SRR REE R LR R LR SRR R FREE AR FEERF RS RE RS H RS ER R SRR REREE #

SYS1 FILE NAME: PCD1. JMPOG?. SRC. WRROM

%*

# WORD RADAR

* By © JOHN PHILLIPS
* DATE . 4/25/83

#*

3+

#* % %k & X

EE XTI R Y S I S IR T S L S T L i
IDT ‘WRDRDR ‘
TITL ‘WRDRDR‘
RORG 6000
EVEN
HOO BYTE >00
HO1 BYTE >01
HOZ2 BYTE 02

HO3 BYTE >03
HO4 BYTE 04
HOS BYTE >05 -
HO& BYTE >0&

HO7 BYTE >07
HOB BYTE 0B
HO% BYTE 0%

HOA BYTE 04A
HOB BYTE OB
HOC BYTE >0OC
HOD BYTE >0D
HOE BYTE >0OE

HOF BYTE >OF

RORG >&010

- DATA @WRDRDR START OF MAINLINE XML 70
r’"*******************%******%*********************
- # MEMORY MAPPED EQUATES #*

SEAEF 36 40 30 36 3030 1 30 6 3538 3 303 40303 3E 3R 300 4RSS SR R R R N R
CPURAM EQU 28300

SCAN EQU >000E SCAN ADDRESS
PDT EQU >0000 PATTERN DESCRIPTOR TABLE
5IT EQU »1800 SCREEN IMAGE TABLE
SAL £6U >1B00 GPRITE ATTRIBUTE TABLE
SDL. EQU >1C00 SPRITE DESCRIPTOR LIST
SVT EQU >1F00 SPRITE VELOCITY TABLE (128 BYTES)
RSMOT EGQU SVT USED BY MY AUTD MOTION
asaML  EQU RSMOT-SaAL USED BY MY AUTO MOTION
FREVDP EQU >1FBO FREE VDP MEMORY (128 BYTES)
CT EQU >2000 COLOR TABLE
HIVDP EQU 3800 HIGH VDP (FREE) (2048 BYTES)
SNDPNT EGU >B3CC VDPRAM SOUND TABLE POINTER
STRTED EQU >BACE FL.LAG TO START SOUND
RAMFLG EQU 83FD SOUND LIST IN VDPRAM FLAG
VDPRD EQU 28800 READ WINDOW VDP
VDPWD EGU >BC0O0 WRITE WINDOW VDP
vDPWA  EGQGU »BCO2 HARDWARE READ/WRITE WINDOW VDP
GRMWA EQU 2>9C02 HARDWARE READ/WRITE WINDOW GROM
GRMRD EQU >9800 READ WINDOW GROM
GRMRA EQU >7802 READ ADDRESS WINDOW
GRMWD EQU >2C00 WRITE WINDOW GROM

%

: 3635 36 2040 T30 30 S0 T3 20 1B H AR S A I R S A R R R
= CFURAMNM EQUATES #

4 44 3 3 4 36 3 3R 48 30 48 38 O O G638 38 SE4F 36 58 3 46 3P 4F 3 30 B 36 9F 3F 36 38 36 36 3 36 4 30 30 30 B 30

MYWS EQU CPURAM
FABTWE EQU CRURAM




MyWsz
PTSTAT
# 220,
Yi
YilB
X1
X1LB
Yz
Y2LB
X2
X2LB
BLKPNT
RUNTIM
JOYST
NOWINS
SAVLST
LANGNM
#*
LANG
CNTFMT
MOVTAB
TAB1
TAB2
BYTE
CB/ADD
FMT
FMT1
LENGTH
SPEED
WRELSBT
LIMIT
MAXPRB
FLAG
DIFFIC
SNDADR
RADORG
RADPNT
RADCNT
GQTRCNT
WRDNUM
WLANG
ARYPNT
ARRINC
MCHNUM
HITMAX
KEYBRD
KEY
JOYY
JOYX
RANDOM
TIMER
MOTION
STATUS
TEMPRT
SETHIT
ACCHIT
ABETS
SAVEWN
SFEEDV
TOTMIN
TOTSEC
SECLIM

EQU
EQU

21 RESERVED FOR BLWP @VSBW

EGU
EQU
EGuU
EGQU
EGQU
EQU
EQU
EQU
EGQGU
EGQU
EQU
EQU
EQU
EQU

EQU
EQU
EQU
EGQU
EQU
EQU
EQU
EQU
EQU
EQU
EQU
EQU
EQU
EQU
EQU
EGQGU
EQU
EQu
EGU
EGU
EQU
EaU
EQU
EQU
EQU
EQU
EGU
Equy
EGU
EGQU
EQU
EQU

"EQU

EQU
EQt)
EGQU
EQU
EQU
EGQU
EQU
EQu
EQU
EQu
QU

CPURAM+220
CPURAM+:20

CPURAM+-24
CPURAM+ 225
CPURAM+26
CPURAM+27
CPURAM+28
CPURAM+229
CPURAM+>24A
CPURAM+-2B
CPURAM+2C
CPURAM+2E
CPURAM+:2F
CPURAM+230
CPURAM+31
CPURAM+2:43

CPURAM+>44
CPURAM+ 44
CPURAM+48
CPURAM+2>4A
CPURAM+>4C
CPURAM+>4E
CPURAM+>50
CPURAM+:52
CRURAM+:54
CPURAM+2> 54
CPURAM+>50
CPURAM+>59
CPURAM+>54
CPURAM+>5H
CPURAM+>5C
CPURAM+>5D
CPURAM+>SE
CPURAM+>40
CPURAM+ 42
CPURAM+>64
CPURAM+64
CRURAM+>6&7
CPURAM+ 68
CPURAMA+ S AA
CPURAM+>4C
CPURAM+>&E
CPURAM+&F
CPURAM+:74
CPURAM+S75
CPURAM+>74
CPURAM+>77
CRURAM+>78
CPURAM-+>79
CPURAM+>TA
CPURAM+>7C
CPURAM+>7E
CPURAM+>82
CPURAM+>83
CPURAM+ 84
CPURAM+>85
CPURAM+B6
CPRURAM+>87
CPURAM+88
CRURAM+>8A

FOR LINE DRAWING ALGORITHM
SAME

OR eVS5BR

STARTING ROW

STARTING COL

ENDING ROW

ENDING COL.

M

POINTER TO WHICH BLOCK TABLE
RUN TIME IN MINUTES
JOY/KEYBRD OPTION O-KEYBRD
- HOW MANY INCOMPLETE ROUNDS
— BAVED WORD LIST
HICH LANGUAGE IS BEING USED
ENG,1 FR.2 GER,3 DUT. 4 IT
LANGUAGE POINTER FOR TEXT

TEMPORARY WUORKSPACE FOR WORD POINTER

1

1

1

1

W

0

2

2

2 GROM ADDRESS OF DATA TABLE
2 GROM ADDRESS OF PATTERN

2 VDPRAM ADDRESS OF PATTERN

2 COUNT OF # OF BYTES TO MOVE
2 TEXT:CHAR BUFFER ADDRESS

2 TEXT: FORMATTING CODE

2 TEXT: FORMATTING CODE

2 TEXT: WORD LENGTH

1 SKILL LEVEL

1 PROBLEM RANGE

1 FOR GPL CODE

1 MAXIMUM # OF PROBLEMS AT LEVEL
1 FLAG FDR MENKEY IN GPL

1 DIFFICULTY LEVEL 1-9

2 SOUND ADDRESS

RADAR ORIGIN POINTER

POINTER INTO RADAR BYTE LIST
TATAL # OF LLINES DRAWN

1 — # LINES DRAWN PER QUARTER
— WORD NUMBER

~ BTART OF WORD LANGUAGE LIST
ARRAY POINTER (0~-11}

~ ARROW INCREMENT VALUE

— WORD NUMBER TO MATCH WITH
- MAX # OF HITS PER LEVEL

ol ol L RNIN T (6 B
1

TIMER BYTE

FOR AUTO MOTION

STATUS REGISTER

TEMPCRARY RETURN ADDRESS HOLDER
1 - HITS SHOWN DURING A ROUND

- BETS COMPLETED

- SAVED WORD NUMBER

~ SPEED VARIABLE

TOTAL MONUTES

- TOTAL SECONDS ELAPSED

—= LIMIT OF SECONDS FOR GAME

I3 P+ o+ o st
1

- HITS ACCUMULATED DURING A ROUND



SAVKEY
WARRAY
HITS
MIBSES
LHITS
~~ LMIB3
HHITS
HMISS
JOYNUM
#
GPCSAY
GPL.RA
INTHWE
SEED
DISINT
EXINTR
SVVDP1
SCNTIM
GPLWS

EQU
EQU
EGQU
EGQU
EQU
EGU
EQU
EGU
EQU

EGU
EQU
EQuU
EQU
EGU
EQU
EGU
EQU
EQU

CPURAM+:8C
CPURAM+>AG
CPURAM+>AC
CPURAM+:AE
CPURAM+ZBO
CPURAM+>B2
CPURAM+2B4
CPURAM+:Bé&
CPURAM+BEB

CPURAM+3>BC
CPURAM+BE
CPURAM+>CO
CPURAM+>CO
CPURAM+3C2
CPURAM+2:CY
CPURAM+>D4
CPURAM+3Dé&
CPURAM+>ED

1 - SAVED KEY/JOY VaALUE

WORD ARRAY - 12 BYTEDB

2 # OF HITS

2 # OF MISSED

2 HIGHEST # OF MISSES

2 LOWEST # OF HITS

2 LOWEST # OF MISSES

2 HIGHEST # OF HITS

1 WHICH JOYSTICK 1S BEING SCANNED

GPC SAVE AREA
GPL RETURN ADDRESS
INTERRUPT WORKSFACE
BUILT IN SEED

DISABLE SPRITE MOTION AND QUIT FUNCTION

EXTERNAL INTERRUPT ROUTINE WINDOW
TO SAVE VDP R1 IF KEY PRESSED
SCREEN TIME OUT COUNTER

ADDRESS 0OF GPL WORKSPACE

HEERXEFH A AU EFER AR FRER AR R R R R R R R AR R EHBE NN
# OTHER EQUATES
3036 30 F 3 M 3 SE 30 30 33030 303 4 340 30 36 35 36 30 3 3630 3030 96 30 338 4 36 3 6 R 3F
B3 SR M I R I R M R R R R R

* REGISTER

#*

EQUATES *

St 3 34 3 B 3438 3 O 36 38 3F T 3 3 5F 34 4E 30 3 3F 31 30 00 3E 3 B JE 0 30 2B 3R 3R IR 3E SR 0 3 S0 30

TEMPOO
VDPADD
RCOUNT
WCOUNT
RLOC
WL.ac
¢ COUNT
= RXINC
M
DIGTHE
TEMP
N
CARYHD
D
E
XPTL
YPTL
RVADD
SuM
RAND

EQu
EQU
QG
EQU
EGU
EGQU
EGQU
EQU
EQU
EQU
EQU
EQU
EQU
EQU
EGQU
EGU
EQU
EQU
EQU
EQU

RO
RO
R3
R3
R4
Ra
RS .
RS
RS
Ré&
R&
Ré&
R7
R7
RE
R%
R10
R12
R12
R15

VDP ADDRESS

NUMBER OF BYTES

NUMBER OF BYTES -
CPU BUFFER

CPU BUFFER

TO MOVE RCOUNT OR WCOUNT TO

XINCREMENT

TO MOVE VDPADD TUO
YINCREMENT

XDELTA
YDEL.TA
CURRENT XPOINT
CURRENT YPOINT

SUMMING REGISTER

3 3R JE 0 36 3 36 30 3030 4 3 30 28 30 30 3030 30 AP A SE A I SH 4R 3R I S SHE S R SRR S SRR HEOE

* WORKEPACE
B4R I B I R R R I R S

ROL.B
R1ILB
R2ZL.B
R3LLB
R4L.B
RSLB
R&lLB
DIGTLE
~ R7LB
CARYLB
RBLB
RILD
RALD
RBLEB

EQU
EQU

TEQU

EQU
EGQU
EGU
EQU
EGU
EGU
EQU
EQU
EGU
EQU
EQu

MYWS+1
MYWS+3
MYWS+5
MYWS+7
MYWS+3
MYWS+11
MYWS+13
R&LB
MYWS+15
R7LE
MIYWS+17
MYWS+19
MYWS+21
MYWG+23

EQQUATESTS #*

FOR SCORE ROUTINE

FOR SCORE ROUTINE




RCLB EQU MYWS+25
RDLB EGU MYWS+27
RELB EQU MYWS+29
RFLDB EQU MYWS+31
RI1LBZ EQU MYWS2+3 FOR VSBW AND VYSBR
HHEHEAEHHHERHHHREHE TR FRRRERREFEE T AR EFHL
#* SOUND TABLE EGUATES 2
*********%*****#******%**************************
RDRSND E£GU »>3900 RADAR SOUND
MISSND EQGU RDRSND+13 MIiISS SOUND
*********************-ﬁ-***********%****%**********
#* BYTE STATEMENTS #
******%********ﬁ**********************#**********
EVEN
RDR1 BYTE »&D.2
BYTE 71,2
BYTE >BC, 3
BYTE >%1,3
BYTE >AB. 4
BYTE »B1i, 4
BYTE (B, 4
BYTE >D1. 4
RDR2 BYTE 2B, 4
BYTE »31.4
BYTE 4B, 4
BYTE »51.4
BYTE >&C,3
BYTE >71.3
BYTE >8D.2
BYTE >%1,2
RDREND BYTE >FF, 0
EVEN
RADARS EGQU $
RADAR1 EQU %
ORIGUR BYTE 54, 136 ORIGIN OF UR RADAR
BYTE 23, 13&, 24, 139, 25, 142, 26, 144
BYTE 28, 147,30, 150,32, 153, 35, 157
BYTE 38, 159,40, 1461, 42, 163, 45, 164
BYTE 48, 1466, 51, 167, 54, 167
EVEN
RADAR2 EQGU %
ORIGLR BYTE 72,136 DRIGIN OF LR RADAR
BYTE 72, 167,74, 167,77, 166, B0, 165
BYTE 83, 163,85, 161,87, 159, 20, 157
BYTE 93, 153, 95, 150, 97, 147, 99, 144
BYTE 100,142, 101, 139, 102, 136
EVEN
RADARZ EQU ¢
ORIGLL BYTE 72,119 ORIGIN OF LL RADAR
BYTE 102,119, 101,114, 100, 113,99, i11
BYTE 97, 108, 95, 105, 93, 102, 90, 97
BYTE B7. 96, 85, 94, 83, 92, 80, 90
BYTE 77,89, 74, 88, 72, 88
EVEN
RADARS EQU 4
DRIGUL. BYTE 54,119 ORIGIN OF UL RADAR
BYTE 54,88, 51, 88, 48, 89, 45, 90
BYTE 42, 92, 40, 94, 38, 96, 35, 97
BYTE 32,102, 30, 103, 28, 108, 26, 111
BYTE 25,113,24,116. 23,119
HEO BYTE >EO SAVE VDP REGISTER ONE VALUE
HFF BYTE >FF '




SPEEDS BYTE &0, 56, 52, 48, 44, 40, 34, 32, 28

SNDRDR BYTE 4, :9F, »BF, >DF, >FA, 1 RADAR MOVING SOUND
BYTE 2., >EZ: »F0. 1
BYTE 1.ZFF.0

SNDMIS BYTE 4. >9A, »BF, >DF, >FF. 1
BYTE- 3, 8%, ¥3F, 70, 3
BYTE 1.29F. 0

3
EVEN

BLOCK1 DATA 20407, 0415, >0D15, >0D0O7
DATA >FFFF

BLOCKZ2 DATA 2046095, 20209, >0213, >0&617
DATA Z0B17,20F13, >0F02, 20B0OD
DATA FFFF

BLOCK3 DATA 206035, 0407, 20209, >0213
DATA 20415, 20617, 20B17, 20D13
DATA Z0F13, 20F09, >0D07, >0BOS

DATA >FFFF
L X - LR . Y E . LR R Y- R R R R R R R R R T R R R
% DATA STATEMENTS NEEDETD *

300 4 2 3 BB I S H I I 6 I A SR 3 40 3 4 R IR B B4R

ZERDES DATA 0000, 0000, >0000, >000C¢ TO BLANK OUT ANY PATTERNS

RADCOL DATA >=DODO, >DODO, 2DOD0, >DODG  COLDR FOR RADAR LINEG

HOOFF DaAaTaA 00FF FOR @HORL.IN ROUTINE
H8000 DATA >»8000 FOR @POINT2 ROUTINE
HOQODO  DATA 0000 FULL WUORD OF ZERUES
THRU DATA ZFFFF TERMINATOR FOR ROM BASED FORMATTER

LARROW DATA >0004, >02FF, >FF02, >0400 LEFT ARROW

RARROW DATA 0020, >40FF, >FF40, >2000 RIGHT ARROW

SRS IR SRR R R R U R0 R A S S S R R S I R R R R RN R
#85TART 0F MAINLINE R OM CODING=*
BRI 3 U 3 6 T30 3 33 36 H I 3 3 36 30 3 36 36 6 30 203 0306 30 090 FR 4046 3 3046 SRS S0 B IS0 0 SE U RS BB A

e

EVEN

WRDRDR {.IMI O DISABLE INTERRUFTS
MOV R11, @GPLRA SAAE BGPL RETURN ADDRESS
MOVB @GRMRA, @GPCSAV SAVE GPL PROGRAM COUNTER

MOVB @GRMRA. @GPCSAV+]
DEC eGPCSAV

LWPI MYWS
LIMI 2
B30 3030 F 0 3 3330 1 3 38 38 40 30 36 35 98 40 30 30 50 3 36 3600 40 0 3 38 46 3030 30 S B S SRR H SRS S R SRR
# THIS MODULE DOES THE INITS FOR THE START OF THE GAME #
HIRE B AR R N B H R R R R R R R R R RS
INITS BL eCLEAR CLEAR THE SCREEN
BL @WRTVCL MOVE RADAR SOUND DATA TO VDP
DATA 3900, &7, SNDRDR
BL @GETBLK GET DESIRED BLOCK #
BL @FMTRAD FORMAT RADAR CHARACTERS
BL eMAKSCN MAKE THE SCREEN
BL @SETRAD SET ALL THE RADAR POINTERS
BL @SETARR CREATE ARROUWS
BL @CALCWL. CALCULATE WORD LIST
BL eCAaLCSBV CALCULATE SPEED VARIABLE
BL eCALCSC CALCULATE SECONDS TO RUN
#*
MOVE @HOO, @ACCHIT NO WORDS GUESSED THIS ROUND
MOVB @HOO, @SETHIT NO WORD GUESSED THIS SET
MOVE @HOO, @NOWINS HASN’'T LOST YET
CLR eTOTSEC NO SECUNDS ELAPSED
CLR @HITS NO HITS OVERALL

CLR @MISSES NO MISSES OVERALL




MOVB @BAVLST, GWRDLET GET THE WORD LIST #

BL @SCRNON TURN ON THE SCREEN
BEAERERA R AR E R R R e R R R B R R R R R R R R E RS RRH
# ENTRY POINT FOR WHEN WORD LIST IS SUCCESSFULLY COMPLETED #
BB B B B AR IR AR 05 0 0 S 33 3 3336 3030 3 3 30 I B B IR AR 3 R R A M

GAMEST BL @PUTWRD SHUW THE SET OF WORDS
BL. @SHOWSC GO SHOW WORD LIST # AND SCORES
LI R1,13
EB @SPEED. @R1LE GIVES DELAY CYCLES
MOV R1, WCOUNT GET THE DELAY
BL. eDLOOP1 G0 DELAY
BL. @PUTBLK PUT OUT BLOCKS ON SCREEN
#*
CLR ®ARYPNT START AT POSITION ZERO
ILGOP MOV @ARYPNT, R1 GET IT INTO A REGISTER
MOVB eWARRAY{(R1)}.R2Z SEE WHAT'S IN THE ARRAY AT THAT SPOY
SRL R2.8 PUT IT INTO LSB
CI R2, »Q0FF I8 IT EMPTY? -
JNE MAINML1 NDO, SOMETHING IS THERE
INC @ARYPNT NOTHING THERE. TRY AGAIN.
JMPILOOP

#b 363k 38 30 3 3 35 48 S0 30 4 35 0 3 304030 S0 30 30 4 30 3 38 364 38 040 3 3030 30 30 30 S0 30 30 30 36 30 3 40 45 36 3 4F 2 3R 3030 30 S S R SR SE R I

#MaAaIN PLAY ING LOOP FOR WORD R ADAR®
L e T T R A I I Y LI I Y

MAINL.1 BL @REVWRD GO0 SHOW THAT ONE WORD

MAINLZ BL eMATCHW 60 GET A MATCHING WORD

*

MAINL3 BL @MOVRAD GO SEE IF IT'S TIME TO MOVE THE RADAR
BL @INPUT GET S50ME INPUT
JMP MATNL3 AND KEEP LOOPING

HH A R 3 R R R 30 30 30 R R R 3R R 30 3 0 GE HE S0 S F 3 W T 36 JH 30 10 3030 45 2 I H R RS S

“# THIS MODULE SETS ALL THE POINTERS FOR THE RADAR STARTUP #
IR I I I I I A R IR A R N AN N R R RS

SETRAD LI RO, RADARS POINT. TO START OF LIST
CLR @RADCNT CLEAR RADAR COUNTER
MOVE @HOO, @ATRCNT NONE DRAWN IN THIS GUARTER
MOV #RO+, @BRADORG NOW WE HAVE THE ORIGIN FOR FIRST QUARTER
MOV RO, @GRADPNT POINTING T0O FIRST Y. X :
MOVEB €HOO, @ TIMER CLEAR THE TIMER BYTE, FIRST
B =R11

WS S R E N S S N A I B R R E RN E R
# THIS MODULE CREATES ARROWS AND PLACES THEM OFF SCREEN. *
B B 30 3 AR 33 R SR 3 3033030 306 S RS 3 HH EIE HAE E AER R H H

SETARR MOV R11,R13 SAVE RETURN

BL @WRTVCL.

DATA SDL. 16, LARROW PUT OUT THE PATTERNS

L1 R1,>C001 ROW: COL

i.I R2, >8006 CHAR AND COLOR

Bl. @WRTVCL.

DATA SaAL., 4, MYWS+2 PUT FIRST SPRITE

€ #RO+, #RO+ POINT TO NEXT SPRITE

LI R2. 81046 CHAR AND COLOR

BL @WRTCL

DATA 4, MYWS+2 PUT SECOND SPRITE

B #R19 RETURN
L oy T Y Oy e S e T
* THIS MODULE CLEARS THE SCREEN. RETURN IS IN R1S. #*
e 222 E S Y AT TS TR LR A s I I R R T Y Y
CLEAR MOV R11,R15 SAVE RETURN

LI R1, 22020 SPACE CHARS

LI VDPADD, SIT START AT SIT

CLEARL BL @WRTCL WRITE OUT TWO SPACES




DATA 2, MYWS+2
INCT VDPADD
CI VDPADD, SIT+>200
JL CLEARL
CLEARR B #R13

FROM R1

POINT TO NEXT TWO
FAST END OF SIT?
NO, S0 KEEP WRITING
RETURN TO CALLER

©RRER R H M M S R 0 S 5 30 RS SR R b 5 0 SE 3 3 5 38 30 3 30 50 90 90 3F 38 S 0F 3 30 30 3 S 1 R

# THIS MODULE GETS THE NECESSARY BLOCK #. RETURN IS 11 *
HHH R E R RE R RS R B E LR FEHRE R R A E AR R ERAAR BB FFRERFRERRESER

GETBLK CB @DIFFIC. @HO1

BIFFICULTY 1°?

JNE TRYZ2 NOP
LI RO:.BLOCK1 YES.
JMP SETBLK
TRYZ2 CB @DIFFIC, eHO2 DIFFICULTY 27
JNE TRY3 NOP
LI RO, BLOCKZ YES

JMP SETBLK
TRY3 LI RO, BLOCK3
SETELK MOV RQ, @BLKPNT
GBRTRN B #R11

DIFFICULTY 3
SET THE POINTER
RETURN TO CALLER

HHH AW R R R RH IR R R R R RN
# THIS ROUTINE FORMATS THE SCREEN (TOP 2/3). BECAUSE IT #
# CALLS HCHAR, AND VCHAR, RETURN IS IM R14. #
I I AL F A H I S A B R IR AR RN R R
MAKSCN MOV R11.R14 SAVE RETURN

w====l FORMAT THE TOP 1/3 HERE <{====#%

BL. @HCHAR
DATA 20110, 20001
BL @HCHAR
DATA 20111, 20101
BL @HCHAR
DATA 0803, »0401
BL @HCHAR
DATA Z0B1E, >0Q801
BL @VCHAR
DATA 20210, 0207
BL @VCHAR
DaTA 20211, 20307
BL @HCHAR
PATA 0804, >050C
BL @HCHAR
DATA 0812, >050C
#=z=z== FORMAT THE MID 1/3
BL. @HCHAR
DATA 1010, >0001
BL. @HCHAR
DATA >1011, 20101
BlL. @HCHAR
DATA 20303, »0401
BL eHCHAR
DATA >0%1E, 20601
‘Bl. @VCHAR
DATA »0710, 20207
BL eVCHAR
DATA »0%911, 20307
BL. @HCHAR
DATA 0904, 03500
Bl. @HCHAR
DATA »0912, 2050C

B #R14

HERE <==

=t

RETURN TO CALLER

T AWK 0 3R R I S R R R R R R R R R RS NS R E RS RIS
¥ THIG MODULE FORMATS THE CHARACTERS NEEDED FOR THE LINE #




# DRAWINT ALGORITHM FOR THE RADAR LINES. RETURN IS IN RL1S #
Tt E 34 38 3 G0 3 TE S 36 R R 3 R R IR 106 2 9E R 2R 3 E 690 JE 3 SE SR 6 R0 26 SR S AR H AR B

FMTRAD MOV R11,R135

RRIDR

+#
#

WRTRDR

WRDRL

%

#*
FREND

LI RS, SIT

LI R&:RDRI
MOVE %*Ré&+, R1
SRL R1,8

CI R1, >Q0FF
JEQ FREND

CI R1,2002B
JHNE WRTRDR

LI R5,85IT+>100

MOVE #Ré&+, R7
SRL R7., 8

A RS, R1

MOV R1i, VDPADD
Bl. @WRTCL

DATA 1, RILB

LI WCOUNT, SIT

S WCOUNT, VDPADD
SL.A VDPADD, 3

BL @WRTCL

DAT4A 8, ZEROES
AI VDPADD, 52000
BL. @WRTCL

DATA 8: RADCOL

INC R1
DEC R7
JNE WRDRL
JMP RRDR

B #R15

SAVE RETURN

FORMAT TOP 1/3 TO STaART WITH

POINT TO SIT TABLE AND REPETITIONG
GET SIT SPOT TO WRITE

INTO LSB OF R1

TERMINATOR?

