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1131 BOUNCE OUT CM S SPELLING GORF ) HEX
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! pm—————— Bloclk 12—

- @1( CROSS COMPILE TaCK GAME ON SYSTEM END. ) DECIHQL
1 {HEX @B352 DP ! DECIMaL

2!121 B: LOAD

JIXCEND XCSTaAT

4 ixcsys xo DECIMaL ;S

SIDECIMAL 365 390@ <<

GEIHEX 300 200 102 @ 4 @ {({ DECIMaL J HEXLIST 3 >>
7iCR PAGE CR PAGE CR ;5

81

=}

10} . ,
111

121

131

14}

151

2i( MASTER CONTROL PROGRAM 2

1{HEX ¢ MISSION START ADDRESSES TABLE 2

2112 C= BASESET 13 C= S0UNDSET

JIiTABLE MSATBL &9ee , &Ced2 , @385¢ , @9FEe , 2A73¢ ,

4}1DATA MCCOLORS @ B, 7D E, @B B, 5A B, @ B, VD B, @B B, 5A B,
SiDATA BRCOLORS 7 B, 7D E, 2B B, 5A B, @ B, @ E, @ E, @ E,

i: COCKER CCCKTAIL WFPEZERO PLAYERUP B@ IF LANGSET INP}%’ AND
F1IF COCKTAIL WPEBONE THEN THEN SETLINKS ;
GOFRAME DI @ FLOOD COCKER INITMISSIONRAM DRAWMISSIONSCREEN
STaAarRZ OUTP DI ; : GOC MCCOLORS COLOR ;
CLRLITES 27 22 DC 2 1 QUTF LOOF ;
LITEMISSION CLRLITES 1 MISSION E@ iF + OQUTF SKILLFACTOR E@
F 1 25 QUTF THEM ; 3 TRYIT MISSION Be {-~ MEATBL @ DUF Ee
= IF + @ COCKER DOIT ELSE ZDROF THEN ;
DOFRAME @ FLOOD LITEMISSION 1 TRYIT @ 26 OUTP ; DECIMAL --»

ol el gl el el b
e Th e e as @ oaw
)]

( STACK CRASHER ?

HEX ZSUBR stackcrash

CC? IFTRUE @E74% SP LXI, 2E7a4 X LXIX, 8A2 Y LXIX,
OTHERMWISE PSTacCk @ SFP LXI, RSTACK @ X LXIX, .next. ¥ LXIX,
IFEND B INZE, FCIY,

CODE CRaASHTO R POP, ztackcrash JMP,
DECIMAL —=—-13
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e Block 1@3———— e
@!¢ DISPLAY PLAYER UP )

t: DISPU GOFRAME DI
21240 XUP 2 SPELL
31200 XUF FLAYERUP B® IF 3 ELSE 4 THEN SPELL ;
4!DECIMAL —->

51
=
71
A1
91
101
111 -
12}
131
141
15}
e e e e e e Block 104-mmm———
©i¢ BUMPMISSION NUMEBER AND COUNTER )
11 HEX
Z1: BUMPMISS GAMEOVER @ 9= IF
3IMISSIONCTR ECDEUMP mxssxcn 1 +WPE
4IMISSION B@ & = B@ 0= IF
S5iBASESET INP~ EFBCTR E®@ IF PiFECTR 1+WPE! THEN
G!F2ZFECTR E@ \J SEECTR t+WPB! THEN THEN THEN
?RSKILLFQC?GR“%?ﬂiE‘ :

AIMISSION WPRONE THEN THEN ; A

SIDECIMAL —=-2>
161
111 f
121 : .
131 .
141 ‘ -
151
B Block 168—-—-—————
@1{ GaAME OVER aND YOUR UP DISPLAYS
11: GAMEQ GAMEOWER @& EMUIIC EZMUSIC
ZIGOFRAME DISPUY €0C 5 & DO 189 XUP
315 SPELL 128 HUF & SPELL ET 3@
41HAaIT DI LOOP CAMEQYER | ;
s TOURUP EMUSIC ES2MUSIC GOFEAME DISPU
BIGOC & @ DO 180 XUP 7 SPELL
Fiize XUP & BPELL EI 79 &TT
DI LOOP ; DECIMEL ==

