DATE &b

1921( BASEBALL MASTER LOADER SCREEN’ bl
1831( MASTER LOADER SCREEN #2 ) ‘
1@41¢ MASTER LOADER SCREEN #3 )}
1e51¢ MASTER LOADER SCREEN #4 )
19681¢( MASTER LOADER SCREEN #5 )
1971( BB patterns )
1281( BE patterns )
1¢9|( BB patterns )
11@}{ BB patterns )
111{¢( BE patterns )
.'1121i¢( BB, patterns ) '
113!{( BB pattern equates -pattern index # & magic- )
114}( BB sentry definitions CHKSCRTIME , BASETAEBLE
1151( BB sentrvy definitions RESETRUNNERS 2
11i8l{ BB sentry defined routines CHKCAUGHT
117}( BB sentry defined routines 1}
1181( BB sentrv defined routines
119}( BB sentrvy defined routines THROWANIM )
120!1( BB sentry defined routines ) )
1211( BE sentry defined routines CREDARROH MLINN )
122}{¢( BE sentrvy defined routines THROWBALL , PTTEBL
123!1{( BB sentry defined routines
124 !{ BB sentry defined routines BATHIT , STARTMUSIC , SETOFTEL
125!1( BB sentry definitions BUTTONCHECK
126{( BB sentry definitions ) ( pitch control 3}
1271( BB sentry definitions INSCNHN , PP 2
1281( BB sentry definitions DOGOVER -
1291( BE sentry definitions TF 2
132}( BB sentrvy definitions TF
1311{ BB sentry definitions TFIELD , STRTBBALL , PLRSELCT. )
1321¢( BE sentrvy loop SENTRY , TERSECHK
..1331¢ BB gamestar+t call. . GS_ ) o : _
134 1( BaSEBalLL SCORES 4-3, 10-6, 5-4, etc. Y BASE @ HEX
1351¢ FOUL,CHEERS,BAT CRACK ) HEX BTABLE FOULSCORE @ VIES
1361( CROWD CHEERS & TAKE ME O0-T-T-EBE-G.) HEX
1381 BASERBALL SOUNDS , SIREN CANNON )Y HEX
14@}( SAFE , OQUT , ) HEX
1411{( MUSIC PROCESSOR COMANDS )Y BASE® HEX
1421( NOTE COMSTANTS
1431¢( MUSIC PROCESSOR IN ASSEMBLY )
1441({ MUSIC PROCESSOR AS A CODED SUBROUTINE 2
1451( MUSIC PROCESSOR CaALLS
1461¢ BB nusic calls )
1471( BB hit sector constants )
1481{( BB constants )
1491¢( BE variables)
i990i¢( BB wariables)
1511¢C BE variables)
1521( BR variables)
1531¢ infield logic loop LDINFLDPA ;
1541 BE infield logic HITDST , FHTBL , GHTBL , HTBL , HHHTEBL
1551 BE infield action by sector ) )
1561 BB infield action by sector GRNDRSTABLE
1971 BB infield action by sector GRHNDRACTION 2
1581 BE infield action GRNDRHIT , CHKCHN 2
1531( BE fence hit check does homer set up HOMERCHK ).
1621 BE infield action
181j{ BE infield action QUTFLDHIT 13
162i( BB infield action INLEG
1683!1¢ BB hit run and throw for outfield fly 3
16841( BB hit run and throw for outfield flu TAkKEOFF
15851( BB hit run and throw for infield grcunder 3
1i66{( BB hit run and throw for infield grounder
1687 !1( BB hit run and +throw for infield grounder 2

1881(

EE

who’s on which base

WHONBASEQDDS

l\.A:lJ{)fyep |

3



-

1691( BB who’s on which base WHBODDS 2

1781C BB hit logic

171}¢( BB hit logic SWHINGTABLE 7

1731( BB outfield computer control CMFOF )

174 1( BB tractor ball logic TBALLPRC )

1751( BB outfield tractor ball running alaorithm )

1761( BE out fielder animation logic )

1771( BB pitching algorithm TBALLPITCH 2

1781 ( BB shart subroutines string routines )

17391( BB short subroutines string routines )

182!( EB - BALLERASE , DOHOMER , DOEHOMER

1811( BB string routines QUTTIME ‘

1821( BB short subroutines STRIKETIME , BALLTIME , FOULTIME )
1831( BB short subroutines SCOREME , STTBL , STETEL )}

124 1{ BB s+tring routines STRINGGO , STRINGPRC )

186i( EBPE pattern tables )

1871( BB pattern tables

1881( BE pattern tables )

1891( BB pattern table matrix PATTERNS )

199!( BB op codes for plavaction defined BSRTEBL , DEACTIVATE
181}( BB op codes for plavyaction defined THHWANMESET

192!{ BE op codes for plavaction defined BLDST »?

1931( BB op codes for plavaction defined :

154 1( BE op codes for plavaction defined FLBBST

185}( BB op codes for plavaction defined OFFDST

19681( BE op codes for plavaction defined RUNDST

1971( BE op codes for plavaction defined )

1881( BB op codes for plavaction defined ) .

199!¢ BE plavaction op code OFMOTION , WAITTHRW , BELMOTION , OFTEL)
20@1( BB plavaction process OPCODECHK , LOADANM

221 1( BB plavaction process ANMSEQLOAD , PACTLOAD

2021( BB plavaction process FPATFETCH 2

231( BB plavaction process PLAYACT

211}1(C BB inning plaver intialization SETFDST )

2121 BE inning plaver intialization LSETTFCOOR )

213!¢ BB inning player intialization RETF& ; SETTFPa )

214!¢C BE inning plavyer intialization ZERORAM , SPECORaAM , LSETTF )
215!( BE plavaction loader ) )

216}( BB vectaors )

2251¢ BB play action tables )

2261( BE plavy action tables -runners- )

2271 BB play action tables fieldlogic -infielders—- 1

2281 BE play action tables fieldlogic ~infielders- )

2291 BB play action tables single plaver pitches )

23@}( BB destination delta calculation DSTCALC 2

2311¢ BB destination delta calculation )

2321 BE set destination registers from vector )

2331( BB short subroutines COMPHL COMPDE TIMEDCR BONE BZERO WUFGO )
234 1¢ BB short subroutines DIVHLEY4 INDEXH EX )

2351( BB short subroutines AUTOR1 ect. , LVRSTAT , HALKOVER
2361( BB short subroutines MULTHLEY4 , KILLOF , HaIT 3 ’
2371¢ BB short subroutines INFLDACT QUTFLDACT aALLFLDACT CMTALL
2381( BE short subroutines BLERASE , WURPHRT , CHGS , DWalT )
2391{( BB shor+t subroutines FLSHTOM FLSHTOFF FLSHWUP DOCHGS )
2421 BE short subroutines CHKFLSHSITAY 13}

24110 VGES write routines relabs , magic squates 1}

2421C VG5 write routines reloff )

24310 VGS write routines wnite )

244 1( VG5 write routines writep , WRITE 3

245{( VGS write routines HRITER

246i( VGS character routines . cpost ) .

24710 VGS character routines cpost con't. )}

24810 VGS character routines CPOST , SFOST , 3DROP 3

2491¢ VG5 character routines MFOST 2

252 1( VYGS character routines BCD+ , BCD+! )

251!{ BE wector write VHRITE 2 : R



interupt vect
interrupt C
interrupt
interrupt
interrupt
interrupt
interrupt
interrupt J
interrupt
interrupt
interrupt )
interupt main
interupt main

main wvectoring,

or erase
HKGROUNDER )
TIMER
PERSPECTIVE )
VECTOR
BATHITCHK )
BATHRITE .

OFBLCHK
BLPOSCHK

WINTBL »
)

VERASE )

BATSHING )

INTERRUPT )

does 3 vectors given [X-starting vect )

BB interupt ball and bat process )

BE interrupt ) ’ . ‘
BB interrupt call INTERRUPTS® , HMRINT , S5I1@ , SI1
BE field table dugout pattern cnline )

BE line wvector routines CHLINE , DLINE

BE line vector routines RECTAN , OUTLIMWE )

BE field write main FIELDWRT., SUF )

BE field write main FL 7 '

BE field write 2

PIXEL TAELES ) BASE® HEX

VECTOR GENERATOR )

VECTOR GENERATOR ) BASE® DECIMAL

VECTOR GENERATOR

VECTOR GEN )

VECTOR GEN - WRITE FOINT AND TEST )

COIN READING ROUTINE
BE coin routine
BE coin routine

1/0 PORT DEFINES
INTERRUFT ROUTINES

} HEX
CHK
CHK

) BASE® H

J HEX

Interrupt routines 7

VGEE
VGS

screen handeling verbs
NDUP .

)

COIN1 )
COIN1 )
EX

INTCOMMERCIAL , FILL , SCRERASE

HIGH SPEED RANDOM NUMBER ROUTINE 2
NUMBER TABLE FOR STRING DISPLAY ROUTINES
CHaRACTER FATTERN TABLE FOR DISFLAY )
CHARACTER FATTERN TABLE CONMT. 2

WED-nMall FONT
—SMalll. FOoMT
SMALL
= EMAL L

WHE-SMaLL FOMT

T
P T

CHARACTER 5
CHARACTER 5
CHARACTER £
CHARACTER 5
CHARACTER S

ET 3 BY 5 )
ET 3 BY 5§ )
ET 3 BY 5§ )
ET 3 BEY 5 )
ET 23 BY S )

DPCN CHKGMCNT
INSTRC 12

1 HEX



@!( BASEBALL MASTER LOADER SCREEN DATE 11/19/79 )
H { ¢+ BASE! } BASE ! { ; + { : BASE® } BASE @ { ; }
ZICR ." svystem verbs" 304 LOAD
3ICR ." vgs " 290 LOoaD
4i{CR ." patterns " 17 LOAD
S{—-—-7
EiCR ." HERE-" HERE H. HEX 8241 DP | DECIMAL
FICR ." BASE-~ " BASE? CR ." swvusave at 312 load 103 " CR
138
a1
19}
111
121
13}
14
151
Fm——————— Block 1903-—-—————m
@ MASTER LOADER SCREEN #2 )
1ICR ." music " 146 LOAD
ZICR ." wvariables " 147 LOAD 216 LOAD
3ICR ." pattern matrix ° 186 LOAD
41CR ," parameter control" 27e LOAD
S5ICR ." vgs write routines" 241 LOAD
ICR ." plavaction tables " 225 LOAD
ICR ." short subroutines " 233 LOabD
ICR ." dest calculation " 23e LOoaAaD
ICR .* chmp outfld contraol® 173 LOAD
12iCR ." line vector " 2580 L0OAD
111 CR " field generartor " 270 LOAD
12ICR ." who’s on base " 168 LOAD
13ICR ." run throw logic " 163 LOaD
14ICR ." hit logic " 17@ LOAD
151 —-2>
Frm————— Block 104-————~——
( MASTER LOADER SCREEN #3 )
CR ." string process " 178 LOAD
CR ." BASE- " RASE? CR ." svysave at 400 load 105 " CR

DAL RS K I 0 BECCR U R N b 0 1 B o R (U RE R I R S R e N )

PO S S SR N Y



o ——— Block 105~ ———— e

2i¢ MASTER LOADER SCREEN #4 )
1ICR ." tractor ball logic" 174 LOAD
ZICR ." infield action " 153 LOAD
3ICR ." plavaction process " 215 LOAD
4] —-—2>
SICR ." BASE- " BASE? CR ." svysave at 450 load 1@6 " CR
61:S .
71
a1
al
1@}
111
12}
131
14} .
151 '
o e o e e e e Block T DG e o e e e e
@2!1¢( MASTER LOADER SCREEN #5 )
1iCR " goin routine’ 286 LOAD
2ICR ." interupt " 2593 LOoAD
3IHEX &0@0@@ DP | DECIMAL
4!'CR ." =entry " 114 LOAD
51:5 - :
6!CR ." BASE-~ " BASE? CR ." svysave at H@@ "
FICR LT ¥EEX¥ all done ¥EX¥EX "
BICR ." HERE- " HERE H. CR . S
31:5.
1@}
114
124
131
141
154
o o e e o e e o Block 17— e e
@i BE patterns )
11BASE®@ HEX
2i{ * &5TF } B, By B, B, B, B, B, B, { § 1}
3{ : 128TF } &STF B, B, B, B, { 1}
41{ : 145TF } B, B, 125TF { ; 1}
5i1{ + 185TF } B, B, 1457TF { ; 1}
El{ : 183TF } B, B, 165TF { ; 1}
T o 243TF &+ 128TF 1258TF §{ ; 1@
Bid o ZESTF } 128TF  145TF { ; 1}
S04 2ESTF } 1435TF 143TF § : 1}
1@E 1 BERTF } 1&8TF 1a%5TF { & 1}
11 ILABLE HNOBOD @ o 2 1 2 & B, B B, B, B, E.
12ILABLE BoallPFaT 2 < o Co 2 2 o @ E, B, B, B, B, B, B, B,
T3 1LABLE UFTRI &0 C0 E2 F9 F& B, B, B, B, B,
147 LARLE DMTRI FA F& 32 18 &% B, B, B, R, B,
15 ILABLE IMRK F& B, 79 B, 20 B, -~



2! BE patterns
1/LABLE TUPIM C® 1 &2 1D 283 D B2 D 8@ F 90 F A F C@ F
21 82 FF 8@ F @ 7 @ 7 C 2 6 7 ZBASTF
3ILABLE TUPZM @ 3 @ 32 @ 12 @ 1E 8@ 1E @ 1F @ FE @ 1E
@ C O C A 25 6 245TF
LABLE TUP3M @ &8 @ 34 @ 1C @ 1C @ 1B @ FE @ 1C & &
& 2 4 5 183TF B, R,

1
| |
{LABLE TUP4M @ 6C @ 38 @ 38 @ FC @ 38 @ 16 6 2 3 4 168TF
{LABLE TUPIF @ 1C @ 93 @ D& @ F& @ 78 @ 78 @ 79 @ 74
i @ 7C @ 78 @ B@ @ B 0 80 @ 80 E 2 7 1 3Z8TF
12{LABLE TUPZF © 18 @ 99 @ D@ @ 7@ @ 70 @ 74 @ 78 @ 70
111 @ B9 @ B® © 2@ B 2 5 1 268TF
1Z21LABLE TUP3F . © 30 @ A0 @ E@ @ 60 @ 6@ @ 68 @ F@
131 @ AR @ 8@ 9 2 4 1 185TF B, B, B, B,
14| LABLE TUF4F @ 30 @ AD @ E@ @ 6 @ F@ @ A@ @ 8@
151

72 31 1858TF —-—»
e e e e e Block 109-—~—mw—m

@ C @ C A2 5 4 245TF
ARLE RUFQB C@ 5@ 89 F9 8@ FS 8@ 19 80 1F @ @F @ QE
? 8E @ 4E E@ 2F @ 1E @ 6 @ 6 @D 2 7 6 Z8S5TF E, B,
ABLE ONBASEZ @ 33 @ 19 @ @F @ 7 42 &F 8@ 5F @ 3F @ 1E
2 @C @ @C @A 2 5 @A Z45TF

[ P N T Py
RIRS) RN O 3 B0 1 O 1 Y B ML= O~ NN NMPpLUMNeeS D0~ DO A

1t BB patterns )
t{ :+ 268STF 183STF } B, B, { : }
ILABLE RUP3M @ 3@ @ 20 @ 30 @ 30 @ 34 @ 78 @ 30 @ 1@
! 8 2 4 3 205TF
'LABLE RUP4M @ 3@ @& 20 @ B& @ 70 @ 38 @ 10 6 2 3 3 16STF
ILABLE RUPOM @ QE @ @C @ @F @ @E @ @E @ QE @ @E &2 1E 80 1E
! 2 1F @ 1F @ 9E © 6 @ 6 E 2 ¥ & 328TF
FILABLE RUPIM © 1C © 18 © 1E © 1C & 1C @ 1C & 3C © 3D @ 3F
H @ 1E & C @ C C 2 68 4 288TF
{LABLE RUPZM @ 1C @ 18 @ 1E @ 1C @ 1C @ 3D @ 3F @ 1E
]
]
L
H
.
H
1

Fo e e Block 110~ e
{ BE patterns )
LABLE RUPIE 80 83 @ F3 @ F3 @ 1F @ 1E @ 9C @ S5C &0 3F
@ 1C @ C @ CB 2 &6 4 245TF B, B,
LABLE RUPZE &0 83 © F3 @ FF @ 1E @ 9C @ 5C 8@ 3F
@ C O C 9 25 4 205TF B, B,
LABLE RUF3E © AC @ E& @ 38 @ 30 @ Bé @ 7C 9 10
7T 2 4 3 1837TF
LARLE RUP4ER @ 4C @ 88 0 38 @ B @ 7C @ 10 8 2 3 3 168TF
LaEBLE CBUPi @ FO @ EDQ @ E@ @ E© © E@ © E@ @ F3 @ E4
@ E4 O ED O B0 2 80 C 2 5 1 288TF
@ E2 @ F& @ E4
@ @B 2 5 1 Z85TF

1

141 .

12 LAaBLE § 4 - @ 7F @ 4F @ @F @ 7F @ &F @& 7F
13 D B @ & C Z & & Z288TF

141 LaBLE ONBOSEL 20 51 &40 15 80 @C &0 7 8@ 7 8@ &F A® 5F C@ 3F
15 @ oAF 2 9T 0 @ QR 2 &8 7 Z2ZEZ8TF ——3



BE patterns \
ABLE FUFP1IB @ 7 @ 6§ @ 85 @ FE @ FE 1@ 1F A® @F €@ 7 &0 3
82 1 20 1 B 2 5§ & 248TF B, B,
LAaBLE FUPZE @ QE @ BC @ FC 20 FC 4@ 1E 8@ F @ 7
2 3@ 3 9 2 45 185TF B, B, B, B,
LABLE FUPIM @ 38 @ 30 @ 3C @ 38 @ 3C 2@ 3E 49 1F
80 F @ 7 @ 3@ 3B 2 5 3 248TF B, B,
ABLE FUP2M @ 38 @ 30 @ 38 29 3C 49 1E 8@ F
@7 @ 39 39 24 3 185TF B, B, B:. B,
ABLE EATMID FF FF FF FF 2 2 @ @ ASTF

-~

L

L
1 LABLE BaATU4S @ C@ @ E® @ 70 @ 38 @ 1C @ E @ 7 82 3 C@ 1 E@ @
1 TO @ 3&5& 9 1& 0 D 2 C @ 2&83TF B, B,
1 LABLE BATUZ2 @ C@ @ F@ @ 7C @ 1F CO0 7 F@ 1 7C @ 1E @ & @
1 92 &8 @ 125TF B, B, B, E,. ,
1 LABLE BATU9Q @ C2 O C@ @ CO @ CO 0 C@ @ C0 @ Co @ C6 @ C@d @ Co
1 @ Ced B 2D @ 245TF B, B, —

e e o o s s e Block 112w

¢ BB, patterns ) .

ILABLE EATD39 6 @ 1E © 7C @ F@ 1 Co® 7 @ IF @ 7C @ F@ © C@

! 9 2 @ 183TF B, B, B, B,

'LABLE BATD4S 18 @ 38 @ 70 @ E@ @ C@ 1 80 3 @ 7 @ E @ 1C

| @ 38 @ 70 @ EQ @ CO D 2 @ @ 28STF B, B,

ILABLE BATDS9® @ C@ @ C2 @ C@2 @ C@ @ Co6 @ C@d @ Céd @ Co

' 2 Cé 2 C@ @ C@ R 2 @ @ 245TF E, R,

{LABLE HOMEPLATE @ 10 © 38 @ 7C © FE © FE @ FE @ FE

H 7 2,0 4 1857TF

'LABLE BASEPAT @ F2 © FB @ FB @ F2 4 2 @ 4 128STF S
ILABLE BASEZPAT ©@ F@ @ FO@ @ F@ 3 2 @ 4 &STF B, B, ST
'LABLE STN1 @2 33 @ 12 0 12 @ 12 @ 1E 40 9E 4@ 9E 4@ SE

H 8@ FF @ 3F @ C @ C C 2 5 4 Z23STF

ILABLE STHZ2 @ 33 @ 12 2 12 @ 1E 40 39E 48 9E

i 20 JF @ 3F @ C @ C A 2 5 4 245TF

]

e e ek b g

o e e e e e Block 113~

BE pattern equates -~pattern index # & magic— )

ABLE STN3 @ 6C @ Z8 @ 25 @ 35 @ Ba @ Ba & 7C & 10
85 2 4 3 208TF

ILABLE STN4 @ &C @ 25 @ Ba @ Ba @ 7C @ 1@ 6 2 3 3 18STF

ILABLE STHPT C2 1D &3 D &0 D 80 D 80 F 90 4F 99 4F 90 4F
E@ 3F Ce 1F @ 7 @ 7 C 2 & & 28STF '

CONSTANT RRUNM 58 COMSTANT LRUNM

28 CONSTANT RFLD 188 COMSTaAMNT LFLD

28 COMNSETANT ETEM 268 CONSTAMT LTERW ( 2 2

I8 CONBTaNT RCE 3688 COMSTaMNT LCB ( 3 2

COMNEZTANT STHND 5248 COMITANT NRBD

COMETHENT BalL 720 COMSTANT SCE

COMETLHMT ZTFT 2928 C= PTTHH

Z= ROMEBEZ 028 0= LOMEBS

r'f-h

)
]

ER I

e S -NAEUN 2, ARLUMN=@O~-IMANLRUNL,ES NMPUNAS DN AWM=

,
HIE

H

[ R



o e o e e e Block 114-——————

2!{ BB sentry definitions CHKSECRTIME , BASETABLE )

11305 LOAD ( stings )

Z1BASE®@ HEX

3I1LABLE BASETABLE &¢0@ , 490@ , 44@@ , 28¢ee , &e@e , 100 ,

4! AadR , 2822 , ( base coor )

5| CODE CHKSCRTIME ( score process ) DI,

X PUSHX, HITOF LDA, A AMA, ©¢», IF, FLAYON LHLD, H PUSH,
X POPX, ( player play is on 2 VMAGIC R4 D LXI, E A MOV,
L CMP, ( 4?7 3 <3, 1F, DELFLAG LDaA, & aNa, o=, IF,
VLENGTH D LXI, D DaD, PLAYON SHLD, THEN, THEN,

1 ELSE, VYMAGIC R1 X LXIX, ( infield hit ) THEN,
1 A XRA, A YHBASE X STX, SCRTIME STA, X POPX, EI.
1 FLYRIUF LDA, A ANA, @<, IF, SCORE1 H LXI, 1 D MV¥I,
1 ELSE, SCOREZ H LXI, 2 D MVI, THEN,
1 M a MOV, 1 ADI, DAA, A M MOV, D A MOV, SCORESHOW 5TaA, RET,
15} =->

Fo——————— Block 119--—==—=~

{ BE sentry definitions RESETRUNMNERS )