YES., 80 WE‘RE DONE

START OF MID 1/37

NO, S0 CONTINUE AS USUAL

YES, 80 INCREMENT SIT POINTER

GET THE REPETITIONS

INTO R7

THIS POINTS US TO THE RIGHT PLACE
SET VDPADD

AND WRITE DUT THE PROPER CHARACTER
FROM ITSELF

KEEPS SIT OFFSET

SIT » 8 = PDT ADDRESS FOR THIS CHAR

BLANK QUT THAT PATTERN

+ >2000 = COLOR TABLE ADDRESS FOR THIS CHAR
AND WRITE OUT RADAR COLORS

POINT OVER ONE CHARACTER AND ADD 1 CHAR
DECREMENT LOOP COUNTER

NOT DONE WRITING, YET

GET NEW SIT POSITION

RETURN TO CALLER

HRBRFREHEFRFHEE R RS 303 S B B S S F R M M 3 B S B SR S
*# THIS MODULE PUTS THE WORD BLOCK COVERS ON THE SCREEN #

¥ IN THE PROPER PLACES.

CALLS HCHAR, S0 RETURN IS IN 14 *

303035 30 36 3 3030 3 30 30 36 340 20 35 30 36 30 46 35 36 36 3 30 30 3E 36 36 3036 3E 45 36 34 30 34 36 30 35 30 30 35 3 0 40 3 46 36 5 30 30 3R IR R 3 4E

PUTBLK

PBLOOP

3%

MOV R11.,R14
MOV @BLKPNT. R1
MOVB #R1+,R3
CB RS, @HFF
JEG PBRTRN
MOVB ®R1+, Ré&
BL @HCC

DATA >»0804

JMP PBLOOP

PBRTRN B #R14

R3¢ 3 36 2 3 3 A 5 3 3 A 33 33 38 36 3 3 A 36 4 3 b - 364 A 3 3 4 3 38 3 3 30 4 3R 3 3 36 3 AF 38 3 3 35 8 3R 33 3E SR 3 3R 3

#* THIS MODULE
# @HITMAX.

CALCULATES TWO VARIABLES .
RETURN IS IN R12

SAVE RETURN

GET WHICH BLOCK WE‘RE IN
GET THE ROW

TERMINATOR?

YES, 80 EXIT THIS MODULE
60T THE COLUMN

GO WRITE OUT SIX CHARACTERS

AND KEEP GOING
RETURN TO CALLER

@SAVWRD AND &
*

B SRR R BN BRI I 33 3 S S 2 B SR B I S0 I I I
CALCWL MOV RI11,R12

MOVB @DIFFIC:R2
BRI, R2, 8
SLA R2, 2

MOVB eR2LB, @HITHMAX

CLR R2

SAVE RETURN

GET DIFFICULTY SELECTED

PUT INTO LESB

X BY 4 (4,8, 12

GOT THE MAXIMUN # OF HITS TO MATCH

PREPARE FOR MULTIPLY




LI RG, 24 MULTIPLICAND

MOVB @SAVLST, R1 WHICH WORD LIST DID THEY SELECT

ERL R1.8 PUT INTO LSB

RDEC R1 ADJUST FOR ASSEMBLY

MOVE @R1LB, @ASETS THIS IS THE # OF SETE WE COMPLETED
*

CI R1,8 RANDOM WORD LLIST?

JNE CUWLCNT
RANDWL. BL @RANDND GET A RANDOM #

ANDI R1Q, >QFQ0

SRL R10., 8

€l R10.7 GREATER THAN 87

JH RANDWL YES: S0 TRY AGAIN

CI R10, 3 LESS THAN &7

JL RANDWL. YES, S0 TRY AGAIN

MOV R10,R1 NOW HAVE A RANDUOM WORD LIST
3*
CWLCNT MPY RO, R1 WRD # IS IN R2

MOVE 2R2LB, @SAVEWN PUT IT IN CPU
#*

B #R12 RETURN TO CaALLER
W HI AW E R I E RN I IR IR H R R R R R EE R
# THIS MODULE CALCULATES THE VARIABLE @SPEEDV. 3*
* RETURN 185 IN R12 *
HH R I IR I B R I R A S SR SR R A A
CALCSY MOV R11.R12 SAVE RETURN

MOVE @SPEED, R2 GET DIFFICULTY SELECTED

SRL. R2.8 PUT INTO LSBH

DEC R2 STARTE AT 0O, NOT 1

MOVEB @SPEEDS(R2), @SPEEDV GETS THE VARIABLE

B #R12 RETURN TO CALLER
LR L s S E e R e I LR I IR LR R Y Y E T
* THIS MODULE CALCULATES THE VARIABLE @SECLIM. #
#* RETURN IS IN R12 *
LRl LR e L e R R L IR I R Y L I Y
CALCSC MOV R11,R12 SAVE RETURN

MOVE @RUNTIM, R1 GET DIFFICULTY SELECTED

SRL R1.8 PUT INTO LSB

CLR R2 FREFARE FOR MULTIFLY

LI RO, &0 MULTIPLICAND

MPY RQ,R1 R2=# OF SECONDS TO GO
*

MOV R2,R1 GET # OF SECUNDS

CLR R2 PREPARE FOR MULTIPLY

MPY RO.R1 R2 = # UOF INTERRUPT TICKS TO GO

MOV R2, @BECL IM GETS THE LIMIT I NEED

B #R12 RETURN TO CALLER

LA At a e b L L S e e S Y Y TR Y Y Y
# THIS MODULE SELECTS WORDS FROM THE WORD LIST ANP PLACES *#
# THEM ON THE SCREEN. ALSO INITIALIZES THE WORD ARRAY. *

# RETURN IS IN R15, BUT ALS0O USES 14 WITH ANOQTHER ROUTINE
L T R R R P TR TRy gy

PUTWRD MOV R11.R15 SAVE RETURN
MOVB @SETHIT, R HOW MANY WORDS HAVE BEEN SHOWN IN THIS SET
SR R1.8
CI R1,23 SET COMPLETED?
JL PWCONT NO, £0 JUST GET A NEW LIST
#*
AB @HO1l, @ASETS YES. S0 ADD 1 MORE SET DONE
CE @ASETS, eHOB DONE WITH REGULAR WORDS?

JNE TRY® _ N0, BUT SEE IF WE'RE ALL

DONE !



LI RO, 24 MULTIPL.ICAND

RANDWD BL @RANDNO GET A RANDOM #
ANDI R1Q, >OF00
SRL. R10, 8
CI R10,7
L JH RANDWD
MOV R1Q.R1 NOW HAVE A RANDOM WORD LIST
+#
MPY RO.R1 WRD # IS IN R2
MOVB @RZLB, @SAVEWN PUT IT IN CPU
JMP NOTALL AND CONTINUE ON
*
TRY? CB @ASETS, @HOY DONE WITH ALL SETS?
JL NOTALL NO: S0 GET A NEW LIST
JMP GOTALL YES, S0 I NEED TO START OVER
5
NOTALL AB @HO1, @WRDLST 1 MORE WORD LIST DONE
JMP cODBOIT
*
GOTALL MOVE @HOO, @ASETS START WITH SET O AGAIN
MOVE @HO1, @GWRDLST FOR PUTTING NN SCREEN
MOVB @HOQ, @SAVEWN START WITH WORD ZERD
¥
GODOIT MOVE @HOO, @SETHIT NO WORDS GUESSED IN A NEW SET
MOVE @HOO, GAGGHIT NO WORDS GUESSED, YET
H
PWCONT LI Ri, 12 LOOP COUNTER )
LI R3, WARRAY POINT TQO THE ARRAY
CLRARY MOVB @HFF, #R73+ CLEAR THE ARRAY
] DEC R1 DONE?
. JNE CLRARY NO. SO CONTINUE WRITING
- MOV @BLKPNT, R& GET THE BLOCK LIST I NEED
PWL1 LI RS, BLOCK3 GET MASTER BLOCK LIST
CLR R7 INDEX COUNTER
MOV *R&+, RE GETS THE FIRST BLOCK IN THE NEEDED LIST
CI R8, >FFFF TERMINATOR?
JEG PWRTRN YES, SO WE'RE DONE HERE
PWL2 € RB, #RS5+ ARE BLOCK THE SAME?
JEG MATCHB YES, SO WE FOUND THE INDEYX
INC R7 NO, S0 INCREMENT INDEX
JMP PWL2 AND TRY AGAIN
MATCHB MOVB @SAVEWN, @GWARRAY(R7)  FILL THE DESIRED ARRAY SLOT
MOVBE @SAVEWN, RWRDNUM SHWWRD USES WRDNUM
BL @SHWWRD AND SHOW THE WORD ON THE SCREEN
AB @HO1, @SAVEWN POINT TO NEXT WORD
AB @HO1, @SETHIT ONE MORE WORD SHOWN
JMP PWL1 AND KEEP GUING
L3
PWRTRN MOVB @HOO, GACCHIT IF NEW WORDS, NONE GQUESSED YET!!
B #R1Y RETURN TO CALLER
************‘ﬁ"************%*****-ﬂ-*&***%*******#***********'K-*
# THIS MODULE SHOWS A SELECTED WORD ON THE SCREEN. RB = %

# ROW/COL(BASIC FORMAT): @WLANG PDINTS TO START OF WORD LIST

#* BWRDNUM CONTAINS THE NUMBER OF THE WORD. RETURN IS IN 14
el b b L L SR 2oL E T R R R R R R SV VRN

— SHWWRD MOV R11,R14 SAVE RETURN

_ MOV R8, R? COPY ROW/COL
SRL. R&., 8 ROW IN g
DEC RSB ADJUST FDOR BASIC
ANDI R%, >00FF ChL IN 9

DEC R9 ADJUGST FOR BASIC




St.A RB, 5
4 R9,RB
MOV @WLANG. RLOC
MOVE @WRDNUM, R1

x BY 32 = 51T ROW

R8 = SIT POSITION TO WRITE WORD
START OF WORD LIST

WHICH WORD #

SRL R1.8 INTO LSB OF 1

CLR R2 PREFPARE FOR MULTIFLY
LI RS. 6 MULTIPLICAND

MPY R3,R1 ANSWER 185 IN R2Z2

A RZ.RLOC GETS THE DOFFSET

LI VDPADD, SIT
A RB, VDPADD
l.I RCOUNT, &
BL eeV

B #R14

START OF SIT

OFFSET INTO THE SIT

& BYTES PER WORD
WRITE FROM GROM TO YDP
RETURN TO CALLER

FHFFFHHFH R F R RRF R R HFEHERRRFRERFFAE RS HHER G EREE NN

# THIS MODULE TURNS ON THE SCREEN.

RETWRN 15 IN R13. *

R R S e A R N R R RN R RS ESE R SR RSN FER RS ER AR E SR ESR

SCRNON

MOV R11,R15

BL. @VWTR

DATA 2>E0B1

MOVB' @HEO, @5SVVDF1
B #R19

SAVE RETURN
WRITE TO THE REGISTER

SAVE THAT VALUE QUT NOW
RETURN TO CALLER

HEHHHEHHHR AR H U B H R R E R R R R R R E R RS R R R
# THIS MODULE CHECKS TO SEE IF IT IS TIME TO MOVE THE RADAR

# BECAUSE LINALG USES R13, WE WILL USE R14 FOR RETURN #*
R I R IEH U I H I 3 e R R R I R RN R R RS

MOVRAD

#
MRCONT

MOV R11.R14
CE @eTIMER.@SPEEDV
JI. MRRTRN

CLR R1

MOVEB @TIMER, @RI1LEB
A R1, eTOTSEC

C BTOTSEC, @SECL.IM
JL MRCONT

B @GOGROM

LI RO, 0002
MQYV RO, @PTSTAT
CLR ex1

CL.R @&yl

CLR @ex2

CLR evyz

MOVB @RADORG, @Y1L.DB
MOVB @RADORG+1.,@X1LB

MOV @RADPNT. RO
MOvVB =RO+, @Y2LDB
MOVB #RO+, ex2l.3

MOV RO, @RADPNT

BL eLINALG

Bl @50UND

DATA RDRSND

MOVBE @HOO, @TIMER
INC @RADCNT

AB @HOL, @QTRCNT

MOV @RADCNT, RO
CI RO &0
JNE MRONTZ2

SAVE RETURN
TIME UP FOR THIS ROUND?
NO., SO DON‘T DRAW NEW UINE

GETS THE TIMER WVALUE

GET CURRENT # OF TTIMER CLICKS

ARE WE PAST THE LIMIT FOR THIS GAME?
NO, S0 CONTINUE ON WITH THE GAME
YES, 80 GAME IS5 OVER

S5ET PIXELS

CLEAR STARTING AND ENDING Y, X'S

GETS THE STARTING Y
GETS THE STARTING X

GET OUR POSITION IN THE LINE LIST
GETS THE ENDING Y

GETS THE ENDING X

POINTS TO NEXT LINE COORDINATE

60 DRAW THE LINE
EXECUTE RADAR DRAWING S0OUND

AND CLEAR TIMER BYTE QUT
THAT 'S ONE MORE LINE DRAWN OVERALL
AND ONE MORE THIS QUARTER

HOW MANY HAVE WE DRAWN
HAVE WE DRAWN &0 LINES
NO. S0 CONTINUE AB USUAL




-

GOERAS
3*
MRCNTZ

*
NEWQATR

=
MRRTRN

AB @HO1, @NOWINS
CB eNOWINS, @HO3
JNE GDERAE
B @GOGROM

JMP ERASBER

CB @QTRCNT., &HOF
JL MRRTRN

MOVE @HOO. @ATRCNT
MOV @RADPNT. RO
MOV #RO+, BRADORG
MOV RO, @GRADPNT

B #R14

RADAR MADE IT’'S CIRCLE!
3 TIMES?

NG, S0 JUST ERASE RADAR
YES, S0 GaME IS OVER

ERASE RADAR

HAVE WE FILLED THIS QUARTER™?
NG, 90 RETURN

NEW QUARTER COUNTER
GET WHERE WE WERE

GETS THE NEW ORIGIN
AND SAVE THE POINTER

RETURN TO CALLER

FEAE AR T R 2 3 R IE S SRR 3R T 2 040 3 4 T FE4E 33 IE SR SRR IR SRR S B S R MR
# THIS MODULE ERASES AlLL THE LINES DRAWN WHEM THE SECDNDS #

# REACHES ONE MINUTE. NO RETURN LINK IS NEEDED. *
e e e T X TR T 2 Y e R LR L

ERASER

ERASEL

EDLY

*
ONGRTR

i
ERCONT

CLR @PTETAT

MOVB @QTRCNT., @ATRCNT
JEQ ONQRTR

DECT @RADPNT

CLR @eX1

CLR @yt

CLR @X2

CLR evaz

MOVB @RADORG, @Y1LB
MOVE @RADORG+1, @X1LE

MOV @RADPNT, RO
MOVE #RO+, @Y2LDB
MOVB #RO+, @XZ2LB
DECT RO

MOV RO, @RADPNT

BL @LINALG
BL. @S0UND
DATA RDRSND
LI R1, >0BCO

DEC R1

JME EDLY
SB @HO1, BGTRONT
JNE ERCONT

DECT @RADPNT
MOV @RADPNT. RO

LI R1, 20020

8 R1.RO
MOV #RO, @GRADORG
MOVB @HOF. @QTRONT

DECT @RADPNT
DEC @RADCNT
JNE ERASEL.

BL @SETRAD
B @GAMEST

RESET PIXELS

DID WE FINISH ON A QUARTER BOUNDARY
YES, 80 SPECIAL LOGIC NEEDED

POINT TO LAST LINE DRAWN

CLEAR STARTING AND ENDING Y, X’'3

GETS THE STARTING Y
GETS THE STARTING X

GET OUR POSITION IN THE LINE LIST
GETS THE ENDING Y

GETS THE ENDING X

POINT BACK TO SAME LINE NOW
POINTS TO NEXT LINE COORDINATE

GO DRAW THE LINE
EXECUTE RADAR MOVEMENT SOUND

DELAY

ONE LESS IN THIS QUARTER
NOT DONE WITH THIS QUARTER, YET

THIS POINTS TO CURRENT QRIGCIN
MOVE TO REGISTER

SUBTRACT VALUE

POINTS TO NEXT ORIGIN

AND BACK TO CPU

15 MORE LINES T0O DRAW

POINTS TO A LLINE COORDINATE AGAIN
ARE WE DONE WITH ALL LINES?
OBVIOUSLY NOT

RESET EVERYTHING
ARND GET A NEW SET OF WORDS

#**#***-1‘5-*%**-3‘!--!!--H--I-*-Ii--ﬁ-ﬁ--&-ﬁ--&&*&ﬂ-&&&##**-&-ﬂ--ﬁ--ﬂ-**********-}*****************‘**




# INPUT ROUTINE. RETURN IS IN R13.

#*

******ﬁ-**#**************************#*********#****%#******-ﬁ—%*#**%**

INPUT

#*
GOFRIT

HIT

#*

SNDLP1

SNDLP2

SNDLF3

#
MISSED

#*
BRDING

BINCCT

MOV R11,R13
CLR @KEYBRD
BL @eSCANKY
MOVEB @KEY. RO
SRL R3. 8

CI R3, >Q0FF
JEG BRDINC
CI R3,>0020
JNE BRDINC

MOV R13, @TEMPRT
BlL. @DELAY4
MOV @TEMPRT, R13

MOV @ARYPNT, R3
CB @WARRAY(R3), @MCHNUM
JNE MISSED

LI R1.FEQO

MOVB R1, @WARRAY(R3)
INC eHITS

AB @HO1, @ACCHIT

il Ri.4

BL @S0UND
DATA RDRSND
BL @WRTVCL
DATA SAL+3, i, HOO
C #RO+, #RO+
BL @WRTCL
DATA 1, HOO
LI R2: 31800
DEC R2

WNE SNDLP2
BL @WRTWVCL
DATA S5AL+3, 1, HO&
C #=RO+, #RO+
BL. @WRTCL.
DATA 1, HO&
LI R2, 1800
DEC R2

JNE SNDLP3
DEC R1

JNE SNDLP1

BL egSHOWSC
BL eTSTMAX
B eMAINL2

INC @MISSES
BL eSOUND
DATA MISSND
BL @SHOWSC
3 @INPTRT

AB @HO1, @KEYBRD
CB E@HEYBRD, €HQ3
JNE BINCCT
B @QINPTRT
BL @SCANKY

SAVE RETURN
START WITH KEYBOARD ZERD
CHECK FOR SPACE BAR

NO KEY HIT
SPACE BAR?
NGO, SO IGNORE IT

SAVE RETURN TEMFORARILY
WAIT UNTIL HE RELEASES KEY

GET WHERE WE ARE
PO THE WORDS MATCH?
NO. S0 HE MISSED ONE

FLAG

SET THE ARRAY TOD SAY THIS ONE MATCHED

ONE MORE WITHIN THIS ROUND

FLASH ARROWS

FLASH ARROWS

SHOW SCORE NOW

SEE IF WE'VE GUESSED ALL THE WORDS
NO, S0 G0 GET ANDTHR MATCHING WORD

ONE MORE MISSED

G0 SHOW HITS AND MISSFS

SCAN NEXT KEYBOARD

DONE?

NO, SO CONTINUE

YES, 80 EXIT THIS MODULE
QET SOME INPUT



CLR R3

MOVEB @KEY, R3
CI R3, >FFOO
JEQ CHKJOY

MOVE GHKEY, RBSAVKEY
MOV R13, @TEMPRT

ANY KEY PRESSED?
NOT ON THIS KEYBOARD

SAVE THE KEY DOUT
SAVE RETURN TEMPORARILY

BL @DELAY4 WAIT TILL HE RELEASES KEY
MOV @TEMPRT.R13 AND RESTORE
CLR R3
MOVB @SAVKEY:R3 RESTORE WEY PRESSED
WATKEY CI R3, >0200 LEFT KEY
JEG LEFT
CI R3, >0300 RIGHT KEY
JEQ RIGHT
CI R3, 21200 FIRE BUTTONT
JEQ GOFRIT YES, S0 €0 FOR IT
€I R3, >0BOO P OR T?
JNE WRNGKY NO, S0 WRONG KEY PRESSED
B @GOGROM YES, S0 CUT GAME OFF
WRNGKY JMP BRDINC WRONG KEY DETECTED
CHKJOY MOV @JOYY. @JOYY JOYSTICK MOVED?
JEQ@ BRDINC NG, S0 CHECK NEXT UNIT
MOVE @JOYY., @JOYY JOSTICK UP OR DOWN?
JNE BRDINC YES, S0 DON‘T LET THEM MOVE

MOVE @JUYX, @SAVKEY
MOV R13, @TEMPRT

BL. @DEL.AYDS

MOV @TEMPRT. R13

MOVE @SAVKEY., @SAVKEY

JET RIGHT
JLT O LEFT
B @BRDINC

SAVE JOY VALUE

SAVE RETURN TEMPRARILY

WAIT TILL HE RELEASES JOYSTICK
RESTORE RETURN i

WRONG DIRECTION

FeAE A F 304 I AR A 3 I R I A B T B R R IR 3R 36 3 3 2 3 B B IR S R
# JUMPS MAY ONLY BE WITHIN >100 BYTES, S0 THESE NEXT LINES ALLOW #
# THOSE SUBROUTINES TO BE PLACED ANYWHERE IN THE PROGRAM. #*
FHHHBF SRR LR R B B R R R R R R R E B R R A EA R R A SRR SR ES

RIGHT LI RO, 1
MOV RO, GARRINC INCREMENT DIRECTION
B @RIGLFT
LEFT LI RO, -t INCREMENT DIRECTION
MOV RO, @ARRINC
B @RIGLFT
30 3 FE 0 0 3038 3306 T3 38 3064 2 36 36 36 36 46 3 H 36 36 36 92006 0 3 38 3 330 33006 30 4045 36 36 4030 4 00 SHH6 00 900 6 B0 B S0 H A 0 94
# RETURN POINT FOR ALL MOVING SUBROUTINES. *

FHF SR R I 3 3 30 26 S B 209 IR A0 3 36 3 3R 3 3 I S R T 30 3
INPTRT B #R13 RETURN TO CALLER
363 3 30 3 3 3 3303 333 9 6 3 3 00 SR 3 6 0 0 0 036 e S04 38 30 3E 34 3R 46 36 3RS0 310 F4E 6 R B4R 91 3030 S0
# ROUTIME TO MOVE THE POINTING ARROWS RIGHT AND OR LEFT. #*
36 FEAE 40T 3 3 4 306 2 3 2 R34 3 B S 0 S I SR R4 04 S B B A B S R R I S B S
RIGLFT MOV @ARYPNT,R1 GET WHERE WE ARE

MOVR @WARRAY(R1), R2 GET VALUE IN THE ARRAY

SRL R2. 8 PUT IT INTO LSB

CI R2, >00FE HAS THIS WORD BEEN ID‘D¥

JEG MOVARR YES, S0 DON'T COVER THIS WORD UP AGAIN

BL @COVWRD NO, S0 COVER THIS WORD UP
MOVARR A @ARRINC, @ARYPNT WHICH WaY TO MOVE

MOV @ARYPNT, R1

CI R1,>000B

JLT NOTHI

JEQ NOTHI _ NG

CLR @ARYPNT YE&., 80 SET 70 ©




JMP TRHLIM

NOTHI MOV @ARYPNT, @ARYPNT
JET INLIM
JEQ INLIM
LI R1,11
MOV R1, @ARYPNT

INLIM MOV @ARYPNT.RI1

PAST ZERG?
NO
ND
YES, S0 SET TO 11

GET WHERE WE ARE

MOVE @WARRAY(R1), R2 AND SEE WHAT'S IN THE ARRAY

S5RL. R2Z. 8

CI R2, >FF ANYTHING THERE™

JEG MOVARR ND, S0 TRY AGAIN

BL @REVWRD YES, 80 REVEAL THAT WORD

RLRTRN B @BRDINC AND SCAN AGAIN
*******-H-**********ﬁ'*#*#*****%***********%***ﬁ'**************
# THIS MODULE PUTS A WORD BLOCK COVER ON THE SCREEN IN #
# IN THE PROPER PLACE. CALLS HCHAR, SO RETURN IS IN 14, =
FHEFHE R RTRRFH RS I BRI I K K KKK IR I35 36 36 36 9690 5945 96
COVWRD MOV R1i,R14 SAVE RETURN

MOV @ARYPNT, R1 GET THE CURRENT ARRAY POINTER

StA R1.1 x BY 2 FOR DATA STMT
MOV @BLOCKI(R1), RS GET THE ROW. COL
MOV RS, R& COPY IT

ANDI RS, ZFFQO
ANDI Ra, >00FF

THERES THE ROW

SWPB R& THERE ‘S THE COL
Bl. @HCC GO WRITE OUT SIX CHARACTERS
DATA 0804

#*

, B #R14 RETURN TO CALLER

FH I R R R R I M I I A IR I B I 2 0 2 £ 2 206 20

* ROUTINE TO SHOW ALL 3 SCORES. RETURN IS IN 14 #*

# BUT SHWDET USES 15, TOO. #*

FHA BRI HA I IS AP 3030 T3 0 22000 06 30 2 6 236 00 3 ot
SHOWSC MOV R11.R14
MOV @HITS, R1
BL. @SH3DGT
DATA SIT+r2C4
MOV @MISSES, R1
Bl @SH3DGET
DATA SIT+>2D7
MOVE @WRDLST.R1
SRL. R1, 8
3L @SHWDET
DATA SIT+:24F
B #R14 RETURN TO CALLER
HRETR AU RI SRR IR A BT H I 1033 30363 5630436 366 360646 36 3646 26 20006 26 6 23006
* ROUTINE TO SHOW ANY 3 -DIGIT # ON THE SCREEN. R1 MUST BE LOADED #
* WITH THE VALUE TO WRITE, AND PLACE TO BE WRITTEN IS TO BE PASSED #
* AS DATA BL eSHWDGT RETURN IS IN REGISTER 15. *
* DATA SIT+»2C7 #*
FAER AR H R RIS TSI I I 22 HIE 3036 3 30 3636 36360 36 36 4600 46 36006 26 106 26
SH3DGT MOV #R11+, VDPADD SETS VDPADD
MOV R11,R15 S5AVE RETURN

SHOW HITS

SHOW MISSES

MAKE SURE IT’S IN LOW BYTE
SHOW WORD LIST #

MOV R1,R2 COPY VALUE

CLR R1 PREPARE FOR DIVIDE
LI R4, 100 DIVISOR

DIV R4, R1 AND=1, REM=2

al R1, >30 ASCII BIAS

MOVB @RI1LB, @R5LB HUNDREDS



CLR R1 PREPARE FOR DIVIDE

LI R4, 10

DIV R4, R1 ANS=1, REM=2

Al R1, 30 ASCII BIAS

Al R2, 230 ASCII BIAS

SWPE R1 GOT THE 10’8 DIGIT IN HI
MOVB @GR2LB, @RI1LB AND THE 1°G DIGIT IN LOW
MOV R1, Ré& GETS THE 10‘S aAND 1°'S IN
BL @WRTCL