R
0 (P == & Do



@!( GETBASES FREEPLAY REINITALL AND GUITG&ME 3
1 {HEX 2

N

: FREEPLAY BUTTS INP 80 aND o= ;

REIMITALL STaARTGAME DEMOMODE HFBZERC 1 MUSICFLAG B!
ISSION WPBONE GaAMEOVER ZERG RIP WPBZERO ;-

X

P QUITGAME DEMOMODE WPEONZ © DOIT
DECIMAL -—-3

i el el el b el

mmqmmammﬂe MaEaDNN=oW-INDUA LWL

{ COIN ROUTINE MESSAGES :
HEX : IaC 9 SPELL ; : S1PG @A SPELL ; : SOR @B SPELL
: S512PG @C SPELL ; : F2PG @D SPELL ; : OFES @E SPELL

‘o ‘ws

WES @F SPELL ;
LO 3Co0 ; : L1 23290 ; : L2 2800 ; : L3 1E0Q ; : L4 1400 ;.
CRED@ L2 1aC ;
CRED1 L@ SiFG L1 S0R L2 IaC L3 F2PG L4 OFES ;
CRED23 L@ S12FG L1 SOR LZ IAC L3 F2PG L4 WES ;
CRED4 LZ S12PG ;
: DISPCOIN COINZ? WOBZERO GOFRAME FREEPLQY F 4 ELSE
19 !COINSIN B@ DUP 4 > IF DROP 4 THEN THEN
11 1<FORK CRED® CRED1 CREDZ3 CREDZ23 CRED4 FORK) GOC ;
12 DECIMAL -~ ‘
13I !
14} -
15}

2i{ HI SCORE COMPARE ZSUBROUTINES

11F= BCDL F= SMLR F= BIGR F= TAF

2|CODE COMP3 <ASSEMBLE EXX, D POP, H FOP, 3 E MVI,
31H INX, H INX, I INx, D INX,

4 {LABEL ECDL D LDAX. M CHMP, BIGR JRC. SMLR JRNZ,
SiH DCX, D DCX, BCDL DJNZ,

&:LABEL SMLR @ H LXI, TaF JMPRE.,

ZiLaAaBEL BIGR 1 M LXxI:

SILABEL TaAF H PURR, XM, NEMNT aRSEMRLE >

91CODE WP3! EXX, = 70T, D FIF, I B MV

101BEGIN, D LDAX, I FUSHL, & T M0W, wehi CALL, D POP, H INX, D INX,
111LOOF, ExX, NEXT

12 | DECINAL ==

13
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151

: GETBASES BASESET INF Z@ AND IF'3 ELSE QTHEN [ emmm——————tseasms——a—



Frm——————— Bloci 130

{ COMFARE CURRENT SCORE TO HI SCORE )

: SCANLIST 5 @ DO

2DUP 1 3 ¥ + COMP3

IF 1 4 <> IF

1 3 DO DUP I 3 % + DUP 3 + WP3! -1 +LOOP

THEN 2DUP 1 3 ¥ 4+ WFP3! LEaVE THEN LOOP DROP DROF ;

: CHECKHIGH INITFR B@ 3 » IF 0 HISCR4 ELSE @ HISCRZ THEN
SCAMLIST ;

DECIMAL —->

el fd el e e

( ONE PLAYER GAME G{ODIES )
1 PLAY1 BEGIN DOFRAME BUMPMISS GAMEOVER @
END @ P1SCR CHECKHIGH QUITGAME ;

* TRY1 COINSIN B@ FREEPLAY OR IF REINITALL GETEBASES"
FREEPLAY NOT IF

DI COINSIN B@ 1 > IF 2% Z ELZE {1 THEN COINSIN -WFE! THEN
DUFP PIFBCTR WFB! INITFB WFPEB!

