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DIsLIVEWIRE. A5

3 WRITTEN BY: TOM HUDSON
3 A. No A L 00 Go COMPUTING #12

boabe = oboh ORG $808

bt = oael LO D& 1

pasEl = adl HI D& 1

paB: = Qg1 PLOTX D& 1 PLOT X vALUE
pasEs = oagl PLOTY D& 1 sPLOT Y vAaLUE
baBa = Qg1 COLOR D& 1 ;PLOT COLOR

pasts = el DRAWX D& 1 DRAWTD X

bate = Q@1 DRAWY D& 1 sDRAWTOD Y

pas7 = oagl ACEX D& 1 X RCCUM.

bt = el ACCY D& 1 Y ACCUM.

babts = gl DELTRX DS 1 ; DRAW WORK AREA
pata = Dagl DELTRY DS 1 ; DRAW WORK AREA
bate = Q@1 INCX D& 1 DRAW X INCREMENT
pasc = gl INCY D& 1 DRAW Y INCREMENT
peasEd = gl COUNTR DS 1 DRAWTD COUNTER
batE = Qg1 ENDPT D& 1 ;DRAW ENDPOINT
batF = Qg1 HOLD D& 1 WORK AREA

besg = oael XWORK D& 1

pas1 = oagl YWORK D& 1

pas: = Qagl GRID D& 1 GRID # WORK

pess = Dagl OFFSET DS 1 ;GRID OFFSET

Bat4a = Qg1 PMTIME DS 1 ;PLAYER MOVE TIMER
pess = bael PLRGRD DS 1 PLAYER GRID#
bese = Q@1 PLRY D& 1 sPLAYER Y POG.
Bas7 = oagl GRIDNG DS 1 GRID #

bass = oael LAsT D& 1 GRID. ..

bass = gl NEXT D& 1 sDIVIDE. ..

pasn = bagl 5TEP D& 1 FWORK. ..

base = @@l DEST D& 1 P ARERS

pasc = oagl VEXHLD DS 1 X HOLD

Besp = Qg1 PFTIME DS 1 ;PLAYER FIRE TIMER
Base = Qg1 ENDVAL DS 1 WORK AREA

pasF = gl MIGNUM DS 1 TMIGEILE #

beane = Dadl PRFLIP DS 1 sPROJ. FLIP FLAG
aaal = gl PRADVT DS 1 ;PROJ. MOVE TIMER
bane = Qg1 PRADVLI DS 1 sPROJ. TIMER

paas: = Dadl TIMER D& 1 ; GENERAL TIMER
Boha = DBl INTRFG DS 1 3 INTRO FLAG

Benas = Dael BCDLVL DS 1 sLEVEL #

bohe = D2B1 SHCOLR DS 1 ; CHAR. COLOR

ban7 = Dagl SHOBYT DS 1 ;CHAR. BYTE POG.
bahs = DBl YOFSET DS 1 sPLOT Y OFFSET
bans = el OBTIML DS 1 ;OBJECT MOVE TIMER



aaaa
bane
aaac
aaab
BanE
sl
bapd
Bap1
baps
Bap:
bap4
Baps
baBL
bapy
baps
Baes
BaeA
bapR
Bapc
BaEDh
BaBE
BaBF
balea
Bact
bats
Bacs
bata
Bacs
aale
baty
bale
aals
aata
aale
aatc
aalh
BalE
BalF
baDpg
Bant
baDe
Bans
BaD4a
baDpe
bape
BaDE
BaDF
BRE4L
BRES

aaal
aaal
aaal
aaal
aaal
aaal
aaal
aaal
aaal
aaal
aaal
aaal
aaal
aaal
aaal
aaal
aaal
aaal
aaal
aaal
baal
baal
aaal
baal
baal
baal
baal
baal
baal
baal
baal
baal
baal
baal
baal
baal
baal
baal
baal
baal
baal
baal
bakh4a
iR
iR
baal
bans
baal
babe

i
rRAn
babia
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OBJNUM
SHAPIX
LENGTH

OBJPRS

k3

k3

PMAREAR
MIGSLS
PLB

DI:LIVEWIRE. A5

D& 1 OBJECT #

D& 1 ;0BJ. SHAPE INDEX
D& 1 ;0BJ. LENGTH

D& 1 ;0BJ. X INCREMENT
D& 1 ;0BJ. Y INCREMENT
D& 1 ;0BJ. BHAPE CNT.
D& 1 ;0BJ. GRID WORK

D& 1 s PAUSE FLAG

D& 1 1 ZAP FLAG

D& 1 WORK AREA

D& 1 WORK AREA

D& 1 ;0BJ. FLASH POSG.
D& 1 FLASH TIME

D& 1 ;PLAYER. ..

D& 1 3 GHAPE. . .

D& 1 3 INDEX. ..

D& 1 P ARERS

D& 1 PLYR. IMAGE BYTE
D& 1 PLYR. SHAPE COUNT
D& 1 sRILL PLYR FLAG

D& 1 % PROJ. AVAILABLE
D& 1 3 TRANSIENT TIMER
D& 1 sDESTINATION. ..

D& 1 3 ADDRESS

D& 1 SHORT FLIP FLAG
D& 1 GHORT PLYR #

D& 1 GHORT IMAGE START
D& 1 ;DMA CTRL WORK

D& 1 3 GRAPHICE CTRL WK,
D& 1 ;GRID INDEX

D& 1 sLIVES LEFT

D& 1 GRID. ..

D& 1 DRAKW. ..

D& 1 FWORK. ..

D& 1 P ARERS

D& 1 ;0BJ. SPEED

D& 1 STICK/PRDDLE

D& 1 3 GHORT COPY CNT.
D& 1 3 BONUS VALUE

D& 1 sFIRE SOUND COUNT
D& 1 ;0BJ. DEATH SOUND
D& 1 PLYR MOVE SOUND
D& 4 PROJ. Y HOLDE

D& ) 3 5CORE

D& ) :5C0ORE ADD VALUE
D& 1 MISE. SCORE ADD
D& = OBJECTS LEFT

D& 1 sDIFFICULTY ADJUST
D& & ;0BT PRESBENT FLAGE

= 0006 iP/M BREA
= PMAREA+TER
= PMAREA+1BZ4



BRER

BEhe
bebia
B70@
bobhe

Aazpe
D4dn
@az7c
@az7e
AzFC
D@ALF
D4a@7
Dz@En
E450
E4gz
T S I
T
@azCs
AazCe
T 3
Dz@l
D@z
Dz@Es
i
Dzae
D@z
D@4
Dz@e
Dz@as
AzeF
Baa4an
AzzF
T AT
D@aLDp
D4BE
azCe
@zl
1 I
B0
i
DEaal
naaz
DEas
DaB4s
DALE
naac
@az7a
284

200a
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PL1
PLZ
PLE
DIsP

z
K
K

z
K

VDELET
WSYNC
PTRIGE
POTE
KEY
CONSOL
PMEBASE
REANDOM
SETVREV
XITvev
COLEBK
COLPF@
COLPF1
COLPF2
COLPFE
AUDCL
AUDCE
AUDCE
AUDCA
AUDF1
AUDFZ
AUDF3
AUDF4
AUDCTL
PRIOR
ATTRAC
DMACTL
DLISTL
GRACTL
NMIEN
COLPM@
COLPM1
COLPM2
COLPME
HPOSP@
HPOSP1
HPOSPE
HPOSPE
HPOSMB@
HITCLR
P@PL
STICK
STRIG

DI:LIVEWIRE. A5

PMAREA+12E0
PMAREA+153E
PMAREA+1792
0508 ;DISPLAY

$:200 ;DLT VECTOR
$D4BA TWATIT/BYND
270 ;PADDLE TRIG.
$270 ;PADDLE B8
$2FC s REYBOARD

$DBLF ; CONSOLE BUTTONS
D4y :P/M BASE ADDR
$D20A ; RANDOM #

$E450 VBLANK SET
$E4BD sVBLANK EXIT
208 ; COLORE

D@1 AUDIO CONTROL

#Dzld AUDIO FREGUENCY

D208 sMAIN AUDIO CTRL.
Ea sPRIORITY

$4D s ATTRACT MODE
$22F ;DMA CONTROL
$2350 DIGP. LIST

D@10 ; GRAPHICE CTRL.
$D4BE 3 INTERRUPT ENABLE
$LC@ ;PLAYER COLORS

$ﬁ@@@ ;PLAYER POSITIONS

%ﬁ@@; sMISEILE POSITIONS
$DBLE ;COLLISION CLERR
D@l PLE TO PLAYER COLL.

[ 170001 U TN TN N U T TN 1 N £ U TN TN N 1 U | TN £ U TN N £ £ | TN TN TN NN N N TN O 1 SO £ N IO B 1
e
i
=
o

$278 3 JOYSTICK
284 ;STICK TRIGGER
ORG $:2008

MAIN GAME DISPLAY LIST



200a
2084
il =
208E
2816
281E
2026
202E
2036
203E
2045
204k
2048
2058
2058
2BED
20EB
@78
2878
2058
2086
20598
2098
20AB
28R7
20A3
2BAA
28AC
2BAD

2BAF
20BS
2@e7
2@E3
2@BC
2@BE
2008
2802
2804
2806
280A
2800
280D

ZOCF
Z@D0
@Dz
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7OFB704E
babs
PEDEDEDERE
PEDEDEDERE
PEDEDEDERE
PEDEDEDERE
PEDEDEDERE
PEDEDEDERE
PEDEDEDEDE
PEDEDEDERE
4k

bala
PEDEDEDEDE
PEDEDEDEDE
PEDEDEDEDE
PEDEDEDEDE
PEDEDEDEDE
PEDEDEDEDE
PEDEDEDEDE
PEDEDEDEDE
PEDEDEDEDE
PEDEDEDEDE
PEDEDEDEDE
PEDEDEDEDE
E00a

DLIST

7a78787878
7847

B2l
@704k
1321

7847

AT 1
aleatal

I04E
3321
70703046
4321

41

AFZ0

TITLDL

CONTRL

48
ASCE
2DBAD4

DLIL

PHA
LDA
5TAH
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$70. $F0. $70. $4E

DISP

$E. $E. £, $E. $E, $E. $E. $E
$E. $E. $E. $E. $E, $E. $E. $E
$E. $E. $E. $E. $E, $E. $E. $E
$E. $E. $E. $E. $E, $E. $E. $E
$E. $E. $E. $E. $E, $E. $E. $E
$E. $E. $E. $E. $E, $E. $E. $E
$E. $E. $E. $E. $E, $E. $E. $E
$E. $E. £, $E. $E. $E. $E
$4E

DISP+$200

$E. $E. £, $E. $E, $E. $E. $E
$E. $E. £, $E. $E, $E. $E. $E
$E. $E. £, $E. $E, $E. $E. $E
$E. $E. £, $E. $E, $E. $E. $E
$E. $E. £, $E. $E, $E. $E. $E
$E. $E. £, $E. $E, $E. $E. $E
$E. $E. £, $E. $E, $E. $E. $E
$E. $E. £, $E. $E, $E. $E. $E
$E. $E. £, $E. $E, $E. $E. $E
$E. $E. £, $E. $E, $E. $E. $E
$E. $E. £, $E. $E, $E. $E. $E
$E. $E. $E. $E. $E. $E. $E
$50. 00

$47

INFOLN

%41

DLIST

$70. %70, $70. $70. %78, 370
$70. 47

LASTEE

$70. 70, 46
MAGMSE

$70. 47

TITLE

$308. 4k

AUTHOR

$70. %70, $30. 346
JOYMEG

%41

TITLDL

3 5AVE ACCUM
GRACT sGET GR. CTRL
WSYNC TWAIT FOR SYNC



2RDs
20ns
20DA
20D
2RDF
SBEZ
2RE4A
2RET7
2RES

2RE9
2BEAQ
2REC
2REF
2aFZ
2BF4
2RF7
2BF9
2BFC
2RFE
2181
2iaz

21735
2174
2177
2179
2178
217D
217E
hlu@

e T}
a_. L3l

8D1DDa
ASES
2DBaD4
AZES
shbgh:
AZZ8
shBige
B8

4@

48
A980
SDBAD4
SDisD6
A974
s017D6
A928
s018D6
A93D
Shaab4as

i

L3

4@

pRboboLoLG
BRBRECYeRD
S12E21202F
BRZEZFZDED
SAERZEST
pRbELEnRED
779728500
BRAZESDRDG
ADBBABESA4L
AFAEDD
DRboLonRER
F4ESEZERDD
pRboboLoLG
E4ECESDRRG
pRboboLoLnG
pRboboLoLG

i
Ll

2BESE4L
ASBG
AZ7F
9550

18FRB AZ17R
ASB1

BEAS
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DLIZ

z
K
K
z
K

INFOLN
MAGMSE

TITLE
AUTHOR

JOYMEG
PRDMSG
LASTEE

LIVE

CPAGED

DI:LIVEWIRE. A5

5TAH GRACTL  35TORE IT

LDA DMACT GET AND SAVE
5TAH D408 ;DMA CTRL

LDA #DLIZRZES sPOINT. ..
5TAH VDELET T0...

LDA #DLIZ/Z56 INEXT. ..
5TAH VDELET+1 ;DLI!
PLA s GET ACCUM

RTI FAND EXIT!

PHA 3 5AVE ACCUM

LDA #E0A GET WHITE

5TAH WSYNC TWAIT FOR SYNC
5TAH D@1k PUT IN COLOR @
LDA HE74 PUT BLUE...
5TAH D@17 s IN COLOR 1

LDA HEZE ;PUT ORANGE. ..
5TAH D@1 :IN COLOR 2

LDA #53D GET UP...

5TAH D408 ;DMA CTRL

PLA ;GET ACCUM.

RTI AND EXIT

DR b.8.0.0.0.8.8.8

DR 8.8, 60, $76. $60.8.8.8
DR $21. 2E. 821, 320, $2F, 827
DR B, 3275, $2F, $2D, $30. 335
DR $34. $25, $2E. 27

DR @.8.8, 8, $60, 63, $76, 3635
DR $77.%69. %72, %65.80. 8. 8.8
DR @, 302, $B9. 8. 8. $B4. $AF
DR $0D. B, $A5. $B5. $A4. B3
DR $AF. $RAE. O

DR 8. 8.8, 8. $£08. $EF. $F59, $F3
DR $F4. $£9. $E35. $EB. 8. 8. 8. 8
DR b.8.0.0.0.$F0. 1. 3E4
DR $E4. $EL. $£5.0.0.8.8.8
DR b.8.0.0.0.8.8.8

DR b.8.0.0.0.8.8.8

PROG START

CLD

JER $E4BS P INIT SOUND

LDA #0 ;CLEAR PRGE @
LDX #1227

5TAH $88. X

DEX

BPL CPAGED

LDA #1 P INIT. ..

