLOW THOSE ROUTINES TO BE PLACED ANYWHERE IN THE PGMw#
a2 S T a e R I R T A e

LEFTCR B eLEFT2

RIGTCR B @RIGHTRZ
UPCR B eupr2

DNCR B eDOwnNz
FIRECR B @FIREZ2
PAUSEC B ePAUSER

#*

LEFT ROUTINE
RIGHT ROUTINE
UP ROUTINE

DOWN ROUTINE
FIRE ROUTINE
PAUSE ROUTINE

335 303 30 3 30 36 4 A J 3030 3 45 3 36 3 38 36 30 30 3 36 36 30 30 3 360 36 3 35 30 36 30 36 36 30 36 4 3 30 30 36 26 36 3 30 36 330 3 30 303 03038
# THIS IS THE RETURN POINT FOR ALL MOVING SUBROUTINES *
543 96 HE 9E 6 2 30 43038 3 $E 30 302 30 SE 0 S0 40 36 36 0 3030 30 3 36 3 36 36 330 30 SE I 9 09696 S 3R 36 3030 S0 H I SIS U

INP2RT MOVE @STOPFL., RO
WwNE IZ2RTN
LI VDPADD, SVYT+>20
BlL. @WRTCL,
DATA 2, HO000
BL @GRMVDP

DATA CREWU, 32, 8DL.+>140

MOVB @HOQO, @CRWDIR
#*

I2ZRTN B *R14
PAGE

ARE WE SUPPOSED TO STOP?
NO. S0 JUST RETURN

LOAD VDPADD

VDPADD ALREADY L.OADED
TWO BYTES OF ZERQOES

RESTORE TO STANDING POSITION
JUST STANDING STILL., FOLKS

RETURN TO CALLER

B R R R R S a2 s 2
# THIS IS THE ROUTINE TO MOVE THE CREW MEMBER L EFT. CRWDIR IS8 SET#
# TO 1. *
36 3590 36 26 30 SE 0 T 36 3 36 35 36 3035 90 35 45 36 30 40 36 40 30 3 20 3 6 S 20 3F 0 4E 36 46 36 30 - HE 2R JH I 0 R 30 3R S0 IR R IR 36 IR 46T 3000 SR 3R IR JE 2303
LEFT2 MOVE eHFF, @STOPFL HAVE INPUT, S0 NO STOPPING NOW

MOVB @CRWDIR, RS

CB RS, @H01

JEG GOLEFT

MOVE @HO1, @CRWDIR

MOVBE @WFF, @CPCNTR

MOVB @HO1, @CPINC

MOVB @eHO1l, @CANDLY
GUOLEFT LI R&: CREWL

MOV R4, @CEGRMPT

BL @CCPATT

LI R7,>DFQ0O

LI Ré&: CRLBND

B @LR2

PAGE

ARE WE GOING LEFT?

YES, 80 ALL POINTERS ARE SET
GOING LEFT NOW

START AT FIRST PATTERN

AND GOING UP

WILL BE DECREMENTED RIGHT AWAY!!
START ADDRESS OF LEFT CHARS
FOR GRMVDP

CHANGE THE PATTERN

LEFTWARD VELOCITY

LEFT BOUNDARY TABLE

GOTO LEFT/RIGHT SUBROUTINE

3 AR I I I 3 M IR I I H I I R S I R R R RS
# THIS IS THE ROUTINE TO MOVE THE CREW MEMBER RIGHT. CRWDIR IS *

# SET TO 2.

#

33 303 3 S S 3 3040 30 3 3636 35 36 30 30 3 96 30 36 30 36 3 3 36 95 36 3030 3 36 3 5 30 96 30 3 3 30 38 390 48 SF 30 4F B 4 30 300 S S0

RIGHTZ2 MOVE @HFF. @88TOPFL
MOVB @CRWDIR., RS
CB RS, eHo2
JEGQ GORIGT
MOVB €H02, @CRWDIR
MOVB @HFF, @CPCNTR
MOVE @HO1l, @CPINC
MOVEB €HO1, @CANDLY
GORIGT i-I Ré&, CREWR
MOV R&, @CGRMPT
DL @CCPATT
LI R7,2>2000
LI R&, CRRBND
B e@LR2 '

HAVE INPUT., 80 NO STOPPING NOW
ARE WE GUING RIGHT?

YES, S0 ALL POINTERS ARE SET
GOING LEFT NOW

START AT FIRST PATTERN

AND GOING UP

WILL. BE DECREMENTED RIGHT AWAY!'!
START ADDRESS OF RIGHT CHARS
FOR GRMVDP

CHANGE THE PATTERN

RIGHTWARD VELOCITY

CREW RIGHT BOUNDARY TABLE
GOTO LEFT/RIGHT SUBROUTINE



PAGE

FE33EH M RIS W R RN H R E R HE R R R R RN

#*# THIS IS
# 7O 3.

THE ROUTINE TGO MOVE THE CREW MEMBER UP.

CRWDIR 1S SET*
*

3030 3 303 305 36 3 0 0 3E 36 3 36 96 3F 30 3 30 46 36 36 96 46 3 0 3F 36 30 3 3 3 30 3 36 0 b 36 96 3 36 36 36 35 3036 3648 30 3638 30 30 40 96 3 36 R S0 3R

ur2 MOVD @HFF, @5TOPFL. HAVE INPUT, S0 NO STOPPING NOW
MOVB @CRWDIR. RS ARE WE GOING UP?
CB R3: @HOD
JEQ GOUP YES. S0 ALL POINTERS ARE SET
MOVE eHO3, @CRWDIR GOING LEFT NOW
MOVB @HFF., @CPCNTR START AT FIRST PATTERN
MOVB eMO1, @CPINC AND GOING UP
MOVE eHO1, @CANDLY WILL BE DECREMENTED RIGHT AWAY!!
GOUP LI Ré&, CREWU START ADDRESS OF UP CHARS
MOV Ré&, @CGRMPT FOR GRMVDP
BlL. @CCPATT CHANGE THE PATTERN
LI R7, >FQO0Q UPWARD VELOCITY

LI Ré&, CRUBND
B @uD2
PAGE

CREW UP BOUNDARY TABLE
GOTO UP/DOWN SUBROUTINE

363 35 FH 3030 36 3 0 SR 3 30 30 30 3 30 304 30 30 25 30 JE I 35 45 20 56 36 36 30 3430 3045 30 36 35 48 J0 95 30 35 30 330 3096 3638 36 30 0 3 36 38 46 3 36 30 636

# THIS I8 THE ROUTINE TO MOVE THE CREW MEMBER DOWN.

# SET TO 4.
F 3 3 4056 3 S35 3040 30 36 3 363 30 36 0 3 3 3 0 90 3036 0 3303006 30 3 J0 S 3030 3 360 3038 35 36 36 38 30 0 03 S 30 M I3RS I

DOWNZ MOVB @HFF, @5TOPFL

GODWN

MOVB @CRWDIR., RO3
CB R3S, @HO4

JEQ GODWN

MOVE @HO4, @CRWDIR
MOVB @HFF, @CPCNTR
MOVB @HO1, @CPINC
MOVB @HO1, @CANDLY
LI Ré&, CREWD

MOV R&, @CGRMPT

BL @CCPATT

LI R7,>1000

l.I R&6, CRDBND

B euDz2

PACE

CRWDIR IS #*
3

HAVE INPUT, S0 NO STOPPING NOW
ARE WE GODING DOWN?

YES:. S0 ALL POINTERS ARE SET
QOING DOWN NOW o
START AT FIRST PATTERN

AND GOING UP

WIL.L. BE DECREMENTED RIGHT AWAY!!
START ADDRESS OF RIGHT CHARS
FOR GRMVDP

CHANGE THE PATTERN

DOWNWARD VELOCITY

CREW DOWN BOUNDARY TABLE
¢OTO UP/DOWN SUBROUTINE

F36 38 35 36 4 33030 645 36 30 3030 3 6 30 35 31 3 30 38 36 36 36 36 34 30 3 36 353 30 38 38 36 3 36 30 35 36 3538 38 36 36 30 30 36 30 0 4 30 30 30 30 36 4 303 0 A IR0 3

# THIS IS THE FIRE ROUTINE. THIS CAUSES A BULLET TO EMERGE FROM =

# THE CREW MEMBER ‘S GUN.
B3I I I I A AR 33 38 3003 36 336 38 36 00 2 S RS0 B 2 I 3 I I B I S A

FIRE2 MOVB @STOPFi., @STOPFL

JEG GFIREZ
MOVE @HFF, @S5TOPFL

GFIREZ B EFIRES2
3338 340 4F TI IR 4 H 6 H AR I 35 5 35 30 30 30 3F 36 90 338 303040 P3040 20 I006 SR JE 40 36 3 3 30 E ISR IE 2 SR SR B B H R
# PAUSE ROUTINE FOR THE TUNNEL SCENERIO. WILL RETURN TO BINC2 *
# UPON RETURN.
S LIy 2 X Y IR R s Y I AT S S S )

FAUSEZ BL @PAUSES

B @BINC2
PAGE

#*

IS THE CREW MEM MOVING?

NG, S0 DON’'T REGSET THE STOP FLAG
YES: 50 KEEP MOVING WHILE FIRING
GOTO FIRE SUBROUTINE

#

BRANCH TO PAUSE ROUTINE
AND NEXT KEY

F 3030 33 30 326 HE IR S 30 I S0 I 2 300 SR IR 30 2000 I3 I ISR I 3 6 3 S R4 3 36 3030 6 20 30 330 S 30 3H 33 IR AR I S
# THIS SUBROUTINE WILL SET THE VELOCITY TABLE TO MOVE LEFT OR RIGHT %

o R B3 30 I3 3R 30 0 36 30 30 6 90 36 30 34 36 36 3 3030 36 30 36 3 30 3 30 30 30 30 3 30 3040 36 36 38 36 3 S0 048 30 30 30 98 38 36 38 30 36 3F 3 O 346 3 S HE 303030 03

LR2 BL @CHKCRB
SWPB R7
BL. @WRTVCL.
DATA SVT+>20, 2, MYWS+14
MOVEB @.JDYFLG, R3

CHECK FOR BOUNDARY CHARACTERS
YES WE CAN BECAUSE WE GOT BACK HERE!!:

AND PUT IT IN SVT FOR CREW MEMBER
DID WE USE JOYSTICK?




JEQ LRRTZ ND., S0 SCAN NEXT KEYBOARD
B @CHKJB2 YES, SEE IF JOY WANTS TO FIRE
LRRTZ B @BINC2 CHECK NEXT KEYBOARD
F A0 AR A0 3330 IR R IR S S ST BRI I IR 3 20 3 A 3 A IR 3 R 3 B I A S S A

# THIS SUBROUTINE WILL SET THE VELOCITY TABLE TO MOVE UP OR DOWN %

A0 P JE 26360626 I 0 I I3 I0 30 M 6 I B IE 363 N I I I U4 0 0 0k B S0 S 3E A S S0

up2 BL @CHKCRB CHECK FOR BOUNDARY CHARACTERS FIRST
BL @SEEUD SEE IF WE CAN MOVE THAT WAY
BL @WRTVCL
DATA SVT+3>20, 2, MYWS+14 AND PUT IT IN SVT FOR CREW MEMBER
MOVB @JOYFLG, R3 DID WE USE JOYSTICK?
JEG UDRTZ NG: S0 SCAN NEXT KEYBOARD
B @CHKJB2 YES. SEE IF JOY WANTS TO FIRE
UDRTZ2 B @BINCZ2 CHECK NEXT KEYBOARD
PAGE
W3 W N I I I W3 W IS I SE 3 B 33 M B 30 S 3E B A 40 4 30 50 40 SR S0 S0 4 iR S SR e
# THIS NEXT ROUTINE DETERMINES IF THE CREW #*
# MEMBER CAN MOVE IN THE SPECIFIED DIRECTION. #
# RETURN IS IN R12. "
LD r 2 2t D E R L TR kR R Ry L L LT
SEEUD MOV R11,R12 SAVE RETURN
BL ®RDVCL GET THE CREW MEMBER Y POSITION
DATA SAL+>20, 1, MYWS+2 Y OF TOP INTO R1 MSB
SRL Ri, 8 INTO LSB OR R1
TOPBN2 CI R1.,>0040 TOP BOUNDARY
JLE CHKTD2 PAST IT, BUT CHECK DIR
BOTBN2 CI Ri,>0067 RIGHT BOUNDARY
JHE CHKBD2 PAST IT, BUT CHECK DIR
JMP SEEUDR IT’S 0. K. ’
CHKTDZ MOV R7.R7 ARE WE MOVING UP?
JET SEEUDR NO, SO DON’T STOP
JMP STOPCR
CHKBD2 MOV R7:.R7 ARE WE MOVING DOWN?
JLT SEEUDR NO, SO DON'T STOP
JMP STOPCR
SEEUDR B #R12
PAGE
Ll el Il R R R R TR T AT TR Y )
+ STOP THE CREW MEMBER ROUTINE *
#3530 3 3 H S 3 I 303030 3 4 36 3 30 3 36 3696 A 30 3 3 3 35 36 36 3 35 98 36 35 36 36 36 30 3 36 46 36 30 35 26 3 36 3E
STOPCR BL @WRTVCL CREW SPRITE VELOCITY TABLE
DATA SVT+>20, 2, HO000 G0 ZERO QUT THOSE TWO VELOCITIES
MOVB @JOYFLG,R3 DID WE USE JOYSTICK?
JEG STCRRT NO. S0 SCAN NEXT KEYBOARD
B @CHKJBZ YES. SEE IF JOY WANTS TGO FIRE
STCRRT B @BINCZ AND CHECK NEXT KEY!!
PAGCE

Fob 3 333 30 0 36 3 30 0 30 30 30 46 30 36 30 30 90 S0 0 36 303030 36 3436 JE 30 3 3030 90 6 36 35 36 26 25 36 36 9L SRR JH SRR SR R

# THIS ROUTINE WILL DETERMINE THE CHARACER IN THE SIT =
# THAT THE CREW MEMBER IS ON. REMEMBER THAT THE Y PIXELS
# START AT >FF, NOT >00 LIKE THE X’S. RETURN IS IN Ri3#
# —-= SPECIAL NOTE ~—— UPON ENTRANCE, R& CONTAINS *
* THE ADDRESS OF THE PARTICULAR BOUNDARY CHECK TABLE #
# FOR THE DIRECTION THE CREW MEMBER IS HEADING *
B3I IO S I R S 0 S R B S R S R
CHKCRE MOV R11,R13 SAVE RETURN

BL. @RDVCL

DATA SAL+>20, 2, MYWS+2 Y, X INTO 1
#

MOVE @CRWDIR, R8 GET DIRECTION WE'RE HEADING

SRL. R8., B INTO LSB

DEC RB ' 1,2:3.4 70 0, 1.2, 3



CRBCNT

3%

CBNDL

#*
CBNDRT

CI R8.,2

JNE CRBCNT

¢B eRiLB, eH&a0
WJL CRBCNT

LI R84

Sl.LA RS. 1

A @CBINCV(RS8),R1

MOV R1, R2

SRL R1,8

INC R1

SRL R1,3

SLA R1, 5

ANDI R2, >00FF
SRL Ra,3

A R2,R1

MOV R1, VDPADD
BL @RDCL
DATA 1, MYWS+2

MOVE x#Ré6+, RS
JEQ CBNDRT
CB R1,R3

JNE CBNDL

B @STOPCR

B #R13
PAGE

up?

NO

WHAT SIDE ARE WE ON7?

LEFT, 80 USE REGULAR UP INC VALUE
RIGHT, S0 USE SPECIAL UP INC VALUE
x BY @ FOR DATA STATEMENTS

ADJUST THE SPRITE POSITION ACCORDINGLY

AND MAKE A COPY

Y IN R1

STARTS AT >FF

/Y BY B

x BY 32 TO GIVE SIT ROW

X IN LSB OF R2

/X By 8

81T ADRESS OF WHERE SPRITE IS

CHAR IN R1 MSBYTE

GET THE FIRST CHECK CHARACTER
DONE WITH LOOP. SO CAN MOVE
IS THIS A BOUNDARY CHAR?

NUO, S0 KEEP CHECKING

YES, 80 CANNOT MOVE ANYMORE

LEGAL TO MOVE, SO0 RETURN TO CALLER

3 I I I IR IS R S I T S 20 1 I R B B I
# THIS ROUTINE CHANGES THE PATTERN OF THE CREW MEMBER #

* RETURN LINKAGE IS IN RiZ.

*

FdE 33 36 b 3030 3R 30 38 30 30 30 3030 90 30 30 S ThHF 3R 340 W IR I SR 300 96 R S R SR SR IR SRR IR R IR SRR

CCPATT

CCPATR

MOV R11.,R12
SB @HO1, @CANDLY
JNE CCPATR

MOVB @H1Q, @CANDLY

MOVB ECPCNTR, R3
AB @CPINC.RS
MOVB RS, @CPCNTR
BL. @TSTCTR

SRL R5. 8

SLA RS, 3

A R3, @CGRMPT
MOV eCGRMPT, RLOC
BL @GVCV

DATA 32, SDL+>140
MOVE @STRTSD, RO
JMNE CCPATR

BL @S0UND

‘DATA WLKSND

B #R12
PAGE

SAVE RETURN

DECREMENT THE ANIM. DELAY COUNT
NOT TIME TO CHANGE PATTERN YET
TIME TO CHANGE. RESET COUNTER
NUMBER OF PATTERN CHANGES TO DATE
TELLS WHICH PATTERN NEXT

AND SAVE THE COUNTER

TEST THE COUNTER FOR BOUNDARY
INTD LSB

x By 32

ADD OFFSET TOD CURRENT GROM POINTER
PREPARE TO GROM TO VDP

GETS NEW ANIMATION PATTERN
IS THE LASER FIRING?
YES, £0 DON'T USE STEP SOUND

EXECUTE MOVEMENT SOUND

FH I IR 30 3 T3 B 3 30 H S 36 30 3 36 90 36 0 I 30 E 636 35 S 303 30 36 36 $6 96 36 3 30 36 30 36 30 S SRR R S

*# THIS SEES TO IT TG REVERSE THE PATTERN DIRECTION OF #
# THE CREW MEMBER. RETURN IS IN R13. *
U IR R T T E 3 I I R R R RS

TSTCTR

MOV R11,R13
CB RD. @HO3
JEQG PATUP

CB R, 8HFF
JEQ PATDWN

SAVE RETURNM

PAST THE UPPER PATTERN BOUNDARY?
YES, S0 GO BACK DOWN

PAST THE LOWER PATTERN BOUNDARY?
YES, S0 60 BACK UP




B @TCTRRT
PATUP MOVB @HFF, @CPINC
B @SETPFL
PATDWN MOVB @HOI, @CPINC
SETPFL MOVEB @HOI, @CPCNTR
HOVB e@CPCNTR: RS
TCTRRY B =*R13
PAGE

IT'S OK

INCREMENT IS5 -1 TO GO DOWN
AND SET THE PATTERN FLAG
INCREMENT IS 1 TO @D UFP

HAVE TO GO TGO SECOND PATTERN
AND PUT THAT INTO RS

AND RETURN TO CALLER

369 2360 36 I IR IR I I I TSI I I S S R S R R S
# THIS ROUTINE FIRES THE CREW MEMBER 'S WEAPON *
4IRS IS IR0 IR I 0 2 4 36 BRI 3380 3R 3 I 3 S B

FIRES2 MOVEB @CSHOTF.R3
JNE F2RTRN
MOVB @CLSLIM,R3
JNE F20K
MOVB €HO0O. @CSHOTF
JMP F2600N
F20K MOVB @HO1, @CSHATF
*
F2GO0ON BL @COINC2
DATA SAL+>28, >0404
MOV Ri.R1
JEG NOGOTW

MOVE @WONSCN. RO
JEG FONOBJ
#*
FONWAT BL @WRTVCL
DATA SAL+2>23,1,H04
JMP DEL.OBJ
#
FONOBJ BL erDVCL
DATA SAL+>2B, 1, MYWS+2
BL @WRTVCL
DATA SaL+>23, 1, MYWS+2
*
DELOBJ BL @WRTVCL
DATA SAL+>28, 1. HCO
MOVE @HOO., @8WONSCHN
MOVB @HOO, @OBJFLG
#

IS BULLET STILL ON SCREEN?
YES, 80 CAN‘T REFIRE

ARE WE OUT OF AMMO?

NO, S0 OK TO FIRE

YES: S0 CAN'T SEND A BULLET
BUT STILL CHECK FOR FIRE KEY
NO, S0 SET THE SHOT FLAG

CHECK TO SEE IF WE'RE ON OBJECT
NBJECT SPRITE AND Y, X TOLERANCES
ARE WE WALKING ON OBJECT?
NOT THIS SHOT

ON SOMETHING. .. IS IT WATER?
NG

TURN CREW MEMBER BLUE -

GET COLOR OF SPRITE

AND TURN CREW MEMBER THAT COLOR

NO MORE WATER
ND MORE OBJECTS

#* AT THIS POINT HE IS5 ELIGIBLE TO RETURN TO THE SHIP

3
NOGOTW BL @GRMVDP

DATA CREWU, 32, SDL+2>140

MUVE @HOO, @CRWDIR

MOVEB @CLSLIM, R3
JNE SCRBUL
B @F2RTRN
» ,
SCRBUL LI R1.,2>9000
BL @WRTVCL
DATA SAL+>12, 1, MYWS+2

BL @RDVCL

DATA SAL+2>20, 2, MYWS+10

AI RS, >F804
LI R7,>9C00

BL @WRTVCL

DATA SAL+>10, 2, MYWS+10

RESTORE TO FIRING AWAY POSITION

ARE WE OQUT OF AMMO
NO., S0 SEND THE BULLET

YES, S0 NO SHOT ALLOWED

UP/DOWN BULLET PATTERM

GET CREW Y. X
ADJUST FOR BULLET ARM
BULLET VELOCITY

PUT BULLET ON SCREEN



*
F2RTRN

BL @GWRTVCL

DATA SVT+2>10, 2, MYWS+14

SR @HOl, eCL.SL.IM
BL. @S0UND
DATA FIRSND

B @BINCZ2
PAGE

AND SET IT IN MOTION
ONE LESS SHOT
EXECUTE FIRE SOUND

AND CHECK NEXT KEYBOARD

e Ak 3 3 3636 3 3 30 36 3 3 95 30 3 3030 30 36 3 30 30 30 3 26 30 3E 303 3 3R 3 3 30 H 353 3R 30 S0 0 3 0 HE 303630

# CHECK FOR BOUNDARY DN CREW BULLET.

# IS IN R15.
BRI RS I8 RS S 2 SR I R S S S SR I S 3 R 3 30

C8SHOTE

*
DELCBL

*
CSBRTN

MOV R11,R15
MOVB @CSHOTF, R1
WEG CEBRTN

BL eRDVCL

DATA SAL+>10, 1, MYWS+2

SRL R1,8
ClI R1,8
JLE DELCBL
CI R1,>C1
JHE DELCBL
JMP CSBRTN

DL @WRTWVCL
DATA SAL+>10,1,HCO
BL E@WRTVCL

DATA SVT+2>10, 2, HOO0O

MOVEB @HOO, @CSHDTF

B #R15
PAGE

RETURN #
*

SAVE RETURN

IS SHOT ON SCREEN?

NO., S0 SKIP THIS MODULE
YES 1T IS

GET BULLET VY
PUT IN LSB

PAST TOP BOUND?
YES, S0 DELETE CREW BULLET
PAST BOTTOM OF SCREEN?
YES: S0 DELETE

IT’S 0. K.

INTO R1

PUT BULLET OFF SCREEN

AND ZERO VELOCITIES g
SET THE FLAG TO NO SHOT

RETURN TO CALLER

F6 35 36 3636 30 36 3 56 36 2040 30 3 3030 30 4 30 R 5 30 30 036 3 S0 30 4 30 10 3E 30 3E 36 30 0 36 3 S 30 R S0 S

# CHECK FOR COINC ON CREW MEMBER FROM MONSTER. #
# RETURN IS IN R13.
B4 3R B3 A A O I S S I S S S S P R R

COINCC

¥

COCMNZ

3*
GOTCRW

*

COCRTN

MOV R11,R13

Bi. @COINC2

DATA SAL+>18, >0C0C
MOV R1.R1

JEG COCMNZ

CB @eMNIFLG, @HOS
JL COCHMNZ

JMP GOTCRW

BL @COINC2

DATA SAL+>1C, >0C0OC
MOV Ri.R1

JEQ COCRTN

CB @MNZFLG, @HOS

Ji. COCRTN

BL. @WRTMSG
DATA &

Bl @SFSUB

DATA @

B eLSTCRW

B #R13
PAGE

k.4

SAVE RETURN

SPRITE AND TOLERANCE

DID MONSTER HIT CREW MEMBER?

NO:. SO CHECK #2

IS MONSTER PAST SIIZE 47

NO, S0 CHECK MONSTER 2

YES., 80 CREW MEMBER BIT THE DUST

MONSTER TWO AND TOLERANCE
DID MONSTER 2 HIT CREW?

NO. S0 NO COINC HERE
IS MONSTER PAST SIZE 57
NO, SO0 NO COINC HERE

COINC DETECTED ON CREW MEMBER!!
PUT MS5G ON SCREEN

MONSTER ATTACKED CREW
AND BRANCH TO LOST CREW ROUTINE

ND COINC, S0 RETURN TO CALLER

A I TN RN F R EF RS R ERBEESER




# CHECK COINCIDENCE BETWEEN THE CREW MEMBER AND ANY OBJECT =
* OR MONSTER. R1 SHOULD CONTAIN SAL OF MONSTER DR OBJECT AND#*
# R2 SHOULD CONTAIN Y, X TOLERANCE VALUES. THESE SHOULD BE #*
# PASSED IN DATA STATEMENTS. R1 WILL BE SET IF COINC IS DE- =
# TECTED., ELSE IT WILL BE CLEAR. RETURN IS IN Ri2 #*
T Ty n S T R R R S L R e A
COINCZ MOV #R11+,R1 SAL OF MONSTER DR OBJECT
COI2YX MOV #R11+,R2 Y. X TOLS
caIz MOV R11.,R12 SAVE RETURN
#*
BL eRDVCL RO3=CREW Y, X
DATA SAL+2>20, 2, MYWS+10
Al RS, >0808 ADJUST CREW MEMBER TO CENTER OF GSFRITE
MOV R1i, VDPADD WHAT OBJECT TO CHECK
BL @RDCL AND GET MONSTER OR OBJECT Y, X
DATA 2, MYWS+14 *INTD R7
CI R1i.SAL+>28 ARE WE TESTING AN OBJECT?
JEGQ ADJOBJ YES, S50 ADJUST FOR AN OBJECT
#
ADJMON Al R7, >0808 MOVE MONSTER PUSITION TO CENTER
JMP COIZ2CN AND CONTINUE
ADJOBJ AI R7. >FCO8 MOVE WATER POSITION UP A BIT!!
*
COI2CN MOV RS, Ré6 MAKE A COPY OF CREW POSITION
SRL RS, 8 PUT Y INTO LSB OF RS
ANDI Ré&, 200FF PUT X INTO LSB BOR Ré&

MOV R7.RB
SRL R7.8
ANDI RE, >00FF

MAKE A COPY OF
PUT ¥ INTO LSB
PUT X INTO LSB

MONS OR 0OBJ
OF R7
OF R8

S R3,R7 GEY Y DIFFERENCE

ABS R7 AND MAKE POSITIVE
#*

8 R&, RB GEY X DIFFERENCE

ABS RSB AND MAKE POSITIVE

CB @R7LB:R2
JH NOCOYZ2

CHECK Y TOL
NG COINC HERE

CB @R8LB, @rRz2LDB CHECK X TOL
JH NOCOIZ2 NO COINC HERE
3
LI Ri,1 COINC DETECTED!!
JMP COIZRT AND RETURN

*

NOCBIZ2 CLR R1
3#

COI2RT B #R12

NGO COINC THIS TIME AROUND

R1 CONTAIN CO/NO CO FLAG

PAGE
B 336 38 30 363 3 38 38 35 36 30 36 63038 36 B 36 95 3698 36 3546 3096 38 35 30 0 30 3 4000 03 390 30 3030 JSE S 8
# RETURN CREW TO SHIP. NOD RETURN IS NEEDED. #*

T3S T3 330 303 3 33036 6 36 36 98 3646 3036 98 36 35 38 3431 36 36 3036 36 96 3 3830 30 36 38 36 38 4 38
RTCREW BL. @GRMVDP
DATA CREWU, 32, SDL+>140 RETURN CREW MEMBER TD STANDING POSITION
BL. @WRTVCL AND STOP HIS MOTION
DATA SVT+2>20, 2, HOQ00
NOCBUL BL @WRTVCL
DATA SAL+>10, 1, HCO
BL @WRTVCL
DATA SVT+2>10, 2, HOC0O
MOVE @HOO, BCSHOTF

ALLB0 STOP HIS BULLET IF HE JUST SHOT
PUT DULLET OFF SCREEN

AND ZERO VELOCITIES
SET THE FLAG TO NO SHOT



RCLP1

GOTBON

BONWAT
BONOBJ

3*
REWRDS

CLGUNZ

BL @RDVCL

DATA SAL+>23, 1, MYWE+14

LI R1,>0600
LI RS, S

BL @WRTVCL

DATA SAL+>23, 1, MYWS+2

BL @ZDELAY
DATA 51800
BL @WRTCL
DATA 1,RI1LEB
Bl. @ZDELAY
DATA 21800
DEC RS

JNE RCLP1

BL @WRTVCL
DATA SAL+2>20, 1, HCO
MOVB @HOO, @CRWOUT

BL eSPsuB
DATA 18

BlL. @WRTMSE
DATA 15

BlL. @MSGDLY

CB R7. @HO4
JNE COTBON

BL. @SOUND
DATA GAGSND
BL @CLCACE
BL @SPSUB
DATA 16

BL @WRTMSG
DATA 13

BL @MSGDLY
BL @WRTMSG
DATA 2

BL @SPSUB
DATA 2

BL @MSEDLY
CB R7, @HO4
JNE BONOBJ
LI R10, 22000
JMP REWRDS
LI R10,>1000

BL @SCORE
BL. @50UND
DATA BONSND

BL eMSseDLY
MOVEB @HO1., @LETMON
BL. €GRMVDP

DaTa BLANKM, 26, SIT+>1E3

i.I RS, 4

LI VDPADD., SAL+3
BL @WRTCL

DATA 1, HO&

AI VDPADD. 4~

COLOR OF MAN INTO R7 MBB
RED/TRANS

MAKE CREW MEMBER RED
WASTE TIME

MAKE CREW MEMBER TRANS
WASTE TIME

NOT DONE WITH FLASHING

OFF SCREEN FOR CREW MEMEBER
AND SET THE FLAG TO 8AY S0

CONGRATULATIONS
AND WASTE TIME

IS THIS GUY BLUE?
NO, SO DON'T FILL WATER GAGE

WATER GAGE FULL SOUND
FILL WATER GAGE

WATER TANKS FULL

BONUS POINTS GAINED

DID HE GET WATER?
NO, HE GOT AN OBJECT
GOT WATER

GOT AN OBJECT

AND BONUS POINTS

AND RING GONG!!

IN CASE EXTRA SHIP WAS AWARDED
ALLOW MONSTERS NOW

BLANK OUT ANY MESSAGES

GUN COLDOR BYTES

RED
NEXT GUN



DEC RD
JNE CLGUNZ

B @MAINLP
PAGE

de ok A ok ok ok

THE INTERRUPT WORKSPACE.

NOT DONE WITH LOOP

RETURN CONTROL TO MAIN LOOFP

B S L T T L Y e Y
USER INTERRUPT ROUTINE FOR BOUNDARY CHECKS. #
CONTROL PASSES HERE FROM INTERRUPT HANDLER *
AND IS CURRENTLY IN GPL WORKSPACE. R13, *
R14, AND R13% MUST BE PRESERVED SINCE THEY #*
ARE THE WS, PC, AND STATUS REG VALUES FOR *

*

AR AR W23 3036 3 3603 2600 3636 00 3010 0 63040 36 36 36 348 30 36 30 3 36 45 S0 3 2RI BB
AL I I S SIS 30 30 I IR 2R 303 30 3 SR I 3 3 S S S S IE S 3 R S 3 SR S SR R
# THIS MODULE CHECKS FOR BOUNDARIES AS THE MONSTERS ARE MOVING#*
# AND REVERSEE THEIR DIRECTION IF THEY HAVE PASSED THEM. *
3036304030 30 40 200 3090 326 0 04090 600 31 396 030 90 3 90 IE3E 0 3 35 35 35 3130 38 30 00 2 R0 0 20 S A0 H I IR 3R IR0 SRR RN

CHAMON MOVB @MO1i, @RINTFLG
MOVE @MNIFLG, @MNIFLG
JEG CHKMNZ
AR @HO1. eMiCTIM
BL @eRDVCL
DATA SAL+>18, 2, GPLWS+12
BL @RDVCL
DATA 8VYT+>18, 2, GPLWE+16
MOV R&: R?7
MOV R8., R%
ANDI Ré&, 2FFO0
8LA R7.8
ANDI RS, >FFQO
SLA R%, 8
GTMBND LI R10, MBOUND
CLR Ri2
MOVE @MNIFLG, R12
SWPB R12
Sl.A R12, 2
A R12,R10
MOVB #R10+,R1
MOVEB #R10+.R2
MOVB #R10+, RO
MOVB #R10+,R12
*

WE'RE NOW IN INTERRUPT ROUTINE
MONSTER 1 ON SCREEN?

NO., S0 CHECK MONSTER 2
INCREMENT MDNSTER 1 TIMER BYTE
G0 GET MONSTER POSITION

INTO Ré&

GO GET MONSTER VELOCITIES

INTO RE

MAKE A COPY OF POSITION

MAKE & COPY OF VELS

¥ IN MSE OF R&

X IN MSB OF R7 g

Y VEL IN MSB OF RSB

X VEL IN MSB OR R9

ADDRESS OQF MONSTER BOUNDARIES
CLEAR R12

POINTER FOR OFFSET INTO MBOUND
#INTD LSB

AND MULTIPLY BY 4 (4 BOUNDARIES)

AND ADD THE OFFSET

GET TOP BOUNDARY IN Ri1

GET BOT BOUNDARY IN R2

GET LFT BOUNDARY IN RS

GET RGT BOUNDARY IN R12

# NOTICE . . . NO FREE REGISTERS AT THIS POINT

#*

CKMNLE CB R7.RS
JLE CHMNLD

CKMNRE CB R7.R12
JHE CKMNRD

CKMNTE CB R&.R1
JLE CKMNTD

CKMNBB CB R&, R2
JHE CKMNBD
JMP CHKMNZ2

#

CKMNL.D MOVB R?, R9
ST NEGX
JMP CKMNTB

CKMNRD MOVE R, R?
JET NEGX
JMP CKMNTB

CKMNTD MOVE RS, R8
JLT NEGY

IS MONSTER PAST LEFT BOUND?
YES., BUT CHECK HIS DIRECTION
IS MONSTER PAST RIGHT ROUND?
YES: BUT CHECK HIS DIRECTION
1S MONSTER PAST TOP BOUND?
YES. BUT CHECK HIS DIRECTION
IS MONSTER PAST BOT BOUND?
YES, BUT CHECK HIS DIRECTION
NO BOUNDARY VIOLATIONS!!!!

TEST AGAINST ZERO

GOING LEFT, S0 CHANGE DIR
LETS GO TEST TOP OR BOT BOUND
TEST AGAINBT ZERO

GOING RIGHT, SO CHANGE DIR
LETS 60 TEST TOP OR BOT BOUND
TEST AGAINST ZERD

GOING UP , S0 CHANGE DIR



JMP CHKBUL
CKMNBD MOVEB RB. RB

JGT NEGY

JMP  CHKMNZ

. NE@X NEG R?

Bl. @CHMNVL

JMP CKMNTRB
NEGY NEG RSB

BL @CHMNVL

JMP CHKMNZ

LETS 60 CHECK BULLETS
TEST AGAINST ZERO

GOING DOWN, S0 CHANGE DIR
LETS 60 CHECK MONSTER 2

MAKE X VEIL. OFPFOSITE

AND REWRITE

NG 60 CHECK UP DOWN BOUNDS
MAKE Y VEL OPPOSITE

AND REWRITE

NOW 0 CHECK BULLETS

L R S LR Ll 2 LS S S L LR R S AR ST
# SUBROUTINE TO CHANGE MONSTER'S VELOCITY. RETURN IS IN R10Q0
9038 30 0 38 3403 3E I3 I 0 I A0 I 2 A I3 S 2 8 TR I 3R SRR IR 3646 3PS 33 3 0 S 0 5 338

CHMNVL MOV R11.R10
MOVE R%, @GRS8LB
BL. @WRTVCL
DATA SVT+2>18, 2, GPLUS+16
B #R10
3*
PAGE
CHAMNZ MOVB @eMN2FLG, CMN2FLG
JEG@ CHKBUL
AB @HO1, eM2CTIM
BL @RDVCL
DATA SAL+>1C, 2 GPLWS+12
EL. @RDVCL
DATA SVT+>1C, 2, GPLWS+14
MOV R&.R7
MOV RB,R9
ANDI Ré&, >FFQO
SLA R7.8B
ANDI RS, >FFO0OQ
SLA R9,8
GTZ2BND LI R10, MBOUND
CLR R12
MOVB eMN2FLG.R12
SWPB R12
SslLA R12. 2
A R12,R1i0
MOVB #R10+;R1
MOVB #R10+, R2
MOVB #R10+,R5
MOVB #R10+, Ri2
¥*
# NOTICE .
#*
CKM2LLB CB R7.R5
JLE CKM2LD
CKM2RB CB R7.RI12
JHE CKM2RD
CKM2TB CB R&/R1
JLE CKM2TD
CKMZBB CB R&: R2
JHE CKM2BD
JMP CHKBUL

N

CKM2LD MOVB R%. R%
VLT NEGX2
JMP CKMZ2TB

CKM2RD MOVB R9.R9
JGT NEGX2

SAVE RETURN LINKAGE
REPLACE X VELOCITY IN RSB
AND REWRITE TO SVT

#FROM R8 OF GPLUWS

AND RETURN TO CALLER

ARE MONSTERS ON SCREEN?

NO., S0 CHECK BULLETS

INCREMENT MONSTER 2 TIMER BYTE
G0 GET MONSTER POSITION

INTQ R&

G0 GET MONSTER VELOCITIES

INTO R8

MAKE A COPY OF POSITIOM

MAKE A COPY OF VELS

Y IN MSB OF Ré&

X IN MSB OF R7

Y VEL IN MSB OF RSB

X VEL IN MSB OR RY

ADDRESS OF MONSTER BOUNDARIES
CLEAR R12

POINTER FOR OFFSET INTO MBOUND
INTO LSB

AND MULTIPLY BY 4 (4 BOUNDARIES)
AND ADD THE OFFSET

GET TOP BOUNDARY IN R1

GET BOT BOUNDARY IN R2

GET LFT BOUNDARY IN RS

GET RGT BOUNDARY IN R12

NO FREE REGISTERS AT THIS POINT

IS MONSTER PAST LEFT BOUND?
YES, BUT CHECK HIS DIRECTION
15 MONSTER PAST RIGHT BOUND?
YES, BUT CHECK HIS DIRECTION
I8 MONSTER PAST TOP BOUND?
YES, BUT CHECK HIS DIRECTION
IS MONSTER PAST BOT BOUND?
YES, BUT CHECK MIS DIRECTION
NO BOUNDARY VIOLATIONS!!!!

TEST AGAINST ZERO

GOING LEFT, S0 CHANGE DIR
LETS 60 TEST TOP OR BOT BOUND
TEST AGAINST ZERQ

GOING RIGHT. S0 CHANGE DIR




JMP CKM2TR
CKM2TD MOVEB R8. RB
JLT NEGY2
JMP CHKEBUL.
CKM2BD MOVB RB8. R8
JET NEQY2
JMP CHKBUL.
*
NEGX2 NEG RZ
BL eCHM2WL
JMP CKM2TB
NEGYZ2 NEG R8
BL eCHM2VL
JMP CHKBUL

LETS 60 TEST TOP OR BOT BOUND
TEST AGAINST ZEROD

GOING UP , S0 CHANGE DIR
LETS 60 CHECK BULLETS

TEST AGAINST ZERO

CDING DOWN, S0 CHANGE DIR
LETS 60 CHECK BULLETS

MAKE X VEL OPPOSITE

AND REWRITE

NO GO CHECK UP DOWN BOUNDS
MAKE Y VEL OPPOSITE

AND REWRITE

NOW 60 CHECK BULLETS

4 0 30t S AE 3 3H 30 35 3 3040 38 40 0 3 3036 30 30 30 3026 3 020 3 S0 AR 6 0 30 36 3 20 2 020 JF 046 S E U6 2026 M T 20 AR N
# SUBROUTINE TO CHANGE MONSTER‘S VELOCITY. RETURN IS IN R10 =
45 30 3648 3 36 3030 96 36 29 46 36 40 0 36 4030 30 36 36 0 A I SE 00 00 I3 0 6 I B AR I I S

CHM2VL MOV R1l1l,R10
MOVB RY9. @GRBLE
BL @WRTVCL

DATA SVT+2>1C. 2, GPLUS+16

B #R10
#

PAGE

SAVE RETURN LINKAGE
REPLACE X VELOCITY IN RS
AND REWRITE TO SVT
#FROM R8 OF GPLWS

AND RETURN TO CALLER

3R SEI ISR I 20 A I 3 S AR I U ST SR 30 SRR 3RO S 4 3 I S BB I SRR S T S
* THIS MODULE CHECKS FOR BOUNDARIES AS THE BULLETS ARE MOVING »
# AND DELETES THEM IF THEY HAVE PASSED THE BOUNDARIES. *
A3 3 220 T I I SRR I I I S R I I S I I I I R S R S I S

CHKBUL MOVE @SHOTFL. RO
JEG STPBUL
#

" # THE ABOVE LINE WAS CHANGED FROM

A'*
BL. @RDVCL

DATA SAL+16, 6, GPLWS+10

SRL R&. B
CI R&, 20090
JEQ UDBULS
LRBULS LTI R10, 20058
CB @GRILB, @GRALB
JHE STPBUL
i.I R10,200A8
CB @GR7LDB. eGRALDB
JLE STPBUL
JMP SPHINT
UDBULS LT R10Q, 24400
CB RG,R10O
JHE STPBUL
LLI R10.2>3C00
CB R7.R10
“WJLE STPBUL
JMP SPKINT
STPBUL MOVB @CRWOUT, R3
JNE SPKINT
BL @WRTVCL
DATA SYT+16, 2 HOOQO
BL @WRTVCL
DATA SVT+20, 2, HOQ0O
DELBUL BL @WRTVCL
DATA SAL+16, 1, HCO
BL @WRTVCL
DATA SAL+20. 1. HCO

ARE BULLETS ON SCREEN?”
NGO, SO DON'T BOTHER WITH BOUNDARIES

‘JEG EVENTB’ TO ‘JEG STPBUL'

2 BULLETS Y. X INTO R5.R7

AND PATTERN VALUE TO LSB OR Ré
ARE BULLETS VERTICAL?

YES, S0 CHECK VERTICAL BOUNDARIES
CENTER OF SCREEN BOUNDARY

X OF SPRITE PAST BOUNDARY?

YES, SO STOP AND DELETE

X OF SPRITE PAST BOUNDARY?

YES, SO STOP AND DELETE

NO, SO0 DON'T DELETE BULLET. YET
CENTER OF MINE BOUNDARY

Y OF SPRITE PAST BOUNDARY?

YES, 80 DELETE BULLETS

CENTER OF MINE BOUNDARY?

Y OF SPRITE PAST BOUNDARY?

YES. 80 DELETE BULLETS

NO. SO DON'T DELETE BULLET, YET
WAS IT A CREW SHOT?

YES, S0 DON'T STOP THE BULLETS HERE

PUT ZERO VELUOCITIES IN THE BULLETS

SAME HERE



ok ok ok ook sk ok ok ok ok ok ok e ok ok sk sk ok % % &k & ok %k ok ok ok ok %

RERREER
HHRHEHEF
##Hx 99
HRE RS
33 3T
EHREEES
USER
CONT
AND
R14,
ARE
THE

» ok ok ok %k %

MOVB @eHOO, @SHOTFL TURN OFF SHOT FLAG!
PAGE

6T 03 3 T 309 56 30 T 503 3 I I 30 95 9 90 3 I 3 56 90 36 41 98 95 5 3056 30 30 30 55 90 90 30 30 35 36 36 30 30 30 363 30 30 5 90 30 50 46 90 30 30 F S IR I
F6 33646 T 38 3 3040 3 3096 35030 30 U3 SE I S I T 3 30 I 3 R B B S S B S B R S
00 CODE INTERRUPT DRIVEN SPEECH WITH GPL SET UP AND EXECUTION L2
A6 F T 3 e T T 0 H 2 W T T e e I H A HE I T R R IR I HR 2R M M 36 3 e 3 S M e R B IR IR IR RN
e A I R R SRR SR I e LI R R S S L
B3 3430 30 S 3R IR I I B I I A N
INTERRUPT ROUTINE FOR SPEECH.
ROL PASSES HERE FROM INTERRUPT HANDLER
IS CURRENTLY IN GPL WORKSPACE. R13:
AND R13 MUST BE PRESERVED SINCE THEY
THE WS, PC, AND STATUS REG VALUES FOR
INTERRUPT WORKSPACE.