* PLAY1 CRASHTO THIEN

DECIMAL —--7

[ e = ) )
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¢ THWO PLAYER GﬁHE COODIES 3

: PLAYLAST BEGIN DOFRAME BUMPMISS GAMEOVER @

END @ P1SCR CHECKHMIGH @ PZSCR CHECKHIGH QUITGAME ;

! PLAYZ BEGIM YOURUP RIP Be@ IF 7 PLAYLAST CRASHTO THEN
DOFRAME GAMEOYER ¢ IF GAMEQ RIP WPBONE GAMEOVER ZERO THENM
PLAYERUP B@ i+ {1 aAND DUFP PLAYERUP WPE! @= IF BUMPMMIZS THENM
@ END :

: TRYZ COINSIN 7R 7 > FRE

FREERPLAY NMOT IF

DI COINSIN Re 2 > TF 2% 4 ELSE 2 THEN COINSIN -WPRI THEN
DUF PIFECTR WFTP D= FEZFECTR WPB! INITFE WPEB!

M
&
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i
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i
ifl
e

L2Y 0R IF REINITALL SMTBASES

PLAYERES HFZEDI
FLAYZ CRaZWTS THEN
ECIMaAL ——>
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ol{ MAKE & SHaP OF a 4X ENLARGED CHARACTER )
- 1{HEX F= LINL F= MIDL F= INL F= INZ
2| CODE MAKESNAF (ASSEMBLE EXX, H FOF, L A MOV, Z@ SUIl, @¢2>, IF,
3ieF sUl, @B CPI, CY~, IF, 7 SUI, THEN, THEN,
4ia L MOV, @ H MYI, H DAD, H DaD, L E MOV, H D MOV,
5iH Dab, D DAD, CHRTEL D LXI, I DAD, XCHG.
6iH FOP, @D M MVT, H INX, 18 M MVI, H INX, 6 C MVI,
TILABEL LINL 4 E MVI,
SILABEL MIDL B FUSH, D LDAX, & B MVYI,
- 91LABEL INL RAL, CY, IF, ©FF M MVI, ELSE, @ M MVI, THEN, H INX,
19{INL DJNZ, S 3B M¥I, D INX, D LDAX,
11ILABEL INZ2 RAL, C¥Y, IF, @FF M MVI, ELSE, @ M MVI, THEN, H INX,
121 IN2 DJNZ, D DCX,
13i{B FPOF, MIDL DJMZ, D INX, D INX, C DCR, LINML JRNZ,
14 |EXX, HNEXT ASSEMBLE >
15{DECIMAL -->

@1( BOUNCE OUT CHARACTERS SPELLING GORF ) HEX
1{FIREACTION VFPTR | 134 EBa= GC 13a Ba= 0C 13a EBa= RC 13a Ba= FC
21DATA GODOWN ASM @ -190 SETDC -~19 © SETDDC 19 SHAIT ARET
31DATA GOUP aASM 112 -100 SETDC 12 SHAIT ARET
4!1DATA INE ASHM XADDWRITE SETR MNMULRET SETI 23¢9 SETXEC EB22@ SETYC
514@ SETXZW ARET DAaTa ENDIT aSHM GODOWN acCall aHALT
GiIDATA GORFER ASHM INE aCALL 5 AREPEAT GORF SETF GODOWN aCall
7I1GORFB SETP GOUP acCaLL aALOOP GORF SETP ENDIT 4JMP
831DATA GaN aSM INB acCall 2 GC IETP 4 AREFPEAT GODOWN
SiAaCALL GOUF ACALL ALOOP ENDIT aAJMP
191DaTa OaM aSH INE aCall @ OC SETP 3 aREPEAT GODOLN
111acall GOUP aCall ALOCP ENDIT AaJMP
1Z2iDAaTa RaN ASM INB aCall @ RC SETP 2 AREFPEAT GODOWN ACALL
13 1GOUP acCall aALOCF ENDIT AJMP
14iDaTa FaN aSM INE aCall @ FC SETP GODOWN acalLl GOUP
15jAaCALL ENDIT aJMF DECIMAL --2
e e e e Elock Jideee—mmee
@i( CHARACTER VECTOREING GOODIES
1|HEX BTABLE INSCOIN 45 B, 4E B, 53 B, 45 B, 52 B, 54 B, 2@ B,
2143 B, 4F B, 48 B, 4E B,
31
41DaTa ACHAR A5M CHARIT ZSETR NULPAT ZETP 24 ZETEP
SIBF 4@ SETS 28 SETH FOREVER 7@ SWAIT EVERFOR
Si{DECIMAL —-3
ra
al
=
191
11}
121
131
id]