1

1

H FORWARD RSRZWB FORWARD RSR3WEB FORWARD RSR4WE

1CODE RESETRUNNERS ( reset runners to order of on base )

| .AS5EMBLE 4 A MVI, BEGIN, FPSW PUSH, ‘

H VWBASE R1 LDA, A AMNA, @<>, IF, VWUBASE RZ LDA, A ANA,

! R3IRZWB JZ, VHWEASE R3 LDA, & ANA, RSR3WB JZ, RSR4WE JMF, THEN,

! VMAGIC R1 D LXI, vMAGIC R2 H LXI, YLENGTH B LXI, LDIR,

! LABEL RSRZWE VYMaAGIC R2 D LXI, VYMAGIC R3 H LXI, VYLENGTH B LXI,

! LDIR, LAREL RSR3WE YMAGIC R3 D LXI, VYMAGIC R4 H LXI,

! VLENGTH E LXI, LDIR, LABEL RSR4WEB A XEA, VHBASE R4 STa,

| VOFH R4 STa, 2860 H LXI, VX R4 SHLD,

i a H MOV, & L MOV, VDX R4 SHLD, VDY R4 SHLD,

H ACee H LXI, ¥Y R4 SHLD, NOBOD H LKXI, VPAT R4 SHLD, 1 A MVI,

! YETATUS R1 3Ta, VYSTATUS R3 S5TA, VSTATUS R3 STa,

I " VSTATUS R4 STa, RUNEBPA H LXI, VWPLAYACTPC R4 SHLD, PSW FPOF,

! A DCR, @@=, END, ( do 4 +tms ) RET, .END —-—=>

P e Block 118-—=mmme

{ BB sentry defined routines CHKCAUGHT 1
FORWARD QUTOFFF FORWARD CCLEAVE

CODE CHKCAUGHT ( caught set in interupt )
LASSEMBLE WalK LDa, A aMa, RNZ, ¥ PUSHX, X PUSHX,
THROW 5Ta, CAUGHT STa, TOOFF STa, TOOF STa,
1 A MVI, NORUM S5Ta,
THROWARQUND LDA, & AMNA, 32 4 MVI, STRIKES STa,
BalLlLs STa, OFCATCH LDaAa, a ANa, DI, @<>», IF,
THREOWANM STa, WHOSUF LIYD, QUTOFFF JMFP, THEN,
FPioayoM LIYD, OFQUT LDa, 6 aNa, @<, IF, B ¥XRa, OFOUT S5Ta,
FLEE, CS4FE A MVI, STRING STa, THEM, RASEBLAT LDa, a C Mov,

T ¥ OBITH, @@=, IF, VWOFHM ¥ A LDX, A AaMa, @¢ >, IF,

ITE, @<, IF, 2 & MVI, LVRSTAT Call, ELESE,

CHF, ¢ runner at this base 1 =, IF,

owt 3 OFFFPAa H LEL, 6 XRa,

el e el e

e
QUR-IMNNERDN—- NPpLDN,@OD~MALON= [ I O b R R e B

Py

EEN S O % I

B el

]
i
1



'{ BB sentrvy defined routines )

H A VWBASE ¥ STX, H VPLAYACTPCH Y STX, ( run off field
! L VYPLAYACTFCL ¥ 3TX, FLDCLR H LXI, M INR, COUT A MVI,
! STRING SThA, VG0 VSTATUS Y RESX, OUTS LDaA, 32 CPI,

H =, IF, a XRa, THROWANM STa,

H X POFX, Y FOFX, EI, RET, ( ret if 3rd out ) THEN,

H THEN, THEN, THEM, THEN,

! OFCATCH LDAa, & ANA, @< >, IF, OFQUT S5TA,

! CCLEAVE JMP, THEN, C A MOV, ( baseblat 1 3 CPIl, <>, IF,
1

;

:

=

:

1

i

H

VPT VSTATUS X BITX, @=, IF, X PUSHX, H FPOF, WHOTHROWS SHLD,
1 a MVI, THROWANM STA, INAIR STA, DBLPLAY LDA, A ANA,
@2<», IF, ( double play ) A XRA, DBLFLAY STA, VLENGTH D LXI.
¥ PUSHX, H FOP, D DaAD, PLAYON SHLD, 1 4 MVI, DELFLAG 5TA,
ELSE, ¢ no dblelay 2> 1 A MVYI, THROWAROUND STA, THEN,

[ A
@ NN, OR~IDHONLLUMN-—-&

Fm——————— Block 118-—-—-=~~

! BE sentrvy defined routines )

1 1LABEL CCLEAVE A XRa, OFCATCH STa, X FOPX, Y POFX,

! EI, RET, THEN, THEN, THEMN, ( throwaround catch )

i A XRa, THROWARQUND STaA,

1 X FPOFPX, Y POPX, DI, DOVERE STFLD ( reset fielders )
H FLSHSTAY LDA, A aAaNaAa, =, IF,

| DOVERE WUPHWRT * WUPHWRT H LXI, FLSHWHO SHLD,

H 1 &4 MVYI, FLSHON STa, FLSHTIME STa,

i ELSE, WUPFLSH STa, THEN,

! El, RET, .END
H

i

H

i

H

1N —- >
11
12
13
14
15
Fo e e Block 119~-w—we——
@2i( BB sentry defined routines THROWANIM 12
11SUBR CHKATBS ( check if active plaver at base in- A vstatus
21 vaCT a BIT, RZ, YATES a4 BIT, RNZ, E INR, RET.,
31CODE THROKWANIM ( sets up BLDET and plaver anim
4 | X PUSHX, ¥ PUSHX, DI, a XRa, HHOTHROWS LIXD, GENDR STA,
o THROWANM STaA, A4 VANM# X STX, ( zero plyr deltas )
= fa VDXL X STX, A VDXH X STX, & VDYL ¥ STX, 4 YDYH X STX,
7 VWXH X H LDX, H INX, H INX,
&1 VX BL SHLD, ¥YH X H LDX¥, ¥Y BL ZHLD, ( give ball plyr coor.
90 THRECQMHAROUND LDS, & apMa, @< >, IF, ( thrown to pt aftter plav
LB WY oD, YDRIETY BL SHLD, VWX PT LDED, 4 B MVYI, ¢ bl wvel 2

ELZE, 1 base throw J
PLaYoN LIYD, RITOF LDa, a aNa, VHBASE ¥ a LDX, @{», IF,
f kit outfisld ¥ & aMa, @@=, IF, ( run to 1t ) & INE, THEN,

S A )
2

T ESRESES

Fla gw

P

FLDON1ST H LXI, ’ INDEXW CALL, ¢ who has it ) D PUSH, X FOFX,



———————— Block 120-——————-
{ BE sentry defined routines )
A D MOV, @ E MVI, VSTATUS R1 LDA, CHKATES CaALL,
VSTATUS R2 LDa, CHKATBS CalLL, VSTATUS R3 LDa, CHKATBS CALL.,
VSTATUS R4 LDA, CHKATBS CaLL, A XRa, E ORA,
=, IF, ( evervbody on base )Y 1 D MVI, THEN, D A MOV,
2 B MVI, ELSE, 5 B MVI, ( throw wvel )
THEN, BASEBLAT STa, ( # of base to throw to ) & SLAR,
BASETABLE H LXI, * INDEXW CaLL,
VDSTY BL SDED, H INX, H INX, M E MOV, H INX, M D MOV,
THEM, B A MOV, VVEL BL STa, ( set bl vel )
VDSTX BL SDED, VXH X A LDX, D CHMP, ¢, IF, RTHWPA H LXI,
ELSE, LTHWPA H LXI, THEN, H VYPLATYACTPCH X STX,
L VPLAYACTPCL X STX, VaCT VSTATUS X SETX,
VGO VYSTATUS X RESX, 12 a4 MVI, THROWTIMER STaA,
THROW STaA, Y POPX, X POPX, EI, RET, -=->

bt gt e el el e

———————— Block 121
BE sentry defined routines CREDARROW MLINN )
MLINN ( mark last inning ) DI PX@ 2A AS 4D 3 RECTAN LIMN E@
DUF DUP IF @A ¢ IF 8F@ SWAP @ DO 200 + LOOP ELSE DROP 1CF@
THEN AS92@ IMRK 3@1 828 WRITE ELSE DROP DROP THEN EI ;
CREDARROW ( update last inning arrow ) DI UPCRED BZERO
STRT1 B@ IF SELECT BOMNE ELSE CREDITS B® CREDITS BZERO
DUP IF CNSW1 B@ IF GAMEOVER B@ IF CREDITS E!
CHKPLRES B@ IF ELSE SELECT BONE THEN ©
ELSE CMPLR B@ IF LINN B@ IF 2% ELSE SELECT BOMNE 1~ 2% 14+ THEN
ELZE ( not capler ) DUP 1 AND CREDITS B! Q@FE AND
LINN B®@ IF ELSE SELECT EBOMNE 1- THEN THEN THEN
ELSE ( neot cnswl ) LINN B@ IF 2% ELSE SELECT BONE 1- 2¥ 1+
THEN THEM LINN B® 4+ LINN B! MLINN
CHKFLSHSTAY ELSE DROP THEM THEM EI ;
-2