DATA 3, RSLB AND WRITE IT OUT

SARTRN B #R135

&

R I I S0 I SRR R R R R 3 I S R R 36 0 2
# ROUTINE TO SHOW ANY TWO-DIGIT # ON THE SCREEN. RI MUST BE L.OADED #
# WITH THE VALUE TO WRITE, AND PLACE TO BE WRITTEN IS TO BE PASSED #

+#
3

# AS DATA BL @SHWDGT RETURN IS IN REGISTER 15
- DATA SIT+>2C7
A e RN NN S N N S IR R N H RN A NSNS RS SN
SHWDGT MOV #R11l+, VDPADD SETS VDPADD
MOV R1i,R15 SAVE RETURN
MOV R1.R2 COPY WVALUE
CLR R1 PREPARE FOR DIVIDE
LI R4, 10 DIVISOR
DIV R4, R1 ANS=1, REM=2
Al R1,>30 ASCII BIAS
Al R2, 230 ASCII BIAS
SWPB R1 GOT THE 10°‘S DIGIT IN HI
MOVB @RZ2LEB, @R1LB AND THE 1S DIGIT IN LOW
BL @WRTCL _
DATA 2, MYWS+2 AND WRITE IT QuT i

SDRTRN B #R13

SRR B3 R I 30 36 TR T 0 36 R 3360 26 06 2R SH I B IR 36 35 SR S E S0 R SIS
“# ROUTINE TO DELAY FOR 1/2 SECOND. OPTIONAL REPETITION *
# 15 PASSED DOWN AS DATA. RETURN IS5 IN Ri1l. *
353038 3 36 3 690 3035 30 30 S 0 30 0 2300 3 3 36 3 30 00 HlE 30 38 35 SR SR 4R HE F 46 303 3 IR 2 S0 34 3 AL AR 4

DELAY MOV #R11+, WCOUNT

DLOOP1 LI WLOC: >FFFF 1/2 SECOND
DLOOPZ DEC WLOC
JNE DLDOP2
DEC WCOUNT
JNE DLOOP1
B #R11 RETURN TO CALLER
A AR R R R R IR IR R BN RN R R R RRRS
# ROUTINE TO DEBOUNCE KEYS. RETURN IS IN R1S #
B A A S R R I S SRR I S S R R R R R A HE RS
DELAY4 MOV R11,RI15 SAVE RETURN
DEBOUN BL eMOVRAD SEE IF THE RADAR WANTS TO MOVE
BL @SCANKY GET INPUT
CE @KEY, eHFF IS THERE A KEY STILL PRESSED?
JNE DEBOUN YES, 80 DON'T RETURN YET
B #R15 RETURN TO CALLER
FR W WA AR EEH SRR H R AR H R H R R RN AR H BB R R R R R B RREH
# ROUTINE TO DERDUNCE KEYS. RETURN IS IN R1S *
WM RN IR R H I S I I S I IR MR SRR
DELAYS MOV R11,R10 SAVE RETURN
JOYDER BL eMOVRAD SEE IF THE RADAR WANTS TO MOVE
BL @SCANKY GET INPUT
MOVE @JDYX, eJOYX IS THE JOYSTICK STILL MDVEDY
JNE JOYDEB YES, 50 DON‘T RETURN YET
DEBAGN Bil. @5CANKY
MOV @JOvYY. @Jayy HAS JOYSTICK HIT CENTER™
JNE DEBAGN NO, S0 WAIT UNTIL IT DOES

BE #R1S RETURN TO CALLER




HAREBERER R IR AR50 S 2 S 36 26 43 2 36 3 SR HH A
# ROUTINE TO REVEAL A WORD AND MOVE SPRITES AROUND IT. #

#+ RETURN IS IN R153. HOWEVER, SHWWRD USES 14, ALSO! #*
HHEH W EERFBHFE IR AR E AU R FH R LR E R B R R R FE R URFH RS
REVWRD MOV R11,R15 SaVE RETURN
MOY @ARYPNT, R1 GET ARRAY PUOINTER
MOVEB @WARRAY (RI), @WRDNUM 60T THE WORD NUMBER
8LA RI.1 MULTIPLY BY TWO FOR DATA STATEMENTS
MOV @BLOCKIA(R1Y. RS GETS BLOCK TO REVEAL
MOV RS5. R8 COPY IT FOR LATER ON
MOV R5, Ré& CORY IT
SRL RS, 8 GOT ¥ IN S
ANDI Ré&, »QQFF GOT X IN &
DEC RS ADJUST FOR BASIC
DEC Ré& ADJUST FOR BASIC
SL.A R3: 3 x BY 8 GIVES SPRITE ROUW
DEC RS SCREEN STARTS AT >FF
LA R4, 3 x BY 8 GIVES SPRITE COL
SB @HO8, @R&LE PUT NEXT TO WORD
#
SWPB RS PUT ¥ IN HI BYTE
MOVE @R&LB, @R5LB PUT X IN LO BYTE
BL @WRTWVCL .
DATA SAL, 2, MYWS+10 PUT OQUT LEFT ARROW SPRITE
Al VDPADD. 4 POINT TO NEXT SPRITE
AL RY: 54 PUT LEFT ARROW
BL. @WRTCL
DATA 2, MYWS+10 PUT RIGHT ARROW

#aaadd TEST HERE TO SEE IF WORD NEEDS REVEALING
MOV @ARYPNT, R1
MOVE @WARRAY(R1}), R2

SRL R2, 8B
€I R&, >00FE DON'T NEED TO REVEAL THIS WORD
JEQ@ REVRTN
BL. @SHWWRD SHOW THE WORD NOW
REVRTN B #R135 RETURN TO CALLER

A A B S 330 3 3 30 33 38 30 06 3 3 36 30 03 R 2 30 3 3036 0 S 30 3040 B SE S S I B A H R
# ROUTINE TO GET A MATCHING WORD FOR THE PILLAYER T0D MATCH. =

¥ RETURN IS IN R12. HOWEVER, SHWWRD USES 14, ALSO! *
FR AR R NN RN R U R RS R RN SRR RS E AR E RSN R R R EHIHER
MATCHW MOV R11,R12 SAVE RETURN
GETRND BL @RANDNO GET A RANDOM #
ANDI R10, >F0OQQ MASK OFF
SRL R10G, 12
¢I R10,11 PAST 117
JH GETRND YES, S0 DO IT AGAIN
MOVB EWARRAY(R10}, R2 LET’S FIND OUT WHAT'S THERE
SRL R2,8 PUT INTO LSB
C1 R, 2OQOFF NOTHING?
JEG GETRND YES, S0 TRY AGAIN
CI R2Z, »00FE & MATCHED FLAG?
JEG GETRND YES, S0 TRY AGAIN
MOVE @RZ2LE, @MCHNUM PUT THIS IN THE MATCHING # CPU
MOVE @RZL.B, BWRDNUM AND GET READY FOR SHWWRD
LI RB, >»120E ROW AND COL
BL @SHWWRD GO SHOW THE MATCHING WORD
B #R1& RETURN TO CALLER

Hod S S SRR A R A I 0 330 3 B S R R R 6 R H R M M a3
# DETERMINE IF ALL WOURDS HAVE BEEN GUESSED. RETURN IS IN 11#
I IR I I I I I3 35 I B S R R R R IO R R R
TETMAX CB @ACCHIT, @HITMAX FINISHED ALL WORDS?

YJNE THMRTRN NOT YET



B @ERASER YES, B0 ERASE THE RADAR

TMRTRN B #R1t RETURN TO CALLER
TR IR IO I I 3 0 S S IR S 46 SR IR 3R IE 303 30 36 3 3R B IR B
# RETURN TO GROM ROUTINE #
B34 AR08 3 305 0 2B B B S R R IR AR T30 H R 23 00 30 3 0 S S SR R N R 3
GOGROM BL @CLEAR GLEAR THE SCREEN
MOVB @SAVLST, @WRDLST RESTORE ORIGINAL WORD LIST
LIMI O

LWPI GPLWS

MOVEB e@GPCSAV, REGRMWA
MOVB @GPCSAV+L, @GRMWA
MOV @GPLRA,RI1IL

B #R11 RETURN TQ GROM
FRH R R R R I I R R I R H R R R R
# DRAW LINE ROUTINE #*

HHEFERESEHSERHEREREREAA BRI EREERARESRRA BRSBTS

# PIXEL MODE NO.
#

RESET PIXEL...DON'T AFFECT COLOR BYTE

¥* o =

# 1 = RESET PIXEL...CHANGE BACKGROUND COLOR

# 2 = BET PIXEL.... DON'T AFFECT COLOR BYTE

3# 3 = SET PIXEL.... CHANGE FOREGROUND COLOR

* 4 = JNMVERT PIXEL...DON'T AFFECT COLOR BYTE

* 3 = INVERT PIXEL...CHANGE FORGRND/BKGRND COLOR

# NOTEY IN PIXEL MODE S, THE FOREGRND COLLOR 18 CHAMGED IF
#* THE TARGET PIXEL WAS SET, BUT BACKGROUND COLOR

#* IS CHANGED IF THE TARGET PIXEL WAS RESET

#*

M B
#* DATA FORMAT FOR @FPTSTAT

*

#* 111 20 31 &) Bl &1 710 81 21 107 111 12% 13V 147 15|

3* i H ! i i i i : H ! i H i H i i
#CIIC2iC1I1CO0E X1 X1 X1 XiP Xt XU X 1 XV X | P2 P11} PO

#* H ! ! ! i i ; i H H ! d H : '

# FOREGRND | BACKGRND | UNDEF INED d PIXEL i

# COLOR i COLOR | iMOD. STATUS!

#
HAAEEKARERXARAAAREA A AR KT AR AR EA AR AR ARAAAARARAAR AR AR E R R R H
POINTZ2 EQU % ENTRY POINT FOR LINE DRAW

MOV XPTL., RO

MOV YPTL,R1
POINT EQU ¢

MOV R1l,R4 MAKE A COPY OF YPOINT

SLA R4,5 MPY YPOINT BY 32

S0C Ri,R4 RESTORE LOWER 3 BITS

ANDI R4, >FFOQ7 PUT ZERO IN MIDDLE BITS

A RC., R4 ADD IN THE XPT

ANDI RO: 7 KEEP 3 L8BITS OF XPT

8 RO, R4 REMOVE 3 LISBITS OF XPT

MOy @eHg00Q, R3

SRC R3,0

MOV R4, RO MOVE VBYTE ADDR TO RO

BLWP @VSBR GET TARGET PATTERN BYTE

MOV @PTSTAT. R2 GET POINT COLOR/STATUS INFO

MOV R2,R4 COPY PIXEL MANIPULATION STATUS

ANDI R2, 0007 STRIP OFF POSSIBLE COLOR INFO

SLA Ra,t MAKE THE MODE NO. A WRD INDEX
PTSET X RINSTBL(RZ2) EXECUTE PROFER INST. FRM TABLE

BLWP eVSBW RE-S5TORE THE RATTERN BYTE

Al RO, 22000 GET RO RDY FOR COLR BYTE

MOV @COLTBL(R2).R2 CET THE BRANCH ADDRESS




=

#*
XCDLOR

FCOL.OR

BCDLDR

MIXCOL
NCOLRT

*
INSTBL

*
COLTBL

NEGXFG
DZERO

SETS

NOSNEG

YNEG

SUMFUJ

#Ra

R3,R1
BCOLOR
@VSEBR
R4, *FOQOQ
R1, >QFQQ
MIXCOL
BVEBR
R4, >0F00C
R1, >FQOC
R4, R1
EVEDRW

R3/R1
R3, R1

R3, R1

R3,R1
R3, R1

NCOLRT
BCOLOR
NCOLRT
FCOLLOR
NCOLRT
XCOLDR

AND BRANCH TO PROPER CODE

SEE IF PIXElL WAS SET

NGO, S0 CHNG BKERND COLOR
READ THE COLOR BYTE

SAVE FGRND COLR INFO
SAVE BKGRND INFO FRM VDP

READ COLDR IWFD FR¥ VDP
SAVE BHKGRND COLOR INFO
SAVE FOREGRND COLOR INFO
MIX THE FORE/BACK COLORS
RESTORE COLORS IN VDP

LINE DRAWING ALGORITHM FOR CONNECTING TWO POINTS

THIS IS5 A SUM-TRACKING ALGORITHM

R11,R13
SUM

M, >0001
M, 0001
@xz, D
@X1, XPTL
XPTL, D
SETS
NOSNEG
M

D

D, D
NOSNEG
SUM
ey, E
@vi, YPTL
YRPTL., E
SUMF L
SUMF UL
M

E

3

D, E
NOADY
YSUMFG
D SUM
SHEEUM

SAVE RETURN ADR - JEDI
CLR THE SUMMING REGISTER
INIT THE X INCREMENT
INIT THE ¥ INCREMENT
COPY THE 2ND X POINT
COPY THE 18T X POINT
SUBTRACT TOD GET XDELTA
IF XDELTA IS ZERD, JUMP
IF XDELTA IS PGOS.., JUMP
MAKE THE INCREMENT NEG.
MAKE THE XDELTA POSITIVE
CHECK XDELTA=0

JUMP IF POSITIVE

MAKE SUM REGISTER = —1
COPY THE 2ND Y POINT
COPY THE 18T Y POINT
CALCULATE THE YDELTA
JUMP IF DELTA = O

JUMP IF DELTA > O

MAKE THE YINCREMENT NEG.
MAKE THE YDELTA POSITIVE

COMPARE X&Y DEL.TAS

DUN'T ADJ IF NMOT NEEDED

IF DX<DY FUDGE SUM W/ DY DATA
COPY XDELTA INTO SUM

JUMP AND SHIFT SUM(DIV BY 2




YSUMF G
SHFSUM

NOaD.J
PTPASS

SCHECK

NEWX

NEWY

MOV  E, SUM

NEG SuUM

SRA SUM, 1
EQU %

EGQU %

BL. @POINT2
C XPTL, @x2
JNE SCHECK

C YPTL., BY2
JNE SCHECK

B #R13

MOV SUM, SUM
LT NEWY

A M. XPTL.

s E: SUM

JHP RTPASS
A N, YPTL
A D, SUM
JMP PFTRASS

COPY YDELTA
MAKE DY INM SUM NEGATIVE
RIVIDE SUM BY 2

OPERATE ON ONE POINT
CHECK FOR ENDING XPOINT
SKIP YCHECK IF NOT EGUAL
CHECK FOR ENDING YPOINT
DO NEXT POINT IF NOT EQU
RETURN TGO CALLER - JEDI
CHECK SIGN OF SUM REG.
IF LESS THAN, CHANGE Y
ADD XINC TO XPOINT

SUBTR YDELTA FROM SUM
JMP AND MODIFY THE POINT
ADD YINC TO YPOINT

ADD XDELTA TO THE SUM
JMP AND MODIFY THE POINT

HREEREHBHFRB SRR SRR BB R AR R AR H R RS RFF R RSB
# DRAWS A VERTICAL LINE OF CHARACTERS #
G S S SR 2 X e s P
HREHERFFERB S NS EARREHH B H R RS HAERES

e ox o e de B ook % K ok A %k K

*

‘Cal.L. VCHAR ‘.

NOTE . . .
ON THE SCREEN IS5 1,
OF ZERO IN THESE POSITIONS CAUSES

THE SUBROUTINE TO CRASH AND VDP GO

‘CRAZY’. RETURN LINKAGE IS IN R15

BL @VCHAR

DATA 0404, 22410

FORMAT IS ROWICOL!IABCIIIREPETITION
THE FIRST ROW AND COLUMN
NOT O, A& VALUE

SIMULATION OF THE BASIC SUBROUTINE #
THE PARAMETERS ARE #*
FPABSED FOLLOWING THE BL @HCHAR STMT #
IN DATA STMTS OR REGISTERS MAY BE #*
PRELOADED AND BL TO ONE QOF THE ENTRY#
POINTS WITHIN THE SUBROUTINE. I.E.:

¥ % % % %k %k ok k ¥

FREHSEARFHEEFHF RN AR RE SRR S H A

YCHAR
VCCC
Ve
Ve

v

#

#*
VCHARL

MOVB #R11+, RS
MOVE #R11+, Ré&
MOVB #R11+, R?
MOVB *R11+, RS
MOV R11,R15

SRL RS, 8
SRL R&. 8
SRL RE. 8
DEC RS
DEC R&
SLA RS, 5

A R&G: RS

LI VDPADD, SIT
A R3, VDPADD

Bl. @WRTCL.

DATA 1, MYWS+14
Al RS, 32

CI RS, SIT+>2FF
YJLE VLCONT

L.I Ré&, »0300
€ R&.RY

START ROW
START COL
CHARACTER VALUE
# OF REPETITIONS
SAVE RETURN LINK

}

RIGHT JUSTIFY

}

NOW OFFSET FOR ACTUAL ROW

SAME FOR COLUMN

x32 FOR SIT ADDRESS OF ROW

ADD COLUMN VALUE FOR SIT ADDRESS

GET START OF SIT
ADD THE OFFSET INTO IT

WRITE YOUR CHARACTER

POINT TO NEXT VERT POSITION
PAST END OF SIT?

NG

LENGTH OF BIT
POINT MOW TO FIRST ROW AGAIN




#*
VLCONT

*
VYCHART

INC RS

DEC RSB
JNE VCHARL.

B *R1%

AND MOVE OVER 1 {OLUMN

MET OUR REPETITIONS, YET?

NG, S0 KEEP WRITING

RETURN TGO CaALLER

s b L X R X 1 Y Ty
# DRAWS A HORIZONTAL LINE OF CHARACTERS
LA LR Ll S L 2 T L 2 Y T L TR R
FHEEREHA RN F R AR R E R AR R TR R RA RN B RS

ok ok ok K ok ok Ak ok ok ok Ak % %

‘CaAlL HCHAR ‘.

NOTE . . .
ON THE SCREEN IS 1,
OF ZERO IN THESE POSITIONS CAUSES

THE SUBROUTINE TO CRASH AND VDP GO

‘CRAZY ‘. RETURN LINKAGE IS IN Ri5

BL @HCHAR

DATA >0A0A, 22410

FORMAT I8 ROWICOL!!ASCII!REPETITION
THE FIRST ROW AND COLUMN
NOT 0. A VALUE

SIMULATION OF THE BASIC SUBRODUTINE *
THE PARAMETERS ARE #*
PASSED FOLLOWING THE BL @HCHAR STMT #
IN DATA STMTS OR REGISTERS MAY BE #*
PRELOADED AND BL TO ONE OF THE ENTRY#
POINTS WITHIN THE SUBROUTINE.

I.E. :

* ook ok %k ok %k Kk ¥ ok

FR IR IR I N 3 IR AR T SE 3 36 3 3 S

HCHAR
HCCC
HCC
HC

H

- #

E-3
HMCHARL

#*
HLCONT

#*
HCHART

MGvB =Ril+, RS
MOVE #R11+, Ré
MOVE #R11+, R7
MOVE #R1il+, R8
MOV R11:.R15

SRL. R3, 8
SRL Ré&. B
SRL RS, 8
DEC RS
DEC R&
SLA RS, 5
A R&, RS

LI VDPADD, 81T
A RS, VDPADD

BL @WRTCL

DATA 1, MYWS+14
INC RS

Cl RS, SIT+>2FF
JLE HLCONT

LI R&, 0300
S R&:RD

DEC RB
JNE HCHARL

B #R1S5

START ROW

START COL
CHARACTER VALUE
# OF REPETITIONS
SAVE RETURN LINK

¥
RIGHT JUSTIFY
>
NOW OFFSET FOR ACTUAL ROW
SAME FOR COLUMN
x32 FOR SIT ADDRESS OF ROW
ADD COLUMN VALUE FOR SIT ADDRESS

GET SIT START
ADD THE OFFSET

WRITE YDUR CHARACTER
POINT TO NEXT POSITION
PAST END OF SIT?

NO

LENGTH OF SIT
FOINT NOW TO FIRST RUOW AGAIN

MET OUR REPETITIONS,
NE. S0 KEEP WRITING

YET?

RETURN TO CALLER

EE R A LR L L L LR T R R

# STANDARD KEYBOARD SCAN ROUTINE #
MR HERRBERR R G SRR S E R B RS R H SR RE R R H8 %

SCANKY LIMI ©

LWFI GPLWS
BL @SCAN
LWPI MYWS
LIMI 2

DISABLE INTS
GPLWS EQU »B3EC
SCAN EQU >Q00E

ENABLE INTS




B #R11

RETURN TD CALLER

****%**************#*********%*******#**ﬁ**********************

* THIS 15 THE MODULE THAT GENERATES A RANDOM NUMBER.

I8 IS 3

#* PASBED IN REGISTER 10. RETURN LINKAGE IS R11 *
il Rt L S L L R L T R R T R R RV TRV

RANDNO LI R%: 258645
MPY @SEED,RY
Al R10, 31417
MOV R10. ®@SFED

B #R11
XL R T LR T R A N
# CALL SOUND ROUTINE *

TR RER U H AR SR AR TR EEY
SOUND MOV #R11+, SNDPNT

LIMI ©

S0CH @HO1l, erRAMFLG

MOVB @HO1, @STRTSD

LIMI 2

B #R11

MAKE A MNEW SEED
AND RETURN TOD CALLER

LOAD DATA POINTER

SO0UND LIST IS IN VDPRAM
START THE SOUND PROCESSING

HERF RN HH AR R R L LR AR RS AR R R RERRERHHE

* BINGLE BYTE WRITE TO VDP
* CALLED BY BLWP @VSBW

2. VDPADD MUST BE PRELOADED
VALUE TO BE WRITTEM

PRESERVED

% oak ok ook ok ok %k

1. MUST HAVE SECOND WORKSPACE

4. R13,14,1% OF ZND WS MUST BE

#
3*
*
#

3. MSB OF R1 MUST BE PRELOADED WITH

+*
#
+*

5. Rl OF NEW WORKSPACE IS DESTROYED

HREHSHHEE R AR SRS H U R R RS AR S B R B SRR REFHE

_ VShuW DATA MYWSZ, VEBWGD NEW WORKSPACE, PC
VSBWGO LIMI O DISABLE INTS
MOV #R13, R1 GETS VDPADD FROM QLD RO
MOVB @R1LB2, @VDPWA RILBZ2 EQU MYWS2+3
ORI R1, 4000 SET WRITE FLAG
MOVE R1, @/DPWA SET UP HIGH BYTE
NOP VDPWA EQU >8C02
MOVB @2(R13), @YDPWD VALUE FROM OLD RI MSB
* VDPWD EQU B8COo0
LIMI 2 ENABLE INTS
RTWP RETURN AND RESTORE ME

HURRHRFER R R RS E AR S S SRR E A H RS SRR R RS E S

# BINGLE BYTE READ FROM VDP

®# CALLED BY BLWP eVSHR

1. MUST HAVE SECOND WORKSPACE
2. VDPADD MUST BE PRELDADED

WILL BE WRITTEN

PRESERVED

¥ 0k & % ¥ ok &

3. MSB OF R1 IS WHERE THE BYTE

4. R13:;14,1% OF 2ND WS MUST BE

¥ ok ook R ok W ¥k

#*

5. R1 OF NEW WORKSPACE IS DESTROYED

HER ARG R AR SRR AR SR F R AL RSB BB BB R RS

VEBRR DATA MYWSZ, VSBRGD NEW WORKSPACE, PC
VSBRGO LIMI O DISABLE INTS
MOV #R13, R1 GETS VDPADD FROM OLD RO
MOVE @RILB2: @YDPWA RILB2 EQU MYWS2+2
NOP WASTE SOME TIME
MOVB R1, @VDPWA SET UP HIGH BYTE
NOP VDFWA EQU >8LOZ2
MOVE @VDPRD, @2(R13) VALUE TO OLD R1
#* _ VDPRD EQU >8800

LIMI 2

ENMABLE INTS




RTWP RETURN AND RESTORE ME
L L T R LT T o L T e

# VDP WRITE TO REGISTER ROQUTINE. THE=#
* PARAMETER IS PASSED DOWN AS DATA #
# USING THIS FORMAT: (L.B, THEN HB) *
* VALUE TO WRITE/B/VDF REG. # *
# I.E. BL ®VWTR +*
* DATA 1187 *
# THIS INSTANCE CHANGES VUDP REG. 7 =
*# TO >11 (CHANGES BACKGROUND COLDR) #
# RETURN LINKAGE IS R11. #*
FHAARFEAERERARSE RS R EER R AR F S RF R RN SR
VWTR MOV ®R11+,R1 GET THE DATA
VWTRGO LIMI O DISABLE INTS
MOVEB R1, @/DPWA VDPWA EQU »8C02
SWPE R1 NOW SET UP HIGH BYTE
MOVEB R1, @VDPWA
SWPB R1 RESTORE PARAMETER
LIMI 2 ENMABLE INMTERRUPTS
B #Rt1 AND RETURN TO CALLER
LR L L L E s I Y R L e
#* WRITE T 0 VDP ROUTINE #

#  THIS ROUTINE ASSUMES THAT THE *
# PARAMETERS ARE PASSED FOLLOWING &
# THE BL @WRTVCL STATEMENT. I.E.: #
® BL. @WRTVCL #*
* DATA Sal., 2, MYWS+2 #
R ER SRR RS ARSI R R SRR RRRAER
WRTUCL. MOV #Ril+, VDPADD VDPADD EGU O (R3)
WRTCL MOV #R11+, WCOUNT WCOUNT EQU 2 (R2)
WRTL MOV #R11+, WLOC WLOC EQU 3 (R
WRITE LIMI O DISABLE INTS

SWPB VDPADD

MOVEB VDPADD, @VDPWA
SWPB VDPADD

ORI VDPADD: >4G00
MOVE VDPaADD, @VDPWA
NOP

WOOO010 MOVE #WLOC+, @VDPWD

DEC WCOUNT

JET WO0010

LI WCOUNT. >4000
8 WCDUNT, VDPADD
LIMI 2

B #R11

RESTORE V
ENABLE IN
RETURN TO

»8COZ

WASTE SOME TIME
SET FLAG TO WRITE
»*8coz

WASTE SOME TIME
VDPWD EQU >8C00

DPADD
TS
CALLER

FREHHE R F BRI R HE RS RS R RS HE R R R RRRS

#* R

% % % &

#*

EAD FROM vV D P ROUTIN
THIS ROUTINE ASSUMES THAT THE
PARAMETERS ARE PASSED FOLLOWING
THE BL. @RDVCL STATEMENT, 1.E.

