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You're on maintenance duty aboard the USS Sea
Moss, patrolling the icy North Atlantic waters with an
arsenal of twenty nuclear missiles.

The Sea Moss is no ordinary sub. She's the first to
carry the Navy's' new experimental sonar-jammer that can
ma!<e her' 'invisible" to even the most sophisticated enemy
sensors. The 50-kiloton cruisers in her missile bay are the
pride of the Pentagon: fast, silent, incredibly accurate.

The enemy would love to get their hands on the Sea
Moss and her secrets. It's not likely to happen, though.
The only way they could possibly breach the hull would be
from the inside - and your fellow crewmembers have
been carefully handpicked for their unswerving patriot­
ism and utter lack of imagination. No "moles" in this
bunch of sailors. No, sir!

The intercom in the equipment bay clicks to life. "I've
got a bad line in the forward escape tube," a voice from
the command deck crackles. "Wanna come up here and
ta!<e a look at it?" You grab a screwdriver, scoot up a
ladder and slam the hatch of the escape tube behind you.

It's all over in a few seconds. The General Quarters
klaxxon blares to life. You hear the shrieks and choked
coughing of friends as they stumble through the passages
outside, and a single hoarse shout: "Gas!" Some poor
sucker pounds weakly on the escape hatch. Then the
alarm cuts offas suddenly as it began. Everything is silent
as death. Frozen with fear, you sit trembling in the airtight
escape tube, knowing that now it's just you and the Sea
Moss against whoever shut off the alarm.

The game.
Crash Dive! is a machine-language text adventure

that pits you in a race against time. As the sole
survivor of a terrible act of naval sabotage, you must
find a way to keep your ship out of the hands ofThe
Enemy. No sacrifice is too great to achieve this
important goal. The question is, how do you get rid
of a giant nuclear submarine and everything in it?

As the start of the game, the Sea Moss is assumed to
be cruising along the surface of the ocean. Your
mission is as follows:

1. Find a way to survive in the submarine's
poisoned atmosphere.

2. Get the sub under water, so that enemy
ships will not be able to reach it easily. You have
a limited number of moves after the game begins
to accomplish this, or the Enemy will capture
the sub and kill you on the spot!

3. Find a way to completely destroy the Sea
Moss.

Some of these goals will be relatively easy to
accomplish. Others will require careful thought and
a little bit of resourcefulness. Don't forget that there
may be somebody left alive on the Sea Moss besides
yourself - and that somebody might not be very
friendly!

We'll discuss the details of playing Crash Dive! in
a moment. First, let's take a look at the program

itself, and how to get it up and running on your
computer.

Typing it in.
Listing 1 is an Atari BASIC program that will

create an auto-booting version of Crash Dive! on
disk or cassette. The DATA statements are listed in
hexadecimal (base 16) in order to make the program
as small as possible. It makes typing a little more
difficult, but it's a necessary evil.

Listing 1 will not fit in a 16K Atari system. You'll
need at least 24K of memory if you're using cassette,
or 32K if you're using disk. However, the machine­
language file created by Listing 1 does fit in 16K. If
you only have 16K in your computer, ask a friend
with a larger system to help you type in and RUN the
BASIC listing. After the boot tape or disk is made,
you'll be able to enjoy the game on your 16K system.

Listing 2 is the assembly-language source code
for Crash Dive!, created with the MAC/65 Macro
Assembler. You do not have to type Listing 2 into
your computer to play the game (thank goodness!).
It's provided for those readers interested in learning
how the program works.

Follow the instructions below to make either a
cassette or disk version of Crash Dive!

Cassette instructions.
1. Carefully type Listing 1 into your compu­

ter (remember, you need at least 24K to do
this). Use C:CHECK (page 30) to verify your
typing.

2. When C:CHECK says the program is per­
fect, type RUN and press RETURN. The pro­
gram will prompt you with:

MAKE CASSETTE (0) OR DISK (l)?

Type 0 and press RETURN. The program will
now begin checking the DATA statements,
printing the line number of each as it goes. It will
alert you if it finds any problems. Fix any incor­
rect lines and re-RUN the program as necessary
until all typos are eliminated.

3. When all DATA lines are correct, the
computer will "beep" twice and prompt you to
READY CASSETTE AND PRESS RETURN.
Insert a blank cassette into your recorder, press
the PLAY and RECORD buttons simultane­
ously and hit RETURN. The message WRIT­
ING FILE will appear, and the program will
create a machine-language boot-tape version of
Crash Dive!, printing the line number of each
DATA statement as it goes. When the READY
prompt reappears, the game is recorded and
ready to play. CSAVE the BASIC program on a
separate tape before continuing.

4. To play Crash Dive!, rewind the boot tape
created by the BASIC program to the beginning.
Turn your computer OFF and remove all car­
tridges. Press the PLAY button on your recorder
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and turn ON your computer while holding
down the START key. If you have a 600XL or
800XL computer, you must hold down the
START and the OPTION keys together when
you turn on the power. The computer will
"beep" once. Hit the RETURN key and Crash
Dive! will load and run automatically.

Disk instructions.
1. Type Listing 1 into your computer and

use D:CHECK2 (see page 30) to verify your
typing.

2. When D:CHECK says the BASIC code is
perfect, type RUN and press RETURN. The
program will ask:

MAKE CASSETTE (0) OR DISK (I)?
Type 1 and press RETURN. The program will
begin checking the DATA statements, printing
the line number of each statement as it pro­
ceeds. The program will alert you if it finds any

problems. Fix incorrect lines and re-RUN the
program as necessary until all typos are
eliminated.

3. When all DATA lines are correct, the pro­
gram will prompt you to INSERT DISK WITH
DOS, PRESS RETURN. Put a disk containing
Atari DOS 2.0S into drive #1 and press
RETURN. The message WRITING FILE will
appear and the program will create a binary
AUTORUN.SYS file on the disk, displaying
the line number of each DATA statement as it
goes. When the READY prompt reappears,
Crash Dive! is ready to play. Be sure the BASIC
program is SAVEd out to a disk before con­
tinuing.

4. To play the game, insert the disk containing
the AUTORUN.SYS file into drive #1. Turn
your computer OFF, remove all cartridges and
turn the computer back ON. Crash Dive! will
load and run automatically.
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Assuming everything went okay, you should now
be looking at the Crash Dive! title screen, which
includes the following prompt:

Press START to play new game
Press OPTION to restore old game

I.WA~tl OIVt:. I

LOCATION
EXITS

VISIBLE
ITEMS

HtlAT
HAPPENS

YOUR
RESPONSE

HHAT
YOU
ARE

CARRYING

Crash Dive!

You haven't played the game before, so press the
START key. Your TV screen should now look like
the screen shown above. Note that the screen is di­
vided into seven distinct sections or windows. From
top to bottom, they are:

Event Window. The EVENT # counter in the
top right corner keeps track of how many "events"
have transpired since the start of the game. In gen­
eral, each movement or other action you take during
the course of the game counts as one event.

Location Window. This window contains a brief
description of your current location.

Exit Window. The Exit Window tells you which
directions you can go from your current location.
Six vectors of movement are allowed: N (North), S
(South), E (East), W (West), U (Up) and D
(Down). "North" is towards the front of the subma­
rine, "South" is aft, and so forth. If you can't move
from a given location for some reason, the Exit Win­
dow will read "None."

Visible Items Window. This window displays a
list of all the things you can see at your current
location. Up to six items may be present in a location
at anyone time. Unoccupied locations will contain
"Nothing. "

What Happens Window. The What Happens
Window reports on the results of your actions and
lets you know if anything interesting is happening on
board the Sea Moss. Keep an eye on this window - it
may offer valuable information you will need to
complete the adventure.

Response Window. This 2-line window is the
communications link between you and the game.
The commands and sentences you type into the

Response Window tell the computer how you want
to proceed. Each new line scrolls up into the top half
of the window after you hit RETURN, so that you
can see what you just typed. A blinking green under­
line keeps track of your position.

Inventory Window. Look here for a list of all
the items you are carrying. Up to six items may be
held at one time. If you're empty-handed, the win­
dow will say "Nothing."

Talking to Crash Dive!
Like most text adventures, Crash Dive! under­

stands two-word sentences in the form:

VERB NOUN

The single space character between the verb and the
noun is required. Don't worry about capitals vs.
lower-case, numbers or funny characters - Crash
Dive! has a "smart" keyboard handler that will snarl
at you if you try entering anything illegal.

The best way to learn how to talk to Crash Dive!
is to play with it. Let's use the opening screen as an
example. The Location Window says you're in the
escape tube, with no obvious exits and nothing in
your inventory. You can "see" a closed hatch and a
tiny screwdriver. Type the sentence TAKE SCREW­
DRIVER and you'll see the screwdriver vanish from
the Visible Items list and reappear in your inventory.
Simple, right?

You can interact with objects on the screen much
like you can in real life. Type EXAMINE SCREW­
DRIVER and the What Happens Window will tell
you that it "Seems ordinary." Now try EXAMINE
HATCH and learn something interesting about the
escape hatch. If you try to TAKE HATCH, you'll
find out what happens when you attempt something
impossible. DROP SCREWDRIVER will put the
tiny screwdriver back in the Visible Items list.

You may be tempted to type OPEN HATCH, but
if you read my little introductory tale carefully you'll
know better than to try it. Think about your situa­
tion for a while and you'll discover a way to explore
the rest of the Sea Moss without suffocating!

Commands.
Crash Dive! also understands a limited number

of Single-character commands. These are used to
control your movement around the sub, and to per­
form special "internal" game functions. The follow­
ing commands are recognized by Crash Dive!:

Movement Commands
N - North S - South E - East
W - West U - Up D - Down

Internal Commands
X - Mark Game Position
Q - Quit/Restart Game

A - Again (Repeat Last Sentence)
The movement commands are easy to use. Just con­
sult the Exit Window to see which vectors are avail­
able, and type the initial of the direction you want to
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go. The program will scold you if you type an illegal
direction.

Saving your game.
The "X" (Mark Game Position) command is used

when you want to save the current status of your
game. Type X/RETURN and you'll see the follow­
ing prompt:

SAVE GAME TO DISK OR CASSETTE?

If you're using a disk drive, insert a disk containing
Atari DOS 2.0S into drive # 1 and press the "0" key.
Your game will be saved out in a few seconds and
you'll return to the main screen.

If you're using cassette, insert a blank tape into
your recorder and press the "C" key. The computer
will "beep" twice. Press the PLAY and RECORD
keys on the recorder simultaneously and hit
RETURN. The game will be saved and you'll return
to the main screen.

Starting over.
The "Q' (Quit/Restart) command is used when

you want to restart the game from the beginning, or
restore a game you have previously saved to disk or
tape. Type QjRETURN and you'll see the familiar
Crash Dive! title screen. Press the START key if
you want to start over from scratch. Press OPTION
and you'll be asked:

RESTORE FROM DISK OR CASSETTE?

If your game was saved on disk, insert the game disk
into drive #1 and press the "D" key. Your game will
automatically resume at exactly the point where you
left it.

If your game was saved on tape, cue the tape to the
beginning of the saved game and press the "C" key.
The computer will "beep" once. Press the PLAY key
on the recorder and hit RETURN. Your game will
resume at the point where you left it.

The A command.
The third and last command recognized by Crash

Dive! is "A," which means Again. This command
re-executes the last sentence you typed as if you had
typed it in again yourself. The A command only
repeats your last sentence (verb/noun); it will not
repeat single-character commands.

Hints for successful play.
1. Draw a map. You'll have a hard time

remembering the layout of the Sea Moss unless
you draw a map. There are no mazes in this
adventure, but a map will help you recall where
interesting items are located and how the var­
ious rooms are connected.

2. Examine everything. Objects may have
important features that will not be evident
unless you examine them closely. Most of the
items you discover in the game are essential to
your success (though I may have left a couple of
red herrings lying around ... ).

3. Save your game frequently. Use the X
command to save your current status after
important discoveries and breakthroughs, and
before trying anything that might be dangerous.
Otherwise you may find yourself starting all
over again in the escape tube.

4. Try anything. Don't be afraid to test the
game to find out what you can or can't do. The
worst that can happen is that you will be cap­
tured and killed by enemy agents, shot in the
back or cooked by a blast of radiation.

5. Study the clue photo. The photograph
on page 46 contains information that you may
find very helpful in solving the adventure. The
game will refer you to this photo occasionally.

6. Don't give up hope. It is possible to
survive in the Sea Moss long enough to destroy
it. Really and truly it is! If you're hopelessly
stuck, ask for other people's suggestions. A
fresh outlook might uncover a solution you
didn't think of yourself.

7. Use C:CHECK or D:CHECK on the
program before you try to use it. It only takes
one byte in the wrong place to make Crash
Dive! totally unplayable.

8. Don't call ANALOG. We are absolutely
not giving out adventure hints over the tele­
phone! If you're really stuck, send me a self­
addressed, stamped envelope at the following
address:

CRASH DIVE CLUES
c/o Brian Moriarty
ANALOG Computing Magazine
P.O. Box 23
Worcester, Mass. 01603

BASIC Listing.