-~

i et el ek el

~~~~~~~~ Block 122-==w

BE sentry defined routines THROWBALL , PTTBL
ABLE PTTEBL ( computer pitching table )

rs8 , PCO , PICO , PFB , FPFB , PCO , FS5U , FSD ,
FICI , FPSD ,

-~

CODE THROWBALL ( wait for timer release ball )
B ¥RA, THROWTIME STa,
Bal. H LXI, PFPITCHTIME LDA, A aNa, @<, IF, TBLPA SHLD,
DI, ¢ pitch Y VWX PT LHLD, H DCX, H DCX, H DCX,
H DCH, ¥¥X BL SHLD, ¥Y PT LHLD, H DC¥, H DCX, H DCX, H DCX,

o,

Br T g Ty o * T
] .UL .'"P:. > ] .L:' i.n-f‘“s F [} .‘..]

e MAREUMNEe,e® PO N—SUOIDAARN - NP0 @~-INDUN UMM

C i o s i i o i e o = e o

=
o

%y ¥Y BL SHLD, ( give bl pt coor.)
: Call, DOVYERR WHEOQDDE DI,
PITCHBLPA H LXI, 1 A MYI, TBALLYSE &TaA,

T

L) e

P T T
n

=
-



F o ————— Block 123~~~ =m=

{ BE mentry defined routines )
CMPT LDA, A& aNa, @< >, IF, ( computer pitch
PTRMD# LDA, PTTBL H LXI, * INDEXH CALL, XCHG, ( rnd pitch
THEN, ELSE, ( hit or throw ) THWPA SHLD, THWELPA H LXI, THEN,
VPLAYaCTRC BL SHLD, VETATUS BL H LXI, VYaCT M SET,
vG0o M RES, EI, RET,

5B, 3B, 3B, 3B, 3B, 2B, 2B, 1B, 1B,

INNODDS

INM#% B@ CMSW B&® IF DUFP & > IF DROP 1 ELSE 1 » IF 2 ELSE 3
THEN THEN ¢ cmp plaver hit ratio ) SPBON B®@ IF DROF 4 THEN
ELSE ( plavyer ) SPEON B@ ( bonowus inning } IF 3 > IF 1 ELSE 2
THEM ELSE 1 - IODTEL B@ THEMN THEN IODDS EB! ;

-3

-

1
i
i
]
i
i
'BTABLE IODTEL ( inning odds table 1}
H
i
]
]
i
1
i

[P
@ NN 00 ~OUNALNONe @

Fom—————— Elock 124d-vmmmeem

1({ BB sentrvy defined routines BATHIT , STARTHMUSIC , SETOFTBL
1{CODE BATHIT ( he hit it time to get &m running J

HITYET STa, DI, DOVERE INLOG

A XRa, HITTIME 5Ta, PITCHTIME STaA, ( tractor ball outfld)
SHWINGGO 8Ta, EI, RET,

CODE STARTHUSIC A& XRA, STMUSIC SThA,
CHEERME LDA, A ANA, @<¢:, IF, DOVYERE MRAH A XRA, CHEERME S5TA,
DOYERE Sle 7 A MYI, 1 QUT, 2 QUT, 3 OUT, A XRA, @ OUT, 4 OUT,
ELSE, HOMERUN LDA, A& AMNa, @=, IF, DOVERB MFENCE
ELSE, DOVERE MCANMON DOVERB S5I1 THEM, THEN, RET,

CODE OFLDTEL OFTELPA H LXI, A XRa, OFTOTEBL 5TaA,
Ll, YPLAYRCTPC RF SHLD, VYPLAYACTPC CF SHLD., VYPLAYACTFPC LF SHLD,
f QUTFLDACT Call, EI, RET,

el i e el el

SNl _EDN=& OO, @OC0~ID0 LN

BE sentryw definitions BUTTONCHECK 7

ODE BUTTONCHEK ( reads buttons for swing run & pitch it
HITYET LD&, & aNa, @3>, IF,

runner control 3

CHMEW LDA, A aANa, @< >, IF., { computer control ) DI,

X PUSHX, ¥ PUSHX, @E D MVI, OFBLCHK CaLL, ( chk if close 7
¥ PORPX, ¥ FPOPX, EI, 1 ¥RI,

ELSE, 14 IN, 2 aMI, 2 XRI, THEM, FORK STA,
-5

'

~

HCE I

ERE L

B e I
R

g e 03
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tm——————— Block 126-—-——=—-

{ BE sentry definitions ) ( pitch control ‘
PITCHIT LDA, A ANA, RZ, FLDCLR LDA, A ANA, RNZ, ‘
TIMEOUT LDA, & aNa, @< >, IF, 14 IN, 1 aNIl, RNZ, THEN, DI,
A XRa, STRIKE STa, HITYET STA, FLSHCNT LDA, A aAaNA, @=, IF,
DOVERB WUPWRT THEN, FLSHSTaAY LDa, a aNa, &=, IF,
FLSHOMN 5TA, FLSHTIME S5Ta, FLSHCNT STaA,
ELSE, A XRa, DOWUP STa, WUPFLSH STaA, THEN,
PITCHPA H LXI, MWPLaYaACTPC PT SHLD, A XRaA,
PITCHIT STa, YUPDATE# PT STa, 48 A MVYI1, THROWTIMER S5Ta,
PITCHTIME STaA, YMAGIC PT H LXT1, WHOTHROWS SHLD,
VETaTUS PT H LXI, vYaCT M SET, ' KILLOF CalLl, EI,
ELSE, ( swing control Y CMSW LDA, A& ANaAa, @< », IF,
SHEND# LDA, ( st up in whonbase Y 98 a4aDI, A D MOV,
¥YH BL LDaAa, D CMP, RC, V¥XH BL LDaA, 2Z& SBIl, 4 CPl, RNC,
ELSE, 14 IM, 2 AaMI, RNZ, THEN, SWINGGO LDA, A ANAa, RZ,
SWING STa, THEN, RET, --3

e Block 127-———————~

{ BE sentry definitions INSCHN , PP 2

ISCN 1Co3 1009 828 a" INSERT COINS" SPOST ;
IMSCM ( insert coin call 2
SG0 ' ISCN FLSHTON
CHNSKH1 B® IF 2C@2 2209 828 A" 1 COIN PER PLAYER 13T INNING"
SPOST 1700 3402 525 A" 1 COIMN PER PLAYER" SPOST @FQQ 460Q0 &28
a" EaAaCH ADDITIONAL 2 INMIMGS" SPOST
ELSE 1580@ 26902 &2& A" 1 COIN 18T INNING " SPOST
509 3CHH 8285 A" 1 COIN EACH ADDITIONAL 2 INNINGS " SPOST
THEN Z2588¢ 4C@0 BaASEZPAT 428 HRITR ;
r COMGR 700 1000 228 A" CONGRATULATIONS YOU ARE VYERY GOOD"
SPOST QEQQ Z20e 528 A" LETS PLAY AGAIN I WILL BUY" SFPOST ;
: ZORRY 1B@@ 1002 222 A" TOO BAD I MWON" SPOST DPICH ;
: DP1 14890 2C00 325 A" DEPOSIT 1 COIN" SFOST ;

{ BB sentry definitions DOGOVER

r TCHNT 790 1880 828 A" TO CONTIMUE GAME AT END OF INNING" SPOST
CHSWiZ2 B® IF CREDITS Be IF DP1 ELSE @F@@ ZCee &24
a" DEPQSIT 1 COIM RER PLAYER" SFOST THEN ELSE DP1 THEN ;

: SPLR1Z2 1400 2000 828 A" SELECT 1 OR 2 PLAYERS" SPOST ;

1 SPLR CNSW1 EB®@ IF CREDITS B® 1 <> IF SPLR12 ELZE QER® 2009 A&28
A" SELECT 1 PLAYER OR DEROSIT" SPOST
QFQG 3020 825 A" 1 MORE COINM FOR 2 PLAYERS"
SFOST STRT1 BOME THEMN ELSE SPLR1Z THEN ;

e, MPUN-,SO-IONLPUN~E NN, 00~DARLDON-@

-

D1y DOGOVER { deo oame over . )

& TGO B2 OUTE D! OCHSH BONE CMPT BONE FX@ 24 BB 4D & RECTAN EIDI
1 ACA IMNE I INMz BZERO GAMEOVER BZEROC 9 LINMM BI MLINMN DI

= GAMEOVER EBOME LIMM BZERQO SCORE1 ZERO PX1 SCRE CHMPLRE BZERO

a3 FLEHSTAY EBf IF FLIHSTAY BZERO FLSHOFF THEMN 10 TWAIT INSCHN

LA B THAIT THSCHN CEEDITS B@ IF SG0O THEN SHILL BONE

=

FLEHOFF DRCF % FLYRIUP BZERO ¢ plyrlup @ 3 EIDI 5 -—->



i e i el el el
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wn ala =l pd
SN0 DAPNNE ARPrUMN=~00~-NNUEAUN~e OrUUN,rcOdo~NDAEON-—-S

- e

{ BE sentrvy definitions TF
H TF ( take the field 2

DI ZERORAM EI 3@ DUP DUP QOUTS B! BALLS B! STRIKES B!

15 INP 1 AND CNSKW1 B!

PLYR1UF DUFP B@ 1 XOR DUP ROT E! CMPLR B@

IF DUP IF CMSK BOME ELSE CMPT BOME THEN THEN

DI SHILL B® IF 3G0 DOGOVER ELSE

GAMEOVER B@® IF SGO CMPLR B@ IF SCORE1 B@ SCOREZ B@ < IF

CONGR S@ TWAIT LINN 1+B! MLINMN DI CONGR

GAMEOVER BZERQO SPBON BONE

ELSE SORRY C@ THWAIT SORRY CREDITS B@ IF DOCHGS

ELSE DOGOVER THEN THEN

ELSE CNSKH1 B@® IF CNSW1Z2 BZERO CREDITS B@ 1 = IF DPFCN ELSE

CHKGMCNT DUP IF 1 = IF DPCN ELSE DOQCHGS THEN

({ BE sentry definitions TF
ELSE DROP DOGOVER THEN THEN CHNSKWI1Z2 BONE
ELSE ( no cnswl ) CHKGMCNT IF DOCHGS
ELSE DOGOVER THEN THEN THEN ELSE 1S5TINN B@ IF ELSE
DOCHGS THEN THEM THEN
{ plyrlup 2 IF INNX @ B70Q DNTRI INN# E@ LINMN EB@ = IF
TCNT 3@ THWAIT TCHMT THEM ELSE
INM# DUF 14B! B& 8A = IF INMN# BONE
LINM DUF B@ 9 - SE! ( new pointer ) MLINN DI
. PX@ Z2A B6 4D & RECTAN &8C2 INNX ! THEN
INNX DUF @ Z2@@ 4+ DUF ROT | BE@@ UFPTRI THEN 581 228 HWRITE
FLSHSTAY B@ IF WUPFLSH BONE ELSE * WUPWRT WUPWRT FLSHTON
EIDI THEN SETFDST SETTF SBO HMRFLSH BZERO 3 OFTFCNT B! INNODDS
GAMEOVER B@® IF ELSE F@@ SUFP 3JF@@ SUP ( =sets "up" ) THEN
HITYET BOME MYaH SI1@ ;
——
———————— Bloclk 131--=~=-—-
{ BB sentry definitions TFIELD , STRTEEBaLL , PLRSELCT 3
: PLRSELECT ( select singel plaver or 2 plaver )
DI FL CHKPLLRS BONE
SPLR SELECT BZERO MLINN
STRTEBBaLL DI INSTRC FL F@@® SUP 3FQ@ SUP
PLYR1UP BOME SCORE1 ZERO INN# BZERO STRT1 BZERO GAMEOVER BZEROQ
CHNSW1 E@ IF CREDARROKW ELSE MLINM DI THEWN SHILL BZERO
CMFLRE Be IF YQOU1ST 9@ DWAIT YOU1ST THEN
ACH INHNX ! 1STINN BOME TF 1STINN BZERQO MOFENERS ;
FPLRECHK 14 IMF DUP 4 aND 4 XOR IF DROP CHMFLRE BOME STRTEBALL
DI &g TOo0 2275 4" YOU ARE" SFPOST EI
STRETL B® IF DROF ELSE & aAMD & XOR IF CHSKWL Be IF
CHMZWLZ BOME THEN SZTETBEaLL THEN THEN THEN ;

ELZ



o e e et e e Block

TERSECHK

CODE SENTRY
TAKEFIELD
PITCHTIME
OF TOTEBL
THROWTIME
THROKWANM
HITTIME
CAUGHT
SCRTIME
STMUSIC

Pt i gl i el el

ML~ HARPUMN,E NDRrLUNESORINDALON-

B POP, ’

: PURP  (

{ BB sentry loop

(
LDA,
LDA,
LDA,
LDA,
LDA,
LDA,
LDaA,
LDA,
LDA,

]
}
I
:
| SHILL BONE
1
'BaASE! ;S
H
i
i
124
114
121
134
14
154
o e e o e e e Block

@
11
21
31
4]

&1

]

-

)

L]
n
i

—
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=
ﬁ
i
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BTABLE BalLLSCOCORE
7128 MASTER AB a4bBvoL:
’E G2 H#E2 #C2

oD I>DDD

DOVERE TERSECHK (
SENTRY JMP,

{ BE gamestart call
power uJp routine

NOTES

ANA
ANA ,
aMa,
AaNA
ANA,
AME s
aNa,
AMA,
AaMa,
chle

( BASEBALL SCORES 4-3,
ETaBLE STRIKESCORE
23 MASTER AB ABVOLS @B MCVYOLS @ VIBS 1 #EZ CNOTE #FZ BTONE #C2
ATONE 1 #G2 CMOTE #FS52 BTONE 1 #AZ CNOTE #ASZ BTONE 1 #C3 CHNOTE
#C33 BTOME 1 #D353 CMOTE #E3 BTONE 1 #F3 CHOTE #F33 BTONE 1 #G2
SICNOTE #GS3 BTONE @&

r

. wm e W w w e

r

s o — v e o

SENTRY ,
{ look at terse routine flags
TFTIME Be@ IF TF THENW SELECT B@ IF PLRSELECT THEN

CHKPLRES B@ IF PLRCHK THEN UPCRED B@ IF CREDARROW THEN :
game loop

TERSECHK
}J @ RND DROF

) B PUSH,
BUTTONCHK CZ,
TBALLPITCH CNZ,
OFLDTBL CNZ,
THROWBALL CNZ,
THROWANIM CNZ,
BATHIT CNZ,
CHKCAUGHT CNZ.,
CHKSCRTIME CNZ,
STARTMUSIC CNZ,

terse flags )
NEXT —=-1»

GS )
)

INTHIGHRES @ @ OUTP @ 4 OUTFP 7 DUF DUF 2 OQUTFP 1 OUTF 3 QUTF
DI @ RND# & 1 RND# @ SCRERASE 1 RND# |

@ RND# ! EMUSIC SIe@

DI FL 5G0O EI GAMEOVWER BONE TF SENTREY ;

1e-6, 5-4,

etc. ) BASE @ HEX

#B3 CMOTE #C4 BTONE QUIET

2A MCYOLS @ VIBS Z #GZ #F2 #DzZ NOTES
Z #GZ2 #DZ #B1 MNOTES 5 #G2 #C2 #A1 NOTES

e

ol
[
L8

MCWOLE

a8

ES NOIZSE HZ2 VIEBS

#B1 aAaNOTE & #al1 BNOTE ¥ QUIET



@i{ FOUL,CHEERS,BAT CRACK ) HEX BTABLE FOULSCORE @ VIBS
1146 MASTER @F ABVOLS @ MCVOLS 4 #A2 ANOTE

215 #GZ AMOTE 5 #F2 ANOTE & #EZ ANOTE

Ji6 #DZ ANOTE 7 #CZ ANOTE 7 #B1 ANOTE & #Al ANOTE

418 #G1 ANOTE 9 #F1 ANOTE A #E1 ANOTE B #D1 ANOTE QUIET
5i( CROWD CHEER ) BTABLE CHEERSSCORE 35 MASTER 33 NOISE
&iAA ABVYOLS 3A MCYOLS 7C 5@ 4@ ZE NOTES 4 53 42 ZF NOTES
71588 ABVOLS 38 MCWOLS 4 56 44 3@ NOTES

81686 ABVOLS 36 MCYOLS 4 539 48 31 NOTES

2144 ABVOLS 34 MCVYOLS 5 DURATION

19122 ABVYOLS 32 MCVYOLS 7 DURATION QUIET

11 |BTABLE CRACKSCORE 5@ MASTER 3D NOISE

12{FF ABYOLS 1F MCVOLS #F4 BTONE #E4 ATONE
1316 #G4 CMNOTE QUIET

14 |BTABLE FENCESCORE 48 MASTER 38 NOISE 4 CRACKSCORE LDFCC
151--23

CROWD CHEERS % TﬁKE ME O-T-T-B-G.) HEX
: CMAJOR } 1C MASTER © NOISE EF ABVOLS F MGYOLS { ; }
: REST } @ AaBYOLS @ MCVYOLS & DURATION { ; 1}
i ~ } EF ABVOLS F MCYOLS { ; } BTABLE TAKE-ME CMAJOR @ VIBS
4 #C1 #E1 #C2 MNOTES A #E1 #G1 #C3 NOTES A #C1 #F1 #A2 NOTES
#C1 #E1 #G2 NOTES 4 #C1 #G1 #E2Z2 NOTES
E #B@ #D1 #G2 MNOTES 1E #G@ #F1 #D2 NOTES 14 #C1 #E1 #C2 NOTES
#E1 #G1 #C3 NOTES A #F1 #C2 #A42Z NOTES A #E1 #C2 #G2Z MNOTES
#C1 #G1 #EZ NOTES 3C #B@ #D1 #GZ NOTES 3C #C1 #E2 #C3 NOTES
CHEERSSCORE LDPCC --1»
#C1 #G1 #E2 NOTES 14 #B@ #D1 #G2Z NOTES a4 #C1 #E1 #G2Z NOTES
#D1 #F1 #GZ NOTES A #DS1 #CZ #FS52Z NOTES A #E1 #C2Z #G2Z NOTES
#F1 #C2Z #AZ NOTES A #E1 #E1 3A NOTES A #F1 #C2Z2 #AZ NOTES
#G1 #C2 #E2 NOTES A #A1 #C2 #F2 NOTES A #E1 #CS52 #GZ NOTES
#F1 #D2 #A2 NOTES REST ~ A #D1 #A1 #F2 NOTES --3?

DD DD

e el el e

( BASEBALL SOUNDS , SIREN CANNON ) HEX

BETaBLE SIRENSCORE AE aBVOLS @B MCVOLS

9% S5E 11 RDRNDNTE 8¢ SE 13 RDRNDNTE 7@ SE 12 RDENDNTE

@ VIBS 1@ MASTER 1 DURATION @E MASTER 1 DURATION @C MASTER
1 DURATION @A MASTER 1 DURATION & MASTER 1 DURATION & MASTER
1 DURATION 4 MASTER 1 DURATION 2 MASTER 1 DURATION

12 SIRENMSCORE LDPCC

{ HOMER CONT. 3 BETABLE CANNONSCORE

FF ABYWOLS 1F MCVOLS 2 MASTER & MOISE

#D2 CT“MV #FEEZ BTOME o #G32 AMOTE

FCE O CTOME & #EZ ANOTE #B1 CTONE & #D2 BNOTE

0D ARVYOLE 14 MOWOLT a1l CTONE & #CZ2 ANOTE

A BBVOLE 17 MCWOLE %G1 CTONE 6 #B1 EBNOTE

SIREMSCORE LDPFCT

¥

s:*r:;e

o

R Y

i«
l

a;ﬂf;af;;m'a@m::cn-.:mm#mma@ MeWbead~dnAsWUMN-—
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o e Block L1 FR—
@!¢ SAFE , OUT , ) HEX
1{BTABLE SAFESCORE

2'34 MASTER AB ABYOLS @B MCVOLS @ VIES 5 #C2 #EZ #GZ
JINOTES 5 #GZ #D3 #BZ NOTES 5 #AZ2 #D2 #C3 NOTES

4112 #BZ2 #D3 #G3 NOTES @ CHEERSSCORE LDPCC
SIBTABLE OQUTSCORE

6123 MASTER AB ABVYOLS @B MCVOLS @ VIBS 5 #GZ #DZ2 #Fz2
7INOTES 5 #EZ2 #B1 #D2 NOTES 5 #B1 #GS1 #F1 NOTES

&1 5 #E1 #F1 #B@ NOTES
9112 #G@ #F1 #A1 NOTES QUIET
12{BASE | ;5 .
114
12}
131
141
151
t=—mm————Block 14] —==———=—
2l MUSIC PROCESSOR COMANDS ) BASE® HEX

119 VARIABLE MUSPC { : MASTER } 1@ B, B, { ; } {
{ 5 +{ 1 BTONE } 12 B, B, { 5 } { : CTONE } 13 B,

=

CVOLS @ ATOME @ BTOME @ CTONE QUIT { ; 1}
ANOTE )} ATONE DURATION { ; } { : BNOTE }
Yy { :« CHOTE } CTOME DURATIONM { ; 1}
RDRNDNTE } @ B, B, B, B, { ; 1}

RRNDMTE } @ B, B, @ B, B, { ; 1}
RMDNTE } @ B, B, @ B, FF B, { ; }

: NMOTES } aTONE BTONE CNOTE { ; 1}

TABLE ENDMUSIC QUIET -—-3»

o e e e e e e e Block 142w e e

"N 2 e

Ll I ]
LR R T E I T O Y B ] MO~ ELDMN
B == e e e e oy e e e

' NMOTE CONSTANTS 2
IFD C= #G@ EE C= #GS® E1 C= #aA¢@ D4 C= #A50
IBD C= #Ci1 B2 C= #%(C351 A8 C= #D1 9F C= #DSA1
18D C= #F1 85 C= #FS1 TE C= #G1 77 C= #GS1
16a C= #A51 6d C= #B1 SE C= #C2 59 C= #(C52
V4F C= #DSZ2 44 C= $EZ 46 C= #F2 42 C= #F22
'3E C= #GSE 37 C= #A2 34 C= #a52 31 C= #B2
120C C= #D3 27 C= D83 25 C= #E3
P2 T C= #G3 1D C= #G53 1B C= #aAa3
1A C= #C4 15 C= #CS4 14 C= #D4
12112 C= #F4 1@ C= #F54 @F C= #G4
11120 = BCE 0 24 C= #0585 03 C= #D55
1 @7 C= #4h 9% C= %08 @4 C= #DSE
12102 b 729 C= #G&
1 i 7 :

= g%
93]

o u

P BY } BYARIABLE {

I G0

=

: VIBS } 14 B, B, { : } { * ABVOLS } 18 B,
: MCYOLS Y 15 B, B, { : 1} { ¢ NOISE 1} 17 B,

: DURATION } 1 B, B, { 3 1}

: LDPC } 3 B, » { 5 ¥ { : QUIT } 4 B, HERE LDPC {
! LDPCC } 2 B, » { 7 1} { ! QUIET } @ ABVOLS
M

}

ATONE 1} 11 B,

B,
B,
{

i}

ETONE DURATION

o) B0
ag #E1
i) #A1
54 C= #D2Z
3E C= #G2
2E #C3
22 £#F3
ia #a53
13 C— ¥DS54
PE C= £GZ4
B&a C= #F5
@3 C= %G5
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( MUSIC FPROCESSOR IN ASSEMBLY )

@ BV MULTIPLE @ V STARTPC @ BV NOTETIMER © BY PRIORITY

SUBR FETCH MUSPC LHLD, M A MOV, RET, )

SUBR INCPC MUSFC LHLD, H INX, MUSFC SHLD, RET.

SUBR HLOAD FETCH CALL, INCPC CALL, @ H MVI, A L MOV, RET,
SUBR PCJUMP MUSPC LHLD, M E MOV, H INX, 'M D MOV,

MUSPC SDED, RET,

( MUSIC PROCESIOR IN ICODE.

FORWARD PROCESS FORMWARD HlCﬁSE FORWARD MECQSE FORHWARD M3CASE
FORWARD M4CASE FORWARD PORTOUT FORWARD MULTDN FORWARD MUSEND
1@ {CODE MUSCFU .ASSEMELE

11{B PUSH, NOTETIMER LDA, A ORA, FPROCESS JZ,

12{a DCR, NOTETIMER 5TaA, MUSEND JNZ,

13 |LABEL FPROCESS FETCH CALL., INCPC CALL, A ORA,

14| M1CASE JNZ, HLOAD CALL, H PUSH, HLOAD CALL,

151{H PUSH, HLOAD CALL, H PUSH, DOVERB RND -->

21
14
21
31
4
51
&l
71
&1
a1

@1¢ MUSIC PROCESSOR AS A CODED SUBROUTINE )

i1{H POP, D FOFP, D DAD, B FOF, L QUTF, A XRA, MUSEND JMF,
Z1LABEL MICASE A DCR, M2CASE JNZ, FETCH CALL,
JINOTETIMER 3TA, INCPC CALL, 1 ORI, MUSEND JMF,

4 {LABEL MZCASE A DCR, M3CASE JMNZ, FCJUMP CALL,

SiA KRA, MUSEND JMP,

S1LABEL M3CASE A DCR, M4CASE JNZ, PCJUMP CALL,

7i1 ORI, MUSEND JHF,

&|LABEL M4CASE A DCR, PORTOUT JNZ, MULTIPLE LDA, A DCR,
SIMULTIPLE S5Ta, MULTDN JZ, STARTPC LHLD, MUSPC SHLD, MUSEND JMF,
19} LABEL MULTDN PRIORITY STA, MUSEND JMP,
11{LABEL FORTOUT 4 aADI, & C MOV, FETCH CaALL, A OQUTF,
121 INCPC CALL, A XRA,
13{LABEL MUSEND A ORA, FROCESS JZ, B FOF, RET.
14 .END
151 -->

- el MUSIC PROCESSOR CALLS )
11 SUBR loadpc MUSFC SHLD, STARTPC SHLD, RET.,
ZiCODE BMUSIC PRIORITY LDA, H FOFP, & ORA, 2=, IF, loadpc CaALL,
i MOTETIMER 53TA, A IMR, MULTIFLE STA, THEM, NEXT
41CODE EMUSIC @ ENDMUSIC H LXI, loadec CALL, 1 A MVI, NOTETIMER
51 5TA, MULTIPLE S5Ta, NEAXKT ( CaLL EMUESIC A5 aN INIT IN FPROGRAM
{CODE PMUSIC H POP, leoadpe CALL, 1 A MVI, MULTIPLE STA,
! PRIORITY S5TaA, HOTETIMER S5TA, HEXT
CODE MMUEIC H POF, FRIORITY LDA, & ORA, ©=, IF, loadrc CALL,
i MOTETIMER Z7A, W POP, L A MOV, MULTIFLE STA,
| ELEE, W POP, THER, HEXT
FCODE MPFMUSIC 1 A MYI, PRIORITY STaA, NOTETIMER STA,
H FOF, loadepos CALL, H POP, L A MOV, MULTIFLE 5TA, NEXT

aE R E

s g 00w Y

]
1
B

fxa

;|
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BE music calls )

ECIMaAL 141 LOAD 134 LOAD

MCANNON @ CaAaNNONSCORE BMUSIC ;

MBEOME MCANNOMN ; _

MyYaH @ CHEERSSCORE BMUSIC ; : MRAH MYAH ;

MHIT @ CRACKSCORE BMUSIC ; : MFENMCE © FENCESCORE BMUSIC ;
METRIKE @ STRIKESCORE BMUSIC -; : MBALL @ BALLSCORE BMUSIC ;
MFOUL @ FOULSCORE BHUSIC ; '

MSAFE @ SAFESCORE BMUSIC ; : MOUT © OUTSCORE BMUSIC ;
MOFENERS @ TaAKE-ME PMUSIC ; , )

T - e

wa ¥® a3 Em ¥

1 MCOIN @ COINSCORE PMUSIC ;
1 S
1
1
1
1
o e e s e e e Block 147 =
{ BE hit sector constants )
DECIMAL
1 €= FLYB @ C= FG
@ C= FBL 1 C= HLL 2 C= F3RDR 3 C= F3RDL
4 C= HL 5 C= FS3R & C= FSSL 7 C= HM
5 C= FZNDR 9 C= F2NDL 1@ C= HR 11 C= F1STR 12 C= F1STL
13 C= HRL 14 C= FER
{ bit equates ) 7 C= VACT & C= VATBES 5 C= VWOF

d C= WPT 3 C= ¥GO 2 C= VHH ( half way to next base
1 C= VEL @ C= VYREUNM 1 C= VAUTO @ C= VFORM

—— %

£

Ll I

I{ BB constants )
i DECIMAL & C= VMAGIC 1 C= VaNM# 2 C= VANML VANML C= VANM
! 3 C= VANMH 4 C= VANMSEQL VANMSEQL C= VYANMSEG 5 C= VANMSEQH
H & C= VPLAYACTPCL WYWPLAYACTPCL C= VFPFLAYACTRPC 7 C= VPLAYACTPCH
! & C= YUPDATE# 1@ C= VYDXH 3 C= VDXL VDXL C= VDX 12 C= VXH
H i1 VEL VWXL C= VWX 14 C= VYDYH 5 C= LDFLAG
i vDYL VYDYL C= VDY 16 C= W¥YH 15 C= VYL VYL C= VY
i VYETATUS 18 C= VUHBASE 22 C= VPATH
] VYRFaATL VYFATL C= YPaT 21 C= VFERS# :
YEORADRL YSCRADRL C= VSCRADR 23 C= VSCRADEH

=HRAMND 25 O VDSTXL VDSTXL C= VYDSTX

H G = YDETYL VWDSTYL C= WDSTY

= YOFKW 29 C= VWVWEL 31 C= VLENGTH

[ AN | I O | B 1
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BE

v

BV=
BvV=
Bv=

i

i

i

i

H

g

! HE
I Bv=
i BV=
| BV=
i BV=
| B¥=
i BV=
i BV=
i B¥Y=
1

e e it el el et

i el fud el e el

EE
=T
V=

W=

H
|
i
i
i Bv¥=
g
i
i

,ct‘\

BV=
BY=
BY=
B
& =

Bi=
By =
By=
ioEMe

I By

P G |
AL G Ge-NiillERNe®® RN~ DD~ DUHE WD UM, e0e~R0~L0NN=&

FENY
{
{

"

variables)

TMF3 V= THMP2 BV= CHMFLR BV¥= SHRND# BV= LINN BVY= CNSH1
PLYR1UP BV= INN# BV= SCORE1 BVY= SCOREZ BV= HRAT
GAMEOVYER BY= CREDITS BVY= COINS ¥= INNX BVY= UPCRED !
CNTHM1 BY= CNTMZ BVY= 1STINN B¥= SHILL BWVY= CNSWi1Z
VPFTR SPEC- " WPTR @ H.

¥ 7C32 VWPTR | DECIMAL ( seperate ram 2
CMPT BY= CMSW EBVY= LEASE EBY= WALK
HITTYPE BY= SECTNM BY= OFPFU BY= HITGOING
BASESTATUS BY= OFTFCNT BY= THROW BVY= THROWAROUND
OLDSTRING Bv= MEGDX BY= SWINGTYPE BY= BASEBLAT
THRWBASE BVY= OFFLDANM BY= HITOF ¥= PLAYON
STRINGERASE RBV= DBLPLAY BVY= OFTBLGO BV= INTFLAG
OUTS BV= TAKEFIELD BVY= OLDFORW ¥= HHOSUF
TOTIMER EBY= TOOF BVY= TOOFF BVY= TOOF#% BY= PTRMND#
HOMER EVW= FENCE V= WHOTHROWS BWVY= THROWANM --3:

~-———Block 1580 —~——————
variables)

OFAaMM# BY= OTEaALLY Bv= TBALLDY
TEaLLYSR BY= OTBalLLX BVY= TBaLLDX

THWPA BY= THWUFDATE# Y= THWDY

THHD X EvV= THWOFPCODE

RUMPA BY= RUNUFDATE# Y= RUNDY

RUNDX EBY= RUNOPCODE

FLDPAa BVY= FLDUFDATE# V= FLDDY

FLDDX BRBY= FLDOFCODE

OFFPA BY= OFUFPDATE# V= OFDY

OFDX BVY= OFQFCODE

TBLFPA EBY= TELUPDATE# Y= TELDY

TBLDX BY= TBLOPCODE

OFFFPAa EBVY= OFFUPDATE# V= OFFDY

QFFDX Ev= OFFOFCODE

variables)
MPPITCH BVY= STRT1 BVY= DOWUP
VECTPC BYW= TFTIMER W= FNCX W= FNCY
VYECTIX EBVY= STRIKES BVY= BaLLS EVY= HOMERUN
SCORESHOW V= CMFLDR BY= OFCRUM BVY= FLSHSTAY BY= WUPFLGSH
NOCATCH BW= HAITTHROW BY= STRING BY= STRINGOFFTIMER
STRIKE BY= HLKCNT BY= SPBONM BY= OFTOTEL
SAMEDLT BY= FLDCLR BVY= TFTIME EVW= ICPTYF W= FLEHWHO
TEMFM BYW= I0DDS BY= NORUN BvW= INSOQUT
PaSEX W= BATSEY BVY= DBLFLAG
MOBLMWRT EYW= OFCATCH EVY= OFQUT
FLEHCMT  EBW= FLSHOM BVW= FLSHTIME
R INGED BYw ETMUTIC BY= CHEERME BY= MHMRFLSH
TIMEGUT  BY=- HMECHNT BVY= HMFLIHCHT

GOSEQCHT BWs GOZEQ

et




i1¢ BB variables)

! BV= CHMOFTIMER BV= CHKFLRS BV= SELECT
H BY= WHICHINT BVY= BLWAIT
! Bv¥= BLTIME BV= RDST

' ¥= THROWTIMER V= THROWTIME
! BV= INAIR

I BV= ATBASE V= FLDON1ST V= FLDONZND

! ¥= FLDON3RD BV= SCRTIME

! BV= GRNDR BVY¥= GRNDRWVALUE

! BY= DPHIT BY= HLSIDE RY¥= HITDEEF BVY= FOUL
]

i

]

i

:

:

1 Bv¥= HITTIME BVW= COMMITED
1 Bv= HITYET Bv¥= CAUGHT
1 BY= SHING BV= SWINGTIME
1 BV¥= FORW BVW= PITCHIT
1 BvV= PITCHTIME
1 ;9
e —— e Bloclk 183-———————-
{ infield logic loop LDINFLDPA , 2
BasSE® HEX
BV= HTHMP E¥= HMTMFP BvW= SWINGTMF BVY¥= WTMF BV= DPTHP
: LDINFLDPA VYPLAYACTPC 3RD ! VPLAYACTPC S% ! VYPLAYACTFC ZND !

YPLAYACTPC 15T | VPLAYACTPC PT | ;
-3

i pd S D el
Lo~ M LMN-=-& M Me @O -INM4EQMN-@ DEL I Y I B o R i s I ) I )

1{ BRE infield logic HITDST , FHTEL , GHTEBL , HTBL , HMHTBL ?
l: HITDST ( chooses hit location ) VUPDATE# BL BZERO
i THHBLFA VFLAYACTRPC BL ! &2 WSTATUS BL B! ( vact )
| BaL THWFAa | Z&8ed WX BL | ADR® VY BL ! ;
'TABLE FHTEBL { fly ball kit table 2
! 40 , 30 , 2002 , 100@ , 200 ,
'TaBLE GHTBL { grounder hit table
H 2@ , 460 , 1086 , 1509 , 1809 , 2499 , 28900 , ZE@e ,
i aITee , IAeR , BFe2 , 4700 , 4EQ0Q
SHRTARLE HMHTEL (¢ fance i homer = 2 normal = @ )

ol =
g 4 a4 L] » . N Pl oo ol = ’
2 1 1 1 41 1 2 8 % @ A5TF B, B,
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|
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( BB infield action by sector )
: FBLLS NOACTPA FBLL3RD

1 THROWAROQUMD BONE FOUL BOMNE ;

HLLE HITOF BONE NOACTPA HLL3RD 1 ;

F3RDRS NOACTPA F3RDR3RD 1 ;

F3RDLS F3RDLSS F3RDL3RD 1 ;
"HLS HITOF BOME HLSS HL3RD 1 ;

FSSRS DPHIT BONE FSSRSS HR3RD 1 3

FSSLS DPHIT BOME FSSLSS HR3RD 1 ;

HMS HITOF BONE HMSS HR3RD 1 ;

FZNDRS DPHIT BONE HRPT HL1ST FZNDRZND @ 3
FZMDLS DPHIT BONE HREPT HL1ST FZ2NDLZND @ ;
——

i e el el el

{ BB infield action by sector GRMNDRESTAEBLE )
: HRS HITOF BONE HRPT HR13T HRZND @ ;
: FISTRS FiSTRPT FISTR1ST NOACTPA @ ;
: F1STLS F1STPT FASTLIST NOACTPA @ ;
: HRLS HITOF BONE HRFT HRL1ST NOACTFA @ ;
: FELRS FOUL BONE THROWAROQUND BOME MOACTPA
FELR1ST NOACTPA @ ;
TaAaBLE GSTBL ( grnder fi=slder action by sector )
* FBLLS , * HLLS , ' F3RDRS , * F3RDLS .
* HLS , * FSSRS , ’ FSSLS , * HHMS ,
* FZNDRS , * F2NDLS , * HRES , ' F1STRS ,
' FISTLS , * HRLS , * FBLRS ,
—_—

AP0~ ARUONEG AU O0~-DAPrON= &

el e S S

Fom e ———— Block 157 ===

1{ BE infield action by sector GRNDRACTION )

11 GRNDRACTIONM ( given sectnm set up infield action
H { default values ) HITOF BZERQ DPHIT BZERO

i FOUL BZERO

' GSTEL @ EX ¢ ret hlside and plavact 2

H DUP HLSIDE B! IF YFPLAYACTPC 3RD | VPLAYACTPC 8% 1
! HLPT VYPLAYACTPC PT | HL1ST VPLAYACTRPC 1ST | HLZND
! WPLAYACTRC ZHD | ELSE ¢ hit right side )

i HRESZ HRZIRD LDINFLDPA THEN ;

1

1

bl

’

e~ MNP, LN-&

[ SR A Y

O & 0) Py o=



- Block 158————————

( BE infield action GRNDRHIT , CHKCN

: GRNDRHIT ( grounder ) GRNDR BONE 2 VVEL EBL B!

3 RND ( waited hit constant ) VDX BL 1+ B@ ( 1 , 0 -1 )
SWINGTYPE B® SWINGTABLE @ EX DUPF DUP DUF
SECTNM B! GRNDRACTION
FOUL B@ IF MFOUL 1 THROWAROUND B! CFOUL STRING B!
HLSIDE B® IF 80¢ ELSE 480¢ THEN VDSTX BL !
s42@ VDSTY BL ! DROF DROP

TOOF BONE 3 TOOF# B!
CMPT B& IF 35 CMOFTIMER B! THEN ELSE HITRUN LEBASE BONE THEN
i- GHTEL @ V¥DSTX BEL | HM = IF 2C@@ ELSE 3Ce@ THEN
YDSTY BL ! THEN HITDST ;
LABLE CNTEL 2869 , Zee@ , 390 .,

CODE CHKCN ( z=et up corner tuype ) .
C A MOW, CNTEL H LXI, * INDEXW CallL &

Fm——————— BElock 189~

' BB fence hit check does homer set up HOMERCHK 2

CODE HOMERCHK { chlk for khomer or fence hit

! EXX, PSLH POP, S ADI, FHCY { 1+ } STaA, ( 5 rnd +5 for frncy )

H FSH POP, 4 aDI, a4 B MOV, ¢ 5 rnd +5 for fnoecx )

! H POP, L & HOVY, ( hit type Y H POP, ¢ x 3 D POP, ( + 1}

:
i
!
|
=
=
:
:
! ELSE ¢ fair ) WUPGO HITOF B@ IF 10 TOTIMER E!
]
S
:
i
!
i
!

e el el fede e

H a6 aAaMa, @¢:», IF, 1 CPl, =, IF, FENCE STA, 59@ D LXI, ELSE,
! HOMER STa, 109 D LXI, THEN, THEHN,

H 6 C MOV, D & MOV, 28 CPI, <, IF, H A& MOV, @A CPI, ( lon 2
i ¢, IF, CNTEL H LXI, C &a MOV, * IMDEXW CaALL,

! B H MOV, FNCX SHLD, 1C@ H LXI, ( 1ft corner )

i ELSE, 46 CPl1, »=, 1IF, CNTBL H LXI, C A& MOV, * INDEXW CALL,
H B A MOV, NEG, FMHCX { 1+ } 5Ta.,

! 4E@0 H LXI, ( hit rt corner )

1

]

]

]

i

MW @O0 =00 LM MNP O~NDIAL

L e R T ]

it BE infield action I R

b ELSE, SWINMGTYFE LDA, A DCR, @=, IF, B A MOV, NEG,

! ELSE, 4 CPRI, =, IF: B A MUV;

i ELSE:, B a MOV,

! @ L BIT, @@=, IF, MNEG, THEN, THEM, THEN,

} FNCX { 1+ } STA, THEHN,

! THEM, THEN, VDSTX BL SHLD, VDSTY BL SDED, EXX, MNEXT —-1»

—
Ey
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———————— Block 161l—-==—=——=——

{ BB infield actiaon QUTFLDHIT

: QUTFLDHIT ( flv ball Y 18 TOTIMER B! HITOF BONE 3 VWVEL EBL B!
TOOF BONE 3 TOOF# B! INAIR BONE 3000 RND 700 + ( vy
SHINGTYFE B@ 1—- FHTEBL @ F@@ RND + ( x
2a RND HMHTBL B@ ( hit type ) SFF RND 5FF RND
HOMERCHK WUFGO
HITDST HRPT HLIST VYDSTX BL @ 280@ < IF ( hit left )
HLZND HLOUTSSPAa ELSE HROUTZNDFA HRSS THEM HR3RD LDINFLDFPA ;

—2

———————— Block 162-=—==m——m—

{ BB infield action INLOG 2

: INLOG ( infield master logic ) NOCATCH BZERO LBASE BZERO
QF TBELGO BONE WLKCNT BZERO NORUN BZERO
MHIT v¥MAGIC R1 PLAYONM | GRMDR BZERQ HOMER BZERO DELFLAG EZERO
OFPU BZERO FENCE BZERQO INAIR BZERO SWINGTYPE E€@ & = IF @
ELSE HRaT B2 2a RND < IF @ ( flyb ) ELSE 1 ( grndr Y THEN
DUP HITTYPE B! THEN
IF QUTFLDHIT CMPT B@ IF 30 CMOFTIMER B! THEN
ELSE GRENDREHIT THEN ALLFLDACT :

BASE! ;S

———————— Block 163-————om-

( BE hit run and throw for outfield fly

SUBR FNEE RET.,

SUBR FRO1 AUTOR1 CalLlL, RET,

SUBR FROZ VSTATUS R1 STa, RET.,

SURR FRO3 VSTaTus R1 STa, RET., ’

SUEBR FRQ12 aAUTOR1 CaLL, AUTORZ CaALL, RET .,

SUBR FRO23 VYSTaATUS R1 STa, VSTATUS RZ2 STa, RET,

SUBR FREOQ123 aUTOR1 Call, AUTORZ Call, aAUTOR3 CallL, RET,

SUBRR FRO213 VETATUZ RE1 5Ta, AUTORZ CalLlL, RET,

LAEL X i

» FRO3 , FRERO1Z2 , FRO1Z23 , FRO13 , FROZ23 ,



@1 BE hit run and throw for outfield flwy TAKEQFF )
1 {HEX

21F= TORET

JI1SUBR TAKEOFF ( turn proper runners on ) .ASSEMELE

i BASESTATUS LDA, WBSFTBL H LXI, ’ INDEXW CALL, TORET H LXI,
i 81 A MVWI, ( vact & wvwrun ) H FUSH, ( ret add.) XKCHG, PCHL,

s LABREL TORET RET, .END
-=>

i el el e el e

( BB hit run and throw for infield grounder )
SUEBR SETDBLPLAY ( sets wup double plaw HL-guy on 1st
1 a MVI, DBLPLAY STaA, RET,
SUBR NEB RET,
SUBR RO1 AUTOR1 CalL, DPHIT LDA, A& ANA,
SETDBLPLAY JNZ, VMAGIC R2 B LXI1, RET,
SUBR ROZ HLSIDE LDA, A aNa, @=, IF,
AUTOR1 Call, THEN, VYMAGIC RZ B LXI, RET,
SUBR R0O3 WVMAGIC RZ B LXI1, DPHIT LDA, a aNa,
AUTOR1 CMZ, RET,
SUBR RO1Z AUTOR1 Call, AUTORZ Call .,
VYMAGIC R2 B LXI, DPHIT LDA, A AMA, SETDELPLAY JNZ,
VYMaGIC R3 B LXI, RET,
-

Ll R i
JIM N WM MeDNe,@O~-INALUN= DR O O ) B R

¢ BB hit run and throw for infield grounder )

ISUEBR R0O23 VMAGIC R3 B LXI, DPHIT LDA, A ANA,

H @ey, IF, AUTOR1 CAalL, HLSIDE LDA, A aNa, AUTORZ CZ,
i RET ,

ISUBR RO123 aAUTOR1 CalLL, AUTORZ CalLl, AUTOR3 CallL,

H VMAGIC R3 B LXI, DPHIT LDA, A ANA,

H SETDBLFPLAY JMNZ, VYMAGIC R1 B LXI, RET,

ISUBR RO13 AUTORZ CallL, DPHIT LDa, & aHa,

i YMAaGIC R2 B L],

! @ xy IF, AUTORY Call., SETDELFLAY JMF, THEN,

! WMAGIC R3 B Lel, RET,

TLABRLE WEBAZETABLE

2! HEE , RO1 , ®RCZ , ROZ , RO1Z2 , RO123 , RO13 , ROZ3 .,

s L)~

&

E-Ny
=

pals et el gl el el
SRS I

A1)

THEN,



te—————— Block 167 ———————~

@l BP hit run and throw for infield grounder

1!'FORWARD HRRET

Z1CODE HITRUN ( activate proper runners and set truwbase

A XRa, OFTBLGO 3TA, { runners wont advance Z bases

B PUSH, { set plavon by which runners go defaults +to

LASSEMBELE  BASESTATUS LDa, VMAGIC R1 B LXI, ( defaul+t
WBASETABLE H LXI, * INDEXW CalLlL, HRRET H LXI,
SECTMM LDA, H PUSH, { ret add. ) XCHG, PCHL,

LABEL HRRET PLAYON SECD, B POP, NEXT .END

DECIMaAL ;S

b el i el e

Gl Mer S @~ sMN-= NPpLDNe@O0o~RNHELRMN- MM DO~ D0 &0

‘\

( BB who's on which base WHONEBASEODDS )

THEN ;
: RUNZCHK15T VHWBASE RZ B@ 1 = IF 6 VMAGIC R3
ELSE RUN3CHK THEN ;
RUNZ2CHK VWRBASE RZ Be@ @ = IF 3 VMAGIC Rz
ELSE RUNZCHKI1ST THEN ;
! RUNZCHK12ZND YWBASE R2 B& @ = IF 2 VWMAGIC RZ
ELSE 4 WYMAGIC R3 THEN ;
: RUNICHKZMD VYWBASE R1 B@ 2 = IF RUNZCHK1ZND

1 ELSE RUNZCHK THEN ;
1 : RUNICHK1ST VYWEASE R1 B@ 1 = IF 1 vMaAGIC R2
1 ELSE RUM1CHKZND THEN ;
13)—->
1
1
t-——————— Block 169

{ BB who's on which base WHBODDS

: HRBYZ HRAT Be 2 / HRAT B! ;

: WHBODDS { sets who is on base calculates plavy odds

H
i
i
H VHBASE R1 B& © = IF @ vMAGIC R1
H ELSE RUNICHK1ST THEN WHOSUP | BASESTATUS B!
i 36 RND SKHWEND# Ei 1@ RND PTEND# BI
H ( odds logic )
! 10DDS Be HRAT B! SCOREZ RBe SCORE1 Ee@
; PLYR1UF B@ IF SHAP THEMN -
| DR 2 < IF -3 » IF 7 ELSE & THEM HRAT B!
L= £ ar up ahead 2
T i YZ DUF 4 » IF HERBYZ DUP & » IF HRBYZ
W THEN THI TRCFP THEW

an
0]

O ST A |

rl )
value

RUN3CHK WWBASE R3 B@ @ = IF 7 VMAGIC R3 ELSE 5 VMAGIC R4

3



{ BE hit logic )

( given dx and rnd waited constant )

: 5H-9¢ DROF DROF FBR ;

: SW-45 DUFP IF 1 = IF {( x=1 ) DROP FBR

ELSE ( = = -1 Y IF HRL ELSE F1STL THEN THEN

ELSE ( X=@ ) DROP DUP IF 1- IF F1STL ELSE F1STR THEN
ELSE DROP HRL THEN THEN ;

SW-3@ DUP IF 1 = IF ( x=1 ) IF F13TR ELSE HR THEN

ELSE ( x=-1 ) IF HR ELSE FZNDL THEN THEN

ELSE ( x= @ ) DROP DURP IF 1- IF F2ZNDL ELSE FZNDR THEN
ELSE DROF HR THEN THEN ;

SW@ DUP IF 1 = IF ¢ x=1 ) IF F2NDR ELSE HM THEN

ELSE ( x=-1 ) IF F35L ELSE HM THEN THEN

ELSE ¢ x=@ ) DROP IF HM ELSE FZNDR THEN THEN ;

—_—

I N )

( BB hit logic SHINGTABLE )
: SW+39@ DUF IF 1 = IF ( x=1 ) IF HL ELSE FSSR THEN
ELSE ¢ == -1 ) IF F3RDL ELSE HL THEMN THEM
ELSE ( x=@ )} DROP DUP IF 1~ IF FSS5R ELSE FSSL THEN
ELSE DROP HL THEN THEN ;
: SH+45 DUFP IF 1 = IF ¢ x=1 ) IF HLL ELSE F3RDR THEN
ELSE ¢ x= -1 ) DROP FBL THEN
ELSE ¢ =x=@ ) DROP DUP IF 1- IF F3RDR ELSE F3RDL THEN
ELSE DROFP HLL THEMN THEN :
: SW+39@ DROF DROFP FBL ;
TABLE SHIMGTAELE
! SH-3% , * SH-45 , * SH-30 , * SHO ,
¢ SW+39 , ' SH+45 , ' SKH+99 ,

i e el i el el