5TAH BCDLVL  SLEVEL #



2184

B5R4

AB4E
EDCAZA
ATZ1
EDCRZG
ASBG
BDzFBE
SDBED4
EhBEDE
ED1EDG
shlelz
A2BE
aDpae:

LA

18FA AZ1IRSE
A2BS
SDEEZE

LA

18FR AZ1AR
Azl

95DE

95DE

LA

18F3 AZIRE
A7
SDBCZE

LA

1@Fa AZ1BC
A2BS
BDBEZ1
SDEBZ1

LA

1@aF7 A21C4
AZ1D

A2BS
SDERZE

LA

1@8FA AZ21D1
2BBDES
2BBRZE
ASBE

B5BE

ASBE

850G

Bale
i i e =
ASBS

B5BEE

ASBA

B5E3

ASAF
BhIBh:
AZZ
BD3182
ABER

TR
Lt

ASBY

ATARI
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85TA INTRFG  $S8ET INTRO FLAG
LDA #IJOYMBGEZES sDEFAULT. . .
85TA CONTRL  sCONTROL. . .
LDA #JOYMBG/ 256 15, ..
85TA CONTRL+1 sETICK!I
LDA #8 §INIT. o
85TA DHMACTL  sDMA
85TA NMIEN § INTERRURTS
85TA AUDCTL sAUDIO
85TA HITCLR sCOLLISION
85TA COLBK s BACKGND COLOR
LDX #3 sCLEAR SHORTS
CLRSHO 87TA SHORTF. X
DEX
BRL CLRSHO
LDX #5 s ZERDO OBJECT. . .
CLRDED 8TA ORDEAD. ¥ sCLRE DEAD TABLE
DEX
BRL CLRDED
LDX #2 s ZERD SCORE
CLRSCO 8TA SCORE. X
85TA SCOADD. X
DEX
BRL CLRSCO
LDX #7
CLRPRJI 8TA FROJAC. X sCLEAR PROJ.
DEX
BRL CLRPRJ
LDX #5
MOVSCO  LDA INFOLNS X sCOPY SCORE. ..
85TA LASTSC+S, X sTO LAST. ..
DEX s SCORE LINE
BRL MOVSCOo
LDA #29 $s8ET ALL. ..
LDX #5 sOBJECTS TO...
INIOBRS 87TA ORJISEG. ¥ s SEGHMENT # 29
DEX
BRL INIORS
JER SHOSCO  s8HOW SCORE
JER SNDOFF  snNO SOUNDS
LDA #E 3B PROJECTILES
85TA FAVAIL sAVAILABLE
LDA #2 $5ET. -«
85TA BONUS s BONUS=20000
85TA LIVES ;2 EXTRA LIVES
JER SHOLIY  sSHOW LIVES LEFT
LDA #5 $8ET UP. ..
85TA SP21X sPLAYER. . .
LDA #10 § BHAPE. . .
85TA SBRP3IX ;s INDEXES
LDA HTITLDLEZES sPOINT TO...
85TA DLISTL sTITLE...
LDA H#TITLDL/25E sDISPLAY. ..
85TA DLISTL+1 sLIST
LDY HVBIZZES sPOINT TO...
LDX HVBI/ 256 sVERTICAL. ..
LDA #7 s BLANK. . .
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2B5CE4
ASBG
8DB7D4
B8R0
AT74
shC4Bz
ASC4
I
ASBA
shlele
AT34
sDC782
AZ3ED
BDzFBE
ASBE
801DDa
ASCH
EDBED4
AS1L
EDEFBE
AS@F
shC1d2
I
] AT
AZlE
shlal:

z
K
z
K

k3

ADLIFD@
2381

DRBA AZ25E
ADLIFD@
2381

FOFS AZ24C
4aC7BZ:
ADLIFD@
2982
DRER
ASCE
18
E981
2381
85CE
AR
BDS1ZF
8DCAZA
BDREZF
EDCRZG
ASLE
208

4C4522

INTRO

GOCHEK

CREEL

AZEAG

Ver
JER SETVRY
LDA
85TA FHMBASE
JER FHMCLR
LDA HE74
85TA COLPFB
LDA #4504
85TA COLPFI
LDA #4500
85TA COLPF2
LDA HE3Z4
85TA COLPFZ
LDA #4530
85TA DHMACTL
LDA #3
85TA GRACTL
LDA #4500
85TA NMIEN
LDA #H11
85TA FRIOR
LDA HEAF
85TA COoLPHML
85TA COoLPM2
85TA COLPME
LDA #5516
85TA COoLPMB

LDA CONSOL
AND #1

EBNE CREEL
LDA CONSOL
AND #1

BER GOCHEK
JMP DIGIN
LDA CONSOL
AND e

EBNE INTRO
LDA JOYPAD
CLe

ADC #1

AND #1

5TAH JOYPAD
TRX

LDA JPLO. X
5TAH CONTRL
LDA JPHI- X
5TAH CONTRL+1
LDA #3:0
JER WAIT
JMP INTRO

#PMARER/ 256

1. 80 Page 7
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3 INTERRUPT

: BASE ADDRESS
;s CLEAR P/7M
PUT BLUE. ..
s IN COLOR @
;PUT GREENM...
s IN COLOR 1
sPUT WHITE...
:IN COLOR 2
PUT RED...

3 IN COLOR 3
GET UP...

3 DMA.

3 GRAPHICS,

3 AND

3 INTERRUPT. ..
s ENRELE

GET P/M...
sPRIORITY
PUT WHITE...
3 IN PLAYER 1.
i PLAYER &
TAND 3

PUT YELLOW. ..
3 IN PLAYER @

3START KEY...

3 PRESSED?

FNOH

35TART KEY...

s RELERSED?

iNO. WARIT.

;G0 DIG INH!
SELECT REY...

i PRESSED?

I NAW. LOOP BRACK.
3 TOGGLE. ..

s STICK/PRDDLE. . .
s INDICATOR. ..

FAND SHOW. ..
3 CONTROLLER. . &
FMESEAGE. . .

3 ON SCREEN!
338 JIFFY...
TWAIT!
P AND LOOP.

HERE'S WHERE PROGRAM STARTE

GET UP P/Ma..



-------
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ASBG
BhIBh:
AZZ8
BD3182
ASBG
B5R4
ASB1

RS
P S

BERE
2BA120
ASCY
2987
AR
BDR4ZD
85lc
2B3826
2B8BZE
ASEL

DAFC AZ2R2
ASED

FRBES AZ2AD
2BAFZS
854D PLIVE
ASEE

DRBE AZZBE
ED@a1Da
ASAS

D@75 AZEEF
ASED

85A3

DIGIN

FOREVR

CONWT

NOFEND

A2BS
BDEEBZE
SDEEZE
ASBG
SDEBZE

LA

1aFs AZ2li

COPDED

ASDE

FRBS AZ2DB
85DC
2BERES
ASBG
B5DE
A2BS
ASBG
15ES
LA
1@FR
A4

NOMSCO
CKOBLY
AZZDF

LDA
5TAH
LDA
5TAH
LDA
5TAH
LDA
5TAH
5TAH
JER
LDA
AND
TRX
LDA
5TAH
JER
JER
LDA
EBNE
LDA
BER
JER
5TAH
LDA
EBNE
5TAH
LDA
EBNE
LDA
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H#DLISTEZES sPOINT TO...

DLISTL sGAME. ..

H#DLIST/256 sDISPLAY. . .

DLISTL+1 sLIST

#8 sNO LONGER INe..

INTRFG 3 INTRO

#1 $HE WANT. ..

COLOR sCOLOR 1

FAALS sRESET ZAPF.

CLRSC s CLEAR SCREEN

GRIDIX sGET GRID#

#7 $FIND WHICH. ..
sGRID SHAPE. ..

GRDTBL. X s TO DRAW. ..

GRDNUM  sAND STORE

SHOLVL  sSHOW LEVEL#H

DRGRID sDRAW GRID!

FAUFLG sWE PAUSED?

CONWT sYUR. LOOP.

KILPLR sPLAYER DEAD?

PLIVE s NOPE

DECLIV sONE LESS LIFE!

ATTRAC  sCANCEL ATTRACT!

FLTIME sFLASH BOING?

NOFEND  sYES! STORE. ..

HRPOSPL  sFLASH POSITIONT

ORTIMI ssOBJECTS MOVING?

NOOHAN  sNOT YET!

ORJISPD  SRESET MOVE. ..

ORTIML SsTIMER

5TAH

LDX
LDA
5TAH
LDA
5TAH
DEX
BPL

LDA
BER
5TAH
JER
LDA
5TAH
LDX
LDA
ORA
DEX
BPL
LDX

5

OBDERD. X
OBDEDE. X

#0

OBDERD. X

COPDED

MISCAD
NOMSED

SCOADD+1

ADDSED
#0
MISCAD
5
#0

OBJPRS. X

CROBLY
4

3 THIS SECTION
;COPIES THE
sOBJECT RILL
s TABLE WHICH IS
SET UP BY THE
sPROJECTILE
3 HANDLER

s MISE. BCOREY
FNOH
:5ET SCORE ADD. ..
AND ADD IT!
3 THEN RESET THE
3 ADD VALLUE.
3 THIS SECTION
s TALLIES ALL
sOBJECTS THAT
TARE ALIVE

FNOW TALLY
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15DF CROBWT  ORA NUMORJ. X ;ALL OBJECTS
LA DEX s THRT ARE NOT

18FB AZZER BPL CROBWT  :ON GRID YET

Coba CHMP #0 PANY OBJECTS?

FB4AD AZEE0 BER LVLEND  3NO. END OF LEVEL!
A2BS LDX 3 315 OBJECT

BEES GENNOL. LDA OBJPRS. X 3 PRESENT?
D@31 AZEZE EBNE NXTOGN  3YES. TRY NEXT.
ADBADE TRYTYP LDA RANDOM  SLET'S TRY TO

2987 AND #7 3GTART UP A

£obs CHMP 5 NEW OBJECT

BAF7 AZEFS BCE TRYTYP iGET A TYPE

AS TaY TANY OF THRT

BESDFEG LDA NUMORBJ. Y 3 TYPE WAITING?
FOZE AZEZE BER NXTOGN  3NO. TRY NEXT

A8 SEC ; DECREMENT #

ES81 5RO #1 ; O0F OBJECTS

S99DF0G 5TAH NUMORBJ. Y TWATTING.

98 TYA 3 THEN SET

AD742E 5TAH OBJTYP. X ;s OBJECT TYPE.
ADBADE NEWGRD  LDA RANDOM  3GET A RANDOM

298F AND #E0F : 5UB-GRID

Codr CHMP #15 3 NUMEBER

FOF7 AZZBE BER NEWGRD

SDEBZE 5TAH OBJGRD. X TAND SAVE IT
ASLE LDA #30 PUT OBJECT AT
SDERZE 5TAH OBJSEG. X sFAR END OF GRID
ASB1 LDA #1 GET UP...

SD7R2E 5TAH OBJINC. X ;0BJ. INCREMENT
95ES 5TAH OBJPRS. X ;OBJECT PRESENT
LA NXTOGN  DEX :LOOP BRCK TO DO
1808 AZ2F1 BPL GENNOL. sNEXT OBJECT

2BEBEE JER OBJHAN  $HANDLE OBJECTS

i et JER SHOHAN  3HANDLE SHORTS
ADLIFD@ NOOHAN  LDA CONSOL :ANY CONSOLE

Caa7 CHMP #7 TREYS PRESGED?

FRBE AZEET BER JCONWT s NOPE!

47321 JMP LIVE 3YES. REBTART GAME
4CAZEE JCONWT  JMP CONWT 3 INDIRECT JUMP

ASCY LVLEND LDA GRIDIX SARE WE ON

C23F CHMP #E3 GRID #B37

FBlE AZ3EE BER NOGRDI  3YES. DON'T INCH

18 CLe 3 INCREMENT

E981 ADC #1 GRID #

galy 5TAH GRIDIX :AND S5AVE IT.

2987 AND #7 ADD 2 TO

DBB4 AZE4F EBNE NODIFI  DIFFICULTY IF

EBE4 INC DIFF 0N A MULTIPLE

EBE4 INC DIFF ;0F 8 GRIDG.

F& NODIFI  SED 3 INCREMENT

ASAS LDA BCDLVL  :BCD LEVEL #

18 CLe

E981 ADC #1

BEAS 5TAH BCDLVL



S
.;.-_ld?
R Dl oo s ]
R H

2558
253D
2E53E
23E0
2ERE
23k4
23kb
23BB
2369
23BR
23BD
23BF
23571
2574
25376
2578
2578
257D
2E57F

AT
ale

R
2585
23586
23583
23580
258D
2E58E
2E8F
23R8
2ERE
2EA5
2EAB
2EAA
2E5A0
2EAE
23581
2ERE
2EBES
Y
2E5BA
2EBD
2EBF
2502

2304

D8
4C8322

ASAAR
18
E381
Cobe
Dagas
ASFF
B5AA
&6
B5AA
ABAAR
BEES
FBRER AZEER
BDERZE
Cobe

Q@33 AZEBR1
ADBADE
298F

D@EE AZERL
ADBCZE
DBB4 AZEEE
ARG

FRB7 AZEEF
ADBDZE
D@z4 AZER1
ARG
BDERZE

4

99202
BDEBZE

AZEES

F@la AZ3D3
2BE526
ABAAR
BC742E

ATARI Macro Assembler Ver

NOGRDI

z
K
z
K

k3

OBJHAN

STONLUM
OBHLP1

OBLIVE

TRYPR1

STOBFI

NOOBFI

CLD
JMP

LDA
CLe
ADC
CHMP
EBNE
LDA
5TAH
RTS
5TAH
LDX
LDA
BER
LDA
CHMP
BCC
LDA
AND
EBNE
LDA
EBNE
LDY
BER
LDA
EBNE
LDY
LDA
LSR
5TAH
LDA
5TAH
ASL
ASL
ASL
ASL
5TAH
LDA
5TAH
LDA
5TAH
LDA
5TAH
LDA
5TAH
JER
LDX
LDA
BER
JER
LDX
LDY

1. 80 Page 10
DIsLIVEWIRE. A5

iNOW GO TO

FOREVR  :DRAW NEW GRID.

OBJINUM 3 INCREMENT
OBJECT #
#1
#E 3 DONE?
STONUM  3NO. CONTINUE.
HEFF RESET
OBJINUM  OBJECT #
TAND EXIT.
OBJINUM  3SAVE OBJ #
OBJNUM  3GET OBJ #
OBJPRS. X ;0BJ PRESBENT?
OBJHAN 3 NO!
OBJSEG. X TWITHIN 2 UNITS
e ;0F RIM?
NOOBFI  :YES. DON'T FIRE
RANDOM 3 RANDOM CHANCE
#E0F 3 0F SHOOTING
NOOBFI  :DON'T SHOOT
PROJAC  :PROJ. B8 ACTIVE?
TRYPR1 :YES. IGNORE!
#0 : FORCE BRANCH
STOBFI 370 STORE IT
PROJAC+1 sPROJ. 1 ACTIVE?
NOOBFI  3YES, NO FIRE
#1 :G5ET INDEX
OBJSEG. X s INITIALTZE
A s PROJECTILE
PROJEG. Y P SEGMENT #
OBJGRD. X 3 AND
PROGRD. Y ;SUB-GRID #
A sMULTIPLY
A 3 RY
A i1k
A 3 AND
PROJGN. Y 3 5AVE INDEX!
HEFF 3SET INCREMENT
PROINC.Y 3 CTOWARD RIMD
#21 iSTART THE
FIRSOU  FIRE SOUND
#1 3 AND
PROJAC. Y s PROJECTILE
#0 :SET COLOR @
COLOR :TO ERASE OBJECT
DRWOBJT  3AND ERASE IT
OBJNLUM
OBDEDE. X ;0BJ DERD?
NOOKIL  3YES!D START
FLASH DEATH FLABH
OBJNLUM
OBJTYP. X s GET OBJECT TYPE
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2307 BR4EZE LDA POINTL.Y ;GET POINTS
230R 85DC 5TAH SCOADD+1 3 AND RERDY
2300 BREEE LDA POINTE.Y 3 THE SCORE
23CF 55DD 5TAH SCOADD+2 3 ADD VALUE
23D 2B5REE JER ADDSCO :ADD TO SCORE!

23D4 RBAA LDX OBJNUM

23De 402724 JMP RILOBS THEN KILL ORJ.
23D3 BDEBZE NOOKIL  LDA OBJSEG. X 3 INCREMENT
2EDC 3B SEC sOBJECT'S

23DD FDY7AZE 5RO OBJINC. X 3 SEGMENT
Z3EB SDERZE 5TAH OBJSEG. X sPOSITION
SIEE O 3B4AE A48T BMI RILOBS 3PAST RIM!

23ES O81E CHMP #3:0 s TYPE 3 PAST END?
23EY D@4 AZ2EED EBNE NOTOTE  sNOPE!

23ES EBEL INC MUMOBJI+2 iSTART TYPE &
ZIER DBEA A2427 EBNE RILOBS FORCE BRANCH

23D O98A NOTOTE  CMP #18 AT TYPE 5 TURN?Y
Z3EF DBBC AZEFD EBNE OBHLPZ  3NO!

23F1 BDYV4ZE LDA OBJTYP. X 315 IT
23R4 0883 CHMP 3 s TYPE 37

23Fe DBBS AZEFD EBNE OBHLPZ  3NO!

23FE ABFF LDA HEFF s REVERSE OBJECT
23FR 0 BDYVACE 5TAH OBJINC. X 3 INCREMENT
Z3FD BDYV4ZE OBHLPZ  LDA OBJTYP. X 315 OBJECT
24BB  C9B2 CHMP e s TYPE 27

242 DBl4 A2418 EBNE SETHUE  :NO. SET COLOR

244 ADBADZ LDA RANDOM  3GET RANDOM

247 2981 AND #1 sDIRECTION

248093 AR TaY sFOR TYPE &

2488 BDEBZE LDA OBJGRD. X 3 AND

248D 1B CLe ;ADD OR

24BE 792731 ADC ADDSEL.Y SUBTRACT 1
2411 O8@F CHMP #135 sPAST LIMITY

241%  BBBE A2418 BCE SETHUE 3 YEG!