¥ % % %k %k %

430 30 20 51 30303 36 35 30 20 SR 30 3638 30 S0 3E 30 30 3038 26 30 30 30 10 0 30 40 40 20 S 4R ISR 3 S 3R R IR R IR eI IE R

XM WNW KN

ADDR

SPAD

SPLE

FRERERR

%ok d ok o ok %k % %

- S8PCHRD

SPCHUWT
READIT
SPDATA
#*

SPKINT

WHREWNNRRERNAEREREXAREERARENTEREREERRAREENRFEREEEAENRETAR

VARIABLE DEFINITION FOR INTERRUPT-DRIVEN
SPEECH PROCESSING. INITIAL DESIGN IS FOR
LOADING DIRECT SPEECH DATA.

DEFINITION
[}
? =
R | CURRENT PODINTER TO LPC SPEECH DATA |
i i
N | NO OF BYTES REMAINING IN LIST i

THE POINTER @SPADR IS CLEARED AFTER THE SPEECH
DATA HAS FED TO THE SPEECH CHIP

UPON ENTRY TO INTERRUPT ROUTINE, THE WORD @SPADR

IS COMPARED TO ZERD. IF EGUAL. THIS INDICATES

NO SPEECH DATA AVAILABLE, AND INTERRUPT PROCESSING
IS TERMINATED. IF NONZERO, A CHECK IS DONE FOR
START OF NEW SPEECH LIST. THIS IS INMDICATED BY

A VALUE OF 1-255 @SPADR. WVALUES IN THIS RANGE WILL
WILL BE CONSIDERED INDEXES INTO AN LPC ADDRESS
POINTER TABLE. EACH ADDRESS REPRESENTS THE START
OF LPC DATA FOR THE SPECIFIED PHRASE.

BRFHFFHFRRUARTFERFRRRARRRERRAFRRRRARFRERARBEERFRRRRRRARRFRR

REGISTER USAGE

RO - RS HOLDS 2900 CODE WHICH READS SPEECH STATUS
Ré& ' USER GROM ADDRESS SAVE REGISTER

R7 TEMPORARY

RB ADDRESS POINTER TO LPC DATA

R TEMPORARY

R10 DESTINATION REGISTER FOR SPEECH STATUS INFO
EQU >%9000

EGU SPCHRD+3>400
EQU OGPLWS
EGU  GPLUWE+20 LOCATION IS GPL WORKSPACE REG 10

EGU %




MOV
JEG
LI
LI
LI
MOVEIT MOV
DECT
JNE
LI
MOVB
JNE
BL.
SLA
JOcC
Mav
SLA

MOVB @WHICHL., GWHICHL

@SPADR. RB
SPKRT2

R7, CODADR
R1G, READIT
R%, CODLEN
#R74, #R10+
Re

MOVEIT
R%, 8

R8, R7
GRMFIX
@READIT
R1Q, 1
SPKRT2

R8, R10
R10, 1

JEG USEENG

USESPA MOV
JMP
USEENG MOV
USELNG BL
MOV
BL
MOVE
MOVB
INCT
* MOV

L ® BL.

SPCMND
MOVRB
NOP
NOP
NOP
NOP
* RT
LI
JMP
GRMFIX EQU
LI
BL
SPCHST EQU
BL
SLA
NG
MOV
BL.

LOOPR EGU
MOVE
DEC
JEG
INC
DEC
JNE
CLR
JMP

GESDXTB(R10), R10

USEL.NG

@INDXTB(R10},R10

esAvIT2
R10:RB
@GRMADZ
@GRMRD, @SPLEN

@CRMRD, BSPLEN+1

RE
RS, @SPADR
@SPCMND

@H6Q, @SPCHWT

R?: 14
SPCHST
%

R%. 8
eSAVIT2
$
EREADIT
R10, 2
SPKRET
R8. R10
CERMADZ2

%

@GRMRD: @SPCHWT
@SPLEN

SPKRET

R8

RY?

. OOPR

@SPADR

SPKRT3

AFFECT STATUS W/ADDRESS POINTR

IF NO POINTER, EXIT

ADDRESS OF CODE TO COPY

LOAD POINT IN FAST RAM
LENGTH OF CODE BLOCK

MOY ONE WORD

DECREMENT WORD COUNTER

MOVE MORE IF NOT FINISHED
DEFAULT NO. OF BYTES TO MOVE
CHECK FOR START OF NEW PAGE
ADDRESS SET UP, 50 MOVE DATA
GET SPEECH STATUS

CHECK 'SPEECH DONE?‘ BIT

IF STILL BUSY, RETURN

COPY TABLE INDEX VALUE

MAKE VALUE A WORD INDEX

B 0 ]
#===2> IF SPANISH IS USED, SWITCH THE TABLES HERE!'!
= ’

ARE WE USING SPANISH?

NO, 50 USE ENGLISH

COPY GROM ADDRESE FROM TABLE
AND CONTINUE ON

COPY GROM ADDRESES FROM TABLE
SAVE QLD GROM ADDRESS

COPY GROM ADR TOD ADR DECR REG

SET UP GROM ADDRESS
GET FIRST BYTE OF LENGTH
GET SECOND LENGTH BYTE -

ADJUST GROM POINTER TO ACTUAL DATA

STORE ADDR IN PERMANENT LOC

BET UP ‘SPEAK EXTERNAL ' COMMAND
SEND THE ‘SPEAK EXTERNAL‘’ CMND

INIT BYTE COUNT TO FILL SPEECH FIFO

CHECK SPEECH STATUS

8 BYTES TO SEND TG SPEECH FIFQ

SAVE OLD GROM ADDRESS

READ SPEECH CHIFP STATUS
MOV 2ND MSBIT INTO CARRY BIT
IF BUFFER NOT LOW., JUMP

CET READY TO PASE GROM ADDREES

SET UP THE GROM ADDRESS

MOVE ONE BYTE TGO SPEECH FIFO
DECREMENT TOTAL BYTE COUNTER
IF ZERO, JUMP TO EXIT

POINT TO NEXT SPEECH BYTE IN GROM
DECREMENT LOCAL FIFO FILL. CNT

JUMP AND MOVE NXT BYTE IF >0

FIFD ZERO, S0 DON‘T EXECUTE PHRASE ANYMORE




#*
SPKRET EGQU %

MOV  @SPLEN, R7 CHECK FOR ZERO VALUE IN LENGTH
JNE  SPKRT3 IF LEN NOT ZERO: RESTORE PNTR
CLR RSB CLEAR POINTER VAL: USE AS FLAG
. SPKRT3 EQU %
MOV  R&,R1Q GET USER GROM COUNTER WVALUE
BL @GRMADZ2 RESTORE USER GROM ADDRESS
#
EPKRT2 EGU #
MOV  R8, @SPADR RESTORE CURRENT POINTER VALLUE
*
MOVB @HOO0, @INTFLG ND LONGER IN INTERRUPTS
LWPI INTWS RESTORE INTERRUPT LINKAGE
RTWP RETURN TO CALLING ASMBLY PRGRM
PAGE

3313 363 E 34 S0 3 330 0 A B 306 3 350 300 A 30 30 356 3040 35 S0 34 300 30 00 3 30 4 R SRR 310 3PS S S0 3303
L2 SHORT SUBROUTINE TO SAVE GROM ADDRESS FOR MAIN PROGRAM #

L Y L e
SAVITZ EGQGU %

MOVE @GRMRA: R& SAVE ONE BYTE OF GROM ADDRESS

MOVEB @GRMRA, @GPLWS+13 S5AVE L.OW BYTE OF GPL ADDRESS

DEC Ré ADJUST GROM ADDRESS FOR NEXT SETUP
RT

I I I I R R RS
AR DELAY LOOP FOR 16 BIT BUSS ®
AR IS4 SRR SR B0 B S 0 3 A 2 SR I I
CODADR MOVB @SPCHRD:R10
NOP
NOP
NOP
RT ,
CDLEN EGU $-CODADR
R S T L I e I Y
# ROUTINE TO SET UP CGROM #*
# READ ADDRESS WINDUW *
LTI LR L Sy e e I
GRMAD2 EQU ¢
MOVE R10O. @CRMWA
SWFB R10O
MOVE R10, GRMWA
RT
PAGE
46 36 3 3540 330 303 36 30 0 38 9 2 3 A T A3 3 A B B 0 I 3R 00 34 30 304 30 20 B 4 S0 R A0 I S AR SRR SR 3 SRR R 3R S S 2

###  GROM ADDRESSES REPRESENTING START OF LPC SPEECH DATA FOR ENG PHRASES +
0 33 06 3 2 3 AR A A 36 30 136 I 69 0 IE I 0 0 TE 9635 9 3 33 30 00 3030 30 00 S0 36 T30 06 000 36 9 430U 00 300 13 600 0 38 0 B

SPADDR EGU >A00Q0 GROM 5 . . . START OF SPEECH DATA
INDXTB EQU %$-2 REMEMBER THAT A ZERO INDEX

* VALUE WILL NEVER OCCUR(HA! HA!)
SPADVA DATA SPADDR 1 ADVANCE TO NEW LEVEL

ACCUML1 EQU SPADDR+2+270
SPBONU DATA ACCUML
ACCUM2 EQU  ACCUMI+2+222
SPEXTR DATA ACCUMz2
ACCUM3 EQU ACCUM2+2+200
SPGDOD DATA ACCUM3
ACCUM4 EQU ACCUM3+2+218
SPMDES DATA ACCUM4
ACCUMS EQU ACCUME+Z+210
SPWAY DATA ACCUMS
ACCUMG EQU  ACCUMS+2+222
SPLASR DATA ACCUMS 7 LASERS OVERHEATED

BONUS POINTS GAIMNED
EXTRA CREW MEMBER
GOOD SHOT, CAPTAIN

MONSTER DESTROYED

e ¢ h WM

WAY TO G0. CAPTAIN




ACCUM7
SPMDAM
ACCUMB
SPMATT
ACCUM?
SPCREW
ACCUMA
SPDETC
ACCUMB
SPZYGO
ACCUMC
SPCONT
ACCUMD
SPCDOL
ACCUME
SPHWATR
ACCUMF
SPFULL
ACCUMG
SPOUT

ACCUMH
SPCONG
ACCUMI
SPLAFS
ACCUMJ
SPTHRT
ACCUMK

EQU
DATA
EQuU
DATA
EGU
DATA
EGU
DATA
EQU
DATA
EQU
DATA
EGU
DATA
EQU
DATA
EGU
DATA
EQU
DATA
EGU
DATA
EQU
DATA
EQU
DATA
EGQU
PAGE

ACCUM&+24+290
ACCUM7
ACCUM7+24+234
ACCUMB
ACCUMB+2+220
ACCUMS
ACCUMT+2+154
ACCUMA
ACCUMA+2+288
ACCUMB
ACCUMB+2+218
ACCUMC
ACCUMC+2+238
ACCUMD
ACCUMD+2+224
ACCUME
ACCUME+2+1 %24
ACCUMF

"TACCUME+2+194

ACCUMG
ACCUMG+2+214
ACCUMH
ACCUMH+2+264
ACCUMI
ACCUMI+2+114
ACCUMY
ACCUMJU+2+180

8 MONSTER DAMAGED SHIP

7 MONSTER ATTACKED CREW

10 CREW MEMBER L.0ST
11 DETECTING UNKNOWN OBJECT
12 ZYGONAUT APPROACHING
13 CONTINUE GAME. CAPTAIN
14 COOLANT IS RUNNING LOW
13 WATER AHEAD
16 WATER TANKS FULL
17 OUT OF WATER, CAPTAIN
18 CONGRATULATIONS, CAPTAIN
19 HA HA HA HA

20 YOU'LL NEVER GET ME

HH I I A I I3 B AL S B I BB I 0 30 22 3R 6 36 S5 26 36T 06 6 36 6 35 26 26 95 6 45 46 40 36 45 06 S0 46 46

##% GROM ADDRESSES REPRESENTING START OF LPC SPEECH DATA FOR SPA PHRASES *
R R R L S T L e b sl s L el e L L E S e T e

- ESADDR

ESDXTB
*
ESADVA
ECCUMI]
ESBONU
ECCUMR2
ESEXTR
ECCUM3
ESGO0D
ECCUM4
ESMDES
ECCUMS
ESWAY
ECCUME
ESLASR
ECCUM7
ESMDAM
ECCUMB

ESMATT

ECCUMe
ESCREW
ECCUMA
ESDETC
ECCUMB

-. ESZYGO

ECCUMC
ESCONT
ECCUMD
ESCO0L
ECCUME

EQU
EQU

DATA
EQU
DATA
EQU
DATA
EGU
DATA
EGU
DATA
EQY
DATA
EQU
DATA
EGU
DATA
EQU
DATA
EQU
DATA
EGQU
DATA
EQU
DATA
EGQU
DATA
EGU
DATA
EQU

>C000
$-2

ESADDR
ESADDR+2+274
ECCUML
ECCUM1+2+318
ECCUM2
ECCUM2+2+344
ECCUM3
ECCUM3+2+214
ECCuM4
ECCUM4+2+242
ECCUMS
ECCUMS+2+234
ECCUMS
ECCUM&+2+278
ECCUM7
ECCUM7+2+344
ECCuMB
ECCUMB+2+442
ECCuMe
ECCUMI+2+344
ECCUMA
ECCUMA+2+362
ECCUMB
ECCUMB+2+276
ECCUMC
ECCUMC+2+324
ECCUMD
ECCUMD+2+282

GROM & . . . START OF SPEECH DATA

1 ADVANCE TOD NEW LEVEL

2 BONUS POINTS GAINED

3 EXTRA CREW MEMBER

4 GOOD SHOT, CAPTAIN

% MONSTER DESTROYED

6 WAY TO @O, CAPTAIN

7 LASERS OVERHEATED

8 MONSTER DAMAGED SHIP

? MONSTER ATTACKED CREW
10 CREW MEMBER LOST

11 DETECTING UNKNOWN OBJECT
12 ZYGONAUT APPROACHING
13 CONTINUE GAME. CAPTAIN

14 COOLANT IS RUNNING LOW



. ECCUMH

ESWATR
ECCUMF
ESFULL
ECCUMG
ES0OUT

DATA
EQU
DATA
EQU
DATA
£au
DATA
EQU
DATA
EQU
DATA
EQU
PAGE
33 3 3 3 36 36 6 36 36 30 30 3 4 0 3 3 H R I 3R IR 30
# STANDARD KEYBDARD SCAN RTN#
b3 M3 B S B 3E 0 W3 0 S5 3 3 A A S
SCANKY LIMI O

LWPI GPLWS

BL @SCAN

LWPI MYWS

LIMI 2

B #R1i1
Ex 3 r L2 r 2. X - r-t-b X f.p -l p 2-X % % 1-L-T-1 %1
# SAVE GPC AND CLEAR SPEECH #
35 36 36 36 35 36 38 36 3 36 36 36 36 35 3 363 3 36 36 36 35 35 3F 36 36 3
SAVGPL MOVE @GRMRA, BGPCSAV
MOVE @GRMRA, @GPCSAV+1
DEC @GPCSAV
CLR @SPADR

ECCUME
ECCUME+2+178
ECCUMF
ECCUMF+2+360
ECCUMG
ECCUMG+2+2464
ECCUMH
ECCUMH+2+282
ECCUMI
ECCUMI+2+114
ECCUMJ
ECCUMJ+2+304

ESCONG
ECCUMI
ESLAFS
ECCUMJ
ESTHRT
ECCUMK

CLR @SPLEN

B #Rt1
B JEJE IR I AR I I I R SR
#* CALL SOUND ROUTINE #

336 3 3 3 36 30 3 36 336 36 3 36 T 3 3 30 36 H I 3030

SOUND MOV #Ri1+, SNDPNT

LIMI ©

S0CB @HO1, eRAMFLG

MOVE @HO1, @STRTSD

LIMI 2

B #R1ii

PAGE
AN I R R RS RN
# SET UP SPEECH ROUTINE #*

A R AR R
SPSUB MOV @SPADR.: @SPADR

JNE NOSPCH

MOV #R1i1, @SPADR
NOSPCH INCT R1i1l

B *R11
A At 2 3 R R AR S R
# WRITE MSG SUBROUTINE $#

$636 36 36340 3 3 90 3 330 3636 08 36 366 340 90 30 B SRR 3
WRTMSEG MOV #R1i+,R3
MOV R11,@>837E
DEC R3
CLR RLOC
LI RO, 26
MPY RO, R3
A& @LANGPT, RLOC
BL ecvCv
DATA 26, SIT+>1ES
MoV 8>837E.R1it

15

16

17

18

12

20

WATER AMEAD

WATER TANKS FULL

OUT OF WATER. CAPTAIN

CONGRATULATIONS, CAPTAIN

HA HA HA HA

YOU‘LL NEVER GET ME

SAVE GPL PROGRAM COUNTER

GRMRA ACCESS AUTO INCREMENTING
NO SPEECH EXECUTING -

SD NONE TO COUNT DOWN

AND RETURN

LOAD DATA POINTER

SOUND LIST IS IN VDPRAM
START THE SOUND PROCESSING

I8 SPEECH STILL EXECUTING

YES, S0 NO SPEECH TO SEND

SET THE INDEX FOR SPEECH PHRASE
PDINT BACK TO NEXT STATEMENT

WHERE 'S THE DATA TO WRITE
TEMPORARY RETURN NOT USED BY ANYONE
ACTUALLY STARTS FROM O

PREPARE FOR MULTIPLY

MULTIPLICAND

THIS CREATES OFFSET IN RLOC (R4)
NOW INTQO WHICH TABLE?

WRITE IT QUT
RESTORE RETURN




B #R11
PAGE
33 3 36 5303 O 3 30 3
¥ READ FROM VDP #
FE30 36 0309 30 A
RDVCL. MOV #R1i+, VDPADD
RDCL MOV #R11+, RCOUNT
RDL MOV #R11+, RLOC
READ LIMI ©
SWPB VDPADD
MOVE VDPADD, @VDPWA
SWPB VDPADD
MOVE YDPADD, @VDPWA
NOP
ROGO10 MOVE @VDPRD, #*RLOC+
DEC RCOUNT
JET ROO010O
MOVB @INTFLG: @RINTFLE
JNE RRT
LIMI 2
RRT RT
PAGE
3 36 3 A3 3 S3F 3 3 3 3630 3 303
# WRITE TO VDP +#
3k 3 36 36 36 3 36 3 3 36 4 W
WRTVCL MOV #R11+, VDPADD
WRTCL MOV #R11+, WCOUNT
WRTL MOV »R114, WLOC
WRITE LIMI O
SWPB VDPADD
MOVEB VDPADD, @vVDPUWA
SWPB VDPADD
ORI VDPADD, >4000
MOVB VDPADD, @eVDPWA
NOP
WOO010 MOVE #+WLOC+, @/DPWD
DEC WCOUNT
JET WO0O10
LI WCOUNT. >4000
S WCOUNT. VDPADD
MOVEB @INTFLG: @INTFLG
JNE WRT
LIMI 2
WRT RT
3 3 3 36 96 30 30 3 6 HH B I
#* WRITE TO REG
36 3636 36 3 36 38 2 30 36 30 W E

AND RETURN

DISABLE INTERRUPTS
SET UP LOWER BYTE OF ADDRESS
SET UP UPPER BYTE OF ADDRESS

READ VDP BYTE INTO BUFFER
DECREMENT COUNTER

AND LOOP IF NEEDED

ARE WE IN INTERRUPTS?

YES: 80 DON‘T TURN THEM ON
ENABLE INTERRUFPTS

DISABLE INTERRUPTS -
SET UP LOWER BYTE OF ADDRESS

SET VDP WRITE FLAG
SET UP UPPER BYTE OF ADDRESS

WRITE BYTE INTO VDF
DECREMENT COUNTER

THIS I& WHAT Wk OR'D
RESTAORE VDPADD

ARE WE IN AN INTERRUPT?
YES, S0 DON‘T TURN THEM ON
ENABLE INTERRUPTS

###2>2>> VALUE TO BE PASSED IS IN THIS FORMAT: VALUEIBIREC #

VYWTR MOV #R11+, WLOC
VWTRW LIMI O
“MOVB WLOC, @VDPWA
SWPE WLOC
MOVE WLOC, @VDPWA
S5WPE WLOC
LIMI 2
RT
i PAGE
HAE 2 S A A R R
# WRITE FROM GROM TO VDP#
F 2 B I A B R

SEND LOW BYTE
WASTE TIME
SEND HI BYTE
WASTE TIME

S 304 I S I A A R I R R A I S B I I I IR R S I I S
# THIS ROUTINE ASSUMES THAT THE PARAMETERS ARE IN A DATA STATEMENT IM- &



# MEDIATELY FOLLOWING THE BL @GRMVDP. FOR EXAMPLE, #*

#* BL. @GRMVDP *
* DATA MONSTA, 32, SDT+>64 #
Ll b UL Bl &R f o A ok L2 pe ok et Lottty eyt byt Y oy
GRMVDP MOV #R11+,RLOC FROM WHERE IN GROM
1V elV) MOV #R11i+, RCOUNT HOW MANY BYTES
GvvV MOV #R11i+, VDPADD TO WHERE IN VDP
GV LIMI © DISABLE INTERRUPTS
MOVB RLOC, @GRMWA SET UP UPPER BYTE 0OF GROM ADDR
SWPB RLOC
MOVB RLOC, BGRMWA SET UP LOWER BYTE OF GROM ADDR
MOVB @VADDLEB, @VDPWA SET UP LOWER BYTE FOR VDP
CRI VDPADD, >4000 SET VDP WRITE FLAG
MOVE VDPADD, eVDPWA SET UP UPPER BYTE OF ADDRESS
NOP
WOCO030 MOVB @GRMRD, @VDPWD WRITE BYTE INTO VDP
DEC RCOUNT DECREMENT COUNTER
JET  WO0030
LI RCOUNT, >4000 RESTORE VDPADD
S RCOUNT, VDPADD
LIMI 2 ENABLE INTERRUPTS
RT
PAGE

HEHEAFEHEFRHEER L HEEFE S F RSP RS R E SRR ERERF S LSRR H
# GROM READ SUBROUTINES FOR WALL INCREMENTING
RN S NS 3 SE 6 NS0 3E 3 U 0 0 M S R S SR A 30 40 3 4 0 30 50 50 30 30 3 0 3 S0 B0 30 S5 50 40 50 30 B R 50 30 S0 40 5 36 30 35 0 A0 5 B W SR AR 3
GBER2Z LIMI 0O
MOVB R3, @GRMWA # BET MSB
SWPE RA3 * “
MOVE R3. @GRMWA # SET LSB
NOP
MOVE @GRMRD.R3 # GET ADDRESS
SWPB R3
MUOVE @GRMRD, R3
SWPE R3
LIMI 2
B #Ri1l
GSBR1 LIMI O
MOVB R3. 2GRMWA # SET MSB
SWPB R3
MOVB R3, @GRMWA # SET LSB
NOP
MOVB @GRMRD, R3 # GET ADDRESS
SWPB R3
MOVB @GRMRD, R3
SWPB R3
MOVB R3, GGRMWA # SET MSB
SWPB R3
MOVB R3, BCRMWA %+ SET LBB
LIMI 2
B #R{1

*

LIST
END




TITLE MOONMINE
GROM 3
ORG O
LA S S B e e T R A S I X eI A e S TR S I Y

* MOOGQN MINE #*
#* #*
* BY : JOHN PHILLIPS #
* DATE: 01/03/83 #*
# FILE: . JMPOB9. PROC. MOONG #*
# *

F 36 3 30 46 3 36 330 36 4530 H0E 30 30 30 30 50 36 48 95 30 S0 38 40 4 3 S0 40 3R 3 3 30 0 30 30 3 35 0 F 36 36 36 30 0F S S0 SR SR E S R
Fo 363 303 38 30 30 36 3 30 T 30 3 3696 36 36 3 0 36 230 30 55 36 J0 00 3656 36 36 55 30 30 3038 36 3555 36 48 06 30 30 B8 S0 30 E 30 SRR R 3 04

* *
* GROM ALLOCATTION *
* *
# CROM 3 GPL CODE, LANGUACE PHRASES *
# GROM 4 MONSTERES. WATER, CREW PATTERNS: SOUND LISTS #*
i GENERAL DATA

# GROM 5 ENGLISH SPEECH PHRASES #*
* GROM & SPANISH SPEECH PHRASES #*
# GROM 7 SCREEN LDAD DATA, TITLE SCREEN CHARACTERS. #*

* TITLE SCREEN SIT FORMAT. BOT 1/3 PLAYING AREA %
A MM A I A B I I S S R S SIS I R A R

HHEREEER BRI BRSNS R EERR ISR RN
# GROM 4 EQUATES FOR PARAMETER PASSING *
Ly R T s s s s I TR X
VDPNOR EGQU >B0G0

VDPOFF EGU >8002

COLORS EQU >8004 g
TITCOL EQU >8006

CPYRIT EQU >8008

- BLANKS EGU 2>800A

GBINIT EQU >800C
UL.CORN EQU >B00E
BLANK EQU 28010
CREWP EQU >8012
LGAGE EGQU >B0O14
AUML. EQU >8016
TGAGE!l EGU >8018
GUNS EQU >801A
FIRSND EQU >801C
GAGSND EQU >B01E
Ll IR S L S TR S R RSt S LR A S R R S R T Y L
# GROM O EQUATES FOR PARAMETER PASSING #*
FAES SR SRR IR SO IR0 30 0 A 40 0 3 3 35 0 300 IR 3 3 S E B SR S R SR S
TITCHR EQU >EQGQOO
TITSIT EQU 2E002
L2 A2 2R At T S E S P T SR P S T

* CPU EQUATES *
R L e Sy e e e T e e S R
RO EQU >00
ROLB EQU 201
R1 EQU >02
RILB EQU >03
R2 EQU 204

RLB EGQGU >00

. CB/ADD EGU 2046

R3 EQU >06
R3LE EQU >07
FMT EQU >08
R4 EGQU >08
FMT1 EGU >09




B sk &k % ok %

R4LB EGU >09
LENGTH EQU >0A
RS EQU >0aA
RSLE EGU >0OB
CNTFMT EQU >0OC

_R& EQU >0C
'R&LE EQU 0D
R7 EQU >0E
R7LEB EQU >0F
RB EQU 10
RBLB EQU >11
R EQU >12

RZLB EQU >13

R10 EQU >i4

RiOLB EQU >15

R11 EQU >id&

RIILB EQU >:i7

Ri2 EQU >1i8

RIZIB EQU >19

R13 EQU >14A

R13L.B EQU >1B

Ri4 EQU >iC

Ri4LE EQU >iD

R15 EGU >1E

RISLB EGU >1F

CHEATF EGU >23 CHEAT FLAG O—~ND CHEAT
WHICHL EGU >3A O-ENGLISH ?-SPANISH
TANKS EQU »48

GCAMELY EQU >49 -

LANGPT EQU >b6A FOR TEXT FORMATTER ROM
LANG EGU >6C FOR TEXT FORMATTER GR{OM
“\DEMOFL EQU >éE DEMD FLAG O=NO DEMO 1=DEMD
'KEYBRD EQU >74 KEY BOARD 7O S8CAN FROM

KEY EQU 275 KEY CODE RETURNED

JOYY EQU 276
JOYX EQU >77

TIMER EQU 279 TIMER?
KEEPR1 EQU >D4 TO KEEP VDP R1
CLRSCN EQU >Dé& SCREEN TIME OQUT COUNTER

THRU EQU >FF
#
$ A0 6 S A I R O 3 S 2 B S T I R I

# MEMORY MAPPED EQUATES *
03300 30 360 300 30 369 00 30 300 A B0 I A0 T3 BT 3 00 A0 I 000 3 3 T 00 9 0 B 0 0 T R
PDT EGU >0B00 PATTERN DESCR TABLE
81T EQU >0000 SCREEN IMAGE TABLE
SAL EQU 20300
CT EqU >0380 COLOR TABLE
8DL EQU >0400
a2 R a2 A Tt R R SRR o R Y S R e R AL LT
# TI SUBROUTINE EGQUATES ' #
a2 s S e R R I Ty St L TR S SR S S S 22 2 X
FAC EQU >4A 2 BYTES, POINTER TOD SMALL CHARS SET
e A Rt e e ey e S I S 2 S R S ey R e S s L)
* TEXT FORMATTER EQUATES #
FRERFRARHERRRRE R R RN R R R RN R R R R E R R R AR E R AR R ERARE RS

TEMP. o

WATER 1

LEVEL 2

CREW: 3

SCORE: 4

HIGH : 5

e — i —



# GAME &
# OVER 7
* PRESS: 8

# REDO OR BACK 9

F 3636 3 363 30 3 30 3 30 303 I 3 0 36 e 30 35 3 36 34 3 03 35 3 3 38 95 SE 90 3 30 30 30 3F 38 36 36 36 45 36 36 3 6 3 3363 SR 3
# GROM Header *
3630 30 0 30 3000 34 0 E 4 A H 3E S S 36 6 3 30 ISR 0 36 I 3 S M H I W S W I SR A IS I
GHEADR DATA >AA; 1, 1,0, #0, #PROG1, #0, #0, #0, #0

PROG1 DATA #PROG2, #STSWD, 7, : SVENSKA:

PROG2 DATA #PROG3., #STDUT. 10, : NEDERL.ANDS:

PROGZ DATA #PROG4, #5TSPA. 7, : ESPANOL.:

PROG4 DATA #PROGD. #STITA, 8, : ITALIANDO:

PROGCS DATA #PROGA: #5TGER, 7, : DEUTSCH:

PROGS DATA #PROG7. #STFRE. 8, : FRANCAIS:

PROG? DATA #0, #STENG, 7, : ENGLISH:

PN W NN W W3 R R 3 HH S N 3 9 E 3 S 36 30 5 3 3 S5 b 36 30 30 O 3 1M S R

# SET PROPER FLAGS FOR LLANGUAGE POINTERS *
RN NN HF U RS H RS R REERIE R H NS
STENG DST ENGPHR. @ _ANGPT FOR ROM CODE

DST CONENG, 8LANG FOR TEXT FORMATTER
ST 0, @WHICHL USING ENGLISH, FOLKS
B STARTG
STSWD DST SWDPHR. @LANGPT
DST CONSWD. @LANG FOR TEXT FORMATTER
ST 0, 8WHICHL USING ENGL.ISH, FOLKS
B STARTG
STDUT DST DUTPHR, @LANGPT
DST CONDUT. @LANG FOR TEXT FORMATTER
ST 0. @WHICHL USING ENGL.ISH. FOLKS
B STARTG
STSPA DST SPAPHR, GLANGPT
' DST CONSPA, BLANG ‘ FOR TEXT FORMATTER
ST 1, @WHICHL USING SPANISH, FOLKS
B STARTG
STITA DST ITAPHR.: @LANGPT
DST CONITA: €LANG FOR TEXT FORMATTER
ST O, SWHICHL USING ENGLISH, FOLKS
B STARTG
STCER DST CERPHR., @LANCPT
DST GCONGER. BLANG FOR TEXT FORMATTER
ST 0, @WHICHL USING ENGLISH, FOLKS
B STARTG
STFRE DST FREPHR., @LANGPT
DST CONFRE, @LANG FOR TEXT FORMATTER
85T 0, @WHICHL USING ENGLISH, FOLKS
B STARTG
I W IR IR IR RIS H IR NN NSRS SE
#* CONSOLE TEXT STATEMENTS *

L Rt R Lt L L TR R LR R S ey o

CONENG DATA #CENG1
DATA #CENGR
DATA #CENG3
DATA #CENG4
DATA #CENGS
DATA #CENGH
DATA #CENG7
DATA #CENGB
DATA #CENGY
DATA #CENG1O
DATA #ENGEDL.

#

CONSWD DATA #CSWD1

e e e L



#
CONDUT

#*
CONSPA

*
CONITA

*
COUNGER

#*

CONFRE

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
“DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA

#CSWD2
#CGWD3
#CSWD4
#CESWDS
#CSWDS
#CSWD7
#CEWDE
#CEWD?
#CSWD10
#SWDEOL

#CDhUT1
#CDUTZ2
#CDUT3
#CDUTS
#CDUTE
#CDUTA
#CDUT7

#CDUTB

#CDUTY
#CDUTLIO
#DUTEDL.

#CSPAL
#CSPAZ

#CSPATZ

#CSPA4

#CSPAS

#CBPASL g
#CSPA7

#CSPAB

#CEPAY

#CSPAILO

#SPAEOL

#C1TAL
#CITAZ
#CITAS
#CITA4
#CITAS
#CITAGL
#CITA7
#C1TAB
#CITA?
#CITALOQ
#ITAEOL

#CGER1
#CQERR2
#CGER3
#CGER4
#CGERS
#CGERS
#CGER7
#CGERS
#CGER?
#CGERL1O
#CEREOL

#CFRE1
#CFRE2
#CFRES




DATA #CFRE4

DATA #CFRES

DATA #CFRE&

DATA ¥WCFRE7

DATA #CFREB

DATA #CFRE9Q

DATA #CFRE10O

DATA #FREEOL
WedE SR W I NI W SR
¥ ENGLISH CONSOLE PHRASES *
F 469 35 3 36 36 36 36 36 3 36 30 36 36 3 I 0 IR 30 3 I3
CENG1 DATA #>0224, : TEMP. :
CENGE DATA #0244, : WATER:
CENG3 DATA #0264, : LEVEL.:
CENG4 DATA #>0284, :CREW: ::
CENGS DATA #3>0235, : BCORE: : :
CENG& DATA #0295, HIGH : ::
CENG7 DATA #>00E%, : GAME

CENGE8 DATA #>0109,: OVER
CENG? DATA #>00E9, : PRESS
CENG10 DATA #:0109,: REDD OR BACK
ENGEOL

AR RN R R R R
* GVENSKA CONSOLE PHRASES #*

SESEHE3E 96 30 330 6 303 90 30 3 36 6 36 30 46 35 36 35 20 30 36 S HE 0
CSWD 1 DATA #>0224, : TEMP.

CSWD2 DATA #>0244, : VATTEN:

CSWD3 DATA #0264, . NIV:,>3E,:

CSWD4 DATA #>0284, :M:,>5B,:N :::

CSWDS DATA #>0235,:P0:, 2>5B, :NG: : :
CSWD&  DATA #0295, :H: ., >5C, :68T: -

~CBWD7 DATA #>00E9, : SPELET
CSWD8 DATA #>010%,: SLUT
CSWD? DATA #>00E9, : TRYCK :
CSWD10 DATA #0109, :REDO EL. BACK:
SWDEOL
L3 S At 2 SR e P R
# DUTCH CONSOLE PHRASES #*

LE Il p s 22t P TR ER R TR
CDUT1 DATA #>0224, : TEMP. :

CDUT2 DATA #>0244., : WATER:

CDUT3 DATA #>0264, : NIVO :

CDUT4 DATA #>0284, : LEDEN:

CDUTS DATA #>0235. : SCORE :
CDUTS DATA #0295, . HDOGSTE:

CDUT7 DATA #>00E9, : SPEL
CDUTE DATA #>0109,: VOORBIJ
CDUT? DATA #>00E9, : DRUK
ChUT10 DATA #>010%.: REDC OF BACK
DUTEOL

3 A3 I 0063 33 S SE 3 36 S B

* SPANISH CONSOLE PHRASES *

LR bR Rl S A I
CEPAL DATA #0224, : TEMP. :
CSPA2 DATA #>0244,: AGUA
CBPA3 DATA #0264, : NIVEL:

. CBPA4 DATA #>0284, :TRIP:::

CSPAS DATA #>0235, : TANTEOD:
CEPAL DATA #>0295, : ALTO
CEPA7 DATA #>00E9, : JUEGD
CEPAB DATA #0109, . TERMING
CSPA? DATA #>00E9,: PULSAR



CSPAL10 DATA #>0Q109, : REHACER O TRAS:

SPAEOL

3 3 AR 0 S I S
* ITALIAN CONSOLE PHRASES *
FAR A3 I SR B I S A S S R
CITAL DATA #>0224,:TEMP. :

CITAR DATA #>0244, : ACQUA:

CITA3 DATA #20264, LIV

CITA4 DATA #>0284, :EQUIP:

CITAS DATA #202335, : PUNTI: ::
CITAL DATA #>0295, : ALTO :::
CITA7 DATA #>00E9, : GI10Co
CITAB DATA #20109,: FINITO
CITA? DATA #>00E9,: PREMI
CITALO DATA #>010%,: REDD O BACK
ITAEOL

Fo 48 4 30 56 A 36 330 30 4608 58 36 38 30 00 3F 36 0 SE ARG S

# GERMAN CONSOLE PHRASES *
R

CGER1 DATA

CGER2 DATA

CGER3 DATA
CGER4 DATA
CGERS DATA
CGERS DATA
CGER7 DATA
CGERB DATA
CGER? DATA
CGER10 DATA
GEREDL

#0224,
#2>0244,
#0264,
#0204,
#0235,
#0295, :
#>00E9, :
#>0109, :
#>00E7, :
#>0109. :

:TEMP.
: WASSER:
: GRAD
:CREW:
: PUNKTE:

HOCH
SPIEL
ENDE :
DR: ., 25D, : CKE
REDOC ODER BACK:

3630 % 30 3030 30630 G0 300 6 30 30 3E 30 4 30 30 0 S S RO

+# FRENCH CONSOLE PHRASES #*

36 3635 3630 35 35 45 20 50 20 3 30 3696 30 35 35 9 30 40 3 30 45 0L IR0

CFRE1 DATA #3>0224.:TEMP. :

CFRE2 DATA #>0244,:EAU

CFRE3 DATA #>0264,:NIV.

CFRE4 DATA #0284, :EQUIP:

CFRES DATA #0235, :8CORE: ::

CFRE& DATA #0295, : MAXI :::

CFRE7 DATA #>Q0E9.: PARTIE
CFRES DATA #2>0109.: TERMINEE
CFRE? DATA #300E9,: APPUYEZ SUR
CFRE10 DATA #2>0109,: REDO OU BACK :

FREEOL

3636 3 30 30 6 600 3 0 3630 0 38 35 30 36 0 36 303 6 96 30 30 8 30 K00 36 3 0 SE e S0 SRR R SR SR AR
##% THE FOLLOWING MESSAGES ARE RUM ACCESSED ¥
353634 3 35 36 30 36 3 38 36 3600 36 3 36 35 36 30 35 3696 30 3 36 9 3 3030 36 30 30 36 30 6 30 36 36 I3 3 66 033
ENGPHR EQU &

#— WINNING MESSAGES

ADVANC DATA : ADVANCE TO NEXT LEVEL
BONUSP - DATA BONUS POINTS GAINED!

EXTRAS DATA : EXTRA CREW MEMBER! :

- - LOSING MESSAGES

LLASERS DATA : LASERS OVERHEATED

MONSTE DATA : MONSTER DAMAGED SHIP

MONSTC DATA : MONSTER ATTACKED CREW!

SHIPLO DATA : CREW MEMBER LOST :

DETECT DATA : DETECTING UNKNOWN OBJECT :

ZYGONA DATA ZYGUNAUT APPRDACHING

CONTIN DATA : CONTINUE GAME, CAPTAIN

#* - WATER MESSAGES

CODLAN DATA : COOLANT IS RUNNING LOW




WATERA DATA
WATERT DATA :
OUTOFW DATA
CONGRA DATA :

PAGE

WATER AHEAD
WATER TANKS FULL'!
OUT OF WATER., CAPTAIN!
CONGRATULATIONS CAPTAIN!

36 4 36 36 36 36 db b 35 30 3 e 3 363 M 30 A 36 0 0 3 W R I W I N

# SWETD

I SH PHRASES #*

FI0 S0 3030 36 36 98 46 30 30 30 30 360 36 30 0 3030 3 0 30 3 330 3E B IE 0 I

SWDPHR EQU %

¥ TS

WINNING MESSAGES

=

SW1 DATA : FORTS:,2>9B,:TT TILL N:,>5B,:8TA NIV:, >»5E,:

SWa DATA BONUSPO: » >5B, : NG VUNNA

SwW3 DATA : EXTRA BES:,2>5B, : TTNINGSMAN

* - -~ LOSING MESSAGES

sWa DATA : LASRARNA :, >5C. : VERHETTADE

SWS DATA : MONSTER F:., >B8C, : RST:,>5C, : RDE SKIPPET:

sWae DATA : MONSTER ANGREP BES:, >SB, : TTNING:

SW7 DATA : BES:., >8B:: TTNINGSMAN F:, >5C, : RLODRAD

sSwe DATA : OK:,>5B,:NT F:,>»5C,:REM:,>5E,:L F:,>5C,:R:
DATA >5C, :VER :

SWe DATA : SE UPP F:,>»5C,:R ZYGONAUTEN :

SW10 DATA : FORTS:,>5B,:TT SPELET, KAPTEN :

#*— — -~ WATER MESSAGES

SW1i DATA (KYLV:, >5B, : TSKAN B:, >5C, : RJAR TA SLUT :

SWiz2 DATA VATTEN UPPT: ., >5B, : CKT

SW13 DATA VATTENTANKARNA FULLA

SWig DATA : VATTNET SLUT, KAPTEN

SW1S DATA : GRATULERAR, WAPTEN
PAGE

3038 303 30 3 3 36 3030 30 30 303 S IS B R S

* DUTCH PHRASES *
el e S e L S R S L L e RS e 2 R e L e
DUTPHR EQU ¢

#* WINNING MESSAGES
DUT1 DATA :GA DOOR NAAR NIEUW NIVEAU :
puT2 DaTa .  BONUS PUNTEN GEKREGEN
pDuT3 DATA EXTRA BEMANNINGSLID
* —-—-— LOSING MESSAGES
DUT4 DATA LASERS ZIJUN OVERHIT :
DUTS DATA : MONSTER VERNIETIGT SCHIP :
DUT& DATA MONSTER VIEL BEMANNING AAN:
puT?7 DATA : BEMANNINGSL.ID VERMIST :
puTs DATA : ONBEKEND VOORWERP VOOR U :
buTe DATA : PAS OFP DE ZYGONAUT
DUT10 DATA : GA DOOR: KAPITEIN
o - - WATER MESSAGES
DUT11 DATA : TE WEINIG KOELVLOEISTOF :
bUT12 DATA : WATER OPGEMERKT
DUT13 DATA : WATERTANKE VOL
DUT14 DATA : ZDNDER WATER, KAPITEIN
DUT15 DATA : GEFELICITEERD. KAPITEIN
PAGE

HHRHEREFAERFRER R RN E RN R
#* P ANIGSGH PHRASES #
S I R R R R AR
SFAPHR EQU %

- WINNING MESSAGES

SPA1L DATA : PASE AL NIVEL NUEVO
spAa2 DATA GANO EL BONO DE PUNTOS
SPA3 DATA . MIEMBRO EXTRA TRIPULACION:
o - - LOSING MESSAGES
sPA4 DATA LASERS RECALENTADOS

e



SPAS DATA :MONSTRD HA DESTRUIDO BUGUE:
SPA& DATA : MONSTRUO HA ATACADO TRIPUL:
SPA7 DATA PERDIDO HUMBRE TRIPULACION:
EPAS DATA :OBJETO DESCONOCIDO DELANTE:
SPA9 DATA . JE ACERA EL "ZYGONAUT"

. 8PA10 DATA : CONTINUE EL JUEGD GCAPITAN:

o e WATER MESSAGES

SPAl1l1 DATA : BAJO NIVEL DE AGUA

SPA1IZ2 DATA : AGUA DETECTADA :

SPAL3  DATA : DEPOSITOS DE AGUA LLENOS

SPAI4 DATA : NO HAY AGUA CAPITAN

S5PA1S DATA : FELICITACIONES, CAPITAN
PAGE

k36 30 3 3340 50 3690 36 96 36 36 35 30 35 31 30 30 45 3R 31 30 39 303 35 B30 33

# I TALTIAN PHRASES *

9663636 6 30 3006 6 363 3 996 090 000 338 36 336233 IIEIHKE IR B RN

ITAPHR EQU %

e - WINNING MESSAGES

I1TAL DATA : AVANZA A NUCOVO LIVELLO

ITA2 DATA : GUADAGNATI PUNTI BONUS
ITA3 DATA : MEMBRO EQUIP. ADDIZIONALE:
o n - ——=— LOSING MESSAGES
ITA4 DATA LASER SURRISCALDATOD :
ITAS DATA : MUOSTRDO HA DISTRUTTO NAVE :
ITAG DATA EQUIP. ATTACCATO DA MOSTRO:
ITA7 DATA . MEMBRO EQUIP. FERDUTOQ
ITAB DATA : OGGETTO SCONOSCIUTO
ITAS DATA : ATTENTO ALLO ZYGONAUTA
ITA10 DATA : CAPITANO. CONTINUA GIOCO :

o - ~ WATER MESSAGES
ITAll DATA : RAFFREDDAMENTOC RIDOTTO
ITA12 DATA IDENTIFICATA ACQUA
ITALI3 DATA : SERBATOI ACGUA PIENI

ITA14 DATA : CAPITANO MANCA L ‘ACGUA
I1TALS DATA : CAPITANO, CONGRATULAZIONI:

PAGE
638 35 38 36 3596 30 30 36 36 35 96 35 B 2606 38 3 46 6 6 45 36 35 96 5 9F F IS0 303695 35
# G ERMAN PHRASES *
LS Ty L Y )
GERPHR EGQU %
# WINNING MESSAGES
GER1 DATA : GEHE AUF NEUER STUFE
GERZ2 DATA : ZUSATZPUNKTE GEWONNEN
GER3 DATA :EXTRA MANNSCHAFT-MITGLIED :
oo - - LOSING MESSAGES
GER4 DATA LASER :,>5D. :BERMITZT

GERS DATA : MONSTER ZERST:, >3C, : RTE SCHIFF :
GERS DATA : MONSTER GRIFF CREW AN

CER7 DATA : CREW-MITGLIED VERLOREN

GERS DATA : UNBEKANNTES OBJEKT VORAUS :

GERY DATA : AUFPASSEN, DER ZYGONAT

GER1O DATA : SPIEL WIETER KAPIT:,>SB,: N

#* WATER MESSAGES

GERI1 DATA : K:, 25D, :HMITTEL WIRD SCHWACH

GER1IZ2 DATA : WASSER ENTDECKT '

GER13 DATA : WASSERTANKE VOLL :

GER14 DATA KEIN WASSER KAPIT:, 25B, : N :

GER15 DATA : GL.:,>5D, : CKWUNSCH KAPIT:,>5B,:N
PAGE

FEHE RN R R R 3R

#* FRENCH PHRASES #*

I A I R RN NN R SRS RS

—_— —— e e




FREPHR EQU %

* WINNING MESSAGES
FRE1 DATA : CHANGEMENT DE NIVEAU

FREZ DATA VOUS GAGNEZ LE BONUS!