BL @RDVCL

DATA SAL., 2. MYWS+2

E #
*

ok ok H

HUFEHEHEE IR E AR ESEHEE RS HF RS H R SR

RDV
RDC

RDL
- REA

CL ™OV #R11+, VDPADD VDPADD EQ
L MOV #R11+, RCOUNT RCOUNT EQ

MOV #R11+, RLOC RLOC EQ
D LIMI O DISABLE 1

SWPB VDPADD

MOVE VDPADD. @VDPWA

SWPE VDPADD

MOVE VDPADD, @VDPWA

NOP

) (RO)
ue (R&)
U 3 (R3)
NTS

>8COoZ2
WASTE SOME TIME
>8Co2
WASTE SOME TIME




ROQO10O MOVE

@VDPRD, #¥RLOC+

DEC RCOUNT
JET ROOQLO

LIMI

2

B #R11
T 5 R 3 e S S S G SR S G H R
# WRITE FROM GRDM TO VDP#
Y LY I Y Y Y Yy
352 3 b 2 e 35 3 G 30 36 S 35 36 3 3 g 3 35 3 3 iR e 3F 3 36 3 36 2 2 30 b 36 e b 38 b e 3 e 36 35 3 b 36 3 4 3% 3 35 36 3 3 3 3L 3R 3 B 30 35 b R 3R 3R B SR 1
# THIS ROUTINE ASSUMES THAT THE PARAMETERS ARE IN A DATA STATEMENT IM— %
# MEDIATELY FOLLOWING THE BL @GRMVDP. FOR EXAMPLE.

* BL

@GRMVDP

VDRPRD EGQU »B800

ENARLE INTS

RETURN TO CALLER

# DATA MONSTA, 32, SDT+>64
H R A R R R RN N R R R AR RN E R R AR F R AR AR I HRBRRE RS
GRMVDP MOV #R11+, RLOC

GVCV MOV #RI1+, RCOUNT
GVWWV MOV #R11i+, VDPADD

GV LIMI
MOVE
sSWPB

MOVB'

SWPB
MOVB
SWPB
ORI
Move
NOP
WO0030 MOVEB

O

RLOC, @GRMWA
RL.GC

RLOC, EBGRMWA
VDPADD
VDPADD, @VDPWA
VYDPADD
VDPADD, 24000
VRPADRD, eVDPWA

@GRMRD, @VDPWD

DEC RCOUNT

JET

WO0030

LI RCOUNT, >4000
S RCOUNT, VDPADD

LIMI
RT
END

2

FROM WHERE IN GROM
HOW MANY BYTES
TO WHERE IN VDP
DISABLE INTERRUPTS

SET

SEY
SET
SET
SET
SET
SET

up

Up
up
upP
UpP

UPPER BYTE OF GROM ADDR

LOWER BYTE OF GROM ADDR
LOWER BYTE FOR VDP
LOWER BYTE FOR VDP

HIGH BYTE

VDP WRITE FLAG

ur

UPPER BYTE OF ADRDRESS

WRITE BYTE INTO VDP
DECREMENT COUNTER

RESTORE VDPADD

EMABLE INTERRUPTS

#*
#*
#*



TITLE WORDRADAR

GROM 3

aOrRG O
R B R A B I S R 2B S S S S B B S R S S S
643545 06 2 3038 35 3026 30 00 46 306 0 HR 3 30 0 200 30 03 A 0 20 3R IR 46 I 030 SR 3 3 1 3 R S I S R

LA A ) 3
* DEVELOPMENTAL LEARNING MATERIALS L L
I L2 L

A48 3 1 303 4 3 36 3 3E 3 3 48 38 36 S 3E 35S0 3 o 38 35 30 3R IE 30 4E 36 6 3E 3 3 45 3E 340 30 36 3 IR SRS 6 30 S0 W SR SRS 3
FREER R RS RN R R R R R R R SRR R E R AR RS AN SRR E LR LR R R RS
GRMHDR DATA 2:AA,1,1,0,0,0, #PR0OG, 0.0, 0: 0,0, 0. 0. 0

PROG DATA #0, #TITLE., 7, : ENGLISH:

## CPU RAM ALLOCATIONS

32T I IR 0 T 3 S S S I R

# TEMPORARY WORKSEPACE EQUATES =+

HRFFEEFEERRERFAEREEREREERREREEER

RO EQU >00
ROLB EQU 01
R1 EQU >02
RILB EQU >03
RZ EQU >04
R2LB EQU >05
R3 EQU »06
R3LB EQU >07
R4 EQU 08
RALB EQU >09
RS EQU 304
RSLB EGU >0B ,
R& EQU »0C i
R&LB EQU 0D
_ R7 EQU >OE
R7LE EQU >OF.
R8 EQU >10
RSBLB EQU >11
R EQU 12
RYLB EGU >13
R10O EQU 14
RIOLEB EQU >15
R1i1 EQU >i&

RIILE EQU >17
Ri2 EQU >18
Ri2LLB EQU »1%9
R13 EQU 1A
R13LB EQU 1B
Ri4 EQU >1C
Ri14LB EQU >1D
R15 EQU >1E
R15LB EQU >1F
*

RUNTIM EQU 2>2E
JOYST? EQU  »2F

RUN TIME IN MINUTES 1-3
JOY/KEY OPTION O-KEYBOARD
SAVLET EQU 31 SAVED WORD LIST

LANGNM EGU 43 WHICH LANGUAGE IS BEING USED #
* C-ENG 1-FR 2-GER 3-DUT 4-1T#
LANG EQU 44 LANGUAGE POINTER FOR TEXT
CNTFMT EQU 44 TEMPORARY WORKSPACE FOR WORD
* POINTER

MOVTAB EQU 48 GROM ADDRESSS OF DATA TABLE
TaB1 EQU >4A GROM ADDRESS OF PATTERN

TAB2 EQU >4C vDP RAM ADDRESS OF PATTERN
BYTE EGU 4E COUNT OF # OF BYTES TO MOVE
CB/ADD EQU >50 TEXT: CHAR BUFFER ADDREES

P )

PRI
% % %k % % % % &

SISO LU N




FMT EQU 52 1 TEXT: FORMATTING CODE ¥
FMT1 EQU 53 i TEXT: FORMATTING CODE #*
LENGTH EQU 54 2 TEXT: WORD LENGTH 4
SPEED EGQGU 2358 1 SPEED OF RADAR *
WRDLST EQU =59 i WORD LIST ¥*
LIMIT EQU i 7Y 1 X — PIXEL LIMIT 3
MAXPRB EGQU 2>5B 1 MAXIMUM # OF PROBLEMS AT 3%
# CURRENT LEVEL #*
FL.AG FQll >5C 1 FILLAG FOR MENKEY #
DIFFIC EQU 5D 1 DIFFICULTY LEVEL
SOUND EQU 5E 2 SOUND ADDRESS *
WLANG EQU >&B 2 WORD LIST POINTER *
HITS EQU >aC 2 # OF HITS #
MISSES EGQGU >AE P # OF MISSES ¥*
LHITS EGQU >BO 2 LOWEST # OF HITS #*
LMISE EQU B2 2 LOWEST # OF MISSES it
HHITS EQU >B4 2 HIGHEST # OF HITS #*
HMISS EQU »Bé 2 HIGHEST # OF MISSES #*
NMJY? EQU B8 1 WHICH JOYSTICK IS BEING L
# SCANNED ¥*
HEFHAFHAHHAFREHR#GSTATUS BLOCK DEFINITIONSH & # #4844 8 044840 #5355
VRAM EQU 70 TQTAL VIDED RAM AVAILABLE #
DATSTK EQU 72 DATA STACK POINTER %
SUBSTK EQU 73 SUBROUTINE STACK POINTER *
KEYBRD EQU >»74 KEYBOARD NUMBER %*
KEY EQUW »795 KEYCODE #
JOYY EQU 75 SJOYSTICK Y %
JOYX EQY >76 SJOYSTICK X ¥*
RANDOM EQU >78 RANDOM NUMBER CEMERATED 4%
TIMER EGU >79 TIMER VALUE *
- MOTIDN EGU >7A SPRITE MOTION VALUE ¥*
VDPST EQU >7B VDBP STATUS BYTE 3*
STATUS EGU >7C CPU STATUS FLAGS #
KEEPR1 EGU >D4 TO KEEP VDP R1
#eE AR ARAEE MEMORY MAPPED EGQGUATES #8448 #4588 44 E 8444
PDT EQU >0000 PATTERN DESCRIPTOR TABLE
sIT EGQU >1800 SCREEN IMAGE TABLE
CT EGl) >2000 COLOR TABLE

wHH AR R EAMONITOR LOCATIONSEH E XXX R KA XXX E XX HIE KK R X NHX
CHR?2 EQU 18
FAC EQU 4A
FHFH R EFFFHHF A EHFFRCOLOR DEFINITIONS 5438463 3 45 4030 5 3 5 H H FHH F 346 53

TRANSP EQU >0 TRANSPARENT i
BLACK EGU 1 BLACK #
MDGRN EQU 2 MEDIUM GREEN (2) #*
LTGRN EGQU >3 LIGHT GREEN (1) #*
DKBLU EQU >4 DARK BLUE (2) #*
MDBELU EGQU 5 MEDIUM BLUE (1) #*
DKRED EQU 6 DARK RED (3D *
CYAN EQU 7 BRIGHT, LIGHT BLUE *
MDRED EQU 8 MEDIUM RED (2) #*
ETRED EGU -9 LIGHT RED (1) #*
DKYLW EGQU >A DARK YELLOW (2) #
LTYLW EQU =B MEDIUM YELLOW{1) #
DKGRN  EQU C DARK GREEN (3) *
MAGNTA EQU D MAGENTA (PURPLISH RED) ¥*
- GRAY EQU >E GRAY #
WHITE EQU >F WHITE #
s *
ALD EGU 01 CONTROL: AID #
BEGIN EQU >0OE BEGIN #

*******-ﬁ-***-ﬂ-*-ﬂ--H-**-H--!-.-H--H--H—-H'--B-v}&&-*-ﬁ-&-*-ﬁ-&-ﬂ--&-l-}%&%%*%**%**&**i&**%****




* k3

# VDP  EQUATES 1#
#* #
st Sl S e S IS IR ST R I IR Y Y
AIDAD EQU 21000 2 ADDRESES L ABEL OF AID FNCTN #
# EQU 1001 *
BEGAD EGQU 1002 2 ADDRESS LABEL OF BEGIMN FNCTN
* EQU 1003 #*

HEARERAAFFEALTENT EQUATES®H W46 4630 36 36 0 b 36 3 30 46 35 35 36 24 36 36 45 46 20 36 Ho b 36 3 45 30 30 20 35 3 o 30 1
HESHFUARFFHXREREEEE TITLE SCREENI®IE 34 530330 33636 0 36 35 330 3 3430 36 3035 30 336 8 36

WARCSK EQU O ARCADEMIC SKILLBUILDER *
WNAME EQU 1 ALLIGATOR MIX #*
#FHFHFREFERFRRAFRFE PRESS ANY KEY SCREEN ###£#4344##4%ER%H14HE
WDUMY1 EQU 2 DUMMY LINE (MULTI-LING) #*
WPRAKY EQU 3 PRESS ANY KEY #*
WDUMY2 EQU 4 DUMMY LINE (MULTI-LING) #*
WTOPLY EQU 5 TO PLAY 3*
WAIDGD EQU & AID = GAME OPTIONS #*
BEEHEFSES SRR ESESSE QCAME CONTROL OPTIONS SCREEN ##A##4#4&3#8454
WNAMEL EQU 7 ALLLIGATOR MIX #
WECOo EQU '8 GAME CONTROL. OPTIONS 3
WSPEED EQU 9 SKILL LEVEL 1-9 *
WPRBRN EGQU 10 PROBLEM RANGE 3, 6,9 *
WRUNTM EQU 11 RUN TIME (MIN) 1-5 #*
WDIFFI EQU 12 DIFFICULTY? 1-3 #*
WEGCTL EGQU 13 EXIT GAME CONTROL *
WPNOO EQU 14 PRESS NUMBER OF OPTION #*
WYWTC EQU 15 YOU WISH TO CHANGE ¥
HEHBHHEAERERR AR RARY GAME SCREEMN % ¥ XXX XXX EXXERXRIEREHHXENNR AR
WHITS EQU 16 HITS (GAME SCREEN) #*
. WMISS EQU 17 MIGSES (GAME SCREEN) #*
#HEF R BEFEHFESFERHE RECORD YOUR SCORE SCREEN 3834483 398 543 4 3 3 35
WNAMEZ2 EQU 18 ALLTIGATOR MIX #*
WRCYSC EQU 19 RECORD YOUR SCORE *
WCURNT EQU 20 CURRENT #*
WLOW EGQGU 21 L.OW *
WHIGH EGU 22 HIGH #*
WHITS1 EGQU 23 HITS 3*
WHMISS1 £QU 24 MISSES $#*
WPAKTC EQU 25 PRESS ANY KEY TO CONTINUE *
WENERG EQU 26 ENERGY
WHITSZ2 EQU 27 HITS
WMISSZ EGU 2B MISSES
WSCANN EQU 29 SCANNER
THRU EQU >FF END (OF FMT #*
S R R Y T Y LY R
# GENERAL DATA AREA FOR INITIALIZATIONS #*

S T e Ty s I L I e
VYDFMOR DATA 00, ZEQ, 200, >0QE, >01, >06, »00, X000

VDPRIT DATA 202, >A0, »04&, >FF, 203, >34, 03, >04

98 333 AR S0 20 3 S 1SR 3SR E I 26 3 36 36 S 0

#*3E4 TITLE SCREEM PATTERNS

Lt S L P e Y )

PATOO DPATA 00, 00, >00, 200, »00, 00, >00, >00

PATO1 DATA >FF, 2FF. >FF, >FF, »FF, >FF, >FF, >FF

PATOZ DATA >00,>00, >00, 200, X0F, Z>0F, >0F, >0F

T PATO3  DATA 00, >00. X000, 200, >FF, >FF, >FF, >FF

PATO4 DATA >00. >00, >00, >00, >F8, >FC, >FE, >FF
PATOS DATA 0F, »0F, 20F, 20F, 2QF, 20F, 20F, >0F
PATO& DATA >FF, >80, >80, >80, >80, >80, >80, >80
FATO7 DATA »FF, 23F, >1F, >1F, >1F, »1F, >1F, >1F
PATOE DATA >BO, >80, >80, »FF. >FF, >FF, >FF. >FF




PATOY DaTa >1F, »1F, >3F, »FF, =FF, »FE, >FC, >»F8
PATOA DATA 00, 200, >00, 00, >80, »»B0, >80. >80
PATOB DATA >80, >80, >80, >80, >80, >80, >80, >80
PATOC DATA 207, >00, >00, >FF, >FF, >FF, >FF, *FF
PATOD DATA 2FF, >CF, >C7, 2C7, >C3, »C3, >C1, >C1
PATOE DATA 200, >80, >80, »CQ, »>C0, FEC, 2EQ, 2F0
PATOF DATA >FO, >F9, >7%, >7F, 23F, >3F, >1F, >1F
PATL1O DATA 200, >00, >00, >00, >80, >C0, ZEQ, >FQO
PATL1 DATA 00, >00. >00, >00, >>01. >>03, 207, >0F
PAT12 DATA >FO0O, >EQ, >C0O, >80, 200, >00, >00, 200
PAT13 DATA O0F, >07,»03, >01, >00, >00, >00, >00
PAT14 DATA OF, »1F, >1E, >3E, >3C, »7C, >78, >F8
PAT13 DATA >F0, >FO, >EQ, »EQ, >C0, >C0, >80, >80
PAT1A&  DATA 00, »Q0, »00, »00, >FE, *FE: >FE, >FE
PATLI7 DATA >FE, >3k, »3E, >»3E, >3E, >3E, >3E, >3E
FPATIE8 DATA »3E. >3k, »3E, >3E, »3E, »3E, >23E, »>3E
PAT19 DATA 200,200, >01, 203, >203. >03, >01, >00
PAT1A DATA 00, >F0. >F8, >FC, >FC, »FC, >FB, >FQ
PATIRB DATA 200, *FF, >FF, >01, 201, >01, >01, 201
PATLIC DATA 00, >FF. »FF. >F8, >F8. >F8, >F8, >F8
PATID DATA >03, >03, »03, 207, 07, »07, >FF, >FF
PATLIE DATA >FC, >FC, >%C, >9E, »0E, >0E, >0F, >OF
PATIF DATA 00, x00, >00, 00, >00, >00, >FF, >FF
PATZ0 DATA >00, >FF. >FF, 200, >00, >00, >00, 300
PATZ2: DATA >00, :0F, >1F, >3F, >3F., »3F, >1F, >0F
PATZ22 DATA 00, >00, >80, »C0, >C0, >C0, >80, >00
PAT23 DATA >00, »FF, >FF, »1F, >1F, >1F, >1F, >1F
PAT24 DATA 200, >FF, >FF. >80, >80, >80, >80, >80
PAT2S DATA 203F, >0F, 239, >7%: 270, 270, >F0: >FQ
PAT26 DATA »CO, >CQ, >CO, >EO, >2EQ, 2EOQ, >FF, >FF
PAT27 DATA >18, 23C, »7E, »FF, >FF, >FF, >FF, >FF
PAT28 DATA >FF, »FF., >FF, >FF, >FF, >7E, >3C, >»18
PAT2? DATA >1F, >3F, 27F, >FF, >FF, >7F, >3F, >1F
PAT24 DATA >F8, >FC, »FE, Z2FF., :FF, Z>FE, >FC, »FB
PATZB DATA >00, >00., >00, >00, >07, >07, >07, >07
PATRQC DATA 07,307,207, >207.: >07. 207, 207, >07
PAT2D DATA >C0, 200, >Q0, >C0, >C0, >C0, >C0, >CO
LNGPT DATA 200, 44, >00. 238, >44, >7C, >44, >44
DATA 200, 44, 00, 44, »44, >44, 44, >7C
FHFFERERFH AR B RE I F RN E R H R R R R E R E IR RN RS
#* CHARACTERS FOR UPPER 1/3 PLAYING SCREEN DEFINED HERE!' 3
FHRR R R RN SRR E R N R AR SN SRR SR SRR AR E R B ER BB R R R R FH RS

TOP1/3 DATA FF, D2, »12, 212, 202, >02, 202, 202 CHAR O
DATA FF, >4B, »48, >48. >40, >40, >»40, >40 CHAR 1
BATA 200, 202, >02, >02, >02, »02, >02, >00 CHAR 2
DATA 200, 240, >40, >40, 240, >40, >40, >00 CHAR 3
DATA >AQ, >A0. >EOQ, 2EQ. 2EQ, >EQ, >FF, ZEO CHAR 4
DATA 200, >00, 200, 00, 00, >00, >24, 00 CHAR 5
DATA F03: 7035, 307, Q7. Q7 307, Z2FF. 207 CHAR &
DATA 200, 5FF, &FF, »FF, :FF, >FF, :FF, 2200 CHAR 8

#pmmmm=db THOSE &4 BYTES 60 INTO PDT+0000

b 3 A S 35 3 35 3 3F 3 3 A W 2 A 3 210 20 2 30 3 20 4 3 0 36 36 3F 2 36 46 3 3F O 3 36 3 3 36 R 36 36 4E 3 26 3 35 36 2F AF 36 38 B 38 A SR 3R 35

* CHARACTERS FOR MIDDLE THIRD PLAYING SCREEN DEFINED HERE+
334 34 4 696 35 30 36 9 36 38 35 05 30 365 00 K S0 30 30 U SE O 3 0 20 B B 30 3300 H 0 0 B 240 30 36 36 00 S0 M S B 369

MID1/3 DATA 02, »02, >x02, 02, >12, »12, >D2, >FF CHAR O
DATA 240, >40, >40, >40, >48, >48, >4B. >FF CHAR 1
DATA 200, 202, 202, >02, >02, >02, >02, 200 CHAR 2
DATA >00, >40, »40, >40, >40, >40, >40, >00 CHAR 3
DATA >EQ. XFF, 2EU, 2EQ: 2EQ, 2EQ, 280, >A0 CHAR 4
DATA 00, >24, 200, >00, >00, 00, >00, 00 CHAR 5
DATA 207, >FF, 207, 207, >07, 207, >03, 205 CHAR &
DATA >QQ. »FF, >FF. >FF., >FF, »FF. >FF, =00 CHAR B




gmm===n THOSE 64 BYTES 60 INTO PDT+:0800

SR S A I I S R AT R 240 0 30 3 3 2030 30 I 3 3 I S 096 T IE 3 JE 346 SHIE 46 98 33 30 3 3038
* CHARACTERS FOR BOTTOM THIRD PLAYING SCREEN DEFINED HERE:
S R SR R R S B R R R RN R R

BOT1/3 DATA >FF, >00, >00, >00, 00, 200, >00, >00 CHAR O
DAaTa 01, >02: >04, >»08, >10, >20, >40, >80 CHAR 1
DATA >80, 240, >20, >10, >08. >04, >02, >01 CHAR 2
DaTa >80, >80, >80, >80, >80, >80, >80, >80 CHAR 3
BATA 201, 201, >01, 01, 301, >01, 301, >01 CHaAR 4
DATA FF, >80, >80, >80, >80, >80, »B0., >80 CHAR 5
bata >FF, 01, >01, >01, >01, 01, >01, >01 CHAR &

#em=====h THOSBE 54 BYTES GO INTO PDT+>1000

A6 S T T3 B 330 336 B 2 3 30 38 3 000 36 96 3 36 I S SRR ST I 396 6 00 26 9 30 3 BB 3 48 336
#### THESE NEXT 4 CHARACTERS GO INTO PDT e>aD8 (CHAR SET 113+
L A SR LT T L L T Y L LT Y 2y Yy Rt S A R
AUML DAaTa 00, >88, 200, 20, »50, >F8, >88, >88 CHAR >30B A UMLAUT

UUML. DATA 200, >88, >00, >90, >90, >90, »90, >68 CHAR 50 O UMLAUT

OuUML DATA =00, »88, >00, >70, »>88, >88, >88, >70 CHAR >3C 0 UMLAUT

AUMLS DATA 200, >20, >00, >20. 50, >F8, >88, »88 CHAR >BE A UMLAUT SWEDE
G L e L s L L e e I A R e I T

# FINISH UP BOTTOM 1/3 PLAYING CHARACTERS HERE #*
I W I I R0 I 30 3046 46 B 2R3 B R SR SR S 3 B R S
FINI/3 DATA >FF, >FF, 2FF, xFF, >7F, »7F, >3F: >1F CHAR B
DATA »F8, »F8B, »F8, >FB, >F8, >F8, >F8, >FB CHAR ¢
DATA 21F, >1F, >»1F, 21F, »1F, >1F, >1F, >1F CHAR 10
DATA >FB: >FC, *FE, XFE, 2FF, >FF, >FF, >FF CHAR 11
DATA 200, 200, >00. >00, >00, >C0, »EQ, >FF CHAR 12
paTa >00, 200, »00, >00, »>00, >03, >07. >FF CHAR 13
DATA >1F., >3F, >7F, >7F, >FF. >FF, >FF ., >FF CHAR 14
DATA ZFF., >FF, >FF, >FF, >FE, >FE, >FC, >F8 CHAR 1%
DATA >FF, 5EOQ, »C0, >00, »00, >00, >00, >00 CHAR 14
DATA =FF. 207, 03, 200, >00, 200, 00, 200 CHAR 17
DATA »FF., >FC, >FB, >EQ, >EO0, 2F8, 2FC, >*FF CHAR 18
DATA >FF, »3F., »1F, >07, >07, >1F, >3F, >FF CHAR 19
DATA ZFF. »FF, >FF, »FF, >FF, >FF, >FF, >FF CHAR 20
DATA 201, 203, »07, »0F, »1F, >3F, >7F. >FF CHAR 21
DATA 280, >C0. EO0, »F0, 22FB, >FC. >FE, >FF CHAR 22
DATA >FF,0,0:0,0,0,0,0 CHAR 23 TOP CIRCLE
DATA 0, 0,0, 0,0, 0, 0, »FF CHAR 24 BOT CIRCLE
#=====5 THOGE 120 BYTES GO INTD PDT+>1040
ZEROES DATA 0.0, 0,0.0, 0,0, 0 all. ZEROES
DATA 0.0.0.0.0,0.0,0 TO BLANK OUT
PATA 0,0:0,06:,0,0,0,0 CHARS INTERFERING
DATA 0,0.0.0,0,0.0.0 W/ LINE DRAWER
R E R H R R IR N I R R R R BB B F RS F RS H B BRREE SR
# DEFINE COLORS NEEDED FOR PLAYING AREA #*
HEEREEHFHBAERFRF R H SRR R R SEESFAFF RS HEFERF SRR H SRR E R RE RS
WT DATA >FQ. >F0, 2FQ, 2FQ, >F0: >F0, >F0, >F0 WHT ON TRANS
GW DATA >CF, »CF, »CF, ZCF, xCF, >CF, >CF, »CF GRN DN WHT
6T DATA >CQO., »C0O, »>CO, 2C0O, >C0, >C0, >C0O, >CO GRN ON TRANS
30 SR A IR M N RN H AN RN RN RN R RSB W EHE AR RN RN
# BOTTOM 1/3 PLAYING AREA SCREEN IMAGE TABLE FORMAT %*

a2 d e e T Y LI I R Ty
BOTSIT DATA »20, 220, »20, 220, >20, >20, >20, >20 * LINE 0

DATA 220, 220, >20, >20, >19, >00, >00, >00

DATA 00, >00, >00, >14&, 220, >20, >20, >20

DATA 20, 20, 220, »20, »>20, »20, >20, >20

DaTa 220, >£20, >20, 220, 220, >20, 220, >20 # LINE 1
DATA 220, >20, 220,215, »12, >14, »14, >14
DATA 214, >14, >14, 313, >14, >20, 220, >20
DATA 20, 220, 220, »>20, >20, >20. >20, »20




DATA 20, 320, 220, >20, >20, 220, >15, >00 * LINE 2
DATA 200, 00, >00, >02, >14, >14, >14, >14
DATA >»14, 314, 214,214, >01, 00, >00, >00

DATA 20, 320, »20, >20, >20, >15,>14, >14 % LINE 3
DATA 14, >14,2>14, 14, 02, >14, 14, >14
DATA 14, >14,2>14, %01, >14, >14,>14,>14
DATA 14, >14, >16, >20, 220, >20, 20, 220

DATA 220, >20, 220, >15, >14, >14, >14, >14 % LINE 4
DATA 14, >14,>14,2>14, >14, 02, >0F, >10
DATA 11,208, 201,214, >14, >14, >14, >14
DATA =14, 2>14, 214, >00, >1&, 220, >20, 220

DATA 220, 220, 205, >14, >14, 20F, >10,>17 # LLINE 5
DATA >11,208, 214,214, >14, >01, >09, >20
DATA 20, >04, >02, 214, >14, >14, >»0F, >-10
paTA >17.211, 208, >14, >14, 06, >20, >20

DATA 20, >20, >03, >14, >14, »09, »20, 20 # LINE 6
DaTAa >20,>0A, >»14, 214, 201, >14, 0B, >0C
DATA 20D, >0E, >14, >02,>x14, 314, 209, >20
DaTA 220, 320, >0A: 14, >14, 204, >20, >20

DATA 20, >20, 203, >14, 14, >0B, >0C, >18 # LINE 7
DATA 0D, 0E, »14, 01, 214,14, >14, >14
DATA 14,214,214, >14, >02, >14, >0B, >0C
DATA 18, 20D, >0E, 14, >14, >04, 20, >20
#
w=z===3 THAT WAS 256 BYTES
FA RN I S I I R S R S A I S I S S I R S S R
HHH AR IR RRRRERBR AR RRER R RN R HRREEAREEERR RS