2415 SDEBEE 5TAH OBJGRD. X 3 5AVE NEW POG.
2418 BDY74Z2E SETHUE  LDA OBJTYP. X sGET OBJ. TYPE
2418 AR TRX TAND GET

241C  BDECZE LDA OBJHUE. X ;COLOR #
241F 858 5TAH COLOR iGAVE IT

2421 2878924 JER DRWOBJ  :AND DRAW OBJECT!
2424 4C5ERED JMP OBJHAN  :DO NEXT ONE

2427 RS0 RILOBS LDA #0 OBJECT IS NO

2429 S5ES 5TAH OBJPRS. X ; LONGER ALIVE
2428 ABLS LDA #21 3GET UP

242D 95D 5TAH OBDSOU 3DEATH S0OUND

242F  BDEBZE LDA OBJSEG. X 3 CHECK
243528 1B4% A2476 BPL JOBHAN  3FOR A

2434 BDEBZE LDA OBJGRD. X COLLISION
2457 L5585 CHMP PLRGRD  3WITH PLAYER

2438 DBBE 2441 EBNE CREHOR  3NO HIT

2438 AB61 LDA #1 HIT.

2430 S5ED 5TAH RILPLR  KILL PLAYER!

243F  DBES A247k EBNE JOBHAN sNEXT OBJECT
2441 BDY74Z2E CREHOR  LDA OBJTYP. X ;s OBJECT
2444 0901 CHMP #1 sTYPE 17

244k DBZE A247E EBNE JOBHAN 3 NOPE!
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ABBE
BREEZE
FRBS AZ454
18FE AZ44R
SBEE AZ4TE
BDEBZE

TRYSHO

INISHO

JOBHAN
DRWORJ

BAL1S AZ48F
18

ESEG

AS

B9AB31
852

BERE
B9ABEE
8583

B5B4
4CBEBZ4

18 ODDSEG
ESED

AS

B9AB31

18

79AR131

EA

fand o Soge]
il

BERE
B9ABEE
18
TOALEE
EA

LDY
LDA
BER
DEY
BPL
BMI
LDA
ASL
ASL
ASL
ASL
CLe
ADC
5TAH
LDA
5TAH
LDA
AND
5TAH
LDA
AND
5TAH
JMP

LDX
LDA
ASL
ASL
ASL
ASL
5TAH
LDA
LSR
BCE
CLe
ADC
TaY
LDA
5TAH
5TAH
LDA
5TAH
5TAH
JMP
CLe
ADC
TaY
LDA
CLe
ADC
ROR
5TAH
5TAH
LDA
CLe
ADC
ROR

Vear

3
SHORTF. Y
INISHO

TRYSHO
JOBHAN
OBJGRD. X
A

A

A

A

#E
SHORTX. Y
#1
SHORTF. Y
REANDOM
#1
SHORTD. Y
REANDOM
HEIF
SHORTT. Y
OBJHAN

OBJNLUM
OBJGRD. X
A

A

A

A

HLDGRD
OBJSEG. X
A

ODDSEG

HLDGRD

SEGX.Y
PLOTX
SAVEX
SEGY.Y
PLOTY
SAVEY
ODDSKP

HLDGRD
SEGX.Y

SEGX+1.Y
A

PLOTX
SAVEX
SEGY. Y

SEGY+1.Y
A

1. 80 Page 12
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3 TRY SHORT:

3 GHORT AVAILABLE?Y

FYUP!

TREEP. ..

3 TRYING!

NO SHORT AVAIL!

sMULTIPLY THE

sOBJECT'S
;SUB-GRID #
RY lB...

AND ADD B FOR

3 THE SHORT INDEX

GHORT IS
TALIVE!

s RANDOMIZE. . .

3 GHORT. . .
sDIRECTION

TAND THAT. ..

sDIRECTION'S. ..
s TIME!

sNEXT OBJECT

sGET OBJECT #

;GET SUB-GRID #

sMULTIPLY
RY lB...

P AND SAVE.
;DIVIDE
3 SEGMENT BY &
s PROCESS ODD #
3IT'S5 EVEN. ADD
;GRID INDEX
sPUT IN Y REG.
sGET OBJECT'S
X POSITION
PAND SAVE
sGET OBJECT'S
7Y POSITION
PAND SAVE
;GRIP ODD ROUTINE
:IT°5 ODD. ADD
;GRID INDEX
sPUT IN Y REG.
sGET OBJECT'S
X POS. ADD

INEXT X POG.

:GET AVERAGE
sPUT IN PLOT X
PAND SAVE

sGET OBJECT'S
Y POS. ADD

INEXT Y POG.

:GET AVERAGE
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ODDSKP

A2
BSB1ZF
AD91ZE

Ce

ES

EBBE

D@F4 Az4(03
ABAAR
BD742E

COPYSZ

BEAR
ASBE
B5AF
ABAR
BDEIZE
AS
B4l AZEER
B399
B5AD
BSALZE
BEAE
BDDIZE
AS
BS91ZE
85AC
ASEE
18
ESAD
852
ASEE
18
ESAE
8583
ASAR
FRBS AZ513E
2@BC20
ASEE

18
ESAE
8583
ASAB
FR@aE
2@BC20
CeRl

18D3 AZ4FE

DOBLP

PLOTOR

NOPLTI

AZ521

NOPLTZ

5TAH
5TAH
LDA
SEC
5RO
LSR
AND
ASL
ASL
TaY
LDX
LDA
5TAH
INY
INX
CPX
EBNE
LDX
LDA
ASL
ASL
ASL
5TAH
LDA
5TAH
LDX
LDA
TaY
BMI
LDA
5TAH
LDA
5TAH
LDA
TaY
LDA
5TAH
LDA
CLe
ADC
5TAH
LDA
CLe
ADC
5TAH
LDA
BER
JER
LDA
CLe
ADC
5TAH
LDA
BER
JER
DEC
BPL

Vear

PLOTY
SAVEY
#30

OBJSEG. X
A

HEFE

A

A

#0
SIZTEL.Y
STZEWK. X

#E
COPYSZ
OBJNUM
OBJTYP. X
A

A

A

SHAPIX
#E
SHAPCT
SHAPIX
OBJDIR. X

ENDORJ
PXINC. Y

OBJLEN. X

STZEWK. Y
LENGTH
PLOTX

X1
PLOTX
PLOTY

Y1
PLOTY
SHAPIX
NOPLTL
PLOTEL
PLOTY

Y1
PLOTY
SHAPIX
NOPLTEZ
PLOTEL
LENGTH
PLOTOR

1. 80 Page 13
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sPUT IN PLOT Y
PAND SAVE

NOW CALCULATE
s THE OBJECT'S

:51ZE BASED ON

3 I7S POSITION
;0N THE GRID

PUT INDEX IN Y
NOW COPY PART

;0F THE BIZE
sTABLE TO A

:51ZE WORK ARERA

3 THIS TABLE HOLDS
38 S5IZE vALUES
;BASED ON DIGT.
sGET OBJECT #

AND ITS TYPE

FAND MULTIPLY
BY B FOR AN

3 INDEX INTO

3 THE SHAPE TABLE
iMAX 8 LINES IN
EACH OBJECT
GET LINE#

& ITS DIRECTION

A NEGATIVE #

s INDICATES END
GET X INCREMENT
;0F LINE.

7Y INCREMENT

;0F LINE.

P ABSOLUTE LENGTH

;0F LINE THEN

3 5CALED LENGTH

FAND STORE!

3 THIS SECTION
FADJUSTS THE
X BND Y PLOT
sVALUES. ..

sDON'T PLOT
sFIRET LINE!
PLOT POINT

3 INCREMENT Y
AGAIN TO ADJUST
sFOR GR. 7+
ASPECT RATIO
sDONTT PLOT
sFIRET LINE
PLOT POINT
END OF LINE?
I NOPE!



2525

2527
2529
252

255A
2550
255D
2EEF
2EEA
P
2EE4
2EEE
2EEE
25EA
2EEC
2EEE
2578
2E5TE
2574
2576
2577
2570
2570
257E
258

2EEE

THES
LA S

EBAR
CehF
D@BE
&6

AZAET

A2BE

BDEEZ

FBZE AZE5E
BCEBZE
BDECZE

18

792531
CoFa

BRBE AZ549
ADECEE
DEBR4ZE
188D AZ556
ADBADE
293F
SDE4ZE
2381
SDEBZE

LA

1805 AZ5ZE
&6

ABBDG
F&
ASDA
18
ESDD
85DA
84DD
ASD3
ESDC
8503
84DC
ASDE
ESDE
BEDE
B4DB
D&
2BBDES
ASDE
CEDha
DRBC AZ58
2BAEES
F&
ASDA

ATARI Macro fAssemblier Ver
ING SHARPTX
DEC SHARCT
BNE DOBLP
ENDOBJ  RTS
5 SHORT HANDLER
SHOHAN DX 3
SHHANL  LDA SHORTF. X
BED HANNXS
LDY SHORTD. X
LDA SHORTX. X
CLe
AT ADDSUR. Y
CHP #2400
BCS RESSHD
85TA SHORTX. X
DEC SHORTT. X
BRL HANNXS
RESSHD LDA RANDOM
AND HEIF
85TA SHORTT. X
AND #1
85TA SHORTD. X
HANNXS  DEX
BRL SHHANL
RTS
5 ADD TO SCORE
ADDSCO LDY #8
SED
LDA SCORE+2
CLe
AT SCOADD+2
85TA SCORE+2
8TY SCOADD+2
LDA SCORE+1
AT SCOADD+1
85TA SCORE+1
8TY SCOADD+1
LDA SCORE
AT SCOADD
85TA SCORE
8TY SCOADD
CLD
JER SHOSCO
LDA SCORE
CHP RBONUS
BNE NOBONS
JER INCLIV
SED
LDA RBONUS

1. 80 Page 14

DI:LIVEWIRE. A5

TNEXT LINE
LAST LINE?
INOT YET!
;ALL DONE!

iMAX. 4 SHORTS
GHORT ALIVE?
DO NEXT
;GET SHORT DIR.
sGET X POS.
FAND ADJUST
sPOSITION
;0N GRID?
NOP DON'T MOVE
: 0K, SAVE POG.
sDIRECTION CHANGE?

3 N,

FNOH

;GET A RANDOM

sDIRECTION TIME
@-63 & BAVE

RANDOM DIRECTION
i@-1 & SAVE

MORE SHORTS?

FYUP!

;ALL DONE!

sGET ZERD
:S5ET DECIMAL MODE
3 THIS SECTION
3 INCREMENTS

3 THE 3-DIGIT
3 SC0ORE UBING

3 THE 3-DIGIT
: 5CORE ADD

3 ARER.
3 ZEROS OUT

3 THE
: 5CORE ADD
FAREA USING
3 THE
1Y REGISTER.
;CLR DECIMAL MODE
3 5HOW SCORE
315 BCORE AT
; BONUS LEVEL?
3 GORRY!
3 BONUS. ADD LIFE!
:S5ET DECIMAL
;GET OLD BONUS

THEN



258

258

2591
2595
25895
2558
2598
2530
258D
258
25A8

2ERE

2ERE
25R5S
25R7
25A9
25AB
25AE

25RE
25R4
25BE
25E9
25EA
25R0C
25RE

i

EoB2

850G

AS18
B5AG
A2
ARG
BE3DE0G
204826

i
Ll

i
Ll

cans
DAFE AZ585
&6

ASCE

Cobs

FRBS AZ5RE
EBLE
i S ey =

&6

A2BE

ATARI Macro Assembler

NOBONS

z
K
z
K

k3

SHOSCO

55C0LP

INCLIV

NOMOLY

z
K
K

DECLIV

z
K
K

k3

WRITPD
CRPRLV

Ver
CLe
AT #2
CLD
85TA RBONUS
RTS
SHOW SCORE
LDA #4510
85TA SHCOLR
LDX #8
LDY #8
LDA SCORE.Y
JER SHORBCD
INY
INY
INY
CPY #3
BNE S8C0LRP
RTS

LDA
CHMP
BER
INC
JER
RTS

LDX
LDA
ORA
DEX
EBNE
CHMP
EBNE

LIVES
5
NOMOLY
LIVES
SHOLIV

#7
#0
PROJAC. X

CRPRLV
#0
WRITPD

1. 80 Page

;ADD 2Bhobd
3T IT

15

DI:LIVEWIRE. A5

;CLR DECIMAL
P AND SAVE BONUS

sFINIS!

3SET UP COLOR
sBYTE FOR SHOW

3 ZERD X

& Y REGE
s GET SCORE
GHOW IT

3 INCREMENT
P0G, BY &

BYTE
SHOW

sNEXT SCORE BYTE

3 DONE?
TNOT YET!
;ALL DONE!

;D0 WE HAVE

79 LIVES NOW?

3 YUP,

NO O INCH

;ONE MORE LIFE

GHOW IT
AND EXIT!

3 NO S0UND

38 PROJECTILES

s ZERD TALLY

; CHECK ALL
sPROJECTILES
sFOR RETIVITY
FANY RCTIVE?Y

TYES!D WAIT

MORE!

34 SHORTS (B-33



2E02
2505

2506

2620

3D58z2
cA
1BFA AZSC2

ASBG

RS
P S

ASBS

B5AA
2@7324
ABAAR

ASLE
SDERZE
ASB1
SD7R2E
ADBADE
298F

CodrF

FOF7 AZ5DF
SDEBZE
Celn

1B8E1 AZ5D@
ASAF
shlale
EhB1DE
ADBADE
291F
shBaDe
ASBE

208
CECaB:
ADCBE:
EhB1DE
DBEDS ALZGFY
ASCE

F@la AZBZY
Cels
i i e =
ATEC

AT
ot B Lk teed otlee

ASBG
B5ED
AZlE
shlah:
&6

B8

B8
47321

AS50

ATARI Macro Assembler Ver

STPSHO

ERS0ORJ

RNDORG

MOREWT

DEAD

SHOLIV

5TAH SHORTF. X
DEX
BPL STPSHO

LDA #0

5TAH COLOR
LDA 3

5TAH OBJNUM
JER DRWORJ
LDX OBJNUM
LDA #3:0
5TAH OBJSEG. X
LDA #1

5TAH OBJINC. X
LDA REANDOM
AND #E0OF
CHMP #E0OF
BER RNDORG
5TAH OBJGRD. X
DEC OBJNLUM
BPL ERBORJ
LDA #EOF
5TAH COLPM@
5TAH AUDCL
LDA REANDOM
AND #E1F
5TAH AUDF1
LDA #E

JER WAIT
DEC COLPM@
LDA COLPM@
5TAH AUDCL
EBNE MOREWT
LDA LIVES
BER DEAD
DEC LIVES
JER SHOLIV
LDA #E60
JER WAIT
LDA #0

5TAH RILPLR
LDA #E1E
5TAH COLPM@
RTE

PLA

PLA

JMP LIVE
SHOW LIVES

LDA #5590

1. 80 Page 1B
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;s TURN OFF
ALL OF "EM
:LOOP UNTIL DONE

s ERASE
: COLOR
sERASE ALL &
s OBJECTS
sERABE IT!
sGET OBJECT #
PLACE AT

16EG #38
SET UP MOVE

3 INCREMENT
3 GET RANDOM
;SUB-GRID #
1@-14

sMORE OBJECTS?
iYERH. DO "EM
3 GHOW PLAYER
;DEATH HERE
3START SOUND

3 S5ET RANDOM
DEATH SOUND

3 FREQUENEY
sWAIT B. 1 SEC

;DEC BRIGHTNESS
INOW SET

DEATH VOLUME
TMORE WRIT
sMORE LIVER?
NO MORE LIFE!
;ONE LESS LIFE
GHOW IT

TWAIT 1 S5EC

RESET PLAYER
sRILL FLAG

3 AND

;PLAYER COLOR
AND EXIT!

;ALL DERD. PULL
RETURN ADDR.
FAND RESTART GAME

:SELECT DIGPLAY



2B2E
2638
2B3E
2834
2837

2838
2B3A
2830
2B3E

2EAR
Se4z
2BEa4
2EAE
2E49
2EAR
2EAC
ZEAD
2EAE
2EAF
2E51
2EB4

2635
2837
2639
2B3B
2B3E
2B3F
26ED
2BBE
2ek4
2BES
2BE7
2BEA
2BEC
2BED
2BEF
2678
2672
2674
2677
2678
2678

ABSH
B4ht
ASAS
AZBE

A4BS
ASBG
AZBE
900005
e

LA
DBFS AZBSR
ASEE
18
E33D
ED@a1Da
ASRE4
18
B31A
AS
B4ps
A2BD
BD4ABZE
900005
e

LA

ATARI Macro Assembler

SHOLVL

SHOBCD

z
K
K

z
K

FLASH

CLFLSH

SEFLSH

DI:LIVEWIRE. A5

Ver 1.600 Page 17
85TA SHCOLR sCOLOR
LDA LIVES sGET LIVES
LDX #7 $7TH CHAR ON LINE
JER SHOBCD  sSHOW ITH
RTS $AND EXIT
SHOW LEVEL
LDY #4550 sSELECT DISPLAY
8TY SHCOLR sCOLOR
LDA BODLVL  sGET LEVEL#
LDX #l4 514TH CHAR
BCD CHAR DISPLAY
85TA SHOBYT  sSAVE CHARALCTER
AND HEAF sGET NUM 1
ORA SHCOLR  sADD COLOR
85TA INFOLN+1. ¥ sEHOW IT
LDA SHOBYT sGET CHAR.
L8R A $EHIFT RIGHT
L8R A sTO GET
L8R A UM 2
L8R A
ORrRA SHCOLR  sADD COLOR
85TA INFOLNS X sEHOW IT
RTS $AND EXITH

LDY FLASHY
LDA #0

LDX #14
5TAH PL1.Y
INY

DEX

EBNE CLFLSH
LDA SAVEX
CLe

ADC #E1
5TAH HPOSP1
LDA SAVEY
CLe

ADC #2b
TaY

5TY FLASHY
LDX #13
LDA FLEYTE. X
5TAH PL1.Y
INY

DEX

sGET Y POS.

s GET READY TO
;CLEAR OLD FLASH
3 ZERD OUT EACH
sBYTE OF FLASH

s DONE YET?