FRE3 PATA .1 MEMBRE D'EQUIP. EN BONUS:
- A= LOSING MESSAGES

FRE4 DATA LASERS EN SURCHAUFFE

FRES DATA : VAISSEAU DETRUIT

FRE& DATA : EQUIPAGE ASSAILLI!

FRE7 DATA : 1 MEMBRE D'EQUIP. PERDU
FRES DATA OBJET NON IDENTIFIE EN VUE:
FRE® DATA : ATTENTION AU ZYGONAUTE!
FRE1O DATA : CONTINUEZ, COMMANDANT!
o - WATER MESSAGES
FRE11 DATA :ATTENTION AU NIVEAU D‘EAU!:
FRE1Z2 DATA : DE L’EAUV A ETE DETECTEE -
FREi3 DATA : RESERVOIRS D‘EAU PLEINS!
FREL14 DATA : PLUS D’EAU, COMMANDANT !
FRE15 DATA : BRAVO. COMMANDANT !
PAGE
F 3 3E IR 3 I 040 U AU R R I3 S S R

# SIT CHARS FOR SHOWING # OF CREW MEMBERS LEFT #
HIE A S0 IS4 HE 3 S IR B 303 0 3 330 630 46 36 35 6 B0 30 36 36 36 300 96 36 2 30 6 P9 36 0

TALFT1 DATA #>2020, #>2020, #>2020, #>2020, #>2020 O CREWS LEFT
DATA #>181A. #>2020, #>2020, #>2020, #>2020 1 TANK LEFT T
DATA #2>1B1A, #>181A, #2020, #2020, #2020 2 CREWS LEFT 0
DATA #3181A, #>181A, #>181A, #>2020. #>2020 3 CREWS LEFT P
DATA #>181A, #2181A, #1814, #>181A, #>2020 4 CREWS LEFT
DATA #2>1B1A, #>181A,. #>181A, #>181A, #>181A 5 CREWS LEFT
TKLFT2 DATA #>2020, #>2020, #>2020, 4>2020, #>2020 O CREWS LEFT
DATA #2>191B, #>2020, #>2020, #>2020, #>2020 1 TAMK LEFT B
U DATA #>191B, #>1918, #>2020, #>2020, #>2020 2 CREWS LEFT a
-~ DATA #>191B., #>191B, #>191B. #>2020, #>2020 3 CREWS LEFT T
DATA #>191B. #>1F1B, #>191B, #>1918, #>2020 4 CREWS LEFT
DATA #>191B, #>1918, #>171B. #>171B, #>191B S CREWS LEFT
BLANKM DATA 2. 2,2, 22,2, 2. &, 2.2, 2.2, 2
DATA 2.2, 2,2, 2,2, 2:2:2: 2,2, 2, 2 TO BLANK OUT MSES
PAGE
L Y Ny ey
# START 0F G P L CODE *
3630 36 36 303 3046 36 630 3 3 0 A 040 00 30 30 O 3 3030 30 3 IS S I NN
STARTG MOVE 2 FROM ROM{#VDPOFF) TO @RO
MOVE 8 FRDM ROM(ERO) TO VDP(0O) TURN SCREEN OFF
DST >0%00, @FAC LOAD IN LARGE CHARACTER SET
CALL 2146 GET THE CHARACTERS
ST @WHICHL., @>7E SAVE WHICH SPEECH SET 70 POINT TO
#
8T >20, €RO START OF CPU
CLLRCPU CLR #RO CLEAR 1 BYTE OF CPURAM PAD
INC @RO POINT YO NEXT BYTE
CEQ >6A, 2RO INTO RESERVED SPOT?
BR CLRCPU NG, S0 CONTINUE
ST e>7&, @WHICHL RESTORE SPEECH POINTER

F U I ARSI B 390002363 3 38 368 0 60 330 3

# TITLE SCREEN GOES UP NOW 3

oW 0 306U R 0 5 336 2 B R0 2

.~ TITLE BACK >1 BLACK BACKGROUND

‘ ALL 320 CLEAR THE SCREEN

MOVE 2 FROM ROM(#TITCHR) TO @RO

MOVE 1132 FROM ROM(@RO} TO RAM(2>0B0OO) GET TITLE SCREEN CHARS
MOVE 2 FROM ROM(#TITCOL) TO @RO

MOVE 32 FROM ROM(@RO) TO RAM(2>03803 LOAD THE CT FOR TITLE

e —— e e



S10UTL
SCANK1

GOTIKY

SCANK2

SCANK3

#*
GOTSER

CKLVL1

#*
CKLVL2

MOVE 2 FROM ROM(#TITSIT) TD @RO

MOVE 384 FROM ROM(@RO) TO RAM(>0080) PUT OU THE MM LOGO
FMT YPT=18, XPT=3, ‘': PREGS ANY KEY TO BEGIN: /

MOVE 2 FROM ROM(#CPYRIT) TO #RO

MOVE 8 FROM ROM(@RO) TO RAM(>908) COPYRIGHT SYMBOL
FMT YPT=21, XPT=4, ‘221, *: 1983 TEXAS INSTRUMENTS: *

MOVE 2 FROM ROM(#VDPNOR) TO €RO

MOVE 8 FROM ROM(@RO)Y TO VDP{O) TURN ON THE SCREEN
CLR @CHEATF SET INITIALLY TO NO CHEAT MODE
ST 1, eDEMOFL SET INITIALLY TO DEMO MODE
CLLR @KEYBRD SCAN ENTIRE KEYBOARD

CLR @RZ SECONDS COUNTER

CLR @TIMER CLEAR TIMER BYTE

CLR @CLRSCN SCAN THE KEYBQOARD

SCAN

BS GOTIKY WE HAVE A KEY: FOLKS!

CH &0, @TIMER TIMER PAST &07?

BR SCANK1 ND, S0 KEEP SCANNING

INC @R2 INCREMENT SECONDS

CH 5, 8R2 PAST 5 SECONDS?

BR S10UTL NG, 50 START A NEW SECOND

B GOGAME NO KEY, S0 DEMD MODE FER' SURE
CEG >2A, @KEY ‘#° KEY?

BR NODEMO NO. S0 G0 AHEAD WITH THE GAME
CLR @CL.RSCN SCAN THE KEYBODARD

SCAN

BR SCANKZ NO KEYS PRESSED YET

CEQ 44, BKEY *J’ KEY?

BS GOTME YES. S0 MY CLAIM TO FAME

CEQ 250, BKEY ‘P’ KEY?

BS GOTPAR

CEQ 223, @KEY ‘%’ KEY?

BER NODEMO NG, S0 G0 AHEAD WITH THE GAME
CLR @CLRSCN SCAN THE KEYBOARD

SCAN

BR SCANK3 NO KEYS PRESSED YET

CEQ >2A, GKEY Tyl

BS GOTSEQ YES:, SO I GOT THE SEQUENCE

BR NODEMOD WRONG KEY HIT., S0 RUN THE GAME
ALL 220 CLEAR THE SCREEN

FMT YPT=7, XPT=11, ‘: TEST MODE: '’
FMT YPT=11, XPT=3, ‘: LEVEL:, >28, >30, >30, >2D, >35, >39, >29"

CLR @CLRSCN GET A KEY
SCAN
BR CKLVL.1 NOT PRESSED, S0 KEEP CHECKING

$IF @KEY .LT. :0: GOTO CKLVL1
$IF @KEY .G6T. :5: GOTO CHKLVL1

gUB >30, @KEY SUBTRACT ASCII BIAS
8T @KEY, ero AND STORE IN RO

CLR @CLRSCN GET A KEY

SCAN

BR CKLVL2 NOT PRESSED. 80 KEEP CHECKING
$IF @KEY .LT. :0: GOTO CKLWVL2

$IF GKEY .GT. :%: GOTO CKLVLZ

M 10, @RO MULTIPLY BY 10

SUB >30, @KEY SUBTRACT ASCII BIAS
A GKEY, @ROL.B ADD IN FINAL VALUE
ST @ROLB, ®@GAMELY PUT INTO GAME LEVEL

FMT YPT=13, XPT=3, 7: MOON MINERS:, >28, >31, >2D., >39, »29

e




CHKMIN CLR @CLRSCN
SCAN GET A KEY
BR CHKMIN NOT PRESSED, S0 KEEP CHECKING
$IF @KEY .LT. :1: GOTO CHKMIN
$IF @UEY .GT. :9: GOTO CHKMIN :
SUB >30, GKEY SUBTRACT AGCII BIAS

8T @KEY. @TANKS PUT INTO GAME TANKS
ST 1, @CHEATF WE HAVE CHEAT MODE!
B NODEMO G0 PLAY THE GAME NOW!

GOTME ALL >20
FMT YPT=10, XPT=1, ‘: PROGRAMMED BY JOHN M. PHILLIFPS: ¢
CALL WAITZ20
CALL WAIT20
CALL WAIT20
CALL WAIT20
B TITLE
GOTPAR ALL 220
FMT YPT=10, XPT=2, *: TO MY PARENTS . . .:~“
FMT YPT=12, XPT=2, ‘: KENNETH & RUTH ANNE PHILLIPS: *
CALL WAITZ20
CALL WAIT=20
CALL WAIT20
CALL WAIT20

B TITLE
L L A i & a8 T R R e R TR T SR R USRSV ATRTRT SYRTRV T s
*TEXT = MAIN TEXT FORMATTER SUBROUTINE #*
************************************************************
#
TEXT CLR @eFMT RESET FMT
TEXT10 FETCH @FMT1 GET FORMAT CODE

$1F @FMT1 . EQ. THRU GOTO TEXTR
$IF @FMTL . L. >EO THEN

DSLL eFMT. 1 WORD # TIMES 2
DST @LANG, @CNTFMT BEGINNING OF WORD ADDRESS LIST
DADD €FMT, @CNTFMT ADD OFFSET INTO THE LIST

MOVE 4 FROM ROM(@CNTFMT) TO @FMT #WORD ADDRESSES

DSUB @FMT, @LENGTH CALCULATE WORD LENGTH

MOVE 2 FROM ROM(@FMT)> TO @CB/ADD

$1F @CB/ADD .DEQ. 0 60TO TEXT

DDECT @LENGTH

DINCT eFMT

MOVE @eLENGTH FROM ROM(@FMT) TO RAM(@CB/ADD) #GET WORD
$END IF-THEN

$GOTO TEXT
TEXTR RTN #THRU ——RTN
L == = E = = =
38 3 303038 30 3 30 0 30 30 30 30 42 304530 36 38 dE 3R 30 45 3646 W 30 30 30 30 30 3 30 36 3 SRR R S0 JE S 3 3
# DELAY SUBROUTINE FOR 1/2 OF A SECOND +#
53036 463 35 46 38 36 36 33 30 30 3E 330 30 30 38 36 36 30 36 3096 S I S0 3 M AE M S N R
WAIT20 CLR @TIMER CLEAR TIMER

SREPEAT

SUNTIL @TIMER .GT. 22D

RTN
FE I I I I3 I 30 3 3 S S I I IEH I W I W I R H R
# DELAY SUBROUTINE FOR 1/6 OF A SECGND *
363630 96 36 46 3030 0 35 36 40 330 0 4 33 36 36 6 30 30 0 3030 R 3 36 3 46 LR 0 S 2 3
WAITA CLR @TIMER CL.LEAR TIMER

SREPEAT

$UNTIL @TIMER .GT. >0B

RTNM

3303302 3 3 1 308 S 4 330 30 30 3R E N I



# START THE VDP INITS NOW *
S0 I I 4 3626 I

NODEMO ST O, @DEMOFL. WE ‘RE NOT IN THE DEMO MUDE
GOGAME ALL >20 CLEAR THE SCREEN
BACK >1 BLCK BACKGROUND

MOVE 2 FROM ROM({#VDPOFF) TO @RO
MOVE 8 FROM ROM(€RO) TO VDP(Q)

ST >A2, @EKEEPR1 TO SAVE VDP R1
DST >900, @FAC LOWER THIRD CHARACTER SET
CALL >18 GET THE SMALL CHARACTER SET

Fo A 30 360 303 S 40O S0 30 30 0 SO0 S0 2 JF B O 2 3303 2030 S0 300 36 040 3E 30 36 30 0 S S M SR U W IR

#*THIS CODE WILL FORMAT THE UPPER 2/3 OF THE SCREEN PROPERLY #
L2 2 L AT Rt L R I R R T P Y A R R A

TOP2/3 FMT XPT=2, YPT=Q, '>007,26/>02’, '>03’ LINE O
FMT XPT=2,YPT=1, "17, ‘2C0",24"'>C1’, *>C2', *1~ LINE 1
FMT XPT=2,¥YPT=2, 17, '2C7’, '»C8",22°>C? "', ">CA " LINE 2
r2C37, 71
FMT XPT=2,YPT=3, 17, *>C7°, ‘>CF”*, ‘>D0,20°>D1*; LINE 3

‘3D27, ‘3CBY, 3CAY, 17
FMT XPT=2, YPT=4, "1, ‘>C7", '>CF . ‘>D7', ‘>DB’, 18'>D? ‘i LINE 4
v>Da’, '>D3Y, '2CBY, '2C37, 1T

FMT XPT=2, YPT=35, ‘17, 2077, '2CF’, ‘2D77, ‘5DDF . ‘2EO0’; LINE 5
16>2E17, '>E2, '2DB’, '2D3’, ‘>CB’, '>C3/, "1’
FMT XPT=2, ¥YPT=&, "1, *2CT7 7, '2CF ', ‘D77, "2DF*, ‘>E7"; LL.INE &

‘2EB’, 14 2E9, '2EA’, 'SE3Y, '2DBY, '2D37
THXCBY, T2C3°, 717

FMT XPT=2, YPT=7, 17, ‘>C77, ‘>CF*, '>D7 ", ‘>DF*, ‘2E?’; LINE 7
‘PEF 7, 14°204°, '>EB’, ‘>E3, '>DB’: '>D3’, ‘>CB’;
£3C37, 'L/

FMT XPT=2, YPT=8, "1, ‘>C7’, '>CF ', ‘>D7 7, '>DF’, ‘>E7’; LINE 8
‘>EF’, 14°>04, ‘>EB’, “>E3, ‘DB, ‘>D37, ‘>CB’;
2C37, '1°

FMT XPT=2, YPT=9, 17, '>C7’, ‘2CF’, '2D7 ", ‘2DF"*, '2E7'; LINE 9
‘>EE’, 14/2ED’, ‘>EC’, '>E3’, '>DB’, ">D3’;
>CBY, 2C37, 1S

FMT XPT=2, YPT=10, 17, “2C7*, ">CF*, *3D7*, '2DF <, "2Eb&’; LINE 10
1&7>E5/, ‘>E4“, '>DB“, '>D3’, '>CB’, '>83/, "1’

FMT XPT=2,YPT=11, 717, ‘2C7*, '>CF*, '2D7’, *2DE’/, 18'>DD’; LINE 11
2DC’, '>DA’, F>CBY, 1C3, TLS

FMT XPT=2, YPT=12, 717, ‘>C7*, ‘>CF‘, ‘>Db’, 20°>D5"; LINE 12
>2D4, '2CBY, >C37, 1Y

FMT XPT=2, YPT=13, ‘17, '>2C7’, ‘>CE’.22'>CD’, ‘>CC"; LINE 13
€3’ 1Y

FMT XPT=2, YPT=14, "1’, ‘2C67, '2FQ, 2’'>F1*, ‘>F2"'; LINE 14
OF37,14/2C57, "2F4: ‘2FS,23F17, ‘OFE7, 2047
11(

FMT XPT=2, YPT=15, '>0&4",26°202', ‘207"’ LINE 15

AR A R R A R U IR R RTINS U RN WA RRREE

#THIE CODE WILL FORMAT THE LOWER 1/3 OF THE SCREEN PROPERLY =
3 A SRR I 06 40 3 3 0 036 136 36 35 30 30 1696 36908 38 36 96 36 3046 4 36 3590 30 35 96 36 596 J1E 38 9E 96 96 56 6 96 3009 SESE I L SE 06
BOTi/3 FMT XPT=2,YPT=1é&, ‘0‘, XPT=29, YPT=14, ‘3" CORNERS
FMT XPT=2, YPT=23, '6', XPT=2%, YPT=23, ‘7" CORNERS
FMT XPT=3,YPT=1&,26'2': XPT=3, YPT=23, 26’2’ HORZ
FMT XPT=2, YPT=17,&"1", XPT=2%, YPT=17,6"1" VERT
FMT XPT=10, YPT=17:10"14", XPT=10, YPT=18,10'8" WATER AND HEAT
FMT XPT=%9, YPT=17,2">1C", XPT=20, YPT=17,2">1D" BORDER FOR GAGES

336 3 oA IR SRR TR S SE 3 30 L E S 30 R A M S IR0 0 A A I S S S 0 SR I A S M H S M R I R RN

# THE FOLL.LOWING LINES FILL THE BOTTOM i1/3 CT.PDT.AND SIT

RN W W W FH IR R R R W 330 33 3 33 330 0 305 330 3 30 $0SE S 3 38 S0 R S0 30 B S0 S 4 BE S0 S0 30 S0 R S M IR H R B R

LDSIT3 MOVE 2 FROM ROM(#COLORS) TG @RO

MOVE 32 FROM ROM(RO) TO RAM(>0380) PLAYING SCREEN COLORS
LDPDTS? MOVE 2 FROM ROM(#ULCORN) TO @RO




MOVE 144 FROM ROM(@RO) TD RAM(>0800) TO PDT
MOVE 2 FROM ROM(#CREWP) TO eRO
MOVE 48 FROM ROMC@RO? TO RAM(Z0BCO)
MOVE 2 FROM ROM(#AUML) TO @RO
MOVE 32 FROM ROM(@RO) TO RAM(>0ADS)
MOVE 2 FROM ROM(#TCACELl) TO B8RO
MOVE 24 FROM ROM(@RO)} TO RAM{>0BQO)
MOVE 2 FROM ROM(#BLANK) TO eRO
MOVE 8 FROM ROM(@R0O) TO RAM(>0B40) SIDE FILLER CHAR
a2l 2t a2 S S A L T T A e T A L e
*# CREATE MY GUNS AND BULLETS AND PLACE THEM INTO VDP RAM *
FAE 30 46 F6 0 S F IS I S S 0 3 3 300 40 6 9636 36 353 3036 36 SE46 4E 0030 90 336 30 30038 30 SF IR 3R ISR SR 3B B3040 SH ISR I S 0
CRGUNS MOVE 2 FROM ROM(#GUNS) TO @RO
MOVE 192 FROM ROM(@GRO} TO RAM{>0400)
MOVE 2 FROM ROM(#GBINIT) TO €RO
MOVE 33 FROM ROM(EGRO) TO RAM(>0300) TO SaAL

CREW PATTERN

FOREIGN CHARS
TEMP GAGES

TO 8DT

*
B0 0 3 S I SR I I SRR S I I T IE IR S R IR IR R 3 B 3 B 3B 3 S R 3 0 3 3 B SR R 3
# LOAD THE SOUND LISTS INTO VDP RAM #*
95 3R 200 38 B E AR B A S SRR NI AP S 3 A 30U 2036 30 0 S 0 36 S AR I S R I S S0 B 0 O 36 S R
LLDEND MOVE 2 FROM ROM(#FIRSND) TO @RO

MOVE 355 FROM ROM(@RO) TO RAM(>1000) TO FREE VDP4
LR A e L e R L et T LI Sl P TR L L s s A A
#CALL THE TEXT FORMATTER NOW TO PUT UP THE NEEDED MESSAGES ON CONSOLE
LE g L L e s L e e T e e LI
CONMSG CALL TEXT

DATA 0,1,2,3,.4, 5

DATA THRU '
3696 3636 36 3 26 40 36 36 96 9000 096 4 20 03040 H 2000 S0 203000 BEIE 40 3003 HEE 2 30 3000 302 3030 R R IR 3 20 S R R S
* e 0TO R OM CODE #
S0 S S S 0 6T 2 AR 3R I3 R0 06 230 3 IR 3 IR0 A S R 0 I IR R S S

GOROM XML >70 6070 ROM CODE
PAGE
b4 S S B S I MBI S B S I S H SRS R B R N R R R R RN LR

* G AME OVER RETURN FROM ROM CODE #*

AR 30 0 40 30 0k S0 A0S 30 33 3636 S0 3 O 30 3E B S S S0 30 S0 0 S0 3 IE 30 96 3 b He 3 3 F6 58 36 46 35 F 30 35 98 3 3 4 0 303 4 0 F SR R AR RS

ALDONE CEQ 1, @DEMOFL WERE W& IN DEMO MODE?

BS STaARTG YES, 80 GO BACK TOQ TITLE SCREEN
CALL TEXT

DATA 6.7 GAME OVER

DATA THRU

CALL TOPSC CHECK FOR HIGH SCORE, IF ANY
CAaLL WAIT20 GAME OVER MESSAGE FLASH

CALL WAIT20 GAME OVER MESSAGE FLASH

CALL WAITZ20 GAME OVER MESSAGE FLASH

CALL WAITZ20 GAME OVER MESSAGE FLASH

CALL TEXT

DATA 8,9 REDO OR BACK

DATA THRU

CLR @KEYBRD
RBLOOP CLR @CL.RSCN

SCAN KEYBOARD ZERO

SCAN

CEQ 04, @KEY REDO PRESSED?
BS GOREDD

CEQ >38, eKEY

BS GOREDOD B KEY

CEG D2O0F, @KEY BACK PRESSED?
BS GOBACK

CEGQ >3%., GKEY 7 KEY

BS GOBACK

CEG >05, @KEY GQUIT PRESSED?
BR RBLOOP WONG KEY DETECTED AT THIS POINT



BYEBYE MOVE 2 FROM ROM(#VDFNOR) TO €RO
MOVE 8 FROM ROM(@RO) TO VDP(O)
EXIT

20 40 230 3 B B0 B S I 2 SN AR A S S S R S

# COMPARE YOUR SCORE WITH BEST SCORE #

o e 360 W 35 30 IR 360 36 96 30 35 36 30 4 36 336 2 36 2 I He A6 I M B H RN

TOPSC DST >02B5, €RO BESTSC

DST 20255, @éR2 YOURSC

CEQ :#:,RAM(>23B) PRESSED REDO?

BS NOTOP YES, S0 NO HIGH SCORE HERE
CHKTOP CH RAM{2RZ), RAM(@RO)

BS NOTOP

CH RAM(@R0O), RAM{@R2)
BR NODIFF
MOVE & FROM RAM(2255) TO RAM(>3IDN00)
ST 3, @RS

SNDHI MOVE 2 FROM ROM(#BLANKS) TO @RO
MOVE & FROM ROM(@RO) TD RAM(>2BS) BLANK HI
CALL WAITZ20
MOVE & FROM RAM(>3D0OO) TO RAM(>2BS) FLLASH HI
MOVE 2 FROM ROM(#GCAGSND) TO @Ré

I/0 eRrs6.0 GONG SOUND
CALL WAITS
DEC @RS DONE WITH LOOP?
BR SNDMI NO. S0 KEEP GOING
MOVE & FROM RAM(Z0255) TO RAM(LS02B5) NOW YOUR SCORE = HIGH SCORE
B NOTOP
NODIFF DINC @RO
DINC @R2Z2
CE@ >02C0. eRro
BR CHKTDP
NOTOP RTN ) AREA
R I I T e T R S T ]
# ENTRY POINTS FOR REDO., BACK, PRESS ANY KEY STATEMENTS #

36096 32000 030 S0 20 30 B30 20 30 3 30 0 S SF IR S 3 S 3 3 SR IR I S 3 A I S R S
GOBACK FMT XPT~=%: YPT=7, 14204, XPT=%, YPT=8, 14'>04" FJILL CENTER

XML >71
B ALDONE IF PLAYER LOSES AGAIN

GOREDO FMT XPT=9, ¥YPT=7, 143504/, XPT=%, YPT=8, 142047 FILL CENTER
XML >72

B ALDONE IF PLAYER LOSES AGAIN

END




Directory/File ManageriVi. 01

PAGE
GROM

ORG O

4

DATE= &/ 3/83

TIME=14: (.51

FE 36 3 30 35 30 35 3 30 30 330 6 303 34 41 3 36 30 30 36 303 35 30 A Sl 45 30 30 36 SE 30 35 S8 3 3040 36 3 4 48 3 38 36 3E 4R 3 30 0 3630 3F 3 35 3 5 36 3 36 SE R IR H Y

i
+*
*

PRMTB1

*

ZYe001

IYRQO2

Y003

ZYGOO04

-ZYG005

Z¥YGN06

Z2yeno7

1Ye008

Fadeinioly

ZYecO10

###iand THAT WAS 320 BYTES OF THE

MOONMTINE

*
+*

THI& GROM CONTAINS MONSTER AND OBJECT PATTERNS #
b 3 34 I S S 3 3 SRS B3 4R 3 3 SR 36 338 35339 36 3596 3696 38 36 48 36 3696 35 35 36006 3646 38 3540 30 3 35 96 3 46 4R 33090 S SE 9 S H 4t
#VDPNOR, #VDPOFF, #COLORS, #TITCOL, #CPYRIT. #BLANKS

#GBINIT, #ULCORN. #BLANK, #CREWP. $LGAGE, #AUML

DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

#TGAGE 1, #GUNS, #F IREND, #GAGSND

>0Q, >00, 200, >00, >00, >00, >00, >01
>00, 200, >00, >00, >00., >00, >00, >00
>00., >00, >00, >00, 200, >00, >00, >00
>00, >00, >00. >00., >00. >00. >00, >00
200, >00, >00, >00, »00, >00, >00, >01
>01, >00, >00, >00, >00, >00C, >00, >00
=00, >00, >00, >00, >00, >00. >00, >80
>80, >00, >00, >00, >00, >00. >00, >00
>00, >00, >00, >00, >00, >01, >03; >06&
>07, 202, >01, >00, >00, 200, >00, >00
>00, >00, 00, 200, >00, >80, >C0,s >60
>EQ, >40, >80, >00, >00, >00, >00, >00
>00, >00, >00, >00, >01, >03, >05, >0F
>0F, >046, >03, >01, >00, >00, >00. >00
>00, 200, 200, >00, >80, >C0, >A0. >FO
>FQ. 260, >C0, >80, >00. >00, >00, >00
>00, 200, >00, >01, >03, >05, >0E, >1F
>1F, »>0C, >07, >03, 201, >00, >00, >00
200, >00. >00, >80, >C0, >A0, >70, >Ft
>F1,>38, 2EQ, >C0, >80, >00, >00, >00
200, >00, >03, »07, 0B, >1D, >3D, >3F
>3F, >3D. >18, >0D, >07, >03. >00, >00
>00, >00, >C0, >EQ, >D0C, >B8, >BC, >FC
>SFC, >5C, >08, 350, >EC, >C0, >00, 200
»>00, >03, >07, >0F, 1B, 23D, >7D, >7F
>7F, >74, >30, >14A, >0F, >07, >03, >00
>00, >C0O, >EO0, >F0, >D8. >BC, >BE, >FE
>FE, >AE, 204, A8, >F0, >E0Q, >C0Q, 200
>03, Z0F, 21F, 237, 273, >F1, >F9, >FF
>FF, >F35, >EQ, >75, >3F, >1F, >0F., >03
2C0, >FO, >F8, >EG, »CE, >8F, 29F, >FF
>FF, »57, >03, »564, >FC. >F8, >F0., >C0
203, >0F, >1F, 237, 273: >F1., >F9, >FF
>F8, >F0, >EQ., >70Q, >38, >1F, >0F, >03
>C0, 2FQ, >F8, >EC, >CE. >BF . >9F. >FF
20F, >07, 203, >04&, >0C, >F8, >F0, >C0O
203, >0F, >1F, >3F, >7F. >FF, >FF, >FF
>FF.: >FF, >FF, >7F, >3F, >1F, >0F, >03
>C0, >F0, >F8.: >EC, >F&, >FE, >FE, >FE
>FC, >EO0, >2C0, >E2, >FC, >F8, >F0, >CO

Z¥Y@011 DATA >Q0, 200, >00, 200, 200, >00, >00, 201

DATA
DATA
DATA

>00, >00, 200, >00., 00, >00, >00, >00
200; >00, >00, >00, >00, >00, >00, >00
=00, >00, >00, >00, >00, >00, >00, >:00

Z¥G012 DATA 200, >»00, >00, >00, 200, >00, >00, »01

THIS SPRITE
IS8 THE LEGENDAY
ZYGONAUGHT

THIS SPRITE (IF USED)
BLOB SI1ZE 2

THIS SPRITE
BLOB SIZE 1

THIS SPRITE (IF USED)
BLOB SI7ZE 2

THIS SPRITE (IF USED)
BLOB SIZE 3

THIS SPRITE
BLOR SIZE 4

THIS SPRITE (IF USED)
BLOB SIZE 5

THIS SPRITE
ZYGO FULL W/
MOUTH CLOSED

THIS SPRITE
ZYGO FULL W/
MOUTH OPENED

THIS SPRITE
ZYeO SIDE VIEW

‘LEGENDARY ZIYGONAUGHT’ SPRITE

THIS SPRITE
IS THE LEGENDAY
ZYGONAUGHT EYES

THIS SPRITE (IF USED)

PAGE
PCD1. Z. PROC. MOONG4



Directory/File ManageriV1. 0] DATE= &/ 3/83 TiME=14: 0O: 54 PAGE P2
PCD1. Z. PROC. MOONG4
DATA >01, >00, >00, >0Q, 200, >00, >00, 200 EYES SIZE 2
DATA 00, >00, >00, >00, >00. >00, >00, >80
DATA >80, >00. >00, 300, 200, >00, >00. >00
ZYcO13 DATA 00, >»00, >00, >00, 2200, >00, >00, 201 THIS SPRITE
DATA 200, >01, 200, >00, 200, >00, 200, >00 EYES SIZE 3
DATA 00, >00, 200, >00, >00, >00, >00, >00
DATA >00, 200, >80, 200, 200, >00, >00. 200
ZYc014 DATA >00, >00, >00, >00, >00, >00, 202, >00 THIS SPRITE (IF USED)
DATA 200, >00, >00, >00, 200, >00, >00, 200 EYES SIZE 4
DATA 200, >00, 200, >00, >00, >00, >40, >00
DATA 00, >00, >00, >00., >00, >00, >00, >00
IYe015 DATA 200, 500, >00. 200, >00, >02, >01, >00 THIS SPRITE (IF USED}
DATA >00, 200, >00: >00.: >00, >00, >00, >00 EYES SIZE S
DATA >0Q, >00, >00, >00, >00, >40, >80, >00
DATA 200,200, >00, >00, 200, >00, >00, 200
Z¥yGD1&4 DATA >00,>>00, >00. >00, >04, >02, >02, >00 THIS SPRITE
DATA >00. >00, >00, >00, 200, >C0, >00, >00 EYES SIZE 6
DATA 200, >00, >00, >00, >20, >40, >40, >00
DATA 200, 200, >00, >0Q, >00. >00, >00, >00
ZYGO17 DATA >00, >00, >00, >00, >04, >02, 202, >00 THIS SPRITE (IF UBED)
DATA 200, >00, >00, >00, 200, >00, >00, 200 EYES SIZE 7
DATA 200, >00, >00, 200, >20: >40, >40, >00
DATA >00; >00, 300, >00, >00: >00, 00, >00
2YG018 DATA 200, >00, >00, >08, >0C. >0QE, >0&6, 200 THIS SPRITE
DATA >00, 200, >00, >06, >00, >00, >00, 200 ZYGO FULL W/
DATA 200, 200, 200, >10, 230, >70, >&0. 200 MOUTH CILOSED
DATA 200, 200, 200, >00, 200, >00. >00, >00
ZYGD19 DATA >00. 200, 200, 208, >04, >02, >04, 200 THIS SPRITE
DATA 00, >00, >00. >00, >00., >00, >00, >00 ZYel FULL W/
DATA >00, 200, 200, 210, >30, >70, >60, 200 MOUTH OPENED
DATA >00, >00, >00, >00, >00, >00, >00, 00
ZYc020 DATA 00, >00, >00, >00, >00, >00, >00, >00 THIS SPRITE
DATA >00: 200, 200: »00, >00. 200, >00. >00 ZYGO SIDE VIEW
DATA 200, >00, >00, >10, >08. >00, >00, >00 OF EYES
DATA >00. >00. >00, 200, 200, 00, >00, >00
#edexisd THAT WAS 320 BYTES OF THE ‘ZIYQONAUGHT EYES ’ SPRITE

F M I N N N R R I A e NN E IR RN FAA RS

# CREW MEMBER ANIMATION DEFINITIONS(FROM PIRING SGUAD) #*
S22 22 ST et et a2 2y R Ry L )

CREWUP

CREWUL

CREWUR

CREWDN

CREWDL

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>01, >01, >01, >03. >07, >0F, >0B, >0B
>0B, >0B, >07, 2046, 206, 206, 206, >0C
>80, >80, 220, >90, >D0, >FC, >B0, >80
280, >80, >C0, >C0, >C0, 2C0, >C0, 260
=01, >01, >01, >03, >07, >0F, >0B, >0B
>0B, >0B, >07, >0E, >00, >0Q, >00, >00
>80, >80, >20, >90, >D0. >F0, >B0O, >80
>80, >80, >C0, >C0, >C0, >C0, >C0, 260
>01. 201, >01, >03, >07. >0F, >0B: >0B
>0B, >0B., >07, >04, 206, 204, 206, >0C
>80, >80, >20, >%0, >D0, >F0, >B0, >80
>80, >80, >C0, >EO0, >00, 206, >00, >00
>01, 201, 520, >11,>17, >1F, >1B, >03
>03: 208, >07, >06, 206, >06, >06, >0C
>80, >80, >80, >80, >C0, >EQ, >A0, >A0
>A0, >A0, >C0, >C0, >C0, >C0, >CO, 260
>01, 201, 220,211,217, >1F, 218, >03
>03, 203, >07. >0E, >00. 200, >00, >00
>80, >80, >80, >80, >C0, >EQ. >A0, >A0

THIS SPRITE
CREW FIRING
AWAY FROM ME

THIS SPRITE
CREW FIRING
W/ LEFT LEG UP

THIS SPRITE
CREW FIRING
W/ RIGHT LEG UF

THIS SPRITE
CREW FIRING
TOWARDS ME

THIS SPRITE
CREW FIRING
TOWARDS ME
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PCD1. Z. PROC. MOONG4

DATA >AQ, >A0Q, 20, 2C0, 2C0, >C0, >C0, 260 W/ LEFT LEG UP
CREWDR DATA 201,201,220, >11,>17, >1F, >18, 203 THIS GPRITE

DATA >03, >0B. >07, >206&, 204, >0&, 204, 20C CREW FIRING

DATA >80, >80, >80, >80, >C0, >E0, >A0, 2A0 TOWARDS ME

DATA >A0. >A0, >C0, >EO0, 200, >00, >00, 200 W/ RIGHT LEG UP
CREWCR DATA 200, >00, >00, >C7, >0B, >0F, 207, >07 THIS SPRITE

DATA >07.203.: >03, >03, >03, >03, >03, >03 CREW CLOSED RIGHT

DATA 2>C0, >C0. >80, >C0, 2C0, >80, >40, 200
DaTa 200, >00, >00, >00, >00, >00, >00, >80
CREWMR DATA >00, 200, >00, >07, >0B, >17., >17, >0F THIS SPRITE
DATA >0OF.>0B, >0B, >04, >09, >12, >22, >33 CREW MEDIUM RIGHT
DATA >CO0, >C0, >80, >C0, >C0, >D0, >&0, >00
DATA 00, >80, >80, >80, >00, >00, >00, >00
CREWOR DATA 200, >00, 200, 20F, 213, >27, >47, >0F THIS SPRITE
DATA >0F, >0D, >0C, >F8, >80, >00, >00, >00 CREW OPEN RIGHT
DATA >C0.2>C0, >80, >C0, >C0, A8, 210, >00
DaTA >00, >80, >C0, >40, >40, >20, >20, >30
#d==m==d  THAT FINISHES THE CREW MEMBER RIGHT ANIMATION PATTERNS
CREWCL DATA 03, >03.>01, >03, >03, >01, >02, >00 THIS SPRITE
DATA 200,200, 200, >00, >00. 200, >00, >01 CREW CLOSED LEFY
DATA 200, 500, >00, >E0, >D0, >F0, >E0: >EOQ
DATA 2>EQ, >CO, >C0Q, >C0, >C0, >C0O, >C0, >CO
CREWML DATA >03, 03, »>01, >03, >03, >0B, >0&, Z>00 THIS SPRITE
DATA 200, >01,>01, >01, >00, >00. >00, >00 CREW MEDIUM LEFT
DATA 200, >00, >00, >EQ, >D0, >EB, >EB, >F0
DATA 2>FG. >B0, »B0. >20, >90, >48, >44, >CC '
CREWOL DATA >03, >03, >01, >03, >23, >15, >08, >00 THIS SPRITE
DATA >00, >01, >03, >02, 202, >04, >04, >0C CREW OPEN LEFT
DATA 200, >00, 200, >FQ, >C8, >E4, >E2, >F0
DATA >F0, >BO, >30, >1F, >01, >00, >00, 200
#pr====> THAT FINISHES THE CREW MEMBER LEFT ANIMATION PATTERNS
364030 36 30 SR SE 30 HE W IE R SR 26 R I3RS IR IR S S0 S0 M SR AP S M IR IR IR SR SRR I S I I I S R SRR IR SRR 20 3
* OBJECT DEFINITIONS (2X,UNMAG) [BIX SIZES FPER OBJECT 1 =
3896 345 3 J6-36 35 36 38 30 36 0 303030 35 63696 23096 36 9 9 J40 6 306 S 3R 4R 0 0 3E 36 306 0 9E IR AR S S0 R RIS SR R R B
WATER1 DATA 200, >D0. 207, 20F, 207, 200, >00, 200
DATA 200, >00, >00, >00, >00, >00, >00. >00
DATA >00, 200, >E0, >F0Q, >E0, >00, 200, 200
DATA >00, >06G. >00, >00, >00, >00, >00, >00
WATERZ2 DATA 200,00, >1F, >3F, >1F, >00, 200, >00
DATA >00, 200, 200, >00, >00. 200, >00, >00
DATA 00, >00, >F0, >F8, >F0, 200, >00, >00
DaTA 00, 200, >00, >00, 200, >00, >00, >00
WATER3 DATA 00, 200, >1F, >7F, 23F, >1F, 200, >00
BATA >00. >00, >00, >00, >00. >00, >00, >00
DATA 200,200, >EO0, >FQ, >F8, >FO0, 200, >00
DATA 00, >00. >00, >00, >00, >00, >00, >00
WATER4 DATA 00, >1%9, >3F, >7F, >3F, >1F. >02, >00
DaTAa >00, 200, >00, >00, >00, >00, >00, >00
DATA 200, >80, >F0, >F8, >F0, >F8, >30, >00
DATA >00, >00, >00, >00, 200, >00, >00, >00
WATERS DATA 08, >1D, >3F., >7F, >7F, >3F, >1B, >00
DATA 00, >00, >00, >00, >00, >00, >00, >00
DATA >»00, >90, >»F8, >FC, >F8, >FC.: >78, >10
, DATA 200, >00, >00, >00, >00, >00, >00, >00
WATERG DATA 18, >3D, >7F, >7F, 27F, >7F., >3B, >00
DATA >00. >00: 200, >00, >00, >00: >00, >00
DATA 210, >B8, >FC, >FE, >FC, >FE, >7C, >48
DATA 200, >00, 200, 200, >00, >00, >00, >00



TIME=14: (: 956 PAGE 4
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Directory/File Manager[V1. 01 DATE= &/ 3/83

- WATERB

WATER7 DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

»18, 37D, 27F, >7F, >FF, >7F, >3B, >31
200, >00, >00., >00, >00, >00, >00, >00
>30. 2RA8, FE. >FF, >FE, >FF, >7E, >&C
>00. >00, >00, >00, >00, >00, >00, >00
>38, 27D, >FF, >7F, >FF, >FF, >7B, >31
>00, >00, >00, >00, >00, >00, >00, >00
>30, >BC, >FE, >FF, >FE, >FF, >7F, >6C
>00. >00, >00, >00, >0, >00, >00, >00