3 W HH
FHEREHER DEVELOFMENT LEARNING MATERIALS H3t R E
32 AR 3 S HHH RN

A6 33630 20 3630 30 3 30 36 30 IR Rk 36 30 IR 0 3b IR 36 F 0 R HSH T 0 SR IR IR H L M ST RIS SN R e N R
AR IR IR RN A RN E R AN AR LR L E R X RS S SRR R AR X ARA NN

TITLE DET ENGLSH. eLANG

DST ENGWRD, @WLANG FOR ROM TEXT FORMATTER
5T O, CLANGNM

MAIN DET 2900, @FaC LOAD IN SMaLL CHARACTER SET
CaLl. CHRZ2

#* MOVE COPYRIGHT SYMBOL

MOVE 32 FROM ROM(#AUML) TO RAM(>0ADS)
MOVE 8 FROM RAM(:850) TO RAM(>F30)

8T 9, @WRDLST START WITH WORD LIST @
8T 2/ RSAVLST AND SAVE IT OUT FOR LATER
ST 2 8RUNTIM INITIALLY 2 MINUTES

- 8T 7. @5PEED START W/ 7 ON SPEED
8T 2, 8DIFFIC START WITH 2 BLOCK/QUADRANT
ST Q,2JOYST? SET TO NO JOYSTICK
DCLR @HITS

DCLR @MISSES
DCLR @HHITS

DST »7FFF, @LHITS
DCI.R eHMISS

DST >7FFF, @LMISS

CALL MOVESCR




DATA #MOVTTL

ET »FO, TARLE(1) LETTERS/NUMBERS
MOVE 10 FROM TABLE(1) TO TABLE(1)+1
#* FATTERNS

MOVE 10 FROM ROM(TTLCOL) TO TABLE(22)
DCLR RAM(BEGAD)
DCLR RAM(AIDAD)
HEH U H RS RS SRS R AL SRR EEFERHFELFHE TS E RN HEFNN
BERERHB B FIRST SCREEN — DLM WITH CAME NAME 3483346 2038
FHEHFREERERERRRAN AT H RS FH RS HE SRR
ALL
BACK BLACK
CALL FORDLM FORMAT DLM, SQUARES AND MEN
# FORMAT TRIANGLES
FMT XPT=14, YPT=4, '>CD, >C8, >CC~’, 29<, '>ChA, »B8, >CB*;
29<, ‘»CF, »CF, CE*, 26<, 3( ‘2G5, »C0, >C47 ), 23<;
3202, ¥BF, FC37), 23<, 3(/2C7,3C1, 2Co7), 20<;
S5(’>FD, >F8, XFC 7). 17<, 5C '2FA, >BO, FB ), 17
S( '>FF, F9, >FE ‘), 20<, 4
’%C5, >C0, »C4, >CD, >C8B, >CC, »CS, »C0, >C4*;
23<¢, ‘>C2, »BF, »C3, »CA, »B8, »>CRB, >C2, 2B, >C3’, 23<;
‘307, »Cl, 2Ch,) DCF, »C9, >CE, >C7, »>C1, >Ch 7, 21<, 1~
CALL TEXT
DATA WARCSK
DATA WNAME, THRU
HHFF AU RU B REH AR RS R FER NN F SR BT SRE S HHSE
eI NEXT SCREEN — COPYRIGHT SECTION  ##a##s
FHH RN BN RSB RSFRSB RSB E R RS SFHREIFS
Cl.R @TIMER )
$REPEAT
~ SCAN1 CALL CTLO
BR FASTI1
BR CPYSC
FAST1 $UNTIL @TIMER . HE., 180
CPYSC ALL :
BACK BLACK
CALL FORDLM  FORMAT DLM, SGUARES AND MEN
FMT YPT=6, XPT=13, ‘2267, ‘: 1982 /;
23<, 1~, . DLM, INC. AND: “;
17<, 1™, 7: TEXAS INSTRUMENTS: ‘;
17<, 1~, 7 INCORPORATED: *;
23, 3™ - AUTHORS: /s
164, 1™, :J. CHAFFIN, B. THOMPSON: ‘;
144, 1™, *: AND B. MAXWELL: “;
154, 1™, ©: UNIVERSITY OF KANSAS: *
CLLR @TIMER
$REPEAT
SCAN2 CALL CTLO
BR FAST2
BER PRAKY
FAST2 ~ $UNTIL @TIMER .HE. 180
Bk X E-k- k- F PR b Eok. B E - R LR R R R R R
F RS MEXT SCREEN -~ PRESS ANY KEY TO PLAY A 32 %
FHEE AR RBREN SRR U RER R RS S R RS SS R H RN EHHHHERs
PRAKY  ALL :
BACK BLACK
DST #GAMOPT, RAM(AIDAD)
DST #TITL1. RAM(BEGAD)
CALL FURDLM
#n#uuwrnse®  FORMAT THE BOXES AROUND SCREEN 3 #3###iiis
FMT YPT=7, XPT=3, 15">88", 9", 24 '>B8", 14">B8";
8<, 23, 252897, 9<, 11, 1O"FBO", 20<, 14, 10">BO",;

e e i —————————— e ——




13, 13, 2072BO 7, 114, 9, 21 B0’
19~ 13, 172897, 5%, 15, 1772897, 18", 154, 6"»BY";
17~ 165, 6B

CALL TEXT

DATA WDUMY1

DATA WPRAKY

DATA WDhUMYZ2

DATA WTOPLY

DATA WAIDEO. THRU

SCAN3 CaLL CTLO

BR SCAN3

BR WRDRDR
R E I R R R RN R R RN R AR AR R RN AR AR RS AR R RN
# TITLE COLORS *

RS0 SIS SR A NN R WA IR NI R H NI R
TTLCOL DATA 270, 282, 280, »2Q, >F0, 2FQ, »FQ, >F0Q, >FQ: >70Q
Ea 2 2 L 2 Lt T FORMAT DLM, SQUARES AND MEN  stitd#itsdaaads

FORDLM _
FMT XPT=8, YPT=0., '>D0, >»D1. >D2, >D0. >D8, 2ES, >D2, >20;
‘ZDE, YE2, >207, 2( *>E8, >EF, »20, >F0, >F1/), 11<;
'3D3, »D4, >D5, >D3, »>DI, >Eé, DB, >DC, >E0, 2E37;
1<, 2( '>EA; ZEB, JEF, >F2, »F37), 11<, *>D3, >Dé, >D7
'3D3, »Dé&, *DA, SE7, DD, >E1, >E4, >20;
2¢ '>EC, MED, >EE, 5F4, >F5°) .
#* SQUARES
FMT XPT=0, YPT=2, 11(">BY, 220" ), 1<, 17, 11 (" >B8, »20");
nIBEY, 1, 2<, 2¢ ‘>BB, >207), ‘2B, 26<, 3( '>BY, >20), 21<;
5L ,
FMT XPT=30, YPT=1, 11 (">B8, 220"}, ">B8", 2~; g
1<, 11 (">B9, >20")
) RTM
64 36 330 36 38 46 3 36 38 3R 20 46 Jb 46 30 96 3F SE 3R 40 30 30 SR 3R 3P 35 3 36 36 3R 3E IE 9E 3E S 34 3 3 0 34 3 30 H I H RIS N
#* +
* CHANGE GAME OPTION SCREEN #
#* 3+
EX X L L AP E LSS EEEY RS LSS R bR b Ry kL Rk g
GAMOPT ALL :
BACK BLACK

DCLLR RAM{AIDAD)
ST @SPEED, @R1
ST @WRDLST, @R1+1
ST @RUNTIM, @R2
8T @DIFFIC. erz+1
DISPLY FMT XPT=2%, ¥YPT=7, BIAS=>30, '@R1 ', 31, 1%
‘@rRi+17, 31,1, '@R2 7, 31, 17, @R2+1L Y
CaLl TEXT
DATA WNAMEL
DATA WGCO
DATA WSPEED
DATA WPRBRN
"DATA WRUNTH
DATA WDIFFI
DATA WEGCTL
DaTA WPNOO
DATA WYWTC
DATA THRU
LOPRB RST #1402, YPT
CALL MENREY

DATA [ 3;
DSET 071D, YPT
DEC GKEY

CASE @KEY




SKLYVO

PBRNG1
#

PBR1A

RNTMZ

JYSTCL

EXCNG

HRFHHLERR DR R R HRFEFRF RS FE R R R E R R R RS HS SR

#*
#
¥*

BR SKLVO

BR PBRNG1

BR RNTMZ2

BR JYSTCL

BR EXCN3

CALL MENKEY

DATA : 92:

ST @GKEY, @SPEED
BR LaPB

A 2, @YPT

8T >FF, @FLAG
CALL MENKEY

BATA 9.

ST @KEY.@WRDLST
85T @KEY, @SAVLST
BR LOPB

A 4, @YPT

CALL MENKEY

DATA  5:

ST @KEY. @RUNTIM
BR LOPB

A &, BYPT

CALL MENKEY

DATA : 3:

ST @KEY.@DIFFIC
BR LOPB

CaLl. MOVSCR

DATA #MOVTTL

8T »FO, TABLE{1)

MOVE 10 FROM TABLE(1) TO TABLE(1)+1
MOVE 10 FROM ROM(TTLCOL) TO TABLE(22)

BR PRAKY

WORD

RADAR

$#
+
+*

HUHFHFHEARA LR AFH R R RS RA AR HF SRR F SRR RS E B F RS SRS ERHH

WRDRDR MOVE 8 FROM ROM(#VDPBIT) TO VDP(Q)
BLACK BACKGROUND

DACK 21

8T 240, @KEEPR1

DET 2>1100. @FAC

CalLl >18

DST 0900, @FAC

CALL 18

DST 20100, @FAC

CALL =18
LOAD

MOVE

PATTERNS
56 FROM ROM(#TOP1/3F TOD RAM{>0000)

MOVE
MOVE
MOVE
MOVE
MOVE

MOVE
MOVE
*‘ MOVE
MOVE
MOVE
MOVE
MOVE
MOVE

GETS ALL THE
SETS FOR ALL

PUT US IN BIT MAP MODE

CHARACTER
THREE PDT’S

NEEDED

8 FROM ROM(H#TOP1/3+356) TO RAM(>0040)

56 FROM ROM(#MID1/3) TO RAM{Z>0800)

B FROM ROM(#MID1/3+36) TO RAM{>0840)

54

32
32
32
a2
32
32
32
3z

FROM ROM(#BOT1/3) TO RAM{21000)
136 FROM ROM(#FIN1/3)

FROM
FROM
FROM
FROM
FROM
FROM
FROM
FROM

RAM(2158) TO
ROM(#ZEROES)
RAM(Z188) TO
ROM(#ZERODES)
RAM(>238) TO
ROM(#ZEROES)
RAM(Z288) TO
ROM(#ZEROES)

T RAM(2>1040)

RAM(2-6C0)
TO RAM(158)
RAM (2-6EQ)
TO0 RAM(-188)
RAM(Z700)
TC RAM{(>258)
RAM(Z720)
TO RAM(288)

1234

KL MN

GRST

# g ok ok ¥ %




MOVE 32 FROM RAM(>958) TO RAM(ZECO) +, -,
MOVE 32 FROM ROM(H#ZIEROES) TO RAM(>738)

MOVE 32 FROM RAM(2988) TO RAM(ZEEQ) - 1234
MOVE 32 FROM ROM(#ZERDES) TD RAM{(>988)
MOVE 32 FROM RAM(>AS8) TO RAMIZFOO) KLMN
MOVE 32 FROM ROM(#ZEROES) TO RAM(ZASS)
MOVE 32 FROM RAaM(>A88) TO RAM(ZFZ0) QRST
MOVE 32 FROM ROM(#ZEROES) TO RAM(>AB8)
#
MOVE 32 FROM RAM(>1158) TO RAM(>16C0) +y -
MOVE 32 FROM ROM{H#ZEROES) TO RAM(>11058)
* MOVE 32 FROM RAM(>1188) TO RAM(X16EO0) 1234
#* MOVE 32 FROM ROM(#ZEROES) TO RAM(>1188)
MOVE 32 FROM RAM(1258) TO RAM(>1700) KL.MN
MOVE 32 FROM ROM(H#ZEROES) TO RAM(-1258)
MOVE 32 FROM RAM(>1288) TO RAM(>1720) QRST

MOVE 32 FROM ROM(#ZEROES) TO RAM(>1288)

MOVE 32 FROM ROM(#AUML) TO RAM(>02D8) FOR FOREIGN WORDS
MOVE 32 FROM ROM(#AUML) TO RAM(-0ADB)
MOVE 32 FROM ROMO#AUML) TO RAM(>12D8)

MOVE 25& FROM ROM(#BOTSIT) TO RAM(>1A00) FORMAT BOTTOM OF SCREEN
CaLL TEXT
DATA WHITSZ2: WMIBESZ, THRV

*# MOVE THE COLORS NEEDED
DST 7, @RO COUNTER
DCLR éR1 AND INCREMENT
CoL1 MOVE 2 FROM ROM(#GT} TO RAM{=Z000(R1))
DADD B, éR1 POINT TO NEXT CHAR
DDEC #RO
BR COL1
MOVE 8 FROM ROM(#WT) TO RAM(>2040)
#*
D8T 7, @RO COUNTER
DCLR @R1
coLz MOVE 8 FROM ROM{#GT) TO RAM{ZZBO0(R1))
DADD 8. @R1
DDEC @RO
BR COL2
MOVE 8 FROM ROM(#WT) TO RAM(Z-2840)
#*
DET 7, 2RO
DCLR @Rt

cOL3 MOVE 8 FROM ROM(#GW) TO RAM(Z>3000(R1))
DADD O, @Rt
DDEC @RO
"BR COL3

DST 17, @RO
RCLR @R1
COLF MOVE 8 FROM ROM(#WT) TO RAM(Z>30C40(R1})
DADD 8, eR1
DDEC @RO
BR COLF

# GET THE COLDRS FOR THE CHARACTER SETS
DST &4, @RO
DCLR BR1




Cs1 MOVE 8 FROM ROM(O#WT) TO RAM(Z2100(R1})
DADD B, @Rl
DDEC @RO
BR €81
BET 16, 2RO NEED COLORS FOR MOVED CHAR SET
DCLR @R1
€511 MOVE 8 FROM ROM(#WT) TO RAM(2&6CO(R1})
DabDb 8, @R1
DDEC &RO
BR CS&11

DST &4, @RO
DCLR @R1

csz MOVE 8 FROM ROM(#WT) TO RAM(Z2900(R1))
DADD 8, @R1 '
DREC @RO
BR €82
DST 16, @RO
DCLR @Rri

S22 MOVE 8 FROM ROM(#WT) TO RAM(>2ECO(R1})
DADD 8, @R1
DDEC @RO
BR (S22

DBT &4, @RO
DCLR @eR1
C83 MOVE 8 FROM ROM(#WT) TO RAM{>3100(R1))
DADD 8, @R1
DDEC @RO
BR C83
DST 14, @RO
DCLR @Ri1
€833 MOVE 8 FROM ROM(#WT! TO RAM{>3&6C0O(R1))
DADD 8. @R1
DDEC @RO
BR €833
L2 L A Y s T T e
#* ¢ 0TO ROM CODE #*
HEEHA A EHEAHHEE A AR H R AR R AR SRR R
GOROM XML 270 GOTO ROM CODE
HHERRRRH SRR H AR R R R HERRRRA R B RF R SRR
# RETURN POINT FROM ROM CODE #*
HHE AR F R E R R BRI HE R R IR H RS
8T »>D0O, RAM(Z300) DISABLE ALL SPRITES
*HH RECORD SCORE BSCREEN
#
RECSCR ALL : :
MOVE 8 FROM ROMOH#VDPNOR) TO VDP(O)
D8T 700, @FAC
call >ig
"BACK BLACK
MOVE 32 FROM ROM(#&AUML.) TO RAM{>0ADS)

# GET THE COLORS FOR THE CHARACTER SETS
DST 2, @RO
DCLR €éR1

- RCS1 MOVE 8 FROM ROMO¥WT) TO RAM(Z380(R1))

DADD 8, @R1
DDEC @RO
BR RCS1

DST #CAMORT, RAM(AIDAD)




1

DET #TITLL, RAM(BEGAD)

$IF @HITS .DL. eLHITS THEN
DT eHITSs, @LHITS

$END IF-THEN

%#IF @HITS . DH. @HHITE THEN
DST @HITS, @HHITS

$END IF-THEN

+IF @MISSES .DL. eLMISS THEN
DET AGMISGES. @LMIGS

$END IF-THEN

£IF eMISSES . DH. @HMISS THEN
DST @eMISEBES, @HMIGSS

$END IF-THEN

CalLl TEXT

DATA WNAMEZ

DATA WRCYSBG

DATA WCURNT

DATA WLOW, WHIGH

DATA WHITS1, WMISS1, THRU

Cabl SCORE

CLR ' @KEYERD

CALL TEXT

DATA WPAKTC, THRU

CalL CTLO

BR LOOPF

BR WRDRDR

=

mm gt

o 25T 0N I ID U I T I D R e S TR e e e e

DATA }OB;}DA.}OE.>OA,}OB;}12.}OE¢}12;}OB;>1A:}OE»%;A

DISPLAY SCORES FOR RECORD YOUR SCORE SCREEN

8T =AC, @R3
DCLR @R4
SREPEAT
MOVE 2 FROM ROM(RYXDAT(R4)) TO YPT
DINCT @R4
DCLR @RS
DoT #R3, GR5+2
DRIV 100, @RY
DIV 10, @R5+2
85T >0B, emMOvTAR
SREPEAT
sIF eMOVTAB . EQ. 0B
$IF *MOVTAB .EG. 0O THEN
FMT 220"’
$EL.SE
FMT BIAag=3>30, ‘#MOVTABR'
$END IF-ELSE
sEL SE
FMT BIAS=230, '#MOVTABR
HEND
INC eMOVTAR
%UNTIL eMOVTAR . EQ. 0E
INCT @RJ3
$UNTIL @R3 .EQ. BB »BE=ADDRESS 0OF NMJOY?
RTN

ADDRESS OF HITS

3 5 4R 236 364 36 O 35 5F 36 34 28 30 35 98 30 2 3 35 30 30 36 T 30 36 3 303610 30 38 36 3 38 36 36 36 36 3 6 3 S0 0 P R RN

#* SUBRO
*
#
#

UTINE: MOVSCR

4 3R 3R I A IR A R E R R R R F R RRER

# CALL MOVSCR
# DATA label

#*
#

+*

L




* WHERE label IS THE ADDRESS OF THE *

# BEGINNING OF THE DATA TABLE TO USE. #
S I A R I N A RN

# VARIABLES USED IN THE ROUTINE:
eMOVTAB-—-2-BYTE GROM ADDRESS OF DATA TABLE.
@BYTE--2~BYTE COUNT OF NUMBER OF BYTES TO MOVE.
@TAB1--2-BYTE GROM ADDRESS DOF PATTERN.
ETAR2--D—-BYTE VUDP RAM ADDRESS OF PATTERN.

# NOTE: A ZERO TERMINATES THE SUBROUTINE.

ok o ok ook % ok ok ok %k ok
¥ % ok ok % ok ok k 3k %k % &

b bt 2 e LT L b S SR R L R T L LR TR Y R R Y R TR g 9y
THIS ROUTINE MOVES DATA FROM GROM INTO VDP RAM #*
PATTERN GENERATOR AREA. THE ROUTINE IS DATA TABLE =
DRIVEN WITH FOUR (4) BYTES PER MUVE STATEMENT. THE
BEGINNING ADDRESS OF THE DATA TABLE SHOULD BE STORED#
IN @MOVDAT BEFORE ENTERING THE ROUTINE AT MOVDTA. #*
THE FIRST TWO BYTES OF THE DATA TABLE ARE THO #*
GROM ADDRESS OF THE DATA TO BE MOVED. THE SECOND ¥*
BYTE IS THE NUMBER OF BYTES TO MOVE (THIS MEANS THE =
NUMBER OF BYTES MUST BE LESS THAN 256. IF YOU MUST =+
MOVE MORE THAN THIS NUMBER OF BYTES, THE ROUTINE CAN#
BE MODIFIED TO ALLOW FOR THIS CHANGE. ) THE FINAL
BYTE IS THE PATTERN NUMBER IN THE PATTERN GENERATOR
WHERE THE DATA IS5 TO BE MOVED. THE ROUTINE IS
TERMINATED WHEN A ZERD (0) IS5 ENCOUNTERED IN THE
FIRST BYTE OF A FOUR-BYTE DATA BLOCK.

**-&***-&%4&##*##%***#%*****************-I(-*-*****************'H:ﬂ#*
HEEERRAERRRR SRR R B AR R IR BRI TR BRI RN R HHH
¥ DATA TABLES FOR LOADING VDF PATTERN GENERATOR #*
RER R R R L bl L L L L L L e e

#
#HE TITLE SEQUENCE DATA
#
MUVTTL DATA #PATOL, 8, >B0O, #PATOO, 16, >B8, #PAT27, 32, >CO

DATA #PAT10, 32, >C4, #PAT27, 32, »>C8, #PAT10, 32, >CC

DATA #PATO2, 112, >DO, #PAT13, 48, >DF, #PAT2B, 24, >ES

DATA #PAT11, 08, >DE

DATA #PATI1?, 112, -EB, #PAT27, 32, >F8, #PAT10, 32, >FC

DATA #LNGPT, 16, >5B

DATA 200

¥ ok oA Ak ok o sk ok sk ok ok ok oF ok ok

ok %k ok %k

#
+#*

MOVSCR FETCH eMOVTAB
FETCH emMOVTAB+1

MOVDTA DCLR @BYTE #*NUMBER OF BYTES TO BE MOVED
MOVE 2 FROM ROM(@MOVTAB) TO @TABL #GROM ADDRESS
$+IF @TABL . EGQG O GOTO SUBEXT ¥END OF LIST
DINCT GMOVTAR #SKIP PAST GROM ADDRESS
MOVE 2 FROM ROM(@MOVTAB) TO eTAB2 #NUMBER OF BYTES
# ... TO MOVE AND VDP PATTERN QENERATOR NUMBER.
ST @TAB2, @BYTE+1 #*NUMBER OF BYTES TO MOVE
CLR @TaAB2 #CLEAR FIRST BYTE FOR MULTIRLY
DSLL. @TAB2, 3 #*MUL.TIPLY BY B BYTES PER PATTERN
DADD 800, @TAB2 #*BIAS TO ADD FOR PATTERN GENERATOR
* MRVE THE DATA FROM GROM TO RAM
MOVBYT MOVE @BYTE FROM ROM(@TAB1) TO RAM(ETAR2)
DINCT @eMOVTAB #NEXT GROM ADDRESS
BR MOVDTA #UNCONDITIONAL BRANCH
SUBEXT RTN

FUELEH DS AL E XSRS HEH SR E RS EAA SRR HLERNERNR LR AL ERRENE SRR HHHH




SUBROUTINE: MENKEY
T FAE I B I I MR E R R R AN RS
¥ CALL MENKEY
* DATA x
#

#* X -~ LIMIT
#

#
3*
*
#*
4
#_
*
* St RN R R RN R R AR U FH RSB R HH
4+
#*
#*
3*
#*
*
*
3

Aok ok ok %

# VARIABLES SET UP BEFUORE ENTERING ROUTINE.
YPT — ¥ POINTER OF INPUT
XPT - X POINTER OF INPUT

# VARIABLES RETURNED FROM THIS ROUTINE.
@KEY - 1 BYTE DECIMAL VALUE OF INPUT

% Wk ik ok ok i % % % % ¥ %k koA ¥ Kk

LR L L L L A s PR IR LI TR TR S
#* THIS INPUT ROUTINES WORKS MAINLY WITH MENU AND #
* INFORMATION ONLY SCREENS. THE ABOVE MENTIONED DATA &
#* STATEMENT MUST BE AFTER THE CALL TO THIS ROUTINE. #
#* THE INPUT VALUE IS RETURNED IN KEY. *
LR T L L )
MENKEY

FETCH @LIMIT

CLR @TIMER

ST  :_:,@R1
MN1 $IF @TIMER . HE. 30 THEN OVER 1/2 SEC
CLR @TIMER CLEAR TIMER .
EX @R1,CD
$END IF-THEN
CALL CTLO
BR  MNi KEEP SCANNING TIL KEY PUSHED

$IF @LIMIT .EQ. :0: THEN
CASE @LANGNM

BR ENGCK ENGLISH KEY SCAN
BR FRNCK FRENCH KEY SCAN
BR &/DCK GERMAN KEY SCAN
BR G/DCK DUTCH KEY SCAN
BR ITLCK ITALIAN KEY SCAN

ENGCHK $1IF @KEY . NE. :Y: THEN
#IF @KEY .NE. :N: THEN
$GOTO MN1
$END IF-THEN
SENMD IF-THEN
$GOTO LANGDK
FRNCK %IF @KEY . NE. :0: THEN
$IF @KEY .NE. :N: THEN
$GOTO MN1
$END IF-THEN
SEND IF-THEN
$GO0TC LANGOK

G/DCK EIF @KEY . NE. :J: THEN
$IF @KEY . NE. :N: THEN
$GOTO MN1

$SEND IF-THEN
$END IF-THEN
$#60TD LANGOK

ITLCK $IF @KEY .NE. :5: THEN
$IF @KEY . NE. :N: THEN
$GOTO MNL

$SEND IF-THEN
SEND IF-THEM




LANGOK ST @KEY., CB
RTM
$END IF-THEN
#IF @KEY . H. @LIMIT GOTO MNI1
$IF @KEY .L.. :1: GOTO MNI1
ST @KEY: (B
8 100, BREY

MNRTN1 RTN
Ty Y L Ty R Y Y Y XY L L T Yy R
#CONTRL # SCAN FOR CONTROL KEYS #

AEAHREFHEFRER A SRR RHS SRR FF R R R R RS R B H B R FRRRE R RH B R RHHEHE
CONTRL #$IF @JOYST? .EQ. 1 THEN

EX EGKEYBRD. @NMJY?