NGO, LOOP.

sGET OBJECT'S

X POS. AND

ADD &1 FOR
sFLASH HORIZ.
sGET Y POS AND
ADD 2B FOR
;FLASH VERT.
sPOSITION
PAND SAVE
FLABH = 14 BYTES
s GET IMAGE
PUT IN PLAYER 1
INEXT P/7M BYTE
sNEXT IMRGE BYTE



2870
SETE
2650

s e L P

e LT
0w T T

2685
2687
2683

2B3AR
2630
263E
2658
2652
26534
26897
26598
2659A

18Fe AZB74
ASB1

B5BE

&6

BEAE
ASAE
D@FC
&6

ASBG

85D1

BEDE

BED3E

A7
SDBaD:E

LA

18FA AZB54
&6

ASB1

B5R4
2BBRZE
AZZ

Bal5

ASBG

8506

A2BE

apas:

LA

18FA AZeRC
A7
SDBCZE

LA

18FA AZbRB4
B8R0
8593

ASBE

B5BE

ASEY

BDRCZD

ATARI Macro Assembler

WAIT
WRITLP

SNDOFF

SNDOF2

DRGRID

CLEHRT

CLPRJC

Vear
BRL. SEFLSH
oA #1
87TA FLTIME
RTS
TIME DELAY
87TA TIMER
oA TIMER
BNE WRITLP
RTS

LDA #0

5TAH FIRSOU
5TAH ORDSOU
5TAH MOVSOU
LDX #7

5TAH AUDF1. X
DEX

BPL SNDOF2
RTS

DRAW GRID

LDA #1

5TAH INTRFG
JER SNDOFF
LDA HE20
5TAH DMACT
LDA #0

5TAH GRACT
LDX )

5TAH SHORTF. X
DEX

BPL CLEHRT
LDX #7

5TAH PROJAC. X
DEX

BPL CLPRJC
JER PMCLR
5TAH OFFSET
LDA #E

5TAH PAVATIL
LDA GRIDIX
LSR A

LSR A

LSR A

TRX

LDA CatelL. X

1. 80 Page

3 LOOP.

SET FLABH
s DURATION
;ALL DONE!

GET TIMER
sTIMER = @7
I NOPE!

s TIMER FINI

s ZERD OUT:

;FIRE SOUND

;0BT DERTH
sPLYR MOVE
s ZERD ALL:
AUDIO REGI

AND EXIT

s TELL INTER

3IT'E INTRO

18

DI:LIVEWIRE. A5

SHED!

SOUND
SOUND

STERS

RUPT

3 TURN OFF SOUND
s TURN OFF TOP

: 0F SCREEN

BY

SHUTTING OFF

;DMA & GRAP

HICS

s TURN OFF SHORTS

;s TURN OFF

;ALL PROJECTILES

s CLEAR P/7M

ARER

3 ZERD OFFSET
S5ET & PROJECT.

TAVAILABLE

sGET GRID #

;DIVIDE
3 RY

8
3 Ll

:LOARD APPROPRIATE

;GRID COLOR
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R R 85TA COLPFB
BDCAZD LDA Ci1TBRL. X
R I 85TA COLPFI
BDCCZD LDA C2TRL. X
sShoERz 85TA COLPF2
BDASZE LDA OBSTRL. X
=300 85TA ORJSFD
Asc7 LDA GRIDIX
2987 AND #7
ATa TAX
BDDAZD LDA OBRCNTE. X
55DF 85TA NUMOBJ
BDDCZD LDA OBRCNTLL X
i 85TA NUMOBJI+1
BDE4AZD LDA OBRCNTZ2. X
B5EE1 85TA NUMOBJ+Z
BDECZD LDA OBONTE. X
B3R 85TA NUMOBT+3
BDF4ZD LDA OBRCNTA. X
BEE3 85TA NUMOBJ+4
A4 LDX #4
BEDF DIFFAD LDA NUMOBJI. X
18 CLe
ESE4 AT DIFF
S9EDF 85TA NUMOBJI. X
CA DEX
18FE ~2706 BRL DIFFAD
AsCc LDA GRDNUM
an A5l A
an A5l A
an A5l A
an A5l A
=309 85TA GRDADJ
=30A 85TA GRDWK
ATa TAX
A916 LDA #16
=30R 85TA GRDWKZ
BDSS2F GRDLIN LDA CX. %
s5E82 85TA PLOTY
BODFS2F LDA £Y. %
5583 85TA PLOTY
BDE53E0 LDA Fi. %
5585 85TA DRAKY
BDRESZE6 LDA FY. %
5586 85TA DRAWY
ADC4Bz LDA COLPFB
FRBE A2738 BED NOGRDI
ZBRC2C JER PLOTCL
ZRIFZD JER DRAW
CECR NOGRDY DEC GRDWKZ
FRAT7 A2743 BED GRDBOL
E&CA ING GRDWK
AECA LDX GRDWK
41927 JHP GRDLIN
ALY GRDBOL LD¥ GRDADJ
s8CA 85TX% GRDWK
A98F LDA #15

1. 80 Page 19
DislI

;OBJECT COLOR 1
;OBJECT COLOR 2
;s OBJECT

sGET GRID
3 GHAPE INDEX
:LOAD:
sTYPE B8
;OBJECT COUNT
3TYPE 1
;s OBJECT
sTYPE 2
;s OBJECT
3TYPE 3
;s OBJECT
3TYPE 4
;s OBJECT
ADJUST ALL
;s OBJECT
3BY ADDING
sDIFFICULTY
TAND SRV

sGET GRID #
sMULTIPLY
iRY 16

3 GAVE

3 GAVE

3S5ET X INDEX
;LOARD 16 BYTES

sGET CLOSE X
sGET CLOSE Y
sGET FAR X
sGET FAR Y

s INVISIBLE?
3YES. DON'T DRAW
;PLOT CLOSE POIN
DRAW TO FAR

;s CONTINUE DRAWIN
UNTIL ALL 16
;LINES ARE DONE

NOW DRAW 15
; CLOSE GRID
s BORDER LINES

VEWIRE. AG

SPEED

COUNT
COUNT
COUNT
COUNT
COUNTS

E

-
G



85lE
BDREZF
8582
BDFSZ2F
8583
BDSEZF
8585
18
BSEE
EA
8558
BDFEZF
858

18

B5EE

EA
8591
AS@F
ESCRE
8592
2BBEZE
ADC4BE
FBBE AZ2758
2@BC20
2B1FZD
Celk
FRB7 AZ78B
E&LA
ABCA
4aCapzy
ABLS
BelA
AS@F
25lR
8593
BDEEE
852
BDESEG
8583
BDEEED
8585
18
BEEE
EA
8550
BDEEZE
858

18
B5EE
EA
8591
AS@F
ESCR
8592

ZPBEZS

ATARI Macro Assembler Ver

GRDBEL1

NOGRDE

GRDBOZ

GRDBLE

5TAH
LDA
5TAH
LDA
5TAH
LDA
5TAH
CLe
ADC
ROR
5TAH
LDA
5TAH
CLe
ADC
ROR
5TAH
LDA
SEC
5RO
5TAH
JER
LDA
BER
JER
JER
DEC
BER
INC
LDX
JMP
LDX
5TX
LDA
5TAH
5TAH
LDA
5TAH
LDA
5TAH
LDA
5TAH
CLe
ADC
ROR
5TAH
LDA
5TAH
CLe
ADC
ROR
5TAH
LDA
SEC
5RO
5TAH
JER

GRDWRE
CX. X
PLOTX
£Y. X
PLOTY
CX+1.X
DRAWX

PLOTX
A
XWORK
CY+1.X
DRAWY

PLOTY
A
YWORK
#135

GRDWRE
GRID
GRIDBV
COLPF@
NOGRDE
PLOTEL
DRAK
GRDWRE
GRDBEOZ
GRDWK
GRDWK
GRDEL1
GRDADJ
GRDWK
#135
GRDWRE
OFFSET
FX. X
PLOTX
FY. X
PLOTY
FX+1.X
DRAWX

PLOTX
A
XWORK
FY+1.X
DRAWY

PLOTY
A
YWORK
#135

GRDWRE
GRID
GRIDBV
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sGET CLOSE X
sGET CLOSE Y
sNEXT CLOSE X

sFIND POINT
s BETHWEEN THEM

TAND SAVE IT!
sNEXT CLOSE Y

sFIND POINT
BETHWEEN THEM

TAND SAVE IT!
SET UP A WORK
AREA TO HOLD

3 THE POINTS
sBETWEEN LINES
FAND SAVE THEM

s INVISIBLE GRID?
YES. DON'T DRAW
;PLOT CLOSE POINTI
sDRAW TO POINT 2
sMORE LINER?
FNOH

3 INCREMENT TO
TNEXT LINE

P AND LOOP

NOW DRAW 15
;FAR GRID

s BORDER LINES

FAND SET OFFSET
sGET FAR X

sGET FAR Y
INEXT FAR X

FAND FIND
sMIDPOINT
BETHWEEN THEM
AND SAVE IT!
INEXT FAR Y

FAND FIND
sMIDPOINT
BETHWEEN THEM
FAND SAVE IT!
USE THE SAME
WORK AREA

:TO HOLD THE
sMIDPOINTS
FAND SAVE THEM



278F
2702
2704
2707
270R
2700
270E
2708
27D

ADC4BE
FBBe A270AR
2@BC20
2B1FZD
Celk

FRB7 AZ7D5
EBLA

ABCA
4aCassy

ASBG
8597
AR
BDABEL
BDEF31
BDAF31
8DAF31
2@7728
ABSY
ARG
BR8F31
SDABE1
ES

e
Caia
D@F4 AZ7ED

ABSY
BDABEE
BDEF31
BDAF3E
8DAF31
2@7728
ABSY
ABBDG
B98F31
SDABEE
ES

e
Caia
D@F4 AZBBE

ATARI Macro Assembler

NOGRDE

Sl Bl el adB I3 Wl 3B el IR eI el

GENCOO
DIVCTL

COPY1

LDA
BER
JER
JER
DEC
BER
INC
LDX
JMP

Vear

COLPF@
NOGRDE
PLOTEL
DRAK
GRDWRE
GENCOO
GRDWK
GRDWK
GRDBLE

1. 80 Page

DON'T

21
DI:LIVEWIRE. A5

s INVISIBLE GRID?
IYES,
PLOT FAR POINT 1
sDRAW TO POINT 2
MORE LINER?

FNOH
3 INCREMENT TO
TNEXT LINE
P AND LOOP

DRAK

NOW GENERATE CODRDINATE TREBLE

THIS SECTION BUILDS THE SEGX.

SEGY.

RIMX AND RIMY TRELES.

THE SEGX&Y TABLES ARE POINTS
UP AND DOWN THE GRID FOR PRO-

JECTILES AND OBJECTS.

THE

RIMX&Y TABLES ARE FOR THE
POSITIONING OF SHORTS.

;GO0

SEGWK. Y sCOPY SEGHK

NOW THE Y COORDS

CoPY:

;GO0

SEGWK. Y $COPY SEGHK

LDA #0

5TAH GRIDNO
TRX

LDA SEGX. X
5TAH SEGWK
LDA SEGY+15. X
5TAH SEGWK+1E
JER DIVIDE
LDX GRIDNO
LDY #0

LDA

5TAH SEGX. X
INX

INY

CPY #1E

EBNE COPY1
LDX GRIDNO
LDA SEGY. X
5TAH SEGWK
LDA SEGY+15. X
5TAH SEGWK+1E
JER DIVIDE
LDX GRIDNO
LDY #0

LDA

5TAH SEGY. X
INX

INY

CPY #1E

EBNE CoPY:

SET UP SEGHK
sWITH END

ORDINATES

;DIVIDE SEGHK

s TABLE TO SEGX

SET UP SEGHK
sWITH END

ORDINATES

;DIVIDE SEGHK

s TABLE TO SEGY



2877
2873

ABSY
BDABEE
BDEF31
BDAF3E
8DAF31
2@77:28
ABSY
ABDG
BR8F31
SDABEE
ES

Ce
Caia

D@F4 AZB

ABSY
BDABE4
BDEF31
BDAF34
8DAF31
2@7728
ABSY
ABBG
BR8F31
SDABE4
ES

e
Caia

F

DBF4 A2B50

ASEY
18

£918
8597
CoFa

FRBE AZB

4aCDazy
ATED
Bal5
ASBRE
8506
ASBG
B5R4
&6

AS18
8594

EA

ATARI Macro Assembler Ver

COPY3

COPY4

ENDDVE

LDX GRIDNO
LDA RIMX. X
5TAH SEGWK
LDA RIMY+15, X
5TAH SEGHK+1E
JER DIVIDE
LDX GRIDNO
LDY #0
LDA SEGWK. Y
5TAH RIMX. X
INX
INY
CPY #1E
EBNE COPY3
iNOW THE RIM Y CODRDS
LDX GRIDNO
LDA RIMY. X
5TAH SEGWK
LDA RIMY+15, X
5TAH SEGWK+1E
JER DIVIDE
LDX GRIDNO
LDY #0
LDA SEGWK. Y
5TAH RIMY. X
INX
INY
CPY #1E
EBNE COPY4
LDA GRIDNO
CLe
ADC #1E
5TAH GRIDNO
CHMP #2408
BER ENDDVE
JMP DIVCTL
LDA #53D
5TAH DMACT
LDA HEDE
5TAH GRACT
LDA #0
5TAH INTRFG
RTS

LT RN BT JEEY N Y X IRXT JreY ]

DIVIDE

1. 80 Page 22
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SET UP SEGHK
sWITH END
s COORDINATES

;DIVIDE SEGHRK

3 COPY SEGWRK
s TABLE TO RIMX

SET UP SEGHK
sWITH END
3 COORDINATES

;DIVIDE SEGHRK

3 COPY SEGWRK
s TABLE TO RIMY

D0 ALL 15
GRID LINES

;ALL DONE?
:YOU BET!

; LOOP BREK!
sRESTART

3 THE DISPLAY
AFTER GRID
315 DRAWN

iNO MORE

3 INTRO STATUS
iFINIS!

DIVIDE SEGWK TREBELE

THIS ROUTINE EXAMINES THE FIRST
AND LABT BYTES IN THE SEGWK
TAELE AND FILLS THE BYTES IN
BETWEEN WITH AN EVEN TRANSITION
FROM ONE ENDPOINT TO THE OTHER

LDA
5TAH

#1E
5TEP



2B87B
287D
287E

[t
BT T
ot

BT
et

BT
et

BT
et

BT
et
BT
et

=830
TR
[0 e e O
28495
=897
BT T T
[t o F

289A8
2830
283k
28R
28RE
Eﬂﬂﬂ
28R6
hﬂﬂ?
28R
28R
2B8RAE
ZSE@

2881

Potw} w o}

28BS

28BE
i
Pt} wlwi

ZBEA
ZBED

Z28BE
2808
2801
2802

T
O W § S L)

ESCﬂ
2805
;SC?