###=mm===) 256 BYTES OF THE WATER OBJECT

TREAS EGU %

SILVR1 DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
SILVRS DATA

DATA

DATA

DATA

SILVR2

SILVR3

SILVR4

SILVRS

SILVRG

SILVR7

TREASURES
>0Q, >00, >00, >04, >0E, >00, >00, >00
200, >00, >00, >00, >00, >00, >00. >00
=00, 200, >00, >40, >E0, 00, >00, >00
>00, >00. >00, >00, >00, >00. >00, >00
200, 200, >00, >0C, >1E, >00, >00, >00
»00, >00, >00, >00, >00. >00, >00, >00
>00. 200, >00, 240, >F0, >00, >00: >00
>00, >0¢, >00, >00. >0, >00, >00, >00
>00Q, >00, >00, >1C, >3E, >00, >00, >00
>00, >00, >00, >00, >00, 500, >00, >00
»00, >00G, 200, >70, >F8, >F0, >00, >00
200, >00, >00, >00. >00, >00, >00, >00
>00: >00, 08, >1¢, X3E, >00, 200, 200
200, >00, >00, 200, >00, >00, >00, >00
200, >00, >20, >70, >F8, >00, >00, >00
>00, >00, >00, >00, >00. >0Q0, >00, 500
>00, 200, 208, >1C, >3E, >7F, >00, >00
>00, >00, >00, >00. >00, >00, >00, >00
>00, >00, >20, >70, >F8, >FC, >00, >00
200, >00, 200, >00, >00, >00, >00, >00
»00, >18, >3C, >7E, >FF, >7E, 200, >00
>00, >00, >00, >00, >00, >00, >00, >00
>00, >18, >3C, >7E, >FF, >7E, 00, >00
>00, >00, >00, >00, >00, >00, >00, >00
»08, >1C, >3E, >7F, >FF, >7F, >3E, >00
200, >00. >00, >00, >00. >00, >00, >00
21Q, >38, >7C, >FE, >FF, >FE, >7C, >00
200, >00, >00, >00, >00, >00, >00, >00
>08: >1C, >3E, >7F, >FF, >7F, >3E, >1C
200, >00. >00, >00, >00, >00, >00, >00
210, 238, >7C, >FE, >FF, >FE, >7C, >38
>00, >00, >00, >00, >00., >00, >00, >00

h=s=masl 206 BYTES OF THE SILVER OBJECT

JADES1 DATA
DATA
DATA
DATA
JADESZ DATA
DATA
DATA
DATA
JADES3 DATA
DATA
DATA
DATA
JADES4 DATA
DATA
DATA

>00, >00, >00, >18. >18, >00, >00, >00
>00, >00, >0Q0, >00, >00, >00, >00, >00
>00Q, >00, >00, >18, >18, >00, >00, >00
200, 200, >00, >00, >00, >00, >00, >00
>00, 200, >10, >18, >18, >00, >00, >00
>00, >00, >00, >00, >00, >00, >00, >00
>00, 200, >08, >18, >18, >10, >00, >00
>00, >00, >00, >00, >00, >00, >00, >00
200, >00, >18, >18, >18, >18, >00, >00
200, >00, >00, >00, >00, >00, >00, >00
200, >00, 218, >18, >18, >18, >00, >00
200, >00, >00, >00. >00, >00, >00, >00
200, >00. >1C, 21C; >1C: >1C, >00, >00
200, >00, >00, >00. >00, >00, >00., >00
»>00, >00, >38, >38, >38. >38, >00, >00
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DATA 200, >00, >00, >00, >00. >00, >00, >00
JADESS DATA >00, 208, >1C, >3&, >3E, >1iC, >08, >00
DATA 200, >00, >00.: >00, 200, 300, >00, 200
DATA 500, >10, 238, >7C, >7C, >38, >10, >00
DATA >00, >00, >00, >00, >00. >00, >00. >00
JADESS DATA >00, 208, >1C, >3F, >7F, >3, >1C. >08
DATA 200, >00, >00, >00, >00, >00, >00, >00
DATA 200, 210, >38, >7G.: >FE. >7C, >38, >10
DaATA >00, >00, 200, >00, >00, >00, >00, >00
JADEST7 DATA >00, >08, >1C. >3E, >7F, >3E, >1(C, >08
BATA 200, >00, >00, >00, >00.: >00, >00., >00
DATA 200, >10, »>38, >7C. >FE, >7C, >38, >10
DATA 200, >00, >00: >00, >00, >00, »00, >00
JADES8 DATA >00, >08: >1C, >36: 362, >36, >1C, >08
DaTA >00, 200, >00, »>00, 200, >00, >00, >00
DATA 200. 310, >38, >46C. 244, >46C, >38, >10
DATA >00. >00, 200, >00, >00, >00, >00, >00
#ppom=me=d 284 BYTES OF THE JADE OBJECT
AMETH1 DATA >00, >00, >00. >05%,; >0F, >00, >00, >00
DATA >00, >00. >00, >00, >00, >00, >00, >00
DATA >00, >00, >00, >40, >EOQ, >00, >00, >00
DATA >0Q., >00, >00, >00, >00, >00, >00C, >00
AMETHZ2 DATA >00, 00, >053, >0D. »>1F, >00, >00, >00
DATA >00, >00, >00, >00, >00, >00, >00., >00
DATA >00. >00, >40, 3560, >F0.: >00, >00, >00
DATA >00, >00, 200, >00, >00, >00, >00, 300
AMETH3 DATA 200,300, >09, >1F, >3F, >18, >00, >00
DaTA >00, >00, >00, >00, >00, >00, >00, >00
DATA >00. >00, >20, >F0, >F8, >00, >00, >00
DATA >00. >00, 200, >00, >00, >00, >00, >00
AMETH4 DATA 200, >11, >3B, >7F. >00, >00, >00, >00
DATA >00, 200, >00, >00, 200, >00.: >00, 200
DaTa 200, 200, >10, 2B8, >FC. 200, >00, >00
DATA 200, 200, 200, >00, 200, >00, >0Q, >00
AMETHS DATA >00.2>10, >11, >3B, >7F. >21, >00, >00
DATA >00. 2300, 300, >00. 200, >00, >00, >00
DATA >00, >10, >10, >B8, >FC, >08: >00, >00
DATA >00, >00, >00, >00. >00, >00, >00, 200
AMETH& DATA >00, 210, >31, >3B, >7B,: >33, >00, >02
DATA >00. >00, >00, >00, >00. >00, >00, >00
DATA >00,>10: 218, >B8, >BC, >98, >00, >00
DATA >00. >00, >00, >00, >00, >00, >00, >00
AMETH7 DATA 200, >08, >31, >7B, >FH, >33: >11, >00
baTa >00, >00, >00, >00, 200, >00, >00, >00
DATA >00, >30, >18, »BG, >BE, >9B, »10, >00
DATA 00, >00, 200, >00, >00, >00, >00: >00
AMETHE DATA 200, >18, >3%9, >7B, >FB, >38, >11, >00
DATA >00, >00, >»00, >00. >00, >00, 200, >00
DATA >00, >30. >38, >BC, >BE, >B8, >10, >00
DATA 200, >00, >00, >00., >00, >00, >00, >00
##m=====> 256 BYTES OF THE AMETHYST OBJECT
3t 38 3 36 35 36 I 30 98 96 3F Wb 36 36 36 I 3F 3 I 35 36 3 36 35 40 35 3 30 30 38 R 36 46 4R U 3
# MONSTER DEFINITIONS (2X,UNMAG) [ 8 SIZES PER MONSTER]

o HRIEH I I I I3 36 M H I I RN R R

MONSO1 DATA 200, 200, 200, 200, >00, >00, >00, >01 THIS SPRITE
DATA 00, >00, >00, >00Q, >00, >00, >00, >00 BFLY BIZIE 1
DATA >00, 200, 200, 200, >00, >00, >00. >00
baTa >00, >00. >00, 200, >00, >00, >00, >00
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MONSO2 DATA
DATA

- DATA
: DATA
MONE03 DATA
DATA

DATA

DATA

MONSO4 DATA
DATA

DATA

DATA

MONGOS DATA
DATA

DATA

DATA

MONSO& DATA
DATA
DATA
DATA
MONSQO7 DATA
DATA
DATA
DATA
MONS08 DATA
DATA
DATA
DATA

. ®wnwxssxd THAT WAS 256 BYTES OF THE

- MONS11 DATA
DATA

DATA

DATA

MONS12 DATA
DATA

DATA

DATA

MONS13 DATA
DATA

DATA

DATA

MONS14 DATA
DATA

DATA

DATA

MONS1S5S DATA
DATA

DATA

DATA

MONS14 DATA
DATA

DATA

DATA

- MONS17 DATA
i DATA
- DATA
DATA

MONS18 DATA

»00, >00, >00, >00, >00, >00. >00, >01
201, >00, >00, 200, >00, >00, >00, >00
>00. >00, 200, 200, >00, 200, >00. >80
>80, >00. >00, >00, >00, >00, >00., >00
>00, >00, >00, >00. >00, >00, >01, >03
>03, >01, >00. >00. >00, >00, >00. >00
200, 200, >00, >00, >00, >00, >80, >CO
>C0, >80, >00, >00, >00, 200, >00, >00
>00, >00, >00, >00, >00, >01, >05, >07
>07, 205, >01, >00, >00: >00, >0, >00
>00, 200, >00, >00, >00, >80, >A0, >EO0
>EQ. >A0, >80, >00, >00, >00, >00, >00
>00. >00, >00, >02, >03, >09,; >0D, >OF
>0F, >0F, >09, >03, >01, >00, >00. >00
200, >00, >00, >40. >C0, >90, >BO, >F0
>F0. 2F0, >90, >C0, >80. >00, >00, >00
>00, >00. >04, >02, >03, >39, >3D, >0OF
»>0F, >3F, >3%, >03, >01, >00, >00, >00
200, >00, >20, >40, >C0., >9C, >BC. >F0
2F0, SFC, >9C, >C0, >A0, 200, >00, >00
»08, >08, >05, >03, >63, >39, >3D, >0F
»0F, 23F, >3%, >63. >05, 209, >08, >00
>10, >10, 2A0, E0, >C6&, 29C, >BC, >FO
>F0, >FC, >9C, >C&, >A0, >%0, >10, >00
>38, >0B, >07, >06, >E3: >F9, >3D, >1F
>1F, 23F, >F9. >E3, >08, >09, >04, >38
>1C, >D0O, >EO, 260, >C7, >9F, >BC, >F8
>F8, >FC, >9F, >C7, >A0, >90, >50, >1C
‘BFLY
200, >00, >00, 200, >00, >00, >00, >01
>00, >00, >00, >00, >00, >00, >00, >00
200, >00, >00, >00, >00, >00, >00, >00
200, 200, 200, >00, >00, 200, 200, >00
200, >00, >00, >00, >00, >00, 200, >01
>01, >00, >00, >00, >00, >00, >00, >00
>00, >00, >00, >00, >00, >00. >00, >80
280, >00, >00, >00, >00, >00. >00, >00
200, >00, 200, >00, 200, >00, >02, >01
201, 502, >00, >00, >00, >00, >00, >00
>00, >00, >00, >00, >00, >00. >40, >80
>80, >40, >00., >00, >00, >00, >00, >00
200, >00, >00, >00, >00, >05, >02, >01
201 202, 202, 200, 200, 200, >00, >00
200, >00, >00, >00, >00, >&40. >40, >80
>80, >40, >40, >00, >00. >00, >00, >00
>00. 200, >00, >00, >18, >1C, >05, >04
>03. >03, >04, >04, >08, >00, >00, >00
>Q0, >00, >00, >00, >18, >38, >A0, >C0
>C0, >C0, 20, >20, >10, >00, >00, >00
200, >00, >10, >38, >7C, >45, >05, >07
>03, >03, >03, >0D, >0C, >0C, >10, >00
200, >00, >08, >1C. >3E, >A2, >A0, >E0
»C0, 2C0, >C0, >BO, >30, >30, >08, >00
200, >10, >38., >7C, >FD, >CD, >80, >0F
207,307, >07. >0D, >0C, >0C, >30, >00
>00. >08, >1C, >3, >BF, >B3, >B1, >FO
>EQC, >EQ, >EO0, >BQ, >30. >30, >0C, 200
»18. >3C, >7E, >FC, >FD, >CD, >8D, >8F

DATE= &/ 3/83

SPRITE

TIME=14: O: 58
PCD1

THIS SPRITE (IF
BFLY SIZE 2

THIS SPRITE
BFLY SIZE 1

THIS SPRITE (IF
BFLY SIZE 2

THIS SPRITE (IF
BFLY SIZE 3

THIS SPRITE
BFLY SIZE 4

THIS SPRITE (IF
BFLY SIZE 5

THIS SPRITE
BFLY SIZE &

THIS SPRITE
PEGS SIZE 1

THIS SPRITE (IF
PEGS SIZE 2

THIS SPRITE
PEGE SIZE 3

THIS SPRITE (IF
PEGS SIZE 4

THIS SPRITE (IF
PEGS SIZE 5

THIS SPRITE
PEGS SIZE 6

THIS SPRITE (IF
PEGS SIZE 7

THIS SPRITE

PAGE &
. Z. PROC. MODNG4

USED)

USED)

USED)

USED)

USED)

USED)

USED )}

USED)
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DATA
DATA
- DATA

#anxannit THAT WAS 256 BYTES OF THE

MONE21 DATA
DATA
DATA
DATA
MONS22 DATA
DATA
DATA
DATA
MONES22 DATA
DATA
DATA
DATA
MONS24 DATA

DATA

DATA

DATA

MONS25 DATA
DATA

DATA

DATA

MONS26 DATA
DATA

DATA

DATA

7 MONS27 DATA
- DATA
DATA

DATA

MONSZ8 DATA
DATA

DATA

DATA

#apEsnnt THAT WAS 2546 BYTES OF THE

MONS31 DATA
DATA

DATA

DATA

MONS32 DATA
DATA

DATA

DATA

MONS33 DATA
DATA

“DATA

DATA

MONS34 DATA
DATA

DATA

DATA

— MONS335 DATA
L DATA
DATA

DATA

MONS36 DATA

»07, >07, >07, >0D, >0D, 20D, >78, >78
>18, >3C, >7E, >3F, >BF, >B3, >B1, >F1
>EQ, DEO. >EQ, DBO, >BO, DBO, >1E, >1E
‘PEGASUS
>00., >00, >00, >00., >00, 200, >00, >01
>00, >00, >00, >00, >00, >00, >00, >00
>00, >00, >00, >00, >00, >00, >00, >00
>00, >00, >00, >00, 200, >00, »00, >00
200, >00, 200, >00, >00, >00, >00, >01
>01, 200, >00, >00, 200, >00, >00, >00
>00, >00, >00, 200, >00, >00, >00, >80
>80, >00, 200, >00, 200, >00, >00. >00
200, >00, 300, 200, 200, 200, 204, >01
>01., >04, >00, >00, >00, >00, >00, >00
>00, >00, >00Q, >00, >00, >00, >20, >80

>80, >20, >00, >00, >00, >00, >00, >00

>00. >00, 200, >00, >04, >02, >01, >03
201,502, >04, >00, >00, >00, >00, >00
200, >00, >00, >00, >10, >A0, >C0, 560
>C0, >A0, >10, >00, >00, >00, >00, >00
>00, >00, >00, >00, >00, 201, >1B, >0E
>03, >01, >00, >00, >00. >00, >00, >00
>00, >00, >00, >00, >00, >C0, >EC, >B8
>EQ, >C0, >80, >80, >80, >00, >00, >00
>00, >00. >00, >00, >01, >03, >32, >2F
>02, >03. >01., >00, >00, >01, >00. >00
200, >00, >Q0, >00, >C0, >EO, >A&, >FA
>20, >E0. >C0, >80, >80, >40. >00, >00
>00, >00, >00, >00, >01, >03, >62, >5F
»42, >03, 203, >01, >00, >00, >07, 200
=00, >00, >00, >00, >C0, >E0, >A3, 2FD
>21, >E0, >EQ, >C0, >80, >80, >70, >00
>00. >00, >00, >01, >03, >04, >76, >5F
>5C, >035, >07, >03, >00, >00, >0F, >0F
200, >00, >00, >C0, >EQ, >90, >B7, >FD
>1D. >Dh0, >F0, >EQ. >80, >80, >78, >78
_ ‘EGGHEAD
>00, >00, >00, >00, >00, >00, 200, >01
>00, >00, >00, >00, >00, >00, >00, >00
200, 200, >00, >00, >00, >00, >00, >00
>00, >00, >00: >00, >00, >00, >00, >00
»>00, >00, >00, >00, >00, 200, >00, >01
201, 200, 200, 200, >00, >00, >00, >00
>00. >00, >00, >00, >00, >00, >00, >80
>80, >00, >00, >00, >00, >00, >00, >00
>00., >00, >00, >00, >00, >00, >02, >01
>01, >02, >00., >00, >00, 200, >00, >00
>00., >00, >00, >00, >00, >00, >40, >80
>80, >40, >00, >00, >00, >00, >00, >0Q0
200, >00, >00, >00, >04, >08, >07, >03
>03, >07, >08, >04, >00, >00, >00, >00
>00, >00, 200, >00, >20, >10, >EQ, >C0
+C0, 2EOQ, 210, 220, 200, 200, 200, >00
200, >00, 200, >08, 210, >17, >0F, >06
>05, >0F, >17, >10, >08, >00, >00, >00
200, >00, >00, >10, >08, >E8, >F0, >A0
260, 2F0, 2E8, 208, 210, >00, >00, >00
>00, >00, >10, >20, >2F, >3F, >10, >08

DATE= &/ 3/83

* SPRITE

‘ BPRITE

TIME=14: 1: O PAGE 7
#CD1. Z. PROC. MDONGA

PEGS SIZE B

.....

THIS SPRITE
EGGES SIZE 1

THIS SPRITE (IF USED)
EGGS SIZE 2

THIS SPRITE
EGGS SIZE 3

THIS SPRITE (IF USED)
EGGE SIZE 4

THIS SPRITE (IF USED)
EGGE SIZE 5

THIS SPRITE
EGGS SI?E &

THIS SPRITE (IF USED)
EGGS SIZE 7

THIS SPRITE
EGGS SIZE 8

11111

THIS SPRITE
CRAB SIZE 1

THIS SPRITE (IF USED)
CRAB SIZE 2

THIS SPRITE
CRAB SI1ZE 3

THIS SPRITE (IF USED)
CRAB S1ZE 4

THIS SPRITE (IF USED)
CRAB SIZE ©

THIS SPRITE
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MONS37

MONS38

ruunxaxt THAT WAS 256 BYTES OF THE

MONS41t

MEONS42

MONS43

MONS44

~ 7 MONS4S

MONS46

MONS47

MONS48

##wrErar THAT WAS 256 BYTES OF THE

MONES 1

MONSS2

. MONBS3

MONS 54

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA

DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA

‘BATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

20A, >1F, >3F, >2F, >20, 210, >00, >00
>00, >00, >08, >04, >F4, >FC, >58, >10
>BO, 2F8: OFC: >F 4, 204, 208, >00, >00
200, >18, >30. >60, >6F, >7F, >3D, >08
>0A, >3F, >7F, >6F, »60, 230, >18, >00
>00, >18, >0C, >04,; >»F&6, 2FE, >5C, >10
>80, >FC, >FE, >Fé&, >0&: >0C, 218, 200
>38, >60, >C0, >DF. >DF, >FF, >7A, >10
>10, >7%5, >FF, >DF, >bF, >2C0, >60, >38
>1C, >06. >03, >FB, >FB, >FF, >AE, >08
>08, »5F, >FF, >FRB, >FB, 203, >0&.: >1C
‘CRAB
>00, 200, 200, >00, >00, >00, >>00, >01
>00, >006,; >00, >00, >00, 200, >00, >00
>00, >00, 200, >00, >00, 200, >00, >00

300, 200, >00, 300, >00, >00, >00, >00

>00, >00, >00, >00, >00, >00, >00, >01
>01., >00, >00, >00, >00, >0Q, >00, >00
>00, >00, 200, >00, >00.: >00, 200, >80
>80. >00, >00, >00, >00, >00, >00, >00
>00, >00, >00, >00, 200, >00, >03, 202
201, >01, >00, >00, 200, >00, >00, 200
200, 200, 200, >00, »00, 200, >C0/, >40
>80, >80, 200, >00, >00, 200, >00, >00
>00,; >00, >00, >00, >00, >04, >05, >05
>03, >02, >01, >00, >00, >00, >00, >00
200, >00, >00, >00, >00, >460, >A0. >A0
>C0, >40, >80, >00, >00, >00, >00, >00
>00, >00, >00, >18, >QE, >0B, >0%, >05
>07, >05, >02, >02, >01, >00, >00, >00
>00, >00, 200, >18, >70, >D0, >90, >A0
>EG, 240, 240, >»40, >80, >00, >00: 200
200, 200, >20, >38, 226, 223, >31. >3B
»>3F, >14, >0B, >0D, >04, 207, >00. >00
>00, >00, >08, >38, >48, >C8, >98, >B8
>F8. >D0, >AQ, >60, 240, >C0, 200, 200
>00, >460, >38, >2E, >26, 226, 272: >7B
>7F, 236, 21B, >09, >00, >04, >07, >00
>00, >0C, >38, >EB, >C8, >C8. >9C, >BC
>FC. >D4, >2B0O, 220, >60, 240, >C0, >00
>80, >E0, >78, >2E, 226, >&b6, >72, >7B
>7F, 276, >2DB, >D9, >856, 206, 206, 203
201, 207, 21K, >74, 264, 266, >4E, >DE
>FE, >6E, >DB, >9B, >B1, >B0. >30, >E0

200, >00, >00, >00, 200, >00, >00. 201
200, 200, >00, >00, >00, >00, >00, >00
>00, >00, >00, >00, >00, >00, >00, >00
»00, >00, >00, >00, >00, >00, >00, >00
200, >00, >00: >00, >00, 200, >00, >01
>01, >00, >00, >00, >00, >00, >00, >00
>00, >00, >00, >00, >00, >00, >00, >80
>80, >00, 200, >00, >00. >00, >00, >00
>00., >00, >00, 200, >00. >00, >02, >02
>01, >03, >00. >00, 200, >00, >00, >00
>0Q0, >00, >00, >00, >00, >00, >40, >40
>80, >C0, 200, >00, >00, >00, >00, >00
>00, >00, >00.: >00, >04, >0E, >0E, >04

DATE= &/ 3/83

SPRITE

‘ROBYNTH’ SPRITE

TIME=14: 1: 1
CRAB SIZE 6

THIS SPRITE (IF USED)
CRAB SIZE 7

THIS SPRITE
CRAB SIZE 8

BY CURTIS KLING!

THIS SPRITE
ROBY SIZE 1

THIS SPRITE (IF USED)
ROBY SIZE 2

THIS SPRITE
ROBY SIZE 3

THIS SPRITE (IF USED)
ROBY SIZE 4

THIS SPRITE (IF USED)
ROBY SIZE 5

THIS SPRITE
ROBY SIZE &

THIS SPRITE (IF USED)
ROBY SIZE 7

THIS SPRITE
ROBY SIZE B

BY MIKE ROBICHEAUX

(IR |

.....

THIS SPRITE
HYDRA SIZE 1

THIS SPRITE (IF USED)
HYDRA SIZE 2

THIS SPRITE
HYDRA SIZE 3

THIS SPRITE (IF USED)

PAGE :
PCD1. Z. PROC. MOONG4
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MONSSS

MONSS6

MONSS7

MONSSE8

ke 2 2.5 23 2

MONS&1

MONS&2

~ MONS63

MONSS&4

MONESS

MONS&SL

MONS&67

MONS68

#EHHHERF THAT WAS 2D& BYTES OF THE
. MONS71 DATA >00, >00, >00, >00, >00. >00, >00, >01

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA

DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
PATA
DATA
DATA
DATA
DATA
DATA
DATA

‘DATA

DATA
DATA
DATA
DATA

DATA
DATA
DATA

THAT WAS 256 BYTES OF THE

203, >01, >09, >06, >00, 200, >00, >00
>00, >00, 200, 200, >20, >70, >70, >20
>C0, >80, 290, >&0. 200, >00, >00, >00
200, >0, 200, >0C, >12, >1E, >12, >0C
207, 203, >03, >17, >0E, >00, 200, >00
>00, >00, >00, >30, >48, >78, >48, >30
>EQ, >CO, >C0, >E8, >70, »00, >00, >00
>00, >00, >18, >24, >3C, >24, >18, >19
>0F, >07, >03, >33, >27, >1E, >00, >00
200, >00, >18, >24, 23C, >24, >18, >98
>F0, >0, >C0. >CC. >E4, >78, 200, >00
>00, >10, >38, >54, >7C, >44, >38, >39
>1iF. »QF, >07, >&7, >4F. >7E, >3C, >00
200, 208, >1C, >2A, 23E, >22, >1C, >9C
>F8,; >F0, >E0Q, DE&, >F2, 27E, >3C, >00

>38, >7C, >Dé&, OFE, >Cé, >6C, >38, >39

>LF, >0OF, >07, >47, 5E7. >8F, >FE; >7C
>1C, >3E, >6B, >7F, >43, 236, >1C, >9C
>F8, >F0, >EQ. >E2, >E7.: >F1, >7F. >3E
‘HYDRA

200, >00, >00, >00, >00, >00, >00, >01
=00, >00, >00, >00, >00, >00, >00, >00
200 >00, >00, 200, >00. 200, >00, >00
>00, 200, >00, >00, >00, >00. >00, >00
>00, >00, >00, >00, >00, >00, >00, >01
>01.,>00, >00, >00, >00, >00. >00, >00
>00., >00, >00, >00, >00, >00, >00, >80
>80, 200, >00, >00. >00, >00, >00, 200
>00, >00, >00, >00, >00, >00, >00, >03
>01,>00, >00, >00. >00, >00, >00, >00
200, 200, >00, >00. >00, 200, >00, >C0O
>80. >00, >00, >00, >00, >00., >00, >00
»00, >00, >00, >00, >00, >00, >01, >07
>01, >00, >00, >00, >0Q0, >00. >00, >00
>00: >00, >00, >00. >00, >00, >80, >E0
>80. >00, >00, >00., >00. >00. >00. >00
>00, >00, >00, >00, >00, >00, >01, >0F
211,202, >00, >00, >00, >00, >00Q, >00
>00, >00, >00, >00, >00, >00, >80, >F0
>88, >40, >00, >00, >00, >00. >00, >00
>00, 200, >00, 200, >02, >01, >01, >0F
>1B. >23, 202, >00, >00, >00. >00, >00
200, 200, 200, 200, >40Q, >80, >80, >F0
>D8, >C4, >40, >00, >00, >00, >00, 200
200, >00, 208, >07, 205, >03, >01, >1F
>3B. >72, 562, >42, 300, >00, >00. >00
>00, >00, >10, >E0, >A0, >C0, >80, >F8
>DC, >CE.: >46, >42, >00, >00, >00, >00
>20, 210, >0F, 30D, >07, >02, >01, >1F
>3F, >7B, >F2, >E2, >C5, >80, >80, >00
>04, >08, >F0, >B0. >E0, 240, >80, >F8
>FC, 2DE, >4F, >47, >A3, 201, >01, >00
‘" BATMAN

>00, >00, >00, >00, >00, >00, >00, >00
»>00, 200, >00, >00, >00, >00, >00, >00
»00, 200, >00, >00, >00, >00, >00, >00

MONS72 DATA >00, >00, 200, >00, >00, >00, >00, >01

DATE= &/ 3/83

SPRITE

TIME=14: 1: 2 PAGE 9
PCD1. Z. PROC. MOONG4

HYDRA SBIZE 4

THIS SPRITE (IF USED)
HYDRA SIZE 5

THIS SPRITE
HYDRA SIZE &

THIS SPRITE (IF USED)
HYDRA SIZE 7

TH1S SPRITE
HYDRA SIZE B

BY CURTIS KLING!
THIS SPRITE
BAT SIZE 1

THIS SPRITE (IF USED)
BAT SIZE 2

THIS SPRITE
BAT SIZE 3

THIS SPRITE (IF USED)
BAT SIZE 4

THIS SPRITE (IF USED)
BAT SIZE 5

THIS SPRITE
BAT SIZE &

THIS SPRITE (IF USED)
BAT SIZE 7

THIS SPRITE
BAT SIZE @

iR

* SPRITE
THIS SPRITE
DEVIL SIZE 1

THIS SPRITE (IF USED)



Directory/File Manager({Vl1. Q] DATE= &/ 3/83 TIME=14: 1: 4 PAGE 10
PCD1. Z. PROC. MOONG4

DATA >01. 200, 200, >00, >00, >00, >00, >00 DEVIL SI1ZE 2
RDATA 00, >00, >00, >00, >00, >00, >00, >80
DATA >80, >00. >00, >00, >00, >00, >00, >00
MONS73 DATA >00, 200, >00, >00. >00, >00, >02, >01 THIS SPRITE
DATA 03, >01. >00, >00., >00, >0C., >00, >00 DEVIL SIZE 3
DATA >00, >00, >00, >00, >00, >00, >40. >80
DATA >C0, 300, 200, >00, >00. >00, >00. >00
MONS74 DATA >00. >00, >00, >00, >00, >00, >02, >01 THIS SPRITE (IF USED)
DATA >03, >02, >01, >00, >00, >00, >00, >00 DEVIL SIZE 4
DATA >00. >00, >00, >00, >00, >00, >40, >80
DATA >CO. >40, >B0, >00, >00, >00, >00, >00
MONS75 DATA >00, >00. >00, >00, >00, >08, >07, >05 THIS SPRITE (IF USED)
DATA 203, >02, 201, 200, 200, >00, >00, >00 DEVIL SIZE 3%
DATA 200, >00, >00, >00, >00, >20. >40, >C0
DATA >80, >80, >00, >00. >00, >00, >0Q. >00
MONS74 DATA 00, >00, 200, >00, >10, >0B. >0F. >0D THIS SPRITE
DATA 2>07, >0&, >03, >01, >00, >00, >00. >00 DEVIL SIZE &
DATA 200, >00, >00, >00: >10, 2A0, >E0, >&0
DATA >C0, >C0, >80, >00, >00, >00, >00. >00
MONS77 DATA >00, 200, >08, >10. >10: >1F, >18, >0D THIS SPRITE (IF USED)
DATA >OF, >0F, >035, >06., 203, 201, >00, >00 - DEVIL SIZE 7
DATA 200, >00, >20, >10. >10, >F0, >A0; >&0
BATA >EQ: 2EQ. >40, >C0, 280, 200, 200, >00
MONS78 DATA >20, >40, >4F, >5F, >73, >79, >7B, >1D THIS SPRITE
DATA >1iF.>0F, >0C, >04, >07, >03, >01, >00 DEVIL SIZIE 8
DATA >08, >04, >E4, >F4, >9C. >3C, >BC, >70 i
DATA >FQ. >EQ, >460, >C0, >C0, >80, 200, >00
wukneint THAT WAS 256 BYTES OF THE ¢ DEVIL ‘ SPRITE trent

"~ MONS81 DATA >00. >00, >00, >00, >00, >00, >00, >01 THIS SPRITE

DATA >00, >00, >00, >00, >00, >00, >00, >00 TETRA SIIE 1
DATA >00, >00, >00, >00, >00. >00, >00, >00
DATA 200, 200, >00, >00, >00, >00, >00, >00
MONSB2 DATA 200, 200, 200, >00. 200, >00, >00, >01 THIS SPRITE (IF USED)
DATA >01, >00, >00, 200, >00, 200, >00, >00 TETRA SIZE 2
DATA >00, >00, >00,; >00., >00, >00, >00, >80
DaTaA >80, 200, >00, >00, >00, 300, >00, >00
MONS83 DATA >00.>00, >00. >00, >00, >00, >01, >03 THIS SPRITE
DATA >01, 301, >00, 200, >00, >00, >00. >00 TETRA SIZE 3
DATA 200, >00. >00, >00. >00, >00. >80, >C0
DATA >80, >80, >00, >00, >00, >00, >00. >00
MONS84 DATA >00, >00. >00, >00, >00, 201, >03, >07 THIS SPRITE (I1F USED)
DATA 201, >03, >08%, >09, >00, >00, >00, >00 TETRA SIZE 4
DATA >00. >00, >00, >00, >00, >80, >C0, >EO
DATA >80, >C0. >A0, >290, 200, >00, >00, >00
MONSB8S DATA 00, >00, >00. >00, >01, >03: >05, >0F THIS SPRITE (IF USED)
DATA >C1,>03, >05, >0%, >1%,: 00, >00, >00 TETRA SIZIE 35
DATA >00, 200, 200, >00, >80, >C0, >A0, >F0
DATA >80, >C0, >A0, >90, >98, 200, >00, >00
MONSB& DATA 200, >00, >00, >00, >01, >03, 305, >0F THIS SPRITE
DATA >01,>03, >05, >09, >19, >3B, >00, >00 TETRA SIIE 6
DATA >00C:>00, 500, >00, >80, >C0, >A0, >F0
DATA >80, >C0, >A0, >20, >98, >DC, >0Q, >00
MONSB7 DATA >00. 200, >00, >00: >01, >03, >05, >0F THIS SPRITE (IF USED)
DATA >01,>03, >07, >0D, >19.: >3B, >78B, >00 TETRA SIZE 7
PATA >00, 200, >00, 200, >80, >C0, >A0: >F0
DATA >80, »CQ, 2EQ, >BO, >98, >DC, >DE,: 200
MONSSE DATA >00, >00, >00, 200, >01, >03, >05.: >0OF THIS SPRITE
DATA >01,3>03, 207, 20D, >19. >31, >73, >F3 TETRA SIZE 8
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#usintint THAT WAS 256 BYTES OF THE

MONS?1

MONS92

MONS93

MONE74

MONS?5

MONS?646

MONS97

MONG?8

#Hetiunse THAT WAE 254 BYTES OF THE

MONSAL
MONSAZ2
MONSA3
MUNSA4
MOUNSADS

MONEAS

DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>00Q, >00, >00. >00, >80, >C0, >A0, >F0
>80, >C0, >E0, >B0O, 298, >8C, >CE., >CE

>00, >00, 200, >00, 200, >00, >00, >01
200, >00, >00, >00, >00, 200, >00, >00
>00. 200, >00, >00, >00, >00., >00, >00
>00, 200, 200, >00, >00, 200, >00, >0C
>00, >00, >00, >00, >00, >00, >00, >01
>01, >00, >00, >00, >00, >00. >00, >00
»00, >00, >00, >00, >00, 200, >00, >80
>80, >00, >00, >00, >00, >00, >00, >00
»00, >00., >00, >00, 200, >00, >00, >03
201, 200, >00, >00, 200, >00, >00, >00
>00, >00: 200, >00, >00, >00, >00, >C0
>80, >00, >00, >00, >00, >00, >00, >00

200, >00, >00, >00, >00, >00, 301, >07

»01, >00. >00, >00, >00, >00, >00, >00
>00. >00, >00, >00, 500, >00, >80: >EQ
>80, >00, >00,; >00, >00. >00, >00, >00
200, >00, >00. >00, >00. >00, >01, >0F
>1t, >02, >00, >00, >00, >00, >00.: >00
>00, >00, >00. >00, >00, >00, >80, >F0
>88, >40, >00, >00, >00, >00, >00, 00
>00, >00. >00, >00, >02, >01, >01, >0F
>18, >23, >02, >00, >00, >00, >00, >00
>00, 300, >00. >00. >40. >80, >80. >F0
>D8, >C4, >40. >00, >00, >00, >00, >00
>00., >00, >08, >07, >05, >03, >01, >1F
>38, 273, >62, >42, >00, >00, >00, >00
>00Q, 200, >10, >E0, >A0, >C0, >80, >F8
>DC. >CE, 246, >42, 200, 200, >Q0, 200
220, >10, >0F, 20D, 207, 202, >01, >1F
>3F, >78, >F2, >E2, 29, >80, >80, >00
204, >08, >F0, >B0, 2EO, >40, >80, >F8
>FC, >DE, >4F, >47, >A3, >01, >01, >00
* BATMAN
>00, >00, >00, >00, >00: >00, >00, >01
>00, >00, >00, >00, >00, >00, >00. >00
>00, >00. >00, >00. >00. >00, >00, >00
200, >00, >00, >00, >00, >00, >00, >00
>00, >00, >00, >00, >00, >00, >00, >01
>01. 200, 200, >00, >00, >00, >00., >00
>0Q, 200, 200, 200, >00, >00, >00, >80
>80, »00Q, >00. >00, 200, >00. >00, >00
200, >00, 200, >03, >07, >05, >07, >07
>0Q&, >03, 208, >07, 200, >00: 200, >00
200, >00, 200, >C0, >EQ, >A0, >EOQ. 2EO
260, >C0, >10, >E0, >00, >00, >00, >00
>00, >03, >07, >0F, 209, >0F, >0E, >0F
>06, >03, 201, >10, >08, >07, >00, >00
>00, >C0, >EQ, >F0, >90, >F0, >F0, >F0
>60, >C0, >80, >08, >10, >EQ. >00, >00
>0F, >1F, >1F, >39, >3%9, >3F, >1E, >0F
>04, >07, >23, >31, >28, >24, >03, >00
>F0, >F8. >F8, >9C, >9C, >FC, >78. >FQ
>20, >E0, >C4, >8C, >14, >24, >C0, >00
>0F. >1F, >3F, >31, >3%9, >3F, >3E, >1F
>1E, 225, >23, >33, >28, >24, >23, 200

DATE= &/ 3/83

* 8PRIYE

TIME=14: 1: 5

PCD1.

BY CURTIS KLING!
‘TETRA’ SPRITE

THIS SPRITE
BAT SIZE 1

THIS SPRITE (IF
BAT SIZE 2

THIS SPRITE
BAT SIZE 3

THIS SPRITE (IF
BAT SIZE 4

THIS SPRITE (IF
BAT SIIE 5

THIS SPRITE
BAT SIZE &

THIS SPRITE (IF
BAT SIZE 7

THIS SPRITE
BAT SIZE B

THIS SPRITE
SKULL SIZE 1

THIS SPRITE (IF
SKULL SIZE 2

THIS SPRITE
SKULL S1ZE 3

THIS SPRITE (IF
SKULL SIZE 4

THIS SPFRITE (IF
SKULL SIZE 5

THIS SPRITE
SKULL SIZE &

PAGE 11
Z. PROC. MDONGA

USED)

USED)

USED)

USED)

USED)

USED?)

USED)



|

Directory/File Manager[V1. 0]

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

MONESAT

MONSAS

#xunnind THAT WAS 25& BYTES OF THE

MONSX1 DATA
DATA
DATA
DATA
DATA

DATA

MONSX2

DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

MONSX3

MONSX4

MONSXS

MONSX&

MONSX7

MONSX8

##xEk*nd THAT WAS 2546 BYTES (OF THE

>F0, 2F8, >FC, >8C, >9C, >FC, >7C, >F8
>78, >A4, >C4, >CC, >14, >24, >C4, 200
>OF, >1F, 237, 271, 279, 27F, >3E, >1F
>1E, 263, 263, 273, >4%, >64, 362, 203
>F0., >F8, >EC, >BE, >7E,: >FE. >7C, >F8
278, >Ab, >Cé, SCE, 296, >26,: >4&, >CO
>1F, 23F, 277, 271, 27%9.: >7F, >3E, >1F
>3E, 265, 283, 273, 269, 264, 262, 363
>F8. >FC, >EE, >8BE, >9E, >FE, >7C, >F8
27C, >Ab, >CH, ZCE, 226, 225, 3446, 2C6

>00, 200, >00, >00, >00, >00, >00, >01
>00.: 200, 200, 200, 200, 200, >00, 200
>00, 200, 200, >00, 200, >00, >00, 200
>00. >00, 200, >00, >00, >00. >00, >00

200, >00, >00, >00. >00, >00, >00, >01

>01, 200, >00. >00, >00, >00, >00, >00
>00. >00, >00, >00, >00, >00., >00, >80
>80, >00, >00, >00, >00, >00, >00, >00
>00, 200, 200, 200, >00, 203, 205, >0F
>04, >0F, 207, >03, >00, >00, >00, >00
200, >00, >00, >00, >00, >80, >40, >E0
>40, >E0, >C0, >80, >00, >00, >00, >00
>00, 200, >00, >07. 20D, >19, >1F, >154
213, >1F, >0F, >07, >00, >00, 200, >00
>00, >00, >00, >C0, >60, >30. >F0. >DO
250, >2F0, >EQ, >C0. 200, 200, 200, >00
>00, 200, 207, >0F., >1B, 231, >3F, >16
>15, 214, >3F, >1F, >0F, >07, >00, >00
>00, >00, >E0, >F0, >D8, >8C, >FC, >D4
>34, >5C, >FC, >F8, >F0, >EQ, 200, >0Q0
>00, >0F, >1F, >3B, >71, >7F. >74, 226
>23: 224, >a4, >FF, D7F, >3F, >1F, 200
>00, >EO0, >F0, >D8, >8C, >FE, >5E, >D1
»91.:>5E, 250, >FE, >FC, >F8, >F0, 200
=00, >0F, >1F. 233, >&1., 5FF. >F4, >26
>25, 224, >A4, >44, >FF, »7F, >3F, >1F
»00, >F0, >F8, >CC, >8&, >FF, >5E, >D1
>51, >5E, >50, 250, >FF, >FE, >FC, >F8
>0F, 21F, 233, >61, >FF, 200, >F4, >26
228, 224, 2A4, >44, >00, >FF, >7F, >3F
>F0, >F8, >CC, 384, >FF, >00, >5E, >D1
231, 2BE, >5Q, >50, 200, >FF. >FE, 2FC

DATE= &/ 3/83

* SKULL.MAN

‘U NAME IT

TIME=14: 1: & PAGE 12
PCD1. Z. PROC. MOONG4

SKULL

THIE SPRITE (IF UGSED)
SKULL SIZIE 7

THIS SPRITE
SKULL SIZE B

1l

¢ SPRITE 14!
THIS SPRITE
SIZE 1

THIS SPRITE (IF USED)

SIZE 2

THIS SPRITE

SIZE 3

THIS SPRITE (IF USED)

SIZE 4

THIS SPRITE (IF USED)

SIZE 5

TH1S SPRITE

SIZE &

SPRITE (IF USED)
SIZE 7

THIS

THIS SPRITE

SIZE 8

t1itl

.....