~~~~~~~~ Block 173
{ BE outfield computer control CMPOF
HEX
SUBR CHMPOF { malculates proper deltas and patterns )

DI, OFTELGO LDa, A aANa, RZ, X PUSHX,

vDSTXH BL LDA, 1C CPI, »=, IF, 34 CPI, =, IF, @ RF X LXIX,
ELSE, @ CF X LXIX, THEN, ELSE, @ LF X LXIX, THEN,

CHFLDR SIXD,

YD5Tx BL LHLD, VDSTY BL LDED, 2 A MVI, YGO VSTATUS X RESX,
YDETCALC CallL, OFD¥ SDED, OFDY SHLD, OFFa ERBCD,
OUTFLDACT Coabl, EI, X POPX, RET,
TOOFCK forime out outfisld check 2
s M O DCR, @<y, IF, FF & MWI, T
ey, Els 1 o8 MVYI, TOOFF STho

SR ~-iMiNlPde- & NP0~ NDAA_RNDNeE AN, AEDMN—

B - oyl St e e

i
2

A

g3

11

RO e
(A3 I

3 ij,

3

GOF 5TaA,
» THEN, RET,

=
P
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%
T
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SIENER IS I
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tm——————— Block 17d——-————-
BE tractor ball logic TEaLLFPRC
ORHARD NZPDX FORWARD LDOFFA BASE® HEX
ODE TBLVEL ( +tractorball vel HL-# add. D-max vel )
Ma MOV, @ HLXI, A aNa, RZ,
7 A BIT, FSW FPUSH, @< 3>, IF, NEG, THEN, ( abs. ?
3 CP1, ¢, IF, 82 H LXI, ELSE, 1B2 H LXI, THEN
PSW POP, * COMPHL CNZ, RET,
CODE TBaLLVEL ( calculates thall vel A-actual val HL-old wval?
PSW PUSH, M SUB, ( new - old 2
H INX, A M MOV, H DCX, PSW POP, A M MOV, RET,
ODE TBaLLPRC ( pitch or control outfield ) .ASSEMELE
12 IM, NEG, &4 D MOV, 13 IN, HNEG, Y ( x , ~ )
11 IN, A D MOV, 1@ IN, NEG,
OTEALLY H LXI, ’ TBALLVEL CalLL,
D a MOV, OTBALLX H LXI, * TBALLVEL CaLL, -->»

o I I

-~

L

Fmm—————— Block 175-—————~-
( BE outfield tractor ball running algorithm )
CMPT LDA, a4 aNa, RNZ, OFTBLGO LDA, A ANA, RZ,
TOOFF LDA, A ANA, RNZ,
TBaALLDY H LXI, 1 D MVI, * TBLVEL CaLL, OFDY SHLD, H FUSH,
TEALLDX H LXI1, 1 D MVI, * TELVEL cCaLL .,
OFDX SHLD, D POP, ( ofdy )
-3

e Y
GLo~lMiNd WMo MU,V RArON~,E AR UN,O~IDN AN~ &

{ BB out fielder animation logic 2
7 H BIT, &=, IF, A XRA, H CMP, NZPDX JNZ,
D CMP, NZFDX JNZ, E CHMP, NZFDX JNZ,
L CMP, NZPDX JHZ, STND H LXI, ( =zero delt)
LDOFFPA JMP,
LAREL NZPDX RRUN H LXI, { pos dx )
ELSE, LEUN H LXI, { neg dx
THEM, H PUSH, * QUTFLDACT CalLL, H POP,
LAREL LDOFFA OFFa SHLD, RET, .END

|
{
-

4 g
~,

i

S L)) e 6



e ————— Block 177 ———————
@]( BB pitching algorithm TBALLPITCH )
1!1CODE TBALLPITCH ( loads pitch velocities )
Z1 TBALLYSR H LXI, TBALLDY LDA, 7 A BIT, PSH PUSH, ( sign )
! M SUB, EXaAF, ( save sub ) PSH POP, ( sign )
! @»=, IF, EX4F, { subtraction )
H 2=, IF, M abD, A M MOV, 3 CPI, =, IF, 3 A4 MVI, THEN,
H ( max = 3 A M MOV, THEN, ( if pos and > dy = sr )
! ELSE, ( neg dy Y M a MOV, 2 CFI,
! =, IF, M DCR, THEN, ¢ if neg and sr = 2 docr sr 2
! THEN, Ma MOV, a H MOV, @ L MVYI, DI, TELDY SHLD,
b TBALLDX H LXI, @ D LXI, WLKCHT LDA, 2 CPI, ¢, IF,
! M a MOV, A ANA,
H @¢<>», IF, 7 A BIT, @=, 1IF, C@ D LXI1, ELSE, FF42 D LXI,
H THEN, THEN, THEM, TELDX SDED, EI, RET,
{BASE! ;5
i

MM, ~O0 AL

i el S el e

o e e e Block 178

BE short subroutines string routines )

Aa3Ee@ HEX

2ROT ROT ROT ;

SSAFE 2402 ZROT a" SAFE " SPOST SBO ;

: SFOUL 2492 Z2ROT a" FOUL " SPOST ;

: S0UT1 2328 ZROT A" 1 QUT" SPOST ;
SOUTZ2 22600 ZRO0T A" 2 QUTS" SPOST

: SOUT3 2209 2ROT a" 3 QUTS" SPOST

: SSTRIKE1 Z2@20 ZROT a" STRIKE 1" SFOST

: SSTRIKEZ 2169 ZROT A" STRIKE 2" SFOST ;

—

s we b

. ww

SBALL1 2269 ZROT A" BALL 1" SPOST
SBaALLZ 2200 Z2ROT A" BaLL 2" SPOST
: SBALL3 2z2e@ ZROT A" BALL 3" SPOST
SHOMER 23@@ ZROT A" HOMER" 3SFOST ;
SHALK 249e ZROT A" HWALK" SPOST ;
& C= CSAFE 1 C= CFOUL 2 C= COUT 3 C= CSTRIKE 4 C= CBALL
5 C= CHOMER 7 C= CHALK
: DOSOUT QUTE Bé DUP 31 = IF DROFP SQUT1 ELSE 32 = IF S0UTE
i THEM
: B 31
DUF 31
THEMN ;

© MWl, BALLS STA, STRIKES STA, NEXT

-m

( BB short subroutines string routines )

LTI T

e
QA RN B ) BR) B ) ] MW~ ONDAREDMN -

IF SSTRIKE1 ELSE SS5TRIKEZ THEN ;
IF DROF S5BALL1 ELSE 32 = IF SBalLLZ

ERNY
R

ERTERR:

S pnd gai gl

0
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(

BE

Block
BEAaLLERASE
CODE BALLERASE B PUSH,
Y PORX,
DOHOMER BaALLERASE SHOMER CLRBLST SBO STRINGOFFTIMER BZERO
DOEHOMER SHOMER
—_—

B FOP,

Block
BE =tring routines
G0 200@ 2Do@ &285 A"

QUTTIME

OUTS DUF 1+B!

(

’

NE

=
¥

DOHOMER

KT

out prc )

B@ 33 =

Y PUSHX,

s DOEHOMER
BLERAS

QUTTIME

GAME OVER"

IF

SFOS

MYAaH

)
E CALL.

T 3

VYMAGIC FPT @8 @ DO DUF DUF VYPLAYACTFPCL + OFFFFa S

YSTATUS + DUF EB® 8@ OR F7 AND SB!

DROFP

YMAGIC R1 4 @2

TAKEFIELD BONE
STRIKES EB@ 33 =

YSTATUS + DUP B
VHBASE + E@
VSTATUS

+ DUP
FLYR1UF EBE@ IF

IF BALLERASE THEN

@

F7 AND ¢
IF DUF ¢

res vao )

set active if

E@ 5@ OR SB!
INN# B& LINN B@ = IF

3G0 GAMEOVER BONME FLSHOFF THEN THEN

ELSE MOUT
-3

ER

BALLTIME

Block
short subroutines
STRIKETIME
STRIKES DUP 1+4B!
ELSE M3ITRIKE DOSSTRIKE THEN SBO ;

¢

THEM CLRBLST SEBO DOSOUT

(

B@ 3

3

STRIKETIME .
strike process
IF QUTTIME COUT OLDSTRING B!

malls process )

EalLLS DUP 1+RI
CHALK OLDSTRING

FOULTIME
SFC

VL

Be@

34

SB!
onbase

"
¥

BEALLTIME

VLENGTH + LOOF

DO DUF DUP DUF VPLAYACTFCL + OFFFFPA S!

)

THEN VYLENGTH + LOOF DROP

» FOULTIME

IF SHALK MRAH WLKCNT 1+E!