280A
280D
280F
28D
28D4
2806

ZEDB

825499
4f
E54R
A9ae
a254s
AE9E
BDEFZEL
AE99
18
7DEFEL
EA
AEYR
aDEFEL
AS4s
18
ES9A
a2548
ES9A
C911
BRAC A2
o599
AS4RE
18
ES9A
E54R
4CBaAzE
AS9A
4f
E2590
825499
4f

FOOS A28

8598
4CE028
&0

B59E
AR
AS50
SDABE1
AS91
SDABEE
ASEE

D@l4a AZB

ASEZ
3DAB3T

ASEE

ATARI Macro Assembler Ver 1. 8C

DIVLPZ
DIVLP1

BRE

NOSTEP

ED

ENDDIV

z
K
z
K

k3

GRIDBV

EA

5TAH
LSR
5TAH
LDA
5TAH
LDX
LDA
LDX
CLe
ADC
ROR
LDX
5TAH
LDA
CLe
ADC
5TAH
ADC
CHMP
BCE
5TAH
LDA
CLe
ADC
5TAH
JMP
LDA
LSR
5TAH
5TAH
LSR
BER
5TAH
JMP
RTS

Fags

e
et

DI:LIVEWIRE. A5

NEXT
A
DEST
#0
LAsT
LAsT

SEGWK, X

NEXT

SEGWK, X

A
DEST

SEGWK, X

LAsT

5TEP
LAsT
5TEP
#17
NOSTEP
NEXT
DEST

5TEP
DEST
DIVLP1
5TEP

A

5TEP
NEXT

A
ENDDIV
DEST
DIVLPZ

LDA
ASL
ASL
ASL
ASL
CLe
ADC
TRX
LDA
5TAH
LDA
5TAH
LDA
EBNE
LDA
5TAH
LDA

OFFSET

XWORK
SEGX. X
YWORK
SEGY. X
OFFSET
SAVEND
PLOTX
RIMX. X
PLOTY

1ﬂﬁﬁ THE
OFFSET vALUE
5AVE IN INDEX
GET X WORK
PAND SAVE

GET Y WORK
PAND SAVE
DON'T CONTINUE
s IF OFFSET 208
s GET PLOTX
PAND SAVE
sGET PLOTY



=8DD
220

ZEES
ZEE7
ZEEA

292C
292E

SDABE4
ASES
SDAFEE
ASE
SDAF34
&6

ASCF
shbah:
AZZ8
shBige

D&

ASAS

FBBe AZBFC
CeRs

ASAE

FRB: AZ0B2
CeRE

ASEE

FRB: AZ088
CeBb

ASED

FRBE AZ38F
4CBaze
ASAR4

FRBE AZ316
4aCeZE4
ADFCB2
£31c

DBBT AZ9ZE
ASEL

49FF

B5B1

4ba2s

£az1

DRZE AZBE2
ASES

Flz4 AZR52
CeRs

A2BS

ASB1
SDEBZE

LA

18Fa AZ834
A2BE

BDEEZ

FRBE AZ34F
ASDE

F&

18

E284

B5DE

D&
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SAVEND

z
K
K

k3

VEI

NODEBTD

NOTIMR

NOFTIM

CHRINT

NOTINT

CRZIAP

ZAPORT

ZAPSHD

5TAH
LDA
5TAH
LDA
5TAH
RTS

LDA
5TAH
LDA
5TAH
CLD
LDA
BER
DEC
LDA
BER
DEC
LDA
BER
DEC
LDA
BER
JMP
LDA
BER
JMP
LDA
CHMP
EBNE
LDA
EOR
5TAH
JMP
CHMP
EBNE
LDA
BER
DEC
LDX
LDA
5TAH
DEX
BPL
LDX
LDA
BER
LDA
SED
CLe
ADC
5TAH
CLD

DI:LIVEWIRE. A5

RIMY. X :AND S5AVE

DRAWX 3 GET DRAWX

RIMY+15, X PAND SAVE

DRAWY 3 GET DRAWY

RIMY+15, X PAND SAVE
;ALL DONE!

#DLI1&Z255 sPOINT TO
VDELET  FIRST

#DLI1/256 DISPLAY LIST
VDELET+1 3 INTERRUPT

;CLR DECIMAL MODE
OBTIML  :THIS SECTION
NOOBTD s PROCESSES
OBTIML  :ALL TIMERS
TIMER
NOTIMR
TIMER
FLTIME
NOFTIM
FLTIME
RILPLR :PLAYER DERD?Y
CHRINT  3nNO. CONTINUE!
VBOCONT  :5RIP PLAYER STUFF
INTRFG 3 IN INTRO?
NOTINT  3nNO. CONTINUE!
XITVBY  SEXIT IF INTRO
KEY 3 GET KEYBOARD
#5100 sPAUSBE (ESBCH?
CRZIAP iNO. CHECK ZAP
PAUFLG  3GET PRUSE FLAG
HEFF PAND FLIP
PAUFLG  3AND STORE
ENDREY DONE W/KEY

#H1 :GPACE BAR?
ENDREY  iNAW. DONE W/REY
ZAP USED ZAP YET?
ENDREY :YEL. NO ZAP
ZAP 3 ZAP NOW USED
5 sTIME TO KILL
#1 ;ALL OBJECTS
OBDERD. X
ZAPORT
3 FAND KILL
SHORTF. X ;ALL SHORTS
NOBKIL
MISCAD  :ALS0 SET

s MISCELLANEDUS

1 5CORE ADD
4 FOR 48@ POINTS

MISCAD  :FOR ERCH SHORT
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ASBG

apae:

LA NOSBKIL
18ER AZR30
ASBG
BDFCB2
ASEL

FB11 AZ8RC
ASBG
EhB1DE
BDBEDE
BDBEDE
2DB7DE
4aCb2E4
ASD1

FBLE AZ29358
Cebl

ABD1
BD3IESL
EhB2DE
BDZ931
BDBEDE
ASDE

FBL1B A:28584
Ceba

ABDE
BDERZ1
2hB4aDe
BDEEE1
BDBEDE
ASDE

FBLB AZ90B
Cebi

ABDE
BDER31
EhBeDE
BD7D31
2DB7DE
ADC2BE

18

£918
I

] AT
29FC
sDC782
CeBF

D@17 AZ3D4
ADSBZE
Dab4a A2306
ASBE
page:
ASBG
8D50ZE
ADBADE
aair
293F
BEBF

ENDKEY

NOPRU

NOFSND

NODOSND

CYCCOL

AZACE
TRAN1
STOTRN

LDA
5TAH
DEX
BPL
LDA
5TAH
LDA
BER
LDA
5TAH
5TAH
5TAH
5TAH
JMP
LDA
BER
DEC
LDX
LDA
5TAH
LDA
5TAH
LDA
BER
DEC
LDX
LDA
5TAH
LDA
5TAH
LDA
BER
DEC
LDX
LDA
5TAH
LDA
5TAH
LDA
CLe
ADC
5TAH
5TAH
AND
5TAH
DEC
EBNE
LDA
EBNE
LDA
EBNE
LDA
5TAH
LDA
ORA
AND
5TAH

Vear

#0
SHORTF. X

ZAPSHD
#0

KEY
PRUFLG
NOPRU

#0

AUDCL
AUDCE
AUDCE
AUDCA
XIiTvey
FIRSOU
NOFSND
FIRSOU
FIRSOU
FIRFRE. X
AUDFZ
FIRCTL. X
AUDCE
ORDSOU
NODOSND
ORDSOU
ORDSOU
OBDFRE. X
AUDF3
OBDCTL. X
AUDCE
MOVSOU
CYCCOL
MOVSOU
MOVSOU
MOVFRE. X
AUDF4
MOVCTL. X
AUDCA
COLPM2

#1E
COLPM2
COLPME
#EFC
COLPFE
TRANTH
NOTRAN
OBJHUE+4
TRANI

e
STOTRN
#0
OBJHUE+4
REANDOM
#E1F
HEIF
TRANTH
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sRILL
3 GHORT

; CLEAR

s REYPRESE.

3 PAUSED?

iNO. CONTINUE
3 TURN OFF
;ALL SOUNDS

3 DURING

3 THE

3 PAUSE

s THEN EXIT
;FIRE SO0UND ON?
FNOH

;DEC COUNTER
PUT IN INDEX

3 GET FRERUENCY
;GET CONTROL

;0BT DEATH S0UND?
FNOH

;DEC COUNTER

PUT IN INDEX

3 GET FRERUENCY
GET CONTROL

FMOVE S0UND?
FNOH

;DEC COUNTER
PUT IN INDEX

3 GET FRERUENCY
;GET CONTROL

;s CYCLE

i PLAYER =

: COLOR

iGAVE IN P/M 2
AND IN P/M 3
ALSO PUT IN

PFE FOR MISSILES
s TRANSIENT TIME

I NO CHANGE
FLIP

P TRANSIENT

3 HUE

:TO EITHER

@ OR 2

RESET

3 THE

s TRANSIENT TIME
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23D4  EBRC NOTRAN  INC PSONT 3 INC PLYR TIMER
£23D6 ASEC LDA PSONT sREADY TO

23D8 0583 CHMP 3 3 CHENGE SHAPE?
23DA DBBA A2BER EBNE NOPSIN  SNOT YET!

23DC ABLG LDA #0 sBETTER RESET

Z23DE  85BC 5TAH PSONT 3 INDEX

Z9E@  EBRY INC SP1TX FAND INCREMENT
Z89E2  EbBBEB INC SP2IX FALL SHAPE

£283E4  EBES INC SPATX 3 INDEXES!

Z9EE ASED NOPSIN  LDA PFTIME $SEE IF WE'RE

Z29EE FBBS A2BEF BER FIRE READY TO CHECK
23R Ce5D DEC PFTIME :IF PLAYER IS

Z9EC 4C312A JMP CHRPMY 3 S5HOOTING

Z9EF ABB4 FIRE LDA 4 sRESET FIRE

29F1 858D 5TAH PFTIME :TIMER

29F% ASCE LDA JOYPAD  SUSING 5TICK?

29F5 FBBE A25FD BER RDETRG 3 YEG!

29F7  AbY7Ce: LDA PTRIGG :GET PADL TRIGGER
29FR 4CBbena JMP CMPTRG  sCHECK IT

Z29FD  ADB4B: RDETRG  LDA STRIG sGET STICK TRIGGER
2RBG  DBEF A2R31 CMPTRG BNE CHRPMY  3NOT FIRING!

2R ASBE LDA PAVAIL  3ANY PROJ AvAaIL?
2R84 FBZBE A2R31 BER CHRPMY - 3 NO!

2RBe  peBY LDX #7 FIND AN

Z2RBE  BDBCZE PRECAN  LDA PROJAC. X TAVAILABLE
ZRBE FBBE A2R18 BER GOTPRN  sPROJECTILE

2680 CA DEX

ZRBE  DBFE A2R@8 EBNE PRECAN

2R18  CeBE GOTPRN  DEC PAEvVAIL 31 LESS AVAILABLE
2R1e AB81 LDA #1 3IT'E NOW

2R14  SDBCZE 5TAH PROJAC. X TACTIVE
2R17 ABLS LDA #21 3GTART WP

2R13 85D1 5TAH FIRSOU  FIRE SOUND

2Rl ABLG LDA #0 s INITIALTZE

Z2R1D 8D2CEE 5TAH PROJEG. X GEGMENT # TO @
2RZB ASRS LDA PLRGRD  :5ET WP

2Rz SDICEE 5TAH PROGRD. X PROJ GRID#
2REE BA ASL A 3 AND

2RZe @A ASL A sMULTIPLY

2R27 BA ASL A iRY 16

2R28 BA ASL A

2R28 8D24ZE 5TAH PROJGN. X ;FOR INDEX
2R2C AB61 LDA #1 s INITIALTZE

ZRZE SD14ZE 5TAH PROINC. X ;PROJ INCREMENT
2831 ASCE CHRPMY  LDA JOYPAD  SUSING 5TICK?

R3S FB@F A2R44 BER GOSTIK  3YEG!

2R35 ADY7BGZ LDA POTE ;GET PRADDLE

2038 4R LSR A ;DIVIDE BY

2038 4R LSR A 316 TO GET

ZR38 0 4R LSR A ;USABLE VALUE

ZR3B 4R LSR A

2R30C OhaF CHMP #135 3y 147

ZR3E 3BEE AZARR BMI STOPOS  3NO. GO STORE

2R48  ABBE LDA #14 iMAX. IS 14

2R42 DBLIE A2fBR EBNE STOPOS  :AND GO STORE

2R44 RS54 GOSTIK  LDA PMTIME READY FOR STICKR?

2R4b FBBS A2R4D BER RDETIK 3YEG!
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Ced4
4Chaze
ASB:

8594
AE7BB:
ASE5

18

7DFCED
2BB4 AZRED
Codr
page:
ASE5
C595
Fabe
Az2B9
BeD3E
8595

aa NOPSTO

JVEC
RDETIK

AZREEZ
SAMPOS
STOPOS
AZRED

2280

FRB7 AZRTF
ASB1

B5ED
4CB520
BDABEL

18

E33D
2DBaDa
A456
BDABEE

18

e

85596

ASBG

AzBF
99Fs@E

e

LA

18F3 AZA5G
AS@F

B5BEA

ASBG

BSERB

ASEY

298F

AR

ASER
DD712F
9088 AZABRC
DDELZF
BRBE AZARC
AR

BD41ZF

NOHSHO

CLRPS

SPLOOP

DEC
JMP
LDA
5TAH
LDX
LDA
CLe
ADC
BMI
CHMP
EBNE
LDA
CHMP
BER
LDX
5TX
5TAH
ASL
ASL
ASL
ASL
TRX
LDA
AND
BER
LDA
5TAH
JMP
LDA
CLe
ADC
5TAH
LDY
LDA
CLe
ADC
5TAH
LDA
LDX
5TAH
INY
DEX
BPL
LDA
5TAH
LDA
5TAH
LDA
AND
TRX
LDA
CHMP
BCC
CHMP
BCS
TRX
LDA

Vear

PMTIME
VBOCONT
e
PMTIME
STICK
PLRGRD

STKADD. X
SAMPOS
#135
STOPOS
PLRGRD
PLRGRD
NOPSTO
#3
MOVSOU
PLRGRD
A

A

A

A

P@PL
#5800
NOHSHO
#1
RILPLR
VEBEND
SEGX. X

#E1
HPOSP@
PLRY
SEGY. X

R
PLRY

#0

#135
PLB-B.Y

CLRPS
#135
5PIX
#0
PLTBYT
SP1TX
#135

S5PIX
SPTRL. X
NOBP1
EPTRL. X
NOBP1

PN1. X

1. 80 Page 27

DI:LIVEWIRE. A5

;DEC TIMER

3 JMP TO CONTINUE
RESET STICK TIMER
3T 2 JIFFIES

GET STICK

sGET PLYR GRID #
ADD THE

sDIRECTION INC

s IF (@ REJECT
sIF {15...
sUSE IT!

sGET GRID#
GAME AS LABTY
3YES. DON'T STORE
3GTART WP

s MOVE S0UND
;5AVE GRID#
sMULTIPLY

;BY 16 FOR
sPOSITION

3 INDEX

THIT P2/PE?

FNOH

;00PSY HIT SHORT!
sRILL PLAYER
FAND EXIT VELANK
sGET PLAYER'S

X POSITION AND
;ADJUST FOR P/M
FAND SAVE

sHOLD OLD Y POS
GET NEW Y POS
ADJUST FOR P/M
3BY ADDING 32
GET Y POS

;s CLEAR OUT

;0LD PLAYER

3 IMAGE

FNOW COPY
3 16-BYTE
PLAYER IMAGE
:TO PLAYER @

GET IMAGE 1



BSERB

ASEE

298F

AR

ASER
DD712F
Q080 AZADS
DDELZF
BRBE AZADS
AR

BDS1ZF
BEER

BSERB

ASES

298F

AR

ASER
DD712F
9080 AZREE
DDELZF
BRBE AZREE
AR

BDELIZF
BEER

BSERB

ASEE

18

ESEA

ESBE

AS

ASER
950084
CeBA

18A1 AZARL
ASAE
FRBas
CeRz
4aCBF:ZR
EBAL
ASB1

a5A2

AZBES

EEAD
ASAB
2381
AS
BR3EZE
B55E

ATARI Macro Assembler

NOBP1

NOSPZ

NOBP3

VBOCONT

SETPRA

Wl B elB edB 3l 3B edn

FLIPIT

5TAH
LDA
AND
TRX
LDA
CHMP
BCC
CHMP
BCE
TRX
LDA
ORA
5TAH
LDA
AND
TRX
LDA
CHMP
BCC
CHMP
BCE
TRX
LDA
ORA
5TAH
LDA
CLe
ADC
SEC
5RO
TaY
LDA
5TAH
DEC
BPL
LDA
BER
DEC
JMP
INC
LDA
5TAH

Vear

PLTBYT
SP2IX
#1353

5PIX
SPTRL. X
NOSPZ
EPTRL. X
NOSPZ

PNZ. X
PLTBYT
PLTBYT
SPATX
#135

5PIX
SPTRL. X
NOBP3
EPTRL. X
NOBP3

PNZL X
PLTBYT
PLTBYT
PLRY
S5PIX

#

ax]

PLTBYT
PLB.Y
S5PIX
SPLOOP
PRADVI
SETPRA
PRADVI
FLIPIT
PRADVT
#1
PRADVI

1. 80 Page

PAND SAVE

FADD IMAGE
FAND SAVE

FADD IMAGE
FAND SAVE

s GET IMAGE

g
g

DI:LIVEWIRE. A5

-
e

ey
ot

BYTE

sPUT IN P/M BREAR
MORE IMAGE?