* SPRITE

B4 4 624 303 4RI 263 33 360 26 3638 30 360 4 S 30 3 6606 30 36 20 3000 36 5 36 3 6 36 3 30 3630 20 S0 3 S AE S SF 330
# CENERAL DATA AREA FOR INITS
4830 36 346 3630 34 30 96 36 3E 30 30 3600 6 3030 JE 3030 40 0 300 600 3R I 03 20 3 S I SR M SRR RN

VDPNOR 'DATA

VDPOFF DATA

%

COLORS DATA
DATA
DATA
DATA

#*

>00, >E2, 0, >0E, 1, 2046, 0, 200
>00, >A2, 0, >0E, 1, >06, 0: 00

21F. 27F, 20F, >FQ: >F0, 2F0, >F0, >F0
>FQ, >F0, >F0, >F0, 28F, >00, >F0, >F0O
2F0, 2F0, >F0: 2F0, 2F0, >F0, >F0, 2F0
218, 218, 218, >1B, >1A, >1A: >1A, >F0

TITCOL DATA >F1,3F1,5F1,>F1,>F1.>F1
DATA >F1,2>F1,2>F1,>F1, 5F1, >F1
DATA >1B.>1B, »>iB, >1B, >1B, >1B, >1B, >1B

#*

DISPLAY SCREEN NOR
BLANK SCREEN NORMAL

INIT CHAR SET COLORS
FOR PLAYING MODE

32 BYTES OF
COLOR INFO




Directory/File Manager[Vi. 0l DATE= &/ 3/83 TIME=14: 1: B PAGE

1

3

PCD1. Z. PROC. MOONG4

DATA >AB, >AD, >AB FOR TITLE SCREEN
DATA 1A, 21A, 21A, 21A, 21A, 21A, > 1A
DATA >F1.2>F1, >F1

3*

CPYRIT DATA 2>3C.2>42, 299, >Al, >Al, >99, 242, >3C COPYRIGHT SYMBOL

BLANKS DATA 520, >20, >20, >20, 220, >20 BLANKS FOR SCORE
04045 30 40 38 3H U4 SE 04 3300 HE 30 I 30 IR I B I SRR A BRI S M SR R R RN

# SAL INITIAL ATTRIBUTES FOR GUNS. BULS, AND MONS #
La S SR R T S X et A R Rt R S R

GBINIT DATA OFF, >78, >80, 506, >4F, >78, >B4, 306 TOP N BOT
DATA >34, >18, >88, >06, >38, >D8, >8C, >06 S1DES
DATA 2C0, >01, >90, 206, >C0, >FF, 224, 206 BULLETS

DATA >CO, 201, >968: >04, >C0, >01, >2C, >08, >D0 TWD MONSTERS
3696 3036 36 3030 0 35369030 36 30 S0 9 36 3 36 340303035 336 3 30 33036 0 3035 36 3096 3 36 230 36 36 SIS0 I 30 B 26 S0 30 3 2 3R OE S B OE

# DEFINE CHARS FOR SCREEN *
Fe 646 S0 30 30 3045 36 90 35 36 35 38 3635 96 3 3 3 35 45 35 098 3 35 3000 3036 2 30 30 30 36 S0 H 3036 36 31 35 30 338 S 3000 S0 SIS H K3

ULCORN DATA >FF, >C0, >A0, >90, 588, >84, >82, >81 CHAR O

VERTBN DATA >81,>81, >81, >81, >81, >81, >81, >81 CHAR 1

HORZBN DATA >FF,0.0.0,0.0,0,>FF CHAR 2

URCORN DATA DFF,>03, 5.9, >11, >21, >41, >81 CHAR 3

SOLID DATA >FF, >FF, >FF, >FF, >FF, >FF, >FF, >FF CHAR 4

BLANK DATA >00. 200, >00Q, >00, 200, >00, >00, >Q0 CHAR 5 AND CHAR 268

LLCORN DATA 81, >82, 84, >88, >70, >A0,; >C0, >FF CHAR &

LRCORN DATA >81.2>41,2>21, >11, 209, >035, >03: >FF CHAR 7

WGAGE1 DATA 200, >FF., >FF, >FF. >FF, >FF, >FF. 200 CHAR 8 WATER GAGE 1

WGAGE2 DATA >00. >FE, >FE, >FE. >FE, >FE, >FE. >00 CHAR @ WATER GAGE 2

WGAGE3 DATA >00.>FC, >FC, >FC, >FC, >FC, >FC, >00 CHAR 10 WATER GAGE 3

WGAGE4 DATA >00. >F8., >F8, >F8., >FB8, >F8, >F8, >00 CHAR 11 WATER GAGE 4
" WGAGES DATA >00. >F0, >F0, >F0, >F0: >F0, >F0, >00 CHAR 12 WATER GAGE U

WGAGES DATA >00, 2EQ, 2EQ, >EQ, >EOQ, >EOQ, >E0, >00 CHAR 13 WATER GAGE &

WGAGEY DATA >00, >C0, >C0, >C0, >C0, >C0. >C0, 200 CHAR 14 WATER GAGE 7

WGAGEB DATA >00, >80, >80, >80, >80, >80, >80, >00 CHAR 15 WATER GAGE 8

WGAGE? DATA >C0, >00, 200, >00, »00, >00C, >00, >00 CHAR 1& WATER GAGE 9

CONSOL DATYA >FF, >FF, >FF. >FF, >FF, >FF, >FF, >FF CHAR 17 CONSOLE FILL CHAR
#3434

##i# THAT WAS 144 BYTES

Lt

363836 38 38 3530 30 36 38 3548 H 336 30 25 36 3035 94 96 3696 35 28 98 546 T 2036 98 35 353 S5 3530 3698 36 36 38 3 35 36 3 36 J5 34 36 3600 3 304 30 S M S0 6 S 30

###% THESE NEXT SIX CHARACTERS 60 INTO PDT e>8C0 (CHAR SET 3) #
FR TR I T SR R I SR RIS R IR R RS R

CREWP DATA 201,301, >01, >03, >07, >0F, >0B, >0B THIS SPRITE
DATA >0B, >0B, >07, >0&, 206, 206, 206, >0C CREW FIRING
DATA >80, >80, >20, >90, >D0, >FQ. >BO, >80 AWAY FROM ME

DATA >80, >80, >C0, >C0, >C0, >C0, >C0, 260
LGAGE DATA 201,201,201, >01, 201, >01, >01, >01% CHAR 28 LEFT GAGE BORDER
RGAGCE DATA >80, >80, >80, >80, >80, >80, >80, >B0 CHAR 29 RIGHT GAGE BORDER
B A B 08 0 S 3 B 2 3R I B S S 3 33 R IR SR I I B S RS
##%% THESE NEXT 3 CHARACTERS GO INTO PDT e>AD8 (CHAR SET 11)#
303303 3 IS O3 B B A B A S 6 S 3 SR 330 I S0 40 3 304 30 300 0 S 3R SR S
AUMEL DATA >00, >88, >00, >20., >50, >F8, >848, >88 CHAR >35B A UMLAUT
ouML DATA >00, >88, >00, >70, >88, >88, >88, >70 CHAR >5C 0 UMLAUT
UUML. DATA >00, 288, >00, >%20, >70, 290, >70, >4B CHAR >5D 0 UMLAUT
AUMLS DATA >C0, 320,200, 220, >50, >F8, >88, >88 CHAR >UE A UMLAUT SWEDE

_ FR IR 36 39 F6 3 30 3 30 30 3F 3136 30 40 36 030 30 46 3 30 3 353 3 36 36 5 336 30 35 3 35 366 36 36 36 3 26 H0 30 3046 36 36 36 F0 36 36 6 36 0 30 N

###x THESE NEXT 3 CHARACTERS GO INTO PDT e>B0OO (CHAR SET 12)#

R T R e s s s S TNy s s ]
TGAGE1 DATA 200, >FF. >FF, >FF, >FF, >FF, >FF, >00 CHAR 96 TEMP. GAGE 1
TGAGEZ2 DATA 00, >00, 200, >00, 200, >00, >00, >00 CHAR 97 TEMP. GAGE 2



Directory/File ManagerCV1, O3

REDSGR DATA

DATE=

>FF. >FF, >FF, >FF, >FF, >FF, >FF, >FF

o4 30 30 36 30 30 3030 36 96 36 H3F 36 J6 36 36 36 30 30 30 308 40 3 36 90 98 90 36 30 34 305090 3SR

# QUN, BULLET DEFINITIONS (22X,

UNMAG) =

FE35 90 336 3 35 35 38 303040 38 46 36 30 30 3 36 36 36 40 SE 4 S 30 36 30 30 30 B 0 EEIE 6

&/ 3783

TIME=14: 1:10 PAGE 14
PCD1. Z. PROC. MODONG4

CHAR 98 RED SGUARE

GUNS DATA >00, >00, >00, >00, >Q0, >00, >00, >00 WILL BE CHAR >80
DATA >1F,>0B, >04, >07, >02, >03, >01. >01 THIS SPRITE
DATA 200, >00, >00, >00, >00, >00, >00, >00
DATA >F8, >DO0, >20, >EQ., >40, >C0, >80, >80 TGP GUN

#*
DATA 201, >01, >03, >02, >07, >04, >0B., >1F THIS SPRITE (IF USED)
DATA >00, >00, >00. >00, 200, >00, >00, >00 WILL BE CHAR >84
DATA >80, >80, >C0, >»40, >EO0, >20, >D0, >F8 BOTTOM GUN
DATA 200, >00, >00,: >00, >00, >00, >00, >00

#
DATA 200, >00, >00, >80, >C0, >B0O, >DC, >D7 THIS SPRITE (IF USED)
DATA >D7.>DC, >B0O, >C0, >80, >00, >00, >00 WILL BE CHAR >88
DATA >00, >00. >00, >00, 200, >00, >00, >00 LEFT GUN
DATA >00, 200, 200, 200, >00, >00, >00. >00

*
DATA >00, >00, >00, >00, >00, >00, >00, >00 THIS SPRITE
DATA 200,200, >00,0:0,0.0. 0 WILL BE CHAR >8C
DATA >00, >00, >00, >01, >03, >0D, >3B, >EB RIGHT GUN
PATA >EB, >38, >0D, »03, >01., >00, >00, >00

#*
DATA >00, 200, >00, >00, >00, 201, >01, >01 THIS SPRITE (IF USED)
DATA 201, >01. >01. >00, >00, >00, >00, >00 WILL BE CHAR >%90
DATA 2>00, >00, >00, >00, 00, >00, >00, >00 UP DOWN BULLET
DATA 200, >00, >00, >00, 200, >00, >00. >00

*
DATA >00, 200, >00, >00, >00, 200, >00, 207 THIS SPRITE
DATA >00, >00, >00, >00, >00, >00. 00, >00 WILL BE CHAR >94
DATA >00.>00, >00, >00, >00, >00, >00, >EO RIGHT LEFT BULLET
DATA ©,0,0,0,C¢.0,0,0

i THAT WAS 192 BYTES OF THE SIX STATIC SPRITES

33646 3090 30 3630 3040 036 420 38 30 26 S 430 S04 40 I 3090 SR I I E U SO 2 I IR IR IR SRS SR SR R I SRS S I R S R

* START oF vV DP SOUND LI &S8TES *

T3 630 I S I3 I I 00 30300 0 R 3 B R I 230 3 I S I B 3 S I S

FIRSND DATA 4, >94A, >BF, >DF, >FF, 1 21000 - >105B 94 BYTES
DATA 3, >8F, >28, >%4A,
DATA 3. >8F, >24, >9%,
DATA 3, >8F, >20, >98,
DATA 3, >8F, >1C, >97,
DATA 3, »8F, >18, >96,
DATA 3, >8F, >14, >93,
DATA 3. >8F, >10, >94, 1
DATA 3. >8F, >QC, >3, 1
DATA 3, >8F, >0A, >92, 1
‘DATA 3, >8F, >0C, 293, 1
DATA 3, >8F, >10, >94, %
DATA 3, >8F, >14, 395, 1
DATA 3, >8F, >18, >9&, 1
DATA 3, 28F, >1C, 297, 1
DATA 3, >8F, >20,2>98, 1
DATA 3, 28F, >24, 299, 1
DATA 3, >8F, >28, >?A. 1
DATA 1.29F, 0

ORIGINALLY
2?4 BYTES

L el ]

#
EXPSND DATA 7, >9F, >BF, >DF, >E7. >F0, >C0, >07, 5 >105B - >1091




Directory/File ManagertVi. 0]

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

*

TNKSND DATA
DATA
DATA

*

WLKSND DATA
DATA
DATA

+*

SNDOFF DATA

35

ZYCSND DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

3+

ZYGSND DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

" ,

HITSND DATA
DATA
DATA

+*

GAGSND DATA
DATA
DATA
DATA
DATA
DATA

1,>F1. 4
1, >Fa2,7
1, >F3, 8
1,>F4, 9
1,>F5, 10
1. >F4A, 11
1,>F7, 12
1,.2F8, 13
1, >F9, 14
i, >Fa, 15
1,>FB, 16
1,>FC, 17
1.>FD, 18
1. >FE: 30
1,>FF, 0

4, >9F . >BA, >DF, >FF, 1
3. >A%9, >3F, >B2, 4

1,>BF, 0

4, >9F, >BA, >DF, >FF. 1
3, >A0, >0E, >B4, 1

1, >BF., O

4. >9F, >BF, >DF, >FF, 0

4, >9F, >BF, >DF, >FA, 1

2, >E4, >FE. 4
2, >E4, >FC., 4
2, >E4, >FA. 4
2, >E4, >FB. 4
2, >E4, >F6, 3
< 2E4, >F4, 3
2, 2E4, >F2, 3
2, >E4, >F0, 3
1, >FF, O

4, >9F, >BF. >DF, >FA, 1

2, >E4, >F0, 2
2, >E4, >F2, 2
2: >E4, >F4, 2
2, 2E4, >F64, 2
2, >E4, >F8. 3
2, >E4, >FA, 3
2/, >E4, >FC, 3
2, >E4, >FE, 3
1,>FF, 0

4. >9F, >BF, >DF, >FA, 1

2: 2E5, >F0, 1
1, >FF. 0

4, >9A, >BF, >DF, >FF, 1
3, >86, >0D, >90, 4
3, >86, >0D, 293, 5
3: 286, 20D, 76, 6
3, 586, >0D, >99, 7
3, >86, >0D, >9C, 8

DATE= &/ 3/83 TIME=14: 1:11 PAGE 19

PCD1. Z. PROC. MOONG4

24 BYTES

TANK MOVING SOUND
i4 BYTES >1092 - >1099

CREW MOVING SOUND 14 BYTES

TURN ALL SOUNDS OFF & BYTES

ZYGONAUGHT COMING SOUND
41 BYTES

ZYGONAUGHT COMING SDUND
41 BYTES

13 BYTES

WATER GAGE FULL SOUND

3% BYTES



Directory/File Manager[V1. Q1

- %

BONSND

DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
END

3, >8B6, >0D, >9E, 9
1:29F: 0

4, >9A, >BF, >DF, >FF, 1
3,287, 224, 290, 4

3. >87, >2A, 293. 5

3, 287, >2A, 296, &

3, 287, >2A, 299, 7

3, 287, >2A, >9(, 8

3, 287, >2A, »9E., 9
1,29F, 0

DATE= &/ 3/83

TIME=14; 1:11

PAGE

16

PCD1. Z. PROC. MOONG4

BONUS POINTS SOUND

39 BYTES




Directory/File ManageriVi. 0] DATE= &/ 3/83 TIME=14: 1:12 PAGE 1
PCDi. Z. PROC. MOONGS

PAGE
GROM 3

- Vo 3 36 A I I W U WA I W SRR 3 B M A I 2 IR 6 IR I R 3 IR IR IE I IR 36 2R 0 26 6 9 M 26 20 6 IE 3696 36 2 I T

#* THIS GROM RESERVETD FOR SPEECH DATA®
A BRI SISO I I 30 30 I 3 I IR S0 SRS 3 S I R SRS 3R 3 S 3 S I SIS RS

* ADVANCE TO NEW LEVEL 1

DATA #270C
DATA 241, >8F, >Cé, >DC, 237, 259, >467, >BD ADVANCE T
DATA DEA: 249, 217, >C6. >AC, 228, >19, >47 ADVANCE T
DATA 293, >59. >5E, >AB, >78, 393, >55, >&3 ADVANCE T
DATA 2>1B. >A9: >16, 2E1, >76: >8D, >E3, >95 ADVANCE T
DATA 244, >958, >39, >2D ADVANCE T
DATA &4, 204, >6A, >9E, JES, 3708, >E8, 239 ADVANCE T
DATA >2AB, >79, >B7, >E2, >Al1, 597, 268, >61 ADVANCE T
DATA 29D, >764, 2864, >54, >4A, >B8. >8D, >CB ADVANCE T
DATA 229, >4A, >C9, >11, >BA, >26, >A7, 528 ADVANCE T
DATa 2>B%, >85, >E9, >B8 ADVANCE T
DATA 292, >2C, >18, >D?, >49, >99, >48, >8D ADVANCE T
DATA >24, >00, >AD, >32, >04, >60, >49, >BA ADVANCE T
DATA 200, >Bé&, 249, 245, >80, >08, >EE, >00 ADVANCE T
DATA 2>0&, 218, 236, >DD, 201, 3C7, >%24, 206 ADVANCE T
DATA 2>BS, >67. 2E7: 2BO ADVANCE T
DATA >77:>1A: >B4, >68, >3C, >2A, XDE: >5D ADVANCE T
DATA >Da, >A2, >0F, >77, >3F, >A7, >41, >8B ADVANCE T
DATA  >3%9, >5C, >E3, >9C. >34, >2D, >5A, 8B ADVANCE T
DATA >88.>55, >B2, >B4, >12. >DD, >CC, >5B ) ADVANCE T
DATA 2F1,>D&, 296, »5A ADVANCE T
DATA >B3, >AB, >CB, >D8, >D9, >6A, >33, >6A ADVANCE T

U DATA >13, >0D, >7F, >27. >44, 2C9, DDE, >34 ADVANCE T

- DATA 23D, 395, 232, >285, >F7, >72, >D7. >70 ADVANCE T
DATA 8B, >80, >EE, >46, >39, >80, >01, >04 ADVANCE T
DATA 74, >51, >Aé, >80 ADVANCE T
DATA 263, >4D, »3D: >CQ, 234, 263, >38, >D8 ADVANCE T
DATA >2&, 271, 250, B3, >1F, >A7, >7C, >C7 ADVANCE T
DATA 5%, >2B, >4, >B5, 595, >54, >A7, >74 ADVANCE T
DATA 2>EB. >DE. >77. 248, >AF, >DC, >A%, >0F ADVANCE T
DATA >3D. >84, 204, 2A9 ADVANCE T
DATA 293, >33, >F4, >10, >24, 223, >37, >49 ADVANCE T
DATA 531, >7C. >AC, >14, >5A, >D9. >»48, >57 ADVANCE T
LDATA  22C, >BGC, >34, >D2, 232, >DD, >94, >09 ADVANCE T
DATA 2>B2, 256, >ES, >1D, >E7, >A8, »>35, >22 ADVANCE T
DATA 231, >4A, 294,528 ADVANCE T
DATA 24F, >B3, 266, 23A, 294, 2AE, >3C, 2CD ADVANCE T
DATA 292, >EL, >98. >D%, >32, >0F, >AB, >A4 ADVANCE T
DATA  2ED, 207 ) ADVANCE T

#* BONUS POINTE CAINED! 2

DATA #222
DATA >49, 255, >A%, >B2, >EB: »18, >»17, >D5 ' BONUS POI
DATA >AS: >0A, 2AE, 243, >DC, >34, >1F, >24A BONUS POIX
DATA >94, >CF, >49, >57, >BR, >D2, >C95, >Cé BONUS POI
DATA 267, 253, >Al.: >DE, >74, >12, 297, >04 BONUS POI
DATA 2B7,5&7, 224, 22E BONUS POI
DATA >9C, 232, >&61, >A&, 293, >38, >F1, >C5 BONUS POI
DATA >84, >6B, >Bb&, 62, 2C7, 267,217, 24E BONUS POI
DATA >EB. >4C, >BC, >68, >80, >E2, >CA, >14 BONUS POIX
DATA >50. >74, 228, >03, >0A, 2746, 703, >02 BONUS POI
DATA 204,213, 2646, 200 BONUS POIX

DATA }E7:}DD{}OB;}BO.}96:>EB-}D11}F5 BONUS POI




Directory/File Manager{Vi. 01l

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
EXTRA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
@ooD
DATA
DATA
DATA
DATA
DATA
DATA
DATA

220, 213, »6B, >3B, >C5, >F0, >49, >C2
>B8, >A2, »236, 223, 245, >77, >97, >BE
>D2, >8C, >12. >D5, >2GC. >5B, >4E, >33
2A2: 217, 2F3, >7A

>Cé, 246, 57, >D&: >Db, >DB, 2469, 233
>5D, 203, >FO, >F2, >BO, >4B, >75, >05
>1C, >EQ, >CE, >80, >EC, >4D, >39, >80
>80, 229, >44A, >31, >10, >94, >DS5, >4A
>93, 293, >49, >51

>5A, >14, >FS, >7E, >C7: >4D, >CE, >54
>AA, 536, >DD, >4C, >A%, >49, >2D, >89
>47, 387, 292, >2A, >55: >AS, >AA: >59
2CF, >AbL, >B3, 2B2, 294, 2EC, >74, 226
>C2, >84, >1A, >3E

>CD, >58, >33, >DB, >48, >F9, >15, >75
>42, 31D, >464, >33, >9E, 355, >91, >8%
>%0, 263, >AS5, >AB, >18, >39, >25, >54
2E4, >A8, >34, >A2, >24, 598, >31, >3A
»AA, 28D, >63, >64

>2A,: >1F, >EE, >6A, >B4, >1F

CREW MEMBER!

#200

>4%, >2B, >CT, >5D, >62, >D3, >34, >2D
267, >33, ZED, 276, >DA: >2D5, >AA, >36
>BS, >Ak, >54. >F7, >50, >6A, 280, >Dé&
>4A, 205, >F0, 273, >3A, 202, 57E, >4F
>E3, >40, >00, >%C

>F1, >0A, >42, DEE, >D3, >13, >&6E, >3B
>09, >39. >864, >2%, >98, >DB, >22, >85
»&C, >1E, >1A, >B5, >AB, >18, >25, >30
>40, >18, >ES, >0E, »28, »4Al1, >C3, >01
225, 24F, 2235, >Ab

>AL, J2E, 263, >32, >32, >D8, >98, >33
»>3%, >28, >F1, >EO0, >42, >0A, >37, >8D
»CA, 593, >EB, >7C, >10, >82, >96, >2C
>D5S, 468, >4, 2B2, >446, >3B., >DR, SE3
»>04, >D%?, >18, >DD

>E2, >90., >3A, >94, >EQ. >CD, >33, >CA
»EE,; >D2, >52, >34, >F3, >48, >25, >4B
>4F, >D1. >CD, >B3, >E4, >0C, >23, >24
>0B, >F3. >B4, >EB, >4C, >E5, >74, >5C
>2B, >89, >33, >A5

2B7, X201, >29, 2C7, 2CA, >14, >41, >3F
2A3%, >1C, >3%, >CB, >58, >D3, >B4, >48
>12, 26C, >3B, 223, >43, >Ab, 244, >B2
>&D. >E1, 4%, >DD. >AA. >C1., >B1, >9%5
>BB, 264, >AB, >05

»D7. 3735, >AA, >90, >8BE, >EB, >5C, >DB
>B%, >52, >2B, >BA, >71, >5D, >41, >0D
>BE, >28, >D2, >7E
SHOT, CAPTAIN

#217

74K, >1D, 2Bl, >C3, >2C, >45, >03, >35
»%5A, 288, >90, >8B, >33, 295, >21, >65
>1B, >16, 232, >B1, >97, >98, >5D, >98
>D%?, >Cé, 219, >42, >B1L, >EE. >E&, ZEB
>C4, >48, >54A, >B4

>&7, 236, 258, >A3, >44, >AC, >E1, >99

DATE= &/ 3/83

TIME=14: 1:13

PAGE

2

PCD1. Z. PROC. MOONGS

BONUS
BONUS
BONUS
BONUS
BONUS
BONUS
BONUS
BONUS
BOANUS
BONUS
BONUS
BONUS
BONUS
BONUS
BONUS
BONUS
BONUS
BONUS
BONUS
BUNUS
3

EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
EXTRA
4

&a0D
c00D
G00D
G0OD
600D
Gaoap

POI
POI
POI
POI
POI
POI
POIX
POI
POI
PO1
POI
POI
POI
POI
POI
POI
PO1
POI
POI
POI

CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE
CRE

SHOT
SHOT
SHOT
SHOT
SHOT
SHOT



Directory/File ManagerIVi, 01

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>74, 214, >D0, »21, >19, >01, >FE, >1E
>73, 2C0, >5F, >17, 208, >F8, >F3, >54
>01., >7F, 3AE, >1A, >EQ. >CF. >B5, >21
>89, >1D, >6E, >3A

>71, 297, >98, >52, >99, >DA, >D9, >59
>7C, >48, >53, >%E, >A5, >64, >70.: >BE
>94, >44, >8C, >92, 221, 84, >94, 2E9
>D1, >&E, >98, >E2, >5B, >84, >67, >2A
>49, >44A, >28, >61

>BA, >CD, >8&, >00, >41, >84, »12, >&0
>2A, 255, 203, >2C, >11, >84, >80, >20
>42, >13, >90, >BS, >8D, >03, >BA, >7&6
>4A: >FA >48, DAL, >a5, 225, TA4: X377
>A%, >78, >44, >84

>E2: 2646, >C7, >1A, >ES, >D1, >BA, 283
>25, >822, >BR, >88, >A8, 204, »40, 340
>74,: >AE, >40, >80, >41, >DD, >93, >EE
>B4, >A7, >F7, 224, >2E, >7A, >50, >9E
>%4, >AF, >2A, PEQ

>DE, >B8, >7B, >AC, >2C., >»A7, >19, >ED
>1D, >51, >8C, >8C, >64: >84, >BD, >B%
>B8, >56&, >9A, PE&, >F&: 294, DE2, >5A
>48, >42, »F8, >78,: >94: >13, A5, 08
>1iD, >E7, >A&4, >4E

>1E, 200

* MONSTER DESTROYED

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

#210

244, >D3S, >35C, >BB, >BS, >9C. >1A, >D3
>48, >18B, >E3, >F2, >2D1, >74, >5F, >87
>43, 253, 2F1, >D4, >A7, >3A, >54, >17
>D3. >D?, >D3, >49, >50, >8C, >8C, >17
293, >44, >46, >35

>Dé, 2D3, 230, 2BC, >08. >20, 229, >34
>01, >14, >53, >2E, >80, >E%, >(B, >08
»30, >B9.: >08, >28, >EQ, >85, >B0, >22
>15, 2EF, D24, >51, 555, BB, >D4, >25
>A3, 264, >4D, 229

290, 291, >»A4, >96, >D4, >E2, »32, >8C
>5C, >49, 297, >8B, >34, >8D, >A4, >F8
»D9, >51, >C0, >76, >E1, >1A: 250, >C0
>F0, 2EL, 20A, >D8, >3E, 24D, 200, >2F
296, >0B, >E0, >D7

>34, 204, 2FC, >2E&, >Ab6, 280, >Ba, >3C
>0D. >3Q, >FA, >44, 231, 25D, 277, >D7
»E4, >74A, >DD, >98, >FA, >D4, >97, >EE
244, 299, >CB, »485, >D?. >FA, >34, >BA
>39, >AC, >78, >352

>43, >C7) 249, >73, >5B2, >72, >09: >5F
>AS, >C5, >89, >DE, >3C, 2B2, >99, >24
>37, >78, >80, >DB, >50, >1A, >5C, >A7
>AD, >AB, >%6. >89, >72, >BD, >52, >4B
>39B, >A9, 2C8, >BS

228, 222, 2C3: 21Dy >1B, >ES, 28B4, 214
>D7, >B0O, >CD, >8C, >9E, >44A, >94, >DE
>09, >D3, >47.: >EE, >30. >9C, >38, >44
>1F, 2AS, >22, >A0, >9D,: >3C

# WAY TO GO, CAPTAIN

DATA

#222

DATE= &/ 3/83

TIME=14: 1:14 PAGE 3
PCD1. Z. PROC. MOONGS

GoaD SHAT
GO0OD SHOT
CDOD SHOT
co0D SHOT
600D SHOT
600D SHOT
GQ0aOD SHOT
600D SHOT
600D SHOT
@00n SHOT
GO0OD SHOT
GO0D SHOT
a00D SHOT
GOOD SHOT
eOoD SHOT
Q00D SHOT
G00D SHOT
G00D SHOT
¢00D SHOT
600D SHOT
600D SHOT
c00D SHOT
600D SHOT
600D SHOT
600D SHOT
g S

MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MOMNSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
&
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Directory/File Manager[V1. 01

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>44A, >E2, >27, >C4, >BC, >ED, >16, >4D
>E7, 252, »95, >AD, >BA, >B4, >10, >DC
>4C, >D7, >EE: >51, >4B, >34, >33, >5B
>A7. 243, >49, >56, >23: PEb, >E4, 14
>B5S, >6B, >27, >97

>B2, >B3.: >E4, »1A, >4C, >22, >DF, >F1
>90, >BA, >1é, 2AE, >38, 247, >4A, >FS
>1A, 2F2, 52D, >E%, 220, 295, >F3, >AE
>CA: 272, 21C, 200, >67. >BC, >96. 2D8
>B3, >73, >D8, >3B

>3D, 262, >34, >1E, >13, >EF, >EE, >88
>D1, >87, >BB, >9F, >D3, >23, >C5, >1C
ZARE, 71, Z4E, 576, >1C, »52, >B8.: >D?
239, 259, >44, >0C, >11, >2A, 26D, 277
>68, >31, >A4, 218

26D, 295, 366, >78, >1F.: >E1, 272, >51
>93: >E%. >82, >5%, >D8, >4B, >75, >Ab
>B3. >AA, 223, >&F, >1B, 220, >01, >39
>DB, >38, >A0, >4B, >A7, >A4, >8F, >14
SOA; 256, 262, F9A

>99. >8A, 247, >44, >28, P6E, 276, 2AC
>91, >1E, >AD, >38, >58, >22, >B8, >BB
>88: 26A, 200, 204, >44, 2E7, 20A, 206
>18, >D4, >3D, >E?, >4E., 578, >7A, 3AF
>E2, >A2, 207, DES

>&9, F9, >AA, 92, >EE, 8D, >BB. >C7
»>CA, D72, 594, >D1, DDE, 211, >C5, >C8
>468, >44, >D8, >9B, >8R, »&B, >AS5, 2469
>&E, >6F, 229 >AE, >B3, >24A, >84, >BF
FA7, 239, 211, 20A

>BS: 219, >9D, >2D, >FB, >01

* LASERS OVERHEATED

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
PATA
DATA
DATA
DATA

#290

»C2, >E4. >2E, >C3, >2F, 269, 207, >53
>FA, 28C, >F8, >52, >12, 274, 543, >C3
>FD. 2C7, 249, >D3. >4A. 234, >%1., >4B
»>27, >5B, >3B, >8A, >F1, >6A, >BA, >AB
>65, >A%, >2D9, >48

>E4, >BD) >9A, 2A5, 214, >A3, >56, 2F5
>BA, >94A, >5C, >92, >AA, DEE, >D1, >04A
»B2, 557, >16.: >1%, >B3, >D8, >A8, >3F
>AB, >B8, >B4, >3D, >A3, >7C, >5F, >62
>EC, >392, >9B, >D0

>0, 2AA, 2A9, >D7, 361, >42, >CE, >2E
>Al, >19, >B7, >0%, 2B 23A: XA7, 264
>DD, 222, 2E4, 266, 212: 21A, 271, >BA
>358, >AA, 22A, 267, >C4, 22E, >52, >Bé&
>1A, 1A, >15, 220

>ChA, >44, >FE., >B%, >CD, >D5, >&8. >2B
>2F9, 207,277,211, 291, >BD, >14, >11
>DC, 245, >»44, >Bb6, »D2, 282, >2F, >0D
>FB. 2348, 293, >5F, >5A, 20C, >A5, 2CE
>68.: >A7, 2A9, >Bé

>BA, >9B., >8F, >DR, >A4, 294, ZEA, 366
>32, 276, >8D, >EE, >94, >9B, >8B, >B?
>31: >0A, 262, Z2E, >&1., ZEE, >2C, >48
>AE, >BE8, >14, >9B, >72, >A2, >FA, >Al
>B2, >94, >4D. >8A

DATE= &/ 3/83

TIME=14: 1:19

PCD1. Z.

WAY
WAy
Way
WAY
WaY
WAY
WAY
WAY
WAY
WaY
WAY
way
WAaY
WAY
WAY
WAy
WAY
WAY
Way
Way
Way
WAY
WAY
WAY
Way
WAY
WAY
WAY
WAY
WAY
WAY

TO
TO
TO
T4
T0
TO
TO
T4
TO
TO
TO
TO
TO
TO
TaQ
TO
TO
TO
TO
TO
T0
TO
TO
TO
TO
TO
TO
TO
TO
70
TO

LLASERS
LASERS
LASERE
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LABERS
LASERS
LASERS
LASERS
LASERS
LASERS

FAGE 4
PROC. MOONGS

&0
GO
G0
co
GO0
GO
GO
&0
cO
G0
GO
0
o{n)
en
G0
0
G0
c0
GO
GU
60
G0
G0
c0
eln)
co
GO
GO
G0
60
60

ov
ov
av
ov
ov
ov
ov
ov
ov
ov
ov
ov
ov
ov
av
ov
ov
ov
av
ov
ov
ov
ov
ov
ov



Directory/File ManageriVi. 0l DATE= &/ 3/83

DATA
DATA
- DATA
: DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>&2, >B3, >C4, >6B, >D7, >49. >84A, >0D
212, 2EF, >89, 227, 2A%, >CD, >24, >A4
>98, >94, >AQ, >9F, >DE, >AA, >10, >94
>9D, >36, >2C, >61, >E4, >38, >46E, >4A
277, >2C, >D9, >4D

>AB, >A%, >33, >2%, >5A, >BE, >E2, >A4
>CE., >28, >68, >B5, >8A, >835, >&E, >98
>Ch, >64, >2%, >42, 340, >D3, >E?: >16
>10, >C0O, >4E, >4E, >C5, >CD, >Cé, >2C
>FC, 215, >38, >57

>A&, >E8, >k, 262, >6C, >BD, >E4, >79
>ED. 291, >7%, >84, >4D, >3C, >54, >22
*93: D& 212, 04%, DF2, JA4E, >CA» 21D
>DA, 218, >D1, >A%, 249, >9D, >2A, 261
>16, 225, >AA, PF2

>8A, >1E

#* MONSTER DAMAGED SHIP

DATA
DATA
DATA
DATA
DATA
PATA
DATA
DATA
DATA
DATA
DATA
o DATA
- DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

#233

>4C, >91, >b2, >B7, >24, >DD, >24, >C3
>4B, >5%, >63: >F7, >93, >74, >D3, >34
>4D, 247, 371, >D%, 284, PEA, 372, >FA
>0B, >3%, >E%, >44A, >51, >A2, >3&, >0B
>335, 287, 2351, 2461

>40, >37, 321, 202, >98, >71, >42, >00

>27. >Ab6, 221, >A0, 251, >37, 207, >1C
>E3, >DE, >84, >EE, >54, >4D, >BD. >&E
>13, >72, 276, 209, >CD, >BB, >4D, >C8
»D5, 239, 225, >EB

>16, 221, 237, 293, >D0, >88, >33, >C4
>92, 295, 239, >23, >Bb, >50, >35, >F2
>AB, >74, >D1, >5C, >23, >BA, >D7, >56&
>F%.: >A5, >34, >2AB, >5D, >5D, >6A, >2B
>61, >D4, >C3, >E4

>AB, >B3S, >86, 26%, >8D, >EA: >A3, >96
>9C, 26E, 251, >BA, >87, 29A, >4A, 298
>6%9, D>CA, >4B, >6A, 374, 314, >89, 395
22C, >a%, >C9, >92, >17, 245, >B2, >A2
>44, >AF. >E1, 232

>71, >9B. >52, >84, >7B, >Eé&, >3A, >AE
>04A, 2D3, 298, >C9, J8E, >32, >78, >4E
>3F, >4a, >C4, 2C4, >DC, >22, >&60, >89
»>0C, >01, >FC, >B9, >26, >80, >3F, >33
»10, >BG, >B9. 238

208, 260, >98, >08, 201, >FC, >Eé&, >Al
>80, >BF, >42, > 14, >F0, >F7, >AB, >01
>FE. >DE, >34, >C0, >DF. >AF., >04. >D8
>4%, >A0, >1%, >45, >AB, >59, >4E, >DC
244, >25, >4D, >99

>B1, 371, >95, 22D, >BC, >B9, >D3, >DA
>03, >00, >06, >F0: >92, 229, 201, >0A
>3C, >00

# MONSTER ATTACKED CREW!

DATA
. DATA
: DATA
DATA
DATA
DATA

#2177

>46, 391, >D2, 5B7, >24. >DD, >38, >CS
>4B, >59, >&63, >F7, 295, >74, >D3, >5A
>4D: X847, >71, >D&, >9B, >b&b, 58 >AR
>E%?, >28, >1E, >AA, >6B, >AD, >Ab&, A3
>78, 228, >2E, >A7

TIME=14:

1:16
PCD1. Z.

LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
8

MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER

MOMSTER

MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MOGNSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
9

MONSTER
MONSTER
MONSTER
MONSTER
MONETER

PAGE

5

PROC. MOOGNGS

ov
oV
ov
ov
av
av
av
av
av
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av
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Directory/File Manager[V1. Q1] DATE= &/ 3/83

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>B9, 295, 293, 226, 245, >&D, >146, XbA
>4E, >A2, >80, 200, >12: >AA; 209, 230
>E3: 204, 501, >A&L, 220, 205, >07, >34
>EA, 216, 200, 223, >A2, 207, >97, >B3
>4B, >68, >C&4, 21D

>5C, >AE, >CE., >2%9, >89, >77.>71, >B9
272, >84, >46, >9C, >C1, 298, >64, >D1
>3E, D6, >AA, 23C, >F4. >10, >3D, >3C
»CF, >C9, 232, >44, 570, >67, >5B, >3B
>C8, >98, >2A2, >54

285, 264, >80, >03, >AA, >AE, 230, >C0
>4C, >E&, 2435, ZED, 241, >43, >DA, >E1
+0C, 7CD, >6%35, »CF, >4C, >76, 7BC: >F4
>D2, >CD. >DC, >C7, 2CD, 2D35, >B7: >16
>0D,; >04; >4C, >51

>8A, 200, 32D, >5C, >09, 340, >BS, >58
200, >Ab, >4B, 209, 204, >4C, >51, 20A
>02, >F0, >C3, >CD, >00, >BE, >95, >28
220, >95, >4E, >C3, 2ED, >30. >16, 228
>4E., >1A: >1F, 244

>70, 251, >C4, »EE, >5C. >E7, 298, 2460
>A3: D6B. >7B, >CF, 2E9. >822, >31, >73
~»B2: >2C, >DB, >B8, >C%?, >30Q, >D%, >23
264, >AB, >46, >3B, >DaA, >CE. >51, >Cb
>DD. >B2, >2B, >5B

>47, >5A, >0F. >00

CREW MEMBER LOST

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

#1353

>04, >B0Q, 2C7, 253, >00, >39, 257, >2A
220, >Dé&, >46%9, 207, >A4, >Db, 259, >14
>&7, >3D, >CD, >A3, >5&, 257, >BA, >9C
264, ZAF, >A4, 2DA, 239, 24E, 294, 292
>14, >4, >54, >3B

>C7, >2C%, 272, 296, 287, >1C, >A3, >BB

>6B, >3%, >DD, >CA, >30, >BC, >73, >0F .

>B&. BA, >49, >D1. >C&, >BD, >34, DZE
>47, >G5, >2B, >41, >F5, >D2, >D4, >35
>DC, >2&, >C35, >54

>8B, >20, >4A, >D2, >14, >95, 222, >2A
>BA, >4E, >57, >8A, 242, >&D, >A5, >C7
>D%, 2F 6, >AA, 2D4, >B4, 21E, 274, >1B
>2F: >435, >5E, >C%, >34, >BA, >39, >2C
>97, 238, >495, 254

>C?, >B4, >BA, >33, >9D, ZEC, >19, >2F
>&8, >35F, >23, 287, >2C, >80, >22, >32
>08, >D0Q. >4D, >39, 208, >10, >DO, >4D
38, 202, DAL, 229, 223, >C0, 254, 341
>08, >38, >5E, >195

>40, >00, >4%9, >B7, >28, >A0, >51, >3F
>78, 200

DETECTING UNKNOWN DBJECT

DATA
DATA
DATA
DATA
PATA
DATA
DATA

#287

>06, >AB, >34, >B2, >1%, 291, >BB, >79
>BS, >D5, >A2, 238, >E?, 2E9, >FB, 272
>8C, >2E, >82; >BB, >B8, >€8, >00, >70
>40, 2?1, >&6%9, Z0E, ZE8, >094, >BD: A7
>31, >58, >58, >A9

>EZ, >Al1, >D4, >AA, >A4, >DD, >4E, >AT

TIME=14: 1:17

PAGE

&

PCD1. Z. PROC. MODNGS

MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
MONSTER
- MONSTER

>»3>»23>22>2>22>2»2>3>2>P22>P>2>2>3>PP>P >

10

CREW
CREW
CREW
CREW
CREW
CREW
CREW
CREW
CREW
CREW
CREW
CREW
CREW
CREW
CREW
CREW
CREW
CREW
CREW
CREW
CREW
CREW

11

MEMB
MEMB
MEMB
MEMB
MEMB
MEMB
MEMB
MEMB
MEMB
MEMB
MEMB
MEMB
MEMB
MEMB
MeEMB
MEMB
MEMB
MEMB
MEMB
MEMB
MEMH
MEMB

DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING




Directory/File Manager[V1. Q]

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>1C, >69, >24, >8B, >EQ. >2E, >22, >32
>00, >CQ, >00, >2B, >84, >34, >BE, >57
260, 288, >97, >D3, >C3: X2E, »35, >A?
279, >B3, >CA, >64

>%4, 263, 227, 206, 223, >A7, DEC, >19
>92, >898, >9D.: >FA, >44, DB2, >71, >4A
>D4, >96&, >D5, 20D, >31, >E9, >D1, >85
237, 2B3, >E2, >A4, >A7, >98, >EE, >D%
>BA, >87, >9E, >43 :

>86, >56, >31, >6A, >FA, >8B, >11, >51
>Ab, >28, 369, >Ch4, >7B. >78, >9A, >6C
>A7,>19. >Al, 2EF, >CE, >B1, >9D, >66
>B%: >BC, >3B, »C7, >71, >34, 2EQ, >F4
>1E, >9C, >b8, >49

>21, 2E3, 278, >B2, >ED, >Ab, >46, >EB
>6A, B2, 284, >B&, >SA, 242, >38, >E7
>30, >19, 26A, >F&, >61, DEA, >23, 267

‘>AB, >C9, >89, >99, 295, >93, >Ab, 324

2EB. >AE: >9E, >71

>B&, >9A, >5C, >98, >59, >3%, >69, >6A
>B2, >EE, >EA, >1%, 327, 2EB, >51., >F2
>78. >9B, >25, >A3, >59, >Al, >EF, >2E
>BE, 29C, >1E, 7264, 284, >67. >59, >32
>Ch, >Bb, JEQ, 229

>D4&, >24, >99, >AE, >74, >B8, >BE, >9C
>hE, »4E, >A3, >1B. >C1. >B0, >D21, >52
>71, >A2, 222, >93, >8B, >EA, >52, >97
>Ba2, 22D, 241, >7B, 2A&L, >14, >1E, >4E
>C0, >01, >D7, >BA

>37, >A7, >19, >35, >B7, >89, >D3, >&C
>17,>CC, >2B, >DB, >6A, >B4, >9D, >2D
>82, >BB., >88, >C8, >0&, >02, >18, >27
-0B, >00, >60. >80, 2A1, >C3, >18, >D0
>B4. >2B, >3C, >00

ZYGONAUT APPROACHING

#218 -

>4C, >FF, >BE, >3(C, >2C, >E4, >50, >5D
>EB, >49, >B7, >D1, >5D. >D7, >D4, >36
»CD, >D3.: >4C, >5D, >55, >B2, >34, >DF
>33, 26D, 2D5, >C9, >51, >52, >CE, >D4
>0A, >25, >4B, >C9

>D%?, >D4, >BB, >D4, >14, >B9?, >256, >8C
>DA. 236, >AC, >B4, >EC, >28, >54, >2D
>6%, 252, 254, 226, >8D. >2A, >DB, >43
>89, >4E, >DD, >7B, >95, >74, >3%, >68
>41. >C8, >58, >70

>92, >A8, >37, >23, >2A, >4B, >D7, >71
>34, >AC, >D0, >CA, >3D, >5A, >F 6, >B6
>46, 35D, >1D, >E3, >4C, >51, >AA, >42
>3%: 200, 234, >20, >01. 202, >44, >63
20C, >C3, >0E, >3E

»>3C, >&C, 2E2, >1A, >4B, >04, >77, >11
>%1, >0D, >C0, >80, >92, >2A, >0C, >10
>8A, >7B, >30, >6D, >E3, >74, >D7, >49
>C3, >74, >59, >D3, >D3, >AF, >36, >CB
>035, >CB, >F4, >9E

>5B, >6C, >1B, >2D, >A3, >BA, >Bé&, OBl
>44, >28, >55, >Al, >1A, >80, >00, >AA

DATE= &/ 3/83

TIME=14:

1:17 PAGE

7

PCD1. Z. PROC. MOONGS

DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
DETECTING
12

ZYGONAUT
ZYGONAUT
ZYCONAUT
ZYGONAUT
ZYGONAUT
ZYGONAUT
ZYGONAUT
ZYGONAUT
ZYCONAUT
ZYGONAUT
ZYGDNAUT
ZYGONAUT
ZYCONAUT
ZYGONAUT
IYGONAUT
ZYGONAUT
ZYGONAUT
ZYGONAUT
ZYGONAUT
ZYGONAUT
ZYGONAUT
ZYGONAUT



Directory/File ManageriVi. 0]

DATA
DATA
= RATA
’ DATA
DATA
DATA
DATA
DATA
DATA

>23, >03, »70, >BD, >B?: >00, >FE, >DE
>30, >C0, >CF, >CE, >46, >99, 236, >59
>35: >&B, 227, 24D

>44, 571, >CB, >93, >9D, >EC, >1C, >29
>A2, 257, >8A, 273, 26A, 324, >CB, D28
>DA, >C2, >89, >14, 237, >C4, >34, >20B
>27, 568, 25A, >33, 271, 5CD.: >DC, >A8B
>A%, 253, >4D, 209

277, >1F

* CONTINUE GAME., CAPTAIN

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
- DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DaTa
DATA

#238

>0&, A8, >51, >4C, >01, 359, >54, >04
>335, 0B, YE7, YF2, 4%, >9D, >54, >AB
>2D.: >AB, > 1A, A6, >D1, >94, >DO, >OF
>25, >55, >52, >37, >40, >75, >C1, 306
538, 3C3, 29, 349

>35, >88, »&9, >8F. >A2, >29, »37, >69
>B&, >34, >A4, >57, >D2, >A4, >11, >4D
>44, 3DF, >7&, 290, >9D, >BO, >B3, >60
>335, >5E, >4A, >52, 365, 3266, >13, >C1
>A4, >48, >3D, >3A

»84, 377,298, 224, >4%5, >45, >24A, >49
PEB: 4%, D4, >94, >9%, »14, 56D, >44
>16, >CB, »56. >B2, >94, >EE, >44, >AB
>DE, >F1, 252, >9A: >13: >AD: > 1E, >25
S4B, >1D, DCS, 44

>&B, >14, >2F, 24D, D64, >15, >AB, >91
>3D, >F4, >91, >44, >BC, >47, >74, >33
>7A, >12, >F1, >5E, >3A, >C5, >2C, >5E
>34, >B2, >AC, >38, >DB, >13, >EA, >D4
>70., 362, >1D, >EB

>30, >58, >04, >77,>11, >91, >0D, >00
209, >C8, DA, »Cé, 201, >S50, >3B, »25
>7D, >A4, >D0, >B2, >12, >D3, >CC, >54
>3C, >23, >42, 571, >B3, >63, >8D, >F4
68, 305, >C1,>12

>C1, »5D, >44, >54, >03, »20, >20, >3A
>57: 230, >C0, >AQ: 2EE. >49, >77, >DA
>D3, >7B, »15, >17, >3D, >28, >4F, >CB
>57, 395, >74, >6F, >DC, 23D, >54, >94
>D3, >8C. >Fb, >8F

>28, >4&, >46, >33, >C2, >DE, >5C, >5C
228, >40, >73, >7B, >48, >71, >2D, >54
>21, >FC, 3D, >CD, 209, >3C

#* COOLANT IS RUNNING LOW

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
| DATA
- DATA
DATA
DATA

#2214

>0A, 270, >C7, >5%, >00, >&E, >98, >08
>C0o, >B7, >E0, >24, >EA, >54, >6C, >3A
>72, >9A, 2E4, >44., >4F, 250, >D5, >E@
*>72, 297, >9B, >1C,: >44, >A7, >E3, >DB
>E?. >D2, 210, >8B3

>2D, >8D, >58, >37.: >53, >98. >7C, >E1
>8B, >735, >D7, >58, >05., >84, >CF, >82
>DE, >44, >EC, >10. >60, >2A, >55, 205
>2C, >11, >Cé, >94, >29, 24A, >335, >A8
>04: >56. 2882, >

>908: >84, >D7, >AB, >A9, >54A, 232, >9C
>B2, >8A, >3D, >C5, >CE, >28, >C4, >24

DATE= &/ 3/83

TIME=14: 1:18

PAGE

8

PCD1. Z. PRDC. MOONGS

ZYGONAUT
ZYGUNAUT
ZYGONAUT
ZYGONAUT
ZYGONAUT
ZYGONAUT
LYGONAUT
ZYGONAUT
ZYGONAUT
i3

CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONT INUE
CONTINUE
CONTINUVE
CONTINUE
CONTINUE
CONTINVE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUVE
CONTINUE
CONTINUE
CONTINUVE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
14

COOLANT
COOLANT
COOLANT
COOLANT
COOLANT
COOLANT
COOLANT
COOLANT
COOLANT
COOLANT
COOLANT
COOLANT

=t e bt b o Bl P b et ek e et




Directory/File ManageriVi. 0l DATE= &/ 3/83

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
WATER
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
WATER
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>33, >63, >5A, >33, >58, >57, >88, >98
245, >AA, 264, 256, 2A3, 262, 256, 269
>822, >A%, >BD, >7D

2Ab, AL, 22%, 286, 2&B. 376, F1E, 36D
>B7, >EB, >33, >3F, >54, >30, >1E, >16
>2%., >A5, >4B, >41, 373, >42, >27, >35
>58, >3%5, 235, >39, >E7, >A8, >54, >D4
>D4a, >64, >24, >B3

>3C, >B1, >53, >95, >84A, >57, >17, >98
>3E, DF 5, >AA, 251, >A5, 2AD, >C3, >F4
>88, >44A, >23, 275, >86, >D9: >1D, >4A
>4D, >18, >2C, >75, >9A, >B8B. >3B, >65
>80, >BO, 54%: 576

276.: 292, >Ab,: >D2, 204, >4D, >2B, 269
>BA, >469. >AD, >DaA, 227, >BB, >1%, >2E
>55, >70., >1D, >E2. >4E. >34, »>D3, >R7
>04A, 2ES, 273, >32, 2AD, >6A: >57, 227
>3B.: >Cé, 27?1, 2AD

24C, »6D, >63, >9B, >C7, >DA, >D2, >7E

AHEAD

#1935

»Chi >64, FB7, 5094, JEC: E3, X226, >43
»EE, >31, >91, >BS, >3A, >34, >5B, >A7
>%4, >DE, >F1, >D2, >7C, >EE, >32, >3E
>3%, »>58, >46B, 2AA, 6B, 261, >46E, 249
>D7, 269, >D7, 299

>A8: >BB., 213, >30, >C0, 292, >E7. > 1A
>48, >62, >94, >46E, >a1, 265, >6D, B8
>29, 298, A5, 294, >DD, 224, 2Ab, >b6A
>34, >9C, 253, 294, >10. 298, 573, >69
>435, >6D, >42, >EC

26A, 220, 263, 2B7, 208, 2Al, 371, >AD
294, >9D. 524, >F8, >CA, D99, 256, 276
>93, 2EQ, >92, >45, >FB, >C4, >43, >80
>1C, DBE, >00, >20, >80, >%0, >D2. >9A
>14, >B3, >87, 24D

>39, 2B, 254, 270, >3E: >3E, 226, >AT7
>&%, >D1, >78, >5B, >14A, >ED, >A4, >25
2A3: >Al, >A9, >B2, >93, >DE, >92, >85
>87, >C9, »56, >80, >57, >1A, >41, >ED
>4%, >DD., >CA, >24

»29, 235, >21A, 24D, >2F. >51, >Da, >B4
>Eg8. >2D, >A2, >D5, >76, 2D3, >43, >2D4
>CC., >31, >DB, >C3, >4C, >D9, >54, >B7
>E4, >04, >D3. 247, >D1, >DC, >52, >E2
>2C: >Al, >D2, >3B

>33, >0C, >B2, >19, >CF., >AA, >CB, >44
>C8, >B1, >D2, >89, >BC. >9C, >3E, >00

TANKS FULL!