=tart

process )

az

IF DROP

LEASE BONE 46 HWALK B!
HITRUN (¢
DOSEalLL THEM SEO

FUNMers

) HUPGO

=
F



Fe——————— Block 183-—-—-==—-

1{ BE short subroutines SCOREME , STTEL , STETBL 1}

1 DOSAFE MSAFE SSAFE ;

I TABLE STETEBL { string erase table )

i ' S5mFE , * SFOUL , * DOSOQUT , * DOSSTRIKE , * DOSBaALL .,
! * DOEHOMER , * SSAFE , * SWaALK ,

I TABLE STTEL ( string prc table 2

! * SSAFE , * FOULTIME , * QUTTIME ,

! * STRIKETIME , * BALLTIME , * DOHOMER , ’ DOSAFE .,
H SCOREME { plop scores up )

H SCORESHOW DUP B®@ 2 = IF 900 8C0® 4308 SCOREZ

i ELSE 4390@ &Ce@ 4305 SCORE1 THEN 1 NPOST BZERO

! HOMERUN B@ IF MEOME ELSE MRAH THEMN ;

1 =—=2

;

H

H

i i el i e
na

NN R-IHAHLUN—E MPUN,@OR~NAELNDN—S

e e o e Block 18—
1{ BB string routines STRINGGO , STRINGPRC
I+ STRINGGO ( given string ; stringerase )

! Taea ( y ) 828 ( =2x/mg ) 4 PICK 4 PICK

! IF STETEL ELSE

! STTEL S® STRINGOFFTIMER EB! THEN @ EX

H DROF DROP ;

1t STRINGPRC ( string displaw )

i STRING B@ DUF STRING BZERO

H STRIMGOFFTIMER E® IF OLDSTRING B®@ 1 STRINGGO OLDSTRING E!
! @ ( erase or write ) STRINGGO

]
;
H
H
H
H

1 ELSE OLDSTRING Bi ( one string ) STRINGERASE B® STRINGGO
1 THEM STRINGERASE BZERQ ;
121BASE! ;S
1
1
1

G ——— Block 186--————~~

i BBE pattern tablez

1ILABLE RUNUP®R RUF2E , RUP@M ,
21LABLE RUNUP1 RUPIE , RUFP1IM ,
3ILABLE RUNUPZ RURZE , RUFZM ,

4 LABLE RUNUP3 EUFP3E , RUP3M ,
S51LABLE RUNUFR4 RUF4E ., RUF4M ,
SiLABRLE FLDUP1 FUFPIR , FUPIM .,
TILABLE FLDUPZ2 FUFZEB , FUPZ2M- ,
ALLARLE NOBOQDS MORBROD MOBOD
2ILABLE BALLS EMLL”QT » BALLPAT ,

£
=

=0

TLAaBLE OMED1
LA N A )

s OMBASELl .,
s OMBASEZ

K

01 1) Py



o ——————— Block 187 ———— e

@2i( BB pattern tables )

1iLABLE THRWUF1 TUFP1IM , TUPILF ,

Z2!LABLE THRWUFZ TUPZ2M , TUPZ2F ,

3!LABLE THRWUFP3 TUF3M , TUP3F ,

4! LABLE THRWUF4 TUF4M , TUP4F ,

SILABLE PTTHK1 PTHID , TUFI1F ,

E!LABLE STCE1 TUPIM , TUP1IM .,

7'LABLE STCERZ2 TUPZM , TUPZHM ,

Bl——>

=
121
11}
124
134
14}
154

e e e e e Block 188

@l BE pattern table=zs 2

1{LABLE STHD1 STN1 , STN1

Z!'LaAaBLE STHNDZ STNZ2 , STNZz2 ,

RILABLE STND3 STN3 , STN3 ,

41 LAaBLE STHD4 STN4 , STN4 ,

SILABLE STPT1 STNPT , STNPT .,

&!LABLE CVYREBUP1 CBUP1 , CBUP1 ,

7iLABLE CVRBUPZ2 CRUFZ , CRUPZ ,

21

S!LABLE EBaLLM BalLi@ , BalLL® , Balle , BaLLe .,
12!/LaBLE STCE STCB1l , STCB1 , STCEZ ,
11/LABLE STMDPT STPT1 , STPT1 .,
121 LABLE PTPT PTTHW1 , PTTHW1 ,
131LABLE ONBASE ONES1 , ONES1 , ONESZ .,
14)——2>
191

e ————— Block 189———————-

@1( BB pattern table matrix PATTERNS 1)

1 {LABLE CVWRBUF CVREUF1 , CVRBUF1 , CVREBUFZ
2{LABLE THRWUP THRWUP1 , THRWUP1 , THRHUPZ
3! THRWUFI , THRWUFP4 ,

4 LABLE NOBODY NORBOD® , NOBODe , NOBODE ,
= NOBODE , NOBOD® .,

S1LAaBLE RUNUP  RUNUPZ2 , RUNUP1 , RUNUFPZ ,
i FEUNMLUF3 RUNUF4

STLABLE FLDUF FLDUFLT ,  FLDUP1 , FLDURPZ ,
STLABLE STNDDS  ZTNDI ,  STHND1 , STNDZ .
1] SANMDTE s STHD4g o
11 1LABLE PATTERNS { Mald MaTRIX 2
120 TUMUFR FLDUF . THRHUFP CYREBUF STNDS
13 MORODY , BOLLM , STCE , STHDFT
140 FTPRT DHBASE
121:%

BalLLe

L
L)



fomm e ——— ~Block 190

BB op codes for plavyaction defined BSRTBL , DEaACTIVATE )

ASE®@ HEX ‘

ABLE BSRTEBL 2E&82 , 6100 , 2800 , 4700 , 11Ce , 6300 ,
2800 , agee ,

ODE DEACTIVATE ( reset active bit in status

VaACT VSTATUS ¥ RESX, 1 a MVYI, SAMEDLT STaA., RET,

—_——

0O oW

[l T

MeDMN,OR-dNARUN =, NLPON=SOO~ITHALLDN-

~~

BE op codes for plavaction defined THHANMSET 2
CODE THHWANMSET ( set up throw animation )
¥ PUSHX, H FOFP, WHOTHROWS SHLD, ( smave who throws I
ELERASE CalL, 1 a MVI, IMNAIR STaA,
THROWANM 2TA, RET, ( set for sentry call
CODE OM18T X PUSHX, H POFP, FLDON1ST SHLD, RET,
CODE ONZND X PUSHX, H POP, FLDOMZNMD SHLD, RET,
CODE ON3RD X PUSHX, H POP, FLDON3RD SHLD, RET.

t
f
w

1

1

1

1

1

1
o e e e Block 198 ————————
{ BB op codes for plavaction defined BLDET
CODE BLDST ( ball throw or hit

B FPUSH, VYEL EL LDA,
{ max delt 2 * DSTLD CaALL, * DSTCALC CALL,

LDFLAG CPI, <, IF, A AMNA, ( rd=t ? ) @<¢>, IF,

A XRA, GRNDR 5TaA, INAIR S5TA,

THROW LDA, A ANA, @< >, IF, ( throw or hit)

NED H LXI, THWFA SHLD, CAUGHT 5ThA, ELSE, H FUSH, D FUSH,
HITGF LDA, A AaMA, @< >, IF,

K
i
d

Ml =2 -JMiNsNNee®



e o e e e Elock 193
@2!{ BB op codes for plavyaction defined )
11 CMPT LD&, A aNa, CHMPOF CNZ,
21 HOMER LDa, A aMa, @¢ >, IF, STMUSIC STaAa, HOMERUN STaA,
31 CHOMER & MV¥I, STRING STa, 1@ 4 MVI, HMFLSHCNT STa, 5 A MVI,
4] HMRCHNT STa, a4 XRaAa, HOMER STa, 7 KILLOF CallL, THEN,
51 FEMCE LDaA, A aANMa, @< >, IF, STMUSIC STa, FNCX LHLD,
a1 ¥¥ BL LDED, D DAD, WDSTX BL SHLD, ¥Y BL LHLD, FNCY LDED,
i D DAD, VDETY BL SHLD,
a1 A XRa, FENCE STa, VACT VSTaATUS X SETX, THEN, THEN,
91 D POF, H FOF, THEN, THEN, THWDY SHLD, THWDX SDED,
1@} THEM, THWFA H LXI1, VECTPC SHLD, B FOP, RET,
11} --3
12}
131
141
151
e e e e e Block b D
@1( BBR op codes for plavaction defined FLDDSET
1!CODE FLDDST ( fielders take position legic )
21 4 A MVI, * DSTLD CallL, * DSTCaALC Call, LDFLAG CPI, <>, IF,
3! a AMNa, @< », IF, { rdst ) VPT VWSTATUS X BITX, @< >, IF,
41 STPT B LXI, PITCHIT STa, CMPT LDa, a aANaA, @{>, IF, 4 A MVI,
51 ELSE, 1C a MWI, THEN, TIMEOUT 3TaA, OFTBLGO STa, ELSE,
=4 STHND B LXI, THEN, VOF VYSTATUS X BITX,
71 @, IF, OFTFCNT LDa&a, A DCR, OFTFCNT STA, & AMA, 0=, IF,
a4 TAKEFIELD STa, 3 a MVI, OFTOTEL STa,
= OFTFCNT 5TaA, THEM, THEN, THEM,
121 { count all of outfielders in position )
111} FLDPA SBCD, FLDDY SHLD, FLDDX SDED,
124 THEM, FLDFA H LXI, VECTPC SHLD, RET,
13{—-~>
14!
151
t———————— BElock 198 e
@i( BE op codes for plavaction defined OFFDST
1 IFORWARD OQOFFPA4LD
2I1CODE OFFFDST (¢ all player off field contral ) .ASSEMELE
31 VOF VWSTaTUS X BITX, @¢>», IF, 20 A MVYI, TFTIMER STA, THEN,
41 PLYRIUP LDA, VYRUN VYSTATUS X BITX, @<, IF, 1 XRI, THEN,
51 a6 aMa, 9=, IF, 3690 H LXI, ELSE, 1B®2 H LXI,
B THEM, 930@ D LXI, 9 A MYI, ( max vel I
7 fopETCalc Call, LDFLAG CPI, <>, IF,
&l G aMa, @4, IF, MBED B LXI, VREUM VYSTATUS X BITX, @<>, IF,
S FLDCLE D&, A DCR, FLDCLR STa, &=, IF, HOMERUM LD&, A aNa,
121 @c v, IF, H FUSH, ¥ FUSHX, H FOP, WHOSUP LDA, L CMP, H POF,
111 { last suw? 3 =, IF, 1 A MVI, CAUGHT S5TA, THRCOHAROWUND STa,
121 STHUSIC 276, CHEZRME STa, STRINGOFFTIMER STa,

-

oA ARES, HONMEPUN &, THEWN, THEMN, THEN, THEN, THEN,
L LABEL OFFFPALD OFFFAa SBCD, OFFDX SDED. OFFDY SHLD,
151 THEN, QOFFF4 W LXI, WECTFPC SHLD, RET, .END —--:

s
%

o



NYFORW F= RBACK F= ROFW F= NVAUTO F= SOFW F= RV¥GO F= SVAVF
NFORW F= RFDST F= REND F= NOFPU F= CKATBS F= RVACT

DE RUNDST ( runner base running control ) .ASSEMBLE

VWBASE X B LDX, NORUN LDA, A aNa, @, IF, ( cauaght )

X PUSHX, H POFP, VMAGIC R1 LDA, L CMP, <>, IF, ( not r1 )
YLENGTH D LXI, A ANA, ( reset o9 ) D DSBC, ( runner ahead )
H PUSH, Y POPX, VWBASE Y &4 LDX, A DCR, B CHMF,

=, IF, VATBS VSTATUS Y BITX, @< »>, IF, ( man on next base )
2 a4 MVYI, a VRETAT X STX, ( 9o back ) THEN, THEN, THEN, THEN,
VESTAT X D LDX, VOFW X C LDX, HOMERUN LDA, A ANA, SVaVF JNZ,
VAUTO D BIT, NVAUTO JZ2, VYFORW D BIT, NVFORW JZ,

Ca MOV, (¢ ofw Y A ANA, RFDST JNZ, SOFW JMF,
131LABEL NVFORKW C A MOV, ( ofw ) & aAaNa, CKATBS JZ,
141 LABEL ROFH A XRA, a YOFW X STX, B DCR, RVGO JMF,
151 —->

tom—————— Block 197 - e

@l{ BB op codes for plavaction defined 3}

1 LABEL NVAUTO ( runner under plaver control )

FORKW LDA&, A ANA, NFORKW JZ, C A& MOV, ( ofw ) A ANA,

SOFW JZ, VYHHW VYSTATUS X BITX, ( half wayw ) RFDST JZ,
LABEL SvavVF 3 A MVYI, LVRSTaAT CAaLL, ( wauto vforw for all 3

RFDST JMP,
LABEL SOFW 1 A MVYI, A VOFW X STX,
LABEL RVYGO VGO VYSTATUS X RESX, RFDST JMP,

LABEL NFORW OFFPU LDA, A.ANA, NOFFU JZ, ( out field pick up )
L
L
L

{ BB op codes for plavaction defined RUNDST )

oM

C

Meede-lMNAUNS®

el

N

2 A MVI, A VRETAT X STX, ( set wvauto res vforw 2 NVYFORW JMP,
ABEL MNOFPU C A MOV, ( ofw )Y A ANA, ROFHW JNZ,
ABEL CKATES B DCR, VATES VSTATUS X BITX, REND JNZ,
ABEL RFDST B & MOV, B PUSH, ( which base

BSRTEL H LXI, a8 SLaR, * INDEXW CalLL., D PUSH, H INX,

H INX, M E MOV, H INX, M D MOV, 4 & MV¥1, ( max vel ) H POP,

- el b el el

Mo~NDNEPrUNee2 DN O0~DOR W

1{ BE op codes for plavaction defined

| P DSTCaALC Call, LDFLAG CPI, <>, IF, A aANA, @< ¥, IF,

! ( rchd dest ) VATES VSTATUS X SETX, VHKW VYSTATUuS X RESX,

H VAUTO VRSTAT X RESX, B POFP, B PUSH, ( base ) A XRA,

H A YOFW X STX, VHBASE X a LDX, B CMP, =, IF, ( rchd nxt base)
H A INE, 4 CPI, ( score 7 =, IF, SCRTIME STa, PSW POF,

! FLDCLR LDA, A& INR, FLDCLR STaA, VYACT YSTATUS X SETX,

H STHD B LXI, OFFPALD JMP, THEN, A VYHBASE X 3TX, THEN,

! HOMERUN LDa, a aMa, RVACT JNZ, OFTELGO LDA, A aMA, REND JZ,

! LEBASE

JLAREL R
]

f AaMa, REND JNZ, NORUN LDa, & aNa, REMD JNZ.,

aCT VETATUS X SETX,

MBS R LXI, VEH X a LDX, 12 CPl, ¢, IF, { on 3rd
7 M, 2 H LXI, 2 D LXI,

TUS ¥ RESX, ( left base )

', RUNDY SHLD, RUNDX SDED, THEM, PSSl FOFR,

TR SHLD, RET, .ENMD —-—3

&
I

£

J U A Y

U1 B 0 ) e 6

,.
e AR E I T




o —————— Block 199———— e
2!{ BB plavaction op code OFMOTION , HAITTHRW , BLMOTION , OPTEBL)
11CODE OFMOTION { set pc for ram pa table —-tractor ball- )
i OFPA { 1+ } LDA, 4 CPI, ( stnd 7 )

QPTBL H LXI, * INDEXH CAlLL: ( which opcode 2
OPRET H LX1, H PUSH, ( =zmave ret add. ) XCHG, ( H-opcd )
PCHL , LABEL OPRET ( ex opcode return here )
VECTFC LHLD, THEMN, REET, .END
CODE LOADANM { loads magic & anm HL-~top of plavact table 2
( IX~proper vector add I

M A& MOV, & VYMAGIC X STX, ( load magic )
H IMX, M & MOV, H PUSH, PATTERNS H LXI, * INDEXH CALL,

D vaNMH X STX, E VANML X STX, ( load anm 1}
H POP, ¢ ps 3 H IMNX, RET, { returns updated pc in HL 2

31 =, IF, VACT VSTATUS X RESX, THEN,
41 OFFa H LXI, VYECTPC SHLD, RET,
SICODE WAITTHRI ( set=s flag for lstbaseman to wait throw )
s * THWANMSET CALL, BASESTATUS LDA, 5 CFPI, RZ, A XRna,
71 THROMWAMNM STa, 20 A MVYI, WAITTHROW STa, RET,
SI1CODE BLHMOTIONM {( set pc for ram pa table -tractor ball- )
94 TELPA H LXI, VECTPC ZHLD, RET.,
1@ LABLE OFTEL
111 OONIST , *f OMZNMD , ¢ ON3RD .,
12} > QFMOTION , * BLMOTION , * FLDDST , * RUNDST , * OFFFDST ,
131 f BLD3T , ' THWANMSET , ' DEACTIVATE , ’* HWAITTHRHW .
14 ~~2>
151
e e e e e e Block 2@ o o e e e
I{ BB plavaction process ORCODECHK , LOADANM
{FORWARD OFRET
VCODE OFCODECHK { called by plyactupdate ) .ASSEMBLE
! M a MOY, 2% CPI, ¢, A DCR, A DCR, { check if opcode
! IF, H INX, WVECTPC SHLD, ({ save pc b]
1
|
:

L A S A ey
Bl e gD & MDD 0o~ DRALLON=&

{
i
e

{( BE plavyaction process ANMSEQLOAD , PACTLOAD 1
CODE aMMIEQLOAD { finds proper anm seq by pers# )
{ IX-proper wvector add ?

VAaMMH X H LDX, VaNML X L LDX, VYPERS# X a LDX,

T INDEXKW Call { anm seq look up )

D VAaMMSEQH X STX, E VYANMSEQL X STX, RET,
CODE PaACTLOAD { laoads vect from pluact )

VPLAYACTRCH X H LDX, VPLAYACTRPCL X L LDX, { plyact pc )

POORCODECHK Call s { check for opcodes 2
MEDLT LDS s A AN&, 94>, IF, H INX, H INX, & XRa, SAMEDLT STa,

=
ot

T

1 H TN, H O IMX, = IMX, H INX, H IMX, ELZE, * LOADANM CaAlL,

120 M & MOV, A VUFIATES X BTE, H INX, M A MOV, A VDYL X STH,
PR IME . MoA MDY, 6 VDYH X OBSTX, H IMX, M A MOV,

1 A OWDEL o ST, HOINM, MoAa MOV, a VDXH X STx, H INX,

T4 THEM, H  WPLeYSCTFCOH K 5TX, L YWPLAYACTRCL » 5T,

= 0T

T I
AT IRET

[
| i



2! BB plavaction process

1{CODE PATFETCH

INR, H CHP,

VANME X STX,
which motion
INDEXIW CaAlLL.,
VPATH X STX,

|2 -~-"DD

[ S N S A WY

BB plavaction
QDE PLAYACT (
(

2 B

VECTIX LIXD,

IF, ELSE,
THEN, THEN,
X POPX, B FOP,
BASE! ;S

N A=Y
G~ AU, D0L~-NNAAUN-EG LN SOR~ID0&LL

ASE®@ HEX

I e

1E@2 VWD3TX 585
3A99 VDSTX 1ST
1408 YDISTX 3RD
3209 VDSTX ZND
2590 YDSTX PT
1428 YDETXK LF
ICad WDETH R
ZagE YDETH CF

(

¥

r

v
!
!

PATFETCH

)

loads actual pattern [X-vector )
IF, VPT V¥STATUS X BITX,

=, IF,
L CMP,

E VWPAT

proces
called

A DCR,
ANMSE
RET,

4500

503 H LXI, HITYET LDa, a aN
@¢>, IF, 1812 H LXI, THEN,
VANM#E X A LDX, ( animation #

A XRa,
<, IF,

L X STX,

A,

e=,

THEN ,

)

THEN,
a XRa.,
Y VANMSEGH X H LDX,
( look up proper pattern of sequence
RET,

= FLAYACT

in intterupt dees update pre
assumes vector add
B PUSH, X FUSHX,
VYURDATE# X A LDX,

=, IF, * PACTLOAD CalLL,
ELSE, FF CPI, =,

(

3

{ start again)
ELSE, 1 A MVI,

in vectix

THEN,
VANMSEQL X L LDX,

3

3

A aNa, ( update # chk 2

load new play action

b

A VUPDATE# X STX, ( dor update® )
QLOAD CALL,

YDETY 535

! 5B@e VDSTY 1ST
| SRee VDSTY 3RD
| 4806 VDSTY ZND

c1@9
ZARQ
ZAD

1569

YDSTY PT
VDSTY LF
VDSTY RF
¥WDSTY CF

tom

r

PATFETCH CALL,

SETFDST )

SETFDST ( set up fielder destination values )

(

new pat.?)



{ BB inning plaver intialization LSETTFCOOR 1}

: LSETTFCOOR ( set +take field coor & status -active , xpand )
YMAGIC R1 4 & DO DUP DUP DUP DUFP DUP DUP 28 SB! VXH + 25 SB!I
YYH + A& SB! VXPAND + 88 SB! VSTATUS + 1 SB! -

VYPATL + NOBOD 3! VLENGTH + ( next magic ) LOOP

({ pt > & @ DO DUP DUP DUP DUP DUP 28 SB! ( flders )

vXH + PLYR1UP EB® IF 1B ELSE 368 THEN SB!

YYH + 93 SB! VYXPAND + 88 5SB! VYPATL + NOBOD S

VLENGTH + ¢ nxt magic ) LOOP DROP
28 vMaGIC BLL ! NMOBOD VPAT BL ! 88 VXPaND BL B! 2 VSTATUS BL B!
1@ VSTATUS PT B! 20 V3STaATUS RF B!

2 VSTATUS LF B! 20 VWSTATUS CF B! 3 OFTFCNT B!
7 FLDOPCODE B! & TELOPCODE B! § OFQFCODE B!

-2

fPpLN~,@0L-DUNALMN-D

[ P T Gy

F——————— EBlock 213-——-—————-
1{ BE inning plaver intialization RETPA , SETTFFPa )

| 9 OFFOFPCODE B! & RUNOPCODE B! OPBLDST THWORPCODE B!

! MED RUNFPA ! STND OFPA | NBD TBLFPAa | BAL THHWPA 1 ;

! RETPA ( return to position pa )

! VMAGIC PT & @ DO DUP DUF VWFLAYACTPC + TFPa S1 VSTATUS + DUP
b B@ A® OR F7 AND SE! VYLENGTH + LOOP DROP ;

1t SETTFPA ( +take field pa )
i
i
H
H
H
i

TFPaz2 VPLAYACTRC PT | TFPAl1l VPLAYACTFC 15T |
TFPal VPLAYACTPC 2ND | TFPA1l VYPLAYACTPC 3RD |
TFPA1 VYFLAYACTFPC S5 |
RUNEPA VPLAYACTPC RI1
RUNBPA YPLAYACTPC R3
TBLPA YPLAYTACTFC BL !

RUNEBFA VFLAYACTPC RZ !
RUNEBFA VWFPLAYACTPFC R4 |

—n e -

tom—————— Block 2ld——m—————

{ BEB inning plaver intialization ZERORA4M , SPEC@RAM , LSETTF )
: SPEC@RAM @ 7CBe 3@ FILL ;

: STFLD RETPA TAKEFIELD BONE ;

: SETTF LSETTFCOOR STFLD SETTFFA ;

BasSE! ;S

R Wy
o= MAs LN MW= 030~NDARLUDMN—



fmm e ——— Block 215-——==——=~

BE plavaction loader )

@ LOAD ( plyaction process )

{ inning plaver intialization

e P1] e ™
SRR
[y
I~
o
g
=

e e el i e

BE wvectors
VLENMGTH BARRaAY R1
VLENGTH BARRAY RZ2
VLENGTH BARRAY R3
VLENGTH BarRRAY R4
VYLENGTH BarRRAY PT
VLENGTH BARRAY 127
VLENGTH BARRAY ZND
VLENGTH BaAarRRaY S5
YLENGTH BaRRAY 3RD
VLENMGTH BarRRaY LF
VLEMGTH BarRRaY CF
VLENGTH BAREaAY RF
VLENGTH BARRAY BL
" VYPTR END - " VPTR @ H.