YES!

3 ADVANCE PROJ?

YES!
3 NO.

DEC TIMER

;G0 FLIP DISPLAY

SET ADVANCE

3 TIMER

THIS SECTION FLIP-FLOPS THE 4
MISSILES IN ORDER TO ALLOW THE
DISPLAY OF & PROJECTILES.

AS

S0ME FLICKER CAN BE

A RESULT.
OBSERVED.

INC PRFLIP
LDA PRFLIP
AND #1

TaY

LDA PREND. Y
5TAH ENDVAL

3 INC FLIP INDEX

:GET INDEX
iMAKE B/1
iGAVE IN Y

sGET # OF LAST

sPROJECTILE



ZBAE

BEZ4ZE
8630

ASBE

859K
BDBCZE
DREE AZBZC
4CEZZR
ABSF

B4D4
BOFF@2
SDACEE
99FFB2
jejinlnin R
SDACEE
900085
BSB18%E
SDACEE
998183
ABSC

ASAL

2381

DBBR AZBED
BDZCZE

18

7D14%E
ADzCEE
BD14ZE
@45 AZBRS
ABBS
BIEEZE
D@3ET AZBRZ
BIESDG
F@34 AZBRZ
BR742E
Cob4

DRSS AZBY7A
ADSBZE
FRZE AZBRZ
B9B0ZE
DDI1CZE
DRZB AZBRZ
B3BRZE

4

FDZCZE
Fob4a AZB9G
COFE

@12 AZBRZ
BR742E
FRBE AZBSD
ASB1
99B8ZE
4CFaze
ASFF
SD14ZE

18BF AZBERE4

ATARI Macro Assembler

PROJLP

GOTPRJ

NOPADY

OBKILP

NOTRNC

HITORJ

CGPRDR
NXTOCK

LDX
5TX
LDA
5TAH
LDA
EBNE
JMP
LDX
LDY
LDA
AND
5TAH
LDA
AND
5TAH
LDA
AND
5TAH
LDX
LDA
AND
EBNE
LDA
CLe
ADC
5TAH
LDA
BMI
LDY
LDA
EBNE
LDA
BER
LDA
CHMP
EBNE
LDA
BER
LDA
CHMP
EBNE
LDA
LSR
SEC
5RO
BER
CHMP
BCC
LDA
BER
LDA
5TAH
JMP
LDA
5TAH
DEY
BPL

Ver 1,600 Pase 29
Dl:LIVEWIRE. A5

PRETRT. Y sGET # OF FIRST

VEXHLD ssPROJECTILE

#3 $ETART W/MISSILE

MISNUM  sNUMBER 3

FROJAC. X I8 PROJ. ACTIVE?

GOTPRI  sYOU BET.

CHPEND  sTRY ANOTHER

MISNUM sGET MISSILE #

PRYHLD. ¥ sGET LAST POSITION

MISSLS~1.Y sERASE OLD

MISLOF. X sPROJECTILE

MISSLS~1.Y 5 TMAGE

MISSLE. Y

MISLOF. X

MISSLE. Y

MISSLES+1.Y

MISLOF. X

MISSLES+1.Y

VEXHLD

FRADVT sSsREADY TO

#1 s ADVANCE PROJ?

NOPADY sNOT YET

PROJSG. X sGET PROJ SEGH
s AND

FROINC. X $ADD INCREMENT

PROJSG. X s THEN SAVE

FROINC. X s ENEMY SHOT?

NOOHCK  sNO OBJ HIT CHECK

#5

ORDEAD. Y s ALREADY DEAD?

NAXTOCK  sYES!

OBJIPRS. Y sOBJECT THERE?

NXTOCK  snOI

ORITYR. Y s TRANSIENT?

#4

NOTRNC  snOI

OBJIHUE+4 s INVISIBLE?

NAXTOCK  sYES!

OBJGRD. Y s 5AME GRID #

FROGRD. X A5 PROJ?

NXTOCK  snOI

ORJISEG. Y s 5AME SEG #

A

PROJSG. X A5 PROJ?

HITORJ

#2254

NXTOCK  snOI

ORITYR. Y sRESISTOR?

COPRDR sYES!

#1 sRILL OBJECT

ORDEAD. Y

KILLPR sAND PROJ.

HEFF sPROJ NOW HEADING

FROINC. X sFOR PLAYER!
sNEXT OBJECT

OBKILFE  sMORE TO DOU
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DIsLIVEWIRE. A5

ZBAS  BDZCZE NOOHCK  LDA PROJEG. X 315 PROJ SEGH =07
ZBAE  FB4E AZBFB BER RILLPR 3YESL, WILL IT!

ZBAR 0918 CHMP #1E =167

ZBAC  FB4L AZBFB BER RILLPR 3YESL, WILL IT!

ZBAE 1B CLe NOW ADD PROJ

ZBAF  7D24ZE ADC PROJGN. X ;GRID INDEX
ZBEZS AR TRX TAND GET

ZBEE BDRABEL LDA SEGX. X X COORD

ZBBE  BOABEZ LDY SEGY. X :AND Y COORD

ZBES 1B CLe ADD B4 TO

ZBBR  EB948 ADC #E4 X COORD FOR

ZBBC ABSF LDX MISNUM  3P/M HORIZ

ZBEE  SD@4ADE 5TAH HPOSM@. X PAND SAVE
ZBC1 S8 TYA sGET Y

2Bz 1B CLe ADD 32 TO

ZBCE BREB ADC R Y COORD FOR

ZBCS AR TaY iP/M VERT

ZBCE  94D4 5TY PRYHLD. X P AND SAVE.
ZBCE  BIFFEZ LDA MIGELS-1.Y I NOW DRAW
ZBCR  1D3BZE ORA MISLON. X sPROJECTILE IN
ZBCE  S939FFG2 5TAH MIGELS-1.Y NEW POSITION
ZBD1  BIGBAS LDA MIGSLS. Y

ZBD4  1D3EBZE ORA MISLON. X

ZBDY7 990863 5TAH MIGSLS. Y

ZBDA  BIG1G3 LDA MIGSLE+1.Y

ZBDD  1D3BZE ORA MISLON. X

ZBEG 938183 5TAH MIGSLE+1.Y

ZBES CBSF CKRPEND  DEC MISNUM  SNEXT MISGILE #

ZBES  Ce5C DEC VEXHLD  SNEXT PROJ.

ZBEY  ABRC LDX VEXHLD

ZBES  E45E CPX ENDVAL 3 DONE?

ZBER  FBZ2E A2013 BER SHORTS  :YER!

ZBED  40242R JMP PROJLP  :DO NEXT PROJ.

ZBFG AB08 RILLPR LDA #0 sRILL PROJ.

ZBFE SDBCZE 5TAH PROJAC. X

ZBFS EBBZ CPX e s ENEMY PROJ?

ZBFY  SBB: AZBFE BCC NOAVIN  3YES DON'T INC

ZBF3  EBBE INC PAVAIL  $ANDTHER AVAIL

ZBFB  BDZ2CZE NOAVIN  LDA PROJEG. X 3 SEGMENT 87
ZBFE  D@1@ ~2018 EBNE NORKILP  3NO!

20883 BDl4ZE LDA PROINC. X 3 TOWARD RIM?
2CBE 188e ~2018 BPL NORKILP  3NO!

2085 BDICZE LDA PROGRD. X ;5AME GRID...
2Che 555 CHMP PLRGRD  :A5 PLAYER?

2CBR D4 ~2018 EBNE NORKILP  3NO!

2CBC A58l LDA #1 3 THE PLAYER

2CBE  S5ED 5TAH RILPLR 315 DERD!

2018 4CEZEZR NORILP  JMP CRPEND  NEXT PROJ.

THIS SECTION HANDLES SHORTE.
2 PLAYERS ARE USED TO S5HOW A
MAEXIMUM OF 4 SHORTS. S50 50ME
FLICKER MAY BE OBSERVED.

el edB Wl3 e3B B ean

2015 EBL2 SHORTS  INC SHFLIP s TOGGLE FLIP



ASEE

4

2381

AS

BR2E31
Bal4

ASEE

2381

AS

ASBY

851

ASBG

85l

ASB1

Ehar
B91531
8530

ASBG

ABLE
BC1731
Az2B3

9108

e

LA

1arFa A2C5F
ABSC

BDEEZ

FOZE A2C78
BDECZE

AR

BDABEE
BCABE4

18

B93E

ABLE
SDB2Da

98

18

£31C
aD1731

AS

ABC4

ASB4

850K
BD1931
9108
e
9108
e
LA
CelF
1ars
Cells
887
Cell
EESC
4C3e20

AZCED

AZCES

ATARI Macro Assembler

SHORLP

ERESHO

SHOCOP

NXTSHO

LDA
LSR
AND
TaY
LDA
5TAH
LDA
AND
TaY
LDA
5TAH
LDA
5TAH
LDA
5TAH
LDA
5TAH
LDA
LDX
LDY
LDX
5TAH
INY
DEX
BPL
LDX
LDA
BER
LDA
TRX
LDA
LDY
CLe
ADC
LDX
5TAH
TYA
CLe
ADC
5TAH
TaY
LDX
LDA
5TAH
LDA
5TAH
INY
5TAH
INY
DEX
DEC
BPL
DEC
BMI
DEC
INC
JMP

Ver 1.80 Page 31
Dl:LIVEWIRE. A5

SHFLIP  sHASK FLIP

A s TO EITHER

#1 @ OR 1
sPUT IN Y

CPYSTHN. Y $AND GET IMAGE

CPYST sTO UBE (+/7%)

SHFLIP  sGET FLIP.

#1 s MASK AND
sPUT IN Y

HPLI/ 256 sPUT PLAYER =2

DESTHI  sIN DESTINATION

HPLIZZES s ADDRESS

DESTLO sHI & LO

#1 $8ET DEST #

DESTNHM

SHETRT. Y sGET 8TART

VEXHLD sSHORT #

#8

DESTNHM

SHYHLD. ¥ sGET LAST INDEX

#49 s NOW ERASE

(DESTLON. Y sPREVIOUS
$8HORT

ERSSHO

VEXHLD

SHORTF. X $SHORT ALIVE?

NAXTSHO  snNOI

SHORTX. X sGET INDEX OF
sEHORT' S PO,

RIMX. ¥ sGET ¥ COORD

RIMY. X sAND Y COORD

#E2 sADJUST X

DESTNM  sGET PLAYER#

HRPOBP2, X $AND STORE

#28 sADJUST Y

SHYHLD. ¥ $EAVE IT

CPYST

#4

CPYCNT

SHOIMG. ¥ s NOW CORPY

(DESTLON. Y $8HORT IMAGE
sTO P/AM

(DESTLON. Y s AREA

CPYCNT

SHOCOR

DESTNM  sHORE?

VREEND sNO. EXITH

DESTHI  sNEXT PLAYER

VEXHLD

SHORLP  sL.O0OP BACK.



foot ot
T3

£ 00
aen

2088
208D
208E
2091
2084
20897
2098
208D
208
20AB

ED1EDG
4aCb2E4

ASBE
8581
ASBG

ARSI
P S

Az2l4

ABBG

98

9188

DBFR AZCRE
LA

paal AzCRY
&6

EEBL
4CARZC

ASE3

@aa
8550
ASBG
858
besid
2681
besid
2681
besid
2681
besi
2681
ASBG
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VEBEND

PMCLR
PMCLP

z
K

z
K

CLRSC

CLRBEZ
CLRSEE

CLRSC4

8 elf el elnm

PLOTEL

5TAH
JMP

LDA
TRX
5TAH
5TAH
5TAH
5TAH
5TAH
DEX
EBNE
RTS

DI:LIVEWIRE. A5

HITCLR  CLEAR COLLISION
XITVBY  3VEI DONE! C(WHEW!)

#0 PUT 255
3 ZEROS IN
MIGSLS. X sEACH P/M
PLE. X 3 AREA
PL1.X
PLZ. X
PLE: X
PMCLP
sFINIS!

#DISP/256 s INITIAL

HI :DISPLAY

#DIGPRZES 3 ADDRESS

LO WORK AREA

#2080 ;CLEAR 28 GROUPS

#0 ;0F 25B BYTES
L5120 BYTESD

(L0, Y

CLRSEE

CLRSC4

HI

CLRBEZ

GR. 7+ PLOTTER ROUTINE
(5EE ACN. AL OG0 #1110

LDA
ASL
5TAH
LDA
ROL
5TAH
ASL
ROL
ASL
ROL
ASL
ROL
ASL
ROL
LDA

#DIGPRZES gﬂﬁﬁ THE DISPLAY



hﬁ”?
2039

FB1S AZDBE
A484
BD17:2D
S98FZD
858K
BD1EZD
A4AB
5188
Bss
9188
&6

BRSSARFF
SFCFFEFC
Cazabcas
4@108481

ASEE
L5835

9@@3 AZDEBD

ESS”

LED
P S

ASB1
8580
DBBR AZD3R
QSST

E

r-n:'m
P S

ASFF

RS
P S

l::
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PARBORT

z
K
K

z
K

COLORS
BMASK1
BMASKE
COLOR1

z
K
K

z
K

DRAK

YMINUS

CLe
ADC
5TAH
LDA
ADC
5TAH
LDA
AND
TRX
LDA
LSR
LSR
5TAH
TaY
LDA
AND
CHMP
BER
LDY
LDA
AND
5TAH
LDA
LDY
AND
ORA
5TAH
RTS

LDA
CHMP
BCC
SEC
5RO
5TAH
LDA
5TAH
EBNE
LDA
SEC
5RO
5TAH
LDA
5TAH

DI:LIVEWIRE. A5

i ADDRESS TO GET

LO 3 THE ACTUAL
LO : ADDRESS OF THE
#DIGP/250 SBYTE THAT WILL
HI ;BE ALTERED FOR
HI 3 THE PLOT.
PLOTX MASK PLOTX FOR
3 ;PLOT INDEX.
sPLACE IN X.
PLOTX sGET PLOTX AND
A ;DIVIDE
A TBY 4.
YOFSET
(L0, Y
BMASKE. X
COLORL. X
PARBORT
COLOR ;GET COLOR
BMASKE. X P AND MASK OFF
COLORS.Y sPIXEL POSITION
HOLD iGAVE IT.
BMASKL. X iMASK OFF PIXEL

YOFSET :0F THE ADDRESE
(L0, Y 3TO BE ALTERED

HOLD SET THE PLOT
(L0, Y sBITS AND STORE!
sFINIS!

00, $55. $A0. $FF
$3F. #CF . $F 35, $FC
00, £330, $80C. $803
$40. $10, $84. $81

DRAWY
PLOTY 315 DRAWY PLOTY?
YMINUS  3NO!

3 SUBTRACT
PLOTY PLOTY FROM DRAWY
DELTAY :AND 5AVE DIFFERENCE.

#1 7Y INCREMENT
INCY 3= 1 C(DOWN
XVED 3 BRANCH!
PLOTY 3 SUBTRACT

3 DRAWY

DRAWY FROM PLOTY

DELTAY :AND 5AVE DIFFERENCE.
#2555 7Y INCREMENT

INCY 3= =1 (UP)



2D3R

ASES
I
@8R AZD4C
ESEE
8583
ASB1
B5ER
DRBR AZDEY
ASEE

T
et}

ESES

300A AZDED
258D
958E

46

ARSI
Fa O Lo

ASED

FB3I3 AZDREE
ASEE

18

B5EAR

8586

CE8E

S@BE AZDRE
ASEE

L0 00 00
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XVED

XMINUS

VECSET

YMAX

8 elf el elnm

DRAWGO
BEGIN

BEGINEZ

DI:LIVEWIRE. A5

LDA DRAWX 315 DRAWX

CHMP PLOTX 3y PLOTX?

BCC XMINUS  snNOH

SEC 3 SUBTRACT

5RO PLOTX PLOTX FROM DRAWX
5TAH DELTAX :AND 5AVE DIFFERENCE.
LDA #1 X INCREMENT

5TAH INCX I8 1 (RIGHT:

EBNE VECSET i BRANCH!

LDA PLOTX 3 SUBTRACT

SEC ;DREWXY FROM

5RO DRAWX FPLOTX

5TAH DELTAX :AND 5AVE DIFFERENCE.
LDA #2555 X INCREMENT

5TAH INCX 318 -1 (LEFT)

LDA #0 s ZERD OUT:

5TAH ACCY 7Y ACCUMULATOR
5TAH ACEX X ACCUMULATOR
LDA DELTRX 315 DELTAX:

CHMP DELTARY :DELTAY?