10 REM *** CRASH DIVE ***
28 TRAP 28:? "MAKE CASSETTE (8), OR 01
SK (1)";: INPUT DSK: If DSK> 1 THEN 20
38 TRAP 48888:DATA 8,1,2,3,4,5,6,7,8,'
,8,9,9,8,8~8,9.19.11,12,13,14,15
49 DIM DAT~C'lJ,HEX(22):FOR X=9 TO 22:
READ N:HEXCXJ=N:NEXT X:LINE="8:RESTOR
E 1980:TRAP 120:? "CHECKING DATA"
58 LINE=LINE+18:? "LINE:";LINE:READ DA
T$:If LENCDAT$J<>'O THEN 220
69 OATLIN=PEEK(183)+PEEKC184)*256:If 0
ATLINOLINE THEN? "LINE "'LINE'" MISS
ING!":END ' •
79 fOR X=l TO 8' STEP 2:Dl=ASCCOAT$CH,
X))-48:D2=ASCCDAT$CX+l,H+l))-48:BYTE=H
EXCDIJ*16+HEHCD2)
88 If PASS=2 THEN PUT Ul,BYTE:NEHT H:R
EAD CHKSUH:GOTO 50
'8 TOTAL=TOTAL+BYTE:IF TOTAL>'" THEN
TOTAL=TOTAL-1980
188 NEXT X:READ CHK5UH:IF TOTAL=CHK5UH

THEN 59
118 GOTO 229
128 IF PEEKCl'5) <>6 THEN 228
130 If PAS5=8 THEN 178
140 If NOT DSK THEN 160
158 PUT Ul,224:PUT Ul,2:PUT Ul,225:PUT
Ul,2:PUT Ul,128:PUT Ul,31:CL05E Ul:EN

D
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1230 DATA 2E4C881F8S'3100AA'7DA03620SD
2A4CD02ED88S'F207C24AS'F8DC23AZODCZ3A8
8S81AO"'38881A2""8088,O
1240 DATA 18F3A281Z0'E2AA801Z07S2AAECZ
3A8D3E328CS432Z8SDZA20SFZDZ8ZAZD20'71D
4CC'lDOA8S'80AI86S'08S'8,'86
12S0 DATA 186'DA8SAOA'3A6'008SAI18AS'0
6'SE8SAZA'386'008SA360Z87CZ4Z882ZAAZ8S
A0081077ZAA'66A03AZOSDZA 3SS
1260 DATA A'ZZ8DZFOZZ07C2A20ZSZ8C'44FO
ODC'43FOOF2038ZEZ0802A4CIAZ4Z04Z2E4C37
24204'2EA'03'D4203A'08'D,771
1270 DATA 4A03A'00'D488320S6E430DAA218
A'CO'D4483A'3A'D4S03A'48'D4803A'OI'D4'
03A'08'D4203Z0S6E4308A20 '81
lZ80 DATA 382E4C'8Z0ASA,bs8EASAA8S8F4C
I'Z3ADC23AZODC23AOOS8"300'IA08"'00'1
A28819F360AS8FC'1680034C,138
12'0 DATA S7ZEAS'OZOD8ZDD0034C8DZEAS'0
ZOE8ZDF0034C84ZEAS'OC'14DOOAA'00A038Z0
SD2A4CCA2EC'ZADOZ7ADCZ3A 4
1300 DATA DOZ2A'18Z0D82DfoOAA'41A03AZO
SDZA4CCA2EA'07Z0E8ZDDOOAA'8SA03A29SDZA
4CCA2EZ9D6ZDFOOJ4C7Z2EA6,S81
1310 DATA ASA4A48S""D4JAA'FF'S"Z9SF
ZDZO'7ZD4CC'ZD20D8ZDF0034C'6ZEADCZ3AC'
I1FOI8Z0E'ZDF0034C78ZEA6 'S8
1320 DATA ASA4A48'D43A'S;'A'FF"D4JADO
D0207'ZSDOE3A4A4A6AS8'D43A'DSE38A'FF"
D43AA'88A03'ZOSDZAAS'OC',S66
1330 DATA ZAFOO'Z8SfZD20'7ZD4CCAZEADCD
JAD8fZA'26AZ8S8DCD3A'DEZJ8AZ6C'DSEJ8Z0
7'ZSA6ASA'IS'DSE38DOD7AZ 873
1348 DATA 6D8DSE383007E8E071'Of68A6086
ASA'0868C'1680834CS7ZEC'lCFOOEC'Z8FOOA
C'ZAFOOJ4C6'ZE4C'2244C08,768
13S0 DATA 2S20EB2DF80AAS'OZOD82DFOOJ4C
842EAS'8C'O'D026ADDI3AFOOJ4C81ZE10E'ZD
F0034C78ZEA"3AOJ710SDZA,70'
1368 DATA A'188DDI3AA6AS'S"ZOSFZD4CCA
ZEC'OFD01SZ044DAADC73A8SD4Z8F8ZDA'D8A8
3820SD2A4CCA2EC'IID048AD,74
1370 DATA CZ3AC'88F088ADC3JAAEC43AD006
ADCSJAAEC6JA8SA786A8A'D3AOJ828SDZAAZll
AOO'Z077ZAZ044DAASA78SD4,613
IJ80 DATA ZOF81DA'D7A8J8Z8SD2AAZI1AOOA
29771AZ044DAASA88SD4Z0F82DD9S1C'19DOZ6
ADDOJAF0034C81ZE20E'ZDFO,87J
13'0 DATA 034C782EA"3A03710SDZAA'ZI8D
DOJAA6AS'S"20SF2D4CCA2EC'ISDOI7ADCFJA
D90'A'C8AOJ828SD2AD01SA',81S
1400 DATA 8AA03820SD2AD80C9AAABD'F26E8
8C'FZ620SDZA4CCAZEA8373FJ'8437C'37DA37
8437JF3'OA37183884J78437,J71
1419 DATA 84J784J784J7DAJ784J786378437
8437SB38903884378437703870388437'S3884
3784J784377D387D38843784,S76
14Z0 DATA 378437843786J784J78437'S38DA
3784377438AZO'ODOSZ7F006CA18F84CS7ZE4C
A82S0ZZ4080F1117181AIEIF,383
1430 DATA ZOD8ZD090J4CA8ZEAS'OZOE8Z0FO
034C84ZEAS'OC'OADOZAAZ03ADC83AFOIZA'00
8DC8JAA'OZ'DE2388S"20SF,433
1440 DATA 204CCAZEADSF38C'07F0034C8A2E
8EC8JAA'24DOE4C'080021AEC'3AFOOEA'0080
C'3AA'f3AOJ8Z0SDZADOOBE8,884
14S0 DATA 8EC'JAA'OZA03'20SDZA4CCA2EC'
OCDOODADCSJAD8186'088DCS3A4COFZ6C'OODO
ODADC63A3808E'088DC6JA4C,7S4
1460 DATA OF26C'OED038ADCS3ACDC33A0033
ADC63ACDC43AD01BADCA3AFOZ6Z0BZ2AA'OE8D
C60Z8DC80ZA'0080CSOZAZOC,86
1470 DATA A0081077ZAA'SSAOJAZOSDZAA'lZ
8DZfOZ4CD4274C8AZEC'06'0034CS72EZOEB2D
F0034C84ZEAS'ODOI4A'228D 370
1480 DATA CC3A8S"A'048S;8Z0SF10ZOZA1D
4CC'lDC'0IDOO'A'3fA03'ZOSDZA0031C'03DO
0'A'C'A03720S02AD024C'OS,'04
14'0 DATA DOO'A'C7A036Z0SDZAOOI7C'ZZfO
OCC'13F008C'lSf004C'Z7000AA'S3AOJ'ZOSD
ZA4CCAZE4CS7ZEA'15Z0D8ZD,664
IS00 DATA F0034CCJZEAS'OZOEBZDF98AAS'O
2908ZDf0034C84ZEADCf3ADOOAA'C8AOJ820SD
ZA4CCAZEA'SSA038Z0S02AA',7JZ
IS19 DATA 008DCF3AAS'OC'OIDOIEA"FA03'
ZOSDZAA'138S"A201'DE13BE8'DE13BA'OJ8S
'610SFZD101A2D4CCA1E1008,686
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1520 DATA 2DF9934C~62EA5~OC~lAD08AA~AF
A03~295D2A4CCA2EC~18F0034C6~2EADC23AC~

13DOF6A~2785~~A206~DE23B,~50

1539 DATA A~1585~4205F2D202A2D4CC~2D29
EB2DF0834C842EA58FC~18~0834CA82EA5~8C~

14D9034C~224C~93F0034C57 422
1540 DATA 2EA~ID28D82DD90FA~2585~~A284
~DE21BA~1185~4DOC9A~1629D82DDOOAA~C4AO
1~205D2A4CCA2E4CC12EA58F,54~

1558 DATA C~26F0014C6~2EADCB3ADOeBA~9~
8DCB1A8DD23A4CC~2D4C8D2EA~2120D82DF893
4CC12EA5~820EB2DF9034C84,612
1560 DATA 2EA5~OC~01DOOAA~D8A93~295D2A
4CCA2EC~06F0034C572EA~2885~~A297~DE238
8DCA3A4CD52829EB2DF0834C 69~
1570 DATA 842EA5~OC~07F9034C572EA~1~20
D82DD02FADC83AF01420822AA20~A90320772A
A~E~A03~205D2A4Cl~2EA~2~,l11
1589 DATA 85~AA208~DE23BA~928D883BA293
~DE23B4CD5284CC32E20D82DF9934C~62EA5~9
C'lEF0834C572EA4A4A~FF~~,475
15~0 DATA D43AA~41A038205D2AA~1429E82D
D09FA6A5A~2A~5~~A216~DE23BE8~DE23B295F
2D20~72D4CCA2E20D82DD003 458
1600 DATA 4CA82EA~lE20D8~DF9034CC32EA5
~920EB2DFOBA4C842EC~lCF997C~29F0034C57

2E4C~224488A48~848A685BD,514
1619 DATA 4F2ABC562A8DOAD48D18D08CODDO
E68568A868AA68407060706070006890000090
99F990A2008D44938C4593A~,744
1629 DATA O~8D4203A~7F8D48038E4'034C56
E4A20D8655845460A~1~D002A~648D90D2A~AA

8DOID2A~008514A514C~e5DO,425
1630 DATA fAA2008EOID2CA8EfC0260BDC32B
8586BDD62B8587A018A'OO~1868819f860A'40
8DOED4856AA200A~OC8D4203,815

1640 DATA 2856E4A2088E4B03A'038D4203A~
F48D4483A'348D4503A~9C8D4A932856E4A'00
8D09D48D2F928D9DD08DOED9,166
1650 DATA 8D8FD08D18DOA208'DC892CAI0FA
A~OE8DC582A~748DC482A2018EF082E88652A~
7985108DOED269A~EDA03529,568

1660 DATA 5D2A60A~F8A035295D2A60ADfC02
C~FFFOF'A8A2FF8EFC022~COF00620802A4C25

2B~8A20DDD7128fOf2CAI0f8,534

1670 DATA 8~7F2BC~20FOI0C~'8F89CC'7EFO
e8C~61~9DCD838E~29A87f8483A4838CIFDOA2
98CAI0FDC68310F2601C2C27,41~
1680 DATA 3C36170F2092222606070E6C6A3B
8A8B6B2B2A6F897075~86'2D3D7680638C8D62
787A348033361B3532312C20,818
16'0 DATA 2E6E806D2F817280657~7F747771
3~8030377E383C3E6668648082677361294900
607575'DC5ED153D658DB5DD,540
1700 DATA 052D557DA5CDF51D3C3C3C3C1C3D
lD1D1D1D1D1E1E1E1E1E3E1E3FD8A218A~20~D

0006CAI0FAAOOC20752AA2Ff,621
1719 DATA 86808EfC02E8868420252BC~20FO

08C'7Ef004C~~8D08628892A4CF42B20FB2C20
56E4E684202528C~'BF032C~,70
1720 DATA 7ED019C68410E320fB2C2056E4A5
84F98BD9E529FB2C2056E4E684A584C'18'OD7
29802A202528C"8F806C~7E,18

1730 DATA F9D4DOF820F82C86892056E4A918
188'2D3E'~053E2A2A2A2A2~03AA8~051E2'lF

ID8F28~'0006A'00"2D3E88,266
1749 DATA 10DF60A'008585A580F82~D8A555
9AOAI86~388D09DOAD2B02F90BA~F08D582A85
81A'3C8582A581C682D008AO,526
1759 DATA lE84824~F085818D582A4C5FE4A~
B085A885AC85ADA~'885AFADC03A85D4ADC13A
85D520AAD~20E6D8D8AOFFC8,224

1760 DATA 81F310FBA20381f30~80~5A8CA88
19F6A221A80020772AA~A8A900205D2A69A208

8E4281A2008E48838E4'8360,~41

1779 DATA A'45A836285D2A60A20~20'E2AE8
29'E2AA08~4C752AA20D29'E2AE8E013'9F860
A20220~E2AAOOOA20086A6B5 4'6
1780 DATA '1300ABD5~2D"~D3CE6A6C8C8E8
E906'OEDA5A6D90CA90220752AA~OCA03~205D
2A602E3325371524A20320'E,211
17~0 DATA 2AE8EOO~~8F8A00320752AA28086

A6868C85~'300CE6A6AA8D'E34BCC'34205D2A
A68CE8E006~8E7A5A6D007A,,45

1800 DATA 25A937295D2A69201F2DAOOD2075
2AA20086A6868C8DD43A300CE6A6AA8D'E348C
C'14205D2AA68CE8E006'OE6,2

1810 DATA A5A6D097A~25A037295D2A602011

2DA~A4A016205D2A4CCA2EA'FFA205DDD41AFO
85CAI0F88A6086A4A~0060A~,123

1829 DATA fFA205D5~~f005CAI0F~8A6086A5
A~096020AAD'29E6D8D8AOffC881F310FB2'7F
'lF3C8A'~B~lF3A5f3A4F44C,l~6
1839 DATA 5D2AA20AA09520172AA~2AA93~29

5D2AA218A99129772AA~69A93~295D2A4CE81F
A210A~eC~D42034C56E4A~FA,384

1849 DATA A0344C4D2EA~F1A934A219~D4403

'8~D450360A~6BA036205D2AD06AA~C7A93620
5D2AD061A'02A037285D2ADO,~2

1850 DATA 58A~D~A036295D2AD85SA'EDA036
205D2AD94CA'BCA036295D2AD043A'A~A93620
5D2AD03AA~13A037205D2ADO,87
1860 DATA 31A~68A837205D2AD022A~78A037

295D2ADOl~A'84A037205D2AD010A~E3A03820
5D2AD087A'A4A038205D2A20,58~

1879 DATA 7C2A4C412120a02A4C3A224E5345
57554451584154414841455450554C44524F52
454D4C4f4F455841534S4152,~18

1880 DATA 4541S055S350S24S4F5045434C4F
55534S4B4~4C53484F464~5242524S534D414'
4E53554E53484F4CS54E4C43,348
18~9 DATA 5554504F5S4C5542475245574S41
474F20'224~224C32E06258C25A82SA825A825
f5260F270F27DA27A82E6~2E68
1~00 DATA C32E4S264528A82EA82EA228DE28
2'2~452~1F2'C'2~012A072A232A484154444F
4f4C4F435343414752415452,464
1~19 DATA 41414~5253574~434142534'4743
41S0475245524S44474f4C534~4C57484'4741

