0090
0090
0092
0094
0096
0097

Q098
0099
009A
009B
009C
009D

UVAQ
00AQ
00A1
00A2
00A3
00A4
O0AS
00A6
20A7
00A8
Q0A9
00AA
00AB
00AC
00AD
OOAE
OCOAF
O0BO
00B1
00B2
O0B3
00B4
QOBS
00B6&

DREAM INVADERS (C) 1980+ M.J. Bauer PAGE 1
6800 Cross Assembler; version 1.05-01A h

00CO

ooas

TITLE DREAM INVADERS (C) 1980; M.J. Eauwenr

SCRATCHPAD RAM ASSIGNMENTS (PAGE ZERO):

* % %

# ARRAY OF ALIEN X-COORDS: S ROWS RY 8 COLS:
ALNARR EQU $CO ALIEN ARRAY (40 EYTES)
»

# ARRAY OF ALIEN MISSILE COORUDINATES: 4 X-Y PAIRS:
MIBARR ERU $88 ALIENS’ MISSILE ARRAY
*
# POINTERS:
ORG $0090
MVAPTR RMB 2 POINTS TO NEXT ALIEN TO MOVE .
ALAPTR RMB - 2 GENERAL-PURP(ISE FTR TO ALNARR
MISPTR RMB 2 POINTS TO MISARR
ROW RMB 1 TEMF ROW COUNT
COL _ RMRB 1 TEMP COL COUNT
*
# FLAGS: (NON-ZERD IS ‘TRUE‘ CONDITION)

NOALFG RMB 1 NO ALTENS LEFT
LFLAG RMB 1 ALIEN MISSILE HAS BEEN LAUNCHED
DROPFG RMB 1 ALIEN DROPPFD TO LOWER 1:0W
NGFLG RMB 1 NO GUN TURRETS LEFT
ALNDFG RMB 1 ALIEN LANDED
KMOVE RMB i ALIEN MOVE COMFLETED
*
# VARIABLES:
’ ORG $00A0

ALIENX RMB GENERAL ALIEN COORLS
ALIENY RMB
AMISX RMB
AMISY RMB
GMISX RMB
GMISY RMB
GUNPOS RMB
SCORE RMB
KSTEP RMB
NMOVE RMB
ALSTEP RMB
KALIEN RMB
KGUNS RMB
euaT RMB
KMIES RMB
NMISS RMB
MDELAY RMB
CLOCK1 RMB
CLOCKZ RMB
KSHOT RMB
NDROP RMB
ROUND  RMB
DECIM RMB
*

GENERAL MISSILE COORDS
GCUN MISSILE COORDS

GUN-TURRET POSITION (X)

NO. OF ALIENS EXTERMINATED

ALIEN STEFS BEFORE DIIR’N CHANGES

MAX. KMOVE FER CYCLE

ALTEN STEP (+1 RIGHT: -1 LEFT)

ALIENS ON SCREEN COUNTFFR

GUN-TURRETS LEFT COUNT

DIV @IOTIENT (TEMP)

ALIEN‘S ACTIVE-MISSILE COUNT

MAX, SIMULTANEQOUS ALIEN MISSILES

MAIN CYCLE DELAY (GAME SFEED)

CONTROL-CYCLE TIMEFRS

SHOT COUNTER (used for DR{*) L

« SHOTS BEFORE ALTEN CAN DrOF ~ |

FOUND (29 ali1ens per poun)

DECIMAL EQUIV. WORKSPACE *
- e .

B N T N Vo T O T S N Ul Y T T T T T




DREAM INVADERS (C) 1980y M.J. Bauer PAGE 2
6800 Cross Assembler: version 1.05-01A

#* EXTERNAL (CHIPOS) REFERENCES:

*
C226 SHOWX. EQU $C226 Show symbo) @ X, @(VX,VY)s B byt
coze ERASE EQU $C079 Clear screen
C132 RANDOM EQU $C132 Get random byte (A)
C2ES BTON . EQU . $C2ES Bleerzrr (variable)
Cc287 PAINZ EQU $C287 Initialize Keypad pPort
CO7D FILL EGU $CO7D Fill screen memory with constant
C2E1 BTONE EQU $C2E1 Ble=sr for (B)#20 mSec.
C2Csq GETKEY EQU $C2C4 Wait for 1nPut from kevead ;
C3D2 DIGOUT EQU $C302 Display digit @ X *
C1lEO DECEQ@ EQU $C1EQ Store 3-digi1t decimal eauiv B X
C3EO CURS1 EQU $C3EO Set disrlay ‘cursor’ epos’'n (A)
*
002E vX EQU $2F a
O02F R A £ v EGU $2F
OO03F VF EQU $3F
003F HITFLG EQU $3F "ObJects collided’ flas - VF
0020 TIME EQU $20
0021 TONE EQU $21
» -
0100 DISBUF EQU $0100
0200 ENDBUF EQU $0200
. .
* A
»
8010 PIAA EQU $8010 1/0 FORT (KEYPAD)
8012 FIAB EQU $8012 Sepkir; RTCy etc.,
»
R

TP AT FIE TP IET T IE I I I I I IS NN
DREAM INVADERS - - - COFPYRIGHT NOTICE

No part of this prosram may be rerproduced 1n any
form or used 1n other software rroduct for epurense
of distribution or commercial sainy excert with
permission from the author,

Y TEE
x X & X g% 5 X

-

WRRRIR RIS IE R RRERIRRRNFARRREERETRRRS 22 L2 LR TSR 2

‘g
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# MATMLINE (INTTIALIZATION AND CONTROL CYOLE e
b4
300 {3 $O200
W
OR00 B CR8RY MATHMGO  J6R FaINE Resel keypod pord.
GROZ B4 00 LA & D CLEAR UARTARLES
OROS CE 0090 LT FH0
OROB &7 00 MATNL ¢
GROA OB
GROE B 0000
OROE 2

X

GO0
M TN

FOR NEW GAME
H210 .
V213 B
0215 97 AL

ks FA:3 ' 1 ’1k 1 LRI L R N I B R o ‘i:,t?;f' T %
flns W & AR

FOINZ L FOR MEW ROUNT
iy TN TN BOLINT Begin nesh round

QELE P00 00RT

O@la Ba4 18 LI A 24 ABlien coumt = P4
ORI0 7 MRk BT A BallEN

o

ﬁ“1ﬁ FEOGO9E
. 1!'} \"i ]”l {:j
Skdik

INZALA  SETUE ALTEN ARRAY
Eﬁﬁ E

SHOWAA  SHOW ALTEN ARRAY
" ﬂl
& ALETER  Start with aliens stewping right
f S AW SBtort with gun centred
i GLIMEOS
T INZMIS  Oleoar the miossile arrau

b4
PEOOORR M TN . CLOCKR
PEODOR o R CE IR

3

BOETHRT WITH JUST ALTENS MOVING Clmsideous, dam?h 4070
D2EN B O2FH My LR SRR {
GRAN 96 OF LN~
QFAR HI OH i