SEND IF-THEN
CTLO SCAN

BR CTLRTN RETURN IF NO INPUT
$IF CB .EG. : _: THEN
EX  CB,@R1

$EMND IF-THEN

3 DO WHAT IS INDRICATED BY CONTROL KEYS

CTL1 $IF @KEY .EQ. BEGIN THEN
$IF RAM(BEGAD) .NOT. .DEQ. O THEN
DST RAM{BEGAD)., @MOVTAB
BR CTL1A
$END IF-THEN
$G0TO CTL1B
SEND IF-THEN
%IF @KEY .EQ. AID THEN
$IF RAM(AIDAD) .NOT. | DEG O THEN
DST. RAM{AIDAD), @MOVTAR
CTL1A ST B0, @5UBSTK
DST @MOVTAB, #SUBBTK
RTN
$END IF-THEN
#60TO CTL1B
$END IF-THEN

CTLID DINCT *SUDSTHK ALTER RETURN
CTLRTN RTN

PAGE
EE ST IR EE LI LT ER IR ET SRR SRS PN T L s S e
#CRBADD # DETERMINE CHARACTER BUFFER ADDRESS #*
BRI I I R A R R R R IR R R R R RS
# #®
CBADD &T YPT, @B/ADD (YPT#32) + XPT

M 32, @CB/ADD

A XPT, @CB/ADD+1

RTN
SO 4 3 4E S I JE 36 S TR B AR B3I IR I S T S T 2 St St B R R
#TEXT % MAaIN TEXT FORMATTER SUBROUTINE #
RIS NI SNSRI I W R R R
#
TEXT CLR @FMT RESET FMT
TEXT10 FETCH @FMT1 GET FORMAT CODE

$IF @FMT1 . EQ. THRU GOTD TEXTR

HIF @FmMT1 L. EO THENM
DSLL eFMT, 1 WORD # TIMES 2
D8T €LANG, @CNTFMT BEGINNING OF WORD ADDRESS LIST
DADD @FMT, @CNTFMT ADD OFFSET INTD THE LIST

MOVE 4 FROM ROM(@CNTFMT) TO @FMT #WORD ADDRESSES
DEUB @FMT, CLENGTH CALCULATE WORD LENGTH




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

%IF @CB/ADD .DEQ. O 6OTO TEXT

DDECT @LENGTH ‘

DINCT eFMT

MOVE 2LENGTH FROM ROM(®FMT) TO RAM{(@CB/ADD) #GET WORD
SEND IF-THEN

$G0TO TEXT
TEXTR RTN #THRU ~-RTN
2 2 36 3 A 3 B 36 3 B S AR S A6 6 B AW W S RN I I N R R R RER
#WORDE # THESE ARE USED TO DETERMINE WORD LENGTH *
H4 3 A R RO B R I A S 3 2 4R 36 30 36 30 30 H 3 3 35 4 40 4 30 30 30 30 046 Jh 3R 98 SRR SR 0 30038
#*
ENGLSH
DATA #ENGO ARCADEMIC SKILLBUILDER
DATA #ENG1 ALLIGATOR MIX
DATA #ENGZ2 DUMMY LINE (MULTI-LING)
DATA #ENG3 PRESS ANY KEY
DaTa #HENGA DUMMY LINE (MULTI-LING)
DATA #ENGS TO PLAY
DATA #ENGS AID = GAME OFPTIONS
DATA #ENG7 ALLIGATOR MIX
DATA #ENGE GAME CONTROL. OPTIONS
DATA #ENGY SKILL LEVEL 1-9
DATA #ENG10 PROBLLEM RANGE 3, 6,9
DATA #ENG]11 RUN TIME (MIN) 1-5
DATA #ENG1Z JOYSTICK CONTROL. Y/ZN
DATA #ENGL3 EXIT GAaME CONTROL
DATA #ENG14 PRESS NUMBER OF OPTION ,
DATA #HENG1S YOU WISH TO CHANGE -
DATA #ENG1& HITS (GAME SCREEN)
DATA #ENG17 MISSES (GAME SCREEN)
DATA #ENG18 ALLIGATOR MIX
DATA #ENG19 RECORD YDUR SCORE
DATA #ENGZ20 CURRENT
DATA #ENG21 LOW
DATA #ENG2:2 HIGH
DATA #ENG23 HITS
DATA #ENGZ24 MISSES
DATA #ENGZ25 PRESES ANY KEY TO CONTINUE
DATA #ENGZ264 ENERGY
DATA #ENG27 HITS
DATA #ENG2S8 MISSES
DATA #ENG2%9 SCANNER
DATA #ENGEQL. # END OF LIST MARKER
SRS E M SR WM R I A S SR S I R S SR R R RS RS EFRERRR
* ENGLISH WORD 1.IST #
LT e Y A Y R IR RISt R R ke L g
3t
ENGO DaTA #201ES, . ARCADEMIC SKILLBUILDER:
ENG1 DATA #2>02A%, . WORD RADAR
ENG2 = DATA #0000, ::
ENG3 DATA #301A%9, : PRESS ANY KEY:
ENG4 DATA #>0000, ::
ENGD DATA #>01EC, : TO PLAY:
ENG& DATA #>0Q2E7.:AID = GAME OPTIDNS:
ENG7 DATA #>004%,: WORD RADAR :
ENGS DATA #>0086, : GAME CONTROL OPTIONS:
ENGZ DATA #>00E2,:1 SPEED 1-9 :
ENGIQ DATA #0122, .2 WORD LIST 1-% :
ENG11 DATA #>01462,:3 RUN TIME {(MIN)} 1-5:
ENG12 DATA #>01A2,:4 RIFFICULTY 1-3
ENG13 DATA #>01EZ2,:5 EXIT &AME CONTROL:




ENGL14 DATA #0285, : PRESE NUMBER OF OPTION:
ENG15 DATA #202C7.:YOU WISH TO CHANGE:
ENG1& RDATA #>02C2.:HITS:

ENG17 DATA #>02D5, : MISSES:

ENGLE DATA #0049, . WORD RADAR

ENGL? DATA #->00A7, . RECORD YOUR SCORE:
ENG20 DATA #0108, : CURRENT:

ENG21 DATA #>0112,: LOW:

ENG22 DATA #0119, : HIGH:

ENGZ23 DATA #2011 &1, :HITS:

ENG24 DATA #:»01C1, : MISSES:

ENG25 DATA #0284, : PRESS ANY KEY TO CONTINUE:
ENG24 DATA #2>1A&D, (E:, >E3, 1 E:, XES, ; GY;
ENG27 DATA #2>1485, (HI:, >E7, ZEb&

ENG28 DATA $#>1A%3, >E2,:1:,>Eb&, PE6, (E:  2E6E

ENGZS DATA #>1AEC, *E6, : CA:: PES, 2EJ, (E: ; 2ED, :
ENGEDL.
* N
ENGWRD EQU & ENGLISH WORD LLIST START
DATA oRE2. 1Y MY
patTa 1., >E&,: 18
DATA WE WE
BATA 0., >E3, : : ON
DATA : I:,>E3, : IN
DATA . s xE7. 000 TO
DATA HE : HE
DATA GO G0
DATA : DO : DO .
DATA :  :,>E2, :E ME -
DATA BE BE
DATA A, 2ET : AT
DATA @ . I:.2E7.,: : IT
DATA . aF OF
DATA e 2ED O NO
DATA A, PE2, : AM
DATA : FO:.,>ES. : : FOR
DATA : BOY BOY
DATA . CA: ., >2E3, : CAN
DATA ug . Up
DaTaA : CA:, 2E7.: : CAT
DATA : ., 2E7, :HE THE -
DATA - L 2ER -0 2E7., . NOT H
DATA Q:, >ESD, : : OR
# ———— ——— e s s . e e e e e e e SET 0
DaTa ;. DOG o1
DATA : A:,>E3,:D Q2
DATA : . >E2: A, 2ES3 : 03
DATA : A, >E3, Y 04
DATA : HAD : o3
DATA : Wa:.: >E&4, : Q&
"DATA . HMI:, FE&, : 07
DATA : BUY : 08
DATA . ., >E&, ' EE 09
DATA : HOW : 10
DATA . HI:, 2E2, : : 11
DATA : 0OU:; HEDS, : : 12
DATA @ GE: . E7,: : 13
DATA - A, *EDS. ;E 14
DATA : HME: ., ZES, : : 19
DATA © OU:, 2E7.: : 14
DATA . . >E&, AW 17

BATA : DID ig




DATA.: O:,>E1,:D 19
DATA : BU: ., >E7, : : 20
DATA . :,2E3:  EW 21
DATA . ., »E&, :HE 22
DATA : WHO 23
}/k DATA o FES) AL FES,
From = - A o e e e e e e e e e SET
DATA 1 PES, U PES : 01
DATA : 0O:, >ES, . E : 02
DATA . ., 2ES, :ED 03
BATA : ., >E7, WO 04
DATA : PU:, 2E7. : : 05
DATA . BIG 06
DATA EA:, 2E7, : : o7
DATA A, 2E&, FEOQ, :
DATA ca 2E&, DAY : Q9
DATa . HA:, >E&, : 10
DATA @ DAY . 11
DATA : . >E2,:AY . 12
DATA : U:.,>Eé&, . E 13
DATA : ., >El, . E:, >E7:: :
DATA : FU:, »E3: : : i5
DATA : WHY 14
DATA BOX : 17
DATA FA:, >ES, : : 18
DATA CA:, *ES, : : 19
DATA L XE7. DO 20
DATA o 2E7.2ES, 0 Y
DATA . ., 2E&, I, 2E7
DATA @ WAY 23
o DATA - YOU 24
; e e e e e e e e e e e e e i i e i e SET
- DATA y>EYl. I 2ES CE
DATA WI:,2>EL, >E1,: .
DATA D:ZES, : AW 03
DATA HAVE : 04
DATA eV, D HI  2ES,
DATA «E3 DAL, 2E20E
DATA Boa: , >EO0, 1 o7
DATA GI:, *ES, >El1.,:
DATA o 2EL, 1 2EG, CE
DATA HO: , >E2, - E 10
DATA L 2E7, D HEY 11
DATA F.,>ES, : 0:, >E&, :
DATA . »ES, t EAD 13
DATA WHE: , 2E3, : i4
DATA WO:., >ES, . D : 15
DATA e PEG, (O, 2E2, CE
DATA e ET) CHE: , FEZ, .
DATA You: ., >ES, ;. 18
DATA WI:,>E7,:H : 12
DATA 00D 20
DATA WHA: , »E7, . 21
DATA s 2E7, cHA: L SET,
DATA Ba: ., >ELl, >2EL,
DATA GA: , FER2) ' E 24
ST e e e o i st e . e i e e e s SET
_ DATA P, >EL,  AY 0t
DAaTa I, B3, 2E7, : Q
DATA ChA: . 2E2, (E 03
DATA Wa: . 2ES, *EQ,
DATA GIVE 05

<4 RAN
TWO
RUN

o8

14

21
22

E E
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-
Pl

o2

04
08
09

12

1&




P e L

ram e e <aren e ey e T —

2B FES, CEE

VE:, ZE3. Y ¢

T2 PET7. A 2EQ, CE

DOW: , 2E3, .

o »El, 000, ZE3, 0 G

WE:, »ED ( E

1 PE6,  ALD

e xE7. OW:, ZESS

c 2ES, 00, SES,

s »EL, 00, 2EO,

BAC: , ZEO, :

FI:,>E3, : D

YEA: s *ED,

. 2EL CEF: L FET

FOU: . 2ES, .

AWAY .

Wa:, XE3, ZE7,

WI::>E&, H

>EL, i A 2E&: FE7,

e 2ES,  HOW

BEE: : >E3, :

o >E7y A, 2EL, ZEL

BE: : 2E&, 2E7.

JUD s 2E2, C P .

e B2, CUCH

EACH

L PER CEX L ET

e 2E2, 10, PES, CE

BO:, »E7, . H

FI.,>E& H

HIGH

ca2EG, 1, ER D

A, XEL FE&, (0

CA:, »E1, 2E1, :

e 2E2. U FES ZEY

e »E3 D EAL L FED,

FIVE

oveE: , ES,

a2EQ FES, (OW

0:,>E3,>EL, . Y

DA:, 2ES, >EO, @

e vE2, 0, 2EE, 2E?,

HI.., *ElL, *El.
cHOU: , SE&, (E
WL ES, T ET CE
U 2ES, (DE: . FES,
CABOV: s FE7, 1
»E6, ZE7, 0., 2ES, 1 Y
:WOU:, *E1, : D
:BOO: , ZED, PES, 0
>E7:. :HE:, *ES, : E :
:PAPE: , 2EDS, @
CAF: L ET, CED 2EDS,
WO FES, (D ZES, -
0 2E7 (HE: « 2ES,
“E&) PET, A FED D
>2E7, HL: 2E3, 2EQ,
AGAT: , ZES,
TWHICH
1C0OU:, 2EL, 0D

21

Q7

12

i8

14

Q7
0%

i1
12

i6
17
18

20

05
06

10
11

17

o4

06

09

15

17

06

22

04

14
15

20
21
22

24

o7

o8

10

13
14
15

19

08
o

13

17

02
03

05

10

12
13
14

146

23

e



PATA (CO:, >EL1, :0:, 2ED, . i8

DaTa >E7. :HI:, >E3) 1 G 19

paTa FOW:,>E3 D 20

DATA TEL: U, 2E3, : CH 21

DATA :WHE:, >E5, . E 22

DATA WHI., *E7, . E 23 -

DATA :B::>ES,:I:,2E3,:6 24
——————————————————————————————————— SET SEVERN

DATA >EX, : EAVE 01

DATA >E3:; EVE: ., ED, . Q2

DATA :WHI:, >El, :E 03

paTa B: . E1,  AC: , 2EOQ, : . 04

DATA ZES, : IGH:, 2E7, : 05

DATA E7. :HE:, ZE&, ( E : Q6

DATA U, 2ES, XE7, (I, 5EL:, Q7

DATA WO, 2EZ2) A FES, . o8

DATA »E2,:0:.,2E7, 1 HE: . »ED Q9

DATA FA::ZE7, . HE:, *E3 10

DATA EL, - E: ., 2E7, 2E7, : E: . ED 11

DaTA >EL1,: 1., 2E7, 2E7. ZE1: . E: 12

DATA : BEFOD:, ES, : E: 13

DATA >:Eé&, : CHOO: , FE1 14

DATA >Eé&, : 1::>Eb) XE7, (E:, FED 15

DATA F:, >ES, : IE: . »E3, : D! 16

DATA (F::>El, : OWE: , 2ED 17

DATA P:..:.22ED, (E. ., >2E7, 2E7, . Y: 18

DATA :P:..>El, :EA: . >*E6, : E; 19

DATA TE&, (HOU: , >ELl, . D 20

DATA : BE: . >E7. »E7.:E:. »EB 21

DATA >Eé&: : ECO: ., >E3, : D: 22

DATA :CI:,>ES5,: . C:..>El,  E: 23

DATA FI:.>ES, »E&, 2E7, : =24
——————————————————————————————————— SET EI GHT

———— —— ———




AR AR RS RS RERSF R AR R R R R F RS I RS EHE SRS BERSE
HHEER AR LB U R AR F R AL TR EE S SRR B F S SR B ARG R LR R FHF S HEE

e 3
#3H DEVELOPMENTAL. ILEARNING MATERIALS 33 4t
HHHR G ROM 4 %

HH R R R RN I R 00 3030 3 S 34 R 5 3 H4E 356 48 4 40 92 50 34 0 4040 S0 3 R SRR
FHEFEE SRS ER BB B AU BER USRS R SR HE R F R PR H SRR R SRS HEH A SRR A RS
GROM 4
ORG O
*
GR4MDR DATA 244, 1,1,0,0, 0, #PROG4,. 0, 0.0, 0,0, 0,0, 0

PROG4A DATA #PROG3, #START4, 1¢, : NEDERLANDS:

5TART4 ST 3, eLANGNM
DET DUTCH. @LANG
DET DUTWRED: EWL.ANG FOR ROM TEXT FORMATTER
B MaInN

PROGZ2 DATA #PROGZ, #8TART3, 7, : ESPANOL:

START3 ST 4, BLANGNM
DET SPNSH, @LANG
DST SPAWRD, @WLANG FOR RDM TEXT FORMATTER
B MAIN

PROGZ DATA #PROGL, #S5TARTZ, 8, | ITALIAND:

STARTZ ST 4, @LANGNM
DET ITALN, BLANG
DST ITAWRD, @WLANG FOR ROM TEXT FORMATTER
B MALIM

PROG1 DATA #PROGO, #5TARTIL, 7, : DEUTSCH:
STARTL ST 2, GLANGNM
DST GERMAN, BLANG
DET GERWRD. @WLANG FOrR ROM TEXT FORMATTER
3 MAIN
FROGO DaATA #0, #STARTO: B, : FRANCAIS:
STARTO 5T 1, @LANGNM
DGT FRENCH, CLANG

DST  FREWRD, @GWLANG FOR ROM TEXT FORMATTER

B MAIN
LR R R I R T b S TR T E L R
* LANGUAGE HARD CODE ADDRFSSES +*

LR L L e L R L L LR T TR e e
DUTWRD EQU >A000
SERWRD EQU AB0OQ
RERERHRARR R U R R RAFF R R E S EAE RN FEA R AR R REHRRE R R B R R HERFRRREHREY

# GROM 3 EQUATES FOR VARIABLES
L e A S R T TR S S R T S R R R R T R R R e L L

Fe TN EQU &44F ENTRY POINT FOR GROM 3

LANGNM EQU  »43 1 WHICH LANGUAGE IS BEING USED =+
3t O-ENG 1-FR 2-GER 3-~-DUT 4-1T#
_AMNG EGU 44 2 LANGUAGE POINTER FOR TEXT #*

WLANG EGQU 6B

AR S BB B R R S 4 3 R IR R
#WORDS * THESE ARE USED TO DETERMINE WORD LENGTH 3
REREBE S S SRR E RS R R R R LR H SRR AR AR FE R A SRR A B AL R ERFHEHRRRERES
%

FRENCH
DATA HFRNO ARCADEMIC SATILLBUILDER
LT BTN CEIOATTEE SAVANT
DATA #FRNM2Z AFPULIE SUR UNE

DATA H#FRMN3 TOUCHE FOUR




BaTa HFRN4G COMMENCER A

DATA H#HFRNS T AMUSER
DATA #FRMN& AID = OPTIONS DE JEU
DATA #FRN7 CROCODILE SAVANT
DATA #FRNE OPTIONS DE JEU
DATA #FRNS 1 DEGRE DE DIFFICULTE (-9
DATA #FRNI1O 2 TYPE D'EXERCISES 3, 6.9
DATA #FRNIi1l 3 DUREE (MINUTES?) 1-5
DATA #FRN12 4 MANETTES? /N
DATA #FRN13 2 FIN DE SELECTION
DATA #FRN14 TAPE LLE NUMER{) DE
DATA #FRN1D L"OPTION A MODIFIER
DATA #FRN1& CORRECT(GAME SCREEN)
DATA #FRNL7 Faux (GAME SCREEN)
DATA #FRN1G CROCODILE SAVANT
DATA #FRN19 NOTE TON SCORE
DATA #HFRNZO SCORE
DATA #FRN21 MIMI
DATA #FRN22 MAaXI
DATA #FRNZ3 CORRECT
DaTa #FRNZ4 FAUXES
DATA #FRNZ25 APPUIE SUR UNE TOUCHE
DATA #FRN26 ENERGY
DATA #FRNZ7 HITS
DATA #FRN2B MISSES
DATA #FRNEOL # END OF LIST MARKER
FHHEHE AR SF R RN H RS TR R HF RGBSR RSN
3* FRENCH WORD LIST _ *
HHHRF TR R RS FENH A AR AR AR AN AR F AR R HH R LR AR
#*
FRNC DATA #>Q1EDS,  ARCADEMIC SKILLBUILDER:
FRN1 DATA #>024DB, : MOT RADAR:
FRNZ DATA #>018%9. . APPUIE SUR UNE:
FRNG DATA #0144, TOUCHE POUR:
FRN4 DATA #>01CA, : COMMENCER #&:
FRNS DATA #Z0O1EB, : T/'AMUSER.
FRNG DATA #3>02E6,  AID = OPTIONS DE JEU:
FRN7 DATA #>004B, : MOT RADAR:
FRNG DATA #2008%, : OPTIONS DL JEU:
FRNG DATA #H00E2,:1 VITESSE 1-9:
FRNI1O DATA #x0122,:2 LISTE MOTS 1-9:
FRM11 DATA #:0162,:3 DUREE (MINUTES) 1-5:
FRN1Z2 DATA #x0142,:4 DEGRE DE DIFFICULTE 1i-3:
FRN1Z DaATA #01EZ, .5 FIN DE SELECTION:
FRM1A DATA #0287, : TAPE LE NUMERQO DE:
FRN1S DAaTA #-02C6, L '0OFPTION A MODIFIER:
FRNL& DATA #2:02C0, : CORRECT:
FRNL17 DaTa #:02D&,  FaAUX:
FRN1S DATA #>004B, . MOT RADAR.
FRN1® DATA #>00A%, :NODTE TON SCORE:
FRNZO BATA #0108, : SCORE:
FRN21 DATA #0112, MINI:
FRN22 DATA #201i1A, : MAXI:
FRNE3 DATA #0161, : CORRECT:
FRNZ4 DaTA #:01C1., : FaUX:
FRNZS DATA #0286, : APPUIE SUR UNE TOUCHE:
FRN26&6 DATA #3>1A60, (E:, *E3, E:, *ES: ;: GY:
FRNZ7 DATA #2X1A835, :BU:, 2E7, 7Eé&
FRNZS DAaTAa #3:1Aa%3, FES. ' &, FE7, [ E. : FE&
FRNEDL

*

FREWRD EQU $ ' FRENCH WORD LIST START




DaTA D E2 A MY
DATA E:, *Eé&: : Is
DATA a:, SE3, : WE
DATA e E&, DU, FES, ON
DATA E:, »E3,: . IN
DAaTA AU : TO
DATA I:,ELl,: HE
DATA va GO
DATA Dy : DO
DATA P 2E2. E ME
DATA e xEE, T BE
DATA ALY AT
DATA CE IT
DATA DE aF
DATA o xEJ CE NG
DATA e, 2E/ AM
DATA POU: , ZES, ; FOR
DATA G&: . PES, FEL, BOY
DATA PEV: . »E7, : CANMN
DATA HaU. » ZE7, ; up
DATA CHaA:  ZE7, 0 CAT
DATA cedELCED S, ZEG. HE
DATA Pa&: ., ZE6, : : NOT
DATA au OR
e e e e e e e o e e e e e e e e e e 8 E
DATA DG, FE7. DOG
DATA o EZ 0, FES MAN
DATH s xEV CED s FELY ANY
DATA EU: , 2E7, HAD
DATA E.,>E7, K WaAS
DATA ca 2ESH, 0O, EDR, HTS
DATA BU. ., ZE7, : BuYy
DATA VUE SEE
DATA HDP HOW
DATA e 2EL D UT HIpM
DATA B3 0 PES, OuUR
DATA JED FETS GET
DATA A, FEG, CE : ARE
DATA o EL CED 2EG HER
DATA HO: ., ES3., ZEé&, : ouT
DATA . xEA, - CIE Sl
DATA Fu. ., 2E7, : DID
DATA AGE OL.D
DATA g: . >*ES, : BUT
DATA D 2E3. D EUF NEW
DATA E::.>El, ZEL, - E SHE
DATA e #E4, U WHO
DATA  COU:, ZEDS, ZE7, RaN
B o o e o o ot s o o o e s e SET T W O
DATA cou. ., FES, RUN
DATA U 2E3 B ONE
DATA e ED, A PETS RED
DATA BEUX TWO
DATA e 2E2y 0 1y PE&S PUT
DATA G, >EDS, :0:, ZE&, . BIG
DATA e 2EL, L. ZETY EAT
DATH A, ES, C ASK
DATA DI, 2E7. SAY
DATA EUE : HAS
DATA JOU: 1:"E5r ! DAY
DaTA o R Al MY




U 2E6,  E .
o 2E7 B EL
FI:.2>E3, - :
WaA:, ZE7, >E7, :
BOU:  XE7, :

[

e xEL, QI FES,

CA: « »ES, :

BT 0 2R

ET7, HES, 0 1
1 wE6,  IXK
VOIE
VOu: , E6.

e EL U 2ESSE

GOV, ZE7.

L RET, L FESY L E

0., -3 2E7,
CECI

., »E3, 0, 2E2, 2E&,

BOG: ,» ZEQ, .