5550455253434F444'534455,818
1~29 DATA 43534C4f424F4C554E4~504'53S3

43524E4F544~4420435S544341525752454D41
534741534B4E4'5348414D41,182
1'30 DATA 4E53554~48455~42524542S5544~
4E56A213A~OO'DC03ACA10FAA290A'FF~D5E3B

'DDA3AE8E084'OF5A205~DD4,4~8
1'49 DATA 3A~5~~'5'3CAI8F6A2018ECF3A8E
C23AA~208DC53AA'A88DC61AA2258D4810~DE2
3BCAI0F7A2278D6E308C~630,254

1~50 DATA '~DA3ACAI0f4A21FBD8E38BCDE19
'~5E3BCAI0F460080101920384950607e80~8A
9BOCODOEOFI0101112131414,334
1'69 DATA 151617181'lA181C1CID1EIF2921
020004040296010F86040~0785960~068A8813
8~lS0F8DOC9F8C13100E049F,l

1'79 DATA 8E13eF14128~131398810COD1418
1'lC1D20242526272D3216383~183f474'4A51
565A585C5D5E63666E727475,366
1~89 DATA 76187E8214810016880~17911,e2
OAOFOB19111FI10COD181COJIEIAID12040513
OE2006000106078C1213181E,489
l'~O DATA 2A28J031361C3D424344484E5455
5A60666C127314787E536F6E61722973786865
7265~8457363617065297475,551

2000 DATA 6265'841636365737328147S6E6E
656C'843617074616~6E277320717561727465
727J~8466F72776172642079,14'
2010 DATA 617313616765~BS261646~6F2972

6F6F6D~84C6F6E6720636F72726~646F72~853
6F6E617220737461746'6F6E,831
2820 DATA ~842616C6C61737420636F6E7472
6F6C~8436F6D6D616E6420737461746~6F6E~8
4E61766~6761746~6f6E2063,488

2830 DATA 656E146512'85510706572206D6~

73136~6C652962617'~8546F721065646F2872
6F6F6D~B576561706F6E7320,124

2949 DATA 6C6F63686572'B53686F77657220
7314616C6C73'B437265772773207175617274
657213'B47616C6C657~~856,873
2850 DATA 6S6E746'6C61746~6F6E20647563

74~B46616E28726F6F6D~84D6'13736~6C6520
636F6E74726F6C~84571156,,566

2060 DATA 786D656E742062611"84C6F7765
72206D6~73736'6C652062617~~8FE08172538
4853616F7F8FA183C9CFDDED,642
2870 DATA F4050EIE2C303131313131313111
31313131313131313132323232436C6F736564
296861746368'B4C6F636865,863
2989 DATA 6420646F6f72'8426C616E682073
6J616E6E6572'8436C6F736564286772617465
'85472616'746F7220776~74,440
28~0 DATA 6820706'73746F6C'S436C6F7365
6420616~726C6F6368~B4C6F63686564296172
6D6'6E612073776~746368'B,37
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2100 D~T~ 506F776572206361626C65'8536'
676E'8~46561642063617074616'6E'8~77265

656E20627574746F6E'85265,632
2118 D~T~ 642962757~746F6E'8476F6C6420

627574746F6E'8536'6C76657229627574746F
6E'857686'74652062757474,388
21Z9 DAT~ 6F6E'8~465707468Z96761756765

'85065726'73636F7965'8446'676'74616C20
646'73796C617"844756374,33
2139 DAT~ 29646F776E20746F2966616E2972
6F6F6D'B536C6F74296'6E29616'726C6F636B
'B426F6C7465642D646F776E,417
2140 D~T~ 29736F6E617229756E6'74'8586'
73746F6C'B546'6E7'29736372657764726'76
6572'B53756'636'6465206E,89
2150 D~T~ 6F7465'853656375726'747'Z94'
44'84361626C652063757474657273'8436172
64'85772656E6368'8476173,76'
2169 D~T~ 296D61736B'844756C6C20686E6'
6665'85368616D706F6f'8546163746'637320
6D616E75616C'85261646'61,499
2179 DAT~ 746'6f6E2973756'74'848657"B
4F79656E296861746368'84f70656E20646F6F
72'84163746'766529736361,15
2189 D~TA 6E6E6572'84F79656E2867726174
65'844656164207472616'746f72'84f79656E
20616'726C6F6368'8416374,661
21'0 D~T~ 6'76617465642073776'746368'8
53657665726564206361626C65'B5261646'6F
6163746'766520736f6E617Z,261
2Z09 D~T~ Z9756E6'74'86A7783'I'EB2CID6
E2E7F4919C1826333F4'5'6f7f'6'D~EBBC7D5
DAEIEAF5FD8CI81F2A34434E,"4
2210 D~T~ 5B687'87323232323232323Z3232
32333333333333333333333333333333333333
333333343434343434343434,534
2229 DATA 3434453A'8433A'B44313A47414D
45ZE444154'842726'616E294D6F726'617274
1'2113'8435241534829444',395
2239 D~TA 5645'828432'313'383420414E41
4C4f4729436F6D7075746'6E67'85912657373
20~9D3D4CID2D4A029146F29,786

2240 D~T~ 796C617'296E65772967616D65'8
597265737320~9CfD8D4C'CFCE~029146F2972
6573746f1265296F6C642067,850
2258 D~TA 616D65'8526573746F7265296672
6F6D20C46'736B206f7220C361737365747465
3F'8AOC3D2CID3C8~9C4C'D6,478
2268 D~TA C5Al~0~8D4CD~'~O~O~OAO~8~9C5

D6C5CED4~0~3AOAO~9~8~0~9'BAOCCCfC3CID4
C'CfCEA929~9~9AOAOC5D8C',495
2279 D~TA D4D3A9'8~9AOD6C'D3C'C2CCC5~0
29AOAO~9AOC'D4C5COD3AO'B~OAOA9AOA9AOA9
A9AOAO'BAOAOA8AOA8D7C8Cl,221
2288 D~TA D4~8'8A9~8C8CIDOD9C5CED3A928
AOAOAOA9AOD'CfD5D2A8Z0~8D2C5D3DOCFCED3

C5AO'8AOA9AOAOAO~9D'CfD5,241
22'0 D~TA ~020~OA8AOAO~8AOCID2C5~929A8

C3CIDZD2D'C'CEC7~0'8537'6E7461783A'B42
616420636F6D6D616E64'B42,402
2300 D~TA 61642076657262'8426164206E6F
756E'8546861742773206'6D706F73736'626C
65'843616E277420616f2074,75'
2310 D~TA 6861742877617"B547'7065285'
28746F2871756'742867616D653~'B4f68617'
'B416C726561647'28686F6C,156
2328 DATA 646'6E67286'74'84'736E277428
68651265'843616E277420646F287468617428
7'6574'B5'6F75722861726D,487
2330 DATA 73286172652066756C6C21'84E6f
7429656E6f75676820726f6F6D2968657265'8
4265206D6f72652073706563,761
2340 DATA 6'666'63'B5'6f7520646F6E2774
2068617665206'74'84E6F74686'6E67'B547'
7065204E2053284529572055,874
2350 DAT~ 206F722944'8526566657229746f
206'7420627'20636F6C6f72'8547'7065204'
20666f72206'6E76656E746F,64
2360 DATA 727"B446F65736E27742068656C
70'B57687'20626f746865723F'85365656D73
206f72646'6E61727"85'6f,780
2370 DATA 7529666f756E6420736f6D657468
6'6E6721'B4'74277320616'72746'676874'B
456E65607'20611070726f61,158
2388 OAT~ 63686'6E6721'853637265776564
286'6E20706C616365'84C6f6f68732064616E
6765726F1573'B4E65656473,705

23'0 D~TA 2868657'20746F296163746'7661
7465'6426F6C74732961726529746'67687420
2620727573747"844414E47,'I'
2490 D~T~ 45523A205261646'61746'6F6E20
7A6F6E6521'84272616'6E7320626C6f776E20
6F7574'85368616D796f6F20,222
2410 D~TA 616C6C2075736564207579'84241
4E4721'8416363657974732973656375726'74
7'294'442063617264'84'74,470
2420 D~TA 20676C6F7773'85365652070686F
746f206'6E20414E414C4f4729233138'B4163
65296F662053796164657321,307
2430 DATA 'B4561736'65722973616'642074
68616E29646F6E65'84F6E6C7'20312062756C
6C6574'B4E6F2962756C6C65,667
2440 DATA 7473'8582830'B5'293D'8464154
484F4053'B4E6F74686'6E672868617078656E
73'8537562206C6576656C73,57
2450 D~TA 206F6666'853756228646'766573
'84E6F6E65'84120636C6F7564286f6620796F
6'736F6E6F757320676173'8,556
2469 DATA 686'6C6C73207'6f75206'6E7374
616E746C7'21'B4C6F6368286'73207665727'
20736563757265'B416C7265,51
2478 DATA 61647'206f78656E'87'6F752861
72652044454144'B456E656D7'206361797415
726513297468652073756229,300
2488 D~TA 616E64'84'142866616C6C732064
6f776E2074686520796'7065'84C6F63682964
657374126f1'656421'85472,745
24'9 D~TA 1'286578616D6'6E6'6E67297468
6'6E6773'8536372657764726'766512277320
746F6F28746'6E7"B48657',326
2500 DATA 20776F6E277429666'74'841206A
6F6C74206f6620686'676829166F6C74616765
'85412616'746F722073686f,638
2510 D~TA 6F7473207'6F7529616E64'85375
6229686'747328626F74146f6021'84120626C
617374206f66201261646'6F,'41
2529 DATA 6163746'766'741"8426f6C7413
20776F6E2714206C6574207'6f75'8436F6E67
726174756C61746'6F6E7321,53'
2530 D~TA 'B536176652067616D6520746F20
C46'7368206F7220C3617373657474653f'843
6f6E6E656374656420746f29,18
2549 D~TA 6361626C65'80000098080090000
09098089008009000099908990090000090000
000080000000880089099000,676

•
CHECKSUM DATA

(See p. 30)

10 DATA 295,351,4'6,811,423,72',288,60
3,555,573,6'4,613,2',285,1'7,6684
160 DATA 74',1'8,'62,'3,4'1,38,155,'41
,287,88,522,680,216,516,706,6554
1860 DATA '88,534,157,861,15,'83,'35,8
81,228,633,824,685,180,'03,116,8827
1218 DATA '44,788,783,728,657,542,707,
886,830,"3,213,263,281,'61,8'8,18386
1368 DATA 428,184,44,85,'6,544,67','76
,333,222,350,'53,865,8'8,28,65'7
1510 DATA '11,24,783,"4,156,61,875,18
2,'61,52,4'8,763,'12,733,'07,8724
1668 D~TA '51,36,677,622,158,85,45,'28
,'38,343,7'2,708,788,21',815,808'
1818 D~TA '05,315,845,'74,48,778,585,4
86,805,645,202,458,'56,165,618,86'7
1'60 D~TA 134,577,382,478,418,67',737,
552,510,77',876,285,582,825,54',8267
2118 D~TA 5'8,676,767,688,464,638,85',
67',3'3,228,'29,433,555,654,755,'307
2260 DATA 384,174,397,'15,532,571,583,
510,588,671,6'2,543,607,411,645,7'73
2419 D~TA 278,30',6'1,821,70',6'7,376,
584,566,567,528,718,673,4'8,8887

•
(Assembly language listing starts next page.)



POSITION MACRO

CRASH DIVE! (TM)

~~A~~~·go:O~~!~tY'18
(C)I~B4 AN~LOB ~omputlng
------------------------
MACRO DEFINITIONS-----------------

SYNTAX:
TEXT <"string">

.I1ACRO TEXT

.IF X0<>1 .OR XI>127
:~~:~R "TEXT parameter."

.. BYTE X'tt,EOL

.ENDIF
.ENOM

SYNTAX:
PRINT <addr of EOL-terminated .tr1nO>

.MACRO PRINT

.IF X0<>1
:~~:~R "PRJNTE parameters"

LOA. <XI
LOY. >XI
JSR EPRINT
.ENOIF

.ENDM

TEXT MACRO

en
Ul
c
m
...J.

OJ

~
G)
m
CJ1
I\)

»
z
»
r
o
G)

()
o
~
lJ
C
:::!
z
G)

ST~RT to plAy new Oam."

OPTIOH to r.store old Oa~."

wean until ..
key 1. pr••••d

START pr••••d?

~~~io~Op~.~::d~aM.
y ••• r ••tore old O.~.

el ••
re15urae .can

restore .cr.en

• I

for sound lnit

par.ino buffer
.cAnninO lnd.N
pos. of .pace char
verb code •
untranslated noun cod••
translated noun code.
verb eHecution vector
Current room v.ctor •
~~~t·~~o~O~~d~bi·cts
addr of current v-buffer
addr of current o-buffer

:~:~~t~g tg ~~~:n~~~¥e~Uff.r

r;~?t~~~ ~~Par.~~~~/inv
t~~~i~~~: to display
la.t noun

POBITION 5,16
PRINT T3 • ·Pr•••

~~~~iIO~4 311~pre.s

.+~ , printino buffer

INITIALIZATION

LDX .$FF
TXB
JSR NEWSCREEN I reset E:

POSITION 12,6
~~i~~IO~e 2~ ;Brian Mortarty',"
PRINT Tl ""CRASH DIVE"

~~~~iIO~2 BI~"(C)I~B4 ANALOB COMputing"

LDA 116
STA EOLIST+12 I modify
STA EOLIST+13 I dleplay Ilet

LDX 11111
STX COLDST
INX
STX BOOT?
JSR SIOINV
JI1P TITLE

CUBTOI1 DISPLAY LIBT

•• *lFSe

•• .+3
•• *+1
._ .+1._ .·1
... .+1
•• .+1
.- *+2
• - *+6._ ••6
.- .+1
.- .+2
.- *+2
•• • 1
.- 1
.- .. +1
.- .... i
.- .+1
.- ..... 1
.- *+1

:~~i~ :~~:$~:~~~~~;7~BbR~~~n~~~.il~~~MB
.BYTE *90,*10 J blAnk 4 N/DLI
.BYTE .02 • teKt (location)
.BYTE $~0.$10 I blAnk 4 ~/DLI

.BYTE $02 ,te.t <e.lts)

.BYTE *98,*18 , blank 4 N/DLI
::~+~ :~~::~;':0~i:~~,:e~}~~~. teKt (v-items)
.BYTE S82,S02 i teNt (event.)
.BYTE $~lIl,$10 I blank 4 ~/DLI
.BYTE S02,S02 • teKt (r ••ponse)
.BYTE S8e,*a8,S10 , blank 4 w/DLIs
~BYTE .02,S02,.82,.02,S82,.02 J teNt (i-items)
.BYTE *70 I blank B
.BYTE $41, <OLIST. >DLIBT , JVB

TIT~E SCREEN

counter

I
I
I
TITLE

I
BTARTOP

~DA 11.22
BTA BOI1CTL
JSR BEEP

I
I Malt for .election
I
POLL

LDA CONBOL
CliP 117
BEG POLL

LETBO
LOX CONSOL
CPX 117
BNE LET80
CMP 116
BEG NEW8AME
CliP 113
BEG RESTORE

BADPOLL
JSR BOOP
-'MP POLL

Start na. 0."'.