BCC YMAX FNOH

5TAH COUNTR  35AVE DELTAX

5TAH ENDPT 3 IN COUNTR. ENDPT.
LSR A sDIVIDE BY & AND
5TAH ACCY STORE IN Y ACCUM.
JMP DRAWGD  :START DRAW

LDA DELTAY :DELTAY LARGER.
5TAH COUNTR  35TORE IT IN

5TAH ENDPT ; COUNTR. ENDPT.
LSR A sDIVIDE BY & AND
5TAH ACEX STORE IN X ACCUM.

NOW WE START THE ACTUAL
DRAWTO FUNCTION!

LDA COUNTR 3 IF COUNTR=8...
BER DRWEND N0 DRAW!

LDA ACLY :ADD DELTAY

CLe 3TO Y ACCUMULATOR
ADC DELTARY

5TAH ACLY

CHMP ENDPT AT ENDPOINT YET?
BCC BEGINZ  3NO. GO DO X

LDA ACLY : SUBTRACT ENDPT
SEC sFROM Y RCCUMULATOR
5RO ENDPT

5TAH ACLY

LDA PLOTY 3 AND INCREMENT
CLe sTHE Y POSITION!
ADC INCY

5TAH PLOTY

LDA ACEX :ADD DELTAX TO
CLe X ACCUMULATOR
ADC DELTRX

5TAH ACEX



ZDB4

2DRC
2DCa
2DC4
2DCE
2DEC
2DD@a

2DD4
2DDC
ZDE4
ZDEC
2DF4

ZDFC
2EB4

ZEBC
ZEl4
ZELIC
SEZ4
SE2C
SEZ4
ZEIBE
SEEB

2E30

CE8E
S@8E AZDRAC
ASE

ESE

353?

ASEE

11‘“‘:

ESER

8582
2@BC20
Cesh

DALY AZD7A
&6

iR RS H

C4aie74F6
S4BehRzE
b I e =
260e5818
S84BABEE
24180638

aluinuinininininE
pobobobelE
BobRbChELD
pebobrbeal
pobeRABDEEA

pRboboLoLnG
BOFFFFFFOG

pRboboLoLG
babs
babs
babs
babs
riRA"

FFBE
BEpCEnia
FOFEOFEF
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PLOTIT

DRWEND

z
K
z
K

GRDTHL
catelL
CiTBL

C2TEL

z
K

OBCNT®
OBCNTL
OBCNTZ
OBCNTE
OBCNT4

z
K

STRADD

z
K

PROJAC
PROINC
PROGRD
PROJGN
PROJEG
PRETRT
PREND

MISLON
MISLOF

z
K

DI:LIVEWIRE. A5

CHMP ENDPT AT ENDPOINT YET?
BCC PLOTIT 3iNO. GO PLOT.

LDA ACEX : SUBTRACT ENDPT
SEC FROM X RCCUMULATOR
5RO ENDPT

5TAH ACEX

LDA PLOTX FAND INCREMENT
CLe PLOT X

ADC INCX

5TAH PLOTX

JER PLOTCL  sPLOT THE POINT!
DEC COUNTR  3MORE TO DRAW?
EBNE BEGIN YES!

RTS iNO. EXIT!

DR B:1.2-3:4:, 1.5 3
Lo I.VeE- W I.R-E

COLORS (@=0GRID. 1=0BJ1 2=0BJZ)

DR $04. #3530, $74. $F6
DR $54. $06. $00. 326
DR $06. $80, $36. $356
DR $20. $C0. $98. $18
DR $98, $4b. $A8. 336
DR $84. %18, $06, 338

OBJECT COUNT TaRBLES (DIFFICULTYD

DR B.8.8.8-4.6.8.,18

DR @g.8.8.6.8.9. 18, 11

DR 8,18, 12, 14, 16, 18, 28, 22
DR B.8.18.11,1%, 14,15, 16
DR B.8.4,58.18, 12, 14, 16

STICK ADD vALUES

DR @g.8.8.8.8-1. 1.1
DR @, $FF. $FF. $FF. 8. 8.8.8

PROJECTILE DATA

DR b.8.0.0.0.8.8.8
D& 8

D& 8

D& 8

D& 8

DR e

DR $FF. 3

DR 035, $00, $30. 00
DR $F0. #F35, $0F. $3F

FLASH (OBJECT DERATH) DATA



2E4D
2E4T

ZE4E

ZESE

2ESE
2ESC
ZEED
2ER4

ZERED
ZEBE
2E74
2E7R
2ES8
2E8E
2E80
2E91
2E93
ZEAL
2ERAY
ZERAD
ZER1
ZERS
2L
2ELS
ZED1
2EDS
ZEEL
ZEES
ZEF1
ZEFS
2Fal
2F@a3
2F11
2F19
2F21
2FE29
2F31
2F39

2Fal
2F49
2Fa1
2FE9
ZFB1
2FES

2828289254

1828548228

pepbohial
lriinln

bah4a
bah4a
bah4a
bah4a

il
il
il
il
il

= PadG

D JRA T i R T
Ll
bobebiFFal
FFRa1bobarr
128FBEBC
BRbabsay
Babzhlbebe
B4abshobele
poashebaly
pebibzhlae
B4aBeBER7Es
pra7a7a7ay
pra7a7a7ay
LRARA T RA T KA i
i RA T AT A i
Bipipiazel
pRboboLoLG
bobobonial
bobebigiel
R R
R R
R i i i
R i i
LR i R i

igigialiola
Bobohohobs
alnlan
Bobabbliog
pobebiblae
1820404050

ATARI Macro Assembler Ver

FLEYTE

POINTI
POINTEZ

z
K

SHORTF
SHORTX
SHORTD
SHORTT

z
K

OBDERAD
OBDEDZ
OBJTYP
OBJINC
OBJGRD
OBJSEG
OBJHUE
STZEWK
PXINC

PYINC

OBSTHL

OBJDIR

OBJLEN

STZTHL

PN1
PNz
PN3

DR
DR

DR 02, $02, $00. $01. 301
DR $50. $00. $50. $00. $50
SHORT DATA
D& 4
D& 4
D& 4
D& 4
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$28, #2028, $20, $92, $54. $28, %18
$18. $28, $54, $92, 828, $28, 328
OBJECT POINTS (258,200,358, 188, 158

&
&
&
&
&
&

B T

O R S e

Bs 0n 02 By B2 0205 0

@. 8. 1. %FF. 1. $FF. 1. $FF
$FF. 1.8, 8. $FF. 1. 1. $FF

18.15. 14, 12
11.18.59.7

4.5 1.2, 8. 5. %FF. 8
4.5, 8. 6.0, $FF. 8.8
B:5:6:4.7. 1. %FF. 8
B85 1.2, 7. %FF. 8
4:8:5: 72 5. 60 40 BFF

G777 78,8
G777, 8.8.8

s g seege e e

R I s

S5 555508
1113 1.1.5. 8@
@.8.8.8.8. 1. 1.1
@88, 1.1, 2. 2.2
@8, 1-1-1.2.2.2
@118, 882,32
@118, 82835, 3
lnde @ &0 202,533

1"'1!"’1!"’1!"-."‘-."‘-.'&
LRI g A Rk Sk S |

1.2:2:5: 3.5 4. 4

PLAYER SHAPES

$10.%10.%10.$10. %180, $10. 18- %10
$08. $03, $85. $08. $05. $08. 03, $80
00, $00. 00, $00. 50, $40. $20. %10
$08. #0804, $82, $01. 00, $00. $00. $20
00, $00. $801. $01. $02, $02, $04. $80
$10. #2080, $40. $40. $50. $80. 00, $80
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5 SHAPE START/END POINTS
ZF71 AERIOZAER4 SPTBL DR B 1,235,456, 7
2F79  BERT7OERER4 DR B 76054320 1
ZFE1 11100FBERD  EPTBL DR 1716, 15, 14,13, 12: 11,18
ZFE9  AUBAGRACAD DR 9,18, 11,1213 14. 15 16

5 JOYSTICK/PADDLE MESSAGE POINTERS
2F91 4353 JRLO DR JOYMSGE255, PADMBGREEES
ZFEE 0 2121 JPHI DR JOYMSG/ 256, PADMBG/ 256

sGRID DATAH TARBLES
2F95  BERERERERE CX DR 14, 14, 14, 14. 14, 14, 14, 14
ZFED 1AZT7IEZ4ABAR DR 2B 39,501,684, 75. 88,1086, 113
ZFAS BEBERERERE DR 14, 14, 14, 14. 14, 14, 14, 14
ZFAD BERERERERE DR 14, 14, 14, 14. 14, 14, 144 14
ZFBES  BEL41AZAZE DR 14,28, 26, 32, 368,43, 49,59
ZFBD  454E545495F DR B9, 758,584,589, 495,181, 187, 113
ZFLE  715B4RZ70E DR 113, 88,64, 39, 14, 14, 14, 27
ZFCD IBBEREREZT DR 27 14,14, 14,39, B4, 88, 113
2FDE  BEBERERERE DR 14,14, 14,14, 14,29, 43,58
ZFDD 4BB4RZT7171 DR TR 84,598, 113, 113 113, 113, 113
ZFES  7ieRR4a7171 DR 113,186,166, 113, 113, 1868, 82,65
ZFED ZRz0RERERE DR 48,32, 14, 14- 14. 14- 145 14
2FFS  1222344E88 LY DR 18, 34,52, 78, 88, 185, 123, 141
ZFFD hﬁhﬁhﬁhﬁmﬁ DR 141,141, 141. 141141, 141,141, 141
AT 7 T I T JEs & IR, DR 18,25, 34,42, 50,88, 67,75
IBBD  SESBEARCTA DR 85391, 1860, 188, 116, 125, 133, 141
RIS 1227IRERES DR 18.39,59, 86, 1601, 121 141, 141
ZBID SDEDT7LEEEA DR 141,141,121, 181,88, 59, 39, 18
s 1ziziziziz DR 18: 18,18, 18, 18, 35,83, 71
@20 S58EAT7CEDED DR 59, 106, 124- 141- 141, 141, 141, 141
IBEIE 123150EFED DR 18.459. 86,111,141, 132,123, 114
I@ID TET7BEBABDEF DR 114,123,132 141. 111,88, 459, 18
ZB45  SDEESAZDZE DR 141, 118.868.61, 358, 18: 18, 18
IB4D 1212122B44 DR 18: 18, 18,43, 688,92, 117, 141
I@E5 FTIETIETIETIET OFX DR 55.55,55,55, 55,585,585, 55
@50 ZAECIEA4ABRAZ DR S8, B0, 62,084, 66, B8, 78, 73
F@eE FTETIETETET DB 55, 55, 55, 535,55, 55,55, 55
F@BeDd  FTETIETETET DB 55, 55, 55, 535,55, 55,55, 55
I@TES O ZTEYEAZEIEB DR 55.57.58, 5%, 589, 68,61, 63
IBTD 4143444545 DR ES.B7. 68,659, 69,78, 71,73
B85 4844403037 DR . B8, 64,80, 55,55, 55,57
IBED ERETETETEC DR 57.55,.55, 55, 60,84, 68,73
B85 FTVETETIETET DR quququqq355353351353
P80 4143484949 DR ES.B7. 70, _? F. 757573
IBAS 4948484949 DR F. 72 TR 7575, 7R BE7. B4
IBAD ZDEAETETET DR £1.58,55,55,55,585,.55.55
ZBBS  4Z47404D31  FY DR B7.71.74.77.81. 84,887,390
ZBRD  SA5A5ABAEA DR 9@, 96, 96, 96, 96, 98, 238, 36
IBCE ZCEE4l4447 DR ER. B2 65, 68,7173, 76,78



SBCD
@05
S@DD
SBES
SBED
SBFS
S@FD
2185
18D

115
2117
113
SU1E

s B
PRI A 1

125

12T

129
S1EF
3135
SR
S13AE
Sl44
S14R
5158
F153
1359
S1EF
S1ES
S1EB
S1BE
2174
178

17D
"-.'1... %
186

H153565350
4Z494D5054
SAEAEE5458
4F4TLATLATALAZ
SRSIEE5A5A
4Z4A5BR5E5AQ
SE5T7E95058
SASS5R4B4AT
4F4T4TLAP4E

bane

= Pag:
BE502B5038
i v SR
Babs

BEFE
BiFF

BRALALAZAR
ASR4R4ASEAS
ABA7A7ABAE
ASARAAR

BaC2ABR48E
BR9E7CEARE
BEREESZERLL
SB4428

BR4A1414242
4544444545
4B4T7474848
434R84R

il e
7eCeRBFBCE
FR4aBloebad
EECC58

BRALALAZAR
AZR4R4
Bel4alEl4lE

aall
b1
b1
b1
b1

no ERRORs. 411
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SHETRT
SHYHLD
SHOIMG
CPYSTN

ADDSUER
ADDSEL

z
K

FIRCTL

FIRFRE

OBDCTL

OBDFRE

MOVCTL
MOVFRE

z
K

SEGWK
5EGX
SELGY
RIMX
RIMY

Labs]g,
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DB 21.8% Bk, 89,92, 94,597,493
DB B7. 75, 77.88, 84, 88,598,598
DB Q9. 98, 88, 84,88, 77, V5. 67
DB E??E??E??E??E???l??a???
DB 8@, 8%, B, 598, 598, 98, 598, 590
DB B7. 74,88, 86,598,859, 87,86
DB Be. 87,89, 98, Bk, B@. V4. 67
DB Q9. 85,88, 75. V1. 67 B7. BY
DB B7.B7. 67,7578, 82, 86,598
DB @, 2

DS 2

DB &80, 50, $20. 50, $58

DB H20, 320, $F5, 20, 328

DB 4.9

DB 2. $FE PADD/BUR. 2

DB 1. 8FF TADD/BUR. 1
SOUND DATA

DB A0, 01, $01. $AL, AL, $A3
DB HA35. 04, $04. B3R5, $A5. 06
DB HAE. A7, $07. 305, $AE, $03
DB HA5. $0A. $AR

DB @?19&?155?1u@?1d;?155
{:'E 1 L.".‘ 1~._'._.? 1,_5[.3 u?ll@? 1:-‘&
DB 95?11@?uh?9535u?uh

DB Sd. BE. 48

DB HA0. $41. 841, B4, B4AL, $43
DB B45, 44, $44, 45, $45, $46
DB B4k, 47, 847, 40, $45, $45
DB 45, 40, $40

DB @, 58, 48, 126, 58, 160

DB 128, 2808, 1668, 248, 208, 24
DB 248, B4, 24, 184, B4, 144

DB 184, 284, 144

DB A0, 01, $A1. $A2, AL, $A3
DB HA5. B4, 8R4

DB @, 28, 38, 28, 38, 28, 38, 28, 38

DATA TRBLES

D& 17

D& 25k
D& 25k
D& 25k
D& 25k
END LIVE

E2AFA fres.