Al:, 2E2. . E
HO:, 2E7. 1 E
I:, 2E1: 2Eé,
VE:, ZE3. U

CLFI>EL FEL CE

D EL, T UER: , FES,

}54! :UA: 1 }EB- . D
o xE2, 00, 2ET7, FES,

1. ESL, OIE
o, >El, 2Eé,
VO ET SES, R

AVEC
BQO: . ZE3, *E&,

i, ;

M) :::'E4i . UE i :“E
. CE: ., *El, - A
BA L, 2EL, EL, D E
JEUX
OUE

D&, XE3, »E&,
VI, HEZ FEY.
s FE2. 10, FES
Do:, FEJ 2EL,
A, ES, B, FES
ce PETCPED CE:

» »E7,

s E
: *E&

P.,>ES, 1., *Eé&, :

BA:, >E6,  E
e xEL, 0, FES
VE. » ZE%, #E7, .
DI:, >E7,  E
VI, EL, FEL CE
caET. B, HEY
vor. . =ES,
DO, ¥E&.
: FI:,>*E3, ' E ¢
A, E3 2ES, CEE
@A, HEQ ZET
FOU: : »ES, ;
AVA: , FEL,
VEUX
VEU rl:;'E71 :
DU, 2ES  E

P

T

USE
TEL
FUN
WHY
BOX
FAR
CAR
TOO
TRY
SIT
WAY
YOU

THREE
LINE
WILL
DRAW

HAVE
THIS
NAME
BOOK
GIRL
LIKE
HOME
THEY
FROM
READ

WHEN

WORD

SOME
THEM

YOUR
WITH
GOOD

WHAT

THAT
BaLL
GAME
FOUR




S s o L S 1 i S Bl B i i SET
RATA BEAD SHOW
DATA E., »E7. 1 E:, PE&, . BEEN
DATA HaU: , »E7, : TALL
DaTA >EZ, : TEUX BEST
DATH L 2E6 AU PETS D WJUMP
DATA . »E7, XED, 0P MUCH
DaTA »E7, : ACHE EACH
DATA | VEXE NEXT
DATA P..>E1, .U, ZE&, : MORE
DATA BOU: . XE7, : BOTH
DATA FI:,>*El:, E FISH
DATA CIE: . *EL, : HIGH
DATA e 2E7, D YPE KIND
DATA e PE2, CE s EZ2S CE ALSO
DATA CaA:, >2El, ' & CAaLL
DATA DOI: . >E7, . MUST
DATA P::>ES, (E: ), 2E6, NEAR
DATA ¢, B3, *E4, FIVE
DATA PO: ., 2Eé6:  E OVER
DATA 0 =E&s AL ET, KNOW
DaTa o »E&, BV, FEL, ONLY
DATA o ESZ QL FES, - DARK
DATA o 2ET, QU FES MOST
DATA HA::>EL, *E1, . E HILL

i e e o e i e e i e o o e SET
DATA HO:, ZE7, [ E:, ZEé&,: HOUSE
DATA EC:,>EDS, I:.,>E7,: WRITE
DatTA (U 2E3  IE:, 2Eb, UNDER
DaTa ZE4, :Ua:, >E3, »E7., ABOUT
DATA :CO: . >»E3, >E7, E STORY
DATA :POU:, >E1L, 2Eé&, - WOULD
DaTa [ BOUC. ., FE&6, 0 BOOKS
DaATA »E7, (HE: , *E&, 1 E THERE
DATA PAPE: . 2E&, - PAPER
DATA AP, >ES, (E:, »Eé, : AFTER
DATA 2E2, :0:,2E7, U, E&. : WORDS
DATA AU, »E7, ZES, : E OTHER
DATA FE&, YE7, (A FE3, . D STAND
DATA :PE: . *E3: >*E&,  E THINK
DATA : GAIL: ., »E3, *E&, AGAIN
DATA »E4, - UE:, »E1l1, *Fé&, - WHICH
DATA COV:, *EL1l., ( E COULD
DATA CO:.:>E1, :0: ., >E3, : COLOR
DATA CHOD: ., *E&., 1 E THING
DATA FO: ., >E3, : DU FOUND
DATA >EL,  ECHE LUNCH
DaTa ZEL.  TEUX WHERE
DaTa 8., FELl, & E3, C WHITE
DATA A, #E2: E: . FE3, ( E BRING

e ot o it e e e o SET
DATA El. . A, 2E&, E&, 1 E
DAaTA »E3, : EVEU
DATA . COU: ., >E3, E&6. 1
DATA EJ, .01, ES. E ¢
DATA V.., FED, &1 FE&,

DATA CE:.>E1l, ZEL,  E

DATA : BOU: , *E7, 2Eé&,

DATA [ FE. ., B2, &  E
DaTA »EQ, :0I:, *E7, : IE:
DATA PA: . }E?J >ED, CE s ES

*El. B, >E7. FE7, FES, C E:

FIWVE

8 EVEN




DaTa (PE:,2>E7,: I:.,2E7, E:
DaTaA : AVA: . XE3, : CE:

DATA ECD: ., >El, :E: . FE&
DATA >Eé&. : OEU: , *ED, PE&
DATA A, E2,: ICA:, XEL
DATA . F., >E1l, .EU. , ES, ZE6&6
DATA :J0O:, >EL, : IE:, 2E&
DATA :P:::“EI::AIZ::"EB:ZEZ
DBATA :DEVOI: . >ES

DATA :BA: . »E7, 2E7., ZES, 1 E:
DATA ZE6., :ECO:, >E3, 1 D:
DATA CE:.>ES, . C:., >El, . E:
DATA : CHEF:, XEb. :

o e e e SET EIGHT
3548 4 4 B 4 35 S0 30 36 30 3 30 S R A R R B R 30 B 0 98 SR04 30 36 36 3R 30 4F R 30 58 3E 30 30 30 34 3E M E S I SR IR R 30 3
* ITAL.IAN WORD LIST 3

4 3 39090 T30 36 3 0G0 36 30 36 36 30 9 6 30 3 T 0 40 3P 9 3 30 214 0 3 4 A0S S A6 SR SRR S I i
ITALN

DATA #ITLO ARCADEMIC SKILLBUILDER
DATA #ITLI L/ALLIGATORE
DATA #ITLZ2 PREMI
DATA #ITL3 QUALSIASI
DATA #ITL4 TASTO
DATA #ITLD PER COMINCIARE
DATA #ITL& AID = OPZIGNE DI GIOCO
PATA #ITL/ L ALLIGATUORE
DATA #ITLH OPZIONE DI &IOCO
DATA #ITL? 1 GRADO DI ABILITA® 1-9
DATA #ITL10O 2 TIPO DI ESERCIZIO 32, 46.9
DATA #ITL1I 3 DURATA (MIN) 1-5
DaTa #ITL12 ' 4 CONTROLLDO A DISTANZA Y/N
DATA #ITL13 % FINE SELEZIONE
DATA #ITLiI4 PREMERE Il. NUMERD
DAaTA #ITL1S DI OPTIONE DA CAMBIARE
DATA #iTL 14 GIUSTO
DATA #ITL.17 ERRORE
DATA #ITL1B L/ALLIGATORE
DATA #ITL19 MEMORIZZA IL TUO PUNTEGGID
PATA HITLZO ATTUALE
DATA #ITL21 MIN
DATA #ITL22 MaX
DATA #ITLZ23 GIUSTO
DATA #ITLZ24 ERRORE
DaTa #ITL2E FREMT UN TASTO PER CONTINUARE
DAaTa #ITLR26
DATA #ITLZ27
DATA #I1TL28
DATA #ITLEOL # END OF LIST MARKER
SESE S0 S0 3 SR 4L S SESE B LRI A0 R A S A A R H U E R AR H AR AR RN KRN XA A
3* ITALIAN WORD L.IST #
3 EE SRR A T B0 3 S 30 BT 6 S04 3 S I R 30 3 B S R R
*
ITLO DATA #>01ED5, : ARCADEMIC SKILLBUILDER:
ITLI DATA #0244, : RADAR PAROLE:
ITLZ2 DATA #2:018D, : PREMI:
ITL3 DATA #201AB, : QUALSIAGI:
ITL4 DATA #-01CD. : TASTO:
ITLS DATA #>01E%9, : PER COMINCIARE:
ITLS DATA #:02E3, (AlID = SELEZIONE DEL GIOCO:
ITL? baTA #3>0044A, : RADAR PAROLE:
ITLe DATA #0088, :0PZIONE DI GIOCO:

ITL? DATA #00E1l, :1 VELOCITA 1-9:




ITLIO DATA #0121, :2 LISTA PAROLE 1-9:

ITL11 DATA #:01461,:3 DURATA (MIN) 1-3:

ITL12 DATA #>01Al1,:4 GRADD DI DIFFICOLTA 1-3:
ITLi3 DATA #>01E1, : 5 FINE SELEZIONE:

iTL14 DATA #0285, : PREMERE IL. NUMERD:

T ITL1D PATA #02C0, . DESIDERI CAMBIARE:
' ITL1G DATA #>02C1, : GIUSTO:
ITL17 DATA #>02D5, . ERRATO:
ITL1G DATA #>0044A, : RADAR PAROLE:
ITL1? DATA #>00A3, :MEMORIZZA IL TUO PUNTEGGID:
ITL20 DATA #0108, - ATTUALE:
ITL21 DaTA #0112, - MIN:
ITL.22 DATA #0114, : MAX:
ITL23 DATA #:01461, : GIUSTO:
ITLZ24 DATA #01C1, : ERRATO:
ITL2S DATA #0281, : PREMI UN TASTO PER CONTINUARE:
ITL26 DATA #>1A6D, E:, >E3, 1 E:, PES, : GY:
ITL27 DATA #>1A84, :GIU:., >E6, 2E7, 1 O:
ITL28 DATA #21A9%S, (E:, »ES, »ES. : A:, 2E7., : 0:
ITLEOL
#
ITAWRD EQU % ITALIAN WORD LIST START
DATA 22, T E My
DATA T PEL, 11 : IS
DATA CcI WE
DATA e FESH, U : ON
DATA I:,2E3,: : In
DATA A, PEL, : TO
DATA VI HE
DATA V& (en]
o DATA Do B0
i DATA @ . E2,: 1 ME
- DATA c2E6,E BE
DATA I:,%E1.: : AT
DATA aeEL T : IT
DATA DI : OF
DATA L, »E3 0 NO
DATA FU AM
DATA © PE:, ZES, : : FGOR
paTA : ., 2>EL, UL BOY
DATA - PUD CAN
DATA - L BFEA, CE : Up
DATA ¢ ., >xELl, CEI : CAT
DATA © G:,>»El.: I HE
pBAaTaA -« L FED. O, 2R3 : NOT
DATA oD OR
o o e s e e e i S 1 £ Y B e S e B S ET 0
DATA . AIA DaG
patTa - L FE6, I8 aND
DATA : IVI MAN _
‘DATA @ ., FE7, 2ES, E ANY
DaTa - E:,2ES, 0 : HAD
DATA : EVD WAS
DATA . . :>E&6, ;U0 HIS
DATA @ CO:, >EJ, : : BUY
RATA : FUI : SEE
| DATA : :, *E&6, : IC HEW
DATA : s >EL, Ul HIM
PBATA @ s 27, WD : UK
DATA - A, >ES., A GET
DATA @ CO:, ZE3, : : ARE

DATA © E:,2EB,: 1 : HER




ok 4 s 4L AL ok i diin k) e . e g i ST PHFTE S549E HTTR A YA RN o e e S i S M P S i S

E:,>*ES, 1 A

PE:, 2E1,

P:.,>ES3, ;0

L 2E7 CED L 2ES,

BI:,>E&, : .

DU :

e 2E&, XE7, D
: »E&, 2ET7, A

VIa :

L 2E2, 0 IA

L ET, UA

2 PE6, D UA

0:,>ES, 1 A

POl

ey XET7, D IC

e FES, EQ

s 2ES) CEA

Cca. . -EL,

e 2ES, DU 2EL,
rxE2, A SEL,
BE:, »E1, .

DE: ., >E1, :

2 2E7. 80 PELS
U., >»E3, : 0

DUE

o 2E7 PES E

o 2ES, CET

210

Z1a

Pa:, 2ES, :

c 2EL, CE L 2ET
caE& 0, 2EL,
BE: , XE3. : :

0 FES.  IGA
vua: ., EL, 0
rxE7, 10, 2ES, DA
EDDI

E:,>EL: >E1, : A

s E3S 0, 2E2, CE

e xEL, T SFES. - A
GIl:,>E7:: A

c:, >E2, : E

CA:, 2E&, 1 A

E., »E&6, E6, ;I

.+ »Eé,  EDE

e 2EL, D EGD

RAOFC
CI: s >E7, . A
E:,>E1l,: 61

0O: . >E7, 327, :0

e FE7, 2 UOI
cO: ., >Eé6: : 1
BE: . *E3, : E
CO:, >E6., 1 A
e EY A,
T E&y DAL
aFETY I

:J}Egi:I:J}ESF:D
PA . 2ES, . O

NEW

PUT

WHY

CAR
TOO

T

auT

SAW
DID
oLD
BUT
SHE
WHO
TWO
RUN
ONE
RED
TWO
BIG
EAT
AGK
SAY
HAS
DAY
MAY
USE
TEL
FUN
BOX
FAR .
TRY
SIT
WAY
YOu
THREE
LINE
WILL
DRAW
HaVE
THIS
NAME
BODOK
GIRL
LIKE
HOME
THEY
FROM
READ
WHEN
WORD
SOME
THEM
YOUR
WITH
60aD
WHAT
THAT
BALL
GAME
FOUR
PLAY




DATA Ca ., XE3, E CAME
DATA e ¥E7, D IPQO WORK
DATA DA, ZED. . E GIVE
DATA . »ES3, 1 OVE TREE
DATA + »E7, A, DES, D A VERY
CT DATA PE. . ZES: . A TAKE
) DPATA L E2, CE 2 EL A DOWN
DATA PA:, 2EL, . A LONG
DATA Vo: ., »EL, - A WERE
DATA CE:, >El, . & SAID
DATA CA: L, Z2ED 1 A TOWN
DATA CA:,>El, A : SO0ON
DATA AU, >E7,:0 L.OQK
DATA 2 FE2, 00, 2E7, D BACK
DATA 2 FE3 0, 2E7 A FIND
DATA ALy FESZ, ZES, D0 YEAR
DATA 1. >E2, B, FEE, E LEFT
DATA BEVO FOUR
DATA . ESH, UDDO AWAY
DATA . »E1, D UCE WANT
DATA o 2EL, DU, FERZS CE WISH
DAT#A 1. 2E3. U, JE2, O E LAST
e e e 1 g T FIVE
DATA o HED EDFED, (O SHOW
DATA GE., 2EL, ;0 BEEN
DATA VE:, *EL.: 0} TALL
DATA L 2E7, CED s EL O BEST
DATA L xE2, CE L 2EL O JUMP
DATA L 2E7y D UFD MUCH
DAaTA s xEQy UL EL O EACH
_ DATA POCO NEXT
DATA <, »ES, 0OCO MORE
- DATA D 2EZ2, 00, 2EL D BOTH
DATA L. FE7, DPD FISH
DATA 2 XE3S  IDO HIGH
DATA i 2ES, L 2EL D KIND
DATA VI, >E3,:0 : AL SO
DATA e xE7. T 2ES, O CALL.
DATA PI.,>E3,:.0 MUST
DATA CO:;, 2E3,:0 NEAR
DATA e 2E7 00, 2ESB 0 FIVE
DATA s 2EL, 0, ER, 0 OVER
DATA o 2EL, 0, ZES 0 KNEW
DATA e 2E2, AL SES CE ONLY
DATA PaA:, >E3, : E DARK
DATA VI, >E7,: A MasT
DATA c2E2)CED FE7 A HILL
o e e i SET 51X
DATA [ VE:, *E3, . DE ; HOUSE
DaTA ., FES, : 0: ) FEL, YEL, 1 O WRITE
DATA B . >ES, U, >E3,: 0 UNDER
DATA :CIE:.>E1.:0 ABOQUT
DATA >E7,:E.,>ES, ZE3, . A STORY
DaATA FE2:: 4, FEDS, i EA : WOULD
DATA :CO:, XEL, XELl, (E : BOOKS
Data »EZ2,:0:,>E3, *E7, 1 E THERE.
| DATA U, >»ELl, : IVD PAPER
DATA : ABE:,>E7.,: E AFTER
DATA : ACE: ., 2ES, . 0 WORDS
DATA :PAD:, XES, . E OTHER
DATA »EZ2,:AD:, 2ES:  E STAND
DATA B1:,2EZ2,:BO THINK




»E&, 1 UD: ., XES. A
»ESZ -0, XE3, 2ES, 0
2E&, 0, E3 XE3, 0
>l (E . PE7, 2ET. O
>E&, 06, FE3, O
:CA::-}‘EBJ }'E?:O .
>E&, 2 UOQ: E3, 1D
:BA:, 2EL, *EL, O
DA, >EQ, - 70
P ED, EGD
DO, PEZ CES3 A
P, 2ES, ELPETE
G ES, E L E7, O
:C: L, »ES, 1, >ES:  E
SEZ2, (E: ;s FE&) FEé&) A
G ES,  IDD
L P >ES,  ODE
C L ES, E L, ET, A
cGIA, EL, PEL, (O
" FAGGIO:
~ES, : OVE: ., >ES, 1 E:

>E7: *ES. : IPPA:
>E7: ES, : OPPO:
FIG:, 2EL,: IA:
CFOG: s 2EL, D TA:

>E2,  AG:, E1, ; IO:
SE2, IG:, >EL1l, ; 10:
(VAG: , EL, 10

»E&, FET7, D AG: , FE3,
B, >ES, Y EL FEL,
}E?I ~ES, 1., >EL: ZEL,
:CHIE: , 2Eé6: 1 A:
UG, ZEL, D TA:

(P, DES, I, RER, D

AGAIN
WHICH
COULD
COLOR
THING
FOUND
LUNCH
WHERE
WHITE
BRING
SEVEN
LEAVE
NEVER
WHILE
BLACK
RIGHT
THESE
UNTIL
LWOMAN
MOTHER
FATHER
LETTER
LITTLE
BEFORE
SCHOOL
SISTER
FRIEND
FLOWER
PRETTY -
PLEASE
c A SHOULLD
c0: BETTER
SECOND
CIRCLE
FIRST

SET EI ¢HT

BRI S I T 60 2 3 3EE B SRR ISR R R I 303 IR S S S S SR SR
BPANISH WORD LIST #

KW E I T I 2 B B M 26 3 A SR 3 A AR 3 R 36 36 36 36 4 3 3F 26 35 38 3F 3 3R 3R SRR IR 3E

#*

SPNSH
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
" DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

#SPNO
H#SPN1
#SPN2
#8PN3
#SPN4
#HSPNS
H#SPN&
#SPN7Y
#SP NS
#SPNG
#SPN10O
#SPN11
HEPN12
#EPN13
#SPNLS
#SPN1 S
#SPN16
#SPN17
HE5PN18
HEPN1®
#SPN20
#SPNZ1L

ARCADEMIC SKILLBUILDER
CAOCOPRILO SABIO

DUMMY L INE

PULSE

CUALQUIER

TECLA

AID = CONTROL DE OFCIONES
COCODRILO SABIO

CONTROL. DE OPCIONEES

1 NIVEL DE ABILIDAD 1-%
2 RANGO 3. &, 9

3 TIEMPO DE JUEGOD 1-5
4 CONTROLES REMOTES S/N
3 SALIR DE OPCIONES
PULSE EL NRO. DE OPCION
QUE QUIERE CAMBIAR
CIERTOS

ERRORES

COCODRILO SABIO

GUARDAR SU PUNTAJE
NORMAL.

BAJO




DATA #BPN22
DATA #SPN23
DATA #SPN24
DATA #8PN25

DATA #S5PN24
DATA #3PN27
DATA #SPN2B

DATA #SPNEOL

ALTO
CIERTOS
ERRORES
PULSE UNA TECLA P/CONT

# END OF LIST MARKER

X222 Lt L T R X R L L2t

#

SPANISH WORD LIST

3*

33 3 S 3 3 3 33 36 30 36 3 30 9 3F 30 A 3030 30 3 3 030 3 30 3 H R 3 R R R R e R R G 3

3#
SPNO
SPN1
SPN2
SPN3
SPN4
BPNDS
SPN&
SPN7
SPNE
SPNY
SPN1O
SPN11
SPN1Z2
SPN1 3
SPN14
GPNLS
SPN1&
SPN17
S5PN18
SPN1S
SPN20
SPNZ1
SPN22
SPN23
SPN24
SPN2D
SPN2&
SPN27
SPNRB
SPNEOL
#

SPAWRD

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

EQGU %
DATA
DATA
DATA
DATA
DAaTA
DATA
DATA
DATA
DAaTA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DaTA
DATA

#>01ES, : ARCADEMIC SKILLBUILDER:

#0247, : RADAR DE PALABRAS:
#>0, .
#201AD,  PULSE:

#201C8, : CUALQUIER TECLA:

#>01EB, - PARA JUGAR:

#>02E3, : AID = CONTROL DE OPCIONES:

#0047, : RADAR DE PALABRAE:

#>0086, : CONTROL DE OPCIONES:

#>00E1, 11 VELOCIDAD 1-9:

#>0121, :2 LLISTA DE PALABRAS 1-9:
JUEGD 1-35:
#>01A1,:4 NIVEL DE ABILIDAD 1-3:
#>01E1, 1D SALIR DE OPCIONES:
#>0284, : PULSE ELL NRO. DE OPCION:
#>02C6&, : QUE QUIERE CAMBIAR:

#20161, :3 TIEMPO DE

#>02C0., : CIERTOS:
#>02D4. : ERRORES:

#0048, : RADAR DE PALABRAS:

#0047, : GUARDAR SU PUNTAJE:

#0108, : NORMAL:
#>0112, : BAJO:
#>011A, : ALTO:
#>01461, : CIERTOS:
#>01C1, : ERRORES:

#-0280, : PULSE UNA TECLA P/CONT:
#2>1A6D, (E:, 2E3, ( E: ) 2ES, 1 OV

#>1AB4,  CIE:, 2ES, >E7, : O

» FEH

#>1A94, E: , *ES, >ES, : 0::>ES, 1 E:, *Eé

e E2, 0 T
E:, >Eé&,
VE !

E:, >E3, :
U: ., FE3,
e 2R7 U
HA

s 2E&, T
DA

e >E2, CE
s #ES,  E
&, FEL,
a2E7, 1
A, FES,
c22ES, 10
AY

PO

BA: , »ES,

SPANISH WORD LIST START

WE

HE

Do

AM
FOR

MY
IS5

an
IN
TO

GO

ME
BE
AT
IT
oF
NO

BOY




DATA L 2ET, 6 2EL, CAanN
DATA I:,>ES, : up
DAaTA ca2EL C A CAT
DATA E:, >El, . : HE
DATA cs PEZ, 00, FES, NOT

!’ DATA L PE7.E OR

B e 1 e e 2 i . T . . e o o e SET O NE

DATA Do, 2Eé : DaOG
DATA s, 2xEL, 1. 2ED, AND
DATA VE:, *E3, : MAN
DATA U >E3, 0 ANY
DATA HAZ HAD
DATA 1, E6 DB, 2ES, WAS
DATA Ha: , E3, : : HIS
DATA FI:,>E3:: : BUY
DATA VE: ., 2ES, SEE
DATA 1, >E&: DY HOW
DATA Q:.>EL, A HIM
DATA e 2E& DA PEL, QUR
DATA BAD GET
DATA s 2E6, 0, PEL, ARE
DATA e 2E&, 0 XES, HER
DATA DA: , ES, : ouT
DATA HOZ SAW
DATA L, »ES, - IO DID
RATA P&, 2ED (NI Y]
DATA U:,>Ei, : A BUT
DATA BO: ., >El.: BOWL
DATA voz SHE ‘
DATA c s »E4,  UE WHO

o DATA : V0O RA&N

! i o e e e e e e e o e e e e SET TWO

- DATA . »ES.EQ RUN
DATA o 27 W 2EL ONE
DATA FEO RED
DATA T DEZ, AL, PES, TWO
DATA DO:, >E&, : PUT
DATA PD: s »E3, : BIG
DATA Wy EéH 1D EAT
DATA Doy ASK
DATA VA, ZES, SAY
DATA DIA : HAS
DATA o »E7, 00, 2E&, DAY
DATA VA, 2Eé&, MAY
DATA PO: , 2ES: USE
DATA 1. »E7, L EZ TEL
DATA . 2E7, 1A FUN
DATA a2 »Eh, D ED WHY
DATA ChA: . PEL, BOX
DATA BU: , 2E&, FAR
DATA . >EL, 10 CAR
DATA L, »EL,  ID TOO
DATA o »EL, UZ TRY
DATA CO:, »EL, SIT
DATA FEA WAY

T e o o, e e B . 1, o S 1 o s e 0 e SET THREE

_ DATA 1:.2E6:>El, A LINE
DATA 1, »ES, 1 0J0 WILL.
DaTA DA, 2E2, . E DRAW
DATA L FE7, D00, 3EZ2 DA HAVE
RATA E:, *E&, 2E7. ;0 THIS




s E3, ADA

BOCA

L E3 L ESS (A
Ca:, 2Eé, A
PE:::"ES::D

CA: s 2ES, 10 ¢

o xES D, 2EL, 0
GA: ., >E7, .0

. ET, UYO

A EL, ET7, 0
sy xE&) UL, ZEZ, DA
CA:, 2E2, : A :
CU:, >E3, 1 A
nDo: ., 7, E

Ch:, 2EL, 1 A

BO:., PEl, 1 A

CA:, »ES: : A

POCO
c.>ES, A PES, O
BIE: ., >E3, :

PU:, *ES: : 0
PEO: , *E3, :

2 ¥ED, 0 1, 2E6 LA
CAJA

BAJU

CoJ0

aAZY: s FEL.

A E4, 1 UL

A 2EL, *El: . 1
PE: ., >E&,: D
PE: ., >ES, 1A

s eEL U, 2ESS DA
e xE&  UYOD

o 2EL, I PES: 1D
P& ., 2E&, 0
E:,>E&, 2E7, :E
cawERy DAL JES A
s »EL, 0 OCO

HIJO

. B A 2E6 DA
ca2E2, UL 2ES, 0 -
:l}ElJ:I:!:;EIJ:A
PA: ., 2EDS, : A

CO:. ., >E2,:0

C, SE7, SE5, cE:, YE3, -

e 2EL D IGA

BEGCA
caxEZ, AL XEL A
PE:. ., »Eé&, : 0
BA: . >2EL, : A
F:,>E1, :0: ., >ED, :
A, 2E2, 0., 2ED,
e FES, 0U0

PAJE

BE:, »E6, : 0

. 2E&Hy U, E2, 00
DAGA

Ch:, 2E&, 1D

10 2ES, AL 2ES3S A
PDZO

GIVE
TREE
VERY

FOUR

BEST

FISH

AL SO

NEAR

MNAME
BOOK
GIRL
LIKE
HOME
THEY
FROM
READ
WHEN
WORD
SOME
THEM
YOUR
WITH
Gooh
WHAT
THAT
BALL
GAME
ET FOUR
PL.AY
INTD
CAME
WORK
TAKE
DOWN
LONG
WERE
SAID
TOWN
SOON
LOGK
BACK
FIND
YEAR
LEFT
AlaY
WANT
WISH
LAST
ET FIVE
SHOW
BEEN
TALL
JUMP
MUCH
EACH
NEXT
MORE
BOTH
HIGH
KIND
CALL.
MUST




DATA s 2EY.  BPA FIVE

DATA FOCchA OVER

DATA PE:,>EL,: 0 KNOW

DATA VACA ONLY

DATA e 2E7 O ER, O DARK

DATA e 2EG&, L ACOH MOsT

DATA ceoEL, O 2ES, O HILL
——————————————————————————————————— SET S I X

DATA : HACE: . DES, : HOUEGE

DATA >EZ2, . EJO:, ZES, : WRITE

DATA :DE:, >Eé, : DE ABOUT

DATA :CA:, *ES, ZE7, - A STORY

DATA :CA:, ZES5, 2ES, 1 0 WOULD

DATA >»E1. : A, 2>E3,: ZA : BOOKS

DATA ZEJ3, : UEVD THERE

DATA ZE1, :1:, 2E&: E7,: 0 PAPER

DaTA :DICHO AFTER

DATA }E5: . EI ' :"Eﬁl ~E7, A WORDS

DATA BUE:, E3: A OTHER

DATA >E4, :UIE:, 2E3, : STAND

DATA ZE&, 1., >E3, 2E7: : A THINK

DATA  PUEDD AGAIN

DATA >E4, (UE:, XE6, 10 WHICH

DATA >E7, 0., 2ES, >E7, . A COULD

DATA A, >E3,>E7. (E: ., 2E&, . COLOR

DATA CHICO : THING

DATA BA: . >E&, >E7.:: A FOUND .