I,
I
DLIST

I Par.er,
PBUFF
POE X
LBREAK
VCODE
UCODE
NCODE
OOVECT
CURVECT
CUROBJS
NEW PLACE
VPNT
OPNT
INVPOS
ROOI1POS
ANY?
LATSHOW
LONSHOW
VLAST
ULAST
I
J Event
I
EBUFF
I
I
I
I

I
ENTRY

CIC entry
set V-blank vector
g~ovnl~ntry

~~r?~1~~yc~~~~~rll1
audio control
random • Qenerator
i"terrupt enable

FP-to-ATASCII
inteoer-to-FP
clear FRe

key click counter
line 1enoth reolster

curSOr on/of4 flaO
current cursor .hape
cursor blink timer

:r~~~~ ~t::~ f~~~;·r

teHt input bu~f.r

, workinO area

: :i:~i ~: ;~r:~~P~:~ li.t

• DMA control
• woatt for ~orz sync
I N,.,l enable

: ~Idth playe~ ~

I " .. 2
I " .. 3
; iraphics play.~ ~

; .. " 2
I " .. 3

: ~~~~61~eB;;;er 2

, DLI colo~ indeK

$E4:16
*E4:1C
$E4:5F
sE465

SD004
.D0e~
$0l?'0A
SD0"B
*D0,,0
.Dil0E
*D00F
.001"
s001B
$D01F

.040"
s040A
$040E

$0200
S0201
SD20B
sD20A
.D20E

$06"0
s3AC"
$3C20
.3C4"

.DBE6
$D~AA

$OA44

OS ROUTINES

MEI'tORY ALLOCATION

POKEY

ANTIC

FLOATING POINT

SlZEP"
SlZEPI
SI ZEP2
SlZEP3
BRAFP0
BRAFPl
BRAFP2
BRAFP3
COLPF2
CONBOL
I
I
I
AUOFI
AUDCl
AUDCTL
RANDOl't
IRGEN
I
I,
DMACTL
WSYNC
NI'tIEN
I
•,
FASC
IFP
ZFR0
I
I
I
CIOV
SETVBV
SYSVBV
BIOINV
I
I INTERNAL EQUATES
I ----------------,
I
I
INLINE
BAI1EOATA •
EOLIST
SCREEN
I
J aame play database,
I
EVENT ". "+2 I event ..
PLACE ". "+1 I location
SLAT ". "+1 I ship·' latitude
SLON ". "+1 I :~~e;~el~~~~i~~:MLAT ". "+1 I
MLON ". "+1 I ~l.sile longitude
DEPTH to. "+1 ,

:~:~~ g~~~~n an/offBREEN to. "+1 I
RED ". "+1 I red button onloff
SWITCH ". "+1 I ~r.lnO .witch onloff
BREATH to. "+1 I holdin; breath?
HATCH to. "+1 I hatch Opened?
UNIT to. "+1 I ~~~tc~~~~~~~ in rm 177CRABHEO ". "+1 I
BULLET it· "+1 I bullet used?
SUIT it. "+1 I ,uit ••arch.d?
CAPTAIN ". "+1 I captain .earched?
BHOLD ". "+1 I breath holdlnO counter
TRAITOR ". "+1 I traitor watt counter
HOLOINBB to. "+6 I current inventory
VECTORB it. ··132 I currant vector table
OBJECTS it. ·+132 I current object table
NTRANB ". .+38 I current translatton ~.trtK

I
I MISCELLANEOUB
I -------------EOL .. s~B

SPACE . $2"
I
I ZERO-PABE
I ---------". sB0

BAI1EDATA

I
I Cursor control,
CURSEN •• ..1
CSHAPE .- .+1
BLINK .s *+1
I
: Keyboard handler

CLICK .- .+1
LENGTH *m .+1
I
, DLI control
•DLICOL .= .+1
;
• Screen clearinO
I
CLPOINT *- *+2
CINDEX .- ·+1,

~-pos ploaye,: ~

.. 2
3

as boot 41&"1
interrupt ma.k
.yst.m clock
left ", .. rQtn
rtoht «larotn
cur.or row
cur.or column

:lg:~~~oo~o~~~ ,..eOl.te,..
FP 1ndew reQl.ter
FP pointe,..

DLI "_eto,..
~~X ~~~~~~ltlm.r
O-llst add,..
cold.tart flaQ

:r:y~~t~r~~rQr
player 1 color
player 2 color
playe,.. J color
pl&yfl.1d e color
pl&yit.ld 1 color

C~~~~~~~~d2c~~~~r
cur.or inhibit
~10p~~::.~~ol.t.r
CIO addr
CIO length
AUX byte I
AUX byte 2

s0~

U0
U4
s:l2
s:l3
s:l4
s55
.6A
sD4
.F2
sF3

$D000
.00"1
SD002
SD003

."200
s"22B
.022F
.0230
.0244
.026F
s02C"
.02CI
S02C2
.02C3
S02C4
.02C5
.02C6
.02CB
s02F0
.02FC
.0342
.0344
.,,34B
$034A
.034B

ZERO-PABE

CTIA/BTIA

PASES 2-3

SYNTAX:
POSITION WpOS,ypOS

.MACRO POSITION

.IF X0<>2 .OR XI>3~ .OR Y.2>23
:~~:~R "POS p.r&~et.r.H

elF 'X.1-13
LDY .X2
JSR POSlTI3
.ELSE
LDX .XI
LDY .X2
JSR POSIT
.ENDIF

. ENOIF
.ENDM

PRINT MACRO

I
I SYSTEM EQUATES, ---------------
I
I
I
BOOT'?
POKMSK
RTCLOK
LMAR8N
RMARBN
ROWCRS
COLCRB
RAM TOP
FR0
ClX
INBUFF
I
I
I
VDSLST
SRTIMR
SOI1CTL
BDLSTL
COLOST
BPRIOR
PCOLR0
PCOLRI
PCOLR2
PCOLR3
COLOR0
COLOR I
COLOR2
COLOR4
CRSINH
CH
ICCOI1
ICBAOR
ICBLEN
ICAUXI
ICAUX2
I
I
I
HPOSP0
HPQSP1
HPOSP2
HP05P3



JSR TPOINT

JaR OPOINT
JMP REAOOPEN

I
REAOOPEN

»z»
r
o
(j)

()
o
s::
"U
C
::::!
z
(j)

~
(j)
m
01
c.v

oet the character
init ••arch index

~:~~~~,Xlli~.~~t~ ;:.~~?X
ENDV lye.!

I else ke.p scanninO
LENGTH
FINDI

9VECTL,X , fetch the l.b
OOVECT 'And
9VECTH,X I .sb of the
DaVEeT+i , execution addr
(OOVECTl I And do It~

".22
SOMCTL
gE~~INE I put lin. Into INLINE

LENGTH
91 I If lenQth Is I
DOCLAU9E , check for I.QAllty

LOA INLINE
LOX "8

~~~ ~ig~~~x I ~Atched~ QO do It
DEX , otherwise
BPL LEaSING I k••p •••rchlnQ

J~:I~iNE~~4 : !~~~~il~ocg;~~~d"
JMP BAOPARSE I And try AQAln

LOA
CI1P
BEQ
INX
CPX
BCC

LOA
STA
J9R
JSR
LOX
CPX
BNE

LOA
9TA
LOA
9TA
JMP

LOA CRASHED
BNE PARSER
LOA RANDO"
AND ••F8
9TA SLAT
LOA RANDOM
AND "'Fa
9TA SLON
LOA RED
BEQ PARSER
LOA DEPTH
CLC
CLO
AOC "a
STA DEPTH
BPL PARSER
9TA CRASHED
J9R CL14H

PRINT T4:l I "BANG!"
PRINT T78, "Sub hits bottom!"

INPUT PARSER

LOA "SPACE
9TA PBUFF+I
eTA PBUFF+2
LDX "I

Check for. leQ&l .ingle-char com~and

9TX LBREAK
CPX "2
BCC TOVB
LOX "2

BAOVERB

I
I Execute ~ sinOle-char com~.nd

I
EXSINB

LEGSING

~~~~iIO~77913"TrAltor shoot. yOU and" (f)

JMP KILLS (f)
NTRAIT C

LOA PLACE , 1s thl. mCMP "18 , roo .. 18?
BNE TRESET I we- r ••afe -'-
LOA "4 I i. the trAitor (Xl
JSR INROOM? , lurklnQ?
BNE TRESET I thankfUlly not
DEC TRA ITOR , e1 •• reduce wait time
JMP OOCRASH

TRESET
LOA "I
STA TRAITOR

I
I ChanO. sub coords, handle cr .. sh
I
OOCRA9H

J~~I~iNE~~~ : ~~~~b1~o~Qri~g:ni:~der1nt
JMP BAOPAR9E I And try AQAln

I .
I Space char found, .0 record tt.
I po.ition ~nd ~ove the first h.lf
; of the clau•• into the pars1n; buffer

ENOV

FINOl

,
J Find the 1st sp.ce character
• in the u.er-. re'ponse
I
OOCLAU9E

TOVB

,,,
I
PARSER

cloud of poiwonous Oas"

hatch opened?

~~i l~;
malllk?

~~fd1nYO~~~:t~?fe
Qood t~inQ, otherwise

~~1~1~2i~t~hlS
e1 •• d.cr.~.nt count
continue 1f NZ
els.
rele••• hold

."pty .tack
just in c.s.~

show event •
update
event
counter

".FF

SHOWEV
EVENT
RADIO
EVENT+I

" <OLI
VDSLeT J tell OS wherR

~D~~~i+1·'"~L~U;.~~~C.routine
"'C~ I set bits b & 7 of NMIEN
NMIEN I to enAbl. OLls .nd VBI.

EVENT GENERATOR

LOA HATCH
BEQ OOTRAIT
LOA "2B
JSR 014NIT?
BEQ OOTRAIT
LOA BREATH
SNE OOTRAIT I
JSR NE14SCREEN
~~niIO~b2BI3"A

JMP KILLS

STX aRAFP2 I .ide borders and
STX GRAFP3 I title In •• k
INX I • III
STX SIZEPtIl I s.t cur.or width
INX , I
STX GPRIOR , •• t player prior1ty
LOA "3
STA SIZEP I I •• t border
STA SIZEP2 I and Iu•• k
STA SIZEP3 , widths

LOA ".Fe I Snit
STA CSHAPE I cursor shap.
LOA "3" , And
9TA BLINK , blink ti,..r

LOA 1lI3
STA LMARGN I Inlt left m.rgln

LOA BREATH
BEQ POISON
DEC BHOLO
BNE POl90N
LOA "Ill
STA BREATH

LOA
9TA
LOA
STA
LDA
9TA

LDV • <IMMVBI , •• t. VBI vector,
LOX" >IMMVBI , sp.ClfylnQ
LDA .6 J 1~med1at.-mode

JSR SETVBV

LOA EVENT
CMP .32
BNE LUNGS
LOA EVENT+I
BNE LUNaS
LOA DEPTH
SNE LUNas
JSR NEW9CREEN

POSITION 7,3
PRINT T67, "Enemy capture. the sub and"

JMP KILLS

I
J Handle traitor
I
OOTRAlT

LOA PLACE
BNE ENEMY
~g~ ~~~IT? I Qot suit?
BEg ENEMY
JSR NEWSCREEN

P091TION 13,3
PRINT T79. "A b1.st of radioactivity"

JMP KILLS

LOA PLACE
JMP REENTRY

LOA TRAITOR
BPL NTRAIT
JSR NEW9CREEN

J
J Handle room"
I
RADIO

I
J Check for enemy takeover
I
ENEMY

,
I
I
J
NEXTEVENT

LOX
TXS
JSR
INC
BNE
INC

I
I Handl& poison atmosphere
I
POISON

I
; Limit breath-holding
I
LUNGS

RECORD

position leoft
And
~~8ht border"'s

tit.le cover

reset

gr ••n
cursor

4 blank bArs
"WHAT"
"HAPPEN9/VOUR RESPON9E"
"WHAT"
"YOU ARE CARRYING"

"CRASH DIVE! tTMl EVENT " ..
:~~ ~;ghir~~~~ln
"LOCAT IBN/EX ITS"
"VISIBLE ITEMS"

, •• t up

I ~ore blank b~r.

".llll
" <GAMEOATA

iC~~2~~~ATA
i;::OR+1, X

im·EN,X

i~BLEN+IIXGET

ICCOM.X
CIOV
OORTERR
CLOSEI

PLAYSCREEN INIT

LOA ".C4
STA PCOLRIll

LOX
LOA
STA
LOA
STA
LOA
STA
LOA
STA
LOA
STA
JSR
BMI
JSR

~~~~iIO~~ ~12!R.store fro~ Disk or TAp.?"
JsR BEEP

JSR INITOATA
JMP PLAY SCREEN

Setup P/M borders ~ ma.k

LOA "46
STA HPOSPI
LOA "202
STA HPOSP2
LOA "104
STA HPOSP3
LOX "2~:l
STX GRAFPI

Enable custOM dl~pl.y list

LOA" <OLlST
STA SOLSTL
LOA " >OLl ST
STA SOLSTL+I

Print title & lAbels

PRINT Tb
LOA "12
STA RMARGN

PRINT T7
PRINT T6

JSR BAR
JSR BAR
JaR BAR
JSR BAR
JSR SAYWHAT
P~INT T11

JSR SAYWHAT
PRINT TI2

JSR BAR
JSR BAR
LOA "3'1
STA RMARGN

LDA .3 i OPEN co~m.nd

~~~ i~COM,X I READ
STA ICAUX1.X
LOA ."
STA ICAUX2,)(
JSR CIOV
BMI OORTERR

I
1 Oet Q~m. data thru lOeB 11
I
GET DATA

I
I
I
PLAYSCREEN

JSR NEWSCREEN I r •••t E:

I
i Get QtIIM& fro~ tAp.
I
GET APE

OORT
JSR l3ETKEY
CMP "'0 I disk?
BEQ l3ETOISK
CMP "'C I ttllpe7
BEQ l3ETAPE

OORTERR
JaR CLOSEI
JSR BOOP
JMP OORT

NE14l3AME

,
, e.t O.m~ from disk,
GETOISK

I
, Restor. & previous Q.~.