#193

24C, 247, 277, >DD, >64, >64, >58B, >AD
>68, >BA, >6C, >28, >74, >DD, >A3, >BB
>58, 2195, >Db, >34, >B&, >3C: >C5, >A0
>0C: A7, 296, >6E: >4E, >20, >00, >48
>Ab, 328, >60, >3A

>ES, >A4, >FB, >AB, 2?4, >5E, >71, >AB

TIME=14:

1:19

PAGE

g

PCD1. Z. PROC. MOONGS

COOLANT
COOLANT
COOLANT
COOLANT
COOLANT
COGLANT
COOLANT
COOLANT
CODOLANT
COOLANT
COOLANT
COOLANT
COOLANT
COOLANT
COOLANT
COOLANT
CODOLANT
COOLANT
COOLANT
COOLANT

15

WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
WATER
16

WATER
WATER
WATER
WATER
WATER
WATER

Pl Pl bt bt bed b b el Feel Bl el e B P R e g

AHE
AHE
AHE
AHE
AHE
AHE
AHE
AHE
AHE
AME
AHE
AHE
AHE
AHE
AHE
AHE
AHE
AHE
AHE
AHE
AHE
AHE
AME
AHE
AHE
AHE
AHE
AHE

TAN
TAN
TAN
TAN
TAN
TAN



Directory/File Manager(V1. 03]

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>3E, 2AD, >4C, 227, >4B, >04, >77, >11
>91, >0D, >EO, >80, >A%, »CC, >15, >DO
>6D, >58, >52, >88, >34, >F3, >08, >38
>4D, >4B, >41, >23

298, 218, >QF, >BD, >44, >57, >AF, >92
>DD, >8C, >1A, >D5, 36D, >5C, 37&, >33
>3A, 254, >F 5, >2A, >Cé, 24D, >EF, >4%
»24, >63, >98, >04, >BD, >04, >F0. >8B
262, 2AA, >33, >A3

2AJ, 21A, 262, DE2, >4A, >04, >10, >8A
>AA, >02, >AA, >4B, >33, >40, >37, A9
>08, >AB, >Cs&, >1D, >01, >C3, >84, >13
>6D 2/, 235, 211, 291, 281, 239, >00
>04, >34, >5B, >BE

>80, >Ab, >03, >11, >50, >7D, >1A, >01
>AA, AT, 230, >7C, 371, >15, DCE, AL
>3A, >09, >CE, >FC, >18, >BC, >DD, >CA

'>13. >DE, >B8, >6F, >94, >B3, >5A, >F9

>2C, >46, >C5. »EB
>CA, 594, >F5, >1D, >EB, 265, >2B, >4B
>F4.: >33, >BS, >4C, >FD, >00

OUT OF WATER. CAPTAIN!

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

#2214

>C3, >08, >AD, >C4, 2AD, >9D, >14, 2C3
>8E, >2C, >AD, >460, >DC, >FS, >AS, 2>C7
>D0. >AL, >B4, 24E, >AL, >9A, >D4, 468
>a2, >D4, >32, >AE, >01, >56, >F&, >70
>C0, >94, >Eb, >41

>FC. >26, >C4, >C8, >12, >35, >C5, >D?
>48, >E3, >AB, >5B, >15, >A7, >0A, >5F
>AE. 232, >71, >B4, >Ab, 374, >23, >22
>3C, >DC, >89, >D3, »6B, >70, >35, >12
229, 246, >8B,: >5A

>3C. >C4, >1D, >31, >9D., >DE, >75. >93
>A%, >6D, >B5, >A2, >E9, >B2, >At, >DO
>75, 297, 2E2, >42, >55, >58, >5B, >DF
>F2, >14, 283, >32, >9C. >5A, >BA, >39
>81, >00, >2C, >99

>AE, DBO, 3E9, >94, >93, >E2, A3, D4A
>7A, >C3: >AD, 27A, >BS5, »B2, >ED, 26D
>00, >03, >0C, >4D, >1D, >80, >AC, >6D
>1C, >D0, >BS, >33, >D2, >47, >0A, >2D
>2B, >31, >CD, >4C

>C5, >33, >22, >14, >37, >3B, >Dé&, >48
>8F, >56, >1C, >2C, >11, >DC, >45, >44
>38. 200, >02, >AR, >73, >035, »03, >0C
2EA, D9E, >74, >A7, >3D, >BD.: >57, >71
>D1, 283, >F2, >B4

>7C, >B5, >49, >F7. >Ch, >DD, >&3, 345
239, >CD, >&8, >EF, >88, >62, >44, >34
»23, >EC, >CD, >CS, >BS, >D2, >34, >B7
>B7:>14, >D7, >42, >15. >C2, >DF, >D3
>9C.: >3C

CONGRATULATIONS CAPTAIN!

DATA
DATA
DATA
DATA

#2463

~0=2, >88, >FA, »43, 200, >D9, »19, >26
>25, 229, >8E, >8E, >A4, 355, >D4, >464
>B1., >34, >93, >49, >D0, >AC, >El, >37

DATE= &/ 3/83

TIME=14: 1:19

PAGE

10

PCD1. Z. PROC. MOONGS

WATER
WATER

TAN
TAN

WATE
WATE
WATE
HATE
WATE
WATE

WATE
WATE
WATE
WATE
WATE
WATE
WATE
WATE
WATE
WATE
WATE

17

our
auT
ouT
ouT
ouT
ouT
ouT
QuT
ouT
ouT
ouT
ouT
ouT
QuT
ouT
ouT
our
ouT
ouT
ouT
ouT
ouT
ouT
ouT
ouT
ouT
ouT
ouT
ouT
ouT
18

R
R
R
R

TAN
TAN
TAN
TAN

R TAN
R TAN
WATER TAN
R TAN
R TAN
R TAN
R TAN
R TAN
R TAN
R TAN
R TAN
R TAN
R TAN
R TAN
WATER TAN

oF
oF
oF
oF
oF
oF
arF
OF
OF
orF
OF
oF
oF
OF
OF
OF
OF
OF
QF
oF
OF
oF
UF
OF
OF
QF
oF
OF
0OF
OF

WA
WA
WA
WA
WA
WA
WA
WA
WA
WA
WA

WA

Wa
WA
WA
WA
Wa
WA
Wa
Wa
WA
WA
Wa
WA
WA
WA
WA
HWa
WA
WA

CONGRATUL,
CONGRATUL
CONGRATUL



Directory/File ManagerCV1. 0]

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
3 HA HA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DaTA
DATA
DATA
DATA

»>D5, >84, >4E, >D3, >86&, >3F, >C4, >34
>27, 230, >B4, >31

>&7, 293, 253, >34, >1B, >2D, >43, >BA
>34, >33: >43, >91, >B4, >38, >7B, >43
>4%, >D3, >D2, >74. >AC, >0E, >225, >17
>0F, >D7, >B&, >D3, >94, >9C, >CD, >3C
>CA, 369, 351, >A2

>57, >8F., >2F, >A7, >50, >B4, >DF, >32
>38D, >55, 276, 253, >8B6, 256, >73, >AB
>5g., >4D, >C?, >CA, >DA, >EC, >EC, >56
>25, >28. >DE, >94, >5B, >AD: >DA, >AC
>96&, 265, 224, >83

>14A, 242, >CB. 229, >92., 2467, 2A7, 209
>D3S, >98, >44A, >15, >D3, >24, >FC, >3E
>AA, >C0, >59, >1C, 5F0. >E7, >54, 200
>FE, >DB, >0C, >C0, >AB, >6D, >41, >FA
>23, 255, >44, >34

>03, 555, >5B, >6B, >AF, 2A1, 265, 375
>&7, 258, 329, >1F, >AE, >BA, >AD, >AD
>6D, 262, >5B, »4E, >3D, 212, >72, >19
»10, >835, >06, >01, >AA, 274, 2563, >40
>0D, >2E, >80, >80

>an, >5C, >13, >90, >BY5: 28D, >03, >BaA
>76, >4A, ODFA, >48, >A1, 245, >25, >Ab
>99, >2A9, 278, >46, >B4, PEZ, 2466, 2C7
>1iA, 2E9, >D1, >8A, >83, >25, >82, >BB
»88, >a8, >06, >40

>40, >74, >AE, >60, >80, >41, >DD, >93
>EE. >B4&, >A7, >F7, >2a, >2E, >74, >50
>9E, >94, 2AF, >2A, >E9, >DE, >B8, >7B
>AC, >2C, >A7, >1%, 2ED, >1D, >51, >8C
»8C, >64, >84, >BD

>B%: >B8, >36, >4, XE&, >Fb, >96, JE2
>S54, >2AB, >0F, 200

HA HA

#114

>43, 277, A%, >CB,: >B1, 254, >4F, 3463
>94, >DE, >10, >A&, >BE, 2A6, 291, >1B
»07, 201, >F2, >34, >23, 240: >3C: >D7
>66, 204, >1F, >4F, 290, >49, >Bé&, >D1
24D, >6%, >C8B, >9B

>61, 27E, 251, >A4, >21, 20D, >63, >98
>1B, 2AA, 231, >72, >Ba, 213, >32: BE
221, 2D5, >9E, >Bé: 2F1. >F4, >75, >B3
>18, >3B.: >Bé&, >D1, >8D, >34, >10, >20
SO, 244, SFRQ, >7D

>CC. >13, >F6, D6, >CB. 2>CD. >DE, 22F
>8C, >B3, >5C, >77, >78: >D7, »BF.: >C1
>88, >7C, >AC, »15, >89, >47, >33, >9E
>4%9, >CF, >44A, >6E, 273, >2F, >&B, >DF
>CaA, 245, >2E, >43

>6D, >34, 585, >C4, 596, >7D

YOU'LL NEVER GET ME

#180

>2E, >AD, >C1, 2085, >C3, >D7, >84, >38
>2%, 208, >4D, >6B, >EB. >12, >E3, >B2
>54, »63, >51, >88, >AD, >A8, >0B, >D2
>26, 231, 236, >B1, >12, >3B, >26, >0A

DATE= &/ 3/83

TIME=14:

1:22

PAGE

11

PCD1. Z. PROC. MOONGS

CONGRATUL.
CONGRATUL
CONGRATUL
CONGRATUL
CONGRATUL
CONGRATUL.
CONGRATUL
CONGRATUL
CONGRATUL.
CONGRATUL
CONGRATUL
CONGRATUL
CONGRATUL,
CONGRATUL.
CONGRATUL
CONGRATUL
CONGRATUL
CONGRATUL
CONGRATUL
CONGRATUL.
CONGRATUL.
CONGRATUL.
CONGRATUL
CONGRATUL
CONGRATUL
CONGRATUL
CONGRATUL
CONGRATUL,
CONGRATUL.
CONGRATUL
CONGRATUL
CONGRATUL
CONGRATUL.
CONGRATUL
19

HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
20

YOU‘LL NE
YOU’LL NE
YOU ‘LL NE
YOU’LL NE



Directory/File ManageriVi, 01

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
END

>DD, >235, >4E, >E8

»B8, >58, >32, >1F, >FB, >C8, >864, >3E
>1C, >6E, »4C, 9E, >6A, 251, 278, >BA
>D3, >29, >Bé&, 4E, DE1, 266, >9E, 2D8
>3B, >D1, >29, >6E, >18, >2E, >DA, >DC
>B5. >38B, >DD., >71

28E, >AD, >6A, 2F9, >9A, 254, >28, 262
»E8. >6C, >78, >22,; >E1, 288, >14, >BY?
>Ab: >4A, >392, 293, >BS, 259, >6A, DAL
>3D, >5E, >4B, 255, >A4, >DA4, >6E, >3B
>C7, >C9, 225, >42

>5C, >D7.: »&6E, >B7, >78) >AE, >6A, >68
204, 5262, 217, 298, >A4, 293, 259, >B&
»4D, >68, >BB. >34, >B&, 259, >34, >91
»28, >3E, >9%, >AA, 238, >C4, >Dé, >AB
>47, >88, >DB, >1C

>8F, >A8, >5%5, 53, >B1, >58, >BB, >A3

‘>1D, >EF. >78. >A7, >3B, >BB, >C5, >2A

>7B, >564, 2ES, >CE, >55, >B3, >4E, >75
»>CD, >2A, >52, >59, >33, >34, >DE, >98
>BS, >%94, 2E3, 207

DATE= &/ 3/83

TIME=14: 1:24
PCD1. Z.

YOu‘LL
YOU‘LL
YOU“LL
YOu-‘LL
YOU ‘LL
YOu‘LL
YOU ‘LL
YOU‘LL
YOU’LL
YOu“‘LL
YOU“‘LL
YOu Ll
YOU “LL
YOu‘LL
YOU'LL
YouLL
YOu‘LL
YOU ‘LL
YOU ‘LL
YOU“‘LL
YOu“iLL

PAGE 12
PROC. MOONGS

NE
NE
NE.
NE
NE
NE
NE
NE
NE
NE
NE
NE
NE
NE
NE
NE
NE
NE
NE
NE
NE



Directory/File ManageriV1l. 01l DATE= &/ 3/83 TIME=14; 1:25 PAGE 1
PCD1. Z. PROC. MOUONGA

PAGE
GROM &

TR I IE M TR 6 I 366 30 36 366 TE 36 6 6 326 36 6 I 396 36 3630 I 336 00 36 360 I 6 3 I 36 IR 60 3 M0 N W

# THIS GROM RESERVED FOR SPANTIGSH #
ARSI I S B SIS 3 R 0 3 S I 300 3T 330 3 40 9 3 E 2 I S SR 3 3 I 3 S S 3

* PASE AL NIVEL NUEVO 154

DATA #2274
DATA 200, >4D, >35, >37, >C2, >BD, >99, >1E PASE AL N
DATA >D5, >DD, >8C., >CC, >82, »72, >54. >BF PASE AL N
DATA >Dé, >23, >D3: >Fé. >51, >DD, >AD, >88 PASE AL N
DATA 2>2C, >AB, >4B, >71, >2B, >DB, >3a, >51 PASE AL N
DATA 237, 205, 295, >6A PASE AL N
DATA >33, 247 >%A, >94, >1E, >D3, >4D, 25D PASE AL N
DATA 36, >02, >7E, 74, >C3, >00, >06, >30 PASE AL N
DATA >90, >34.>1F, >DC, >3B, >B83, >F1, >D4 PASE AL N
DATA 294, >1E. >AC. >4F., >AS5, >28, >9D, >FA PASE AL N
DATA >D4, >9B., >S5k, >BC PASE AL N
DATA >&6&, >9C. DA, 2735, >7A, >F 1, >9A, >F9 PASE AL N
DATA 266, >C7.: 2EB, >25., >7B, >DA, >85, >53 PASE AL N
DATA >AE, >0D, >CD, >CF, >8C, >B4., >61, >3A PASE AL N
DATA >BS, >Al, >B9, >El. >D5, >11, >2C, >Bé& PASE AL N
DATA >E&, 262, 206, A4 PASE AL N
DATA 70,44, XBA, >72, ZE%: =33, >Cé, >33 PASE AL N
DATA >E8, >9A., >B7, >65: >A7, >14, >AB, 207 PABE AL N
DATA >DD. >09, >2D, >2F, 297, >EB, >74, >AS PASE AL N
DATA >7D, >5D, >D5, >8D, >D7, >93, >5E, >14 PASE AL N
DATA >C5, >34, A9, >C9 PASE AL N
DATA 464, >D2, >BD, >%94, >99, >0D, >D9, »Cé PASE AL N

‘ DATA 230, >CA, »C3, >B4, >94, >4A, >B3, >18 PASE AL N

. DATA 229, >68B, >C4, >27, >AB, >A9. >&F, >7D PASE AL N
DATA 2&B: >5B, >9B, >34, 2D3, 2482, 272, >A% : PASE al N
DATA >4C, >A5, >4E, >B3 PASE AL N
DATA 2568, >AC, 232, >EB, >3A, >335, >A8B, 592 FASE AL N
DATA  >D4, 285, >17, >33, >AE, >24, >335, >68 PASE AL N
DATA 2CF, >F &, A2, >AA, 55, A3, >1A, >AS PASE AL N
DATA 269, >E3, »Eé&, »BC, 94, >B4, HSEO, DD PASE AL N
DATA >3%, >CC, >6C, >D2 PASE AL N
DATA 24D, >CE. >11, >71, >27, >59, >6F, >BA PASE AL N
paTA  >DD. >91, >92, >2D, >67, 2E9, 229, >5B PASE AL. N
DATA  >5A, 227, 2AB, >AD, >6F, 263, >98, >21 PASE AL N
DATA >8B7, >80, 22F, >1B, 267, 209, >3k, JEC PASE AL N
DATA 2>3A, >6A, »B4, >43 PASE AL N
DATA >3C, >79, >0B. >3A, >B7, >B1, >F7, >AC PASE AL N
DATA 27, >3C, >D1, >0F, >8D, >47, >36, >F3 PASE AL N
DATA 2>B3, >EB, >54, >7&, >D7, >0F PASE AL N

* GANO EL BONO DE PUNTOS 1463

DATA #3117
DATA 2C2, 216, >CA, 22F, >24, >6C, 223, >1B GAND EL B
DATA >DB. 2E%, >36, >93, >E2, >ED, >AS5, >87 GAND EL B
DATA 218, >ED, >DE, >4C, >Bb: Z1E, >FA, >58 GAND EL B
DATA 265, >CS5, D9, >FA, >D1, >43, >8B. >AC GAND EL B
DATA 218, >A5, >47. >4F GAMD EL B
DATA >31,>C2, >23, >50, >16, >3D, >»58., >0E GAND EL B
DATA >CB, >92, >335, >74, >A7, »25, >BS5, >23 GANDO EL B
DATA >4C, >D5, >AB, >3k, >74, >3B, >BA, >33 GAND EL B
DATA 92, >CD, >»D4, >»B7, >3E, >14, >DD, >36&6 GAND EL B
DaTA  >54, >9F. >79, »51 GAND EL B
DATA >D4, >5A, >88, >3C, >E9, >55, >A9, >72 GAND EL B



Directory/File ManagerIV1. Q3] DATE= &/ 3/83
DATA 296, >92,2>A4, >EE, >88, >C4, >A3, >29
DATA >92,>7A,>C1, >SE, >C3, >3A, >48, >64
DATA >AS, >CA, >17. 513, >2C, >00, >34, >AD
DATA 204, >89, >3C, >97
DATA >B3, >BS5, >A3, 247, 26D, 291, DES, >4A
DATA >B7, >5E, >F4, >28, >82, >FD, >8B, >5A
DATA >D5, >83: >6E, >8D, >9%, >4F, >31, >26
DATA >34, >51, >18, >A%, >EE, >04, >DB, >CD
DATA >Bé&, »2E, 233, >D5
DATA 274, >24, >53,; >BF.: >85, >D0., >A3, >9F
DATA >CD, >6A, >54, >7D, >EB, >BE, >67, >52
DATA BB, >99. >A2, >07, >AB, >8E., >95, >AS
DATA 292, >&E., >83, >98, >6E, >58, >2E, >BA
DATA 2>F3.2>16,29C, >1A
DATA >AD, >E9, >F b, >B4, DA, >A&, >AD, >AL
DATA >DB. >BE, >50, >D1, >B4., >BB. >1E, >74
DATA >DD. >0A, >AB, >97, >5E, >30., >B4, >6D
DATA D1, >6C, >BA, >C5, >70, >DE, >2B. >27
DATA 214,275, 263, >5A
DATA >DB5, 242, 2EOQ, >34, >AS, >24A, >54, >03
DATA >C0, >00, >Ci, >98, >2B, >%3, >ED. >45
DATA B3, >5%5, >E2, >4¢, >76, >D3, >55, >DB
DATA  >71, >32, >B5, >8F, >22, >B5, >BA, >D9?
DATA >8BC, >A&, >33, >AS5
DATA >B2, >F1, >8C, >80, >DE, >Bs&, >36, >73
DATA 2135, >F7, >%9A, >B0, >98, >08, >9C, >AA
DATA >54, >B5, >6A, >80, >01, >AC. >2B, >4B
DATA >AE, >A%, 52D, >&&, >8F, 226, >BB, >EA
DATA >035, >64, 20D, >62
DATA >EF, >1A, >4F, >8C, >54, >AE, >Aé, >ED
DATA >C2,>AC, >C7,>9C, >54, 309, >03, >7E
DATA >74,>%95, >80, >04, >38, >40, >80, >1IF
DATA 9D, >31, >80, >»81, >07, >00

3 MIEMBRO EXTRA TRIPULACION
DATA #344
DATA >4A,>77,>92. >CE., >4B, >AC., >5A, >DD
DATA >&B, >51, >88, >54A, >51, >13, >97, >DC
DATA  >40, >27. >5D, >5D, >6A, 2BS3, >9C, >95
DATA >EC, >74, >2B, >5B, >99, >4A, >53, >42
DATA >D7.>AC, 20E, >%96&

DATA >45, >71, »92, >CE, >4B, >AC, >56, >25
DATA 229, >DA, 369, >F0, >46, 292, >AC, >14
DATA 523,208,237, 263, 277, 23D, 2923: 2AD
DATA 258, >BD, >5E, >B&, >72. >98, >EA, >8A
DATA 386, >77, 248, >1A

DATA DAA, 249,259, >3A, >11, 57K, >68. >Aé
DATA 265, >CA, 214, 294, >A%, 2753, >2D, >6B
DATA >5A, >C1, >0A, >52, >4A, >D4, >CC, 20D
DATA >335, >88, >C1, >0A, >D5, >B6&, >7E, >BS
DATA >A3, >39: >A7, >91

DATA 2E9. >9C, >B7, >56: 255, 200, >01, >D8
DATA >6B, >El, >80, >1A, >D2, >0D, >50, >53
DATA A9, 202, >AA, >4F, 2E7., 200, 202, 247
DATA  >2A, 255, >A1, >1A, >00. >4D. >BS, >C9
DATA >D2, >DB, >95, >36

DATA >BG, >446, »0B, 205, >86, >D3, >D4, >78
DATA >2D, >79, >D4, »>D1, >32, >5D.: >CF, >2C

DATA

>2F, >EA, 253, 2ED, >6A, >50, >CC, >8C

TIME=14:

1:26

PAGE
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PCD1i. Z. PROC. MOONG6

GANG EL
GANC EL
CAND EL
GAND EL
GANCO EL
GAND EL
GANGO EL
GANC EL
GANO EL
GAND EL
GAND EL
GAND EL
GANG EL
GAND EL
GAND EL
GAND EL
GANO EL
GAND EL
GAND EL
GANC EL
GANO EL
GANO EL
6ANOQ EL
GANG EL
GANO EL
GANDO EL
GANO EL
GANO EL
GANO EL
GANO EL
GAND EL
GAND EL
GAND EL
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MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMRERO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMEBRO
MIEMBRO
MIEMBRQO
MIEMBRO
MIEMBRO
MIEMBRG
MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRO
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Directory/File Manager[Vi. G] DATE= &/ 3/83

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
* BUEN
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>74, 235, >F4, >4A, >31, >49, >35, >38
>D8, >01, >00, >00

>00. >40. >D1, >B4, >8F. >CC, >74, >DS
>43, >0F, >Dé, 252, >4E, »E3, >05, >B3
>A4, >60, 292, 276, >32, >0C. >2F, JES
>4, DD, 276, >D5, 293, 2&6E: 2A5, 26D
>096, >D9: 244, 2BA

>A0, 9D, >1D, >26, >1B, 240, >00, >3A
>B5, >1B, >9D, >9F, >64, >89, >72, >12
>74, 253, >C3, 2F1, >CD/) >7E, >31: >AA
>Ch, >F4, >CA, 238, >C9, >C8, >792, >36
>62, >62, >34, >2C3

>%4, 200, >F4, 2461, >3C, >4C, >DB, >23
>48, >83, >5E, >37, >83, >69, >92, >87
>9B, >Al, >0E, >D&, >08, 365, >AE, 226
>99, >01, >3F, >BA, >52, >00, >03., >14
>A0, 240, >D2, >B2

&4, >9C, >74, >44, >4D, 2EF, >0E, >BS
>27,>195, >37, >BD, >18, >AA, >89, >D0
>32, >0C, >1F, >22, >3D, >84A, >F1, >30
>EC, >2C, >2%, >5%, >3A, >C3, >30, >37
>43, 373, >&8, 24F

>B3, >98, €%, >D&:; >C3, 57D, 4B, >A2
>3B, >5B, >1B, >2D, >DD, >08, >65, >2D
>4D, 272, >FB, 201
TIRO., CAPITAN

#213

>C8, >A0, >BC, >2B, >B3, >9C, 560, >13
>9B, >D8, >2C, >BA, >B3, >19, 229, >CE
>36, >&%F, 2FC, 206, 565, >1F, >EB, >A4
>DaA, 2EB, 274, >D1., >6C, >87, >1A, 253
>B8, >C7, 272, >1A

oA, Z4E, %A ZD1, 2Cé6, T A, 2AB, 239
>6%, >46, 292, >D2, >A4, JE4, 222, 371
>41, >AA, >9B, >12, >3C. >87, >A7. >28
>4D, >84A, 252, >BA., >11, >1A. DDF, 328
>24, >D4, >44, >48

>7D, 229, 233, 219, >C7, 2DE, >10, >4F
>0C, >00, »0A, =88, >Dé6.: >BD, >28, >AB
=10, >ES5, 288, >EC, >AA, 236, >B3, >AB
>4D, 26D, >9E, >34, >BA: >14, >335, >B3
A5, 272, 233, 277

>D8, >74, 238, >2C.: >2AC, >8A, 273, 230
>C4, >33, >7E, >2F, >BA, >D1, >B4, >16
>B1, >594, 258, >61, >F2.: >A4, >08, >9C
>AA, >54, >85, >6A, 200, >80, >01, >C2
>44A, >49, >9A, >5D

>?1, >15, >26, >BB, >9B, >D3, >04, >00
>A7, >B&, 2DC, >11, >A2, >BA, >9D, 295
>38, >FB, >A5, >2B. >D2, >16, >00, >40
2B, >6C, 2F3, 22A, 253, 2A5, 2C3, 272
>A3, >C2, >33, >19

>&F, >6B, >764: >DD, 2EC, 266, >31, >7D
>76, >6F, 346, >6B, >C6, 250, 256, >32
>DA, DED, >6A, 29D, >6F, 24C, XFF, >AT7
>BB, >5D, >A4, 4%, >&E, >DS, 281, 271
>1E, 200

#* MONSTRUO DESTRUIDO

TIME=14: 1:29

PAGE

3

PCD1. Z. PROC. MOONGS

MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRD
MIEMBRO
MIEMBRO
MIEMBRO
MIEMERO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMBRO
MIEMERO
MIEMBRO
MIEMERO
MIEMBRO
304

BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
BUEN
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TIRO
TIRO
TIRO
TIRO
TIRO
TIRO
TIRO
TIRO
TIRD
TIRG
TIRO
TIRO
TIRO
TIRO
TIRO
TIRO
TIRO
TIRO
TIROD
TIRO
TIRO
TIRO
TIRG
TIRO
TIRO
TIRO
TIRD
TIRO
TIROD
TIRG



Directory/File ManageriV1. 01

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

#241

>41, >0F, >D6, >93, >99, >A2, >54, >BD
>6B, >53. >1B. >AA, >F3, 295, 3486, >E1
>AB, 2A%, 266, »AD, >04, 297, >93, >A9
>4E, >75, >28, >6E, >B7, 238, >9C, >D8
>AbL, 2D8, >12, >41

>32, >72, 282, >C2, »4C, >7&, >54, >84
>F3, 28A, 253, 277, 200, 255, >31, >39
>0C, >F8, >Dt, >4D, >02, >1A, >A0, >00
>04, >20, >9B, >D0, >21, >23: >6B, 223
>5B, >61, >8A, >54

»2BA, 2AA, 299, >2B, >19, >92, >8D, >51
>D2, >31, >6E, >48, >3A, >57., 248, >2?25
>D5, >22, >F1, >32, >6A, >135, >88, >B2
>&64, >635, >AF, >0C, >C5, >89, >F4, >AB
>6G, >DbD, >74, >9B

>3C, >37, 29C, >49, >33, 254, >EB, 52A
>37. 246, >0, 2B0, >DA, 23D, >C3, 2EB
>28, >EO. >47, >57, >0%, >48, >80, >03
>14, >40, >EQ, >54, >AS5, 224, >54, >03
>08, >50, >7D, >5A

>D3, >9C, 209, >CF, >18, >D9, >45, >4B
>A435, >4D, >2C, »Da, >38, >C3, >546, >31
>D7, >4C, >12, >74, >5E, >33, >B4, >AB
>&C, >D4, >83, >2E, >4A, >B8, >F3, >CA
>44, >BA, 57, »3C

>71, 2C35, >2A: >E7, >D5, >42, >CDh, >84
>4&2, >aC, >17, 23D, >4A, >AE, >DE, >54
>E4, >0C, >AB. >CD: >A3, >1B, >71, >BO
>»>7C, >12, >8D. >0A, >BD, >C1, >12, >23
>70D, >3D, >DO, >38

>5B. >2D, >D7, >C8B, >44, >&3, >4C, >B3
>0hA, >26, 42, >AE, B0, >F9%: >1E, >31
>1E. 288, >C2, >31, >3A, >43, >b1.>1C
>3F, 200

MUY BIEN CAPITAN

#233

>42: >Al, >2E, >CF, >335, >9D, >34, >D5
>08, >1B, >73, >A%, >1B, >D5, >AC, >66
>335, >AB, 2495, 295, >A&, >5A, >D5, 24D
>17. >435, >B3, >5A, »56, >09, >35B, »64
>B%9, >3A, >18, >4B

293, 291, €4, 20C, 571, 238, 2C7, 24D
>D4, >2E, >2C, >7C, >E8, >34, >Al1, >7A
>BO, >EE, >&4, >DA, >85, >2E, >24, >D1
>&B, >0E. >AF. >56, >8C. >54., >18, >B7
>CB, >5C, 11, 2D3

>a48, >E%, >0C, >0B, >B9. >45, >09, >54A
>Da, >D5, >D5, >34, >A3, >3B, >94, >BC
>90, 253, 294, >AL, 2D8B, 274, 559, >4A
>S5, >BA. >BC, >A4, >EC, >AC, >B2, >D8
>CE, >94.: >AF. >B2

>95, 2AD, >EE, >AD, 2E8, 2D6, >6B, >AL
>1B, >9B, >60, >58, >21, >17, >29, >96
>BD. >E9. >0D, >63. >18, >25, 265, >93
>AL, >8C, >12, >93, >A0. >A&L, >2B, 75
>3&, 202, >A7, >2A

>355. >AlL, >1A, 200, >00. >04, 290, >4D

DATE= &/ 3/83

TIME=14:

1:31

PAGE

4

PCD1. Z. PROC. MOONGS

MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUOD
MONSTRUD
MONSTRUO
MONSTRUD
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUD
MONSTRUQ
MONSTRUO
MONSTRUG
MONSTRUO
MONSTRUO
MONSTRUD
MONSTRUD
MONSTRUD
MONSTRUD
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUQ
a1e

MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUy BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN



Directory/File Manager[V1. O]

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>Ab6, OE9, 2E6, 246, >0E, 285, >D2, >AE
227, >C3, >AE, >C8, >0A, 293, >0D, >00
>C%, >48, >28, >CC, >D8, >DD, >2%5, >C3
>49, >ED, 28D, >50

>EC, >4D, >4&C, >02, >C0, >30, >5D, >8D
>68, >53, >295, >CB, >B4, >37, >3C, >9D
>15, >6F, >73, >9B, >D3, >EC. >Eé&, 232
>9D, 248, >2B, >56, >79. >D3, >AB, >Bé
>D3, >8Y, >D2, >B1

>3Q, 278, >4A, >A3, >2A, >CF, >53, >E3
>09, >8D, >E?, >EB, >9A, >BS5, >8D, >D5
>07, >00

* LASERE RECALENTADOS

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA

#277

>48, >B7, >28, >33, >BA, >9C, >10, >9D
>B9, »BE, 26D, >91, >63, >74, 269, >DD
>2E, >D35, >71. >D0. >1D, 20F, 209, >33
>43, 241, >37. >34, >64, 254, 215, >67
>AD, >&B. >47, >2B

>8BE, >23, >5B., >9D, >3E, >ED, >AA, >43
>F3: 244, >7F, 2CA, 265, 215, 2C5, >73
>9E, >2A, >91, >93, 3935, >A4, >Db&, 224
>EQ, D5 236, 30D, 2F0Q, >43: >1B, >07
>28, >40, >81, >C0

»>2D, >DF, >EE, >32, >74, >94A, >E8, >83
>AB, 26D, >B2, >4A, >A2, >6B. >F8, >34
>19, >24, >4B, >45, >0C, »>1D, >Cé&, >D3
>A3, 244, >AL, >08, >D1, >88, >65, >84
>AD, 200, >BC. >10

»62, >80, >9F, >D4, >38, >C0, >01, >0A
>20, 270, >AA, 232, 135, >AA, >01, >08
>88, >99, >35, >2A9, >25, >89, >7B, >84
>3, A0, >47, >2F, 2D, >11, >49; >BA
>Bé&, >B4, >1C, >AC

>EB, >CC, 2FC, >D1, 292, 297, >2F2, >4k
>84, >5B, >07, >04, >F4, >98, >E&, >80
>30, >93, >97. >EE, >87, >77. >FB, >48
>38, >7A, >AB, 2635, 3263, 26D, 26D, ZE?
>31, 246, 3F9, 205

>C7: 2A4, 23B, >1B, >DA, >99, >6C, >BB
>D1., 28D, 26D >0C, >C3, >8A, >F3, >4C
>65, 52, 20D, >67, 208, >E3, 217, >C%
>392, 2AD, 221, 20C, >1A, PEA, 243, 2495
>0E, >31, 282, >12

>18, >F3, >C6, 260, 200, >13, >BD, >86
>6E. >SF, D7A, DBE, >29. >D?. >FA, >D5
>B7.>B1, >8BD: >46%, >34, >53, >95, >72
>AD, >C1, >5C, >AD, >&0, >C%, >9D, DO
>BS, >48, >BD. >6D

>1C, >BE, >93, >A2, >92, >32, >77, 293
>E7, >F4, >B0Q, >89, >3A, >23. >C0O, >8F
>6E, >1C, >920, >00, >07, >38, >40, 201
>78, 200

C MONSTRUO HA DESTRUIDD BUGUE

#343

248, >BS, >C&: >4A, 259, >8A, 20F, 2DS
2AA, 228, 213, >49, >3C, »54, >9D, >Dé
>13, »>C3, >CE, >54, >A7, >32, >14, >53

DATE= &/ 3/83

TIME=14:

1:33

PAGE

o)

PCD1. Z. PROC. MODNG6

MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN
MUY BIEN

184

LASERS
LASERS
LASERS
LASERS
LASERS
LLASERS
LASERSE
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASBERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
L. ASERS
L.ABERS
LABERS
LASERS
LASERS
LASERS
LABERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS
LASERS

193

RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE
RE

MONSTRUO
MONMSTRUO
MONSTRUO




Directory/File ManageriV1. 0] DATE= &/ 3/83

DATA 9B, >93, >9A, >6A, 297, >8B, >AC, >42
DATA 298, >7A, >B4, >0F

DATA 222,230, >9E. >P1, >15, 224, >48, >41
DATA >8B, >87, >é4, >62, 201, 5FC, 2E8, >AA
DATA 201, 209, 220, >70, >AA, 252, 215, >AA
DATA 201, >%90, >C4, 596, >72, >CA. >5C, >D1
DATA 212,13, >1B, >4B

DATA 2&B, >2B, >»43, >CC, 24D, >D4. >D5, >ED
DATA 236, >C1, 266, >1F, >&D, >0F, >D3, >04
DATA >DD. >AA, >B1, >D3, >6A, 211, >D4, >33
DATA 2>B5, >4B., >C6, »55, >C8, >82, >12, >CC
DATA >98, >44, >5F, >B7

DATA 248, >EB: >264, >AB, >DC, >24, 259, >C5
BATA 2>BD, >AC, >28, 297, 257, >B5, >AA, >4F
DATA 57D, >EA.: >33, >9B, >5A, >D7, >84A, JEb6
DATA 3AA, 365, 3BA, 361, >AE., 1A, >03, >4C
DATA 20C, >03, >64, 210

DATA 23585, >DS, >%1, >B2, >B1, >19, >AC, >1E
baTa >CA, >D3, >42, >764, >53, >8D.: >F7, >1C
DATA 2353, >2D, >5D, >EF, >7A, >D1. >93, >31
DATA 574, 2C0F, >C5, >0E, 228, >A9, >DD, >03
DATA  >0E, >28, >39, >DD

DATA  >00: >2D, >34: >10, >60, 294, 754, >00
DATA >07.2>38, >1B: >54, >54, >1D, >BC, >74
DATA >C3, >Bé&, >D1, >&D, 274, >13, >13, 237
DATA >49,>57, >DE, >CB, >2B, »&5, >»55, >BS
DATA 2>A%9, 251, >4A,>F5

DATA >18.>ED, >AE, >76&, >35, >28, >56, >98
DATA 277, 307:2>1C, 2A7, 205, 213, >24, >1E
DATA >6&E, >87. >AC, >D3, >BO. >C7. >B1, >EE
DATA 2>4A, 337, 292, 2AC,: >&E, >62, >D6, 231
DATA 2>0%, 292, >AC, >0F

DATA 293, >8B, »D8, >C8, >EG, >1D, >B4, >27
DATA >6&D, >A4, >21, >7B, >9D. >72, >AA, >91
DATA >14, >B8. >A9, 2469, >A4, >45, > 1A, >34
DATA >DB. >ED. >2E. >1B. >9B, >C1. >0A. >Dt
DATA >C3, >D4. >14, >3B

DATA >%D, >BD, >A4, >AB, >&7,: >E5, >34, >FA
DATA 16, 244, 296, 272, 2D0, 2C4, 213, >A8
DATA >79, >3A, >5E, 557, >86, >EB, >0D, >A2
DATA DE%, 204, 200, >1C, 290, >93, >7A, >D1
DATA >A3. >%96, >EB, 244

DATA >36. >D3, >EC, 256, >4D, 39D, >93, >14
DATA >7%9,>BS, >B2, 255, >EE, >4A, >Aé6, >E1
DATA >OE, >FB, >01, >00

# MONETRUQ HA ATACADO TRIPULACION

DATA #441

DATA >44, >ES, >34, 2C6, >CC, >EB, 227, >CD
DATA >1A, >4F, >11, 209, >5F, >D3, >AE, >76
DATA >75, 248, >Cé6, 256, >BY.: >BB, >A3, >Ab
DATA 2AA, >27A, 296, 298, >94.: >A7, >3A: >14
DATA 2>D7., 218,248,396

DATA >CA, >34, »86, >&C, >BA, 271, >4A, >D1
DATA 29, 292, >B0, >91, >D1, >19, >34, >4B
DATA 249, >72,>D2, >3D, >2D, >1C, >19, >20
DATA 240, 295,200, 274, >5F, >14, >80, >6A
DATA 242, 203, >90, >88

DATA 204, >40, >02, >AA, >735, >5B: >A2, >33

TIME=14: 1:.35

PAGE

&

PCPD1. Z. PROC. MOONGS

MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUQ
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUOD
MONSTRUD
MONSTRUD
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUQ
MONSTRUQ
MONSTRUO
MONSTRUO
MONSTRUQ
MONSTRUD
MONSTRUO
MONSTRUO
MONSTRUD
MONSTRUO
MONSTRUO
MONSTRUQ
MONSTRUO
MONSTRUO
MONSTRUD
MONSTRUD
MONSTRUO
MONSTRUD
MONSTRUO
MONETRUD
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUD
MONSTRUO
MONSTRUD
MONSTRUO
204

MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUOD
MONSTRUOD
MONSTRUO



Directory/File Manager[V1. 0]

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>BE, >5E, >6F, >BB, >28. >Al, >48, >AA
>3B. >EA, 225, DE?, >96.: 2CD, 215, 376
>B&, D8, >44, >75, >8B. >32, >5A. >7C
>17, >9A, 2A0, >&E

>Ah: 2D4, >33, >CE, >A2, >00, >D4, >63
>43, >80, 279, >A2, >00, >00, >00, >00
260, >00, 2B7, >AB, >BF, >&C, >EF., >44
>78, >34, >BD, >DA, >D3, >AE, >76, 2B
>AB, 21D, >D35, >ED