DATA & 2EZ2, IO - LAUNCH

DATA :CA:, >E1l, :0: ., >ES, : WHERE

DATa E7, (E: ., >E2, Q:, >ES, WHITE

DATA P, 2ES, :I:,>E2,:0 BRING
——————————————————————————————————— SET SEVEN

DATA PE:.>ES, >ES, : 0 L.EAVE

DATA : DEJA:, 2ES, . : NEVER

DATA >E3, :U. . >E3: : CA WHILE

DATA >E3, EG:, »ES, : 0 : BLACK

DATA A, >E7, ZES: : A: s 2EdL, : RIGHT

DATA (E: . xEé6:, FE7, (0., ¥Edh, . THESE

DATA PAD:, >ES, :E : UNTIL

DATA SEZ2, :UJE:, 2ES, : WOMAN

DATA ZE2, r AD: , Z2ES, - E MOTHER

DATA 2E7, 2ED, : 1., 2E&, 2E7, : FATHER

DATA CHI:. ., »E&, E7,  E: LETTER

DATA BE:., >Eé, 2E7, : 1A: LITTLE

DATA B, >E1, A, 2E3, : CO: BEFDRE

DATA ZE6&: EGU: . »ES, : O SCHOOL

DATA  CUA:, >E3. : DD: SISTER

DATA E&,  ABA:  E3, 1 A FRIEND

DATA ZE6, (E: . 2ES, - E: . 2ES, FLOWER

DATA VA::>Eé&, 1 TJA: PRETTY

DATA ZEL, . 1. . >E2, (P, >EL, : PLEASE

DATA >E7:: A:, 2ES, : IFA: SHOULD

DATA A, ES, XE2, : ADA: BETTER

DATA ZE7. : 1E:., >E2, : PQO: SECOND

DATA >E3. : AVAJA: CIRCLE

DATA :FI..,>E3, . A:+>EL,: FIRST
——————————————————————————————————— SET EI GHT
T S T FE TS I I IS 3 T3 TR AR 36 5 30 30 3 FE 36 35 46 06 36 48 05 20 46 36 26 35 45 96 36 36 3025 2R 3R 3 26 20 36 36 3 F
* GERMAN WORD LIST 3*

edb et bbb R H U R AR R RS R R ERTHR ST FHF B HIE NS FE NS
GCERMAN '




*

DATA #GERO
DATA #GER1
DATA #GER2
DATA #GER3
DATA H#GER4
DAaTA H#GERD
DATA #GER6
DATA #GER7
DATA #GERS
DATA #GER%
DATA #GER10
DATA #GER11
DATA #GER12
DATA #GER13
DATA #GER14
DATA #GERLD
DATA #GER1&
DATA #GERL17
DATA #GER1B
DATA #GER1?
DATA #GERZ20
DATA #GER21
DATA #GER22
DATA HGERZ3
DATA #GER24
DATA #GERZS
DATA #GER26
DATA #GER27
DATA #GERZS8
DATA #GEREOL
A WA I S 3 3 0 3 30030 3 3 0 30 3 S0 S0 303 36 30 S B

ARCADEMIMC SKILLBUILDER
ALLIGATOR MIX

DUMMY LINE

IRGENDEINE

TASTE DRMCKEN

UM ANZUFANGEN

###AID = GAME OPTIONS
ALLIGATOR MIX
SPIELWEISE

1 \BUNGSSTUFE 1-9

2 AUFGABENFELD 3,6, 9

3 LAUFZEIT (MIN) 1-9

4 FERNBEDIENUNG J/N

S KEINE L[NDERUNGEN MEHR
ZIFFER DER GEWN\NSCHTEN
ENDERUNG DRANCKEN
RICHTIG

FalLSCH

ALL IGATOR MIX
PUNKTESTAND

ZULETZIT

MINI

MAX

RICHTIG

FALSCH

IRGEND EINE TASTE DRN\CKEN

# END OF LIST MARKER

GERMAN WORD LIST +#

T ORUENERNSBAE SRR AR H RS RBHHEE RS SRS RSB E LSRR HIE NN E

3
GERO
GER1
GER2
GER3
GER4
GERS
GERA
GERY
GERS
GER9
GERI1Q
GER11
GER1Z2
GERI3
GER14
GERLS
GER1l&
GER17
GER1S
GER19
GER20
GERZ21
~ GER22
GER23
GERZA
GER23
GER26
GER27

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

#>01ES,
#0249,
#>0188,
#x01AD,
#-01CH,
#>01ED,
#>02ES8,
#0049,
#0084,

#:00E2, :

#0122,
#:0162,
#0142,
#>01E2,
#0283,

#:02C8, :

#>02C0,
#£3>02D5,
#0049,
#>00AA,
#0108,
#0112,
#0114,
#0161,
#:-01C1,
#>0284,
#>1A6D,
#>1A84,

: ARCADEMIC SKILLBUILDER:

: WIRTERRADAR:

BELIEBIGE:

: TASTE:

:DRANCHEN UM

: ANZUFANGEN:

cAID = SPIELWEISE:
WIRTERRADAR-
cSPIELWEISE:

1 GESCHWINDIGHKEIT 1-9:
2 WIRTERLISTE 1-9:

3 LAUFZEIT (MIN) 1-5:
4 \BUNGSSTUFE 1-3:

15 KEINE [NDERUNGEN MEMR:
ZIFFER DRER GEWMNNSCHTENM:
[NDERUNG DRA\CHKEN:
cRICHTIG:

cFALSCH:

:WIRTERRADAR:

: PUNKTESTAND:

cFULETZT:

tMIN:

MAX:

:RICHTIG:

cFALSCH:

:BELIEBIGE TASTE DR\CKEN:
E L ES CED s FESS D GY

=E9, : ICH: . >E7, : IG:




GERZ8
GEREOL

DATA #21A935, (FaA:, >El, »Eé&, : CH:

S e SR S R R R RN R N RS R R SR H R R SN E R A BB BRI SRS

3#*

DUTCH WORD LIST #

3 3 H S 3 3 3 30 30 36 30 30 36 35 S0 SE I 30 330 41 306 H b 4R SRR A3 SH 4 3 S0 S E A IP I S 3R Sb R S0 AR H 3030

DUTCH

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

DATA

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

#DCHO
#DCH1
#DCH2
#DCH3
#DCHA4
#DCHS
#DCH6
#DCH7
#DCHB
#DCHS
#DCH10
#DCH1 1
#DCHI1Z2
#DCH13
#DCH14
#DCH15
#DCH16
#DCH17
#DCH1B8
#DCHL19
#DCHZ20
#DCHR1
#DCHZ2
#DCH23
#DCH24
#DCH25
#DCH24
#DCH27
#DCH28
#DCHEDL.

ARCADEMIC SWKILLBUILDER
ALLIGATOR SOMMEN

DUMMY LLINE

DRUK EEN

TOETS IN

OM TE BEGINNEN

AID = SPELMOGEL IJKHEDEN
ALLIGATOR SOMMEN
SPELMOGEL I JKHEDEN

1 VAARDIGHEIDSNIVEAU -9
2 MOELILIJKHEIDSGRAAD 3, 4,9
3 TIJDSDUUR (MIN) 1-5

4 AFSTANDSBEDIEMING J/N
2 GEEN WIJZIGINGEN

DRUK OF HET NUMMER VAN DE
GEWENSTE VERANDERING
GOED

FOUT

ALL.IGATOR SOMMEN

NUTEER JE SCORE

NU

LAAG

HOoe

GOED

FouT

DRUK OP EEN WILLEKEURIGE TOETS

# END OF LIST MARKER

FHW ARG EF SRR FFRER R SR RGBSR F R IR E RSB R SRR SRR HFERF R FHHS

*

DUTCH WORD LISY #

RS AR FRAA A A AR FEEA R ER R LR AR RNE N AR AR R ARHH

%*
DCHO
DCH1
DCH2
DCH3
DCH4
DCHD
DCHE
DCH7
DCHEe
DCHY
DCH1O
DCH11
DCH12
DCH13
DCH14
DCH15
DCH1&
DCH17
DCHIB
DCH19
DCH20
DCH21

DATA #>01ES,
DATA #3024A,

DATA #>01AB.

DATA #>01E9,
DATA #>02E4,
DATA #0044,
DATA #0087,

DATA #0122,

DATA #>01A2,
DATA #>01E2,
DATA #0285,
DATA #202Cé,
DATA #2>02C1,
DATA #>02D7,
DATA #3004,
DATA #>00A8,
DATA #>010B,
DATA #0113,

: ARCADEMIC SKILLBUILDER:
:WOORD RADAR:

DATA #0000, : :
: DRUK EEN:
DATA #>01CB. :
:0M TE BEGINNEN:

:AID = SPELMOGELIJKHEDEN:
: WOORD RADAR:

: SPELMOGEL TJKHEDEN:

DATA #.-00EZ2, :
2 WOORDENLIJST 1-9:
DATA #0162, :
-4 VAARDIGHEIDSNIVEAU 1-3:
19 GEEN WIJZIGINGEN:

:DRUK OF HET NUMMER VAN DE:
: GEWENSTE VERANDERING:

: GOED:

: FOQUT,

: WOORD RADAR:

:NOTEER DE SCORE:

T N

LAAG:

TOETS IN:

1 SPOED 1-9:

3 TIJDSDUUR (MINY 1-5:




DCH22 DATA
DCH23 DATA
DCH=24 DATA
DCHR25 DATA
DCH2& DATA
DCHR27 DATA
DCH28 DATA
DCHEDL

END

#>0114,
#0161,
#>01C1,
#0281,
#>1A&D,
#1A85,
#>1A96,

 HODG:

: GOED:

: FOUT:

:DRUK 0P EEN WILLEKEURIGE TOETS:
B 2ESD B, FES, D GY:

: GOED;

CFOU:, ET




GROM 5
ORG O

HAE R N R R E R HRF R RFEEH AR R R BRI R R FERR

# G ROM F

1V E

SPEECGCH

DaTtTaA

#

HHFRHFEEEFFREHHHEF R EERRFHHHRR R HE LA R EF SRR

DUTWRD EGU #

DUTCH WORD

LIST START

DATA I:.,2>EQ,: My
DATA I:,>Eéb, : IS
DATA WE : WE
DATA op : ON
DATA I:,2>2E3:; IN
DATA 20 70O
DATA ZE HE
DATA GA GO
DATA Do D&
DATA e vE2) L E ME
DATA 0., 52, BE
DATA : A, *Eé&,: AT
DATA DE 1T
DATA orP : OF
DATA : L ES, A NO
DATA s PE7E AM
DATA BO: ., »*E&, ; BOY
DATA Cr 2RO, A, 2E3, CAN
DATA U : P
DATA . . >EQ, A, 2E7., CAT
DATA : HE:, ZE7. : : HE
DATA . L 2EZ, EE NOT -
DATA 0:., »Eé. : 0OR
S 1 e e ALl R T . o T o SET 0
DATA 06 poG
DATA 00, »EGC, : AND
DATA o E2. A, EDS Man
DATA Wa:, 2E7. : ANY
DATA HaD HAD
DATA WA: , >E&: WAS
DATA HIP HIS
DATA BY:, 2E&,: BUY
DATA ZIE SEE
DATA HOE HOW
DATA HIJ HIM
DATA 0. . >3, >Eb, OUR
DATA DGE . GET
DATA A, 2ES I E ARE
DATA HER : HER
DATA UlL., >E7. auT
DATA ZAG SAW
DATA DIL.,E7): D1p
BATA ouD oLn
DATA BUI BUT
DATA s 2ESR B PEO. NEW
DATA ZIJ SHE
DATA WIE WHO
DATA T 2ES, AP RAN
e e e e i ) ol b e e SET T WO
DATA L 2ES, UG RUN
DATA EE:. ., 2E3, : ONE
DATA L #ED, 1 0, FEG) RED
DATA s wE7 AL FES TWO
DATA ZE:, »E7, . : PUT
DATA DO: . El. : RIG




EE:, E7, : :

0 FEQ, A FEL,
ZEG

HAP

DAG

o #E2. 0 AG

Ul:., >El,: .

s PEL B 2EG
FU: ., E7. . :
Wa:, »ED,

BOX

VE: , ZE3, : :

L 2EQ, AL, FED,
. FE7,  OP

T FET, AP

L1, »2ET,

WEG

JOu

e xELS D Td s FES,
WI:, *E&4, ZE7, .

1L 2E7, 2ES, (B, 2EO,
HA:, ZEL1, : F :
DEZE

1 »E3 AA, 2EZ,
BOE: » ZEQ, ¢

e PEZ2, CEID
rEL, T FEO,
HUI: , >E&, .

A, ELREL. CE
F:,2ES 1., >E4,
L >EL, EE: L EL,
WEE: . »E3, :
WE: , *ES, : D

c. »E&, 1 0, 2E2: *E6.
1 *E7,  HEE

oy ., >E7,
WIE: » 2E1, ;

GDED

WaA: , ZEDS, -

WE: » 2E1, HEO, -
BA-, 2E1. >EO0,
WI:,>EL,: D

oy xE&y (PE, FEL,
E:,»ES, ;0P

e 2EQ, WAL, FE2,
WE: , 2E3: *EQ, :
GEEF

BGO: , FE2, :
ZEE: , ES,

. E3, CEE: . XE2.
o FEL,  AAG

o >Els AL FED B
Wha:, *ES3, ' E

e xEH, PES 0, FES
. PE&, FEY, ; AD
Vs FEL UG

e REQ, DI, FEOS
Ba:, *EG, 2EY . .

vO: I}EBJ :D
Jad: s FES,

GIVE

DRAW

SOME

EAT
ASK
SAY
HAS
DAY
rMAaY
USE
TEL
FUN
WHY
BOX
FAR
CAR
TOO
TRY
SIT
WAY
YOu
E T THREE
L.INE
WILL
HAVE
THIS
NAME
BODK
GIRL
L.IKE
HOME
THEY
FROM
READ
WHEN
WORD
THEM
YOUR
WITH
cO0D
WHAT
THAT
BALL
GAME
ET FOUR
PLAY
INTO
CAME
WORK
TREE
VERY
TAKE
DOWN
LONG
WERE
SAID
TOWN
500N
LODOK
BACK
FIND
YEAR




DATA caxELy D IE PET. LEFT
DATA VIE ' :"'ES) : FouR
DATA AdA:, 2ES, 1 D AWAY
DATA Wh: » 2E3, »E7, : WANT
DATA WE:, »E3, 2E6&, @ WISH
patTa . ., FEL, A, 2E& ET7, LAST
H o et e e e i e SET FIWVE
DATA : -, »E&, ZE7, : U: , DEO, : SHOGW
DATA BEE: , »E3, : BEEN
DATA e BT, AA ZEL, TalL.L
DATA BE: ., *E&: *E7, ; BEST
DATA JU, 2ES, ZEO. HimMp
DATA VEE: , ZE1, ; MUCH
DATA E:.>E1l, »EQ, : E EACH
DATA Vo, *EL, : G NEXT
DATA L FE2. D EED ) ED, MORE
DATA o ET7, WEE BOTH
DATA. VI, ZEb: 2E7. FISH
DATA HOOG HIGH
DATA o HEQ, I 2EQ D KIND
DATA AL, xEL, 20 ALSO
DATA s *ES, - DEP - CALL
DATA e FE2, D 0E: Z2EY, MUST
DATA 10 EG C AAL L SED, NEAR
DA&TA VIJF FIVE
DATA OvVE: ; ZES, OVER
DATA WEE: , 2E7, : KNOW
DATA E:)>E3Z,  I6 ONLY
DATA DA, 2ES, ZE2, ¢ DARK
DATA B A, :“Eéh “E7, MOST
DAaTA BE. , »ES, : @& HILL
e e e e EET & I X
DaTA ZE7, HUI:, »Eé&, ; HOUSE
DATA  WIJZIE WRITE
baTa 0:, »EZ, - DE: ., ES, : UNDER
DATA >E3: . ABIJ ABOUT
DATA >E&, 2E7, : 00:, 2ES, : STORY
DATA WI:,>E1l, :DE WOULD
DATa [ BOE: . 2EQ, »E7, : BOOKS
DATA ZE7, : HA:, >E3, 2E4, ; THERE
DATA PA:, *E7. E:.:ZES5, : PAFER
DATA  OQUDE: , 2ES, ;: AFTER
baTA - WO0: ., ZES, . D WORDS
DATA - A FE3, DE , »ES, GTHER
DATA ZEé&. 2E7, 1A, 2E3, : D STAND
DATA :DE:, >E3, *EQ, »E7, : THINK
DATA :WEDE:, >ES, : AGAIN
DATA [ WE:, El, >EQ, : E WHICH
DATA ZEQ, 1 U, >E3, XE&: 2E7, : COULD
DATA >EG, *E1, : EU: , »ES5, : COLOR.
baTa :Za:,>EQ, (E: . E3, : THING
DATA  G:., »ES, :0:, »E3,: D FOUND
DATA 2EL, U, >E3. : CH LUNCH
DATA :WEE:, »ES5, *E7, : WHERE
DATA WI:.,>E7. 2E7, :E WHITE
DATA B:, ZES, (E:, »E3, : 6 BRING
e i i e e S ET S EVEN
DATA VE:, »ES, ZES, ' E LEAVE
Dava »E3, . 001:.., *E7, : NEVER
DATA EUVE:, >E1,; WHILE
DATA : ZWA: , 2EB, ZE7, : BLACK
PATA ZES, : ECH: s 3E7, RIGHT




DaTA (E: . FE3, 2EQ, 1 E; , *E1, THESE
DATA UI:,>EL, E:, *E3, : UNTIL.
DATA V., 2ES, : QUW WOMAN
DATA ERZ2. : OEDE:, ES MOTHER
DATA VADE:, 2ES5, ME& FATHER
DATA 2EL, (E. . *E7, 2E7, (E: ., *ES LETTER
DATA WEI:., 2EQ, : IG; LITTLE
DaTA VOO:, 2ES, ' A, »El BEFORE
DATA »E&, : CHOO: , »E1 SCHOOL
pATA  ZU., »E6, *E7, (E. , ES SISTER
DATA V., >ES,  IE: »E3,  D: FRIEND
DATA »ES, (UL, »EQ, . E: , ES FLODWER
DATA : A&, »ES, : DIG: PRETTY
DATA ZEO, (EU:, 2ES, : I6: PLEASE
DATA ZE2, :QE:, »E7, : E:, *E3 SHOULD
DATA E3J, (E: ., 2E7, »E7,y E }ES BETTER
DATA &, »El, »Eé) ZEZ, 06 SECOND
DATA. CI:, >ES, 2EQ, - E:, 2E1 CIRCLE
DATA EE:. ., ZES: 2Ed, *E7. : FIRST
e o e o i e e e T EIGHT
ORG 0800
*
GERWRD EQU & GERMAN WORD LIST START
DATA o »E2, (EL: s 2EQ, MY
DATA I:,>E&: 2E7, : 1S
DATA Wi, +ES, : : WE
DATA AUF N
DATA I:,>E3, IN -
DATHA Zy : TO
DATA E:. ES, : HE
DATA GEH GO
NATA o EET. U, ED, Do
DATA s 2EZ) 1 ZES, ME
DATA . xE6, ET BE
DATA BEI : AT
DATA E: ., >E&, IT
DATA Vo: o ES3, : oF
BAaTA e 2EQ, EL: »E3, NGO
DATEH BI:.>E3:: . AM
DATA - F\N:, ZES, :
DATA JU: . 2E3, 1 GE BOY
DATA . . =EQ., :A: . 2EZ, EZ. : CAN
DATA . AUF UP
DaATA ZEG, . A, 2E7. : ZE CAT
DATA DA Eb&, : HE
DATA . FEZ, ICH: , FE7 NOT
DATA GDE: , »ES, : OR
o o e e e e e e e e e e e e i i o s SET 0
DATA HU:, 2E3, : D noG
DATA ., 2E3:.: D AND
DATA e EZ DA 2E3, FESL MAN
DATA JEDE:: *ES,: ANY
DATA HA:, *E7, 2E7, : E HAD
DATA Wa:, »ES, : WAS
DATA . :, »Eé&s (EI: 2EJ, ¢ HIS
DATA >EQ, : AUFE:, *E3 BUY
DATA Eé&, EWE: ., +E3, SEE
DATA WIE HOW
DATA IH: , *E2, : : HIM
DatTa U, ZE3, FE&, (E: ., ZES, OUR
DATA  HABE: ., Z2E3. : GET
DATe o Ed DL E3, I D aRE



DATA IH: . 2E&, | E

DATA . aU:, Eé. :

DATA »xE&, : LGE:, ¥EJ, :

DATA T2 FE7y A, FET
DATA A, FEL, FE7,

DATA ABE: . FED,

DATA . >E3, EU

DATA 1y »Ed, ; LE

DATA WE: , 2ES, :

DATA . >EL, D IEF

DATA >ES, (E., >E3, »E3, : E:, ¥E3
DATA EI: . ZE3: *E&, 1
DATA e 2ES, 00 FET7
DATA ZWET

bATA *ELl, (EGE: . *EJ3, :

DATA G, »ES, : 0:, »Eb, Eb,
DATA. . E., 2E&, E&, (E; : FES,
DATA [ F:,>ES, : AGE: , ZED
DATA ZE6&. . AGE: , 2E3, ;

DATA HABE

DATA L ~E7. D AG :

DATA WO, >E1, *EL.  E:, *E3
DATA :B:., »ES, : AUCH:

DATA >E1, :A:, »E6, »E&, (E: ., 2E3
DATA ZE&. : PA: , »E&, 2Eb, ; .
DATA WA:: »ES, : ): » E2.
DATA ZEQ, : OFFE:, *ES

DATA WEI:, >»E7, :

DATA WAGE:, »EJ, :

DATA . v

BATA P:, 2ES, - \FE:, *E3
DATA >E&. :1:,2E7,: ZE: , *E3
DATA WEG

DATA Dy

DATA ZEL, : I:.,>E3, : 1IE

DATA Wl 2El, *EL, E

DATA o xEL, B FES
DATA HABE:, »EJ3, :

DaTA : DIE:, >Eé&, :

DATA L E3 - AL 2ER, G E
DATA BUCH

DATA E:. *E&,

DaTaA WIE

DATA HEIL:, >E&, :

DATA o 2ES, D IE

DaTAa @ vO:. >E3, . :

DaTa EL, . E:., 7Eé, E:, 7E3,
DATA WE:  ZE3, XE3,

DATA WO, 2ED., 2EY, -

DATA (EI:, »E3, : IGE:

DATA  IH: ., >E3) cE . EQ
DATA EW:, 2ES:  E

DATA e rE2, 010 BET
DATA GU- ., 2E7. :

DATA Wa:, E&, -

DATA DA: ., E&, :

DATA | BaA: ., »El, >EL, :

DATA ZE&, (PIE:,>EL,:

DATA DEL, (PIE: . :=E1,

HER
auT
Sal
DID
oLDp
BUT
NEW
SHE
WHO
RAN
ET T WO
RUN
ONE
RED
TWO
PUT
BIG
EAT
ASK
saY
HAS
DAy
MAY
USE
TEL
FUN
WHY
BOX
FAR
CAR
TGO
TRY
51T
WAY
You
THREE
LINE
WILL
DRAW
HAVE
THIS
NAME
BOOK
GIRL
LIKE
HOME
THEY
FROM
: READ
WHEN
WORD
SOME
THEM
YOUR
WITH
G0OD
WHAT
THAT
BALL
GAME




DATA - 1.,2E3, : INTO

DATA © . >EQ, A, 2EZ, : CAME

DaTa aA:, 2ES, : BEL:, XE7 WORK

DATA : GEBE: : >E3. : GIVE

DATA Bau: . E2; TREE

PATA e PE&, CEM, 2ED, L VERY

DATA . ., B3, : 1:,: >E2: >E2, : TAKE

DATA U, 2E3, »E7, (E:: 2E3, ; DOWN

DATA co2El, A, 2EB. - G LONG

DATA WA:,>ES, (E:. . 2E3, : WERE

DATA >E&: : AG:, XE7. ' E SAID

DATA >Eé&: 2E7, - AD: . 2E7, TOWN

DATA : BA:,>El.: D SO0N

DATA >E&.  CHAU L.OOK

DATA >ES, :\C:, >*EQ, :E:, >E3 BACK

DATA F1:, 23, . DE. ., >EJ FIND

DATA . JaAH: , 2ES. : YEAR

DATA :’Elt 1, 2EQ ZEG, FEA, LEFT

DATA VIE: : 2ES, : FOUR

DATA FO: ., >ES, »E7.,: AlaY

DATA : ., 2E3, :0:,>E7,: WANT

DATA :WU:, *E3, *E&, - CH: WISH

DaTA ;. E:, >*E3: . DE LAST
““““““““““““““““““““““““““““““““““““ SET FIVE

DATA >E&, : CHALU SHOW

DATA  wE&, CEIL:, 2E3) : BEEN

DATA &, >ES, :0:, *Eé&, 2Eb, TALL

DATA :BE:, *E&, 2ET7, ( E BEST

DATA »2E&, (P, YES, (U FES, - G JUMP

DATA : VIE: ., =EL, MUCH

DATA JEDE:, ZES, : EACH

DATA 2»E3, : LCH: , 2EL, ZE7 NEXT

DATA : . >E2, (EH: . 2ES, : MORE

DATA BEIDE BOTH

DATA FI1:,2>E&, CH FIgH

DATA . HOCH HIGH

DATA e EL, D IEB KIND

DATA AUCH : ALSO

DATA L wEDy D UF : Ccall.

DATA e 2ER UL FES, FES, MUST

DATA . 2E3,  AHE NEAR

DATA Fx:, 2E3, : F FIVE

DATA : \BE:, ZES, . OVER

DATA WI:, >E&, *Ed, (E: ., FES KNOW

DATA e »EJS U, EDS, : ONLY

DATA DU, »EZ, *EO, 1 E:, ZE1 DARK

DATA >»E2, (EY: s *Eb, 2ET, : MOST

DATA BE:, ES, : G HILL
““““““““““““““““““““““““““““““““““““ S ET 1 X

DATA HaU: . *Eé&, HOUSE

DATA : BEFEH: : »E1 WRITE

DATA i, 2EQ, 2E7, (B, 2ED. UNDER

DATA \BE: ., *ES, : ABDUT

DATA . .+ >*Ebs  AGE STORY

DATA W\:, *ES, : DE WOUL.D

DATA :BA\NCHE:, >ES BOOKS

DATA . HIE: . >ES, : THERE

DATA PAPIE:, *EDS PARPER

DATA e 2ES) D ACH AFTER

DATA WO, XED, >E7, ' E WORDS

DATA &, *EJ, . DE: . 2ES, ( E: OTHER

DATA >E&, 2E7, i A, 2ED, ' D STAND



(DE: . 2E3, FEQ.  E

THINK

WIEDE: , ZES AGAIN
: WA, ZES, : WHICH
»EQ, : 1:, XE3, 2E3,  E couLn
:FA:, 2ES, : BE COLDOR

P1.,>E3 . G THING
: FA:,>E3, :D FOUND
I 3E2. B 2ES, PEG LUNCH
: WQ : WHERE
TWET: , 2E&) FE6, 0 WHITE
:B:J:}ESJ:I:J}EBI:G : BRING

e SET SEVEN

W ES FEL C AUB: LEAVE

. 2E3  IE NEVER
CWET:, 2E1, E WHILE
DU ES3S PEQ CE, PEL BLACK
>EDS, ECH: , E7, »Eé& RIGHT
:DIE:, >E&,  E THESE

BI:., >E&., : UNTIL.

F:.,>ES, ; AU WOMAN
THER, U, PEV,SEZ, B, FES MOTHER
VAL ZET, CED s FED FATHER
(B 2ES, - 1IEF LETTER
>EOQ, FE1, (EI:, 2E3, LITTLE

vo: ., *ES, . BEFORE
>Ea, CHU:  »EL1,  E: SCHOOL

e 2EZ, D ALID SISTER
F s 2ES D EU, RES D FRIEND B
B, XEL UL 2ERS R FLOWER

s B3 CEL XET PET, PRETTY
:BI:. ., >E7. 2E7,  E PLEASE
2EG, (0, »EL, 2E1, >E7, : E: SHOULD
:BE: ., ZEé, FE&, (E: ., 2ES BETTER
cIWEL: , >E7. CE: SECOND
>EQ, ZES, ( EL: ., *Eé&, CIRCLE
CE, FEDS, FESL, PE7, CE FIRST
R e e e e e e SET EI GHT