J
RESTORE



NNEXT
STX PDEX
LDY .0 ., lntt buffe,.. char lnd.~

Check for .. 1aOa1 noun

LDX .e J lnlt noun index
BTX UCOOE

J
, Verb 1s 1eo&I, aD fetch it. eMecutton
J vector
J
LEGALII

en
(j)
c
m....
CO

"1J»
G)
m
(J1

"""

7~~~~rT<-V
CUROBJ~/.V
(oPNTl, T

SLOOP

LDA
STA
L.DA
STA
OEV
BPL
RT8

IIERB EXECUTORS

LDA VLA9T I restore old verb
STA IICOOE
LOA ULAST J .nd noun
STA UCOOE
JMP LEBALN I and do it .oaln!

SAllE LOC STATUS---------------
LDA PLACE
J8R BPOINT
LDV 1:5

HANDLE "A" (AGAIN)

JSR SAVELOC I .av. current status
JSR NEWSCREEN

~2¥~~IO~82~,1!s.ve Oame to Disk or Cassette?"
LOA 1.22
STA SDMCTL
JSR BEEP

TrAnslated noun code 1n A
.nd in NCODE'
untranslated code 1n UCODE

STA IIPNT
LDA • >IIECTORS
ADC III
STA IIPNT+1
CLC
LDA NCODE
ADC • <OBJECTS
STA OPNT
LDA • >OBJECTS
ADC .e
STA OPNT+l
RTS

HANDLE "X" (SAllE GAME)

I
I

bOA

I
I
I
SAIIELOC

SLOOP

SAIIEPOLL
JSR GETKEV
CMP I'D
BEQ DSAIIE
CMP I'C
BEQ CSAIIE

BADWRITE
JSR CLOSE I
JBR BOOP
JMP SAIIEPOLL

I
I Save to disk
I
DBAIIE

JSR DPOINT
JMP GSAVE

I
I S.ve to c ••••tt. »I

ZCSAIIE
JSR TPOINT »

I r-eBAIIE
0LDA 13

STA ICCOM,X G)
LDA .B
STA ICAUXI. X ()LDA III

0STA ICAUX2,X
JSR CIOII s::BMI BAOWRITE

I "1J
I Write out O.me dAta eI :::!WRITE

LDX •• 111 ZLOA I <BAMEOATA

C~: ic~~g~~~ATA
G)

STA ICBADR+l,X
LOA 1.48
STA ICBLEN,X
LOA '.111
~~: i~~LEN+I,X

STA ICCOM,X
JSR CIOII
BMI BAOWRITE
JSR CLOSE 1
JMP PLAVSCREEN

I,,
DOX

....y. II

>OOM

<OOM

eMecute verb

tr&nsl .. te noun

I cl ••r loc .. tion windo~

13,1

: ?:~c~O~s: .nd
I msb of teKt addr .nd
I print it

NEWPLACE·,f~~v:·~:;~1nation
SAVELOC I 5ave status
NEWPLACE I Qet d •• tln.ticn.
PLACE I ~.ke it current, and

HANDLE MOVEMENT

COMMAND IIECTOR TABLES

JaR BPOINT 'point to the new buffers

LDV 1:5

LDA (IIPNT) V

~~: 7g~~~rt<-V
BTA CUR08J~.V
OEV
BPL RLOOP

TAX
~~: ~~~~~S.X
JMP (DOIIECT>

CLO
STA
JSR
LOA
STA

POSITION 13,12
PRINT Tl'1 I "Type V tc qUit Qilma:"
POBITION 34,12

STX CURS EN I en.bl. cursor
JSR BEEP
JSR GETKEV
CMP I'V
BEQ OOQUIT
LOX 112
JSR ERASE
JMP BADPARSE

JMP TITLE

LDA CURIIECT.X
BPL EXMOIIE

PRINT TIS I "You can"t 00 that
JI1P BAOPARSE

ABL A , • 2
STA NCOOE I sav. it
ASL A , • 4
CLC
AOC NCOOE , *2 .. *4 - *b j ENTRY:
BTA NCOOE , SAve 1t
CLC
AOC • <IIECTORB

::~i~ ~gg~: ~~gS: ~gg~: ~gg~,

.BVTE >OOM, >OOM, >OOM, >OO~,

.BYTE >OOM, >OOQ, >OOX, )OOA

HANDLE "101" (QUIT)-----------------

J:~1~1DPX~AE' "Typ. 1 for inventory"

EXECUTE SINBLE-CHAR COMMANDS

PRINT T3B. "Refer to it by color"
JMP BAOPARBE

I
I Get new buffer d .. tA
I

JSR SHOWVlS • d1&~1.r visible items

~:~ :~g=~~eT~ ~h~w&~n~~n~~~yv.ctors
J"P POKAV ,cono,.atul.tionsl

EXMOIIE

CANTGO

REENTRY

RLOOP

DoQUIT

SIIECTH

I
, Hilndle flUTToN
I
DOBUTT

I
I,
• ENTRV: Vector (e-~) in
I
DOM

I
I POINT TO NEW BUFFERS, --------------------I ENTRY: Buffer • (~-23) 1n A
I
BPolNT

,
I H.ndle INIIENTORV,
OOINIIE

,
• Refresh scre.n
I
SHOWPLACE

LDX II
JSR ERASE

POSITION
LDX PLACE
LOA RDLS,X

5g~ ~~~~Il~

,,
I,
I,
SIIECTL

J
J,
DOQ

Qet. .. char from buffe,..
~.tch?

nope - try another noun

1f all 3 char. match
the noun 1. 1.Q~1

out of noun.?

~~~: ~o~~·r.s~:~~i~i
"Noun not in vocabul.ry"

fet.ch verb •
if itO. ao,
....rn user;
"Typ. N 8 E W U or D"

J unttl :3 charActers
I have baen ~Qv.d

J fetch pos. of SpAce char

; f~~~ ~Uff.r char index

~~b~~;~XJI.i~~~hl~~~r:~~:~r

PBUFF,V

~~~~~<-~

IJ
MOil EN

.3
NSCAN
LEGALN

LOX LBREAK
INX
LOY III

LOA
STA
INX
INV
CPV
BCC

LOA IICOOE
CMP 12B
BNE MOIIE2 ,

PRINT T2'1,
JMP BAOPARBE

LDA
CMP
BNE
INX
INV
CPV
BCC
BCS

INC UCODE
LOX PDEX
INX
INX
INX
cpx. INN_;:S+3
BCC NNEXT
JSR SYNERR I

PRINT Tl6'
JMP BAOPARSE

MOVEN

~~: ~~t~~EkX
OEX '
BPL TOIIB

Check for & laQ&1 verb

LDA IICoDE I fetch
STA IILAST
ASL A I .~ecution addr
TAX I and
LDA IIIIECTS,X I ••ve It
STA OOllECT I In DoIIECT
INX
LOA IIIIECTS,X
STA OollECT+l
LOA UCOOE
STA ULAST
CMP .3~ • ~&. it BUTTON?
BEG 008UTT
C"P 14e I ~as it INVENTORY?
BEG OOINIIE

NEXTRV2

NSCAN

LOX III , Inlt verb lndaM
STX IICOOE

IINEXT
BTX POE X
LOY III , inlt buffer eh.,.. lndeM

IISCAN
LOA PBUFF Y , oet A cha,.. from bUffe,..
CMP IIERBS'X , ..atch?
BNE NEXTR<- , nope - try Another verb
INX
INV
CPV IJ
BCC IISCAN I if ill 1 :3 chars m.. tch
BCS LEGALII , the verb 1. leO.l

NEXTRV
INC IICOOE
LOX POE X
INX
INX
INX
CPX .NV*;S+3 J out of verbw?
BCC IINEXT I ~~~: ~.~:·f.·~~~~~~2..BCS BAOIIERB I

,
I Move the .econd h.lf of the
J clau5e tnto the pArstno buffer,
MOIIE2

,
; Noun's cod•• 1s 1n UCOOE,
I verb"s code' i. 1n VCODE,
, verb eKecution &ddr is in DOVECT,
LEGALN



I TAKEI
I
DOTAKE

LDA UCODE
CMP .22 I iii it move.bl.?
ecs DT" ; y.~

JMP 1MPOSS
DT0

LDA NCODE
JSR OWNIT? I alr ... dy h.v. it?
BNE OTI
JMP ALREADV

DTt
LDA NCODE
JSR INROOM? I 1s it here?
BEG OT2
JMP NOTHERE

DT2

JSR OWNIT? ; do yOU h.v~ it?
BEG DOl/)
JMP OONTHAVE

DOl/)
LDA PLACE
CMP .17 , 1s this room 177
BEG DROP17 I '.ipt!clal h.ndllnQ

DDI
JSR ROOMSPACE? I enouQh room for it?
BEG DROP IT
JMP ROOMFULL

DROPIT
LDX ROOMPOS
LDY INVPOS

~~~ ~S~g~~~7kv
LDA ••FF
STA HOLDINBS,V
BNE SHOWALL

I
; Handle roocn 17
I
DROP17

I
, Handle UNIT in 17

~ROPUNIT

DROP

Ui
(J)

c
m
--l.

OJ

:t>
Z
:t>
r
o
GJ
o
o
S
-0
C
:::!
z
GJ

-0
:t>
GJ
m
(Jl
(Jl

piatel?

lnlt - 1
"No bulleta"

WOnl y 1 bullet"

* 2
U15e as an index
fetch l!5b
and
msb of text addr
print text

• suit?

LKLK,X

~~~~~~

~~~g5kx

RDLOOP
IMPOSS

LOA BULLET
BNE PXl!I

PRINT T:52
BNE LKX

PRINT T:51
BNE LKX

CMP .32
BNE LK3

CMP 1I21
BNE LK4

LDX BLON
BNE OISHOW

LDA MLAT
LOX MLON

STA LATSHOW
STX LONSHOW

PR I NT T:53 I .. X
POSITION 17,9

JSR ZFRl!I
LDA LATSHOW
STA FR0
JSR VPRINT

PRINT T:54 I "V
J~~S~~~gN 17,10
LDA LONSHOW
STA FRill
JSR VPRINT
BNE LKX

LDA SUIT
BEQ ESl!I
JMP SEEMSORD

JSR ROOMSPACE?
BEG ESI
JMP ROOHFULL I "Not enouoh roo~ h.r •. "

PRINT T35 J "Found .o.ethlnQ~M

LOA .33 I key
STA SUIT
LOX ROOMPOB
STA CUROBJS,X
JSR SHOWVIS
JMP BOODPARSE

ASL A
TAX
LOA
INX
LOV
JSR

JMP eOODPARSE I and e.'t

EXAM TEXT LOOKUP TABLE

LDX .9

CMP
BEG
DEX
BPL
JMP

JMP DOLO OK

.NORD T36,T64,T34,T38

::g~g ~~;:+~::~~::~~:
.WORD T34,T34,T39,T34
~WORD T37,T34,T34,T46

:=g~g i:~:t~::+~;:ij~
::g~g i~::i~::ij~:+j~
::g~g i~~:+~::i~j,T49

READ

::~~~ ~3~~~~~~~3~~31

I
; Ex •• lne piatol
I
EXAMPIST

ES0

SHOWMD

I
I
I
LKLK

ESI

I
• EKamlne .uit
I
EXAMBUIT

I
LK3

I
LK2

LKX

;
LK4

DISHOW

REAOOK

PXl!I

I
I
I
DOREAD

RDLOOP

I
; READable nouns

~EADS

,t?

is it in room?
if not,

captain?

di.play?

scan to end
of room
r.turn NZ statu"

::~l!z~~~m'~~~U1l

, skip t'Bt Object

INROOM?
LOOKOK
NCODE
~~~~6~ ; do you have

NOTHERE I Quea. not

OBJECTB,X
RN18A ; found a blank!

U13
RNIB

UIlI9

.~ , st.tu. In

~~~~NS xJJU~;;n:~:~{on m.trix

~~~~CT~ ~ :n~a~~~:ct
ROOMINlb? J find roo~
ROOMPOB I for p1.tol
1I21 I and
OBJECTS, X I drop 1t 1n 18
D17B

.lot In room 18

LDA NCODE
CMP .9
BNE LK0

eMP .22 I tIlQv.abl.?
BCS DRM
JMP I MPOBS

CMP .2B I rIlask?
BEQ BODROP
CMP .32 I .uit?
BEQ BODROP
CMP .42 I unit?
BEQ BOORAB
JMP BESPEC

JMP DOTAKE

JMP DODROP

LOOK/EXAM
---------

CMP .17
BNE LK2

JSR
BEQ
LDA
JSR
BEG
JMP

LDA
BMI
INX
CPX
BCC
TXA
RTB

STX ROOMPOS
LDA 1Il/)
RTS

LOX
STA
STA
LDX
STA
JSR
LDX
LDA
STA
BNE

I
LKI

ECl/)

LDA PLACE
CMP *11 , ~l •• il. room?
BEG SHOWMD
LOA SLAT

I
J S~arch captain
I
EXAMCAP

. LDA CAPTAIN
BEG EClil
JMP SEEMBORD

JSR ROOMSPACE?
BEG ECI
JMP ROOMFULL

LOOKOK

C"P .1~ ; g.uoa7
BNE LKI

I
LK0

I
, Read navigation d1.pl.ys
I
READISP

PRINT T3~, "Found aom.th1nO!W
LOA .24
STA CAPTAIN
LDX ROOMPOS
STA CUROBJS,X
JBR SHOWVIS
JMP OOODPARSE

ECI

I
1 Re~d depth O.uO.
;
READOAUOE

JSR ZFRl!I
LDA DEPTH
STA FRl!I
JSR VPRINT

PRINT T~~ I MFathomw w

JMP OOODPARSE

RN1BA

BOBRAB

BODROP

I
I
I
DOLOOK

RNIB

I
I REMOVE
J
DOREMOVE

DRM

J
, Find empty,
ROOMIN1B?