>2C, >6F, >97, >7B,: >D3, >AB, >2C,: >CS
>8D, >44A, >EB, >65, >BD, 208, >07, >98
>33, >A9, 200, >B7, >D2, >4E, >&E, >6F
>44, >98B, >24, >DD, >DF, >D&, >9Bs 261
>44A, >78, >9A; 2A3

>0&, 280, >A5, 203, >57, >91, >1E. >74
>96, >EE, >86, >67, >8B, >C9, >9B. >86
>32, >9C, >0F, >0E, >0F, 2AA, >00, >40
>80, 230, >CD, >86, >E6, 276, >45, >B4
>DA, >BD. >FA, >D5

296, >bb, 26A, 2BA: 275, 263, >99; >54A
>57, >BB.: >DA, >DS, >A4, >88, >D9, >D8
>99, >A8, >BD, >A2, >14, >D9, >02, >A2
>93, Z0E, »00, 02, >DC, >€8, >40, >80
>4D, >A%, >08, >70

>CD,. >135, 201, >BE, >5%, 220, >C0, >27
>65, >00, >00, >00, >08. >40, >70, >1E
>43, >D5, >3b6, >36, 24, 294, >15, >BD
>3A, 276, 2AE, >BO, 232, >34, >AD, >E2
>Ab, 24A, 276, 2D7

>82, >CE, >»&3, >BE, >57, >D2. >04&, >00
205, 2E8, >D0, 2Eé&, 242, DTE, >335, >6C
>44A, 275, >D2, >4D, >F6, 2C0, >17, >7B
>C5, 508, >1A, >3B, >CA, 13, >15: 523
>&2B, >EA: >B&, >4D

>D0, >0C, >AF, 2AD, >CD, >47, >C9, >32
>5D, >F3., >CE, >»>08, >34, >C3. >B4, >3D
>Bd, >24, >A4, >27, >D3, >54, 288, >12
>63, >12, >EC, >&1, >8B, »8D, >5D, >Bé&
>02, >B6, >2B, >E3

>C0, 201, >96, 229, 263, 240, >0F, >A9
>02, >A8, >AB, >39, >68, >51, >70, >6E
>39, >93, >A4, 237, 207, >B1, >D5, >AC
>AA; JDE, >8C, >AB, >A3, 23D, >D2, >53
>33, 26C, >4F, >0D

23D, >26, >CD, >30, >AD, >DA, >70, 214
>4D. >B3, >9B. >C5, >b2, €3, >92, >3D
>95, 205, >3B, >44, >4B, >ED.: >B0, >A3
>6C, >AE, 27D, 228, >42, >%6, >B4, >80
>25, >B4, >86, 2E7

>38, »22, >76, >B4&, >&C, >2A, >9D, >EB
>01, >00

* PERDIDO HOMBRE TRIPULACION

DATA
DATA
DATA
DATA
DATA
DATA

#346

00, >4B, >4%9, >49, >33, >3B, >59, >5D
*F5, >AA, 257, 25D, >6A, 2>CA, >9A, >BA
>62, 267, >AB, 3K, 268, >58, >27, >AF
>4%, 206, >55, >095, >B7, >8C, >464, >AD
>34, >45, >CB, >3C

DATE= &/ 3/83

TIME=14:

1: 36

RAGE

7

PCD1. Z. PROC. MOONGA

MONSTRUO
MONSTRUD
MONSTRUO
MONSTRUD
MONSTRUD
MONSTRUU
MONSTRUO
MONSTRUO
MONSTRUD
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUOD
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUQ
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUD
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUQ
MONSTRUQ
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUQ
MONSTRUO
MONSTRUO
MONSTRUO
MONSTRUG
MAONSTRUO
MOMNSTRUO
MONSTRUO
MONSTRUQ
MONSTRUO
MONSTRUO
MONSTRUO
218

PERDIDO H
PERDIDO H
PERDIDO H
PERDIDO H
PERDIDO H




Directory/File ManageriVi. 01l

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>34, 22E, >D3, >98, >4E,: >CB, >56A, >B?
>4E, >73, 242, 235, >C3, 295, >16, 339
>0B. >AA, 32k, >Al. 5DD., 595, >AE. 374
>A3S, >CB, >45, >Fb, 24E, >2AC, 246, 269
238, >39, >FB, >2A

>PF, 264, >DC, DES, 223, >EB, DDE, >Eb6
>31, >68, >B7, >BC, >ES, 324, A9, 217
>D0, >51, >28, >AB, >98, >44, >35, >17
>4, >47, >2D, 240, >33, >F4,: >1C, >17
>39: >A7, 248, >DS

267, 282, >A5, >BD, >1C., >C5, >D4, >4D
>C7.: >D4, >7A, >14, >33, >DA, 203, >CB
»>F 6. >5%, >B4&, >B2, >54. >EB, >CB., >13
2C3, 276, 251, 2A5, OF 5, >&4, >2D7, >Ab
>55, >A9, >4A, >56

>A2, 232, >14, 599, >32, >3A,; >96, OFY
250, >6C, >92, >AA, 277, >3B, >4B, >0D
>56, 223, >AB, >14, >1D. >335, >58, >ED
>1C, 257, >7C, >D5, >AD, >6E, >33, >A7
>32, >C3, >8C, >1A

>2D, >00, >00, >48, >5A, >CD, >65, >9E
>21, >B%. >68, >4A, >57.: >74, >B6, >D2
XA, 225, >6E, >S54, 251, >44A, >BA, >b6b
293, >7E, >87, >CB, >AE, >34, 233, >BO
>9F, 208, >0k, >A7

>C8, >D0, »>2C, >B2, >3C, >ED, >80, >01
>42, >4, >77, >BA, >B8. >05, >1B, >AB
>3A, >EA, >C35, >2C, >B81, >C5, >DA, >92
>1&, 223, >6B, >9C, >8C, >4C, >D9, >8C
>24, >A4, >87, >D7

>ED, 232, 56C, 24A, >2F, 571, >44, >DB
>AC, >b6, 2BO, 594, >49: >15, >0E, >D?
>04, >F8, >D1., >89, >03, >14, >AQ, >80
>04, >82, >14, 284, >F8. >A4, >B3, >2D
>5A, 373, 218, >33

>CD, >BA, >EB., >4D, >D3. >DE, 328, >7C
>955, >13, >50, >4D, >EJ, >D1, 262, >35B
»0C, >7D, >4B, >8D, >0F, >4E, >33, >8B
>AD, >6E, >B0, >73, 2B, >4F, >B6: >5C
SEA, 212, 2A9, 236

>bB, >C2, >DA, 274, 294, >&C, >6F, 6B
»8B, >59, >42, >6B, >78, >B5, >23, >Eb
>78: >A%, 266, FDE, >BE, > 1E

OBJETO DESCONOCIDO DELANTE

#3461

>86&6, >0B, >FA, >&&, 260, 29D, 235, 2CD
>BA, >37, >C5, >B3, >D&. >BS, >AE, 223
24D, >BE, >66, B3, >6&7., >E2, 235, >A2
>F3, >D0Q, 32C, >DA, >49, >94, 26E, >9A
=31, >F%, >C8, >71

>464, >CA, >45, >16, >CE, 258, >01, >D9
>98, >04, 2A0, >25, >37, 201, >34, >17
26%, >80, 271, >DD, >1C, >2DO, 254, 294
>393, 242, >BO: 26E, 257, >24, >4B, >4D
>C9, >2D, >7A, >18

>8D, 275, >AB, >49, >8D, >D1. >89, >33
FAD, 220, 270, 2AA, 252, 215, 2AA, 201
>00, >02, >E0, >33, >34, >C9, >32. >9F

DATE= &/ 3/83

TIME=14: 1:39

PAGE

8

PCD1. Z. PROC. MDONGA

PERDIDO
PERDIDO
PERDIDO
PERDIDO
PERDRIDO
PERDIDQ
PERDIDO
PERDIDO
PERDIDO
PERDIDO
PERDIDO
PERDIDO
PERDIDO
PERDIDO
PERDIDO
PERDIDO
PERDIDD
PERDIDO
PERDIDO
PERBIDO
PERDIDO
PERDIDO
PERDIDO
PERDIDO
PERDIDE
PERDIDO
PERDIDO
PERDIDO
PERDIDOD
PERDIDO
PERDIDO
PERDIDO
PERDIDOC
PERDIDO
PERDIDO
PERDIDO
PERDIDO
PERDIDO
PERDIDO
PERDIDO
PERDIDO
PERDIDO
PERDIDO
229

GB.JETO DE
GBJETO DE
OBJETO DE
UBJETO DE
OBJETO DE
OBJETO DE
UBJETO DE
OBJETO DE
OBJETOD DE

I rXrIr X rrIrrIrIrIIrIrrI X rIIrI YT IIrXIrIrIrIrrIrIrIrII]YTIIXIIIXIITIIITIT

OBJETO DE

OBJETD DE
OUBJETO DE

OBJETO DE



Directory/File ManagerlV1. 0] DATE= &/ 3/83

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>78, 296, >FC, >2C: 247, >C9, >4B, >44
>Al, >6E, 23D, >CD

265, 243, >50, >8A, Z0E, >33, >4B. >C7
>4%5, >89, >5E, >3D, >B3, >98, >74, >BD
>EB, 241, >B7, >CA; >DB, >42.; >E9, >05
>B3, >87, >34, >93, >90, >4D, >80, >1F
»DD, 231, >80, >01

>06, >A4, >30, >0E, >C0, 200, >FD, >5C
>BA, 264, >7A, >51, >DA, 332, >CD, >74A
2D2, >?D, >B3, >E2, >50, >C7, >51, >8BF
>7h, >30, DF4, 248, >2E: >6A, >24, >DE
>70. 2446, >E4, >A9

>4E. >E&, 284, >01, >3F, >BA, >51. >00
203, >18, >C0, >00, >04, >92, >DA, >2C
279, 26F, 209, >AA, 25A.: DD3, DAA, 16
>B4, >A0, >D4, >A3, >8E, >Bb, >D1, >8D
>4B, >F3. >3C, >Abé

>5%9, >CD. >6A, 250, 255, >5B, >08, >1F
>7A, 351, >B3, >AaA, 350, >E4, >28, >98
>0A, >FB, >44, >E5, >B&, >C3, 235, >9D
>00, 200, 251, >A8, >5B, >4F, >73, >2D?
>10, >24, >A2: >C3

>CC, >D2, 271, 251, >2A2, 257, >CF, >2C
26, 248, >2F . >CE, 2BC, >72,: >19, >6F
>63, >»1B, >DD. >48, >84, >36, >CD, >DB
2EE, >2C, >1B, >D9, >58, >Bb, >4F, >19
293, 26E, >6F, >19

>&E, 274, >FA, >BaA, >DC, 26D, 200, >23
>AC, >B2, >2C, >55, >DD, >0C, >DF, >32
>D7, >34, >44, >32, >5C, >5&, >2B, >0D
>24, >CE, >30, >44A, >DB, >5A, >AD. >78
»43,>19, 244, >DA

>74, >BA, D2A, 262 26/ PEA, 99, OD6
>4E, >01, >92, >99, >%9B, 263, >78, >DA
>4D, >96, >D7, >D&, 297, >C3, >3A, >DB
>CE, >B1, >2A, 5EE, 3€D, >11, >28, >DB
>2%., >ED, >09, >86

>FC, 200

SE ACERCA EL ZYGONAUT

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
Dava
DATA
DATA
DATA
DATA
DATA

#276

200, >F8, 201, 299, 203, 21C, >18, >AA
>73: 216, 271, >A1, >F4, >AB, >3%, >B7
>65, XB7. >%6, 2AB, >1E, >CD, >8BE, >8C
2B2, 266, >7A, >BS,: >AD,: >15, 23D, >DA
24C, 227, 2A7, 294

>75, 2046, >FC, >ER. >CE. 201, >0A, >50
>A0, 249, >26, 248, >F5, >98, >EA, >A3
AL, >64, 251, 23D, >AC, 2AF, 272, >95
>AB, >0C, >25, >25, >4F, >BA, >94, >D3
>95: >AA, 220 X270

>AA, 232, 2135, >A4A, 301, >80, >80, >D0O
>3C, >96, >E4, »A7, >63, >435, >C9, >3D
>B&, >DB, >19, 29D, >68, >F7, 2CaA, >5B
21E, >4A, 248, 291, 239, 2CB, 246, 26A
>00, >60, >00, >ED

2E2, 296, >%6, >BC, 264, 8D, >C7, 29K
>56, >D2, >82, >72, >CA, >33, >C35, >49
>0F, >Da2, >2C, >AB, 2ES; >34, >DD, >C8

TIME=14: 1:41
PCD1. Z.

OBJETO
OBJETO
OBJETO
0BJETO
OBJETOD
OBJETO
OBJETO
OBJETO
OBJETOD
DBJETO
OBJETO
OBJETO
OBJETO
OBJETO
QBJETO
OBJETO
OBJETO
OBJETO
OBJETO
OBJETO
OBJETO
OBJETO
UBJETO
OBJETO
0OBJETO
OBJETO
OBJETO
OBJETO
UBJETO
OBJETO
OBJETO
OBJETO
OBVETO
OBJETO
OBJETO
OBJETO
OBJETO
OBJETO
241

PAGE

=

PROC. MODNG&

DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE
DE

SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
8E ACERCA
SE ACERCA
SE ACERCA




Directory/File ManageriVi. 0]

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>90, >6A, 353, 2ER, >F4, >C8, >9C, >CD
>DB. >8A, >D35, >8D

>31. >8%5, >09. >4B, >BA. >51, >Cé&, >3F2
>ED, >24A, 226, 299, >00. >D3, >B6, >31
>A0, 286, 276, >06, >34, >97, >CE, >80
>E1, DDA, 218, >50, >52, 298, >00, >7A
>ES8, >10, >40, >0B

>&D, >4, >09, >Ab, >DC, 32D, 215, >2F
>C%, >F7, >4k, >AF, 252, 272, 295, >AB
>9E, >F35, >A8, >DS, >8B, >7B. >B7, >92
»AD, 264, 20D, >6%9, >82, >4D. >77, >B4
>65, >01, >88, >C?

>DE, >74, >DB, >53, >203, >17, >4E, >37
>92, 269, >AD, 296, 374, >86, 28E, 266
>34, >87, >E?, >34, >F1, >B2, >C8, >5B
>94, 558, >69, >25, >41, 347, >5B, >DB
DQE, >4E, 273, >7D

>F7.2>8C, >70, 254, >08, >9C, >AA, >54
>85, >64A, 200, >80, >01, 222, >CF, >50
>40, >D2, >A5, >04, >08, 3246, >E4, 201

CONTINUE EL JUEGD CAPITAN

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

#324

>00, >8E, >F3, >E1, >CD, >CD, >ED, >0C
>D5; >D6, >A3, >74, >51, >BC, >D5, >A7
>34, >DS, 395, >0C. >C5, >94, >93., >34
>2F, >25, >D4, >6D, >6A, >D2, 28C, >D1
290, 264, 232, >4A

>65, >Cé&, >C7, >2B, 2463, >83, >03, >92
>33, 22D, >44A, >53, >24. >BS5, >&A, >BB
>AB, 23D, 24D, >9A, 293, 272 294, 2646
>3B, »6B, >5%9, >CB, >54, >93, >4D, >70
»~0B, »4D, >B?, >49

295, 223, >C5, >64, >E4, 256, >BS, >24A
>45, >D1, >D7, 261, >7C, >ES, >0E, >C5
>B4, >A4. >CE, 365, B3, 294, >18, D2C
>23, 208, >CD, >5&, >B&, 2D2, >D4, >68
>6C, 2FA, 242, 249

>D35, >8C, >66, >DC, >7C, 25F, >21, >35
>DA, >68, >11, 292, 329, 267, >468, >C1
*>9A, 265, >89, >D2, >AD, >4D. >2D, »69
>81, >6B, >45, >8E., >EQ, >A0, >27, >4E
>DEBE: >EE, >12, >8B

>D1. >44A, >BR, >9B, >39, >62, >80, >48
>C1, >04, >50, >2D, >11., >01, >FC, >1A
>20., >00, >2F, >F3. >A4, >A8, >12, >EE
~EA, 244, 3292, >C2, >PE, 248, >C7, >31
>64, 2BA, >B9. >AA

>DE, >C35, >FB, >A8, >29, >98, >BB. >37
»EB, >AB, >5E, >73, >6B, >49, >33, >2DE
>3D. >EZ, >D0, >22, >5D, >88, >B2, >D0
>4C, >E3, 274, >7D, >1D, 23D, 3DA, 376
>DG, >ES, 26D, >98

278, 238, >D1, >88, >A&4, 235, >89, >AD
>CB, >AA, >A2, >A4, >43, EQ, >54, >A5
»>24, >54, >03, >40, >01, >B2, >C9, >34
>D3., 2DC. >C8, >Al, >50, >DA, >4D, 200
260, >80, 277, >C9

DATE= &/ 3/83

TIME=14: 1:43

PAGE

10

PCDI1. Z. PROC. MOONGS

SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
SE ACERCA
230

CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUVE
CONTINUE
CONT INUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUVE
CONTINUE
CONT INVE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE




Directory/File ManageriVi. 0]

DATA

DATA

- DATA
' DATA
DATA

DATA

DATA

DATA

DATA

DATA

%  BAJO
DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

o DATA
- DATA
DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

% ABGUA
DATA

- DATA
* DATA
DATA

DATA

DATA

>CE, >92, >32, >BF. >4C, >ED. >38, >D3
>73, 2E9, >4D, >BS, >4D: >EC, >E4, >88
>2B, >3B., >21. >00, >34, >DD. >AS, >88
>0C, >67, 233, >4C, >78, >23, >D3, >33
>D1, >34, >BB, >D%?

>CD. >61, >BA: >E4, >91, >E4, >D2, >BB

>99, >0C, >98, >35, >8B, >02, >AD, >D1
>%5, >B4, >B1. >B0, >EB, 256, >13, >1A
>31, >B9, >D9, >2E, >8D, >&6%, >5A, >72
245, 2048, >F4, 207
NIVEL DE AGUA
#2682
>C8, >A4, >BC. >AB, >2B., >EC, >&0, >0B
»>58, >D8, >1C., >7A, >BO, >ED, 6K, ZEE
>E4, >EB, >74, »55: 246, 2AC, 292, >A3
>BB, >47, >1D: >6%.: >4A, >AE, >BE, >B5
>Al, >B9, >335, >EE
212, 268, >9A, >16, 2D2, 278, >4A, >40
>51, >80, >DD, >C5, >04, >D0, >AB, >81
>00, 272, >17, >20, >80, >F7, >00, >25
>C?, >&6F, >D4, >351, >B8B, >8B., >A4, >9F
271, 2F7, 262, >AA
>52, 291, >54, 20F, >B7,: 257, 2A5, 24D
>Fa, >D%, >4D, >8F, >C5, >3A, 299, >58
>6&F, >6F, >B3, 2EE, 215, >A7, >08, >ED
>6F, Ak, >CE, >92, >9A, 2035, >57, >39
>39, >4E, >7A, >33
>EO, 2D3, DAC, >24, JEA, 241, >8F, 292
>BA, >D3, 214, >2B, >3D, >CB, >74, >D3
>74, >A2, >F5, >Ab, >7B, >E3, >5D, >45
>9A, >A6, >B1, >8D, >6D, >6C, >43, >E9
>C1, >9B, >6E, >38
>EB, >AD, >77, >3D, >EB, >Dé. >3A, >7D
>B1, >AA, >AB; >59, >4D, >69, >8B6, 287
>C35, 226, >3C, >Al1, 525, >46, >11, >DE
3B1, 291, >Ch, >89, 264, 245, >24, >09
256, 28D, 269, >9E
>22, >A7, >E%, >3E, >48, >8E, >8B, >EA
>b&, 2548, >1B, >5B, >2%, >AA, >BB, >D7?
>CC, >18, >AD, >62, >54, >F1. >34, >B7
>3%, 240, 277, >23, 228, >D3, >C9, >36
>B7,>3%, >24C, >F3
>3C, >33, >82, >CD, >34, A7, >09, >2C
2FD, 29C, >2B, >04A, >BD, >B1, >F9, >53
>9C., >24A, >DA, >C4, >Ab6, >E7, >D3, >48
SEB, 320, >58, >MF 1, DES, 230, 393, 245
>6C, >7%, >83, >33
>BE.: >5A, >B4. >8B, >6D, >6E, >6A, >BB
>CB, >CE, >Bé&, >B3, >4D, >AF, 374, >0A
>D1, >C6., 276, 235, >39. 250, >E9, >24
>3B, >DB., >97, >16, >&7: >FD
DETECTADA
#1777
2435, 277, 277, 220, >2A, >21C, >4D, >7D
>ED. D7E, 2B&, 3267, >95, >BD, >AD, >4F
>AD, 269, 2466, AL, 278, 235, >E&, >AT
»39, >58, 23C, ED, >EC, 266, 223, >54
>F2, >44A, 244, >(2

DATE= &/ 3/83

TIME=14:

1:44

PAGE

11

PCDi. Z. PROC. MOONGA

CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONTINUE
CONT INUE
CONT INUE
CONT INUE
CONT INUE
260

BAJO NIVE
BAJD NIVE
BAJD NIVE
BAJO NIVE
BAJO NIVE
BAJD NIVE
BAJO NIVE
BAJO NIVE
BAJD NIVE
BAJO NIVE
BAJO NIVE
BAJOD NIVE
BAJO NIVE
BAJO NIVE
BAJO NIVE
BAJD NIVE
BAJO NIVE
BAJD NIVE
BAJD NIVE
BAJD NIVE
BAJO NIVE
BAJO NIVE
BAJO NIVE
BAJO NIVE
BAJO NIVE
BAJO NIVE
BAJO NIVE
BAJD NIVE
BAJO NIVE
BAJO NIVE
BAJO NIVE
BAJO NIVE
BAJO NIVE
BA.JO NIVE
BAJO NIVE
BAJO NIVE
BAJO NIVE
BAJO NIVE
BAJO NIVE
269

AGUA DETE
AGUA DETE
ACUA DETE
AGUA DETE
AGUA DETE




Directory/File Manager[V1. 03l

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

211, >51., >E9, >2F, >52, >49, >DB, >4A
>&1, >DF, >C4, >BB, >15, >0E, >C5, >DC
>D0, >CA, 243, >34, 295, >A3, >DB, >5E
>D1, >1E, >EC, >B&, >32, >14, >5B, >23
>78, 295, 293, >51

>B4, 209, >B7, >31, >24, >46, 249, 256 -

>55, 255, 29D, >14&, >535, 2CS5, >a8, >0E
>61, >D3, >BS, 2A9, 257, 203, >00, >BA
>351, >BA, >AB, 245, >48, >98, >46, >31
>AC, >D3, >EB. >54

>45, >D6, 240, ZE0, 254, 2AS5: >2A, >54
>03, 200, 200, >14, >10, >92.: >44, >33
>EC, >F3, >CA, >&5, >BB, >D3, >98, >Cé
>34, >Bb, >&1, >5E, >79, 227, >DB, 299
>Ch, 230, >89, 2F3

>A8, >52, >4E. >DT. 324, >4, >N9, >19
>ES, >CE, >B4, >DB, >DD, >2E, >B6. >5D
>ED, >E%, >62, >37, >D8, >2E, >55, >04
>1B, 27D, >E3, >84, >92, >Eb, >2A, >BO
>1F, >00

DEPOSITOS DE AGUA LLENOS

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

#3560

>48, >57, >34, >AC, >BC, D&, >22, Db
>80, >C8, >89, >48, >84., >74, >22, >AB
>28, >CA, >0E, >D2, >335, >8A, 2AC, >2C
>3B, >43, >2B, >DD, >4D, 22D, >9C. >1C
>AD, 226, >0D,: >5F

>33, >7C, >BS5, >AB, 235, >CD, >47, >0B
>2B, >57, >83, >C0, >A9, >4A, >55, >AB
206, >80, 203, >6C, >4E, >2F., >AA, >BA
>4D, >bA, DCF, >A&: >AA, 243, 235, >AB
>(8, 263, >EO0, >75

>AD, 228, >4E, >87, >BB, >B8, >63. 20D
>FC, >E8, >42, >01, >0A, 238, >&9.: >94
>31, >DS, >B2, >55: >E4, 26C, >51, >4B
>DD, 359, 595, 391, 522, 344, >67, 397
>AS5, 206, 230, >40

>0C, >91, >43, >51, >AS5, >34, >2B, >D5
>0C, >C35, >8C, >16, >8D, >&3, >D5, >D5
2A2, 2947, 6B, 358, >89, 26A, 292, 226
>7B, >B2, >67, A%, >49, >BA, >D7, 2ES
>22, >E1., 206, >19

>43. 229, >AB, 298, >1B, 201, >FC, >EB
>8E, 201, >67.: >98, >EQ, >1C, >?1, >BA
>87. 211, >0B, >78, >935, >AB, >3E, >46
>BO, >34, >BD., >CE, >B8, >94A, >CE, JEC
>3, >CC, >FA, >1D

>07, >B3, >44, >8F, >8C, >51, >C4, >4C
>3D, >7F, >5A.: >53. >E9, >32, >FD, ZEC
>88, >0k, >27, >D7, >BC, >C4, >D5, >AF
>Bé&, >34, >73, >42, >22, >07, >CD, >D4
>8a, >Ab, S6E, 243

>D8, 260, 226, >3A, 2B, 267, 246, >EA
>98, 2EB, 241, >61, >AF, 231, >FC, >58
>37, >45, XED, >2A0, >84A, 261, 2746, X214
>D7: 293, 253, >8B: >F&,: 256, DAb6, 292
>14, 29F, >13, >33

>9C, 2AD, 253, 62, >72, 235 >11, >Ab

DATE= &/ 3/83

TIME=14:

1:46

PAGE

12

PCD1. Z. PROC. MOONGSE

AGUA DETE
AGUA DETE
AGUA DETE
AGUA DETE
AGUA DETE
AGUA DETE
AGUA DETE
AGUA DETE
AGUA DETE
AGUA DETE
AGUA DETE
AGUA DETE
AGUA DETE
AGUA DETE
AGUA DETE
AGUA DETE
AGUA DETE
AGUA DETE
ACGUA DETE
AGUA DETE
275

DEPOQSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
BEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPDSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOR
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOG
DEPOSITOS
DEPOSITOS




Directory/File Managerivi. 01

DATA
DATA
- DATA
‘ DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>04, >88, >DS5, >18, >01, >4k, >AB, >02
>00, >20, >4B, >D0C, >EA, >F3, >54., >84
22D, >&61., >39, >E£8, >B5, >AE, >B6. >AS
225, 24D, 26D, >3A

23, 252, >8E, 20F, >B&: 258D, >F 4, >Ah
>C8, >AE, >C3., >CA, >D0, >A2, >E6. >E9
»E2, 264, >33, >DB, >FA, >D1, >43, 396
>89, 213, >Ch, >8B, >9F, >46,>D1, >35D
>Dé&, >D4, »52, >B?

>D9, >EB, >44, >B3, >4C, 375, >13: >4B
>78, >C1, 352, >57, 239, 574, >EB.: >7A
>4B, >99, >B2, >24, >AB, >B9,: >1B.: >0&6
>FC, >EG, >24, >01, >0E, >70, >80, >03
>12, >A0, >0, >03

#* NO HAY AGUA CAPITAN

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
, DATA
- DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

. # FELICITACIONES,

DATA
DATA
DATA
DATA

#2464

>4C, 223, >3k, >37, >C4, >9D, >39, >CD
>08, >ED, >28, >8D. >1A, >BS5: >AC, >bé
>B3, DA%, 2DE, 294, >AA, 24D, >C4, 2AL
>BA, >DE, >AA, 295, >AC, 2AF, >7A, 2D5
>Al, >EB, >F &, >Ab6

>B&, >D2, A6, 232, >935, >AL, >98, >3D
>9C. >B%: >E4, >97,: 2EZ) 376, >07: >86
>4B, >DB, >CA, >56, 2AE, 272, >94, >18
>BC, >2B, >83, >F3, >35, 296, 252, >3C
>87, >Bb, >BA, >1E

>&6A, 231, >58, B3, 2AE, DA4, 36A, 246
>1B, >11, >BD, >B&, >EC, >00, >80, >D3
»>DC, 2ED. >F2, >4E, >39. 253, >BB, >DA
>D35, >AE, >7&, >B3, >AB, 22D, >CD, >9E
>D4, >CC, >C2, >54

>34, >F3, >84, 263, >84, >B5, >D2, >C5
>33, >F4, >2C, 2399, 2C4, 260, 277, 293
249, >D3, >32, >9D.: >FE, 2A0, >C8, >64
>935, 274, OFD, >C4, 227, 294, 259, >37
>BE. 269, 5b6b. 78

26A, XA2, 299, >56, >B3, 299 >EB, >75
>B1, >46, 2D, >01, >30, >40, >5C, >6E
>C9, >34, >C7, 2A6, >D4. >E4, >57, >33
>D9: >BA, 295, >94, 248, 246C, >00, >03
>EA4, >58, 2E2, >2C

>329, >6B.: 228, >5C, >89, >B3, >12, >E3
2>DC: >36, 29B, >C4, >12, 2B2, >7A, >2D2
>65, 203, >80, >02, >5C, >8C, >&C, >76
>1D, >3E, >A3, >62, >7F, 338, >F&, >44
>58, >8A, >ED, >&1

>B9, >9D, 21K, >2%, >2AC, >BB, >D3, >CD
266, 2DA, 262, 251, 264, 2CC, >AB, >1?
»>4C, 265, >AD, >3D. >9A, >8E, >33, >8C
>&7, 2BF, 213, >26&.: >44, 2D7, >42, >2D7
243, >E2: 20A, >8D

>34, >EF, >EA, 290, >47, >34, >21, >AD
>B2, >27, >CA, 203

CAPITAN

#281

»04, >F0, >C2, >88, 200, >C%: 297, >11
>A0, >B4, >0C, >07, >58. >15, >BE, >94
>60, >B4, >73, >42, >ED. >51, >6B, >12

DATE= &/ 3/83

TIME=14:

1:48

PAGE

i3

PCD1. Z. PROC. MOONGA

DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOSITOS
DEPOESITOS
DEPOSITOS
286

NGO HAY AG
NO HAY AG
NO HAY AG
NQ HAY AG
NO HAY AG
NO HAY AG
NO HAY AG
NO HAY AG
NO HAY AG
NO HAY AG
NO HAY AG
NO HAY AG
NO HAY AG
ND HAY AG
NO HAY AG
NO HAY AG
NO HAY AG
NO HAY AG
NO HAY aAG
NO HAY AaG
NO HAY AG
NO HAY AG
ND HAY AG
ND HAY AG
NO HAY AG
ND HAY AG
NO HAY AG
NO HAY AG
NO HAY AG
NO HAY AG
NO HAY AG
NO HAY AG
ND HAY AG
NO HAY AG
NO HAY AG
NO HAY A@
NO HAY AG
295

FELICITAC
FELICITAC
FELICITAC



Directory/File Manager[V1. 0]

DATA

DATA

- DATA
' DATA
DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

- DATA
DATA

DATA

DATA

DATA

DATA

DATA
#* HA HA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
NO ME
- DATA
DATA

DATA

>F5, 271, 2A5, >57, 220, >4A, >A5, >6C
>1D, 211, >2B, >AB

>5%, 228, 264, >B3, >10, >B%. >4A, >BB
>AA, >49, >8D, >82: >AA, 287, >ES, 204
>AD, >06, 203, >EB, >B&, >4D, >80, >1F
>35D, >31, >40, >01, >A7, >F&6, >EL, 220
>EF, >4E, 292, >9A

>14, 279, >AE, >C%,: >8A, 2 1A, >32, >0C
>0E, >AF, >4C, >3B. >50, 294, >94, >CB
>CA, >4C, 371, >33, >CC, 2F0, >CF, >14
>4D: >D3, >EB, >46, 231, 274, >F2, >8C
230, >A4, 202, >F8

>D1, 595, 203, >14, A0, 200, 207, >9C
>3A, 202, 2A3, 257 2A9, >2E, >EA, >4C
>A8, >B9, >2%. >AB, >AB: 243, >F1, >DA
>33, >B2, >5D. 237, >DS, DEE, >E1, >A4
>A7, >33, 295, >A9

>0C, >23, >Ab6, >48, >4E, >0E, >57, >94
>E8, >38, >79, >DC, >6C, >US, 287, >1E
>93, >C4q, 268, >30, >6%9, 286, >F5, >11
243, XAA, 23A, 299, >DA: 247, 267, 530
>D7, 260, 279, >A3

>16, >E9, B4, >19, >F0Q, >A3, >2B, >07
>28, >40, >01, >04A, >00, >28, >40, >36
>99, >66, 294, >1B, >3%9, >14, >4A, >BB
>0%, 200, 50C, >F0, >2E, >D9, >59, >52
>E&) 297, >A9. 21D

>67, 274, 22E, >BD, >A%, >B&, 289, 29D
>1C, 271, 245, >27, 206, >80, >AbL, >BB
>14, >21, 2E1, >6C, 286, 269, >&6F, >64
>BA, >2A, >%A, >66, >37. >BB, >3%9, >4C
>97, >3C, >92, >5¢C

278, 237, 293, 261, B3, 266, 291, >A0
>335, 2BA, 292, 236, 516, 216. 2DD, >6A
242, >23, >26, >37. >DB, >AS, >31, >4D
>48B, >AE, >88. >8C, >FE, 300

HA HA

#114

243, 577, >A9, >CB.: >B1, >5A: >4F, >63
>94, 2DE, 210, >Ab6, >BE, 2A6, 291, >1B
>07, >01, >F2, >34, >23, >40, >3C, >Db7
>66, 204, >1F, >&6F, 290, >49, >B6, >D1
>4D, >65, >C8, >9B

>b61, 27E, >51, >A4, >21, >0D, 263, >98
>1B, >AA, 231, 272, 5>B&, 213, >52, >BE
>91, >D5, >9E, >B&, >FL1. >F4, 275, B3
>18. >3B, >B6, >D1, >BD. >34, >10, >20
>RE, 244, >F2, >7D

>CC, >13, >F6&, D&, >CB, >CD, >DE, >2F
+8C, >B3, >3C, >77, >7B., >D7, >BF, >C1
>88, >7C, >AC, >15, >89, >47, >33, >9E
>4%, >CF, >4A, >6E, >73: >2F, >&B, >DF
>CA, 245, >2E, >43

»2&D, 256, 285, >C4, >96, 27D
ALCANZARAS

#303

>24, >E7. >3A, >AB, >D4, >9D, >88, >3C
>AA, >CC, 252, 277, >AC, >32, >A9, >3C

DATE= &/ 3/83

TIME=14:

i: 580

PAGE

14

PCDi. Z. PROC. MODNGS

FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FEL.ICITAC
FELICITAC
FELICITAC
FEL.ICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
FELICITAC
19

HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
HA HA HA
27

NO ME ALC
ND ME ALC




Directory/File Manager[V1. Q] DATE= &/ 3/83

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
END

»DA, 335, >4E, >BA, >BD, 28C, >30, >93
>2D, >C5, >B7, >2E. >Cé&, >2D4. >Dé&, 206
>47, >E&. >1E, DF6&

>5C, >19, >4C, 295, >BB, >D1, >FC, >%946
>33, 278, 299, >C2, >B2, 226, >C6, 250
>335, >0A, 2D9, >E2.: 224, 243, >4D, >0B
>BS; >48, >33, >0C, >37, >D3, >D4, >B3
>D1, >30, >43, >31

>37, >CF., >45, >CB, >0C, >29. >42, >23
>E&,; 20E, >2B, >FA, 268, >35, >7B. >3A
>2C, 2EF, >BD, >85, >62, 23D, >B3, >62
>BO, >74, >D5, >E&, 224, 212, 227, >32
>BD, >AD, >20., >80

>3E, >4D, >61, >8A, >9D, >5E, >91, >Bé
>8D, >A9, >5D: >5B, >66. 208, >1E, >&6
>09, >11, >66, >D4, >F4, >D8B, >29, >Eb
>BA, >50, >B3. 565, >87, >54, >23, 564
>4B, 286, >ED, 53

>33: 273, >2E, 26D, >Bé&, 377, 299, 224
>335, >37, >39: >DE, >DA, >88, 345, >92
>E0, >a8, 210, >23, >5E, >B1, >8D, >AD
>6B, >8A; >78B, >2B, >72, >946, 293, >1B
>E&, 27D, >DA, 2D?

241, 2AE, >AB, 275, >57, &7, 277, >9A
>&D, >6A, >5B, >8B, >9D, >AD, >8C, >8B
2B7, 219, 2&E, >F2, 236, 2AA, 2D1, 266
>B?, 239, >EA, >9A, >44, >9B, >E&, D5
>a28, 2E3, 224, >5D

>98, >5F, 93, >AE, >14A, 2B7, 258, >7E
>49, >76, >AE, >D2, >6E, >FB, >39, >DA
>9B, >C8, >BA, >ES, >E7, 248, >EF, >22
»DD, >56, >90, >83, >7F, >30, >77, >5D
>3%1, >0A, >FE, >CE

>BA, 275, >A5, >35: >DA, 2A7, >72, >BB
291, 265, >EF, 2EF, >A2, >6B, >47, >51
>82, >5F. >B0. >AC, 4B, >45, 30D, >34
>2%, >DC, >BD, >?4, >35, 568, >935, 244
>F7,2>54, >b6b, >4B

295, 26A, >6B, > 18, >F0, >A3, >07, >03
>28, >80, >01., >0C, >80, >EO, >01, >00

>9%, 26A, >6B, >18, >F0, >A3, 207, >05
>28, >80, >01, >0C, 260, >EO,: >01, 300

>3E, >4D, 261, >84, >9D, >5E, >91, >Bé
>80, >AQ, >8D, >8B, 3466, 2D8, >1E. 366
>0%, >11, >466, >D4, >F4, >D8, >29, >Eb6
>BaA, >30, >B3: 245, >87, >54, 223, >64
>48, >86, >ED, >53

TIME=14:

1:51
PCD1. Z. PROC. MOONG6&

NG
NO
NO
NQ
NGO
ND
NO
NO
NO
ND
NO
NO
NO
NO
NO
NO
NO
ND
NO
NO
NO
NO
NO
NO
NO
NO
NO
NO
NO
NO
NO
NO
NOD
NO
NO
NO
NO
NO
NO
NO
NG
NO
NO
NO
NO
NO
NO
NO
NO

ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME
ME

ALC
ALC
ALC
ALC
AL.C
ALC
ALC
ALC
ALC
ALC
ALC
ALC
ALC
ALC
ALC
ALC
ALC
ALC
ALC
ALC
AL.C
ALC
AL.C
AL.C
ALC
ALC
aLC
ALC
ALC
ALC
ALC
ALC
ALC
ALC
ALC
AlL.C
ALC
ALC
ALC
ALC
ALC
ALC
ALC
ALC
ALC
ALC
ALC
ALC
ALC

PAGE

)



Directory/File Manager[V1. 0] DATE= &/ 3/83 TIME=14: 1:353 PAGE 1
PCD1i. Z. PROC. MOONGY

PAGE
GROM 7

B A I 3 IR JE A M A IR I I I N A I R IR A I M N NN

# THIS GROM RESERVED FOR TITLE CHARACTER DEFINITIONS, TITLE #
# SCREEN FORMAT. SCREEN LOAD DATA., BOTTOM 1/3 PLAYING SCREEN *
# FORMAT. ALL ARE REFERENCED BY GROM 3 *
64036 403 35 3030 30 210 96 3011 3 306 3 30 I I I AR I I 02 2 S0 3 00 B 3 SR 3 5 0 S
PRMTB2 DATA #TITCHR
DATA #TITSIT
A0S I I A I SR I IR ISR M R B S R R N
# TABLE OF POINTERS FOR WALL SCROLL ROUTINE #*
FAEH I IR B I SR I I 3 I I R R SR R
GCHRI.D DATA #CHRLD
CHRLD DATA #L0AD1
DATA #LOAD2 -
DATA #LOAD3
DATA #LODAD4
DATA #LOADS
DATA #LOAD&
DATA #L0OAD7
DATA #L0OADS
63090333 96 4F 40 IR 6 I3 3 20 S0 IR I S0 I 306 R S I 0 S S S S S I g 3t
# THE NEXT 1152 BYTES ARE THE PATTERN DEFINITIONS FOR THE +*
# TITLE SCREEN, #*
23 44636 35 303046 30304 3000 0 0 S0 3 A3 B S S O 2003 3 S IS R SR R R
TITCHR DATA >FF. >FF., DFF. >FF. OFF, DFF. >FF. >FE >&60 ’
DATA >FF, >FF, >FF, >FF, >FQ. >C0, >00, >00
DATA >FF, >F0, >00, >0C, >12, 212, >0C, 200
DATA 0,0.0,0,0,0:0. 0 CHARACTER SET 12
DATA >FF,>FF, >FF, >FF., >FF. >FC, >F%, >F0
DATA >F8, >F0, >C0,2>80,0. 0. C. 0
DATA 0.0,0,0,0,0,0,0
DATA >FF, >FF., 5FF, 5FF, >FF, >FF, 5FF. >FF >&7

DATA >F0, >EQ, >C0Q, >80, >80, >00. >00, >00 >68

DATA 00, >00. >10, >28. >28, >10, >00, >00

DATA >3C, >42, 281, >81, >81, >41, >22, >1C

DATA >FE, >FC, >F8. >F8: >F0, >E0, >EQ. >C0 CHARACTER SET 13
DATA >38, >44, >84, >B84, >48, >30. >00, >00

DATA 207,203,201, 0,.0:0.0: 0

DATA >FF, 2>FF, >FF. >FF, >7F, >3E, >1C, >00

DATA >EQ, >C0, >80, 0,0.0,0,0 >&F

DATA >FF, >FF, >EQ, >CQ, >80, >00, >00, >01 >70

DATA OFF, >FF, 0,0,0,0, 0, >F8

DATA >FF. >FF. >7F. >3F. >1F, >0F, >0F. >0F

DATA >FF, >FF, >FF, >FF, >FF, >F8, >F0, >EO

DATA 3>EO0, >C0Q, >C0O, >BO. >80, >FE. >FF., >FF ' 14
DATA C.0,0,0,0,0, 0,280

DATA 200, 200, >00, >460, >90, >90, 260, >00

DATA 200,204,206, 7:7:.7:7:7 >77

DATA 0, 0,0, 0, 281, >C3, >E7, >FF >78

DATA 200, >40, >C0, >C0, >0, >C0, >C0, >CO

DATA 203, 7:.7:7:7:7:. 747

DATA >FC. >FE, >FE, >FE.: >FE, >FE,: >FE; >FE 15
DATA >QF, >0F, >0F, >0F., >0F, >0F, >QF, >0F

DATA >CO, >»C1, >C3, >C3, >C3, >C3, >C3, >C3




Directory/File ManageriVi. 01

DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
# DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATE=

>FF,207,3:. 3,3, 3,3, 3
>C3, >C3, >€3, >C3, >C3, >C€3, >C3, >C3

>C1,2C1, >EL, >EL, >F1, >F1, >B9, >B%
>C0, 2C0, >C0, 2C0, >C0, >C0, >C0O, >CO
7:7:7:7:7:7:7.7

»C0, >C0, >€0., >CO, >C0O, >CO, >CO, >CO
P27 70707,7,203

>FE. >FE, >FE, >FE. >FE, >FE, >FE, >FC
20F, >0F, >0F, >0F, >0F, >0F, >0F, 20F
>C3, 2C3, >C3, >C3, >C3, >C1, >C0, >CO

2.3, 3,33, 207, >FF. >FF

»>C3, 2C3, >C3, >C3,: 2C3, >C3, >C3, >C3
>%9D, >9D, >8F, >BF, >87, >87, >83, >B3
>C0, >C0, >C0, >C0, >CO, >C0, >C0, >CO
>4G, >A0, 240, 0,0: G, 0. 0

o} Ol OI OJ ol OJ ol o

»>01, >00, >00, >80, >C0, >EO0, >FF. >FF
>F8, 0, 0,0, 0,0, >FF: >FF

20F, >0F, >0F, >1F, >3F, D7F.: >FF. >FF
>E0: 2F0, >FB, >FF, >FF: >FF., >FF.: >FF
>FF, >FF, >FE, >80, >80, >C0, >C0, >EO
»80,0,0,0,0,0.0,0

>F8. >E4. >F2, >F2, >F2, >FC. >F8, >FC
200, 200, >&0, >A0, >A0, >6&0, >00, >00
»70, >88, >84, >84, >48, >30, >00, >00
>FE, >FF, >FF., >FF, >FF, >FF, >FF, >FF