..... e

Move aoll aliensg thro B steos

PTG

i L HELAY
DEAR Z20OOFR R g MaTME
%

Qe 37 04
OFA& BN AN

Q248 BI QOLET M TNA JER DEFLGUN . Show gun burret



aan

Q263
O2HS

Q248

Q2bA

0R7E
e
0279
0276

B 4

94
1.4
24
joA]
P
24
oA
2
=1
9
2h
BT

TIRE iy

FHUATIERS L0 1080 M, 0, Bauer e A

800 Cross Assembler, version 1,05-014

Bl
Gl
O
SN AN
Eat

B

B2
o
ORF
Lo
ct
T

Ft
OF
07
(3

......

0261
(283
Q284
gt
(2
QRE?
n2aR

QR8N
O28F
0371
D92
A
03294
QR94
(rdR
D299

Q294
Qa9

Q200

i
gé
]
Ol
4y
2
Y
a8
AR

=
BT
7E

B0
O

A3

RS
rﬂ".{: A

Leal

OO0

L e, U
#
CONTRL LA A IR ]

LS I  3: 24N

P A T

SHR ML Move S Pire o auremlast e

Ly A HOGLEFG  Aalisrns denlsbed?

LahtE M T I ao, new round.

o W LIy f I T
FaE DTRLE
Lo HOVALN  Move moesh obiarn
LIy A ALMTEE Aldien a7
B R HETEY TE omo, eod
e MELGLIN Move gum

CTRLZ LT A

o

ol
o
v
>

B Move (Alaumcn )y alien-missiles
LIy /& MGG Gurs denleted?
B B b
*
CTRLLA Falip LAY
CLOCKL  Ad wst clocks

#LE
k3

CLOCKL
CLOCKZ

%
LR O

CLOCKS
TONTEL

%
%
¥OMARIABLE DELAY TO SET GAME SPFED: (MOELAYXL00 nSec.
DAY A TET o MIELAY
nELY LTS A A

MO
AR WK NI

DEC &

BNE DEL2

neEd B

FaE NELL

BT
4
CNGAM IRBR STATUS  Show round, score, ouns

JER fGETREY Lol game

SR MATNGD

Werd b o ey b ores
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6800 Cross Assembler:y version 1.05-01A - ;

# INITIALIZE MISSILE ARRAY:

02A3 CE 0088 INZMIS LDX sMISARR
02A6 86 FF LDA A wSFF
02A8 97 AS STA A GMISY
O2AA A7 00 INZMIL STA A X
02AC 08 INX
02AD 8C 0090 ' CPX #MISARR+8 /
02BO 26 F8 BNE INZM1A i
02B2 39 RTS
]
# INITIALIZE ALIEN ARKAY FOR NEW ROUND:
02B3 CE O0OCO  INZALA LDX ®ALNARR POINt 1O &l1en arvay
02B6 DF 90 STX MVAFTR Reset 'Move Alien’ pPpinter
02B8 4F CLR A
02B9 C6 28 LDA B %40 DO 40 times.: .+
02BB C1 10 INZAL CMF B w16 Done fivrst 24 (1e 3 )rowe)?
02BD 2E 02 BGT *4+4
Q2Z2BF 84 FF 1.0A A »$FF LLast 2 rows = $FF
02C1 A7 00 - STA A X
53 8B 08 ADD A 8 Next col. .
+2C5 84 3F : AND A #83F For 64 dot wide screen,
02C7 08 INX ' )
02C8 5SA DEC B ) Next etement
02C? 26 FO BNE INZA1L )
02CB 39 RTS
]
. # SHOW ALIENS STORED IN ARRAY:
£ CE 00CO SHOWAA LDX 2ALNARR
-F 7F OOA1 CLR ALIENY First row? alien-y = O
ozD2 C6 0S LDA B 5 FOr S rowsS..eeese
o204 37 8HAAL PEH B
02Ds Cé o8 LDA B 8 For 8 co)Seeeer e
o2D7 37 BHAAZ PSH B
0208 DF 92 STX ALAFPTR
02DA A6 OO LDA A X Cet x-coord
TN 2B 08 BMI SHAAS3 Null, forseset it
97 AO STA A AL IENX
~«<rJ BD 0&667 JSR DSPAL Show alien
O2E3 DE 92 BHAA3 LDX ALAPTR )
O2ES 08 INX ) :
O02E6 33 PUL B ) Next col.
O2E7 SA , DEC B )
O2EB 26 ED BNE SHAAZ
(7"FA 96 a1 LDA A ALIENY )
8B 0% ADD A 5 ) C
?7 A} STA A ALIENY ) Next row. i
ULFO 33 PUL B )
O2F1 SA DEC B ) )
O2F2 26 EO BNE SHAAL ) -

O2F4 39 RTS




O2FS
O2F8
O2FA
O2FC
O2ZFE
0300
0302
0304
0306
0308
030A
030C

- O30E

0311
0313
03135
0317
0319
031B
031D
0320
0323
0325
0326
0329
032B
032D
0330
0332
0334
0336

0337
0339
033A
033B
033C
O33E
033F
0340
0341
0342
0344

0343
0347
0348
034A
034C
034E
0351
0354

7F
DE
Ab
97
2B
%6
1
2D
8D
96
26
apD
BD
DE
Ab
9B
84
A7
97
BD
7C
DE
o8
ac
26
ap
CE
DF
26
27
39

96
44
44
44
84
16
48
48
1B
97
39

96
4C
97
81
26

70
39

DREAM INVADERS (C) 1980¢ M.J. Bauer FAGE 6
6800 Cross Assembler: version 1.05-01A