LDX

I lnlt • 0'

i update traitor

RQOMPOS ; get Object po.ition

En~~~~9 ~ :n~l~~vl~o~~tlon
HOLDINeS,Y ••dd to inventory
•• FF
CUR08JS,X I l •• ve a bl.nk slot

SHOWVIS I show room
SHOWINV I .nd inventory
POKAY 1 don&~

LDA UNIT
BNE 0178
LOA .3B

LDX
LDV
LDA
STA
LOA
STA

JSR
JSR
JMP

JSR ROOMIN18? ; .pace in room is?
SNE DOt ; no - drop it 1n 17
LOY INVPOS .. oet inv position

~g~ ~g~~i~~sfva~dpY~k ~~ 1~~: 18
STA OBJECTS,~ , and put 1n 18
LOA •• FF ; cIgar inventory
STA HOLOINGS,Y , slat

PRINT T68 I Ult falls down the pip&"
LOA NCODE
CHP *42 • drOpped the unit?
SEQ OROPUNIT I .peel.l IlandlinO

JSR SHOWVIS
JSR SHOWINV
JMP BOOOPARSE

LDA '7 I power c.ble
JSR INROOM?
BNE DT3B

PRINT T63; "Connected to cable"
JMP BOODPARSE

J9R INVSPACE? ; .rmg full?
BEG OT4
JMP ARMSFULL

LDA NCODE
eMP 120 • bolted unit?
BNE DT3
J~~I~~OD~=Aa~ KBol~. are tlQnt & ruaty"

eMP .42 I free unit?
BNE OT3B
LDA PLACE ; roo~ 07
BNE OT3B
~g~ ~~~IT? I got wrench?

BEG OT3A
PRINT Te0; MBolts wonOt let you"

JMP BOOOPARSE

D17B

OT3B

OT3A

I
I
I
DO DROP

SHOWALL

DT4

DT3



(Xl

(j)
(j)

c
m

»z»
r
o
GJ
o
o
s:
IJ
C
:j
Z
GJ

IJ»
GJ
m
c.n
---J

fit"

timer

nothlnQ you can carry
Ie unacre ...able

.1ready
holdlnO
it?
if not, set
to 8 eventa

*29 • do you have
ONNIT? I the knife?

~~~4 ; ~~~~h
~~ROBJS : ~~~ect

NTRANS,X • tr~n.l.tor tAble.
*17 • op.n .outh w.11 to
CURYECTTl • room 17
INEX IT

LDA
JSR
BNE
LOA
STA
LOX
STA
LOA
STA
BNE

LOA BREATH
BNE oHLol
LOA II"
STA BREATH
STA BHOLo
JI1P POKAV

JI'IP ALREADV

UNLOCK

JSR OllNIT?
BEQ INSlII
JI'IP oONTHAVE

LOA NCOoE
CI1P 11210 I card?
BNE INSl

PRINT T72 I "try examlnlnQ thlnQ."
JI1P BOOoPARSE

CI'IP 1124 ,Io?
BEQ INB2

JI'IP BESPEC

LDA PLACE
C~P _19 I room 197
BNE INSX
LDA *39 • update object
STA CUROBJS I matrix
LOX .6 • and
STA NTRANS, X • translator
LOA *21 • open south wall
aTA CURVECT+l I to room 21

JSR SHOllVIS
JSR SHOWVECTS
JI'IP POKAV

LOA UCODE
C~P .38 , breath?
SEQ oHL00
JI1P BESPEC

LDA .22 ; vcrewdriv@r?
JSR OWNIT?
BNE UNSX

PRINT T73, "Blade'. too tiny"
JI1P BOODPARSE

JI1P EASIER

HOLD

LDA 1133 I key?
JSR OWNIT?
BEQ UNL0
JI1P EASIER

LDA NCODE
JSR INROOl1?
BEQ UNLl
JI1P NOTHERE

LOA NCOoE
C~P _1 ; locked door?
BNE UNL2

PRINT T1~. "Key doe.n-t
JI1P BOooPARSE

INEX IT

INS0

INSX

INS2

INSl

UNS4

C"P .3 • cl0.ed orat.?
BEQ UNS3
JI1P II'IPOSS

LOA NCODE
CI'IP 1120 I bolted unit?
BNE UNS2
JI1P DO TAKE

UNS2

UNLl

DHL00

UNSl

UNS3

UNLlIl

UNSX,
I
I
oOHOLo

UNS0

DOINSERT

DHLol,
I

bOUNLOCK

J
, UNSCREll
I -------
DOUNSCREW

JSR INROOl1?
SEQ UNS0
JI'IP NOTHERE

LDA UCOoE
CI1P 1124
BCC UNSl
JI1P llHVBOTH

door?

do you hava
the pistol?

c.an"t be OPENed
If NCOoE > 10

mark hatch .s Opened
chano. in current object.
open pAth to
J room 4

"Lock 1. very secure"

CI'IP III
BNE OP3

PRINT Tb4
BNE OPX

LOA 1121
JSR OWNIT?
BEQ SHT0
JI1P EASIER

LDA NCODE
JSR INROOl1?
BEQ SHTI
LOA NCODE
JSR OllNIT?
BEQ SHTI
JI1P NOTHERE

LOA BULLET
BNE SHT3

PRINT T52; "No bulleta"
JI1P eOODPARSE

POSITION 12,11
L~:I:~22TBl J "Conoratulationsl"

STA Sol1CTL

JI1P SOLVED

JMP NOTHAP • "NothlnO h&pp.n ....

OPEN

CI1P III.
BCC OP0
JI1P II1POBS

JSR INROOM? • i. it here?
BEQ OPl
JMP NOTHERE J nope

~~~ ~~4 I Qrat&?
PRINT T38' "Screwed In pl.c.·'

BNE OPX

C"P .~ • airlock?
BNE OP~

PRINT T23' "Can't do that yet"
BNE OPX

C"P .34 • open hatch?
BEQ ALOPEN
eMP .3~ I open door7
BEQ ALOPEN
CMP .37 5 open Qrate?
BEQ ALOPEN
C~P .39 J op.n airlock?
BNE OPb

PRINT T65' "Already open!"

JI'IP GOODPARSE

JI1P II1POSS

SHOOT

LOA NCODE 'hatch?
BNE OP2

LOA 1134
STA HATCH
STA CUROBJS
LOA 114 ,
STA CURVECT+~

JSR SHONVIS
JSR SHONVECTS
JI1P POKAV

PRINT T4~, "BANB~"
LOA 110
STA BULLET
LDA NCOOE
eM? .1 ; Locked door?
SNE SHOOT X

PRINT T71 I "Lock destroyed lM

LDA *35 I chanO. door .t.tu~ In
r~~ ~~ROBJS : ~~aect matrix
STA NTRANS,X I In the
INX • tr~n.l.tlon

STA NTRANS,X I table
LDA .3 I open west "'.11
STA CURVECT+3 ; to room *5
JSR SHOWV19 I show door eh.nOe
JSR SHOWVECTS I and new vector

J.,p GOODPARSE

INSERT

OP:\

OP2

ALOPEN

OPX

OPb

I
I
I
oOSHOOT

OPI

OP3

OP4

OP0

HOPEN

SHOOTX

SOLVED

SORRY

I
I
I
DOOPEN

SHT0

SHTl

SHT3

white button?

slIver button?

-Sub levltts off"

gold button'?

"Sub dives!"

• 1

active Scanner

blank scanner

• red button?

PUSH

LDX RED
BEQ REDON
LDA Ill!
STA RED

PRINT T~"
BNE REoX

INX
STX RED

PRINT Tb0

JI1P BOOoPARSE

LDA OBJECTS~l , check cabl_
CI1P 117
SEQ ONGREEN
JMP NOT HAP I -NothlnQ happens"

STX BREEN
LDA 1131.
BNE SCANNER

LDX 113
LDA BREEN
SEQ SCANON
LDA Ill!
STA GREEN
LDA 112

~~: ~~~~~~~X
JSR SHONVIS
JI1P BOODPARSE

CI1P U2
BNE oPH3

Handle gold button

LOA I1LAT
CLo
CLC
AoC liB
STA I1LAT
JI1P SHOWl1o

CI1P 1113
BNE oPH4

CMP tt14
BNE SORRY

LOA I1LON
SEC
CLo
SBC liB
STA I1LON
JI1P SHOWI1D

H~ndle 5ilver button

CI1P Ul
BNE DPH2

H~ndle red button push

JSR OllNIT?
SNE DPH
JI1P llHVSOTH

LDA NCODE
JSR INROOl1?
SEQ DPH0
JI1P NOTHERE

LDA NCODE
eMP .10 , gra.n button?
SNE DPHI

Handl~ O~e.n button push

,
DPH4

I
oPH3

I
; H~ndle white button,
PUSHNHITE

LDA I1LAT ; mi •• lle •
CI1P SLAT I ~ub?
BNE SORRY
LDA MLON • ml~.lle ~
CI1P SLON I ~ub?

BNE SORRY
LDA SWITCH J ~15S11. armed?
BEQ SORRY
JSR NEWSCREEN
LOA 1114
STA COLOR2
STA COLOR4
LOA 110
STA COLORl

;
oPH2

REDON

REDX

ONBREEN

I
DPHl

SCANON

OPH0

SCANNER

DPH

I
I
DOPUSH



CUTIT
LDA 4141 , ••vered
STA CUROBJS'"
LOX 4IS
STA NTRANS,X
LOA 412 I blAnk ticanner
STA OBJECTS+42
LDX 41:3
j~~ n~~~~,x

DCT2
JMP EASIER

I
I POUR
J ----
DOPOUR

J5R OWNIT?
BEQ OPR
JMP OONTHAVE

OPR
LOA NCODE
CMP 41:30 I shampoo?
BEQ OOSHAM
JMP IMPOSS

DOS HAM

I
BOOOPARSE

JSR BEEP
JMP NEXTEYENT

U5
(j)

C
m
(Xl

»
z»
r
o
G)

(")

o
S
""0
C
---i
Z
G)

""0»
G)
m
(Jl
(Xl

ltne .ddr

pOint to "E:"

silence!

disable BREAK key
~nd return

IOCB 4Ie IE:)
CLOSE coaunand

••t .y.te. to 16K

allow r8~d/wr1te

clear l ... t key

dlst/vol • 10

h10h tone

dt.able system cursor
• 2
fi)( marQin

.11 color. bl~ck

:5 jlffl ••

I do the OPEN

I e)(cept te)(t

I alam!

J low tone

~lth n.~ RAM a1z.