15]



L tm——————— Block 115-~—meem -
@it MORE TITLE FRAME )
11HEX @ V= GORFY
21: SENDLET 2& WAIT 47 @AZ VSTART
31: TITLE GOFRAME BRCOLORS COLOR 8 STARZ OUTP 2 HORCE OUTP
410 GC 47 MAKESNAP © 0C 4F MAKESNAP @ RC 52 MAKESNAP
510 FC 46 MAKESNAP
6iGETNODE GORFV ! GORFER 47 1BZ GORFV @ XVSTART
71GAN SENDLET OAN SENDLET RAN SENDLET FAN SENDLET
8130 WAIT
910B © DO 1 INSCOIN B@ 9D GORFY @ + @ 13 GORFV @ + @
1011800 1 700 ¥ D800 + ACHAR 20 A® VMOVE 1@ WAIT LOOP 40 WAIT ;
11 !DECIMAL —=>
121
131
141
151
to——————— Elock 1{B-mmmm—m
@!¢ PRINT BRIEFING INFO ) HEX 1
11: YC 700 ¥ @P00 + @ SWAP ; : ROLLON @ 428 ROT INXMSG CSPELL
21SCROLL ; : RRIEF TITLE
311 LOCKOUTCOUNTER B!
41D1 & 1@ ROLLON
518 11 ROLLON
610A 12 ROLLON
718 13 ROLLON /
818 14 ROLLON
sagﬁw ROLLON B 27- ROLLON
0!8 4Ye ROLLON
1118 17 ROLLON
1218 18 ROLLON
13!8 19 ROLLON
1415 1A ROLLON — 6 29 ROLL‘OM
15LZ§313 ROLLON —— 3

21( BRIEFER COMTINUED 3

118 1C ROLLON

21e¢A 1D ROLLON

31& BASESET INFP 22 AND IF 1E ELSE {1F THEN ROLLON

415 @ DO @ 4Bo2 428 3 1 % HISCR2 DISPECDE & SCROLL LOOP
514 SCROLL

6!8 BASESET INP ROLLON
715 @ DO @ 480 A SCROLL LOOP
(28 SCROLL @ STARZ DUT® ;

FDECIMAL ~->
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¢
H
: CHECKBUTT 1@ INP Z@ QND @= IF TRYZ THEN
1@ INF 12 aND @= IF TRY1 THEN ;

D

| GAME OVER SEQUENCE )

11 HEX

2i: GOS DEMOMODE u BONE SOUNDSET_INP 40 AND IF © ELSE 1 THEN
3i{MUSICFLAG LR 4&91.4‘{62 5 WPB

412 20 OUTP 2 21 OUTP —
51 CHECKBUTT v RO

S1COINS? B@ COINSIN Be OR FREEPLAY OR IF BT
7106000 0 DO CHECKEUTT CREDITS? LOOP THEN
8!BRIEF

916 1 DO 1 MISSION WPE! 3 TRYIT LOOP

10! QUITGAME ;
11!DECIMAL -->

124
13}

14!
151

@l( RESTART ROUTINE :

1 HEX

21

3I1SUBR GOTCOINORBUT ' GOS B LXI, stackcrash JHMP,
41 GOTCOINORBUT COINLINK Ul

S .

&l: RESTART WPCLEAR PIFBCTR B@ PZFBCTR Ee OR IF
7IDEMOMODE Be 2= IF NPL4YERS E@

&1IF PL ,;w*,» ELET FPLaYL THEN THEN THEM GO0F
ZIDECIMal. ;3

19}

111

124

131

14}

154
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R —~-Block  14@-——————-

GETEASES FREEPLAY REINITQLL AND QUITGAME )
GETBASES BASESET INP 2@ AND IF 2 ELSE 3 THEN ;3

: FREEPLAY BUTTS INP 80 AND 0= ;

REINITaLL STARTGAME DEMOMODE WPEZERO 1 MUSICFLAG BRI
MISSION WFBOMNE GAMEOVER ZERDO RIP MFBZFRO H o

QUITGAME DEMOMOTT WPEONT 2 DOIT :
C

DECIMAL —->
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