[ I Y I I I N O T £ SN Y O RN U I ) e A R a3 RN B o B

PSR et Y S st gt st
~~

i e el e el

: REST, Y NBD , B, @ , @ , { 3 } ( rest time give update® )

1

H

H AcCT, ¥ » B, +» % 4 3 } C given dx dvy update® magic )

! OM1ST, + 2 B, { ; 1}

H ' 3B, i ;3 }+{ *: ONM3RD, } 4 B, { : 1}

'@a C= OPEBLDST &€ C= OPELMOT { : WTHW, } @D B, { ; 1}

1{ ¢+ OFMOT, + 5 B, { ; 1} { + BLMOT, } OFBLMOT B, { ; 1}

] : RUNDET, } & B, { 7 } { : OFFDST, } 2 B, { ; }

i BLDET, LDET B, { 5 }y { : FLDDST, } 7 B, { : 3}
TH H B ¥ { : DEACT, } @C B, { 5 1}

ND ACT, DEACT, { ; }
ACT, DEACT, { ; }
ACT, DEACT, { ; }

AP e RN e~ MR W&

(

H

{

{

{ =

{ : OMNZND,
2

1

i

i

ELY

[P AP S N

[}



e ———— Block 2268 ———————

2! BB plaw action tables -runners- 1}

1{LABLE RUNMBFA RUNDST, LABLE OFFFPa OFFDST,
2I1LARLE TFPA FLDDST, LAELE OFTBLPa OFMOT,
3!LAEBLE TFPAa1l 1@ REST. FLDDST.,

41LABLE TFFPAaZ 2@ REST, FLDDST,

S5!1LABLE THWBLFa BLDET,

&E!LARLE PITCHELPA EBLMOT,

7ILABLE HL1ST 200 68 QE RRUN ACT, ON1ST, LCE.,
BI1LAEBLE HLZ2ND -300 @ 24 LRUN aACT, ONZND, LCE.,
S1LABLE HRSS 3@ -20 @D RRUN ACT, ONZND, RCE,
12/ LABLE HR3RD -200@ EBQ @A LRERUN ACT, ON3RD, RCB,

11!LABLE HLPT ~-1@@ 0 12 LRUN ACT, @ @ @ STPT ACT, DEACT,

12/LABLE HRPT 12@ @ 12 RRUN ACT, @ @ @ STPT ACT, DEACT,
13t-->

14

151

@!C BB play action tables fieldlogic ~-infielders—
1 {LABLE MNOBODYFA @ @ @ NBD ACT, DEACT,

2!LABLE PITCHPA @ @ 12 PTTHW ACT, @ @ @ STPT ACT., DEACT;

3'LQELE RTHWPA @ @ 5 RTRW ACT, STP,
4 LABLE LTHWFA @ @ 5 LTRW ACT, STF,
SILABLE FBLRIST 22@ 6@ 16 RRUN ACT, 1@¢ 4@ 2 RFLD ACT,

6iLABLE FELL3RD -1F@ 20 12 LRUN ACT, -8@ 4@ 2 LFLD ACT,

71 THW, 3TFP.,

& 1LABLE MNOACTPA STF,

SILABLE HLL3IRD -12@ @ 12 LFLD ACT, @ 1@ 5 LRUN ACT,
1e] ON3RD, RCE,

11}LABLE F3IRDR3RD -3¢ 49 @A LFLD ACT, THW, 5TF,

121 LABLE F3RDL3IRD 2@ 4@ @A RFLD ACT, THW,. STF,

131LABLE F3RDLSS -109@ 49 12 LRUN ACT, S5TP,

14 LABLE HL3RD &@ -4@ 12 RFLD ACT, -2¢@ C® @E LRUN ACT,
151 =->

@1 BB play action tables fieldlogic ~infielders- )

1 'LABLE HLSS -8 @ 1@ LFLD ACT, 2TF,

Z'LAEBLE FSSRSS -8@ &80 oC LFLD ACT, THW, STP,

31LABLE FSSLSS 180 &0 0C RFLD aACT, THW, STF,

4 1LAELE HMSS 100 —-40 @C RRUMN ACT, STP,

SILAEBLE F2MDR2ND -E@ @ oC LFLD aCcT, THHW, STP.,
SILABLE FZNDLZND 20 @ @D RFLD aCT, THW, STPR,

TILABLE HREZND &% @ 12 RFLD ACT, 5TF,

AILABLE HRIST —-5%0 —-40 12 LFLD aACT, 2@ S0 13 RRUN ACT,
9? LARLE FiISTRIST —-49 30 @a LFLD aCT, WTHW, 2TP,

i@ LNHEE FASTLIET 149 -42 2B RFLD acT, HWTHW, STF,
14 TLABLE HWRLIZET 120 2 14 RFLD ACT, 5TF,

ﬁEuLw?LF FIZ2TPT 422 © 15 RRUN aACT, ONIET, LCE,
13 1LABLE 4L£JTE?V% -8 5@ 18 LRUN ACT, STF,

1 HEOUTZMDFA 20 A9 1@ RRUM ACT, S5TP.,

1

fnﬂ«' i ..,,» ELE

ETP,

RCE .

LCE,



t——————— Block 229--—-————-

21 BB play action tables single plaver pitches )

1 1HEX

21{ : BACT, } BAL ACT, { ; 1}

31{ : LK, } © @ @ BaCT, DEACT, { ; }

4!LABLE PFE ® 30@ 5@ BACT,

S51LABLE PSE @ 10@ 8@ BACT,

6|LABLE FPSU @ 19@ 35 BACT, @ 329 5@ BACT,

Z1LABLE PSD @ 320 12 BACT, @ 100 5@ BACT,

S1LABLE PCO @ 300 12 BACT, 100 200 9 BACT, © 200 5@ BaCT,
9i1LABLE PCI 2@ 30@ 12 BACT, -6@ 2090 9 BACT, @ 20@ S@ BACT,

1@{LABLE FICI -10 Z@@ 1A BACT, -10@ Z2@@ 95 BACT, @ 2@@ 5@ BACT,
11|/LABLE PICO -2@ 26@ 1A BACT, &0 200 9 BaCT, @ 200 5@ BACT,
12| DECIMAL ;S

131

14

151

2!( BB destination delta calculation DETCALC
11 BASE® HEX
ZI1FORWARD DSTSET FORWARD BTLFP1 FORWARD RSRDST
JICODE DSTCALC ( calc deltas to destination )
( in HL-dstx DE-dsty A-max vel )
{ out HL-dvw DE-dx BC-magic & pattern # ) .ASSEMELE
EXAaF, V¥H X B LDX, VXL X C LDX, B DSBC, PSH PUSH,
* COMPHL CC, L SLaR, H RALR, L SLAR,
H RALR, XCHG, ( diffx-DE dstvy-HL > VYH X B LDX, VYL X C LDX,
BE DSBC, PSHW FUSH, ( diffy—-HL ) * COMPHL CC,
EXaF, FPSW PUSH, EXaF, PSH POP, { max vel for cmp value )
6 IMR, A INR, H CMP, RSRDST JC, D CMP, RSRDST JC,
a4 XRa, H CMP, DSTSET JNZ, D CHMP, DSTSET JNZ, ( exact point 3}
2 HLXI, @ D LXI, PSW POP, PSW POF,
@FF A6 MVYI, RDST STa, ( set reached destination & @ deltas )
VACT VSTaTUS X RESX, VGO VSTaATUS X RESX, RET, —--:

BE destination delta calculation J
ABEL RSREDST WGO WSTaATUusS X BITX, @< », IF, PSWH FOP, FSW FOF,
{ only calc once ) LDFLAG A MVI, SAMEDLT S5Tha,
ELSE, H a MOV, D CMP, PSW PUSH,

<, IF, XCHG, ELSE, =, IF, L & MOV, E CMP, ¢, IF, XCHG,
PS4 POF, STC, PSH PUSH, THEN, THEN,

THEN, ¢ HL » diff ) EXAF, ( max delt 3 @ B MVI,
'LABEL EBTLP1 B INR, H SFLE, L RAEER, ¢ 2 3 H CMP, BTLP1 JC,
D SELR, E RarR, ( 2 1 -6 DJNZ, ( reduce same as hl 7
Fakl POF,  xdyud Y ¢, IF, XCHG, THEMNM,
TLRBEL. DETIZSET FEM FO C 4= dw )
LMy alll., THEN, PSH POP, FPSW PUZH, ( +4- dx 3}
Call, THEM, F3W FOP, ( dx sign 2

ELSE, REUN B LXI, THEM;

VETATUS ¥ SETHX, THEM, RET, .END

r-ﬁ

Gaem e e - —— -

e =
N ) s S W0 RN e @



‘@1 BR st destination registers from vector )
1{CODE DSTLD

21 VDSTXH X H LDX, VDSTXL X L LDX, VDSTYH X D LDX,
31 YDSTYL X E LDX,

4 IRET,

SI1BASE! ;S

i

[ Ay
O D)Mo & to -

tm——————— Block 233 -———————

@] BE short subroutines COMPHL COMFDE TIMEDCR BONE BZERO WUFGO
1 |BASE® HEX :
21CODE COMPHL ( compliments HL 2

31 H &a Mov, CMA, 4 H MOV, L A MOV, CMA, A L MOV, H INX, RET.,
41 CODE COMPDE H PUSH, XCHG, * COMPHL CaALL, XCHG, H POFP, RET.,
51

E!SUBR TIMEDCR ( HL-timer add if goes to zero return 1 else @ )
71 M a MOV, & aNa, RZ, ( allready zero returns false change )
ai A DCR, A M MOV, A AMNA, 2=, IF, a INE, ( +true change )

= ELSE, a XRa, THEN, RET.
10
11i: BONE { cange byte memory cell to 1 2 1 SBiI
121 BZERQO ( change byte memory cell +to @ ) @ SEBE! ;
131
14}1: WUPGO HHOSUFP @ DUP VSTATUS + 81 SB! VRSTAT + 3 SB! ;
15 ——>

Fm——————— Elock 234 ————————

'{ BE short subroutines DIVHLEY4 INDEXW EX )

ICODE EX C39 B, NEXT

'CODE DIYHLEY4 ( divide HL by 4 )

H , 7 H BIT, FPSW PUSH, ( dir )

! ' COMFHL CNZ, { abs du 7

! H SELR, L RAaRR, H SRLR, L RaARR, ( /4 1

! FSW POP, ’ COMPHL CNZ, RET,

PCODE IMDEXW ¢ zall routine - disp HL- tabkle add 2
] { For indexing into table only )

PSW FUSH, & SLAR, ( Z¥ A )
1 L ADD, 4 L MOV, @ A& MVI, H ADC, A H MOY,
1 MOE MOV, MOINX, M D MOV, W DCX, PSW FOP, RET,

f==2

AP e Bl Ce M A e @

@,
pL

i
i



Fo o ————— Block 235

VRSTAT R1 STaA, VYRSTAT RZ2 S5TaA, VRSTAT R3 5Ta, VRSTAT R4 STaA,
RET ,

SUBR WALKOVER ( walked runner at base )
1 A MVI, CAUGHT 5TA, THROWAROUND STaA, RET,

-

i1{ BB short subraoutines AUTOR1 ect. , LVRSTAT , WaAaLKOVER
ISUBR AUTOR1 3 a4 MVI, VRSTAT R1 STa, 81 A MVI, VSTATUS R1 8Ta,
! RET . ( sets vauto , vforw , wvact , vrun )

ISUBR AUTORZ 3 A MVI, VRSTAT R2 STa, 81 a MVI, VSTATUS R2 SThA,
H RET .,

'SUBR AUTOR3 3 A MVYI, VRSTAT R3 5Ta, 81 a MVI, VETATUS R3 S5Ta,
H RET ,

'SUBR AUTOR4 3 A MVI, VRSTAT R4 STa, 81 a MVYI, VSTATUS R4 5TaA,
H RET,

'SUBR LVRSTAT ( load wvstat for all runners in- A value

1

!

l

:

=

[ e e

b Block 23R = ———

! BB short subroutines MULTHLEY4 , KILLOF , WAIT 2
'CODE MULTHLEY4

! 7 H BIT, PSH PUSH, * COMPHL CNZ, L SLAR, H RALR.,

H L SLaR, H RalLR, PSW POP, * COMPHL CHNZ, RET,

1CODE KILLOF { =top outfield tractor ball control
i @ H LXI, OFDX SHLD, OFDY SHLD, STND H LXI, OFPA SHLD,
| & XRa, OFTBELGO 2TA, RET,

ICODE WAIT { given A wait period stop every thina )
]

|

:

:

:

I

:

:

00"\

BEGIM, PSW PUSH, @FF a MVI, BEGIN, A DCR, @=, END,
PSW FOP, &4 DCE, 2=, END, RET,
: THAIT { terse wait period )
EI BEGIN FF @ DO LOOP CREDITS B@ DUP IF 1 = IF CNSW1Z2 Be IF
ELSE DROP 1 THEM ELSE DROP 1 THEN ELSE DROP THEM
90 @ DO LOOP 1 - DUP @= END
DROFP DI ;
_—

e e e e e
W= S~ HNRUN— ML, DARLON~E M WUN, O~ LLN-&

‘w
| ==
|

BE short subroutines INFLDACT OQUTFLDACT ALLFLDACT CMTALL
QDE SETACT ( =mets avtive bit in status )
{ in HL-status 1st guy A- # of guus )
VLENGTH D LXI,
BEGIN, YACT M SET, D DAD, A DCR, @=, END, RET.,
CODE INFLDACT ( set infielders active J

VYSTATUS PT H LXI, 5 A MVI, * SETaACT CaLL, RET,
CODE QUTFLDACT { =z=ets outfielders active )
WETATUS LF B LAT, 3 A MvI, * SETACT CaLlL, RET,
ODE &L LFLDeCT { sets all Tielders active )

TOINFLDACT Calll, 7 OUTFLDACT CalLl, NEXKT

Tae a4 f CPOST 440@ 7FFe0 REZ28 a4 OME® SPOST

VIR Ve Taoo 225 59 CPOST S0 FFee 2824 a" ISITOR"™ SROET ;

__:.;:

L

i}

S e e el

,ﬁ

L



BE short subroutines BLERASE , HUPHRT , CHGS ., DHAIT
URBR BLERASE ( erases ball ) '
X PUSHX, ¥YMAGIC BL X LXIX, * VERASE CALL. VACT V¥STATUS X RESX.,
¥ POPX, ( stop ball )Y NOBOD H LXI, VYPAT BL SHLD, RET.,
CODE FTAUTOTHM { pitch auto timer )
TIMEOUT H LXI, FLDCLR LDA, A ANA, TIMEDCR CZ, NEXT
1 WUPHRT ( write whos up for flash )
FPTAUTOTHM PLYR1UFP E® IF HOM ELSE VYIS THEN ;
: CHGS 1Coo 2002 223 A" CHANGE SIDES" SPOST ;
: DWAIT EI @ DO FF @ DO LOOFP LOOP DI ;
-2

mi‘\

MM, oORINDAEOMN®

i el i el B e

e e e e e e e Block 239 ——— i

'{ BE short subroutines FLSHTON FLSHTOFF FLSHWUP DOCHGS )

s FLSHTON FLSHWHO | FLSHON BONE FLSHTIME BONE ;

{: FLSHME FLSHWHO @ EX ;

I1SUBR FLSHWUF ( handle whos up flasher )

! X FUSHX, ¥ PUSHX, ,

| FLSHCNT H LXI, FLSHON LDA, & ANA, M A MOV, @<, IF,

H A AMA, 2=, IF, 1 M MVI, 28 a4 MVI, ELSE, @ M MVI, 8 A MVI,
! THEM, FLSHTIME STa, DOVERE FLSHME

H ELSE; a aMa, 2¢<>, IF, @ M MVI, DOVERB FLSHME THEN,

i THEN, Y POPX, X POPX, RET,

{CODE FLSHOFF B PUSH, 4 XRa, FLSHOM STaA, DI, FLSHWUP CaAlLL,

H R POP, NEXT

i+ DOCHGS ' CHGS FLSHTON 28 DWAIT FLSHOFF GAMEOVER BZERO ;

1
E
H

-
£

O =
=~ MR- MW@ Oo~NDARDN =&

e e e e Block 24—

1{ BE short subroutines CHKFLSHSTAY 2

te WUPTON * WUFHRT FLSHTON ;

1 CHKFLZHSTAY { when iscecp turn off check for wupwrt J

[ FLSHSTaY B@ IF FLSHSTaY BZERO FLSHCNT EB® FLSHOFF IF -

H DOWUFR B@ IF WUPWRT WUPTON ELSE WUPFLSH B&@ IF HUFWRT WUFTON
! THEM THEN ELSE ¢ not flshent ) DOWUF B@ IF HUFPTON ELSE
H WUPFILLSH B® IF WUPTOM THEN THEM THEM HUPFLSH BZERO
H DOWUR BZERQ THEN
'BASE! ;3
n

]

[N N R MR Y Y

RS



+——————— Bloclk 24l -mm

( VG3 write routines relabs , magic equates )

( MAGIC REGISTER BITS

2 C= MRROT 3 C= MREXP 4 C= MROR § (C= MRXOR

& C= MRFLOP 7 C= MRFLIFP

SUBR relabs ( relative X Y to magic address conversion 2

H

i

!

H

i

! { in- BC=exp/mag DE=x HL=vg )

| { out~- BCzmexp/mag+t+shift HL=scrader

! Ha MOV, @ HMYI, A L MOV,

H H DAD, H DAD, H DAD,

! H Dab, D PUSH, L E MOY, H D MOV, H DAD, H DAD, ( %84 )
1@ D DAD, (¢ ¥8® ) XCHG, H POP, ( == 2
111 L a MOV, (¢ SavE BIT CNT > H L MOV, @ H MVI, D DAD, ( x+v
121 RLC, RLC, HEX 3 ANI,
13} MRFLOP C BIT, @<, IF, NEG, @=, IF, H DCX, THEN, THEN,
144 3 aNI, A E MOV, C A MOV, FC aMI, E ORA, A C MOV, RET,
15)==>

o e e e Block 242-———=——=—

{ YG3 write routines relaff 2

SUBR reloff ( compute relative offset of x ;, v of pattern )

( in- BC=exp/mag DE=x HL=Y IY=relrpatacdr

( out—- BC=exp/mag DE=x+off HL=vwtoff I¥Y=patadr I

H PUSH, XCHG, @ Y D LDX, @ E MVI, ( X offset )

D SRAaR, E RaARR, D SRERaAR, E RAaRR.,

{ MEREXF C BIT, @<, IF, E SLAR, D EALR, Y ( %2 ) ( THEN,
MRFLOP C BIT, @<, IF, D DaD, ELSE, A ORA, D DSBC, THEN.,
XKTHL , ( push X+4off, HL{(~-Y 2 1 ¥ D LDX, @ E M¥I, ( ¥ offset I}
MRFLIP C BIT, @¢3>», IF, D DAD, ELSE, & ORA, D DSEC, THENM,

D POFP, ¥ INXX, ¥ INXX, ( offset pattern ) RET,

e ped ek el el

[ YGE write routines Wwrite )
SUBR write ( software write with x v size )
{ I1¥= patadr BC= 2x/magic+shf DE= Y/% size HL= screenadr )
{ does not do shifter flush patterns must flush themselves 7}
B PUSH, B A MOV, XPaAND OUT, C & MOV, MAGIC OUT,
Y PUSHX, B FOP, ( patadr ) MEFLOP & BIT, @<, IF,
BEGIM, ¢ w 2> D PUSH, H PUSH,
BEGIM, ¢ = » B LDAX, A M MOV, H DCX, a M MOV, H DCX,
B INX, E DCR, &=, EMD,
W OFOP, S0 D LxI, D DaD, D POF, D DCR, @@=, END,
ZE, £ neo Flax 2
[

r
EGIM, £ ~ 1 D PUSH, H FUSH,

MM = ama-DN e iMoo~ RNsLDN~ MPENr,r0e~lD0O0,FrDN-&

! BEGIN: ¢ = 2 F LDAX, A M MOV, H INK, & M MOV, H IMX,
i BOIMM, E DCR, @=, END,

: HOFOF, 5@ D OUE I bab, D POF, D DCR, @@=, END,

1

1

FriE I

’
M., B POF, { magic ) RET, —--2



( VYGS write routines writep , WRITE 2
SUBR writep ( software write with pattern size on pattern J
{ IY=patadr BC=ex/mag+shf HL=scradr --—- )
@ Y E LDX, ( X size ) Y INXX,
@Y D LDX, ( ¥ size ) Y INXX, write JMF,
CODE WRITE { write with X Y sizes ; pattern with no header )
( in—- x , & , patadr , y/x size ex/mag )
{ WRTSYS set for pattern board res for software write )
{ out— pattern on screen 1}
Y PUSHX, H POP, EXX, B POP, ( ex/mag ) H POP, ( sizes )
¥ POPX; ( patadr 2 D POP, ( Y ) XTHL, ( H{-X S{-sizes
XCHG, ( X<-3:Y ) relabs CaAlLL, D POP, ( sizes )
write CALL, EXX, H PUSH, Y POPX, NEXT
-2

NN OQ~NA DN

R I

VGES write routines HRITER 2

ODE WRITR ( write with a relative pattern )
( in- %x , 4 , relpatadr , ex/mag )
{ HRTSYS set for pattern board res for software write 2
{ out— pattern on screen )
Y PUSHX, H FOF, EXX, B FPOF, Y POFX, H FOP, D POF,
relaoff Call, relabs Call.,
writep CALL, EX¥X, H PUSH, Y POFPX, NEXT
-2

AN o0~ DALON~—~D
Oﬂ

el el i ek e el

VGS character routines cpost )]

( option bits , top 4 bits of =sxp

C= SMFONT { small font if set large font if res )
C= ZEROSP { zero suppress if s=et )

ODE cpost ( post an ascii-character on the screen ; see opt. J
{ in= x ;s ¥ ; opttexp/mag ; ascii-char J

{ out— newx , ¥ , opttex’mazs ; character on screen )
¥ PUSHX, H POP, EXX, H POP, ( L{-char ) L A MOV,

B PORP, ( gx/mag ) SMFONT B RBRIT, PZH PUSH, 2=, IF,

{ larges font

2Ul, ELSE, 3@ CPIl, =, IF, 2F SUIl,
THEN,

} 2@ BUl,

il gt e g gyl .
i) e St~ DN~ @



'({ VGS character routines cpost con’t. )
i AL MOV, @ H MVI,

i L SLAR, H RALE, ¢ %2 > H D MOV, L E MOV,
H L sLar, H RALR, ( ¥4

! . SLAarR, H RALR, ( %8 Y D DAD, ( ¥1@ ) @ characters D LXI,
! FSH FOF, ( font ) @< >, IF, ( =mall font )
! H SRLR, L RARR, ( /2=%% ) ® smallfont D LXI, THEN,
! D Dab, H PUSH, Y POPX, ( patadr
! H POF, ¢ ¥ > D POP, ( X 2

H D PUSH, H PUSH, B FPUSH,

1

|

=

=

1 relabks CALL, 2a®@1 D LXI, SMFONT B BIT, @<, IF, 5 D MVI,
1 1 A MVYI, ELSE, 2 A MWI, THEN, PSH PUSH, ( disp value )
1 write CalLL, PSW POP, B POP, H POP, XTHL, ( H¢(-X
1 a D MOV, © L MVYI, D DAD, ( new x
14} XTHL, H PUSH, B PUSH, EXX, H PUSH, Y POPX, MEXT
15i--7
dm——————— Block 248
( VG5 character routines CPOST , SPOST , 3IDROP )
: 3DROFP DROF DROP DROFP ;

( in= x , v ,» opttex/mag , ascii-char )
( out- character on screen )
cpost 3IDROF ;

options for next string ; see options 2
( in= x ; 4w , optt+exs/maa , string I

1 { i.e. @ @ Z228 28 A" STRINMG" FFOST 2
1 { out- character on screen x +» ™ » optteximag I
i COUNT OVER + ZHAP DO I B@ cpost LOOF ;
i
1 -
1
Fom e ———— Elock 249 —-—me————

( Y¥GS character routines NPOZST

H

i

H { in= % ;, 4 » opttexmag , string I

i ( i.2e. @ @ 8828 A" STRING" SFOST
! ({ out— character on screen J
1

!

a

q

1

PFROST 3DROF

! dpost @F AMD OVER 4200 aND 4208 X0OR OVER OR IF 3@ +
SHAF BFFF aMD SHAP ELSE DROFP 29 THEN cpost

fd= @~ NN HAWMera@~IMAEONeS PN~ BR~IHUOPLPLBN-@

191 NFOST { post a pod number on the screen ; see options )
119 T in= » , w , opttexsmag » wariable ade , # of bytes 3
121 Loout- oharastar on socreen )

170 OWER +« DEaF Do I BP SHAaM dpeost 1 EBE@ depost LOOF

{a] ADROFP :

TE ] -

CPOST ( post an ascii-character on the screen ; see options

* PPOST ( post an ascii-string on the screen leaving x 3 and

SPOST ( post an ascii-string on the screen ; see options )

)



1{ VG5 character routines BCD+ , BCD+! )

!'CODE BCD+ ( binary to decimal arithmatic )

' ( in- integer 1 , integer 2 )

H ( out- becd sum of integer 1 and 2 )

! H FOF, D FPOF, E A MOV, L ADD, DAA, A L MOV,

! D a MOV, H abdC, Daa, A H MOV, H PUSH, NEXT

' BCD+!  add a bcd number to a wvariable )

i { in— inc-amount ; msb-addr , #bhytes )

! { out- value in wvariable incermented in bcd 3}

H 1- OVER + DO I B@ BCD+ DUP I B! SHWAB [ HEX 1 FF aND
1
]
H
!
i
H
|

@
1
z
3
4
=5
[
7
8
9
1@ -1 +LOOFP DROP ;
11} -3
12
13
14
15
o ———————— Bloclk e
21{ BB wector wWwrite VHRITE )
1{CODE VHRITE {( does reloff relabs patbhrd from vecter IX )
21 VEPAND ¥ B LDX, VMAGIC X C LDX, VYXH X D LDX, VXL X E LDX,
3! VvPATH X H LDX, VYPATL X L LDX, H PUSH, ¥ POFPX,
4 MYH X H LDX, WYL X L LDX,
51 reloff CalLL, ( calculates relative offset
&1 relabs CalLL, ({ calculates magic add.
7 H VSCRERADREH X S5TX, L VSCRADRL X 35TX, { zet scradr for erase )
&l writep CalLl, { write it 2
2| C VYMAGIC X 3T¥, ( =zave shift for erase )
1@} RET,
11f{-=->
121
134
141
151
D Block PE2——
2! BB interupt vector erase VERASE
1iCODE VERASE ( does pattern board erase from vector [X )
21 VWXPaANMD X B LDX, YMaAGIC X C LDX, VYPATH X H LDX, YPATL X L LDX.,
3! H INX, H INX, ( akhs ) H PUSH, ¥ POFX,
41 WSCRADRH ¥ H LDX, VSCEADRERL X L LDX,
91 writep CALL, RET,
&I!DECIMAL ;S5
7
S
2
1

ELA
E A

[ R G
w 3 P

3



+———————= Block 253-—-—-———-

2i( BB interrupt CHKGROUNDER )

1! BASE® HEX

21LAaBLE GVTBL ( grounder varb table )

3! @ , 492 , 40 , 49 , @ , @ , @ , ® , FFC@ , FFCe@ , FFC@ ,
4! 2 , @ , .