# MOVE NEXT ALIEN IN SEQUENCE:

009D MOVALN CLR KMOVE
90 MVAZ2Z LDX MVAFPTR
00 LDA A X Fetch alien-x
AO ' STA A ALIENX
23 BMI MVA7 Skir 2f Nul i, ,
B3 LDA A KSHOT Check if DK to droer douwn
B4 CHMP A NDROP
06 BLT MVA4 NO
4D BSR DROP Attemprt to droe down 1 1ow
QA LDA A DROFFG Success?
14 BNE MVASL YES
29 MVA4 BSR CALCY CompPute alien y-coord
0667 JSR [D'SFAL Erase aliern-at old coords v 3
90 LDX MVAFTK Point to atien array <
00 ‘ LDA A X
AA ADD A ALSTEF Ster x-coord
3F AND A w$3F
00 R STA A X
AQ STA A ALIENX
0667 JSK DSPAL Show alien at new coords
009D MVASL INC KMOVE Bump -iuanter
Q0 MVA7 LDX MVAFTR Bump FPpDinter
INX
OOES8 CcPX #ALNARK+40 Done?
05 BNE MVAS i
18 BSR DIRECT Set direction of alien movemant 4
ooco : LDX sALNARKR Recet PoINnter '
Q0 MVAB STX MVAFPTR
oD LDA A KMOVE Move commieted ?
C2 BER MVAZ ¢
RTS :
- ‘L€
# CALCULATE ROW (B) AND Y-CODRD (A) FROM POINTER: &
91 CALCY LDA A  MVAPTR+1 :
LSR A
LSR A
LLSR A A = row count
07 AND A ns7
TAB B = RDW
ASL A
ASL A
ABA Y = ROW#S (=A)
Al STA A AL IENY
RTS
*
® SET DIRELCTION OF ALIEN MOVEMENT:
A8 DIRECT LDA A KSTEP Incr. step counter
* INC A <
A8 STA A KSTEP
&0 CMF A .95 Reverse if al) aliens done 76 8]
06 BNE DIR1 3
00AS8 CLR KSTEF >
O0AA NEG ALSTEF -
DIR1 RTS




0355
0358
035A
035C
O3S5E
03460
0362
0364
0366
0368
036A
0346C
036K
0370
0372
NA7S

7
0378
0370
037F
0381
0384
0387

)

038B
038E
0371
0393
0396

Tal!

7F
ap
C1
27
96
8B
Q7
DE
Ab
81
26
DE
846
A7
ED
DE
96
A7
96
éB
?7
BD
7F
7C
3%

7€
BD
eD
BD
Cé
BD
39

DREAM INVADERS (C) 19805 M.J. Bauer PAGE 7
6800 Cross Assembiery version 1.05-01A -

»
# ATTEMFT TO DROP ALIEN DOWN TO LOWER ROW:

00%A DROP CLR DROPFG Clear ‘alien drorred’ flaa
DD BSR CALCY ComPute ROW (= B)
04 CMFP B =g This alien on row 4 7
2D BEG DROFS& Yes; alien Jjust landed! (End)
91 "LDA A MVAPTR+1 NO: check for clear bhelow
08 ADD A =8
93 STA A ALAPTR+1
Q2 LDX ALAPTR Look at next row down
Q0 LDA A X
FF CMFP A uS$FF Is there a vacant slot 7
1E , BNE DRDF4 No; forget it.
Q0 DPROF2 LDX MVAFTR Make null entry 1n old row
FF LDA A u$FF
00 BTA A X
0647 JSK DSFrAL Remove alien fyrom c1d row
92 . LDX ALAFTR Store x-coord in new row,
AO LDA A AL TENX
(0.0 STA A X
Al DROP3 LDA A ALIENY calc., y-coord 1n noew row
05 ‘ ADD A "5
Al : STA A ALIENY
0667 JER DSPAL Show alien in new row
OOR3 CLR KSHOT Recset shot crunter
o0%A INC DROFFGC Set ‘alien drorpped’ flag

DRDP4 RTS

»

# ALIEN LANDED: FLAG END OF GAME:
o0o%9C DROFé6  INC ALNDOFGC Set ’‘alien landed’ flaog
0667 JSR DSPAL Remove old alaien
E8 BSR DROF3 Show it in new row
069A JSR DSBLOT Blot it
64 LDA B *#100 Bleer 2 sec
C2E1L JSR BTONE

RTS

n




i S e e

03%C

. O3%E

03A1
03A3
03A6
03A8
03AA
03AC
03AD
03AF
03B2

03B3
03B3
03B8
O03BA
03BD
O3BF
03C1
03C3
03C4
03C6
03C9o

03CA
03CC
O3CE
03DO
03D3
03Dés6
03D%
o3DB
03DD
O3DE
O3EO
O3E3
O3ES

O3E6
03E?
O3EB
O3ED

O3EE
O3FO0
03F2
O3F4
03F6
O3F8
O3FB
O3FE

BY

BD
96
81
27
4A
97
BD
39

86
B3
26
BD
6
81
2C
4C
97
BD
39

26
2B
27
BD
7A
BD
96
26
39
86
BS
27
39

BD
97
39

96
8B

9?7

86
97
BD
7C
39

DREAM INVADERS
6800 Cross Assembler)

o1
8010
10
06357

02
03

Ab
0657

02
8010
OF
0657
Ad
3B
03

Ab

0657

AS
10
16
063C
O0AS
063C
3F
22

o8
8010
0%

063C
FF
AS

Ab
02
A4
1B
AS
063C
OOK3

(C) 1980t M, J.

#* MOVE GUN

MOVGUN

MVG1

MVG2

MVG3
MvG4
*

#MOVE GUN MISSILE?

MOVGM

MGM2

*

LDA
BIT
BNE
JSR
LDA
CMP
BEQ
DEC
STA
JSR
RTS

LDA
BIT
BNE
JSR
LDA
CmpP
BGE
INC
STA
JSR
RTS

LDA
BMI
BEQ
JSR
DEC
JSR
LDA
BNE
RTS
LDA
BIT
BEQ
RTB

(If
A
A

>> >» >

>»>» >

A

>>

Bauer PAGE a
version 1,0%5-01A

left or risht key closed):

#$01
PlAA
MVG2
DSPGUN
GUNPOS
»$02
MVG1

GUNPOS
DSFPGUN

»$02
PIAA
MVG4
DSPGUN
GUNFOS
*$3B
MVG3

GUNPOS
DSEPGUN

GMISY
MGM2
DISAGM
DSPGM
GMISY
DSPGM
HITFLG
MGM4

«$08
PIAA
FIREGM

# DISABLE GUN MISSILE:

DISAGM
DCM1

*

JSR
LDA
STA
RTE

A
A

OSPGM
#SFF
GMISY

# FIRE GUN MISSILE:

FIREGM

’

LBA
ADD
STA
LDA
STA
JSR
INC
RTS

>>>> >

GUNPDS
.2
GMISX
#s$iE
GMISY
DSPGM
KSHODT

Check for LEFT Key closed.

Erase sun at old x.

(Don’t want GUNI'OS = O or 1)
SkKip 1 f hard lett

Move left

Show sun at new x.
Check for RIGHT Key closed. ('

SKip if aun is hard risht

Move risht

TEST FOR HHIT:

See if missile active

Disable if top of scre-=n. o
Move ur 1 urnt, A

Hit anythina? (ﬁ
Yes. 4
FIRE button eressed? %

Erase missile

Store null code.

x centre of asun

Show missile
Bume =hot counter




O3FF
0402
0404
0406
0408
040A
040C
040E
040F
0410
0413
0415
0417

0418
D41A
*1C
iE
a2l
0423

0424
D426

0420
042F
042F
0431
0432

gt

045/
0439
043B
043D
04 3F

neay

CE
Ab
71
26
Ab
91
27
o8
08
ac
26
ap
39

A7
A7
BD
ap
39

?6
Cé
BD
16
48
48
1B
Q7
17
48
48
48
8A
97
Cé
DE
Ab
2B
96

" AO

0g48
0444
044C
O44F
0450

04570

2A
40
81
2F
7C
SA
26
39

DREAM INVADERS (C) 1980y M.J. Bauer FPAGE 9
6800 Cross Assembler, version 1.05-01A B
' # DETERMINE WHAT GUN MISSILE INTERCEPTED: .
0088 MGM4 LDX #M]ISARK Was i1t an alien missile?
00 MGMS LDA A X
A4 CMFP A - GMISX Comrare missile coordes,
06 BNE MGM6
01 LDA A 1, X
AS CMP A GMISY
oA BEQ MGME Yes, hit missile.
MCM6 INX No:» try next missile,
INX
0090 CPX #MISARR +8
ED BNE MGMS
oD BSR HITALN Must have hit alien
RTS ’
*
# GCUN MISSILE HITS ALIEN MISSILE:
FF MGM8B LDA A u$FF Kill atimn missile
00 . BTA A Or X
01 STA A 1/ X .
0681 JBR DISMIS Disrplay missile collision
Cé HSR DGM1 Disable 3un micssile
RTS
.
# SEARCH ALIEN ARRAY FOR X-CDORD OF HIT ALIEN:
AS HITALN LDA A CMISY Get gun missi1ie y-coord.
05 LDA B "5
062B JSR niv A=A/S = rpw %
TAB Alien-y-coord = row x S
ASL A
ASL A
ABA
Al BTA A ALIENY
TBA CompPute array pPointer
ASL A
ASL A
ASBL A
co ORA A s$CO
93 BTA A ALAFPTR+1 Bearch this row....
08 LDA B 28 For B columnSee.svos oo oo
02 HIT2 LDX ALAPTR
00 LDA A X GCet alien-x
OB BM] HIT3 SKip if nuii
A4 LDA A GMISX Get 3un missile x-coord.,
00 SUB A X Subtract alien missile x.
01 BPL *4+3 Convert to absolute value
NEG A
04 CMF A ) Diff (= 4 7
07 BLE HIT4 Yes, found the sucker!
o073 HIT3 INC ALAFTR+1- No» trry next col.
DEC B
EQ ENE HIT2

RTS Search failed: foreet

1 06,

-




o et i it e,

0433
0435
0437
04359
0435B
043E
0460
0463
0466
04468
046B
O46E

0471
0474
0477
0479

047A
047D
047F
0481
0483
0486
04872
048C

Ab
97

A7
BD

BD
BD
Cé
BD
BD
BD

BD
7A
27
39

7C
96
81
26
7C
7C
BD
39

DREAM INVADERS (C) 1980+ M.J, Bauer PAGE 10
6800 Cross Assembler, version 1,05-01A -

*# EXTERMINATE HIT ALIEN:

00 HIT4 LDA A X Get its x-coord,
AO STA A ALIENX
FF LDA A #$FF
00 STA A X Derposit null code in array.
O3Eé JSR DISAGM Disable 9un missile.
01 LDA B E 31
OSE4 JSR PAUSE Wait for RTC tick
0469A JSR DSBLOT Elot alien
03 LDA B 3
C2E1 JSR BTONE Bleer for 60 mSec
069A : JSR DSBLOT Remove blot
0467 JSR DSFAL. Remove alien

*

# ADJUST SCORE, DIFFICULTY LEVEL, ETC:
OSF1 HITS JSR ADJUST
00AB DEC KALTEN
01 BEQR - HIT6

" RTS

2

# ALL ALIENS DEPLETED: END OF ROUND:
0098 HITé6 INC NOALFG Set ‘aliens derleted’ flase
BS LDA A ROUNTI Add bonus 2 guns atsee.
OA CMP A 10 sessend of round 10
06 BNE *4+8 _
O00AC INC KGUNS
O00AC INC KGUNS
0582 - JSR STATUS Show rounds scorer «uns,

~RTS




048D
0490
0493
0493
0497
0499
049B
049D
O49F
4A1
04A3
0O4AS
f O4A7
O4AA
04AC
04AF
04B1
" B3
Bé

. +B8
0O4BA
04BD
04BF
04C1
04C3

04C8
04CA

04CB

Carn

04y
04ns

04Dy

fram™mn

04r 0
O4E>
044
O4dEg

7F
CE
Dé
D7
DF
Ad
97
2B
Ab
97
81
27
BD
DE
7C
b
A7
BD
%6
27
BD
26
26
DE
o8
o8
Dé
5A
26
39

Y6
26
96
26
8D
20

8D

-
<

E
86
A7
A7
39
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# ALIEN MISSILE MANAGEMENT; MOVE ALIEN MISSILES:

0099 MVAMIS CLR LFLAG Reset 'launch’ flas.
0088 LDX #MISARR
AF LDA B ~"ISS For (N) missiles.ss oo
AE MVM1 STA B KMISS
94 BTX MISFTR
00 LDA A X Cet missile(l) x-coord,
A2 8TA A AMISX
2C BMI MVYM4 Nulil: try a launch.
01 LDA A 1,X Get missjile(l) y-coord.
A3 STA A AMISY
1F CMP A wsiF Is 1t at bottom of screen?
30 REQ MVMB
O64F MVM2 JSR DSPALM Erase from old pos’'n.
94 1.0X MISFTR
O0A3 INC AMISY Show in new pos’'n.
A3 LDA A AMISY
01 STA A 1,X
O64F ° JSR DSPALM
3F LDA A HITFLG Hit anythine?
07 BEQ - MVM3 if not,
O4E7 JSR DSTROY if so; destroy it,
9B I.DA A NGFLG Guns derleted?
o9 BNE MVMR If so» return
Q4 MVM3 1.DX MISPTR )
INX )
. INX ) next nisgsile
AE ' LDA B KMISS )
DEC B )
CB ' BNE MVM1 )
MVMR RTS
»
# TEST FOR 'CLEAR-TO-LAUNCH’ CONDITION:
99 MVM4 LDA A LFLAG Already launched 1 this cycle?
F2 BNE MVM3 Yes: next I.
B1 LDA A CLOCK1 Launch every 12th control
EE BNE MVM3
S8 BSR LAUNCH
EA BRA MVM3 Next missile.
»
# DE-ACTIVATE ALIEN MISSILE:
02 MvMa BSR KILALM
Eb BRA MVM3
-
Ob64F KILALM JSR DSPALM Erase it
94 KIL1 LDX MISPTR
FF LDA A s$F§
00 STA A o1 ¢ Store null code. _
01 STA A 1, X -
RTS




DREAM INVADERS (C) 1980 M.J, Bauer . PAGE 12
6800 Cross Assembler, version 1,05-01A

# DESTROY ODBJECT HIT BY ALIEN MISSILE:

O4E7? 96 A4 DSTROY LDA A GCMISX Check for missile/missile hit,
O4E9 91 A2 CMP A AMISX :
O4ER 26 OF ENE DST1
04ED 96 AS LDA A GMISY
O4EF 91 A3 CMF A AMISY
04F1 26 O9 ENE DST1 No# try sun
04F3 8D E9 BSR KIL} Yes: Kil) missiles.
O4F3 BD 0481 JSR DISMIS Show missiles exmloding,
O04F8 BRD O3EQ JSR OGM1 Disahle eun micssile
O4FB 39 ) RTS
%
04FC 96 A3 1sT1 LDA A AMISY Check for sun-turret hit
O4FE 81 1C CMF A a$1C '
0500 2C 01 BGE KILGUN
0502 3% RTS

*
# DESTROY GUN-TURRET:

0503 8D D& KILGUN BSR KILALM First remove alien missile 4
0505 BD ObAC - JSR DSFCLD Show ‘cloud’ on dead sun-tu. otil
0308 BD 06CB JSR INVERT FLAGH, FTC . f
OSQR Co6 64 LDA B #100

oson D7 21 STA B TONE

O0S0F Cé6 40 LDA B 2440

0511 BD C2ES JSR BTON Make sound

0514 7A OOAC DEC KGUNS Decrement sun count

03817 2E 04 BGT KILGH

051% 7C 00O%B INC NGFLG If no suns: set flas,

051C 39 o RTS

' »

051D BD 0582 KILG} JSR STATUS Show scoier» pPause,

03520 BD CO79 JSR ERASE Clear screen

0523 BD 02A3 - JSR INZMIS Remove missiles.

05246 BD 02CC JER SHOWAA FRerlace aliens

0%29 BD 0657 JSR DSPCUN Remr)ace sun

052C 39 RTS

2t



052D
0330
0532
0833
0335
0537
0539
053B
Q53C
0OS3E
0540
0542
0544
0544
0548
054A
054C
" 54E
>4F
5350
0552
0554
0554
0558
055SA

5B

.D
O558E
OSSF
0561

0562
YA

LB
0564
056C
OS6E
O%6F
O%70

0574
0575
0577
0L79
U%7H
DL 7 r

BD
Cé
37
84

-
s

86
Cé
37
Q7
A
8A
Q7
DE
Ab
2A
6
80
33
5A
26
6

c4
27
4A
1A
4C
33
SA
26
39

33
33
8B
97
DE
A?
96
44
a4
44
16
18
18
1B
8B
97
A7
BD
7¢C

DREAM INVADERS
&800 Cross Assembler,

Ci32
o8

07
Q7
20
oS

96
7
co
9?3
92
00
18
96
o8

E9
7
B3
01
02

D1

02
A2
94
00
96

03
A3
01
064F
0099

(C) 19803 M.J., Bauer FPALGE 13
version 1.05-01A -

# LAUNCH ALIEN MISSILEs CHONSE AT RANDOM:

LAUNCH JSR
LDA
AML1 -PSH
AND
STA
LDA
LDA
AMIL2 FSH
STA
DRA
DRA
STA
LDX
LDA
BFL
LDA
SUR

© PUL
DEC
BNE
LDA
LDA
AND
BER
DEC
DEC
INC
PUL
DEC
ENE
RTS

AML3 PUL
PUL
ADD
STA
LoX
STA
LDA
LSR
LSR
I.SR
TAB
ASL
ASL
ABA
ADD
STA
STA
JSR
INC
RTS

D> mw D> > >

DO>D>D>

*>»>» I>P2>»2>P»> DPD>OwW

>2>>

P22>>0DWdP>D>DUTWD

RANDOM Select random col.,
8 For 8 columnS.sser oo oo

L 4

coL

»$20

#5 For S vows (maxX)eeoeooooans

ROW Comrute pointer from ROW, COL.,
COL

=8O

ALAPTIx+1

ALAFTR

X Fetch atien x (or null)

AML3 If not $ff, we have alien to fir
ROW )

8 )

) next ROW urPe..
)

AML2
COoL
KSHOT Try next col left or right....
#$01 s derending on KSHOT!' ...
*4+r4 res(fraure that one out 1)

)

) next column

)
AML1 )

Search failed; forset it,

Rg—adJust stack
*2 Miscile-x is centre of alien
AHMISX
MISPTR
X Store new missile 1n array
FOW

Mult, A by 5 eivins y-coord.,
‘3 00000430 .
AMISY -
1,X

LHSPALM  Show alien missile here,
LFLAG Set ‘'launch’ flas

3



DREAM INVALDERS (C) 1980y M.J, Bauer FPAGE 14
6800 Cross Assembler, version 1.05-01A

# SHOW STATUS --- ROUND, SCORE, GUNS:
0582 4F STATUS CLR A Make disrFlay ‘window’
1l 0583 CE 01CO LDX #DISRUF +192
, 0584 BD CO7D JSR FILL
it 0589 43 - COM A
i 058A CE 01C8 LDX #DISBUF +200
. 058D BD CO7D - JSR FILL
4 0590 86 10 ) LDA A %10 Put sars in window (3 fields)
i 0592 BD 06BD JSR . [SPGAP .
L 0595 B6 2C LDA A n$2C
‘ 0597 BD 04BD . JSR DSPGAP
]
il O52A 86 04 LDA A n4q
il 059C BD C3EO JSR CURS1 Set ‘invisible curscr’ pPosn
¥ O59F 96 BS LLDA A ROUND Convert ROUND to decimal
05A1 CE 00B6 LDX #DECIM Point to workspace
0SA4 BD C1EO JSR DECEQ
0%5A7 CE QQR7 LIX sOECIM+1
: O5AA 8D 40 BSR DISDIGC Show ' tens’
l OSAC 08 i INX
ol 05AD 8D 3D BSR DISDIGC Show ‘units’ y
: OSAF 86 18 LA A %18 Coanvert & show SCOREF x 10
O5B1 BD C3EO JSR CURS1
0SB4 96 A7 LDA A SCORE
05B& CE 00B& LLDX #DECIM
O5B9 BD C1EO JSR DECEQ
OSBC 4F CLR A
OSB! A7 00 : STA A X
i OSBF CE 00B6 = LDX #*DECIM
" 0SC2 C6 04 LDA B =q
05C4 37 STAT2 PSH B
O5CS 8D 25 : BSR DISDIG :
0OSC7 o8 INX !
05C8 33 FUL B .
O5C% SA DEC B
O5CA 26 FB BNE STAT2
OSCC 84 33 LDA A 333 Show suns remainineg
OSCE BD C3EO JSR CURS1
: 05D1 CE OOAC LDX #*KGUNS
: 0SD4 8D 16 BSK DIsSpIG
05SDé6 86 39 I.DA A #3339 Show aun symbo)
osn8 97 2E ETA A vX
OSDA CE 06D8 ; LDX #GUN
osDD Cé6 04 LDA B n4
OSDF BD C226 JSR SHOWX
OSE2 Cé C8 LDA B #2200 Pause for 4 seconds. ..
i * o
i # FPAUSE: ‘Wait for the Nth RTC interrurt (N = B-reg): ]
o OSE4 D7 20 PAIJSE: GSTA B TIME P i
. 0SE6 701 0020 PGEL TST TIME ) :
; OSEY 26 FB BNE FiEL 3

. OSEB 39 RTS



DREAM INVADERS (C) 1980; M.J. Bauer FAGE 15
6800 Cross Assemblery version 1,05-01A -

# DISPLAY BCD DIGIT (LSI) OF BYTE @ X:

OSEC A6 00 DISDIC LDA A X

QSEE 7E C3D2 JMF DIGOUT Use mons tor display routine
. . )
# ADJUST DIFFICULTY LEVEL OF PLAY:

OSF1 96 A7 ADJUST LDA A SCORE Bumep score

OSF3 81 FA - CMF A «®250 Stor at 250 1

OSFS 27 03 HEQ® ADJ2

QSF7 7C OO0OA? INC SCORE

*
# COMPUTE MDELAY = MDMAX - SCORE/Z (2557 (MDOMAX. MUGMTN) ) -
*

ISFA Cé6 28 ADJZ2 LDA B ®$28 [ Maximum-Minimum delay ]
OSFC 86 FF LLDA A 255
DS5FF PD 062B JSR DIV
0601 16 TAB
0602 96 A7 LDA A SCORE
0604 BD 042B . JSR DIV
607 16 TAB
608 84 40 LDA A 5940 [ Maximum delay ] ’
Q&0A 10 SBA
160B 97 BO STA A MDELAY
: »
# COMPUTE DROP RATE: NDRDP = (250 - SCORE). 64 4+ 1:
2600 86 FA LDA A *250 '
&0F 90 A7 SUB A SCORE
-1 C6 40 ‘ LDA B uh4
13 BD 0&2B JSR D1V
.16 8B 01 ADD A w]
0618 97 B4 STA A NDROP
»
# COMPUTE NMISS = 2, 3 OR 4; derpendins on which round:
061A 86 04 LDA A =4
261C D6 BS LDA B ROUND
TTYE C1 06 CMP B 1)
2 2C 06 BGE ADJ3
2 4A DEC A
Le23 C1 03 CMF B »3
0625 2C o1 BGE ADJ3
0627 4A DEC A
0628 97 AF ADJ3 STA A NMISS

062A 39 RTS




0628
062E
O62F
0631
0632
0634
0637
0639
043B

063C
04&3E
4640
0642
0644
0646
0649
064C

064F
0651
0653
0655

06537
0659
0658
o65D
O65F
0661
0664

0667
0669
04646B
066D
O66F
0671
0673
NH75
0678
"047B
O&71

7F
SD
27
10
25
7C
20
94
39

96
97
6
57
Cé
CE
7F
7E

2?6

97

26
2Q

6
97
86
Q7
Co
CE
7E

cé6
@6
97
96
@7
84
27
CE
7E
CE
7F

DREAM INVADERS (C) 19803 M.J. BRaier PAGF. 16
6800 Crosas Assembler, version 1.05-01A

#+ BIVIDE A BY Bi B-BITS UISIGNED: (SLOW):

S S ST
SaplaR i 1T

OOAD DIV CLR QuoT
TST B
08 BEQ D1lv2 Dividineg by O 1117
Divi SBA Compare A with B, (A-B)
0S5 BCS DIV2 Branch i1f A was LOWER (tu1s1 ang
O00AD INC FU0T : 4
F8 BRA DIV1
AD DIV2 LDA A RuUOT
RTS
* i
» g
# DISPLAY/ERASE GUN MISSIIE:
A4 nsPGM I.DA A GMISX
2E STA A vX
AS LDA A GMISY
2F DSPM1 STA A vy :
01 LDA B "] 3
06D7 ) LDX #MISILE . ;
O0O3F CLR HITFI.G Res=t ‘overlap’ flad.
C226 ' JMP SHOWX Jume to CHIPOS show rputine
*
*+ DNISFLAY/ERASE ALIEN MISCILE:
A2 DSPALM LDA A AMISX
2E STA A ¥3 {
A3 : LDA A AMISY
ER ‘ BRA nsFMy ;
) .
* DISFLAY/ERASE GUN- TURRE' ¢
Ab DSPGUN  LDA A (GUNPOS
2E STA A Ux
1cC LDA A s$1(
2F ETA A vy
04 1.DA B g £
046D8 LDX #GUN ;1
C226 JMP SHOWX .
» P
# DISPLAY/ERASE ALIEN: 2
04 DSFAL LDA E ®q _ .
Al LDA A  ALIENY i
2F STA A vy |
AO LLDA A AL ITENX .
2E STA A VX i r
01 AND A »1 Test for odd or even x coord SRR
06 Bg@ DSPALI ' 3
O&LFO 1.DX #ALIFN2
C226 ’ JMP CHOWX Show aiien tyepe 1 (odd x!
Ons00 nsv»aLl  LDX nALITNI1
C226 JMF SHOWY Show alien tyre 2?2 (even x)




0681
0683
0685
o7-1-1-}
048A
0688
068D
O&8BF
0690
(692
04694
0697

069A
069C
0690
~9F
Al
vohA2
06A4
O6A6
06A9

~C
O6R1
06B3
06BS
06B7
06RA

0¢:

O6C1
06C3
osCs
06C8

(CI

04D0
o6y
06D4g
O&ne,

ab
Cé
BD
96
4A
97
96
94A
7
cé
CE
7E

96
4A
Q7
96
9A
97
cé6
CE
7E

6
a4A
97
8é
97
Cé
CE
7E

Q7
8é
@7
Cé
CE
7E

CE
63
08
ac
26
39

DREAM INVADERS
4800 Cross Assembler:

(C) 1980;

MmMJ. Rauer

PAGE.
version 1,.0%-01A -

# DISPLAY MISSILE/MISSTLE COLLISION:

0S DISMIS BSR. DISM1 Show fragsments
02 LDA B 2
OSE4 JBR . PAUSE Delay 20 - 40 mSec.
A4 DISMi LDA A GMISX Use 9un missile coo ds
DEC A
2E STA A vX
AS LDA A GMISY
NEC A
2F STA A vy
03 1.DA B 3
O&EA LDX »FRAGM
C226 JMP SHOWX
*
*# DISPLAY/ERASE ‘BLOT’ ON DECKFASED ALIEN:
AQ DSEL.OT LDA A ALIENX
NEC A
2E STA A VX
Al ° LDA A ALIENY
DEC A
2F STA A \A'4
06 LA B 8b
O4E4 LDX #»BLOT
C226 JMP SHOWX
»
# DISPLAY/ERASE ‘CLOUD’ OVER HIT GUN-TURRET:
Ab DSFCLD LDA A GUNPOS
' DEC A
2E STA A vX
1B LDA A s$1R
2F STA A vy
0S LA B "5
O6ED LDX «*«CLOUD
C226 JMP SHOWX
»
# SHOW GAFP IN DISPLAY WINDOW:
2E DSFGAP STA A vX
19 LDA A %$19
2F STA A vy
o7 LDA B "7
06F 2 LDX sGAP
C226 JMP SHOWX
»
# INVERT VIDEO» FULL SCREEN:
0100 INVERT LDX #DISBUF
00 INVY COM X
INX ¢
0200 CFX sENDRUF
F8 BNE INV1
RTS

17




DREAM INVAIERS (C) 1980 M.J. Bauer PAGE 18
&800 Cross Assembler:; version 1.05-01A

# BYMBOL PATTERNG:

06D7 80 MISILE FCB $80
046D8 2070 GUN FDB 22070
04DA FB88 ' FDB sFaeas
06DC FB8A8 A).IENL FDB . sFaA8
OLDE F850 FDB $FBSO
OLEO FBASB ALIEN2 FDB $FBA8
OLE2 FB888 FDB sFaas
OLE4 7CFE BLOT FDB $7CFE
O&EL FEFE FDB $FEFE
ObEB FE&C . FDB $FE6C
OLEA A040 FRAGM FDB tA040
OLEC AO FCB $A0
O&ED 387C cLounr FDB %387C
. O&6EF FEFE FDB $FEFE

'06F1 FE FCR SIE
06F2 FOFO CAP FDB $FOFO
06F4 FOFO FDB $FOFO
O6F6 FOFO FDB SFOFO
Ob6F8 FOFO ) FDB $FOFO

»

»

»

# CHECKSUM VERIFY ROUTINE:
0700 ORG $0700
0700 CE 0200 VERIFY LDOX *#$0200
0703 4F CLR A
0704 E&6 00 - VER1 LDA B X
0706 1B L ABA
0707 08 INX
0708 8C 0700 CPX #$0700
070B 26 F7 BNE VER1
070D 97 FF STA A  $OOFF
O70F 7E C360 JMP *C360

END




DREAM
0200 BD C2
0210 BD 03
0220 98 7F
0230 AA 86
0240 96 A8
0250 01 26
0260 FS3 96
0270 8D 96
0280 B1 96
0290 09 01
02A0 7E 02
02BO 26 F8
02CO0 FF A7
02D0 00 Al
OZ2E0 BD 06
02FO 33 S5A
0300 96 B3
0310 &7 DE
0320 7C 00
0330 DF %0
0340 48 1B
0350 A8 70
0360 8B 08
0370 A7 00
0380 Al BD
0390 &7 8D
03A0 10 26
O3B0 06 57
03C0 3B 2C
03D0 ED 06
O3E0 BS 80
O3FO 8B 02
0400 00 B8
0410 8C 00
0420 81 8D
0430 A1l 17
0440 OB 96
0450 ‘26 E9
0460 BD 0S5
0470 &7 BD

I

87
FA
00
1C
81
07
eC
9B
B2
01
00
39
00

&7
26
?1
{0
9D
?6
97
00
97
BD

E8
10
39
03
3C
10
97
Ab
90
Cé
48
A4

120}
0S5

NVADERS

8é
86
A8
97
08
BD
26
26
4C
4A
CE
CE
8B
05
DE
EO
B4
Ab
DE
9D
Al
AA
93
06
67
BD
BD
86
aC
7A
27
A4
00
26
39
48
AO
Ab
BD
Fi

00
04
BD
Ab
27
03
33
25
81
26
00
00
o8
37
92
39
2D
00
20
27
39
39
DE
&7
7F

06:

06
02
Q7
00
09
as6
?1
ED
?6
48
00
co
06
7A

CE
Q7
02
8D
04
CA
BD
aD
03
FC
-1-}
co
a4
cé
08
7F
06
9B
o8
c2
2?6
7F
92
DE
00
9A
57
BS
Ab
AS
39
iB
A4
an
AS
8A
2A
97
A
00

00
AC
B3
6C
8D
?6
03
16
26
SA
86
DF
3F
08
33
00
aD
AA
ac
39
A8
00
Ab
92
B3
Cé
96
a0
BD
BD
BD
Q7
26
oD
Cé
co
01
AO
cé
AB

90
7C
BD
7F
43
98

96
o1
26
FF
Q0
o8
37
S5A
9D
4D
84

Q96
4C
A
00
?6
7C
64

10
o)
06
06
AS
06
39
03
97
40
a8s6
03
27

~

4

i+~ Memory Dump

A7
00
co
00
20
26
96
B1
4F
Fé
97
4F
SA
DF
26
DE
96
3F
E8
1
97
ap
81
AO
00
BD
81
26
57
3C
3C
BD
Ab
86
BD
93
81
FF
BD
01

00
BS
79
B2
F3
BD
B1
ac
97
39
AS
Co
26
92
ED
90
9A
A7
26
44
AB
DD
FF
A7
9A
C2
02
OF
39
96
86
06
01
FF
06
Cé
04
A7
c2
39

08
86
BD
7F
BD
96
84
81
B2
BD
A7
28
FoO
Ab
96
AL
26
00
oS
44
81
c1
26
00
39
E1
27
BD
96
3F
FF
3C
91
A7
2B
o8
2F
00
E1l
7C

ec
18
02
00
06
B2
03
oc
20
oS
00
C1
39
00
Al
00
14
%7
eD
44
60
04
1E
96
7C
39
03
06
AS
26
97
7¢
AS
00
16
DE
07
BD
BD
00

00
97
cc
B1
57
26
26
26
co
82
o8
10
CE
2B
B
Q7
8D
AO
i8
84
26
27
DE
Al
00
86
4A
57
2B
22
AS
00
27
A7
48
92
7C
03
06
Q8

co
AB

BD
96
0A
07
01
Dé6

ac
2E
00
(011

AO
29
BD
CE
o7
06
2D

8B
9C
01
97
96
10

39
B3
OA
o1
48
Ab
00
E6

96

26
7F
o1
02
B1
BD
BD
4F
BO
C2

02
co
97
97
2B
BD
06
00
16
7F
?6

035
BD
BS

Ab
27

96
39
o8

.BD

1B
00
93
Cé
BD
BS

F8
00
97
F3
84
02
04
97
86
C4
20

7F

Al
23
06
67
co
48
00
91
FF
?7
06
ao
BD
o1
16
o8
Ab
CE
o8
06
Q7
2B
5A
01
06
81

0480
0490
04A0
04B0
04CO
04DO
04E0
O4FO
0500
0310
0520
0530
0340
0350
0560
0370
0580
0520
035A0
0SB0
03C0
0o5SDOo
OSEO
OSFO
0600
0610
0620
0630
0640
0650
0660
0670
0680
06?0
06A0
06BO
06CO
06D0
O6E0
O6FO

0A
CE
o1
A3
09
B1

86
A3
2C
40
BD
Cé
8A
26
D1

a4
99
86
BS
18
00
EO
C2
02

2B
A7

2C
08

96
A2
04
2E
26
97

Al
2E
19
08

Fe

FE

26
00
97
A7
DE
26
FF
26
01
BD
co
oa
co
E?
39
16
39
10
CE
BD
B6
CE
26
26
16
Cé
06
10
AS
Q7
CE
84
8D
2F
4A
86
9?7
ac
A8
FE

06
as
A3
01

?4
EE
A7
09
39
C2
79
37
Q7
96
33
48
4F
BD
00
c3
Cé
00
Cé
A7

96
40
4A
23

97

2E
06
01

035
Cé
@7
iB
2F
02
F8

FoO

7C
D6
81
BD
08
aDn
00
8D
an
ES
BD
a4
?3
97
33
48
CE
06
B6
EQ
o4
AC
ca
a1
A7
BD
ci
05
2F
96
D8
27
Cé
03
2F
97
Cé6
00
a8
FO

00
AF
iF
06
08
58
A7
E9
Dé6
7A
02
07
DE
D6
8B
iB
01
BD
BD
96
37
ao
D7
FA
BD
06
03
7C
Cé
A3
7E
06
02
CE
Cé
2F
07
26
7C
FO

AC
D7
27
4F

20
o1

BD
00
A3
97
92
B3
02
B
co
86
C1
A7
8D
16
20
27
06
2B
2C
00
01
20
C2
Ct
BD
06
06
Cé6
CE
F8
FE

FO.

7C
AE
30
96

EA
39
06
06
AC
BD
97
Ab
C4
@7
03
BD
2C
EO
CE
25

7D
03
2B
éB
o1
AD
CE
EB
26
06
oS
EA
CE
oS
06
39
FE
FO

00
DF
BD
3F
SA
8D
96
81
AC
2E
02
86
00
o1
A2
Q7
co

BD-

CE
00
o8
39
00
7C
16
01
4A
20
06
96
Cé
EO
E4
7E
06
CE
F2
8o
FE
FO

AC
94
06
27
26
02
A4
BD
BD
04
cc
20
2A
27
DE
A3
7D
06
00
B&
33
97
20
00
86
Q7
97
Fa
D7
Ab
04
7E
96
c2
E4
06
7E
20
FE
FO

BD
Ab
4F
07
CB
20
1
03
06
7C
BD
Cé
18
02
94
A7
43
BD
B?7
BD
SA
2E
26
A7
40
B4
AF
26
7F
97
?6
C2
Ad
26
7E
ED
C2
70
4C
FO

oS
00
DE
BD
39
E6
A2
E9
CB
00
06
0s
96
4A
A7
01
CE
86
8D
C1
26
CE
FB
Cé
10
86
39
AD
00
2E
Al
26
4A
?6
C2
7E
26
Fé
AQ
Q8

82
97
94
04
96
BD
26

39

Cé
°B
57
37
?6
4A
00
BD
01
04
40
EO
F8
06
39
28
97
04
7F
39
3F
86
97
CE
97
AO

26

c2
CE
88
40
91

39
A2
7€
E7
99
06
OF
96
b4
39
39
97
80
4C
96
06
ce
BD
08
4F
86
)
Ab
86
BO
D6
00
96
7E
iC
2F
06
2E
4A
96
26
01
Fa
AO
83

7F
2B
00
96
26
4F
96
A3
D7
BD
BD
96
08
33
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