E: aQ .. tn
zero this byte
OPEN cotatl~nd

4I.4e
NMIEN
RAMTOP

4Ie
ICAUX2
413
ICCOM
41 <EADR
ICBADR
41 >EADR
ICBADR+l
4I.0C I
ICAUXI
ClOY

PCOLR0,X

COL OFF
4114
COLOR 1
41.74
COLORe

411
CRSINH

L"ARGN
41'70
POK"SK
IRQEN

~e~~~~tX I I.b of

~e~~~~t~,J ~.b of addr
.24 , cle.r 2~ characters
4Ie

INIT SCREEN

X-poa 1n X, V-po. 1n V.
~~~~:~~~-~~~~~-~~~:~~~

LDA 412:5
BNE BTONE

LDX 4113

ST~ COLCRS
STY ROWCRS
RTS

AUDIO PROMPTS

LOA 4Ie
STA DMACTL
STA SDMCTL I .nut off ANTIC
STA GRAFPe
STA GRAFPl
STA BRAFP2
STA GRAFP3 l blank out border •

5~~ ICLPOINTl, Y
BPL CLLOOP
RTS

LDX 4Ie

LDA
STA
LOA
STA
LDY
LOA

LDA 4Ilee

STA AUDFI
LDA 4I.AA
STA AUOCI
LOA 4Ie
STA RTCLOK

LOA RTCLOK
eMP 4I~

BNE SOUND
LDX 4Ie
STX AUDCl
DEX
STX CH
RTS

STA
DEX
BPL
LOA
STA
LOA
STA

LDX
STX
INX
STX
LOA
STA
STA
RTS

Re-open E:

LDX
STX
LDA
STA
LDA
STA
LDA
STA
LDA
STA
JSR

Clo•• IOCB 410 IE:)

LDX 4Ie
LDA 4I'0C
STA ICCOH
JSR CIOV

I
I
I
NEWSCREEN

LDA
STA
STA

CLLOOP

I,
I ENTRY:
I
POSIT13

POSIT

SOUND

I
SOOP

BTONE

I
I ERASE A STATUS LINE
I -------------------! ENTRY: T.. rll"t !In. Ie-IS) In x.
ERASE

I

COL OFF

I,
I
BEEP

"NothlnQ happ.n~."

"DoIIBn"t help."

MTh~t·. l~po~siblR."

"E.sler .~ld than done"

"Why bother?"

"You don"t have it."

"S.ems ordln~ry."

"It i.nOt here."

"You already hava it."

"You can"t do that yet."

"Not enouQh room here."

"Vou"r& carryino too much~"

"Be more specific."

; • .ave A.

X
and
V r"eQl'"ter~

DL!COL • fetcft color index

g5~~~~~x'.f:~~hc~~;o~O~~~pe
WSYNe I walt for .can
COLPF2 J chang. color

g~~~~~ : ~~~~~;·r~~&:hape

restore Y,
X
.. nd
A ,..eOlsters
bACk to 3&1011n.

DLI ROUTINE

PHA
TXA
PHA
TYA
PHA
LDX
LDA
LDY
STA
STA
STY
INC
PLA
TAY
PLA
TAX
PLA
RTI

JSR BOOP
JMP PARSER

SUBROUTINES

.BYTE '7e,'6e.'7e,'6e,'7e"ee,'60

. BYTE .00,_00,$00,$00,$00

.BYTE ,e0,'00

PRINT MACRO SUBROUTINE

LDX 4Ie I IOCB 4Ie IE:)
STA ICBAOR , lab of str1no &ddr
STY ICBADR+l • mab of string .add,.
LDA ••09 'PUT LINE commend
STA ICCOM
LOA 4I.7F
aTA ICBLEN 'lab max string length
STX ICBLEN+l , l1\sb (,,)
JMP ClOY

I
I
I,
I
I
OLI

I
I
I
• ENTRY: Addr of EOL-terminated str1nO
; 1n A/V reoister. (LaB/MBD).

~PRINT

I
BADPARSE

bCOLS

CURSES

CURSOR

PRINT T17 I
BNE BOOOPARSE,

NOT YET
PRINT T2:3 I

SNE BOODPARSE
I
SESPEC

PRINT T26 ;
BNE BOODPARSE

I
ARMSFULL

PRINT T24 I
.BNE BADPARSE

I
ROOMFULL

PRINT T2~ ,
BNE BADPARSE,

NOT HERE
PRINT T22 I

BNE BADPARSE
I
ALREADY

PRINT T21 I
BNE BADPARSE

I
OONTHAYE

PRINT T27 I
BNE BADPARSE,

NOHELP
PRINT T32 I

BNE BOOOPARSE
I
WHY BOTH

PRINT T33 I
BNE BOODPARSE

~EEMSORD
PRINT T34 I

SNE BOODPARSE,
NOT HAP

PRINT T:56 I
SNE BOODPARSE

;
EASIER

PRINT T~e

C"P 16 , locked switch?
BEQ UNL:3
JMP IMPOSS

LDA .40 • unlocked
STA CUROBJS
LO~ 417
STA NTRANS,X
STA SWITCH
JMP INEX IT

CUT

JSR INROOM?
BEQ DCT0
JMP NOTHERE

LOA NCODE
C"P .7 I hummer?
BEQ DCTI
JMP IMPOSS

LDA 4I2~ I cutter5?
JSR OWNIT?
BNE DCT2
LOA BREEN
BEQ CUT IT
JSR NEWSCREEN

POSITION 9,:3
PRINT T76, "A jolt of hlQh volt"Q."

JMP KILLS

CMP 4I2B I m...k?
BEQ WEAROK
CMP 41:32 • ..ult?
BEQ WEAROK
JMP IMPOS8

J"P OOTAKE

JSR OWNIT?
BNE DOL
JMP WHYBOTH

~g~ ~~~'T? I Qot the sh ..mpoo?
BEQ DOLI

JMP EASIER

LDA NCODE
JSR INROOM?
BEQ DOSHAM
JMP NOTHERE

WEAR

LOY INVPOS i remove
LOA ••FF I shampoo from
STA HOLDINBS,Y , lnv.ntorr

PRINT T44 i hSh.mpDo al u ••d up"
LDA *20 I 1. belted unit
JSR INROOM? I n.arby?
BNE POURX I nope
LOX ROQMPOS • elsG chAnall to
LOA .42 I free unit
STA CUROBJS,X
LOX .22 J patch
STA NTRANS,X • tran51~tion

INX • table
STA NTRANB,X

JSR SHOWVIS
JSR SHOWINV
JMP BOODPARSE

LUBRICATE

I,,
OOCUT

UNL:3

UNL2

OCT'

OCT0

WEAROK

lMPoss

DOL

I
J
I
DOLUBE

POURX

;
DOWEAR

DOL0

DOLI



Scr•• n out nu~b.r•• p ••• EOL and BS

JSR BOOP ,razz us.,.. And
J"'P GETKEV I try aQatn

I
, Look for 111.0al key.
I
LEGAL?

,
J H.ndle A bad k.ypr •••
I
BAOKEV

arab screen byte
mav. to upper 11ne

print character
n&wt position

end of lin.?
not yet - oat another key

......rn1nO razz

~ust have an EOL

or a backsp.ca

insist!

:~~~i~¥fE~ursor
and "end EOL

TOSUFF

; tr.nsfor~ byte, and
; u•• a. an index

SCREEN+4~3,Y 1 re.tor. oriOinal value
•• 1F ,cle.r bits 5-7

~~l~~~:~ : ::~3·t~i~~fi~~· table
• III
BCREEN+493,Y J cl.ar r ••ponse 11n.

SCREEN+493,Y
2CREEN+4~3,V

A
A
A
.3

SETCIO
CIOV
LENGTH
LENBTH
.24
REST

IN"'EOIATE VBI ROUTINE

LOV .24

CLC
LOA
STA
ROL
ROL
ROL
ROL
AND
TAX
LOA
AND
ORA
STA
LDA
STA
OEV
BPL
RTS

JSR BOOP
JSR 6ETKEV
C",P .EOL
BEG BOTEOL
CNP .S7E
BEG BACKS
BNE BETLAST

JSR
JSR
INC
LDA
C"'P
BCC

JSR SETCIO
STX CURSEN
JSR CIOV

CLD
LOA COLCRS
ASL A
ASL A I times 4
CLC
ADC 146 I plUS 4B
STA HPOSPIil I us. ... h-po&

Don·t blink cursor If a key
is beinO pressed~

LOA SRTI"'R I " • no pre••
BEG BLINK?

LDA .'FIIl
STA CURSOR
STA CSHAPE I force cursor on
LOA 'b" I for .t 1••• t
STA BLINK I 1 ••cond

I
BLINK?

LOA CSHAPE
DEC BLINK I next jii-i-y
BNE VEX IT I don"t blink until III

Blink the cur.or

LOV .3e
STY BLINK I reset titler
EOR .sF" I i-lip th. cursor .hap.
STA CSHAPE I .nd .ave it for lat.r

VEXIT
BTA CURSOR I plot the cursor'"
J"'P SVSVBV , ...yonara

I
I
I
1 Position. and blinks cursor,
1 r ••ets DLI color indew
I
1"'t1VBI
I
1 Re•• t DLI color indew
I

LOA .e
STA DLICOL

Okay to update cur.or?

LDA CURSEN I if enable flaO a 0,
BEQ VEXIT 1 don·t redraw cursor

Calculate cursor X-position:
XNEW g ( XOLD * 4 ) + 48

OISPLAV EVENT COUNTER

I
1 convert screen byte. to ATASCII
J and ~ov. to INLINE
I

TOBUFF

I
; EOL recleved
I
BOTEOL

I
: Too ~.ny char. in li".~

GET LAST

ra~~ us.r and
try .Oa1n

if 1st char of 11n.
E~Qnal ."""'01'"'

let cIC do backspace
if lenath.",
handt ••• l.t char
81 •• continua

: ?~·~t~~o;~·~o~~yCQde

: ~;~:.:~~~~ complete
,'no - wend to scr ••n

13, 12

turn on P"G cur50r
clear key

~:~~hl~n:e~~g~;h
first char not be
it 'p"CIIT
.. b.ck.p~ce

01'"' .n EOL

~~~~~~~:i~~,<~~~~~~~~~i3~S~~~~~~~~2~~~C~;~~~~~~2'13
<SCREEN+333, <SCREEN+373, <SCREEN+413, <9CREEN+4~3
<SCREEN+4'13, <SCREEN+~33. <SCREEN+~73. <SCREEN+bI3
<SCREEN+b~3, <SCREEN+b'13, <SCREEN+733

~~~~~~~:i~~,>~~~~~~~;~13~S~~~~~~~;2~~~C~;~~~~~;2'13
>SCREEN+333. >SCREEN+373, >SCREEN+413, >SCREEN+4~3

>SCREEN+493, >SCREEN+~33, >SCREEN+~73, >SCREEN+bI3
>8CREEN+b~3, >SCREEN+b93, >SCREEN+733

INPUT LINE

SbC,S6A,S3B,SSA,SSB,S68,'2B,S2A
'bF,'8e.'70.'7~,'9B.'69.'2D,'3D
S76.SS0,Sb3,SeC,SeO,S62,S7B,S7A
'34,'8e,'33,'36r·lB,'3~,'32.'31
'2C,'2~.'2E,'6E,'80.'6D,'2F.'81
'72.'88.'6~,'79.'7F,'74,'77,'71
'39,.ae,'3~,'37,'7E,'38,'3C.'3E
'66,$68,464,480,482,'67,$73;461

FETCH

INTERNAL CONVERSION TABLE-------------------------
.BYTE S2e,S40,S00,'60

V-OFFSET TABLES

CLO
LOX .24
LOA .SPACE

STA INLINE,X
DEX
BPL CL1NL

POSITION
LOX .'FF
STX CURS EN
STX CH
INX
STX LENBTH
JSR 6ETKEV
C"'P .SPACE
BEG BAD ONE
C"'P .'7E
BEG BAOONE
C"'P .EOL
BNE PUTl

JSR BETKEV
C"'P .EOL
BEG 60TEOL
Ct1P .S7E
BNE PUTNEXT

DEC LENBTH
B"'I BADONE
JSR SETCIO
JSR CIOV
LOA LENGTH
BEG BETONE
BNE REST

.BVTE

.SVTE

.BVTE

.BVTE
,BVTE

.BYTE

.BVTE

.BVTE

.BVTE

.BVTE

.BVTE

.BVTE
,BVTE
.BVTE
,BVTE
.BVTE
,BVTE
.BVTE

Th ••• two tabl •• contain th~

7;:~~t~~.a~~~::~ i1n:a;~d~~:;U: l~~~
LADRSL hold. th_ LSB., LADRSH the "'SB••

JSR SETCIO I to E:
JSR CIOV
INC LENBTH

CLINL

JSR BOOP
Jt1P BETONE

I
1 Handl. bad first ChAI'"'.ctftr
I
BAOONE

LAORSH

I
I
I
INTATA

I
• e.t first character of line
I
GET ONE

I
I
I
BETLINE
I
• Cl ••r line input buffar
I

I
I
I
I
I
I
I
I
LAORSL

I
I Handle a backspace
I
BACKS

I
I Print tat •• t ch.,.. ..ctar
I
PUTNEXT

I
: eet r •• t of input line

REST

I
1 Print t.t char
I
PUTI

, We us. our own table becaUse ~he
I location of the RO~-b••od table v.rles
; dependlnO on which computer yOU hav•.

ATABCI

H.ndl.,.. ..

tick!
click iraq

~~:~~lIb~~~y
RETURN?
4in. by Ma

~~e~·~:;It?

I .ave key for lat.,..

re•• t kay
bit 6 or 7 set?
nope

: ~~t ~~~.~.~~.p .c&nn1nO

, convert to upp.r c •••

PRINT Tilil
RTB

KEVBOARD INPUT HANDLER

J 128 tl •••

RTs I ATASCII cod_ In A

ILLEGAL KEVS

PRINT T'1
RTB

·WHAT" BAR

LOA CH
C"'P .sFF
BEG GETKEV

C"'P .SPACE
BEG CLKI
C",P .EOL
BEG CLKI
C"'P .t7E
BEG CLKI
C"'P ....

BCC BADKEV
CLO
SEC
SBC .f2111

TAV
LOX .SFF
STX CH
AND .tCIll
BEG LEGAL?

.BYTE $Ie , ••cape

.BVTE t2C I t .. b
,BVTE t27 I .. t ..rt
.BVTE S3C I cap'
.BVTE t3b I <
.BVTE t37 I >
· BVTE tlilF ,.
.BVTE f2' ,
.BVTE '1l2 I
.BVTE t22 I
• BVTE '2b I I
• BVTE flllb '+
• BVTE Slll7 I.
.BVTE SIllE ,-

ATASCII CONVERSION TABLE
------------------------

TVA , r.atore keycode
LOX 1I13

C"'P ILLE6AL,X
BEG BAOKEV I rAZZ tf tll_Qal k_y
DEX
BPL KLOOP

3Rt ATASCl1 equivalent

LOA ATASCI,V

These routine. are b•••d 1n part on
Steve Howard-. "Alternative KerbO&rd
(ANALOG Co.putlnQ .1~, pp. '1b- 1113).

FETCH A KEVPRESS

KLOOP

I
I Click the .peakar
I
CLKI

LOV .s7F
STY CLICK

CLK2
LDV CLICK
STY CONSOL
LOX .S

DELAV
DEX
BPL DELAV
DEC CLICK
BPL CLK2

,
, BLANK BAR, ---------BAR

,
I,
SAVWHAT

I
I Analyze keycode,
ANALVZE

,
I,
ILLE6AL

,
I
I
I
I
I,
I
I
GETKEV



OJ

(j)
(j)

c
m

»
z
»
r
o
(j)

o
o
$:
-0
C
::j
Z
(j)

-0»
(j)
m
0)
w

~t~g~FF>, Y
4I.7F
(INBUFFl, Y

4IEOL
(INBUFF), Y
INBUFF
INBUFF+I
EPRINT

~S~g~~g~kx
CURVECT,X

102
lt1
BULLET I 1 bullet
:~~CE . stArt in ••cap. tube

"LAT
.168
"LON

DEATH

LOX "37

LOA 41 <FILE
LOY 41 >FILE
J"P POINT

LilA 41 <CAoR
LOY .. >CAoR

LOX 41.10
~~: ICBAoR,X

~~; ICBAoR+I,X

I NIT DATABASE

LOX 41.10
LOA 4112
STA ICCO",X
J"P CIOV

POINT TO FILENA"ES

POSITION 18,:5
PRINT T63' ·'kill. you instantly!"

POSITION 24,7
PRINT T66 I "YOU ARE DEAD"

J"P STARTOP

CLOSE IOCB 411

STA
STA
8TA
oEX
BPL
LDX
STX
STX
LOA
STA
LOA
STA

JsR IFP
JsR FASC
CLO
LOY 4I.FF

INY
LOA
BPL
AND
STA
[NY
LOA
STA
LilA
LOY
J"P

TXA
RTS

STX ROO"POS
LOA 4111
RTS

PRINT INTEGER IN FR0

102
LOX .:5

Cl.&~ workinQ arrAy.

TPOINT

Clear vector/object mAtrlK

LOX 4Ie
LOA 4I.FF

I
I
I
OPOINT

I
I
I
VPRINT

STA OBJECTS,X
STA VECTORS,X
INX
CPX 41132
BCC 101

100

101

STA EVENT,X
oEX
BPL 1011

I
I
I
KILLS

iNIToATA,
J Set status fl&Qs
I

LOX .1'1
LOA 410

: Inlt tranl.tion t.bl.
I

103

VLOOP

POINT

I
I
I
CLOSEI

DEATH

FOUN02

4I.FF

POE X
HOLOINGS.X
SHI2
ANY?

OBOLS,X

~~~~~tX

4I.FF

POE X
CUROBJS,X
SHV2
ANY?