S5ICODE CHKGROUNDER ( if grounder adjust ball direction )
=3 GRNDR LDA, A ANa, RZ,

! GRNDRVALUE LDAa, A INR, @D CPI, =, IF, A XRaA, THEN,
al GRNDRVALUE STa, H PUSH, GVTBL H LXI, * INDEXKW CalLl,
a1 V¥XH X a LDX, @a@ CPI, * COMFDE CC, H FPOF, D DAD, RET,
1@} —-7
111
12}
131
14}
151

e e e e e Block 254 ~——m————

@i BB interrupt TIMER 2

1{CODE TIMER ( interrupt timer routine )
THROWTIMER H LXI, TIMEDCR CalLlL, & aNa, @{», IF,
THROWTIME STA, THEN,

STRIMNGOFFTIMER H LXI, TIMEDCR CalLL,

& aNa, @<», IF, STRINGERASE STa, OLDSTRING LDA,
STRIMG 5Ta, THEN,

TFTIMER H LXI, TIMEDCR CalLlL, A aNa, @¢>», IF,
TFTIME STa, THEN,

WAITTHROW H LXI1, TIMEDCR CaLL., & aNa, @< 3», IF,

1 THROWANM STA, THEN,
1 CMOFTIMER H LXI, TIMEDCR CALL, A ANA, CMFOF CNZ, EI,
1 FLSHTIME H LXI, TIMEDCR CALL, A ANA, FLSHWUF CNZ,
1 TOTIMER H LXI, TIMEDCR CALL, A& ANA, TAKEOFF CNZ,
1 WALK H LXI, TIMEDCR CALL, A ANA, WALKOVER CNZ,
15 -=7>

o e Block i)t T —

( BB interrupt FERSPECTIVE )

TOOF H LXI, TIMEDCR CALL, A ANA, TOOFGK CNZ, RET.,

CODE PERSPECTIYE { pattern size determined by w )

@ E MYI, YYH X H LDX, 54 a4 MVI, H CHMF, ¢, IF, 84 A MVI, H CHMF,
¢, IF, @ D MV¥I, ELSE, 1 D MVWI, THEN, ELSE, 3Aa A MVI, H CHMF,

» IF, 2 D MVI, ELSE, 1F & MVWI, H CMP, <, IF, 3 D MVI,

ELSE, 4 D MY¥I, THEN, THEN, THEN,

YPERS# X A LDX, D CMP, ( cmp pers new & old )

D OMFERZS # BTH, <3, IF, VWHKW WETATUE ¥ SETX, THEN,

{ For cunners set commited if changs 3

RET

N

.

M~ hed ORON&TO~DU & LM

=
Fan]

B RS

R T

i



i

e e e e e

MR ~-1MleN-,E &N, S0-INUHLLUN=,e MPUUN=cOBo~NMOLPrUN-&

S e e el

BE interrupt VECTOR )

QDE WECTOR ( wvectors and limit checks )
Ced1 B LXI, ( 4w limits ) TAKEFIELD LDaA,
VOF VSTaATUS X BITX, @<3», IF, 4009 B LXI,
{ outfielder limits ) VXH X D LDX, VXL X
E LDX, VDXH X H LDX, VDXL X L LDX,