>00, >00, >00, >80, >C0, >C0, 2E0, 2EC
>F0, >FC, >FE, >FF, >FF. >FF, >FF, >FF
0: G, 0, 0, >C0, >ED, >F0, >FB
200,200, 1, 1,1, 1,300, >00

>7C, 282, >2E, »2A, »2E, >EB, 202, >7C
>7C, >Eb4, >83, >81, >81, >81, >C3. >7E
>FE, 2FF, >FF, >FF, 5FF, >FF, >FF, >FF
>00, 200, >C0., >F0. >FE.: >FF, >FF, >FF
€, 0, 0,0, 0, 0, >80, >FE

>0F, >»07,203,0.0,0.0, 0
>07,203,201,0,0,0.0, 0
203,201,0,0,0:,0:.0: 0

>0F., >0F, >1F, >1F, >3F, >3F, >7F, >FF
>03, 207, >0F, >3F, >FF, >FF, >FF, >FF
0.0,0,0.0, 301,303,203

>03, 203, 201,0,0,0,0. 0

>FF., >FF, >FF, >7F, >3F.: >1F, >07, >01

0,0,0,0, 0, 301, >3F, >3F

>FF, 27F, 27F, >7F, >7F, >FF, >FF, >FF
>1F, >0F, >03,0. 0,0, 0,0

>FF. OFF, 2FF, 27E, 0,0, 0,0

>FF, >FC, >E1, >83, >07, >0F. >0F, >1F
0,0, 0.0, 0, 2860, >7F,: 27F

>00, 200, 201, 207, >0F, >3F, >FF, >FF
>7F, >FF., >FF. >FF, >FF, >FF, >FF. >FF

&/ 3/83

1:54 PAGE d
PCD1. Z. PROC. MOONG7

TIME=14:

>7F
>80
16
>87
>8e
17
>8F
>90
18
>97
>98

THESE ARE MY INITS IN A CRATER

ie
>9F
>AQ
20
>A7
>AB
21
>AF




Directory/File ManageriVi. O]

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA

0, 0,0, 0,0, 201, >01, >03

27F, 27F, >FF . >FF. 2FF, >FF, >FF, >FF
>07, 207, 20F ., >1F, >3F. >3F., >7F, >FF
>FF.: >FF, >FF, >FF, >FF, >FF, >FF, >FF
>0F, >0F, >0F, >0F, >0OF, >0F, >0F, >1F
>FF, >FF, >FF. >7F, >3F, >3F, >1F, >0F
>FF. >FF. >FF., >FF, >7F, >1F, >0F, 207
>FF. >FF, >FF, >FF, 2EF, >3F: >1F, >0F

>FF, >3F, 203, 0,0.0,0, 0

>FF. 5FF, >FF, >3F, >0F, >07.: >01, >00
>FF, >FF, >FF, >FF, >FF, >FF, >FF, >7F
>%9F >4F, >47, 223, 21C, 200, 200, >Q0
>FF, >FF, >FF, >FF, >FF, >7F, >3F, >1F
>0F, >0F, >07, >03, >01, >00, >00, >00
>FF. >FF., >FF., >FF. >FF. >FF. >FF, >7F
>7F, 23F, >3F, >1F, >1F, >0F, >0F, >07

¢, 0,0,0,0, 201,201, >01

>07, 207, >03, 203, >01. 5FF, >FF, >FF
>FF, >FF.: >FF, >FF, >FF, >01, >01, >01
»FF. >FF, >F0, >F0Q, >F0, >FQ, >FQ, >F0
>FF, >FF,:; >3F: >3F, >»1F, >1F: >1F, >0F
»FF, 2FF, 2EO, 2EO, >E0, >EO, 2EQ,: >EQ
¢, 0, 0,0, 0, 0,203, >03

0,0, 0.0, 0,0, >FF., >FF

0,0,0,0,0, 0, >FF, >FF

33,393,333, 3,3, 3

>C3, 23, >E7, >E7, >FF, >FF, >DD, >DD
>C1, >C0, >C0, >C0, >C0O, >C0, >C0, >CO
FF7:7. 777,77

201, 37F, 57F.: 37F, 27F.: >7F, 27F, >7F
>FQ, >FQ, 2FQ, >FQ, 2F0Q, >F0. >F0Q, >F0
>0F, 207, >07.: >43, >43, >&61, 261, >&0

>EQ, >EQ. >E0Q, >ECQ, >EO0, >EO, >EO0, 2EO
3 33, 3 3, 200, 200, 200

>FF, >FF, >FF, >FF, >FF, >01, >01, >01
33333333

>99, 399, >81, >81, >81, >81, >81, >81
>C0, 2€0, >C0O, >C0, >C0, >C0O, >C0O, >C1
Fo 737407777, 2FF

S7F 2T7F, 27F, 27F. 37F, 27F . >7F, >01

>F0. >F0, >FQ. >F0O, >FQ, >F0. >F0. >FC
>70. 270, >78, >78, >27C, >7C, >7E, >7E
>EQ, 260, 5460, >20, >20, 200, 200, >00
>00, 200, 200, 3, 3. 3,3, 3

>01, >01, >01, >FF, >FF, >FF, >FF.: >FF
>01,>01,201,0,0:.0,.0: 0

>FF. >FF, >FF, 201, >01, 203, >03: >07
>01, 201, >01, >FF, >FF, >FF, >FF. >FF

>F0, >F0, >F0. >F0, >F0,: >F0Q. >FF, >FF
2FF,D27F, 27F, D7F, 37F, >7F, >FF, >FF
>00, >00, >80, >80, >C0, >C0O, >FF, >FF
203, 203,0,.0.0,.0,0,0

DATE= &/ 3/83

i: 55 PAGE 3
PCD1. Z. PRUC. MOONG7

TIME=14:

>BO
22
>B7
>Ba
23 -
>BF
>C0
24
>C7
>C8
25
>CF
>DO
26
>b7
>be
27
>DF

>EQ




Directory/File ManageriV1. 0] DATE= &/ 3/83

DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
* DATA
DATA
HRER
P THAT
i LOAD
3033 '

>FF, >FF,0,0,0,0,0.0
>FF. >FF,0:0.0,0:.0. 0
>07, 207, >0F., >0F. >0F, >iF. >1F, >3F
>00, >0F, >18, >21, >23: >23, >27.: >1F

>7F, >FF.: >FF, >FF, >FF, >FF, >FF, >FF
0. 0,0, 0, 201, >03, >07, >1F

>1F, >3F, >7F. >FF. >FF, >FF, >FF, >FF
0:0:,8,0,0:,0:0, >23F

200, 200, 203 207, >1F, >FF, >FF, >FF
>7F: 2FF, 5FF, >FF, >FF, 5FF, OFF, >FF
>38. >64, >84, >84, >B4, >44, >3C, >00
9,0:.0,.06,06,0,0,0

>03, >00, >FF, >29, >2F, >A8, >E8., >00

TIME=14: 1:5& PAGE 4

>E7

>EB

>EF

PCD1. Z. PROC. MOONG7
28

29

CONCLUDES 1152 BYTES OF TITLE SCREEN CHARACTERS

THOSE IN AT PDT+>300 (START OF CHAR SET 12)

S 3 JE 303 320 30 B 450 O 304 30 2 B0 30 2 0 3 36 38 35 36 36 35 36 30 340 30 90 96 30 35 36 36 98 96 36 3E3H 8 IR 30 SR 0 S S 3 R S 2 1038
F 36 36 35 30 3 3 36 3 e JE I 3 30 36 S0 0 3F 2 20 36 I AR 3 36 SE 30 048 SE IR AR 48 3 06 3 A3 0 30 300 2 SR SRR SR SRS IEH

# RINGS NUMBERED OUT TOD IN - SET-UP CLOCKWISE

¥*

35 3k 3 3k b 30 36 3 36 36 3 3 3 3 3F 30 30 35 36 3030 I 36 3 3 96 9 3F 30 55 36 30 20 3 96 3 I 98 M 30 36 96 36 36 3 36 30 3 S0 6 I 030 33

# RING #1 # COLOR TBL SET #24 # BLK/GRAY #*

A3 A 362 3000 3 3 3 630 B 26 R 6B U AR B B30 R B O S B R R R

L0AD1 DATA >4E, 200, >4E, >40 # RING 1 (1-8), 2 (9-14}
DATA 280, 240, >20. >10, >08, >04. >02. 201 +# T/L. CNR 3CO
DATA >AA, 08, >00 #+ TOP >C1
DATA >01, 202, >04, >08, >10, >20, >40, >80 # T/R CNR >C2
DATA 2AA, 08, >00 # RIGHT »C3
DATA >80, >40, >20, >10, 208, >04, >02, 201 # B/R CNR >C4
DATA >AA, 08, 200 # BOTTOM >C5
DATa 01,202, 504, >08, >10, 220, >40, >80 + B/L CNR 2Cé
DATA 2AA: 08, 200 # LEFT >C7

%*
LATA >AB, >4E, >40, >4E, >00 # RING 2 (1-8), 1 (9-16)
DATA >80, >40, >20, >10, >08, 307, >07, >07 # T/I. CNR 2>C8
DATA >AA, 05, >200: >FF. >FF, >FF # TOP >C9
DATA >01, >02, >04, >08, >10, >E0: >EQ0: >EQ # T/R CNR >CA
DATA >AA, 08, >EO # RIGHT >CB
DATA >EQ, >EOQ, 2EOQ, 310, 208, 204,202,201 # B/R CNR >CC
DATA >FF., >FF, >FF., >AA, 05, 200 # BOTTOM 2>CD
LDATA 07,207, 207,208, 210, >20, >40, >80 * B/L CNR >CE
DATA 2AA, 0B, 207 #* LEFT >CF

#
DATA >AB, >4E, >80, >4E, >C0 # RING 3 (1-8), 4 (9-14)
DATA 280, >40, >20, >10, >08, >04, >02,>01 # T/L. CNR 2>DO
DATA >AA, 08, 200 # TOP >D1
DATA 201, 202, >04, >08, >10, >20, >40, >80 # T/R CNR 2>DZ
DATA >AA, 08, 300 # RIGHT >D3
DATA 2:80, >40, >20, >10, >08, >04, >02,>01 # B/R CNR >D4
DATA 24A, 08, 200 # BOTTOM >DS
DATA 201, 202, >04, 08, >10, >20, >40, >80 % B/L CN. >Dé&
DATA >AA, 08, 200 # LEFT >D7

+*
DATA >AB, >4E, >C0, >4E, >80 # RING 4 (1-8), 3 (9-16)
DATA >80, 240, >20, 210, 208, >07, 207, >07 * T/i. CNR >DO
DATA >AA, 05, 200, >FF, >FF. >00 # TOP >D9
DATA >01, >02, >04, 08, >10, >E0, 2EQ, 2EQ * T/R CNR >DA




Directory/File ManagertiVi. 01

LOAD2

DATE= &/ 3/83

TIME=14: 1:57 PAGE 3

PCD1. Z. PROC. MOONG7

DATA >AA, 0B, 260 # RIGHT >DB
DATA 2EO0, >EO. >EO, >10, 208, >04, >02, >01 # B/R CNR >DC
DATA 200, >FF, >FF. >aa, 05, 200 * BOTTOM >DD
DATA 207,207, »07, >08, >10, >20, >40,>80 # B/L. CNR >DE
DATA >»AA, 08, 2046 #+ LEFT >DF
DATA >AB. >4F, >00, >4F, >40 * RING 5 (1-8), & (9-16)
DATA >80, >40, >20, >10, 208, >04, >02,>01 # T/L CNR >EO
DATA >AA, 08, >00 #+ TOP >E1l
DATA >Q1, 202, >04, 08, >10, >20, >40, >80 + T/R CNR >EZ2
DATA 2>AA, 08, 200 # RIGHT >E3
DATA >80, >40, >20, >10, >08, >04,>02, >01 # B/R CNR >E4
DATA >AA, 08, 200 * BOTTOM ZES
DATA >01,>02, >04, >08, >10, >20, 240, >80 +# B/L. CNR >E6
DATA >AA, 08, >00 # LEFT >E7 -
DATA >AB, >4F, >40, >4F, >00 # RING & (1-B), 5 (9-1é6)
DATA >»80. 240,520, >10, >08, >07,>06, 205 # T/L CNR 2EB
DATA >AA, 053, >00, >FF, >00, >00 # TOP >E9
DATA 201, >02, >04, >08, >10, >E0, >60. >A0 # T/R CNR >EA
DATA >AA, 08, >20 # RIGHT >EB
DATA >A0: >60. >EQ, >10, >08, >04, >02, >01 # B/R CNR >EC
DATA 00, >00, >FF.: >AA, 03, >00C ®* BOTTOM CED
PATA 205, 204, >07, 208, >10, >20, 240, >80 # B/L CNR >EE
DATA >AA, 0B, >04 # LEFY >EF
# TRAC’S

DATA >AB. >4F, >80, >4F, >80 # TRAC'S SAME FOR ALL
DATA >01, >02, >04, >0F, >10, >20, >40, >FF >FO
DATA >FF. 200, 200, >FF, >00, >00, >00, >FF >F1
DATA >FF, >00, >00, >FF, >01, >03, >07, >FF >F2
DATA >FC, 232, >79, >FF, >F%, >F9, >F9, >FE >F3
DATA 2-3F, >4C, >9E, >FF, >9F, >9F, >9F, >7F >Fa
DATA =FF, >00, 200, >FF, >80, >C0O, >EQ, >FF 2F9
DATA >80, >40, >20, >F0, >08, >04, >02, >FF >Fé
DATA >AA, 08: >00 >F7 OPEN
DATA >AD

FEH A6 46 H A0 I I I I IE S I I H I TG0 A0 I 6 I I T 0 3R SR IR R R
DATA >A4E, >40, >4E, >Q0 * RING 2 (1-8), 1 (9-16)
DATA >80, >40, >20, >10, >0F, >0F, >0F, >0F * T/L CNR >C8
DATA 2AA, 04, 200, >FF, >FF. >FF, >00 # TOP >C9
DATA >01, >02, >04, >08, >F0, >F0, >F0, >FO # T/R CNR >CA
DATA 2>AA, 08, 70 # RIGHT >CB
DATA >FQ, >F0, >F0Q, >F0, 208, >04, >02, 201 # B/R CNR >CC
DATA 200, >FF, >FF, >FF, >AA, 04, >00 # BOTTOM >Ch
DATA >0F, >0F, >0F, >0F, >10., >20, >40,>80 # B/L. CNR >CE
DATA >AA. 08, >0E * LEFT >CF
DATA >AB, >4E, >CQ, >4E, >80 # RING 4 (1-8), 3 (9-14&)
DATA >80.2>40, >20, >10, >0F, >0F, >0E, >0D # T/L CNR >D8
DATA >AA, 04, >00, >FF. >FF. >00, >00 # TOP >D7
DATA 201,202, >04, >08, >F0, >F0, >70,>B0 # T/R CNR >DA
DATA >AA, 0B, >30 # RIGHT >DB
DAaTA 28O, 270, >FQ, >F0, >08, >04, 202, >01 # B/R CNR >DC
DATA >Q0, >00, >FF, >FF, >AA, 04, >00 # BOTTOM >Dp
DATA >0D, >0E, >0F, >0F, >10, >20, >40,>80 # B/L CNR >DE
DATA 2AA, 08, >0C # LEFT >DF
DATA # RING & (1-8), 5 (9-14)

>AB, >4F, 240, 24F, >00




Directory/File Manager{Vi. 01l DATE= &/ 3/83

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>80, >40, >20. >10, 20F, >0C, >04A, >09
>AA, 04, >00, >FF, 200, >00, >00

>01., 202, >04, >08, >F0C, >30, >50, >90
>AA, 08, >10

>%0, >30, >30, >F0, >08, >04, >02, >01
>00, >00, >00. >FF. >AA, 04, >00

>09, >0A, >0C, >0F, >10, >20, >40, >80
>AA, 08, >08

SAB, >4F, >80, >4F, >80
>01, >02, >07, >08, >10, >20, >7F, >80
>FF, 200, >FF, >00, 200, >00, >FF, 200
>FF. >00. >FF., >00, >01. >03, >FF., >0F
PFC, >32, >F9, >F9, >FF., >F9, >F9. >F2
>3F. >4C, >9E, >9F. >FF, >9F. >9F.: >4F
>FF. 200, >FF, >00, >80, >C0, >FF., >FQ
>80, >40, >E0, >10.: >08, >04, >FE, >01
>AA, 08, 200

>AD

d ok ok koS & ok %

TIME=14; 1:59 PAGE &

PCD1. Z. PROC. MOONG7
T/7L CNR >ES8
TP ~E9
T/R CNR >EA
RIGHT >EB
B/R CNR >EC
BOTTOM >ED
B/L CNR >EE
LEFT >EF

# TRAC'S SAME FOR ALL

3638 330 3F 3 309 303 36 3630 96 3630 303 I 360 SR 36 8 36 35 30 36 3F 3830 3336 90 6 36 3040 3546 36 36 30 M0 06 SR 3

LOADS

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
BATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>4E, 340, >4E, >00
>80, >40, >20, >1F, >1F, >1F, >1E, >1D
>00, >00, >00, >FF., >FF.: >FF, 200, >00
>01, >02, >04, >F8, >F8, >F8, >78, >B8
>AA, 08, >38

SB8, >78, >F8, >F8, >F8, >04, 302, >01
>00, >00, >FF, >FF, >FF, >00., >00, >00
>1D, >1E, >1F, >1F, >1F, >20, >40, >80
>AA, 08, >1C

>AB, >4E, >C0, >4E, >80

# RING 2 (1-8)},

#

% % ok ok ok Kk %

# RING 4 (1-8).

>80, 240, >20, >1F, 21F, >1C, >1A, 219 # T/L CNR

>00, >00: >00.: >FF, >FF.: >00, >00, >00
201, 202, >04, >F8, >F8,; >38, >58, >98
>AA, 08, >18

948, >58. >38, >F8, >F8, >04, >02, »01
>00, 200, >00, >FF, >FF, >00, >00, >00
>19, 214, 210, >1iF.: >1F, >20, >40, >80
>AhA, 08, >18

»AB, >4F, >40., >4F, >00
>80, >40, >20, >1F, >18, >14, >12, >11
200, 200, >00, >FF, 2AA, 04, 200

>01, >02, >04, >F8, >18, >28, >48, >88
>AA, 08, 208

>a8, >48, >28, >18, >F8, >04, >02, >01
>AA, 04, >00, >FF, >00, >00, 00
>11,212, 514, >18, >1F. >20, >40, >80
»AA, 08, >10

>AB, >4F, >80, >»4F, >80
>01, >03, >04, >08, >10, >3F, >40, >80
2FF: 2FF, 200, 200, 200, >FF, 200, 200
>FF. >FF, >00, >00, >01, >FF, >07, >0F
>FC. OFE, 279, 2F%, >F%, 5FF, 5F9, >F2
>3F, X7F, 29, >9F, >9F, >FF., >9F. >4F
>FF, >FF, >00, >00, >80, >FF, >EOQ, >F0
>80, >C0, >20. >10, >08, >FC, >02, >01

* % ok ok ok R %

% % ok & %k ok o &

# RING & (1-8),

1 (9-1&)
T/L CNR >CB
TOP >ce
T/R CNR  >CA
RIGHT >CB
B/R CNR “>CC
BOTTOM >CD
B/L CNR 2>CE
LEFT >CF
3 (9-14)
>D8
TOP >D%
T/R CNR >DA
RIGHT >DB
B/R CNR >DC
BOTTOM >DD
B/L CNR 2>DE
LEFT >DF
9 (9~1&)
T/L CNR >E8
TOP ~E9
T/R CNR >EA
RIGHT ~EB
B/R CNR >EC
BOTTOM >ED
B/L CNR >EE
LEFT >EF

# TRAC’S SAME FOR ALL
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DATA
DATA

>AA, 08, 200
>AD

DATE= &/ 3/83

TIME=14: 2: O PAGE 7

PCD1. Z. PROC. MOONG7

o TR I 6 I I I I TE I I M I M 266 I A I 326 6 2 I M 36 I N

3635 3030 35 S0 0 3k 46 30 30 S 35 3F 36 30 00 30 30 30030 0 303030 20240 S0 00 30 36 3030 3000 36496 36 30 3 336 0 S0 44 30 b RS4R3

LOAD4

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>4E, >40, >4E, >00

# RING 2 (1-8),

1 (9-16)

>80, >40, >3F, >3F, >3F, >3C, >3A,>39 = T/L CNR >C8

>00, >00, >FF, >FF. >FF, >00, >00, >00
»0Q1, >02, >FC, >FC, >FC, >3C, >5C, >9C
>AA, 08, >1C

>%C, >5C, >3C, >FC, >FC, >FC, >02, >01
>00, 200, >00., >FF, >FF. >FF. >00. >00
»>39, >34, >3C, >3F, >3F, >3F, >40, >80
>Ah, 08, >38

>AB, >4E, >C0, >4E, >80

k ok % ok ok % %

TOP

T/R CNR
RIGHT
B/R CNR
BOTTOM
B/L CNR
LEFT

# RING 4 (1-8).

>80, >40, >3F. >3F, >38. >34, >32, >31 # T/L. CNR

>00, >00, OFF., >FF, >AA, 04, >00

>01, >02, >FC, >FC, >1C, >2C, >4C, >8C
-AA, 08, >0C

»8C, >4C, >2C, >1C. >FC, >FC, >02, >01
>AA, 04, >00, >FF, >FF, >00, >00

»>31, >32, >34, >38, >3F, >3F, >40, >B0
>AA, 08, >30

>AB, >4F, 240, >4F, 200

® ok ok e & K %

TGP

T/R CNR
RIGHT
B/R CNR
BOTTOM
B/L CNR
LEFT

* RING & (1B},

>80, >40, >3F, >30, >28, 224, 522,521 # T/L CNR

200, >00, >FF. >AA, 05, 200

201,202, >FC, 204, >14, >24, >44, >84
>AA, 08, >04

>84, >44, >24, »14, >04, >FC, >02, >01
>AA, 03, 200, >FF, >00, >00

>21, >22, 224, >28, >30, >3F, >40, >80
A4, 08, 20

>AB, >4F, >BQ, >4F, >80
=201, 202, >04, >08, >1F. >20. >40, >80
>FF, >00, >00, >00, >FF, >00, >00, >00
2FF,; 200, 200, 200, >FF, >03, >07, >0F
>FC, >32, >7F.: >F9, >F9, >F9, >FF, >F2
>3F, >4C, >FE, >9F, >9F, >9F, >FF, >4F
>FF, 200, >00, >00, >FF, >C0, >EO.: >FO
>80, 240, >20, >10, >F8, >04, >02, >01
*AA, 08, 200

>AD

S % ok % &k %k ¥

TOP

T/R CNR
RIGHT
B/R CNR
BOTTOM
B/i. CNR
LEFT

>C9
>CA
~CB
>CC
>CD
>CE
>CF

3 (9-16) -
>ng

>D9

>DA

»DB

>DC

>DD

>DE

>DF

3 (9—16)
3ES
>E9
>EA
>EB
>EC
>ED
>EE
>EF

# TRAC'S SAME FOR ALL

F 3036 30 3 30 30 30 36 #5353 30 30 46 3030 3 3030 30 36 34 30 S0 30 34 96 FEIE 3030 30 30 30 30 50 HE R 30 30 3000 96 60 036 38 30 3F 96 3R 36 S0 30 F0 35 3¢
HUEHBERHHREBEBEHSS AT R BN H AR R B RSEHEBRHAR SRS BRSNS

LOADS

DATA

- DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA

>4E, 240, >4E, 200

# RING 2 (1-8),

1 (9-14)

>80, >7F, >7F, 27F, >78, 374, >72,>71 # T/L CNR >C8

>00, >FF.: >FF, >FF, >AA, 04, >00

>01, >FE, >FE, >FE, >1E, >2E, >4E, >BE
>AA, 08, >0E

>8E, >4E, >2E, > 1E, >FE, >FE, >FE, >01
>AA; 04, >00, >FF, >FF, >FF, >00

>71, 272, X74. >78, 27F, >7F, >7F, >80
>aa, 08, >70

>AB, >4E., >C0, >4E, >80
}80.>?F.}7F.}70.}6Ba>64;}62.>61

¥ % %k %k %k ok %k

TOP

T/R CNR
RIGHT
B/R CNR
BOTTOM
B/L CNR
LEFT

# RING 4 (1-8);

>C9
>CA
>CB
>CC
>CD
>CE
>CF

3 (9-16)

# T/L CNR >D8




Pirectory/File ManageriVi. 0] DATE= &/ 3/83

DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
LDATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>00, >FF, >FF: >AA, 05, 200

>01, >FE, >FE. Z0E, 316, 224, 246, >86
>AA, 08, 206

»8B&, 246, 226, 214, 20E, >FE, >FE, 201
>4h, 05, >00, >FF., >FF. >00

261, 262, 264, >48B, >70, >7F, >7F, >80
>AA, 08, 260

>AB, >4F, >40, >4F, >00
>80, >7F, 280, >5Q, >48, >44, >42, >41
200, >FF, >Ah, 06, 200

>01, >FE, >06, >04A, 212, 222, >42, >82
>AA, 08, >02

>82, 242, >22, >12, >0a, 206, >FE, >01
>AA, 04, 200, >FF, 200

241, >42, >44, >48, >50, >&0, >7F, >80
>4A, 08, >40

>AB, >4F, >80, >4F, >80
»01, >02, >04, >0F, >10, >20, 240, >FF
>F¥F, >00, >00. >FF, >00., >00, >00, >FF
>FF, 200, >00, >FF, >01, >03, >07, >FF
>FC, 202, >7%,: >FF, >F%, >F 9, >F%, >FE
>3F, 24C, >9E, >FF. >9F, 29F, >29F, D7F
>FF, >00, >00, >FF, >80, >C0, >EQ. >FF
>80, >40, >20, >F0. >08, >04, >02, >FF
>AA, 08, >00

>AD

% ok %k % & ok %

* % Kk ok ¥ %k %k

TIME=14: 2: 1
PCDL. Z. PROC. MOGNG7

TOP

T/R CNR
RIGHT
B/R CNR
BOTTOM
B/L CNR
LEFT

# RING & (1-8).
# T/L CNR ZEB

TOP

T/R CNR
RIGHT
B/R CNR
BOTTOM
B/L. CNR
LEFT

>Dhe
>DA
=>DB
»DC
>Db
>DE
»DF

3 (%

>E?
>EA
>EB
2EC
>ED
>EE
>EF

) SEFEIE 0 330 W I I WA I IR I IR RN RN R R E RN
= RIS 303 36 36 3 3H 30 3 00 30 3 3 H 303033 36 36 30 36 30 330 090 35 30 30 30 S 30 36 300 30 06 33 26 36 303 30 30 R 3

LODAD6

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>4E, 240, >4E, >00
>FF. >FF, >FF, >F0, >EB, >E4, >E2, >El
>FF.: >FF.: >FF: >aA, 05: >00

>FF, >FF, >FF, >0F, >17, >27, >»47, >87
>4AA, 08, >07

87,2487, 527, 217, 50F, >FF, >FF., >FF
>AA, 05, 200, >FF, >FF, >FF

»E1l, 2E2, >E4, >EB, >FQ, >FF, >FF, >FF
>AA, 08, >E0

>AB, >4E, >C0, >4E, >80
>FF, 2FF, 2EO, >DG, >C8, >C4, >C2, >C1
2FF., >FF.: >4A: 06, >00

»FF, >FF, >07, 0B, >13, 223, »43, >83
>AA, 08, >03

=83, >43, >23, >13. 508, >07. >FF., >FF
>Ah, 06, 200, >FF, >FF

>C1, >C2, >C4, >C8, >D0, >EO0, >FF, >FF
>AA, 08, >C0O

>AR, >4F, >40, >4F,; >00
>FF, >CG, >A0, 290, >88, >84, >82, >81
>FF., >Af: 07, 200

2FF, 203, 2035, >0%, >11, >21, >41. >81
>AA, 08, 201

>81, >41, >21, >11, >09, 205, >02, >FF
»ad, 07, 200, >FF

>81, >82, >84, >88, >90, >A0, >C0, >FF

# RING 2 {(1-8),

¥ o %k k %k & % ¥k

* % % k ok k % &

#*
*
¥*
#*
#
+#
#*

# RING 4 (1-8),

# RING & (1-8),

1 (9-1&)

T/L CNR 2>CB
TOP >Ce
T/R CNR  3CA
RIGHT >CB
B/R CNR D>CC
BUTTOM »>CDh
B/L. CNR >CE
LEFT >CF
3 (9

T/L CNR DB
TOP >D7
T/R CNR >DA
RIGHT >DB
B/R CNR >DC
BOTTOM >DD
B/l CN. >DE
LEFT >DF
5 (9

T/L CNR >ES8
TOP >EY
T/R CNR >EA
RIGHT >EB
B/R CNR >EC
BOTTOM >ED
B7/7L CNR JEE

~14)

# TRAC'S SAME FOR ALL

-14&}

-16)

PAGE

8



Directory/File ManageriVi. 0]

DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATE= &/ 3/83

>AA, 08, >80

>AB. >4F, >80, >4F, >80
>01, >02, >07, >08, >10, >20, >7F, >80
>FF, 200G, >FF, >00, >00, >00, >FF, >00
»FF, 200, >FF, >00, 201, 203, >FF, >0F
>FC, >33, >F%: >F 9. >FF, >F %, >F %, >F2
?3F, >4C, >9E, >9F, >FF, >9F, »9F, >4F
>FF, 200, >2FF, 200, >80, >C0, >FF, >FO
>80, >40, >E0, >10, >08, 204, >FE, >01
>AA, 08, 200

>AD

#*

TIME=14: 2: 2

LEFT

PAGE

Q

PCD1. Z. PROC, MDONG7

>EF

# TRAC’S SAME FOR ALL.

WRW IR IR W INH I T NN R IR RN R
FH I 369 S I6 0 0 38 30 31 30 36 6 I 30300 030 30 S8 36 30 56 30 3 30 3030 30 90 30 303030 0 40 30 S 0F 36 26 R SRR IR SR 36 S0 S0 S0 OE 2 30

LOAD?

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA

>4E, 200, >4E, >40
>80, >40., >20, >10, >08, >04, >02, >01
>AA, 07, 200, >FF

201, 202, >04, »08, >10, >20, >40, >80
>Ah, 08, >80

>80, >40, >20, >10, >08, >04, >02, >01
>FF, >AA, 07, 200

>01, >02. >04, >08, >10, >20, >40, >80
>Aaf, 08, >01

>AB, >4E, >40, >4E, >00
>FF., >FF. >EO0, >D0O, >C8. >C4. >C2, >C1
SFF, 3FF, >AA, 06, 00

>FF, >FF, >07, »0B, >13, >23, >43, >83
>AA, D08, >03

>83, >43, >23, >13, >0B, >07, >FF, OFF
>AA, 06, 200, >FF, DFF

>C1,>C2, >C4, >C8, >DO, >EQ, >FF, >FF
>AA, 08, >CO

>AB, >4E, >80, >4E, >C0
>80, 240, >20, >10, >08, >04, >02, >01
284, 07, 200, >FF

>Q1, 202, >04, >08, >10, >20, >40, >80
>AA, 08, >80

>80, >40, >20, >10, >08, >04, >02, >01
>FF. 2AA; 07, 200

>01, 202, >04, >08, >10, 220, >40, >80
>AA, 08, 201

»AB, >4E, >C0, >4E, >80
>FF, >C0, >A0, 90, >88, >84, >82, >81
>FF, >AA, 07, 200

>FF, 203, >05, >09, >11, >21, >41, >81
>ah, 08, >01

>B1, >41, >21, >11, >09, >05: 203, >FF
>ah, 07, 200, >FF

»>81, >822, >84, >88, >0, >A0., >C0, >FF
>AA; 08, >80

>AB, >4F, >00, >4F, >40
>80, 240, >20, 210, >08, >04, 202, >01
>AA, 07, 200, >FF

>01, >02, >04, >08, >10, >20, >40, >80

# RING 1 (1-8),

% % %k ok ok &k %k %k % ok ok & ok % %k % % % ok & % %k k %

T EEER.

*
*
#*

T/L CNR
TOP

T/R CNR
RIGHT
B/R CNR
BOTTOM
B/L. CNR
LEFT

# RING 2 (1-8),

T/L CNR
TOP

T/R CNR
RIGHT
B/R CNR
BOTTOM
B/L CNR
LEFT

# RING 3 (1-8),

T/l CNR
TGP

T/R CNR
RIGHT
B/R CNR
BOTTOM
B/L. CNR
LEFT

# RING 4 (1-8),

T/L. CNR
ToP

T/R CNR
RIGHT
B/R CNR
BOTTOM
B/t CNR
LEFT

# RING 5 (1-8),

T/l CNR
TOP
T/R CNR

2 (9-14)

>Co
>C1
»C2
>C3
>C4
>C5
>Lé
>C7

1 (9-18&)
“>C8
>Ce
>CA
>CB
>CC
>CD
>CE
>CF

4 (9-16)
>bo
-D1
>ba
>D3
>D4
>D5
>Dé
>D7

3 (9-1&)
>D8
>D9
>DhA
>DB
>DC
>DbD
>DE
>DF

& (9-16)
>ED

>E1l

»E2




Directory/File ManageriV1l. 0]

DATA
DATA
o~ DATA
' DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>AA; 08, >80

>80, >40, >20, >10, 208, >04, >02, >01
>FF: >AA, 07, 200

201, 202, >04, >08, >10, >20, >40, >80
2AA, 08, 201

>AB, >4F, 240, >4F, 200
>80, >40, >20, >10, >08, >04., >02, >01
244, 08, >00
>01, >02, >04., >08, >10, >20, >40, >80
>AA, 08, 200
>80, >40, >20, >10G, >08, >04, >02, >01
>hAdh, 08, 00
>G1, >02, >04, >08, >10, >20, >40, >80
>AA, 08, 200

>AB, >4F, >80, >4F, >80
>01, >03, >04, >08, >10, >3F, >40, >80
>FF, >FF, >00, >0Q, >00, >FF, >00, >00
>FF. >FF, >00, >00, >01, >FF, >07, >0F
2FC, >FE, 279, 2F%, >F9, >FF.: >F%, >F2
>3F, 27F.: >9E, >9F, >9F, >FF. >9F, >4F
>FF, >FF, >0G, >00, >80, >FF. >EC, >FO
>80, >C0. >20, >10, >08, >FC, >02, >01
>AA, 08, 300

>AD

DATE= &/ 3/B3

* % ¥ % %

& ok ok &k ok o & %

TIME=14: 2: 3
PCD1. Z. PROC. MODONG7

RIGHT
B/R CNR
BOTTOM
B/L. CNR
LEFT

#* RING 6 (1-8),

T/L CNR
TOP

T/R CNR
RIGHT
B/R CNR
BOTTOM
B/L CNR
LEFT

>E3
>E4
>EB
>E&
>E7

S (9
>EB
>E9
>EA
>EB
»EC
>ED
>EE
>EF

-14)

#+ TRAC‘S SAME FOR ALL

48 548 3 3 36 36 30 30 3 95 36 36 30 30 3046 0 30 36 3 36 31 30 30 96 FE 3034 030 36 3038 3 36 36 96 33 S 30 M3 30 36 30 3E 30 30 3 30 4R E N
S5 3 3 30 3 3 3 3 36 30 36 35 36 3030 6 3038 Sb 30 46 28 303 56 36 30 5 303 35 308 JH I8 30 36 3 3 36 31 30 36 690 30 30 58 3 38 3 36 200 HEE 6 36 R A3

7 LDADE  DATA
L F DATA
DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

>4E, 200, >4E, >40
>80, >40, >20, >10, 208, >04., >03, >03
>AA, 06, 200, >FF, >FF

>01, >02, >04. >08, >10, >20, >C0, >C0O
>ah,; 08, >C0

>CC, >C0, >20, >10, 208, >04, >02, >01
>FF, >FF, >4A, 04, 200

>03, >03, >04, >08, >10. >20, >40, >80
>&A, 08, 203

>AB, >4E, >40, >4E, >00
>FF. >C0, >A0, >90, >88, >84, >B2, >81
2FF. >4AA, 07, 200

>FF, 203, 203, 209, >11, >21.: >41, >81
2AA, 08, >01

>81, >41, >21, >11, >0%9, >035, 203, >FF
>AhA, 07, 200, >FF

-81, >82, >84, >88, >90, >A0. >C0. >FF
>Af, 08, >80

+AB, >4E, >80, >4E, >C0
>80, >40, >20, >10, >08, >04, >03, >03
>aa, 06, >00, >FF, >FF

>01, >02, >04, >08, >10, >20, >C0, >CO
>AA, 08, >C0

>C0, >C0, >20, >10, 208, >04, >02, >01
>FF. >FF, >AA, 06, 200

03, 503, 204, 308, >10, >20, >40, >60
>AA, 08, >03

# RING 1 (1-8),

# RING 2 (1~8),

# RING 3 (1-B),

2 (9-i&)
# T/l. CNR >CO
+ TOP >C1
# T/R CNR >(C2
#* RIGHT +C3
# B/R CNR >C4
#* BOTTOM »C5
# B/ CNR 2>Cé&
# LEFT >C7

1 (9~14)
# T/L. CNR 2C8
* TOP >C9
# T/R CNR >CA
®* RIGHT >CB
# B/R CNR >CC
# BOTTOM >CD
# B/L. CMR >CE
# LEFT >CF
4 (9-1&)

# T/L CNR >DO
# TOP >D1
# T/R CNR >D2
#* RIGHT >D3
# B/R CNR >D4&
# BOTTOM >D5
# B/L. CNR 2D&
# LEFT >D7

PAGE

10



TIME=14: 2: 5

PAGE i1

PEDL. 2. PROC. MOONG?

Directory/File ManagerCV1. 0] DATE= &/ 3/83
DATA 2AB, >4E, >C0, >4E, >80 # RING 4 (1-8), 3 (9-14&)
DATA >80, 240, >20, >10, >08, >04, >02,>01 % T/L CNR D8
L~ DATA 2AA, 08, 500 + TOP >De
f DATA 201, >02.; >04, >08, >10, >20, >40, >80 # T/R CNR >DA
DATA 2AA, 08, 200 # RIGHT >DB
DATA >80, >40, >20, >10, >08, >04, 202, >01 # B/R CNR >DC
DATA >AA, 08, 200 # BOTTOM >DD
DATA >01.2>02, >04, >08, >10, >20, >40,. 280 # B/L CNR >DE
DATA >AA, 08, >00 #* LEFT >DF
3
DATA >AB, >4F, >00. >4F, >40 # RING 5 (1-8), & (?-14)
DATA >80, >40, >20, >10, >08, >04, >03,2>03 # T/L CNR >EO
DATA 2AA, 04, 500, >FF, 200 * TOP >E1L
DATA 201, >02, >04, >08, >10. >20, >C0, >C0 # T/R CNR >E2
DATA 2>AA, 08, >40 # RIGHT SE3
DATA >CO0, >C0, >20, >10, >08, >04, >02,>01 + B/R CNR >E4
DATA 200, >FF, >AA, 06, 00 #+ BOTTOM >ES
DATA >03, >03, >04, >08, >10, >20, >40, >80 # B/L CNR 3>Eé&
DATA >aA, 08, 202 #+ LEFT >E7
*
DATA >AB, 24F, >40, 24F, >00 # RING & (1-8), 5 (9-16)
DATA >80, >40, >20, >10, >08, >04, >02, >01 + T/L. CNR >EB
DATA >AA, 08, 200 * TOP >E?
DATA 201, 202, >04, >08, >10, >20, >40, >80 # T/R CNR >EA
DATA >A#A, 08, 200 # RIGHT >ER
DATA >80, >40, >20, >10, >08, >04, >02. >01 +# B/R CNR 3EC
DATA >4AaA, 08, >00 # BOTTOM 2ED
DATA >01, >02, >04, >08. >1Q, >20, >40, >80 # B/L CNR 2EE
N DATA >AA, 08, 200 #+ LEFT >EF
- #
DATA >AB, >4F, >80, >4F, >80 # TRAC'S SAME FOR ALL
DATA 01, 202, >04, >08, >1F, >20, >40, >80
RATA ZFF, >00, >00, >00, >FF, 200, >00, 200
DATA >FF, 200, >00, >00, >FF, >03, >07, >0F
DATA >FC, 232, >7F, >F9, >F9.: >F9: >FF, >F2
DATA D3F, Z4C. >FE. >9F., >9F, >9F. >FF, >4F
DATA >FF, >00, >00, 200, >FF, >C0, >EC, >FO
DATA >80, >40, >20, >10, >F8, >04, >02, >01
DATA 2A4A, 08, 200
DATA >AD

FE3E 333 336 3 33 S 3 A B S I S S R S R R R R R R R R
# TITLE SCREEN OQUTPUT CHARACTERS (FORMAT OF SCREEN)

ARARERARAERRARARETRAREEER TR REE TR SRS T TR R T 0 5 5050 50 30 5000 0 3040 3 50 3 050 30 40 30 40

TITSIT DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA

DATA

i DATA
- DATA
DATA

287, 2674 267, 287, 287, 267, 367, 267
>&7, 267, 267, 247, 260, 2461, 262, 2A0
>B7, >B8, DR, BBA, >&7., 367, 2467, 267
2467, 267,567, 247, 287, 267, 2&7, 247

»&7, 267, 267, 287, 267, 267, 3&7, 367
267, 267, 267, 264, 269, 366, 266, 266
»Al, >B&, >B3, >BB. >BC, >67, 267, 267
267, 267, 367, 267, 267 267, 267, 267

267, 267, 267 287, 267, 2867, 267, 267
247, 267, 260, 268, 266, 249, 266, 266
>&A 202, >BS, >B3, >BD, >BE, >2&7, >&7
287,287, 2867, 247, 2867, 247, 287, 267

# LINE 4

# LLINE S

# LINE &

¥*




Directory/File Manager([Vi. 0]

DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA

3b36 3
#*%
*3%
HHN®

END

DATE=

287,287, 267, 287, 28671 367, 267, 267
>67, 267, 246B, >&6C, 266, 266, >bb, >b6b
&b, hHb, 2BA, HEE, 3B3, DBF, 247, 267
287, 267, 2867 247, 267, &7, 267, 267

>&7, 267, 26D, D6E, »6F, 2467, 3270, 271
272273, 274, 278, 266, 546, 276, 266
264, >66, 2A3, >B3, >C0, >C1, >C2, >C3
>C4, >C5, 287, >C&, >2C7, 2CB, 247, 267

>&7, 267, 277,278, 279, 267, 374, >7B
>7C, 27D, 27E, 27F, >80, >81, >b66b, >bb6
>AS, >A4, >C9, BCA, »CR, >CC. >CD, MCE
>CF, >D0O, >&7.: 2D1, 2D2, 547, 267, 267

267, 267, 282, >67, 283, >67, >84, >85
>B86, >87, >88, >89, >8A, >8B.: >6b6, >8C
>A&, >AT7, >D3, >D4, >DY, >D6, 2D7, >DB
>D9, 2DA. >467. >D8B, >DC, 287, 267, 267

247, 247, 282, 267, >83, >67., >BE, >8F
290, 291, 292, 293, >bb&, 26b6, 264, 266
>66, >A8, A9, »B3, >DD., >DE, >DF., >EQ
>EL, 2E2, 2467, EQ, >E4, ZES, 267, 267

267, 267, 267, 267, 267, 267, 267, 267
>67, 2467, 294, 2466, 26&) 295, 2b&, 294
>&6, >AA, 2AB, >AC, >B3, 2E6, 267, 367
367, 267, 247, 267, D67, 247, 267, 247

267, 267, 267, 2467, 287, 267, 267, 347
287, 267, 297, 298, 266, 266, 266, 366
>6b, 2AD, 2AE, >AF,: JE7) EB, >67: 247
267, 267, 267, 267, 267, 267, 367, 267

367,267, 267, 267, 267, 27, 267, 247
267, 267, 267, 2979, 294, 9B, >9C, 266
>B0, >B1, >B3,; >E9, 2EA, 367, 247, 267
267, 2867, 267, 247, 267, >2&7, 267, 267

267, 267, 2867, 267, 567, 267 367, 267
2867, 267, 267, 267, 29D XFE, >9F, 266
>B2, ZEB, EC, ED, 787, >&7: 267, 267
267, 267, 247, 267, 267, 267, 267, 267

&4/ 3/83

*

*

*

%

TIME=14: 2: & PAGE ia
PCD1. Z. PROC. MOONG7

LINE 7

LINE 8

LINE %

LINE 10

#LINE 11

#

%

*

*

LINE 12 -

LINE 13

LINE 14

LINE 15

THAT WAS 384 BYTES OF SIT CHARS FOR THE TITLE SCREEN
L.OAD THOSE AT SIT >80 AFTER AND ALL >20 GPL COMMAND