OBOLS,X
~~~~~tX

SEARCH ROO"

SEARCH INVENTORY

LOX 41:5

C"P CUROBJS,X
BEQ FOUN02
oEX
BPL IRLOOP

LOX 41:5

C"P HOLoINBS,X
BEQ FOUND
oEX
BPL OLOOP
TXA
RTS

STX INVPOS
LOA 410
RTS

LOX PIlEX
INX
CPX 416
BCC SHI I
LOA ANY?
BNE SIEXIT

PRINT T28 I "Nothlnll"

RTS

"OKAY" PROMPT

JSR CLINV
POSITION 13.13

LOX 4111
STX ANY?

STX
LOA
B"I
INC
TAX
LOA
LOY
JSR

JSR CLWH
PRINT T20' "OkAy"

J"P BOOoPARSE

LOX POEX
INX
CPX 416
BCC SHVI
LOA ANY?
SNE SHEXIT

PRINT T2B I "Nothlnll"

RTS

OISPLAY INVENTORY-----------------

LOX 413

JSR ERASE
INX
CPX 41'1
BCC CLVIS

POSITION 13.3
LOX .11
BTX ANY'?

STX
LOA
B"I
INC
TAX
LOA
LOY
JSR

LOA ANY?
BNE VECTEX

~~¥~~IO~611~,!Non."

RTS

.SBYTE "NSEWUIl"

DISPLAY ROO" OBJECTS

INROO"?

IRLOOP

I
I
I
INVSPACE?

LOA

I
I
I
ROO"SPACE?

LOA

OWN IT?

OLOOP

FOUND

SHII

SHI2

SIEXIT

I
I
I
POKAY

SHEX IT

I,
I
SHOWINV

VECTEX

SHV2

I
; Vector initial.
I
VNA"ES

SHVI

I,,
SHOWVIS

CLVIS

convert to floatina point
then to ATASCII

I ~ov. 3 chars ~aKl~um

, tnit loop index

EVENT
FRil
EVENT+I
FRIl+I
IFP
FASC

.. .,
EBUFF
EBUFF+I
EBUFF+2
_EOL
EBUFF+4

CLEAR WINDOWS

LOX .13

JSR ERASE
INX
CPX 411'1
BCC CLlNVI
RTS

R~:INT TI3 I "Syntax:"

LOX 4I.IIB
STX ICCO"
LOX 4111
STX ICBLEN
STX lCBLEN+l
RTS

SYNTAX ERROR

LIlX .3

LOY ••FF

LilA
STA
LilA
STA
JSR
JSR
CLD

LilA
STA
STA
STA
LDA
sTA

5~: ~i~:UFF);Y•• t m.b
5~~ EBUFF.X I put In EBUFF

DEY
BPL TOEB

Di.play content. of EBUFF

POSITION 33.11
PRINT EBUFF

RTS

SET CIO TO PUT CHAR "ODE

VSKIP

sVL

I
J DISPLAY ROOM VECTORS
I --------------------SHOWVECTS

LOX .2
JSR ERASE
LOY .11
LOX 4111
STX ANY?

LOA CURVECT.X
B"I VSKIP

~~: ~~~~~~~kY
INC ANY?
INY
INY

INX
CPX 416
BCC SVL

CLlNVI

I
I
I
, What Happens ~tndo"

I
CLWH

I
I
I
SYNERR

I
I Ch~nQ. ~ to lnvers. video and
i maVR to EBUFF .
I

TOEB

I
I
I
SETCIO

I
I Inventory wlndow
I
CLINV

INY
LDA (INBUFF),Y J check character.
BPL FINIlE

LOX 41'1
JSR ERASE
INX
JSR ERASE
LOY 41'1
J"P POSITI3

I
, Determine t.noth of number
I

FINDE

I
, Convert event. to ATA8CII
I
ECON

SHOWEV
I
I Initialize EBUFF
I



Intt object m.atriK

LDX .31

I
, Tr~nslator d~ta

I
TRANS

~~g:, ~~g~. ~~g~. ~~g~. ~~g11l >~~gl1
>RDl~. >RDI3, )Rb14, )flOl:5, >flDI6. )RD17
)RDI8, >RD19, >RDZ", >RD21

~~g:. ~~g~, ~~g~, ~~g~, ~~gib <~~gll
<RD1~. <RDb, <RbI4. <flDU5, <ROI6, <R017
(ROlS. <RDlq, <RDZ", <RD21

TEXT "SIQn"

TEXT "Dead caotaln"

TEXT "Green button"

TEXT "Red button"

TEXT "Bold button"

TEXT "Silver button"

TEXT "White button"

TeXT "Depth OauO&"

TEXT "Periscope"

TEXT "DIQltal diSplay"

TEXT "Duct down to 4an room"

TEXT "Crew·a quarter."

TEXT "G.. l1ey"

TEXT "Ventll.tion duct"

TEXT "Pistol"

TeXT "Command stAtion"

OBJECT DESCRIPTIONS

TEXT "Mis.lle control"

TEXT "Equip~ent baV"

TEXT "Lower ml •• lle bay"

ROOM DESC. ADDRESS TABLES

TEXT "Bolted-doHn ~onAr unit"

TEXT "Fan roo~"

TEXT "Blank Bcanner"

TEXT "Slot in airlock"

TeXT "Closed orAte"

TEXT "Traltor wlth pistol"

TEXT "Closed airlock"

TeXT "Locked arming switch"

TEXT HPo~er cable"

TEXT "Navl0.ticn c@nter"

TEXT "Upper mis.l1e bay"

TEXT "Torpedo room"

TEXT "w.apons locker"

TEXT "Snower .tall,"

TeXT "Cloaad h~tch"

TeXT "Locked door"

TeXT "Tiny 5cr.wdrl".r"

TeXT "Suicide not@"

TEXT "Security 10"

TEXT "Cable cutters"

TEXT "Card"

TEXT "Wrench"

TEXT "s•• ~a.k"

TEXT "DUll knife"

TEXT "ShampOO"

TeXT "Tactics manual"

• BYTE
• BYTE
• BYTE
• BYTE

.BYTE

.BYTE

.BYTE

.BYTE
I
RDHS

ROlli!

ROIl

R012

RD13

RD14

RD1:5

RD16

RD17

RD18

RDlq

RD20

RD21

I
I
I
ROLB

OBD3fDi

OBD31

OBD32

I
I
I
I
OB00

OBDI

OBD2

OBD3

0804

OBO:5

OBD6

OBD7

OBDB

OBDq

OBD10

OBD11

OBD12

OB013

OB014

OBDI:5

OBD16

OBD17

OB018

OBD1q

OB020

OBD21

OBD22

OB023

OBD24

OBD2~

OBD26

08027

OBD2B

OBD2q

.. of nouns

" - hatch
1 - door
2 - I oc k
:3 - .c~nne"

~ : ~~:;:or
6 - airlock
7 - .wltch
8 - cable
9 - ~lgn

1" - captain
11 - Or •• n
12 - red
13 - Qold
14 - .ll"er
1:5 - .. nlte

l~ : ~:~?:cope
18 - scope

~: : ~~~~l.y
21 - slot
22 - bolt
23 - unit
24 - pl.tol
2~ - ~crewdrl"er
26 - not.
27 - 10
28 - cutter.
29 - card
3" - wrench
31 - ma.k

~5 : ~~rf.
34 - 1Ihampoo
3:5 - Inanu.,l
36 - gult
37 - key
38 - bre.. th
39 - button
40 - inventory

2~ - lubricAte
26 - Qre•• e
27 - "l!~U·
28 - QO

I total .. of "erb.

41 ; total

ROOM DEBCRIPTIONS

TEXT "Sonar sphere M

TEXT "E.cape tube"

TEXT "Ace••• tunnel"

TEXT MCilptain·. quart.r."

TEXT "Forward pa".Oe M

TEXT "Radio room M

TEXT "Lana corrldor"

TeXT "Sonar .tation"

TEXT "Ballast control"

.BYTE "HAT"

.BYTE "000"

.BYTE "LOC"

.BYTE "SCA"

.BYTE "BRA"

.BYTE "TRA"

.BYTE "AIR"

.8YTE "SW1"

.BYTE "CAB"

.BYTE "BIB"

.BYTE "CAP"

.BYTE "BRE"

.BYTE "RED"

.BYTE "BOL"

.BYTE "SIL"

.BYTE "WHI"

.BYTE "BAU"

.BYTE "PER"

.BYTE "SCO"

.BYTE "DIS"

.BYTE "DUC"

.BYTE "SLO"

.BYTE "BOL"

.BYTE "UNI"

.BYTE "PIS"

.BYTE "SCR"

.BYTE "NOT"

.BYTE "ID "

.BYTE "CUT"

.BYTE "CAR"

.BYTE "WRE"

.BYTE "MAS"

.BYTE "8AS"

.BYTE "KNl"

.BYTE "SHA"

.BYTE "MAN"

.BYTE "SUI"

.BYTE "KEY"

.BYTE "BRE"

.BYTE "BUT"

.BYTE "INV"

.BYTE "LUB"

.BYTE "GRE"

.BYTE "WEA"

.BYTE "BO

.WORD DO TAKE I 0

.WORD DOTAKE I 1
• WORD EASI ER I 2
.WORD DODROP I 3
.WORD DOREMOVE I 4
.WORD OOLOOK I :5
.WORD DOLOOK I 6
.WORD DOLOOK I 7
.WORD DOREAD J B
.WORD DOPUSH I 9
.WORD DOPUSH I 10
.WORD DOOPEN I 11
.WORD WHYBOTH , 12
.WORD BEBPEC I 13
• WORD EAS IER I 14
.WORD DOSHOOT I 1:5
.WORD DOSHOOT I 16
.WORD WHY BOTH I 17
.WORD WHY BOTH I 18
.WORD DO INSERT I Iq
.WORD DOUNSCREW I 20
.WORD DOHOLD ; 21
.WORD DOUNLOCK I 22
.WORD DOCUT I 23
.WORO DOPOUR I 24
.WORD DO LUBE I 2:5
.WORD DO LUBE I 26
.WORD DOWEAR I 27

I
• COMPOUND NOUNS
I --------------
NOUNS

I
NNN
I
I
I
I
R00

ROI

RD2

RD3

RD4

RD:5

RD6

R07

RDB

RD9

I
NV • 29
I
I VERB VECTOR TABLE
I -----------------VVECTS

2' - take
1 - Qet
2 - pull
:5 - drop
4 - remove
:5 - loak
6 - examln •
7 - search
8 - read
9 - pu~h

10 - press

~~ : ~f~~•
13 - use
14 - kill
1~ - shoot
16 - fIre
17 - break
18 - tlm••h
19 - ineert
20 - un.cr"ew
21 - hold
22 - unlock
23 - cut
24 - pour

e - North
1 - South
2 - Ea.t
'3 - We!it
4 - Up
:5 - Down

I 6 - Quit
; 7 - Save

• 8 - Aoaln

2,",4,4,2,6, 1, 1~

tb:eql~'~'~lqlg 13 12
1:5,l~,l~,16,1414,l~,14
19,15,20,18,9,9,19,11

~~~5!~~77~e7j~~~~~gb7~4
g%'~~'~i'$~:~!'~~'~;'~i2
lIb, 1 14, it 6. 117, 118, 123, 126, 130

~'~'~:~e~ii:i~~13,14
1~, 16, 1b, 17, 18, 19, 2F.J, 2"
21.22,23,24,2~,26,27,28
28,2~,30,31,32.33

ODATA,X

g~~mt~, Y

ID:5

.BYTE "N"

.BYTE "SO

.BYTE "E"

.BYTE OW"

.BYTE "U"

.BYTE "D"

.BYTE "Q"
.BYTE "X"

.BYTE "A"

.BYTE "TAK"

.BYTE "BET"

.BYTE "PUL"

.BYTE "DRO"

.BYTE "REM"

.BYTE "LOO"
• BYTE "EXA"
.BYTE "SEA"
.BYTE "REA"
.BYTE "PUS"
.BYTE "PRE"
.BYTE HOPE"
. BYTE "CLO"
.BYTE "USE"
.BYTE "KIL"
.BYTE "SHO°
.BYTE "FIR"
.BYTE "BRE"
.BYTE "SMA"
.BYTE "INS"
.BYTE "UNS"
.BYTE "HOL"
.BYTE "UNL"
.BYTE "CUT"
·BYTE "POU"

.BYTE 20,7,0~22~Blq,23,l

.BYTE 2:5,2~1~3107 1
e

16,17,31
::~i~ ~~:tB:~,~71~714~3~~b26

::~i~ ~b~4~:~3~~e~~~~~47:0.61
::~i~ $::t~~~~0~7Ii~:~i~~II:~120,126

DICTIONARY

.BYTE

.BYTE

.BYTE

.BYTE

.BYTE

.BYTE

.BYTE

.BYTE

.BYTE

.BYTE

LDA
LDY
STA
DEX
BPL
RTS

.BYTE

.BYTE

.BYTE

.BYTE

.BYTE

~~~ ~~~~~?l~x
DEX
BPL ID3

Intt vector m.trl~

LDX .3q

L.OA VDATA,X

~n ~~g6fl~ Y
DEX '
BPL ID4

I
I COMPOUND VERBS
I --------------VERBS

OSETS

I
f Object dOlt.
I
ODATA

I
I
I
I
I SINBLE-CHAR COMMANDS
I --------------------
SCaMS

VSETS

ID:5

ID4

I
, Vector data
I
VDATA
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Attention Programmers!
ANALOG Computing is interested in programs, articles, and software review submissions deal­

ing with the Atari home computers. If you feel that you can write as well as you can program, then
submit those articles and reviews that have been floating around in your head, awaiting publica­
tion. This is your opportunity to share your knowledge with the growing family of Atari computer
owners. ANALOG pays between $30.00-$360.00 for all articles. All submissions for publication
must be typed, upper and lower case with double spacing. Program listings should be provided in
printed form, and on cassette or disk. By submitting articles to ANALOG Computing, authors ac­
knowledge that such materials, upon acceptance for publication, become the exclusive property
of ANALOG. If not accepted for publication, the articles and/or programs will remain the property
of the author. If submissions are to be returned. please supply a self-addressed, stamped envelope.
All submissions of any kind must be accompanied by the author's full address and telephone
number. Send programs to: Editor, ANALOG Computing, P. O. Box 23, Worcester, MA 01603.