ACEX
ACLY

ADDSEL 3
ADDSED 2
ADDSUR &

ATTRAC
AUDCL
AUDCE
AUDCE
AUDCA
AUDCTL
AUDF1
AUDFZ
AUDF3
AUDF4

AUTHOR 2

BCDLVL
BEGIN

BEGINZ 2
BMASKL 2
BMASKE 2

BONUS
cartel
CiTBL
C2TBRL

CGPRDR 2
CHRINT 2
CHRPMV 2
CROBLY 2
CROBWT 2
CRPEND 2
CRPRLV 2

CREEL

CREHOR 2

CRZIAP

CLFLEH 2
CLPRJC 2
CLRDED 2
CLRPRJ 2

CLRPS
CLRSC

CLRBC: 2
CLRBEE 2
CLRSC4 2
CLRSCO 2
CLRSHO 2
CLEHRT 2
CMPTRG 2

COLEBK
COLOR

COLORY 2
COLORS 2

COLPF@
COLPF1
COLPF2
COLPFE
COLPM@

Bzla

Bzl
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24755
24728

14#38

ZIH4B
14757

26/27

2B/52

18/54

18/62
187 7
18/ 8
25748
16731

Vear
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24758
24744

25714

9761

14/61

2EH458

11743

19758

16/358

4761
24747

17717

s
£
.
o

16/14

20/27

16738

A9
DI:LIVEWIRE. A5

257
24758

RS
P T A |

20/6F

16/51



COLPM1
COLPM2
COLPME
CONSOL

CONTRL 2

CONWT

COPDED Z2

COPY1
CoPyYz
COPY3
COPY4

COPYEZ 2

COUNTR

CPAGED 2

CPYCNT
CPYST

CPYSTN &

ATARI Macro Assembler

25743
25747
7739
&/ 3
9746

S4/EE

21755
2174k

2@/18
2871k

24717
ZE/E8
23/1k
21758
2172k
AV/EE

9756

4/18
22/11
24/18
5415
8/ 7
6/58
18741
7/18
21/ 8
20/11
20/17
12429

2474k

34/33
30/35
2B/24

Vear
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2574k

T/45%
T/55

24747

SRS
STHED

478D
24724
252k
21758
217358
189728

87 3
87 B
2E743
ZEIR4T
2@/74k
2B/52
16/17

T
24748
L I

4@

DI:LIVEWIRE. A5

9742
7755

2571k

8718

247 B
24/ 8

24752

I4/4E
23/37

2&/el 25008

2E/BE 2471k
2EA7 2E/58

S4/62 25/ 8
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ERSORT 25DG 16#17 167258

ERESHO 2C3EF S1H2E 21728

FIRCTL 3128 25725 SEHZE

FIRE 23EF 26/15 ZEH1E

FIRFRE F13EE 25783 SEHEE

FIRSOU @@aDi 244 18/58 18724 25718 25721 257282 26/57

FLASH  2B55 18/558 174#41

FLASHY @8BS 2¥#1b 17741 17756

FLEYTE Z2E40 17758 JBH B

FLIPIT ZB@F 28743 ZEHEE

FLTIME B8EBG 2¥17 8738 18/ 7 24727 24728

FOREVR 228 BH1E 18/ &

FX SBE5 18374k 2@/741 2B/745 Z7H4E

FY SBES 183748 2B/743 2B/51 STHEE

GENCDO 27D5 21718 21HE7

GENNOL. 22F1 12 9737

GOCHEK 224C THIG 7741

GOSTIK Z2R44 26758 2EHED

GOTPRJ 2BzC 29718 29812

GOTPRN 2R16 26758 ZEHEE

GRACT  aBle SHIE 4/68 18743 28745

GRACTL D@1D SHLE 4783 7728

GRDADT aals 2H3b 187357 187558 28735k

GRDBLL 274B 20# B 2B/355

GRDBLE 2795 20#41 21713

GRDBOL 2743 18755 19455

GRDBOZ 278R 2@/352 2BHEE

GRDLIN 27183 19442 189/58

GRDNUM @aalc 239 8721 1897352

GRDTEL ZDB4 B/7:28 SOH24L

GRDWK  BBCA ot R 18738 13/56 18757 13/68 2B/ 53 207354
2@/57 21711 21712

GRDWRE BacE 2SI 183741 189/54 18762 2B/724 287351 2@/358
2B/558 217 8

GRID ]t 1#38 2B/7235 2B/ 25743

GRIDIX aal7y ¥4 8717 9747 9752 18756 18712

GRIDNO ae37 1#435 21728 217355 21744 21758 22/ kB 28712
28721 2878 2&/E5E 28758

GRIDEV ZE8BE 2872k 28/61 SIH4S

HENNXS 2556 1471k 147235 14#31

HI Basl 1#21 2ELET 2E/E8 FE/EE 2E/ 54 2E/5kR 2&/58
22768 2E408 ZE/18

HITCLR DBIE SHIE B/14 21/62

HITORJS Z2B90 29/58 SOHED

HLDGRD @0EG 2#11 127355 12748 12758

HOLD bas T#3E5 2EZE SELE

HPOSME DoB4 SHIE 2@/17

HPOSPE DRRG SHALD 27735k

HPOSPL Dadl SHAS 8732 17751

HPOSPE DBB: Ll 21748

i HPOSPS DS SHS1

INCLIV 25A/3 14758 15#352

INCX bas 1#31 24712 24718 25713

INCY bas T#EE 2E/54 2E/B1 24756

INFOLN 2183 47355 a¥IE B/734 17727 17734

INIOBRS 21D1 E#40 B4

INIGHO 2454 1277 124#11



INTRFG
INTRO

JCONWT 23

JOBHAN 2
JOYMEG 2

JOYPAD
JPHI
JPLO
JVEC
KEY

RILLPR &2
RILOBT 2

RILPLR
LAsT

LAETEE 2

LENGTH
LIVE
LIVES
LO

LVLEND 23

MAGMEG 2

MISCAD

MISLOF 2
MISLON 2

MISNLUM
MIGSLS

MOREWT 2
MOVCTL 3
MOVFRE 3
MOVSED 2

MOVSOU

NEWGRD 2

NEXT
NMIEN

NOAVIN 2
NOBONS 2
NODIFI 23
NOFEND 22
NOFSND 2
NOFTIM 2
NOGRDL 2
NOGRDE 2
NOGRDE 2
NOGRDI 23
NOHSHO 2
NORILP 2
NOMOLY 2
NOMSED 22
NODBFI 23
NOOBTD 2
NOOHAN 23

NOOHCK .
NOOKIL .
NODOSND .
NOPADY .
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1#5E
THIE
9744
11752
4751
S#HA4l
7/54
7/E2
27H B
I#H1B
29/57
11711
SHZA
1#44
47473
=H ?
SHEE
“#15
1#20
I2/549
9/ 9
4745
SHEA
29715
IR/ z4
1#51
SHER
R/2E
1E#33
25/41
25/349
E#Z4
SHAE
Q#IE
1#45
THLT
*@fﬂl
1475
955&
8/31
25/20
24728
19751
2R/es
21/ B
9/49
277249
B/44
15/34
8/81
18/26
2L/EE
8/34
:9533
18/5

a—s..'.-":a_.l..'

289726

S/EZ
7T/45
Q#4E
11/588
S#az
7T/4E
ITHIS
I7#14

247356
2@/ kB
1171k
B/7:26
2508
a4k
15741
9745
B/749
2E/E8
2E0B
Q47
a4
8758
29718
2@7ET
287 8
29714
SB/2E
16741
SEH44
SEH4E
B/737
18726
9729
28782
B/12
SOH4E
15# 3
Q57
BHIE
SEHET
S4#58
19454
2BHE1
218 8
18# &
STHEE
2@/4k
15857
BH#36
1@a/258
it i)
Q42
29862
Ti#12
SEHEE

29#31

8712
7758

11/61
B/ &
7758

qul@

115_@
11757
25718
B35
13 KE@
16/5

155?2
ZELEE

2ELT

B/55
289721
2B/58
289712
289716
SB/2k

R
7722

2@/745

18/355
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SBHEE
11847
16745

25718

28/568
157355
2&/48
2E/18

24756
SOHEE
SOHEE
2B/1k
289717
2B/728

25757

2E/EE

SOHEE

1@#53
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22/47

12827
27714
26749

24758
25721

18/42
IR/E3E

2E/E8
24/68

30/32
23/19
30/29

O]
£
o
od
8]

23/34

T4/

27715

277351

16744
FE/EE
BEIE

29/20
30/31

27/20

2B/51

17/ &
32/57

29/22
32/14



NOPRU
NOPLTL

NOPLTE 2

NOPSIN
NOPSTO
NOSBKIL
NOBP1

NOSPZ

NOBP3

NOSTEP
NOTIMR
NOTINT
NOTOTE
NOTRAN
NOTRNC
NUMORJ

NXTOCK
NXTOGN
NXTSHO
OBCNT®
OBCNTL
OBCNTZ2
OBCNTE
OBCNT4

28960
2913
2521
28EE
ZREC
294F
ZRBC
ZRD5
ZREE
.'..ClﬂE
298
2916
23ED
249D4
=B7A
BanrF

ZBAZ
2326
2078
2DD4
2DDC
ZDE4
ZDEC
2DF4

OBDCTL 3153

OBDERAD
OBDEDZ
OBDFRE
OBDSOU
OBHLP1
OBHLPZ
OBJDIR
OBJGRD

OBJHAN
OBJHUE
OBJINC
OBJLEN
OBJNUM

OBJPRS
OBJSEG

OBJSPD
OBJTYP

OBKILP
OBLIVE
OBSTHL
OBTIMI
ODDSEG
ODDSKP
OFFSET
P@PL

PARBORT
PRDMSG

ZERD
ZEBE
S1EB
baDe
23BR
Z2EFD
ZER1
2ES8

2558
2E80
2E7R
2EDS
aanAa

DOES
2EBE

aalh
2E74

ZBE4
23571
2ERAY
aanas
249F
24BB
e K
paac
2DBE
21535
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2512
13 fql
13/5
2B/ 8
27718
24755
27757
2811
2E/2E
2E/24
2A725
24734
11718
25/51
29740
SHE1
19/28
29/
9/1=
31732
19715
19717
19719
19721
19723
25/EE
E/21
B/44
25/
SHAS
18821
11722
13731
9/
16/27
9/39
11742
9/34
13738
1#EZ
1151@
SHEE
EK&@
12736
SHAD
93/25
29738
2O#Z4
18824
19718
1#E61
12738
12748
1#39
THBA
IE/2Z

a4l

ZOH1S
1353
13460
ZBH14
Pk
T
27758
28713
28725
SEHE1
SLHET
SAHZE
1121
SOHED
29843
B/B2
189722
2897357
9728
S1HET
SOHEE
SOHEE
SoH4B
SoH4l
T 2
SOHIS
8745
1a/57
SEHEE
11/58

11725
B34
18748
29743
1@#12
25/52
1151&
IEH39
181z
1;5;9
875

9532
13/ 9
85/35
18/81
29753
29/81

SEHEE
8735
12445
L ?
1875

h?fh?
SEHEE

27714

28# &
Z2E#1E

LS @

9713
18724
289742

G936

2B/748

2T/1E
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9/23
19/26
29/45

24758

257287

11738

11743
283741
16/22
1@/:28
16/1E

9735
1@/57
28974k

11/28

24721

25751

11718
187258
289752

2897354

25728

11753

12727
AT
IEH2S
18/21
1E/18
18722
11712
IEH2T

11748

T4/

2E/ET

18716
29860

29/56

25758

12711

18/56
16/28
11748
11713

11758

18718

SEHSE

12758

1a/e8

28973k
11751

15723



PRUFLG
PAEVAIL
PFTIME
PLB
PL1
PLZ
PL3
PLIVE
PLOTEL
PLOTIT
PLOTOR
PLOTX

PLOTY

PLRGRD

PLRY
PLTBYT

PMARER
PMBASE
PMCLP
PMCLR
PMTIME
PNl
PNZ
PR3
POINTI
POINTEZ
POTE
PRADVI
PRADVT
PREND
PRFLIP
PRIOR
PROGRD
PROINC
PROJAC

PROJGN
PROJLP
PROJEG

PRECAN
PRETRT
PRYHLD
PSONT
PTRIGE
PXINC
PYINC
REANDOM

RDETIK
RDETRG

Bap1
BaBE
Basah
babia
Bohe
bebia
B7o@
22AD
2CRC
2DAC
24FE
bage

Beas

nlne
bapR

aaen
D4a@7
20BE
L08R
Aaas4
2F4l
2F51
ZFEL
SE4E

SESE
Aaz7e
aaaz
aaal
ZEIBE
aane
AzeF
ZELIC
ZEl4
ZEBC

ZE24
ZB24
ZEZC

2R8E
2E34
BaD4a
Bapc
Be7c
2E93
ZEAL
DeBA

ZR4D
29FD
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2H12
SHES
1#49
2H#B1
h#Eh

B/724
B/4b
26714
27744
17744
2EAT
21714
BH#29
15/758
SOH1E
153/61
12743
2@/4%
24714
1274k
2@/ 3
2E/51
11754

27757
277351

2768
777
2E28
18752
26/68
SEHES
SEHET
SEHEE
SEH1B
SEHLL
26751
28748
28744
SOHET
28756
7724
26741
26748
18758
287 8
2674k
2@/E5T
267358

2B/5E
SOHEE
289713
25762
26722
SEHEE
SEHE1

9714
16/23
2787
2EH24

2477358
18755
2B/16
28757
17758

21716
189752

12756
2B/748
25711
127682
2@/15
2E/5E
26748

27/41
2776

2/61

IIHLE
FE/EZ

I P
26/ B

9726
16/353
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24741
2672k
26718
ZE1E
2E/1k

32/18
20/29

13742
25758
25714
1374k
2B/44
24754
27718

28758
2871k

2/EZ

27/ 8

2B/4E

BT
;9541
18/5

T5#q1

SOHGL
29758

26718

1a/27

25758

DI:LIVEWIRE. A5

25711
2B/ 53

21/ 7
13/45
33/11
13/43
20/54
34/57
27/1E
28/17
3/ 6

SOHEE
28758
15751

28748

11731

I

ZER4T

189743
2E/14

15753
25/61

27717

2B/743
18745

29/6%2

12/21

SOHEE

2E/29

SB/43

12/24
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RESSHD 2548 14722 1a#2k

RIMX SER8 2277 2278 22715 25/68 24/ 7 217355 SOHED

RIMY 408 &2 2878 22758 2E/BE 247 8 21736 SOHE4L

RNDORBG 25DF 1E#23 16726

SAMPOS Z2REG 27713 Z7H1E

SAVEND 28EAR 25758 24#18

SAVEX  BBR: 214 12744 12757 17748

SAVEY BBRB4 215 12747 13/ & 17752

SCOADD BaDE 24T B/2B B/52 11/ & 11/ B 14743 14743
14747 14745 14751 14753

SCORE  B@@Dbe 2#&8 B/25 14741 14744 1474k 14748 14/58
14752 14/56 15718

SEFLEH 2874 1?# 17/62

SEGWK E1BF :lfrl 217353 21757 2174k 21748 21752 22/ 8
22718 28714 LE/EE &5 2872 25711 25714
25417 SEHEE

S5EGX 2108 12742 12752 12754 217358 217358 217358 25754
27753 I T SEHE1

SELGY ZERB 12743 12758 12/68 21743 21747 21753 2575k
277358 SB/1E SOHEE

SETHUE 2418 115”@ 11738 11448

SETPRA ZBBS 8741 20844

SETVEV E45C ”#Ll B/BZ

SHAPCT @ear 2#10 13728 14/ &

SHAPIX B@AR 2 E 13727 13758 15/758 13757 13/682

SHCOLR 2@ac 1#358 15716 16/62 1771k 17726 177353

SHFLIP aals h#'H 2B/61 A@/e 21711

SHHANL 25ZE 14#13 147352

SHOBCD 2B40 15728 17/ B 178424

SHOBYT @@a7 1#355 17724 17728

SHOCOP 2C&C 1848 21756

SHOHAN 2520 9748 14#14

SHOIMG 3118 21748 SOHLTY

SHOLIV 2e2C B/58 15736 16743 16461

SHOLVL 2838 B/22 17#13

SHORLP 2036 SIHEE 21761

SHORTD ZEEG 12723 14717 14758 SEHLT

SHORTF ZESE B/17 12/ & 12728 14713 15762 18743 24754
25/ kB 217351 SEHLE

SHORTS 2C13 SB/35k SBHe1

SHORTT ZEb4 12726 14724 14728 SEH1E

SHORTX 2ESC 12718 14718 14723 AV/EE SEH1E

SHOSCO 258D B/4% 14755 15#13

SHETRT 3115 21728 SEH1E

SHYHLD 3117 21724 21744 SEH1E

STZEWK ZE91 13717 15748 SEHEE

SIZTEL ZFB1 13716 AbH44

SNDOF2 2834 18428 18758

SNDOFF 2BEAR B/44 15743 18423 18738

SP1IX  B@ae7 1B 26711 27752

SPZIX  BBeRs 219 B/52 26712 287 kB

SP3IIX  BBES 2HZ0D B/54 2B/13 28718

S5PIX BaeA 2H21 27748 27755 287 9 28721 287352 287358

SPLOOP Z2RA1 27HEE 287358

SPTBL  2F71 27756 28718 28722 KL

S5C0LP 25395 15#159 15725

5TEP ae9a 1#46 22/61 25728 R 25728 25751 EE/EE



STICK

STRADD 2
STOBFI 2
STONUM 2
STOPOS 2
STOTRN 2
STPSHO 2

STRIG
TIMER

TITLDL 2

TITLE
TRAN1
TRANTH

TRYPR1 2
TRYSHO 2
TRYTYP 2
%ECUNT 2

VEBEND
VEI
%EEHLQ

VDELET

VECSET 2

WAIT

WRITLP 2
WRITPD 2

WSYNC
X1
XITvev

XMINUS 2

XVED
XWORK
Y1
YMAX

YMINUS 2

YOFSET
YWORK
ZAP

ZAPORT 2
ZAPEHD =

ATARI Macro Assembler Ver

2778
LoH4k
1@#357
1@#:28
267558
SORET
16/ 7
26724
18714
4735
a3
ZSEHEE
25758
18#34
12/ 8
9717
27/ kB
21758
E/ED
287 kB

5/ 09
REE e
16/37
18716
15/55

4/61
13735
24735
Z4#l4
SIHEZ
2B/1s
13737
ZA#EL
IIHEE
3E/17
a2l

8/15
24752

25/ 8

27715

20#40B
SlHED
24#1E
28723

a/ll
16747
all?

13/44
25/18

20758
15748

2E/2E
2B/56
24743

1. 80 Page 4B

2THLT

24/24
B/57

30/33
24/17
18414

&Lk
=7 e

135755

2E/E5
24747
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24/26

2B/54
24718

21721

21758