’ DIVHLEBY4 CalLL, ( comm. resolution Y D DAD,

YBL VSTATUS X BITX, * CHKGROUNDER CNZ, 1 A MVI, H CMP,
=, IF, A H MOV, ELSE, 4E A MVWI, H CMF, ¢, IF, & H MOV,

THEN, THEN, H VXH X STX, L VXL X 5TX, ( limit chk
MYH X H LDX, WYL X L LDX, VDYH X D LDX, VDYL X E LDX,

D DaAD, C &4 MOV, H CMP, »=, IF, ( 4 low 2 A H MOV, ELSE,
B a4 MOV,

H CMP, ¢,
RET .,

—

~~~~~~~~ Block
BB interrupt

ABLE BWTEBL (

nﬂ

& ANA,
THEN,

0=y IF;
THEN,

IF, A H MOV, THEN, THEN, H ¥YH X STX, L VYL X STX,

|

bat window table 3y span Y, xspan X, )
@EAF , B9% , @DAF , @D9&2 , @9aF , @F38 , @8AC , 1098 ,
9a7 , BF3&% , @DA3 , @DI& , REAZ , @698 ,

CODE BATHITCHK ( check window for hit )
M a MOV, ( swing) a SLAR, BWTEL H LXI, * INDEXW CaLL,
VYH BL LDA, E SUB, D CMP, RNMNC, H INX, H INX, H PUSH,
WX BL LHLD, * MULTHLBY4 CaLL, H a MOV, H FOF, M SUB,
M CMP, RNC, HITYET LDA, & ANA, RNZ, A INR,
HITTIME STa, HITGOING S5Ta, BLERASE Call, RET,

-_—

H INX,

———————— Block
BE interrupt BATHWRITE , BATSHWING
ABLE BSWINGTABLE EBATD9@ , BATD4S , BaTD3@ ,
BATMID , BATU3@ , BATU4S , BATU3R ,

QDE BATHRITE { xor bat from swingtype ?

H PUSH, M A MOYW, BSEWINGTAEBLE H LXI, * INDEXW CALL,

D PUSH, ( pattern add. 2 Y POPX, 2600 D LXI, AF®@® H LXI,

228 B LXI, ( expA/mag
reloff CaAlLL, relabks CaLL,

' B S

writep Call.,

H POF, RET.,
TCODE BAaTSWING f suwings bat if appropriate )

SHIMGTYFE H LXl, SWIMG LDa, A ANa,

@r, IF, STRIKE S5TO, M & MOY, & CFI., { end of swing 7
£, IF, 7 BATHMRITE Call, M INR, * BATWRITE Call,
HMITGOIMNG LLId oAaMA, f BATHITCHK CZ, ( check for kit 2
ELEE, & MES, SWING STA, 18 A MYWI, SHINGTIME STa,
THEM, ——>

3



{ BB interrupt
( sWwing completion resset bat J
EL3SE, ( swing not set ) M a MOV, & CFI,
=, IF, A XRa, HITGOING 3Ta, SHWINGTIME LDA, A& AMA,
=, IF, * BATHWRITE CallL, & M MVI, ' BATWRITE CaLL,
ELSE, a4 DCR, SWINMGTIME STaA,
THEM, THEN, THEN, RET,

f
i
w

H
1@}
111
121
131
141
151

Fm——————— Block o
{ BB interrupt OFBLCHK )
: SUBR OFBLCHK ( chk for catch or close when cmsw )

( in— D max distance to check for

VLENGTH B LXI1, ¥X BL LHLD,

VMAGIC LF ¥ LXIX, Y¥YH BL LDA, a4 INR, A E MOV, 3 & MVI,

BEGIN, H PUZH, EXaAF, YYH Y a LDX, E 3UB, CY, IF, NEG, THEN,

D CMP, ( max dist ) ¢, IF,

D PUSH, VXH ¥ D LDX, ¥XL ¥ E LDX, & aNa, ( res cu )

D DSBC, ' COMPHL CC, D POF, 10 A4 MVWI, H CMP, =, IF,

! MULTHLBY4 CALL, H A MOV, D CMP, ¢, IF, 1 & MVI, H POFP, RET,
THEM, THEM, THENM,

B DabDY, EXaF, &4 DCR, H FPOFP, 0=, END, RET,

L e e = Y
o~ AELDMNeE AAUMNC,SO~INRNAUMNeE® NAONLSODO~IDARLLON—&

BE interrupt BLFPOSCHK )

ODE BLPOSCHK

HITYET LDA, A aNa, 0=, IF, ( pitch check )

¥YYH X a LDX, BC CRPI, =, IF, HITTIME LDA, & ANAa, RNZ,

HITYET LD&a, A& aNa, RNZ, VX PT LHLD, VDSTX BL SHLD,

vY PT LHLD, WWDETY BL SHLD, THWBLF&a H LXI, VYFLAYACTFC BL SHLD,
& XRaA, VUPDATE# BL STa, 4 & MVI, VWEL BL STaA,

21 a4 MVI, VYSTaTUS BL STa, Bal H LXI, THWPAa SHLD,

ATRIKE LDA, A AMa, @43, IF, CSTRIKE A MVI,

ELSE, CRall A MYI, THEN, STRING STa,

nn‘-'c

Ega]

10 b B, FITCHTIME 278, STRIKE 5Ta, SWHINGGDO STa,

14 i MW I, HITYET 2Ta, THROW ST, THROHARQUND STA,

129 ELSE { check for cross the plate ) @432 SBEI, 5 CFPI, RNC,
1o WM e LD, 28 2RI, 2 CPI, RMC, 1 A MVI, STRIKE STa,
141 THEM

1



P el el RS S B

L e e e e e

DEEEE S IR LTI R = RN B 1 B ) T B ]

LT A £ ) e

AL @e~NDAPLLUN-&

B RN I A O I o B )

m = = o i e i e o e o mm mm m mm e m i mm mm mm mm o mm e mm m

( BB interrupt )
ELSE, ¢ intercept check for catch in outfield

YYH X D LDX, 3C 4 MYI, D CMP, RC, NOCATCH LDA, A ANA, RNZ,

5 D MVI, OFBLCHK CallL, a aMa, RZ, INaAIR LDA, & ANAa,

2 A MYI, LVYR3TAT CALL.,
OFCATCH STA, CAUGHT STA, WHOSUFP LHLD,

@<, IF,

PLAYON SHLD, A XRaAa, ELSE, A INR, OFFPU STA, THEN, THROWANM STaA,

A INR, NOCATCH STA, Y PUSHX, H POP, WHOTHROWS SHLD,

BLERASE CalLL, 7 KILLOF CALL,

A RKRA, OFTBLGO 5Ta, TOOF S5Ta, ( ofl t.o. timer ) THEN, RET,

-

~

BE interupt main WINTEL , INTERRUFT 2
LABLE WINTBL ( which interrupt table )
VMAGIC R3 , VYMAGIC 18T , VMAGIC 3RD , VMAGIC RF

FORWARD INTTOP
ICODE IMTERRUPT .ASSEMBLE
INTFLAG LDA, A IMR, INTFLAG STaA, 2 CPI, ¢, IF,
LABEL INTTOFP B FUSH, Y PUSHX, X PUSHX,
-5

————————— Blaock 268 ———

{( BB interupt main ,
WHICHINT LDA, & INR, 4 CPI, =, IF, & XRa, THEN,
WHICHINT STa, WINTEL H LXI, 7 INDEXW CalLlL, D PUSH,
( 3 auys every 4 interrupts )

|
i
e

X POFX,



F————— Bloclk 266————————

@} main vectoring, does 3 vectors given lX-starting vect )
1y 3 A MVI, VYLENGTH D LXI,

2!'BEGIN PSW PUSH, D PUSH, VACT VSTATUS X BITX,

<>, IF, A XRa, BLWAIT STa.

|

31

4| * YERASE CaALL, { erase )

51 VECTIX SIXD, * PLAYACT CaALL, ( plaver action contreol

&1 ' VECTOR CALL, ( vector limits & perspective chk )

7! ' PERSPECTIVE CalLL, ( change of size )

ai ! VHRITE CaALL, ( Wwrite )

9l THEN,; D POP, A XRA, ( res carry ) X PUSHX, H FOP,
19} D DSBC, ( nxt vector ) H PUSH, X POPX, PSWH POFP, 4 DCR,
11{9=, END,

121 —->
131
14|
151
d——————— Block 287 ~———————

21 BB interupt ball and bat process )

11 ' BATSWING CALL, ( if swing every int.

21 VMAGIC BL X LXIX, VACT VSTATUS X BITX,

3| @< >, IF, BLWAIT LDA, A ANA, @{ >, IF,

4] ' WAIT Call, ELSE, 2 A MVYI, BLWAIT STA, THEN,

= ' YERASE Call, ( erase ) .

el VECTIX SIXD, * PLAYACT Call, ( ball action logic )

i ' VECTOR CaLL, ( vector & limit chk

a1 ' VWRITE CaALL, ( write )

= THEN,

1@} ' BLPOSCHK CalLL, ¢ check pitch or outfiled catch )
111--2
121
131
141
151
F—————— Blaock 2E8————————

@2!( BB interrupt

11 A POPX, ¥ POPX, Y PUSHX, X PUSHX, * MUSCPU CALL,

21 * TIMER CalLlL; { =vystem timers decrimented & flaged )

31 TakKEFIELD LDA, A AaNAa, * TBaALLPRC CZ, ( tractor ball 2

4| X POPX, ¥ POPX, CHKCOIN1 CalLlL., CHKCOINZ CALL.,

S STRING LDa, & aMa, <>, IF, DOVERE STRINGPRC THEN,

sl SCORESHOW LDA, A& aNa, @<, IF, DOVERB SCOREME THEN,

7i B FOFP,

&l INTFLAG LDA&, & DCR, INTFLAG STa, INTTOFR JNZ, THEN,

o4 IMEXT .ENMD

]

e

-,

(R O )

ok



BE interrupt call INTERRUPTS® , HMRINT , SI@ , SI1
CODE HMRINT ( homer shill interrupt )

HMFLSHCNT H LXI, M A MOV, A ANa, @@=, IF,

HMRFLSH LDA, 1 XRI, HMRFLSH STa, 20 M MVI,

A aMa, @¢», IF, 7 a M¥I, @ D MVI, ELSE, 7 D MVI, THEN,

@ oUT, 4 OUT, D A MOV, 1 OUT, 2 QUT, 3 OUT, THEN, M DCR,
INEXT
{ INTERRUPTS INTERRUPTS®
73 I’ INTERRUPT INTERRUPTS:
< INTERRUPTS INTERRUPTS1
73 I’ HMRINT C@ 1’ INTERRUFT INTERRUPTS:

: SI@ INTERRUPTS® ISTaART ; : SI1 INTERRUPTS1 ISTART
BasE! ;35

r

—

iS

1
1
1
]
1
1
1
1
1
1
]
1
1
1
1
i
1
i
1
1
1
i
1
1
1
i
1
1
1
1
1
i

ML, ~-ORRLNN- &

e it e e ek el

Fmm—————— Block 27—
( BB field table dugout pattern cnline
HEX '
LABLE DUGOQUT @ @ @ 3 @ @ 82 @F @ @ E® 1F @ @ F@ FF @ @ FC FE
@ @ FE 782 @ 8% 1F 10 @ C® @F @ @ F@ 3 @ @& F& 1 @
@ FE @ @ @ 3F @ @ 2@ 1F @ @ 82 1F @ @ @ 7F @ @ @ FE @ @
2 78 @ 9 @ 19 @2 @ 12 4 @ @ 245TF 24STF 245TF B, B, B, B,
BTABLE FIELD
9D B, aC B, @ B, 3E B, 1 B, 2D B, 4 B, 24 B, & B, 1D B,
eD B, 16 B, 14 B, @D B, 1F B, @6 B, 2&% B, 23 B, A@ B, @3 B,

CODE enline { calls wvector line write 2
B PUSH, ¥ PUSHX, X PUSHX, VECTOR Call.,
X POFPX, T POFX, B FPOF, NEXT

-

tom—————— Block 27l
{ BE line vector routines CHLINE , DLINE 1)
11CODE strtline ( given X Y sets up start of line )

H POFP, ¢ »w 3 D POP, ( x ) E SLAR, D RALR, E ELAR, D RALR,
E SLaAarR, D RaALR, E SLaAR, D RALR, E SLarR, D RALR,

E SLAR, D RALR, ( adjust x for crelabs ) B PUSH,

@ C MVI,

relaks CALL, 3 ANI, BIT-PO0S STaA, 400® D L¥XI, D DaD,

ZaDR SHLD, B FPOFP, MHEEXRT

: CHLINE { continue line to this point , given X Y 2
Tt T .

¥IM | o onli

e e e e
(LI TN O 3 - Y O Y B o [ I Y I I O T % O Y I o

ne

"
E

e el
o
=gy
et
ra

It

’ ven A Y start coor X Y ending coor
19 1| X-axls | -
abs 1 strtline cnline

O

E PV B

e e

¥l



RECLINE 4 PICK 4 PICK 2DUP SHWAFP & PICK + SHWAP DLINE ;
RECTAN ( in X, ¥, X length, Y length, pxtype set )

BEGIN RECLINE ROT 1+ ROT ROT 1- DUP @= END DROF DROF DROP
DROP ;

( BB line wvector routines RECTAN , OUTLINE

QUTLINE ( creates rectanguler outline

( in- X , Y , X length , Y length ; pxtype set )

4 NDUF DROP 3 PICK + OVER 4 NDUP DLINE S PICK 4+ CNLINE
3 PICK + CHLINE DROP DROP CHNLINE ;

SBO 370¢@ Bee@ 388 BALLS B@ CFOST 3F0@ Boee 3@8 STRIKES E@
CFOST 470@ B@e@ 302 OUTS Be@ CFOST ;
-=>

NN, ~INARPrON=S

R e N

Fm—————— Block 273——————
BB field write main FIELDWRT , SUFP 2
V= FINDEX

GETF FIMDEX B@ FIELD B@ FINDEX 1+!
REVWX 13F GETF -}
FIELDWRT { write Tield autline )
GETF GETF GETF GETF DLINE
8 @ DO GETF GETF CNLINE LOOFP ( left side )
FINDEX BZERQO REWX GETF REVX GETF DLINE
& © DO REVX GETF CNLINE LOOP ( right side ) 3}

e as am frj

1
i
i1 SUP B3Ce@ 8828 A" UP" SPOST ;

i: BCR5 1F 8A 18 @E RECTAMN 1@7 8a 18 @E RECTAN

{ Bee aCe@ 328 30 CPOST 4500 AC0@ 3es 3@ CFOST ;
it FLFILL EI © 499¢@ 3Ce@ FILL DI ;

i: ZERORAM EI @ 7C3@ 27@ FILL 3 OFTFCNT E! DI ;
]

]

MapWMNeS O~ NARDN-®

i el i e ek

b

H

H FL { set up all of backaround )

i ZERORAM FLFILL

iEl FPX1 FIELDWRT

H 12C0 6520 BASEFRFAT 4428 WRITR 3FC2 E6820 BASEPAT 4428 WRITR
H 2880 4CeQ BASEZPAT 4428 WRITR

H ZEQQ ACHE HOMEFLATE &892 WRITR 2806 AF2e BATDD2 28228 HRITR
! 2C faa BE 1% QUTLINE

] AT INMY SPOST

BOO OF Q0D = AT 1 2 3 4 5 8 F & 3% SFPOST

£n &0 MITLIME 3302 E@Gd RZ2A 42 CFOST

ST 4% 9F RECTeM SBEed Boeo 828 53 CFROST

AN 4308 Re42 828 4F CFROST

0E RECTAN

4ai RReQ

QWML

3,

3

=t
>

NS Y
Lo BT Y

aE 4@

£}
L0

e B

PR

A
L

F;

i

UL

O ud ) o=
M

{ o=

r



S el i el el

e = el

— e

i

i et el el e el

Mp~NNEUN2,e UM, NEWUNE® AL, 000~DIARLOMND

{ BB field write 1}
3300 &2D6O DUGOUT 828 WRITR 1D 2DQ@ DUGOUT 268 WRITR .
HOM VIS SCRS EIDI 3@ DUFP DUP BALLS B! STRIKES B! OUTS E! SEO
Fe@ SUP ‘
300 A3 2225 A" CREDITS" SPOST EIDI H
DECIMAL ;S

R Block 280—————
IXEL TABLES ) BASE® HEX

FOWR } FORWARD { ; } :

PXTYPE ¥= XIN ¥= YIN V= Y-AXIS V= X-AXIS

BIT-FOS ¥= SADR V= V-PXTYPE V= V-MODE ( @= write 1= xor )
ABLE PXT0 @ , @ ,

ABLE PXT1 42 B, 190 B, 4 B, 1 B,

PX1 © PXT1 PXTYPE ! ;

PX@ @ PXT@ PXTYPE | ;

TABLE MASK 3F B, ©CF B, @F3 B, @FC B,

ASE!l -->

]

(== BLLILEN < i
A=l

¢ VECTOR GENERATOR )}

{FOUR VECTOR FOWR XYLOOFP FOWR X-RET FOWR Y-RET

{FOWUR INC-X FOWR DEC-X FOWR INC-Y FOWR DEC-Y

IFOWR YSTEF FOWR XYSHIFT FOWR SINCR

{FOWR XYTEST FOWR FHRT

{ASM .ASSEMBLE ( START 2 PASS ASSEMELER HERE )

{LABEL INC-X E RRCR, E RRCR, ( SHIFT BIT ValL 2

H I RRCR, D RRCR, ( SHIFT MASK ) CY~,

! IF, ZAaDR LHLD, H INX, SADR SHLD, THEN,

Z OLHLD, H INK, X-AX15% SHLD, EXX, X-RET JMF,
by =y E RLCR, ( SHIFT BIT VAL 2

GHIFT MASK » CY~,

H DCX, SADR SHLD, THENM,

A-AXK1S SHLD, EXX, X~-RET JMF, --3%

-
.t‘

Vol P) e o

Y



P e ek el e

= e feels

i i

. e 3 ek A

£ B LY e

B huhaled Block

¢ VYECTOR GENERATOR ) BASE® DECIMAL

{LABEL INC-Y Y-AXIS H LXI, M INR,

! D PUSH, 8@ D LXI, SADR LHLD, D DAD, SADR SHLD, D POP,
! RET,

{LABEL DEC-Y Y-AXIS H LXI, M DCR,

{ D PUSH, -80 D LXI, SADR LHLD, D DAD, SADR SHLD, D POP,
! RET,

ILABEL YSTEP PCIY,

IBASE! -—>

|

|

:

:

]

! |

R Block -T2 E—

( VECTOR GENERATOR )
( INPUT IS5 XIN, YIN AS PLACE TO MOVE TO.

MUST ALREADY BE SET, aS WELL A5 X-AXIS AND Y-AXIS )

MA@~ RAUNcE ARPrUNC,QO~SNNDARPLON—&

NGTE SADR & BIT-FOS

i

i

1

'LABEL VYECTOR X-AXI1S LDED, XIN LHLD, & XRaAa, D DSBC,

H CY~y IF,; INC-X X LXIX,

i ELSE, DEC-X X LXIX, XCHG, A XRA, ® H LXI, D DSBC, THEN,

H ¥Y-aX15 LDED, YIN LDA, E SUB, ( DIF OF Y 2

i CY~, IF, IMNC-Y ¥ LXIX,

i ELLSE, DEC-Y ¥ LXIX, CMA, A& INR, ( MAKE &4 + ) THEN,

TEXXY, a4 L MOV, @ H MVI, EXX, L. E MOV, H D MOV, ( copy X to DE

| L ORA, A L MOV, ¢ OR X & Y Y H ORA, RZ, ( ret if @ dif )

1{ normalize - shift up until carry occurs )

'LABEL XYSHIFT H DAD, ( shift up combined X & ¥ ) SINCR JC,

! XCHG, H DAD, ( shift up X ) XCHG,

| EXX, H DaD, EXX, ( shift up ¥ 2

b XYSHIFT JMP, LABEL ZINCR —--3»

Fm——————— Block 284 ——wm—m
@l¢ YECTOR GEN 7
11 D FPUSH, EX¥X, H FUSH, EXX, B POF, C E MOV, B D MOV, ( Y parms
21 EXX,
3 ( PUT MaASK IN D, PIXEL VaAalLUE IN E -NOTE THESE GO IN ALT REGS 3
4| BIT-FPOS LBCD, PXTYPE LHLD, B DAD, M E MOV,
= @ Mazk H LXI, B DaD, M D MOV,
& H POP, ( X Jdif Y H B MOV, L C MOV, EX¥,
TILABEL XYLOQOFP EXX, B DaD, CY.,
2 iF, FCIXK, LOABEL X-RET
ol ExXy, BCHGE, B DabD, XCHG, CY,
AN IF, ¥37ZF Cakl, THEMN, PWRT JHMF,

! FLZE, Eux, HO B DAl , XCHG, CY.,

i iF, Call, PHET  JMP, THEMN,

T r
wp v ama
RYLOOF JMP,
"

3



te——————— Block 288 ————————
VECTOR GEN -~ WRITE POINT AND TEST
ABEL PHRT
WRITE THE POINT 2
EXX, D PUSH, EXX, H PQOF, RXCHG, H PUSH, ( save Y sum )
SADR LHLD, VY-MODE LDA, & ORA, @¢>», IF, E M MOV, ELSE,
M a MOV, D aMa, ( MASK OFF
E ORa, ¢ OR IN BIT VvaL Y a M MOV, THEN,
D POP, ( return Y sum )
( ENMD CHECKS
YIN LDAa, & H MOV, Y-AXIS LDA, H CMP, XYLOOP JNZ,
D PUSH, & XRA, XIN LDED, X-aXI% LHLD, D DSBC, D POPF,
XKYLOOP JNZ,
X-AX1s LDA, 3 ANI, BIT-POS STaA,

J‘\-r’ﬁ

ND ¢ END 2 PASS ASSEMBLER

PP G Y
A
m
—
-

e e e e e Block 288 ———————

( COIN READING ROUTINE ) HEX

( = mask of bits to look for )

( = % of times to try to accept value

{ = % of consecutive values to find )

( = port from which to read )

( = value to look for , ¥¥ PUSH DE, THEN HL, THEN A ¥%

FORWARD READFORT SUBR debkounce .ASSEMEBLE

B PUSH, H C MOV, E B MOV, A H MOV, LABEL READFORT

ﬂ INP; L_ XRQJ H QNQJ @=; IF: E DCR} ®=J IF; ( qood ) A INRJ
B POP, RET, THEN, READFORT JMP,

THEW, D DCR, 9=, IF, A XRa, B POP, RET, THEN,

B E MOV, ( +*rvy again ) READPORT JMP, .END

-7

HieUNea@~-I0RNLUN~,® PN~ O0R-IHARAON—S

el e e S

BE coin raoutine CHKCOINT 2

SUBR CHKCOIN1 ( chlk door 1 for coin drop 3

CHTM1 LDA, & ANA, 9=, IF, ( waiting for coin

20 a MVI, 1220 D LXI, 14DF H LXIl, debounce CalLL.,

A ANA, RZ, CNTM1 S5Th, CREDITS H LXI, M INR,

UPCRED S5TA, & XRA, SPBON 5Ta, DOVERB MCOIN 16 IN, RET,

ELSE, ( waiting for coin to drop ) 20 A4 MVI, 520 D LXI,
14DF H L¥I, debounce CALL, A aMa, ENZ, CNTHM1 STa,

17 IM, THEN, RET,

o

!
!
=

s U
=,

Gl =MD

PERY
s Y
=

el
3 Pl

1t

151



o —————— Block 2RB -

@!{ BB coin routine CHKCOIN1 )

11SUBR CHKCOINZ ( chk door 2 for cein drep )

21 CNTMZ2 LDa, a aNa, 0=, IF, ( waiting for coin 7}

31 12 A MVI, 1020 D LXI, 14EF H LXI, debounce CALL,

4 A ANA, RZ, CNTMZ2 STa, UPCRED STa,

51 CREDITS H LXI, 15 IN, 1 & BIT, @2¢3, IF, ( susan b dollar )

123} M INR, M INR, M INR, M INR, M INR, ELSE,

] M INMRER, THEM,

&l & XR&a, SPEOM STa, DOVERB MCOIN 16 IN, RET,

91 ELSE, ( waiting for coin to drop ) 1@ A MVI, 520 D LXI,
1@} 14EF H L¥XI, debounce CALL, A AMA, RNZ, CNTMZ2 STA,
111 17 IN, THEN., RET,
12{DECIMAL ;%S
131
14}

151
o o e e e e e e e Block 2@ e

2!¢ 1/0 PORT DEFINES ) BASE® HEX

1! 9 C= HORCBE @A C= VERBL

21C MUSIC PORTS

3112 C= TONMO 11 C= TONEA 12 C= TONEB {13 C= TOMNEC

4114 C= VYIBRA 16 C= WOLAB 15 C= VOLC 17 C= VOLN 18 C= SNDBX

S1@D C= INFEBK @R2E C= INMOD @F C= INMLIN & C= CONCHM

B1oC C= MAGIC 13 C= XPAND & C= INTST - @E C= VERAF

7I1F C= HORaAF

Bl——>

a1
191
11}

121
131
141
151
o e e e e e Block 291 -

@1 INTERRUPT ROUTIMES ) HEX

1IVWPTR { @ 1 aND } VPTR { +! } { ALIGN TO EVEN EBOUNDARY

212 VARIAEBLE IPNT

3L  (INTERRUPTS } DATA HERE { ; 1}

41{ 1 INTERRUPTS:> + { [ t aAaSM { 1 } JMP, { ; 1}

Si: 10 [COMPILED] *

&y{ I + @CD B, 1T 1 2+ 1y + B, { 3 1}

PRl ICODE } CODE { [ )} AaSM { 1 } NEXT XTHL,; D FUSH, B PUSH,

& PEW PUSH, M & MOV, IMLIM OUT, H INX, IFNT SHLD,

3 EM¥, EXAaF, H FPURM, D PUSH, B PUSH, FSK FPUSH,

1] mEM oL h

111 CReDE TEX FIM FOFP, B POP, D POF, H POF, EXX, EXAF;

1E PRl FPRF, T POF, I FOP, H FOP, EI, RET.

G S T oyl LIT Loy IEX Y, PasM {1y JMP, {7 0}
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———————— Block 292
Interrupt routines )

QODE ISTART DI, H FOP, IPNT S
IPNT { SWAB } A MVWI, STal.

INFBK QUT, IM2, EI, MNEXT

CODE DI DI, NEXT CODE EI EI,

CODE XDI DI, & XRa, INMOD QUT

CODE SWaM H POP, L A MOV, RLC
H PUSH, NEXT ( SKHAFP NIBELES

-2

'

{ VWGS screen handeling verbs
: INTHIGHRES { intialize sc
1 & OUTP ( conscom part ) C
@ 39 QUTP ( hkaorzch 2 ;

FILL { fill =creen whith
{ in—- constant , starting a
( out— does =sequential fill
ROT ROT ZDUF ! SHWAP DROFP DU
SCRERASE { erase entire s
2 4200 3F6@ FILL ;

—

———————— Elock 294 -———-——=

VGH NMDUP 2

CODE NDUP EXX, B FOF, C DCR,
BEGIN, M D MOY, H DCK, M E
CEMD, EX¥X, MEXT ( DUFLICATE

—

Call

HLD, & A& MVI, IMNMOD OQUT,
IPMT & MVI,

NEXT

» NEXT

s RLC, RLC, RLC, & L MOV,
IN LOW BYTE 2

INTCOMMERC I aL ;\FILL » SCRERASE
reen Tor commercial mode )
2@ @8 QUTF ( verthl )

constant data )

ddress , # of bytes to fill 2
whith constant specified )

P 1+ ROT 1~ EBMOVE ;

creen )

1 H LXI, SP DADP, B DAD, B DAD,
MOV, D FPUSH, H DCX., C DCR, @<,
TOF N ELEMEMTS OF THE STACK )

)



o ——————— Block 295———————— y

©!¢ HIGH SPEED RANDOM NUMBER ROUTINE )

1!2- ARRAY RND# ( 4 BYTE RANDOM. # BUFFER, SEED APPROPRIATELY ! )
2/CODE RND EXX, @ RND# LBCD, 1321 H LXI, B DAD, H FUSH,

2776 H LXI, B DaADC, 1 RND# LDED, D DaD, XTHL,

B DaD, XTHL, D DADC, XTHL, B DAD, XTHL, b DaDC, XTHL,

E D MOV, BE MOV, C B MOV, ® C MWYI, B DAD, © RND# SHLD,

H POP, D DADC, 1 RND# SHLD, EXX,

@ H LKIJIH D MOV; L E MOV; EXXJ‘XCHG’ B POPJ

® H LXI, BEGIN, B SRLR, C RaRR, CY, IF, D DaD, EXX, D DAaDC,
EXX, THEN, B &4 MOY, C ORaA, <>, IF, E SLaAR, D RALR, EXX, E RALR,
D RALR, EXX, SWAP JMP, THEN, EXX, H PUSH, NEXT

{
i
~

MM @O~D0A A

e el e e e

o Block 296-—————— -

NUMBER TABLE FOR STRING DISPLAY ROUTINES )
TABLE characters ( FILL IN CHARACTER TAEBLES )
SPACE @ 1 2 3 4 5 68 7 & 9 )

B, 2¢ B, 22 B, 22 B, e B, @@ B, @@ B, @2 B, @0 B, @@ B,
B, 7E B, 66 B, 66 B, 66 B, 66 B, 66 B, 66 B, 7E B, 3C B,
B, 3% B, 1% B, 1% B, 18 B, 18 B, 1& B, 18 B, 3C B, 3C B,
B, 7E B, 66 B, 26 B, 3E B, 7C B, 62 B, 6@ B, YE B, 7E B,
B, 7E B, 66 B, o5 B, 1C B, 1E B, @68 B, &6 B, 7E B, 3C B,
B, 66 B, &6 B, &5 E, 7E B, 7YE B, @5 B, @06 B, @6 B, @t E,
E, 7C B, 59 E, &9 B, 7C B, 7E B, @& B, 66 B, 7E B, 3C B,
B, 7C B, 60 B, 60 B, 7C B, 7E B, 66 B, &6 B, 7E B, 3C B.
B, 7E B, & B, ®E B, eC B, 1C B, 1&8 B, 38 B, 3@ B, 30 E,
B, 7E B, 66 B, 66 B, 3C B, 7E B, 66 B, 66 B, 7E B, 3C B,
B, 7 }, B8 B, 658 B, 7E B, 3E B, @5 B, @68 B, 3JE B, 3C B.

W=~ W0e ™|~
I OOmMOOD OO0

F——————— Block 297 = e
CHARACTER FPATTERN TABLE FOR DISPLAY ,)
6 BCDEFGHTI JKLM?

B, 3C B, 7E B, 66 E, 66 B, 566 B, 7E B, 7YE B, 66 B, &6 E,
B, 7E B, B, 866 B, 7C B, 7E B, 66 B, 66 B, 7E B, 7C B,
B; 7E B, B, 62 B, 6@ B, 600 B, 6@ B, 66 B, 7E B, 3C B,
7E B, B, 66 B, 66 B, 66 B, &6 E, B, 7E B, 7C E,
i, 7E B, B, 6@ B, 7C B, 7C B, 69 B, B, 7E B, 7E E,
E, FE g2 B, 7C B, 7C B, €@ E,
B, 7E =9 B, g2 B, 6E B, &E E,
B, =& FE B, 7E B, B8 B,
i& B, 18 B, 12 E,
4o B, @5 EBE. 66 B,
7& B, 78 B, 8C B,
s B® B, 6@ E, 2 By
: DB B, C3 B, B,

T3 T
& M

Tl ol ) L) e
T O MM OO o

o

-

B, 7E R,
B, E,

-~ F

LR e R DR g K I A R N DM@ O~ MA@

‘ E"r

r oy
E,
B,

Ey
E,
B,

[
oh
3 T o= T N
L@ Mmoo T &
Do N B B O
LY M T M o
e}
a
[ B I O TS Y S R AT
DM SO
[y}
-

)

B
DE B

[P A S %

A
= ———

N\



N O

B,

MNereO~-NNAerUOMN~®

= e el

13166 B,

CHARACTER

F

66
7E
7E
7E
7E
7E
7E
66
(=1
C3
&6
&6
7E

a R

B,

STU

76
66
533
66
66
56
13
BB
&6
C3
7E
7E
26

B,

V WX

TE
66
&6
‘BB
66
217
15
66
66
DB
3c
ac
GE

PATTERN TaBLE CONT. )

B,

Y Z)

7E
66
7E
66
7E
7C
18
66
66
DB
15
18
1C

B,
B,
B,
B,
B,
B,
E.
B,
E,
B,
B,
B,
B,

BE B,
&6 B,
7C B,
66 B,
7C B,
3JE B,
18 B,
66 B,
7E B,
DB B,
18 B,
18 B,
38 B,

21 VGS-SMALL FONT CHARACTER SET 3 BY
1{BTAEBELE =smallfont 20 B,
249 B,

240
AR
AR
@49
eae

4@
a4
246
Qe
o1
217
Qe
R

e

24e
@40
gE@
BEQ
2ae
BES

B =Y
G-l -& MM, OIRARDMN

S im e e e = = o = - ——— ————— ———

=
& =2

)i e

TS

E,
B,
B,
B,
E,

2@ B,

B,

E,

B,
B,

B,
B,
B,
B,
E,

@40
oA
BE®
BE®
220
2@ B
940
28
B2@
A
240
@2 B
@ B
@@ B

020
BAG
040
220
220
oA
DE

B,
B,
B,
B,
E,

B,

B,

B,
B,
B,

20 B,

2R B,
@89 B,
240 B,
r 4@ B,

ga B,

20
00

@@ B,

QE®
QEQ@
aQ

@he B,

pLRe R,
g2 B,

249 B,
2E@ R,

s B9 B,
» REQ@ B,
; @9 R,

B,
B,
E,
B,
E,
E,
E.

2@ B,

8
B2

249 B,
22 B,

@

B,

B,
B,

E.
B,
B,

@@ B, @
@49 B,

Qe B, (

a9 B,
4@ B,
P20 B,

2A@ E, (

B,
B,

@n@ B,
249 B,

29 B, (

242 B,
24@ B,
@@ B, (
e B, (

@80 B, (
@@ B, ( -

4@

@Ae E,
@40 B,
RE®
@e0
QE®
aCe

B,
E,
B
E,

FMCREN

S r
a4
odg B,

QAL
240
Q8D
B2
P2
g2
PIATE)
24@
aFa Y]
Qe
g B

G4

@89 B,

B,
B,
B,
B,
B,
B,
E,
E,
E,
B,

B, ¢ .

9@ B, (
249 R,
4@ B,
QE@ B,
GEQ@ R,
2@ B,
aca B,
BE@ B,
24@ B,
QE® B,
gE® B,

, B8 B, f

B,

azae By (

@Ee B,

CEG B, @0 B, (

66 B,
66 B,
60 B,
66 B,
6E B,
o6 E,
18 ‘B,
66 B,
3C B,
FF B,
3C B,
18 B,
7@ B,

5
@ B,
¢ 1
n )
(
¢
(
&
£

Mxo#

66

=1
=1%)

6E

66
66
18
66
3c
E7

18
6@

2@ B,

66
7E
=17]
&4
66
7E
18
7E
18
Cc3

18
7E

SPACE

( LEFT PAREN
( RIGHT PAREN

¥ 2
+ 2
PR
)
Y ——2

( ¥GS5-SMALL FONT CHARACTER SET 3 BY 5 )
@49 B,

.

R a el lalelala el

B " W W

)

66

- 3c

=17

3a

66
ac
18
3C
18
C3

18
7E

)



e el e el el e e el e

P G

{ VYG5-SMALL FONT CHARACTER SET 3 BY 5 )
28@ B, 249 B, @22 B, @490 B, @8@ B, ( > )

- @E@ Bl 02@ BJ @4@ BJ 00 B: @40331 ( ? )
PE@ B, @A® B, QE®@ B, 95@ B, @C@ B,
2E®@ B, @AQ® B, QE? B, @A@ B, @Aa2 B,
@E@ B: @ﬁ@ B; @C@ Br'@ﬁ@ B; @E@ Br
QE® B, 089 B, @8 B, 089 B, QE@ B,
RC® B, 20AQ@ B, 0a@® B, 0AQ@ B, @2Ce B,
RE® B, @80 B, @C9® B, 08¢ B, QE@ B,
QE® B, ¢80 B, @C® B, 080 B, 080 B,
RE@ B, @8@ R, @AQ B, 0A@ B, QE@ B,
A B, 2A® B, QE® B, 9aA@ B, @A® B,
E®@ B, 040 B, @40 B, 040 B, QEQ B,
@2 B, @02 B, @22 B, @A® B, QEQ R,
@A B, @A B, @C@+B, @AY B, @A B,
P80 B, @80 B, DR B, 030 B, QEQ® B,

ML=~ N-&
P S S P P P e
L N L ]

TREC—=ITaoTmMmouOomIe

( ¥GS-SMALL FONT CHARACTER SET 3 BY 5 2
@Ae B, QE® B, @E@ B, @AQ@ B, 0Aa0Q B,
@Ce B, @A® B, 2AQ B, 2A@ B, @A@ B,
RE@ B, @AQ@ B, @ne B, @A® B, 9E0® B,
2E@ B, 2Aa@ B, QE@ B, @80 B, 950 E,
QE® B, @A®@ B, @AG B, QE@ B, 020 B,
eCe B, @AQ@ R, @C@ B, @AG@ B, ©0AaQ B,
9E®@ B, @8@ B, @E® B, @Z@ B, @E® B,
RE@ B, 249 B, 049 B, @040 B, @40 E,
ghpe@ B, @A@ B, @42 B, @A B, @QEQ B,
@A B, @A® B, 9A9 B, @A@ B, 949 B,

- @AQ B, ©AQ B, QEQ B, QE@ B, 0AQ@ B,
efe B, @AQ B, 242 B, 9AQ E, @AR B,
A B, DAY B, 942 B, 949 B, @4¢ B,
GE@ B, @2¢ B, 0492 B, @80 B, @QEe@ B,

I alalaaalaaBelalalala e
NYXELCCHUASTOZI
N ' Ve’ N’ ' R b N S Nl S N

( VYGE-SMaALL FONT CHARACTER SET 3 BY 5 )
@C® B, ©&8¢ B, @30 B, @&8@ B, @C® B, ( [
Qe B, @802 B, 949 B, @20 B, @@ B, ( BACK SLASH )
@62 B, @z2¢ B, @zZ@ B, @29 B, @6@ B, ¢ 1 2
@49 B, @E® B, 24@ B, @49 B, @4@ B, ( ~ )
20 B, 940 B, QE@ B, ©40@ B, @z B, ( RIGHT 2
BASE! ;5

cem s ma mm @ o o G me e e e e o e e e me mm mm e e e e e e e m me e e e e ok me e m e e e e e = e - ——

PN R-INARENON-& LH#LGNH'@LD@'-JD‘JU!#DJN'-‘@
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4-
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it

system verbs )

1-B! DUF B@ 1- SHWAF B! ; : 1+B! DUFP EB@ 1+ SWAP B! ;

31 SHarP ! ; : SB! SWaAFP B! ;

: M= } @ VARIABLE { ; } { : BY= } @ BVARIABLE { ; }
: C= } CONSTANT { ; Y { * F= } FORWARD { ; 1}
: LABLE  DaAaTAa { ; 1}

QDE EIDI El, DI, NEXT
: DTC } DECIMaAL EDIT { ; 1}

———————— Block 35—
{ BB sentry string routines DPCN CHKGMCNT ) HEX
: DPICN 4@0@ 282800 228 a" DEPOSIT 1 COIN TO CONTINUE THIS GAME"
SPOST ;
: DP12CNH CHNSH1 B@ IF 300 2820 825
A" DEPOSIT 2 COINS TO CONTINUE THIS GAME"™ SFOST
ELSE DP1CN THEN 3
: DPCN ( wait for next coin )
DPICN CREDITS BZERQO FF TWAIT FF TWAIT DP1CN CREDITS Be IF
GQHEOVER BZERO ELSE LINN BZERO UPCRED EBONE THEN CREDITS 1+B! ;
CHKGMCHNT DF12CH C@ TWAIT DP12CN CREDITS EBe ;
INSHAIT EI BEGIN FF @ DO LOOP
14 INP @F ANMD 2F < IF DROF 1 INSOUT BONE THEN
i- DUF @= END DROFP DI ;
YOU1ST 1aee 1@ 328 A" YOU aAaRE UP 1ST" SPOST @Fo@ 3000 828
A" BEAT ME FOR EXTRA INNING" SPOST 1FQ@ S00Q@ 825
A" GOOD LUCK" SFOST ; —-3
———————— Block 3B~
{ BB sentry string routines INSTRC
: INSTRC ( instructions )
INSOUT EBZERO BEGIM
FLFILL 2302 12@@ 2Z8 A" PITCH" SFPOST 702 402Q 228
A" PRESS PITCH BUTTOMN TO START PITCH" SFPOST @F90 6000 828
6" ROLLERBALL CONTROLZS PITCH" SPOST 0C@d 2000 328
A" ROLLERBALL MOYES QUTFIELDERS" SPOST
82 IMNSHAIT INSQUT Be@ IF ELSE
FLFILL 2522 122¢ A28 A" BAT" SFOST E@d 422@ 828
¥ 2 BUTTOM TO SWING BaT® SFPOST 500 0@ RZA
TO ADVAMCE RUNNERS" SPOST
IF ELSE
a" PRESS aMy BUTTON TO STaRT GAME" SPOST
THZ0UT B&@ EHND

1 Tt b
Inlebiiy:




