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IMPORTANT INFORMAT ION

The programs in this package were designed for maximum flexibility so they
could run on many 6502 based machines. Page O of memary is usﬁd for
storage, Page | is used for the stack and the main program begins on Page 2.
The programs contain 3 external jumps for easy adaptation to the many mach-
ines and monitors available, but the listings are assembled with MOS Tech-
nology's KIH-1 addresses. |f you are not using the KIM-1 monitor you must
patch in addresses for the following:

INPUT

ouTPUT

HONITOR

Input one ASCI| charactor to the accumulator.
The parity bit must be 2zero. MNo restrictions
on X ar Y.

Output one ASCII character from the accumulator.
The parity bit is zeroe. Mo restrictions on
Xork,

The entry point for your monitor. This is wsed
for exit from the program.



ENTERING THE PROGRAM

The programs written by T5C can be entered [nto your system directly
from the source listing in one of two ways. First, assuming your monitor is
running, the memory examine and change command can be used to input the
Hexadecimal Data. If, for example, the program in guestion begins at
address 0200 the following procedure can be used:

Open location 0200. Type in the data for that
location and close it. Proceed to the next

lecation.

The second procedure is less error prone. This method utilizes the
machine code dump (MOS Technology standard format) included with all lise-
ings. Each line of the machine code file begins with; the record marker,
and ends with the checksum. Therefore, if you type the load command and
then type the entire machine file, the program will be entered. The blank
columns in the hex dump are not to be enteread as data. They are for read-
abllity. |f a typing error is made, it may be detected by the checksum
error detection in your monitor. To recover simply type another load com-
mand, retype the line which generated the checksum error and continue.

Frograms which contain text strimngs may not have the strings expanded
into HEX code in the source listing. Wherever possible the text strings
have been located at the end of the program to simplify entry of the assoc-
jated code. To input that code you must find the lines in the machine file
that contain the data and use meathod two above to fnput it. The lines for
the text strings can be found using the following information. Each line
of the machine file contains the HEX code for up to 16 bytes of memory.

The address of the first byte Is given by characters 5 through 7 of that
line. Su it is easy to look up the address and input the needed code.

I1f, after you have entered the code for a particular program, it
happens to not work, go back and check the contents of memory. |f portions
do not agree with the source listing, make the appropriate changes and try
again.

Note that jt is not necessary to input all the code for a particular
program all in one sitting If you have a storage device (paper tape, cas-
sette, atc.). Simply load the previously inputted portion and continue
where you left off, storing the new file when finished.



&£502 RAMDOM MUMBER GENERATOR FAGE 3

LOCN B1 B2 B3

Q000

0200
o202
0203
0205
0204
Q208
020%
0204
Q20C
020E
020F
0210
0212
0214
0214

UBJECT

AvY
48
AS

b=
s

45
2A
2A
24
24
&8
18
&%
0o
AS
&0

CODE:

o8

o0

00

01
00

FF
EE
00

LR R R B XS E S SR EREEEEEE R EE R N T

COPYRIGHT (C) 1974 BY

TECHNICAL SYSTEHS CONSULTANTS
BOX 2574 W. LAFAYETTE IN 47904

THE TSC &£502 RANDOM WUMEER GENERATOR SUFPFLIES
THE RANDOMNESS REQUIRED BY MANY FPROGRAMS. THE
PROGRAHM IS BASED ON A PSEUDD-RANDOM SHIFT REGISTER
AFPFROACH WHICH HAS BEEN WIDELY FUBLISHED. THE
FPROGRAM USES TWO BYTES (RNDM AND RNDHM+1) FOR THE
SHIFT REGISTER. THE ONLY REQUIREMENT IS THAT ONE
OF THE BYTES HUST BE NON-ZERO, OTHERWISE IT WILL
WOT RUN. A CALL TO THIS ROUTIMNE RETURNS A VALUE
IN THE ACCUMULATOR (FLAGS HODIFIED: X AND Y
UNCHANGED) .

THIS FROGRAM IE ENTIRELY RELOCATABLE. THIS HEANS
THAT IT WILL RUN ANYWHERE IMN YOUR HACHIMES HEHMORY
SPACE. THE STORAGE (RNDMr RNDHM+1) HUST BE ON
FAGE Q.

*
ORG 0
RNDH RHE 2
*
P
ORG $200
RANDOM LDA Y] SET FOR 8 ITERATIONS
R1 FHA 4 SAVE COUNTER
LDA RNDM GET BYTE
ROL &
EOR REHDH X¥OR RBITS 13 AND 14
ROL A
ROL A GET TO CARRY
ROL RMDM+1 SHIFT BYTE
ROL RHDM SHIFT SECOND BYTE
PLA GET COUNTER
CLC
ADC #3FF DECREMENT
BME Rl IF NOT DOMNEs DO AGAIN
LDA RNDH GET RANDOM BYTE
RTS DONE
END

P10 0200 AT 08B 48 AS 00 24 45 00 2A 2A 24 01 24 00 &8 1B 0340
i07 0210 &7 FF DO EE A5 00 &0 0444

F00 0002 0002



HANGHAN 4502 FAGE

LOCH Bl B2 B3

COPYRIGHT (C) 1974 BY

TECHMICAL SYSTEHS CONSULTANTS
BOX 2574 W. LAFAYETTE IN 47904

THIS PROGRAH IMPLEMEMTS THE WORD GUESSING
GAME "HANGHAN® FOR 4502 BASED COHMPUTERS.

THE PROGRAH ASSUHES THE USER HAS SOHME TYPE
OF I/0 TERHINAL AND ROUTINES FOR PRINTING
AND IMPUTTING OME ASCII CHARACTER VIA THAT
DEVICE. THE PROGRAM IS SUFPPLIED WITH AD-
DRESSES SET FOR THE KIM-1 MONITOR. OTHER
USERS WILL FATCH THEIR OUTPUT AND INFUT AD-
DRESSES AT 0207 aND 0211 RESPECTIVELY. ALSD
YOU MUST FATCH YOUR HONITOR ENTRY ADDRESS

IN AT 0214.

THE OBJECT OF THIS GAME IS TO GUESS THE WORD
SELECTED FROM THE SUPFLIED LIST. THIS IS
DOME BY ENTERING A LETTER (A-Z) IN RESPONSE
TD THE FPROMFT *GUESST *. IF THAT LETTER IS
IN THE SELECTED WORD THE COMPUTER WILL PRINT
THE WORD SHOWING THE LOCATION OF THAT LETTER.
LETTERS MNOT YET GUESSED WILL BE INDICATED
BY "=*, IF MORE THAN ONE OF THAT PARTICULAR
LETTER IS IN THE WORD OMLY THE FIRST OCCURENCE
OF THE LETTER IS DISPLAYED. FOR EACH INCOR-
RECT GUESS THE COMFUTER WILL DISPLAY ONE HMORE
LETTER OF THE WORD *HANGHAN®. WHEN THE WORD
*HANGHAN® APPEARS COMPLETELY YDOU LOSE AND THE
WORD IS THEN REVEALED. YOU ARE THEMN ASKED
TO *PLAY AGAINT*. THE AFPPROPRIATE RESFONSLES
ARE ¥ OR M. IF N IS TYPED CONTROL WILL EE
TRANSFERRED TO YOUR HOWITOR.

THE WORD LIST SUPFLIED CaAMN BE EASILY MODIFIED
TO SUIT YOUR MEEDS. THE LIST STARTS AT *WRDLET®
(0377) AWD EACH WORD IS PRECEEDED AND FOLLOWED
BY HEX CODE 04. EACH WORD CAN BE UP TO %
LETTERS LONG WITH ONE ASCII CHARACTER IN EACH
BYTE. IF THE NUMBER OF WORDS IS5 CHANGED
(LISTING IS SUFFLIED WITH 14) THE VALUE OF
*WRDCHT®* HUST ALSO BE CHANGED. THAT ISs YOU
MUST CHAMGE THE COMTENTS OF LOCATIOM 0254 TO
REFLECT THE NUHBER OF WORDS (IN HEX) IN THE LIST.

AFTER ANY WORD IS USED IT IS MARKED TO PRE-
CLUDE THE PODSSIBILITY OF IT OCCURING MORE THAN
OMCE IN A PARTICULAR GAME. WHEN ALL WORDS HAVE
BEEN USED THE COMPUTER WILL AFFPEAR TO HANG JUST
BEFORE FRINTIMG THE NUMBER OF LETTERS IN THE
WORD. THIS YOUR INDICATION THAT IT IS ALL DOME.
TO FLAY AGAIN YOU HUST THEN RELOAD THE WORD LIST
OFR THE WHOLE FROGRAM. TO DISABLE THE HARKING OF

I EEEEERERSEEESEEEE S RS EESESEEEESEERESEESERSEERSESEEEREESRERJNERSE.]



HANGHAN

4502

LOCH Bl E2Z B3

0000
€002
Q003
0004

000E -

0200
0201
0204
0204
0208
Q208
0200
Q20E
0210
0213
0215
02148
0218
0214
021C
021F
0220
0223
0225
0227
0228
0229
0224
022k
U22E
022F
0230
0233
02335
0234
0238
0239
0238
G23C

0

ne
4Cc
AT
8é
20
Ad
&0
B4
20
As
&0
00
A2
Fo
20
EB
ED
Cc?
Do
&0
EB
BA
48

¥
4

&8
A/
4C
AT
48
AS
2A
45
2A
24

010

44
20
0OE
Al
0E

1]
SA
0E

iC
00
04
04
2%

04
FS

i8
20
0B
o0

o0

02

1E

1E

02
03

02

oz

FAGE

THE USED WORDS. CHANGE LOCATION 0278 TO EA (NOP).
BEFORE STARTIMG THIS PROGRAM YOU MUST BE CER-
TAIN THAT NOT EOTH BYTES RNDM AND RNDM+1 ARE

IF SO« SET ONE OR BOTH TO SOME NON-ZERD

*

*

=

* ZERO.

* VALUE.

*

*

x

* STORAGE
ORG

RHDH RHE

COUNT RHB

TEHF RHE

WRDBUF RME

FTEHF RHB

x

x

WRDCNT EQU

x

x
ORG

START CLD
JHF

ouTs LDA

OUTCH STX
JSR
LDX
RTS

INCH 5TX
JSR
LDX
RTS

HON FDE

FCRLF LDX
BEQ

F2 JSR

FPONXT IHX

FDATA LD#&
CHF
BHE
RTS

FHXT IHX

FSTR TXA
FHA
JSR
FLA
TaX
JHF

RANDOH LDA

R1 FHA
LDA
ROL A
EOR
ROL A
ROL A

R T .

BEGIN

PTEMP
$1EAD
PTEMP

PTEMP
$1ESA
FPTEHP

$001C
0
FDATA
DUTCH
S5TeX

#4
P2

PCRLF
FOATA
48
RHDH
RNDH

THE STARTING ADDRESS OF THIS FROGRAM IS 0200,

CLEAR DECIMAL MODE
GO TO BEGINMING
LOAD A SPACE

G0 FPRINT
RESTORE

SAVE
GO GET CHAR
RESTORE

KIH ENTRY FOINT

GO FRINT CR LF

FRINT CHAR

BUHF FOINTER

GET A CHARACTER
CHECK FOR END OF STRING
IF NOTe GO FRINT
DOHE

FOINT TO NEXT STRING
X TO A

SAVE

GO PRINT CR LF

GET OLD X

RESTORE

SET FOR 8 ITERATIONS
SAVE COUNTER

GET BYTE

XOR BITS 13 AND 14

GET TO CARRY

5



HANGHMAN &502 FAGE

LOCH Bl B2 B3

023D 2& 01 ROL RNDM+1 SHIFT EYTE

023F 24 00 ROL RNDM SHIFT SECOND EBYTE
0241 4B FLA GET COUNTER

0242 18 cCLC

0243 49 FF Aalc #%FF DECREMENT

0245 DO EE BNE R1 IF NOT DONEs DD AGAIN
0247 AS 00 LD# RNDM GET RANDOM BYTE
0249 &0 RTS DONE

0244 20 18 02 BEGIN JSR FCRLF

024D 20 28 02 JSR PHXT

250 20 28 02 JSR FPHXT
0253 20 28 02 JER PNXT FRINT HESG.
0254 20 33 02 SELECT JSR RANDOM GET MUMBER
0259 C? 10 CHF #WRDCNT CHECK IN RAMGE
0258 BO F9 BCS SELECT IF HOT» SELECT NEXT
025D 85 02 SThA COUNT SAVE COUNT

25F E4& 02 INC COUNT
0241 A0 00 LDY #0 SET INDEX

0243 B? 97 03 GETLET LDA WRDLST.Y GET A LETTER
0244 CB INY ADVANCE PTR
Q247 C7? 04 CHF #4 CHECK IF HARKER
024% DO FB BNE GETLET IF MOTe GET MEXT
24 C& 02 DEC COUNT ONE WORD PAST
0250 DO Fa BNE GETLET CHECK IF AT WORD
G245F BY 97 03 LDA WRDLST:Y GET LETTER

Ua72 FO E2 BEQ SELECT CHECK IF USED
U274 A2 00 LDX 0

G274 95 04 5ThA WROBUF X SAVE

0278 BA T®A

0279 99 97 03 5ThA WROLSTeY HaRK AS USED
g27C E& 02 CHKEND INC COUNT ONE LETTER

U27E CB INY

027F EB INx . ADVANCE PTRS

260 B? 97 03 LD& WRDLST«Y GET LETTER

U233 95 04 5TA WROBUF¢X STORE

Q235 C? 04 CHF #4 CHECK FOR END
o2u7 DO F3 BNE CHEEND DO MHEXT

a7 A5 02 LDA COUNT GET LETTER COUNT
n2Ph 0 30 ORA #1330 ADD ASCII

0260 20 04 02 JSR OUTCH FRINT COUNT

3v0 A2 34 LD #LETTER=-ST FOINT TO HESG.
0292 20 20 02 JSR FDATA PRINT IT

Q2?3 A7 00 LI #0 CLEAR A

297 8% 02 S5Th COUNT ZERD TRY COUNTER
299 A2 3IF OUTFR LI #PROMPT-5T

g2%B 20 29 02 JSR PETR GO FRINT

R2I9E 20 DE 02 JS5R INCH GET CHARACTER
UvlAal C? 41 CHP +°4 CHECK <aA

02a3 30 Fa BHMI OQUTFR IF S0.GET ANOTHER
2*AaS C¥ SH CHF $°Z+1 CHECK >Z

02a7 10 FO BFL OUTFR IF S0r GET ANOTHER
Gla? w2 FF LI #sFF

ulrhnB g5 03 STh TEHF CAVE

G260 EH CYCLE INX alv. FPTR.

DJAE BS w4 LA WRDEUF«X GET LETTER



HANGMAN &502 FAGE

LOCHN B1 B2 B3

0280 C? 04 CHFP #4 CHECK EWD OF WORD
0282 FO OA BEQ HOHAT IF SO0« WO HATCH
02B4 CS 03 CHF TEHF CHECK IF MATCH
024 DO F5S BNE CYCLE IF NOT» CHECK WEXT
02EB 07 80 ORA +%80 SET FLAG FOR MATCH
02BpA 75 04 STA WROBUF¢X FPUT IT BACK

02BC 30 02 BHMI FRTWRD GO FRINT WORD
02ZBE E& 02 HOHAT INC COUNT ONE ERROR

G2C0 20 18 02 FPRTWRD JSR PCRLF CR LF

02C3 A2 00 LD¥X 0 SET INDEX

02CS5 86 03 STX TEHF SET FLAG

02C7 BS 04 GETL LDA WRDBUFeX GET A LETTER

02C% 10 OB BEPL NOPRT IF MO FLAGs DON'T PRINT
OICE 29 7F AND #$7F REHOVE FLAG

02CD 20 0& 02 JSR OUTCH PRINT IT

0200 20 04 02 SPC JSR ouTs FRINT A SFPACE
0203 EB INX ADVANCE FTR.

02D4 DO F1 BNE GETL SAVE A BYTE

0204 CF 04 NOFRT CHFP +4 CHECK END

0208 FO OA BEQ ENDWRD

02DA AT 2D LA #- LOAD A =

020C 85 03 5ThA TEHF SET FLAG

02DE 20 0& 02 JSR OUTCH PRINT -

0Z2E1 4C DO 02 JHFP SFC GO PRINT NEXT
02E4 20 04 02 ENDWRD .JSR auTs

02E7 20 04 02 JSR ouTs FRINT 2 SPACES
02EA AS 03 LDA TEHF GET FLAG

02EC FO 29 BEQ WOH IF Or NO LETTERS LEFT
02EE A2 00 LDX +0

02F0 E4 02 CHECK CFPx COUNT CHECK WO LETERS
02F2 FO OF BEQO ALLDON

02F4 BD 30 03 LDA HANG » X GET A LETTER

Q2F7 20 0& 02 JSR OUTCH FRINT IT

02FA EB IMNX ADVANCE FTR

Q2FB DO F3 BNE CHECK SAVE A BYTE

02FD EO 07 ALLDON CFX 7 CHECK LOST

Q2FF DO 78 BNE OUTPR

0301 A2 aC LOSE LD #LOSSTR=8T

0303 20 2% 02 JSR FSTR FRINT MESG.

0304 A2 FF LD $#4FF

0308 EB CYC2 INX

0309 BS 04 LD#A WRDBUF:X GET LETTER

0308 29 FF AND #$7F HASK FLAGS

0300 C? 04 CHF 4 CHECK DONWE

03J0F FO 04 BEG won IF S0+ ASK PLAY AGAIN
0311 20 06 02 JSR ouTCH FRINT LETTER

0314 4C 08 03 JHP cyc2 AGAIN

0317 A2 SA WON LOX FWANT=-ST

0319 20 2% 02 JER FSTR FRINT MESG.

031C 20 0E 02 JSR INCH GET INPUT

031F C? 4E CHF L CHECK HNO

0321 FO 03 BEG HO

0323 4C aa 02 JHF BEGIN

0324 &C 146 02 NO JHP (HON}

03279 0D 5T FCE $Dr3Ar0r0s0s0rd



HANGHAM 4502 PAGE

LOCN Bl B2 B3

0324 0A

0328 00

032C 00

0320 00

032E 00

032ZF 04

0330 48 HANG FCC FHANGHAMN &502%
0331 41

0332 4E

0333 47

0334 ab

0335 41

0334 4E

0337 20

0338 346

0339 35

033A 30

0338 32

033C 04 FCB 4
0330 4% FCC il AH THINKING OF #
033E 20

033F 41

0340 4D

0341 20

0342 54

0343 48

0344 49

0345 4E

0344 ab

0347 4%

0348 4E

034% a7

0348 20

0348 4F

034C as

034D 20 FCC i A WORD#
034E 41

034F 20

0350 57

0351 4F

0352 52

0353 44

0354 04 FCB 4
0355 549 FCC FTHAT HAS 3
0354 48

0357 41

0358 54

0337 20

035A 48

Q358 41

0ISC 53

Q35D 20

QI5E 04 FCE 4
035F 20 LETTER FCC # LETTERS#
0340 4C



HANGHAN &502 FAGE 2

LOCHN B1 B2 B3

0341 45

0342 54

0343 54

0344 45

0345 52

0346 53

03467 04 FCH 4
0358 59 PROMPT FCC iYOUR GUESS?T #
0347 4F

034h 55

03sB 52

03s4C 20

0340 47

034E 55

034F 45

0370 53

0371 53

0372 3F

0373 20

Q374 04 FCE 4
0375 54 LOSSTR FCC FTHE WORD WAS §
0376 48

Q377 45

Q378 20

0379 57

0378 AF

Q37R 52

Q37C a4

0370 20

Q37E 57

037F a1

0380 53

0381 20 )
0382 04 FCE 4
0383 57 WANT FCC FWANT TO PLAY AGAINT
0384 41

0385 4E

0384 54

0387 20

0388 54

0389 4F

03BAa 20

038R 50

038C aC

0380 41

038E 59

038F 20

0370 41

0371 47

0392 41

0373 a9

G374 4E

0375 3F

0394 20

0397 04 WROLST FCB 4



HANGHAN 4502

LOCN Bl B2 B3
0378 54
0399 55
03%a 52
03%7B 4F
03%C a5
0390 5%
Q3IFE 04
Q39F alb
03A0 41
03Aal1 43
03IA2 4B
03A3 4%
03Aa4 4E
03AS 45
03As 04
03A7 54
03AB 52
0IAT 45
03AA 45
03AE 04
03AC 44
03AD 41
Q3AE 54
O3AF 48
QO3B0 45
03R1 52
03F2 04
0JIB3 48
03R4 4F
03B5 55
03Bs 53
03IR7 4%
oZb8 04
QIBY 53
03BA 45
Q3BE 43
QIBC 4F
Q3BD 4E
Q3IBE 44
Q3BF 04
03ICO 41
03C1 50
Q3IC2 S0
03C3 ac
03C4 45
03ICS 04
03Cs 54
03C7 55
o3ice 52
03IC? 54
03CA 4C
Q3ICE 45
03CC 04
Q3CD 42
DICE 4F

FCC

FCB
FCC

FCE
FCC

FCE
FCC

FCE
FCC

FCE
FCC

FCE
FCC

FCE
FCC

FCE
FCC

FAGE

i TURKEY #

4
FHACHINE #

4

F TREE#

4
tFATHER?

4
FHOUSE

4
FSECONDG

4
iAPPLE

4
FTURTLE#

4
+BOXES+H

10



HANGHAN 4502

LOCHN B1 B2 B3
03CF 58
03D0 A5
03D1 53
Q302 04
0303 54
0304 52
0305 55
030é 43
0307 4k
0308 04
03Dy 52
030A 41
Q30E 44
Q3INC 4%
030D 43
03DE 41
Q3DF AC
0JEQ 04
Q3E1 53
03IE2 54
03IE3 41
Q3E4 S0
G3ES 4C
03Eé& 45
Q3EV 04
O3IEB 54
Q3ET 45
03EA 52
Q3IER 54
03EC 4%
03ED 43
0IEE 41
03EF 4C
03F0 04
Q3F1 S50
03IF2 45
03F3 41
03F4 04
Q3FS 43
03Fs 41
03F7 52
03F8 54
QIFF 04
03FA 42
QIFB 52
Q3FC 4F
Q3IFD 41
03FE 44
03FF 04

SYHBOL TABLE:

FCB
FCC

FCB
FCC

FCB
FCC

FCE .

FCC

FCE
FCC

FCE
FCC

FCBE
FCC

FCB
END

FPAGE

4
i TRUCK #

4
FRADICAL#

4
FSTAPLE#

4
FWERTICAL#

FPEAT

4
tCART#

4
FBROAD

11



ALLDON OZFD

cYC
HAN
HON
oauT
FHX
P2

SPC

LE
G

FR
T

WON

Q2aD
0330
0214
Q2979
0228
021C
0200
0317

OBRJECT CODE:

P10
P10
P10
10
140
P10
Fl0
P10
P10
L0
P10
Flo
P10

0200
0210
Q220
0230
0240
0250
02460
0270
0280
0270
o2A0
0280
02C0
0200
D2E0Q
02F0
0300
0310
0320
0330
0340
0350
0340
Q370
0380
0370
03A0
O3B
03C0
G300
OIEQ

+ Q3F0

Q020

ng
20
ED
qCc
ol
20
o2
77
BT
a2
02
cs
20
20
02
E4
78
0&
4E
48
4D
57
ac
53
23
41
41
45
41
45
04
04
002

4C
5a
25
20
&8
28
[:14]
03
97
34
C?
04
i8
04
4C
02
A2
20
FO
41
20
4F
45
53
20
47
43

=
ol

20
53
53
50
Q

BEGIHN
CYC2
INCH

NO

ouTs

FROHFT
FANDOM

ST

WROBUF

02
Ad
[
AT
&7
20
B?
E2
@5

-5
-

30
oA
A2
£8
02
09
20
02
AC
47
48
a4
54
20
57
49
49
48
AC
54
41
41

0Z4A
0308
020E
0324
0204
0348
0233
0329
0004

A7 20
Q0E &40
o4 DO
08 48
FF DO
28 02
97 03
A2 00
04 C¥%
02 AT
Fa C%
C5 03
00 B84
e Fi1
20 04
BD 30
29 02
aCc 08
48 02
4D 41
4% 4E
04 54
A5 52
04 54
41 4E
4E 3F
4E 45
4F 55
45 04
§2 55
50 4C
04 43

12
CHEC

K

ENDWRD

LETT
HOMA
FCRL
FRTH
RNIH
STAR
WRDC

ER
T
F
RD

T
NT

20
Al
ER
24
Q
02
04
BA
F3
o2
Fo
oy
04
Fo
04
04
E8
SR
o2
3é

54
a9
20
54
54
52
04
52
04
1.1
54

02F0
02E4
035F
02BE
0218
Q2C0
Qaoo
0200
0010

Ad
o0
BA
45
&0
Ce
Do
79
AS
a2
a2
8o
10
o
a2
02
BS
20
an
35
47
20
4F
57
4F
55
45
53
54

52

45
D4

1E
FO
48
i lv]
20
10
Fa
?7
02
3F
FF
P59
0B
AT
AS
EB
04
29
0a
30
20
48
55
4F
20
52
45
45
4Cc
41
52
42

CHKEND
GETL
LOSE

HOFRT
FDATA

FSTR

F1

TEHF
WRDLST

Ad
04
20
24
18
B0
C&
03
09
20
85
04
29
2D
03
Do
29
02
00
32
4F
41
52
52
50
4B
D4
43
45
44
54
92

027C
o2Cc7
0301
0204
022

022%
02335
co03
0397

COUNT
GETLET
LOSSTR
OUTCH
FONXT
FTEHF
SELECT
WANT

0545
04av0
0713
03ISE
0581
053A
0707
Q8VE
0&1é
0444
OBLIO
072
03DE
Q&FC
04C1
0BSE
078H
02EB
D240
030a
0452
0414
O4EA
04ag1
047D
O4% R
04B&
0d4as
0514
04FC
051E
0470

o002
0263
Q375
0204
021F
QO0E
025é
0383



HATIGMAN

1 &M THINKIHG OF & WOFD
THAT HAT & LETTERE

vOUR GUE;tf
YOUR GUFéS?
YOUR GUESS?
..-_.-.-F-
YOUR GUESE?
.-.___.E_
YOUR GLESS?
- 1] = = E =
VOUR SLESTT
TYy--E=
YIALUE GUFTT?
TU=--E -
YOL® GIEZEST
TUPR=-F -
YOUR GLIFSE?
TUR =-F ¥
YTIR GUFSST
TURKEYW

E

1

H
A

HF
a

HAM

J
HAM

HAM
HAME
HAMR

HFRN=
[

WMANT TO PLAY AGARTHT Y

~FHIRMAN

] AM THINEIHS OF A WOFT
THAT HR® A |LETTEFRE

YOUR GLELZ®
- = = = F =
YOLE GLETST
- - -
YOUR SHERST
- 8 = = =
VIR SIHETET
- f = =F R
VIR EUETTT
-A=-HEF
VOUR SIETST
- ATHFEPR
WTIUR GUELTT
=ATHE®P
YOLR BNFSET
- aAaTHEF
YOLR SIFETTT
FATHEF

E
H

I

H
F

L]
H

H
T

H
L

HA
&

HAr
F

WANT TO PLAY ARRTHY ¥

13

HFIHGHAR

T AM THIMEINE OF A LMORD
THAT HAT % LETTERS
YOLE GlLFE=2% F

- == F =

YOUR GIESST |
=, H

YOUF GUETTT A

il i = T H
YOUR SHESST 0O

= 0=-E - HA
YOUR SLESSY P

-=0-=-E = HAN
YOUR GUEZET T

-0 =F - HANG
YOUR GUES=T R
FO=-E - HAME
YOUR SERTY B
FEO=-&E - HAMITH
YOUF GUETET M
RO-F - HAMEMA
YOUR GIEIZZT 0
EOD-E - HANGMAMN

THE WORD WAT ROXFE
WANT TO PLAY RSRINT ¥

HAMGMAr

I AM THTHNKIMNG OF A MORD
THAT HA® & LETTER:

YOUR GLEZTT F

----- 5

YOUR GLUFTTT @A

- ﬁ i E

YOUF SiEZss 1

- =f = = F H

YOUR GLUEEZY 0

=i =l B HA

YOURF GLESST 1
= = H = - .E_
YOUR GLEZTT %
5 =R ==F
YOUR GLIEZE? H
S =RA==F
YOue RHEZST T
TTA =-=F
YOUE GEiEn= T
ST A - =F
YOUE SUFIST R
T THA = =°¢
YOUR BUFIT L
=T Ta -, F
YOUR GRIFTST P
ETAPFLE
HAHNT T PLAY AGATHT N

HAM
HAN
HEMIS
HAMGE
HEANEM
HANEMA

HEMNIEMA



HURKLE FOR &502

LOCHN B1 B2 B3

0000
o002
0003
0004
0005
0004

0200
0201
0204
0204
0208
0208
Q20D
Q20E

o8

A7
8é
20
Aad
&0
Bé

&4E 02

20
02
Al
02

iE

FAGE 14

HURKLE FOR &502

COPYRIGHT (C) 1974 BY
TECHNWICAL SYSTEHS CONSULTANTS
BOX 2574

WEST LAFAYETTEr IND. 47704

INSTRUCTIONS FOR FLAYING HURKLE

THIS GAME IS ADAFPTED FOR THE 4502 FROM
THE VERSION RELEASED BY THE PEDOFLES COMPUTER
COMPANY. THE DBJECT OF THE GAME IS TO FIND THE
HIDIMG HURKLE. HE WILL BE HIDING ON A 10X10
GRID WITH 0r0 BEING THE SOUTHWEST CORNER OF THE
FLAYING FIELD. YOU WILL HAVE THREE GUESSES TO
FIND HIM!

TO START THE GAME: START EXECUTION AT HEX
LOCATION 0200. YOU WILL THEW BE ASKED FOR AN
INITIAL GUESS. IF YOU DIDNT FIMD HIM THE COHFUTER
WILL GIVE YOU A& CLUE. TELLING YOU WHICH DIRECTION
YOU MEED TO GO TOD FIND HIM. FOR EXAMPLE. IF YOU
GUESSED 2+3 AND THE HURKLE WAS HIDING AT 4rd
YOU WOULD BE TOLD TO GO NORTH EAST. THE FIRST
NUMBER EMTERED MOVES YOU MORTH OR SOUTH
{INCREASING VALUES MOVE YDU NORTH) AND THE ZND
NUMBER HOVES YOU EAST OR WEST (INCREASING NUMBERS
HOVE YOU EAST). IF YOU CANT FIND HIM IN 3
GUESSESs YOU WILL BE TOLD WHERE HE WAS HIDING.

HAFPFY HURKLE HUNTING 1!

[ EE S X R S SRS SR B S R B R R N EE B EEES BB SR KB KB N

ORG 0
RHDM RHE 2
FTEHF RHE 1
XSTORE RHE 1
YSTORE RHB 1
SAVE RHE 1
COUNT RHE 1
¥
ORG $200
START CLD CLEAR DECIMAL HODE
JHP HURK&S GO TO BEGINNING
ouTs LDA L LOAD A SFACE
OUTCH STX FPTEHF
JSR #1EAD GO FPRINT
LD FPTEHF RESTORE
RTS
INCH STX FTEHF SAVE



HURKLE FOR 4502 FAGE

LOCN B1 B2 B3

0210 20 SA 1E JER $1ESA GO GET CHAR
0213 A& 02 LDX PTEHF RESTORE

0215 &0 RTS

0214 00 1C HON FDE $001C KIM ENTRY POINT

£ PRINT CARRIAGE RETURN LINE FEED

0218 A2 00 PCRLF LDX #0

0214 FO 04 BEQO FPDATA GO PRINT CR LF

021C 20 0& 02 F2 JSR OUTCH FRINT CHAR

021F EB FDNXT INX BUHFP FOINTER

0220 BD 1F 03 FPDATA LDA STsX GET A& CHARACTER

0223 C? 04 CHP 4 CHECK FOR END OF STRING
0225 DO F3 BNE P2 IF WOTs GO PRINT

0227 &0 RTS DOMNE

0228 EB FPNXT INX FOINT TO NEXT STRING

® PRINT STRING

0229 8A FSTR TXA X TO A

022A 48 FHA SAVE

022 20 18 02 JSR FCRLF GO PRINT CR LF
022E &8 FLA GET OLD X

O22F Af TAX RESTORE

0230 4C 20 02 JHF FDATA

¥ RANDOM ROUTINE

0233 AT 08 RANDOM  LDA B SET FOR 8 ITERATIONS
0235 48 R1 FHA SAVE COUNTER

02346 A5 00 LD RHDH GET BYTE

0238 2hA ROL A

023% 45 00 EOR RNDH XOR BITS 13 AND 14
0238 2A ROL A

023C 2A ROL A GET TO CARRY

023D 24 01 < ROL RHDH+1 SHIFT BYTE

023F 26 00 ROL RNDH SHIFT SECOND BYTE
0241 &8 FLA GET COUNTER

0242 18 CLC

0243 &9 FF ADC ¥IFF DECREHENT

0245 DD EE BHE R1 IF NOT DONEr DO AGAIN
0247 AS 00 LDA RHDH GET RANDOH BYTE
0249 &40 RTS DONE

* GET RANDOH LOCATION

024n 20 33 02 GETVAL JSR RANDOH GET A RANDOH MUH.

024D 29 OF aND #30F HASK IT OFF

024F C? 04 CHP #30A GREATER THAN 9 7
0251 BO F7 BCS GETVAL IF S0 REFEAT
0253 09 30 ORA $#'0 HMAKE ASCII

0255 &0 RTS RETURN

* GET AND CHECK GUESS



HURKLE FOR &502

LOCH
0254
0238
025
023E
02460
0242
0244
0286
02467
0247
0240
0240

024E
0271
0273
02748
0278
027A
027C
Q27F
o282

02835
0287
0284
028C
028F
0292
0294
0294
0299
027B
029C
029E
02A0
02A2
02A4
02A7
02AT
02Ak
02AD
02AF
0282
0284
0287
02B8
02BA
02BC
G2BE

Bl
Az
20
20
Cce
F0
cy
BO
&0
A2
20
)
&0

20
85
20
as
AT
a5
20

20

AZ

el
-

AS
20
20
EQ
85
20
EO
48
AS
CS
Fo
Az
20
A
Cs
RO
A2
4C
A2
20
&8
CS
Fo
BO
A2

E2
23
20
0E
30
035
Jh
o1

29
29

44
04
L2
03
31
&
18
13
28

1D
29
04
0&
Sé
F1
a5
54
EA

05
04
29
3F
29
05
04
05
43
B4
47
20

03
aF
03
4F

B3

o2
Q2

02

02
02
o2

02
0z

0z

o2

02

GETCHR LDX
JSR
JSR
CHF
EBCC
CHF
ECS
RTS
HOGOOD LDX
JSR
SEC
RTS

* HAIN FROGRAH

HURK&S JSR
STA
JER
8TA
LDA
STh
JER
JER
JSR

£ HMAIN LOOF

LOoF LD¥
J5R
LDA
JSR
J5SR
ECS
5ThA
JSR
ECS
FH#A
LA
CHFP
BEQ
LDx
JSR
LDA
CHP
BCS
LD
JHP
HI LDX
HZ JSR
NEXT FLA
CHF
BREQ
BCS
LDX

#PRHPT=ST
FDATA
IHCH

#5330
HOGOOD
#5348
NOGOOD

#0DUHB=-ST
FSTR

FAGE 16

OUTPUT FROHFT
GET GUESS
CHECK IF VALID

GREATER THAN 7 7
RETURN
YOU GOOFED

SET ERROR
RETURN

STARTS HERE

GETVAL
YSTORE
GETWVAL
XSTORE
1
COUNT
FCRLF
FCRLF
FHXT

¥GUES-ST
FSTR
COUNT
OuUTCH
GETCHR
LOOF
SAVE
GETCHR
LOOF

SAVE
YSTORE
CHECHK
#GOSTR=5T
FSTR

SAVE
YETORE

HI
#NORTH-5T
H2
#S0UTH=5T
FOATA

XSTORE
HEXT2
HIZ2
$#EAST-5T

GET RANDOM LOC.
SAVE IT

GET ANOTHER LOC.
SAVE IT

SET UFP COUNTER

OUTPUT A& CR AND LF

OUTPUT INTRO

OUTFUT STRING
GET COUNT

OUTPUT IT

GET GUESS

IF GDOFED REFEAT
SAVE GUESS

GET 2ZND GUESS

SAVE GUESS

CHECK ¥ LOC

OUTPUT STRING

CHECK Y

OUTFUT NORTH

OUTPUT SOUTH
GET X GUESS
CHECK X

IS5 IT EQUAL 7



HURKLE FOR &502

LOCH
02Co
Q2C3
02C5
02C8

o2ce
02cC
02CE
0200
0201
0203
0204

Q209
02DE
02DE
02EQ
O2E3
02ES
02EB

Q2ER
02ED
02EF
02F1
Q2F3

02F&
02F8
02FB
02FE
Q300
0303
0305
0308
030A

030D
030F
0312
0315
0317
0317
031C

Bl
4C
A2
20
4C

&8
C3
Fo
48
A2
20
4Cc

A2
20
AS
20
AZ
20
4C

Eé
AT
C#
Fo
4C

A2
20
20
AS
20
AT
20
AS
20

A2
20
20
Cc?
Fo
4C
[.1n

B2
cS
54
20
EB

03
o9

3F
29
B?

59

.l
-

Q&
Q&
.1
20
on

08
04
34
03
a5

78
29
28
04
084
2C
04
03
0d

Ad
27
QE
4E
03
&E
14

B3

02

0z
o2

02
02

02

02
0z

o2
02

02

o2

o2

oz
02

JHF HI3

HIZ LDX #WEST-5T

HI3 JSR PDATA
JHF MEXT2

* CHECK IF WONW

CHECK PLA
CHF XSTORE
BEQ CHECK1
FHA
LDX #GOSTR-5T
JSR FSTR
JHP HEXT

¥ HE WON 1!

CHECK1 LDX FWIN-ST
JSR FSTR
LDA COUNT
JSR OuTCH
LDX PUINZ-5T
JSR FDATA
JHF FLAGH

HEXT2 INC COUNT
LDA COUNT
CHP 4
BEDQ NEXT3
JHF LOoF

¥ HE LOST

HEXT3 LDX #LOSE-ST
JSR FETR
JSR FHXT
LDA YSTORE
JSR OUTCH
LDA 0
JER OUTCH
LDA XSTORE
JSR QUTCH

¥ SEE IF PLAY AGAIN

FLAGH LDX #AGAIN-5T
JSR FSTR
JSR INCH
CHF L
BEQ EXIT
JHF HURK&S
EXIT JHF {MON)

¥ STRINGS START HERE

PAGE

OUTFUT EAST

OQUTPUT WEST
JUHF AHEAD

GET X
COMPARE IT
EQUAL

SAVE ACC.

OuUTPUT ‘GO

OUTFUT WIN
GET COUNT
OUTPUT IT

STRING

FINISH HMESSAGE

BUHF THE TRY COUNT
ALL TRIES USED 7

REFPEAT LOOFP

OUTPUT LOSE STRING
GET ¥ LOC.

OuUTPUT IT

OUTPUT A COHMA
GET X LOC.
OuUTPUT IT

OUTPUT STRING
GET REPLY

IS IT A "N’
IF S0 EXIT
GO PLAY AGAIN
GO TO MONWITOR

17



HURKLE FOR &502 PAGE 10

LOCN E1 B2 B3

031F ob ST FCH $0r8Ar0s0r0rded
03256 54 HURKST FCC i THE HURKLE IS HIDING!3
0338 04 FCH 4
033C 47 GUES FCC FiGUESS #i§
0343 04 FCB 4
0344 20 FPRHFT FCC Pt
0347 04 FCE 4
0343 59 OUME FCC FYOU GOOFED. TRY AGAIMNF
0350 04 FCH 4
03SE a7 GOSTR FCC GO ¥
03s1 04 FCE 4
0342 4E HORTH FCC FNORTH
0347 04 FCB 4
0368 53 SOUTH FCC FiSOUTHF
0340 04 FCH 4
C3&4E 45 EAST FCC FEAST
Q3I72 04 FCh 4
0373 57 WEST FCC FWESTH
0377 04 FCE 4
0378 5% WIN FCC FYOU FOUND HIH IN §
0389 04 FCE 4
038a 20 WINZ FCC # GUESSES 11§
0394 04 FCH +
0397 53 LOSE FCC #SORRY: THAT WAS I GUESSES.F
03Bl Q4 FCB 4
0382 54 LOSEZ FCC i THE HURELE WAS AT i
03C4 04 FCB 4
03CS 57 AGATIH FCC FWANT TO PLAY AGAINT &
0307 04 FCE 4
END

SYMBOL TABLE:

AGAIN  O3CS CHECK 0ZCE CHECK1 02D% COUNT Q004 DUME 0348
EAST 035E EXIT 031C GETCHR 023é& GETWAL 0244 GOSTR O35E
GUES 033C HI 0282 HIZ2 02C3 HI3 02CS HURKST 0324
HURK&S 024E H2 02B4 INCH 0Z20E LOoOr 0285 LOSE 0397
LOSEZ O03E2 HON 0216 HEXT Q287 NEXT2Z O2ER HEXT3 OIFé&
HOGOOD 0247 HORTH 0382 OUTCH 0204 ouTs 0204 PCRLF 0218
FDATA 0220 FONXT OQZ1F PLAGN 030D FHXT 022 FRMFT 0344
FSTR 0229 FTEMF 0002 P2 021C RANDOM 0233 RHDH elelale
R 0235 SAVE Q0035 SOUTH 0348 8T 031F START 0200
WEST 0373 WIKN 0378 WINZ 038A XSTORE 0003 YSTORE 0004

OBJECT CODE:

$10 0200 D8 4C &4E 02 A% 20 84 02 20 A0 1E A4 02 &40 B& 02 0545
$10 0210 20 SA IE a5 02 &0 00 IC A2 OO0 FO 04 20 0& 02 EB 0484
$10 0220 ED 1F 03 C9 04 DO FS 40 ES 84 48 20 18 02 &8 AA 0709
A ATIA AP 90 07 A9 OR 4Rl AS OO0 TA A4S 00 24 2A 24 01 24 03SE



Flo
Fl0
P10
Fl0
P10
Pl0
ilo
ilo
il0
ilo
P10
ilo
Plo
Flo
ilo
F10
P10
FlLO
P10
#10
P10
P10
ilo
Fl0
Fl0
FOA

P00

0240
0250
0240
0270
0280
0270
02A0
02B0
02C0o
0200
0ZEQ
G2F0
0300
Q310
0320
0330
0340
0350
03460
Q370
0380
0370
03A0
G3B0
Q3C0O
G300

001E

00
0a
70
02
18
1.
FO
B4
4C
48
20
34
20
29
[+]-]
20
53
45
20
53
44
45
41
2E
20
59

a8
BO
03
a5
02
0z
29
oz
CS
Az
04
Fo
08
02
o0
49

-
-

44
04
54
20
53
54
o4

20

GO1E

18
F7
c?
a4
20
BO
a2
a2
02
IF
02
03
02
20
oo
53
23
2C
4E
04
48
20
20
54
54
41

&%
o
A
20
28
Fl
3F
49
Az
20
A2
4ac
AT
OE
00
20
04

-
4

4F
a7
49
21
a7
48
20
47

FF
30
BO
44
02
85
20
20
54
29
4B
85
2c
02
00
48
20
54
52
45
4D
21
a1
45
04
41

Do
&0
01
02
A2
05
29
20
20
o2
20
o2
20
cCe
o4
49
3F
52
54
a3
20
21
53
20
57
4%

EE
A2
40
85
1D
20
02
02
20
4C
20
A2
0é
4E
54
44
20
59
48
54
49
04
20
48
41
"3

19

AS
25
AZ
03
20
=1
AT
&8
o2
B7
02
78
02
Fa
48
49
04
20
04
04
4E
a3
33
55
4E
arF

oo
20
29
A
29
02
o5
cs
4C
Q2
aC
20
AT
03
45
4E
59
41
53
59
20
4F
20
52
54
20

40
20
20
31
02
EO
cs
03
EE
Az
oD
29
03
aC
20
47
aF
47
aF
aF
04
52
47
4B
20
04

20
-3
2

29
as
AS
EA
04
Fo
oz
59
a3
02
20
4E
48
21
55
41
55
55
20
52
55
4c
54

33
20
02
0&
0&
48
BO
2F
&8
20
E&
20
0&
nz2
55
04
20
49
54
20
47
59
45
45
aF

0319

02
OE
38
20
20
AS
0s
EO
CS
29
0&
28
oz
&C
52
47
47
4E
48
448
55
ac
53
20
20

29
02
40
18
04
05
A2
0S
03
02
AS
o2
A2
16
4B
55
4F
04
04
aF
as
20
53
57
50

OF

20
02
02
cs
43
A2
Fo
AS
04
AS
Ad
02
ac
45
4F
47
45
55
53
54
45
41
aC

ce
30
44
20
20
04
4ac
aF
09
04
ce
04
20
oD
45
53
44
4F
a1
4E
53
48
53
53
a1

0453
04DE
0533
Q3C0o
02F3
Q&F2
0450
0&7A
Q&7F
054C
0525
0554
QI70
0305
030D
042B
03p8
0451
0443
04CH
0457
0449
Q4ES
Q4CC
Q4aAa6



TUE HIIEKLE TS HIDTHEE
FIESS 21 7 5.7 %

=0 WMEST

GIESS a2 75 7 %

YO FOUHD HIM IN 7 GUESIES
WMAMT TO PLAY ®EATHT Y

THE HURELE [T HIMTHG!
FUESS #1 7 5T 8

a0 TOUTHEARST

RIEST g * 3 7 &

YOU FOUMDG HIM IH 2 GHETRSFEE
LANT TO FLAY RGRINT Y

THE HURKLE 15 HITITHR!
AUESS 21 8 75

=0 ZOUTHRARRT

GUEZZ =2 & 3 7 =

R EAST

GUHEST R 7 3 ¢ 9

STIU FOUMD HIM TN ¢ GLUETIES
LAMT TN PLAY FAGATHT Y

THE HURKLFE 15 HITTHRY
AIEZT al v S TS

=0 MEDT

RUFSE =22 7 %9 ° 3

WAL EOUNT HTM TH 2 GLECSET
WANT TO PLAY AGRITHT Y

THE H:FELF TS HINTHR]
GIEST 81 v % 7 %

R0 HOFTHWEDT

GUESI ne T & '+ %

G WEST
RIESS 3 7 3 8 o=

GO MELT

RS THHT et 5 GWETSES,
ThE HUEF]LFE Wi A1 Se0
LsST TR PLAY ASRTHT

20

-

11t

THE AUSKLE T3 HINTHSE
GUESS 1 5 %%

G TMITHMFET

RUEST ¢ 7 32 7 3

B0 LOUTH

RUIETS % 7 | 7 E]

GO SOUTH

‘AEPY. THAT WMAS 3 RUFSSES.
THE HiIFELE WAT AT M. 3
WANT TO PLAY ARATHT Y

THE HUEKLE T5 HTIDING!
FEIS =1 75 @ %

=1 HOFTHWEST

GUEST ap 2484 % 2

G0 ESTT

RIETT #8335 8 % 4

GO WETT

TOTEY s THAT WAT % GLFSSEE,
THE = PELE MRS AT &=
MAMT TO PLAY ARATHT ¥

THE HilFKIE T2 HINTHSE
BUEZZ #1 + % 7 S

GO CTUTHLEST

GIUER: #2 7 3 % 32

RO HEDT

SUETT @ 3 T

all EAST

“OFEYs THAT WAS % GLESSER,
THE HUFKLE WAT AT .2

MEHT TO PLAY AGATHT M



MASTERMIND &502 FAGE 21

LOCN Bl B2 B3

COFYRIGHT (C) 1¥7&6 BY

TECHMICAL SYSTEHS CONSULTANTS
BOX 2574 W. LAFAYETTE IN 47904

®
x

x

X

*

X

x

*

*

x® THIS PROGRAM IMPLEMENTS THE POFPULAR MASTERMIND
% GAME FOR MOS 4502 BASED COMPUTERS. THE FROGRAH
¥ ASSUMES THAT THE USER HAS AM I/0 TERMINAL OF SOME
¥ TYFPE AND & ROUTIME FOR FPRINTING AN ASCII CHARACTER
¥ AND INFUTTIMG AN ASCII CHARACTER USING THAT DEVICE.
¥ THE USER MUST INSTALL THE ADDRESSES OF THOSE I/D
¥ ROUTINES AT 0209 AND 0211 (IN NORMAL &502 FORHM)

¥ FOR OUTPUT AND INPUT RESFECTIVELY. ALSOs THE USER
¥ HUST INSTALL THE ENTRY ADDRESS OF HIS MONITOR

¥ AT 02146, THE SOURCE LISTING IS SUFFLIED WITH THE
* ADDRESSES SET FOR THE KIM-1 MOMITOR.

x THE OBJECT OF THIS GAME IS TO GUESS A SEQUENCE
¥ OF 4 LETTERS IN THE RAMNGE OF A-F THAT THE COMPUTER
* HAS SELECTED. THE COMPUTER WILL GIVE YOU CLUES
*¥ AS TO THE ACCURACY OF YOUR GUESS AS FOLLOWS:

¥ OWE BLACK HARKER FOR EACH LETTER GUESSED IN THE
* CORRECT POSITIOM.

¥ ONE WHITE HARKER FOR EACH LETTER GUESSED IN THE

¥ SEQUENCE BUT WNOT IM THE CORRECT PDSITION.

# THE TOTAL NUHMBER OF HARKERS (BLACK + WHITE) WILL

¥ NEVER EXCEED 4 BECAUSE THE COMPUTER WILL AMWARD AT

k¥ MOST OME MARKER FOR EACH POSITION OF THE USER'S

* GUESS. WHEN YOU RECEIVE 4 BLACK MARKERS YOU HAVE

# BUESSED THE SEQUENCE AND THE COMPUTER WILL INFORM

* YOU AS TO HOW HMANY TRIES YOU MEEDED.

* IF YOU GIVE UPs YOU HAY TYPE A "G* AS DNWE OF

¥ DOF YOUR GUESSES AND THE COMPUTER WILL TELL YOUu

X WHAT THE SEQUENCE WAS.

¥ SEE THE ATTACHED SAMFLE OUTFUT FOR AN EXAMFLE.

* CAUTION MUST BE EXCERCISED S0 THAT WOT BOTH BYTES
¥ RNDM AND RNDM+1 ARE ZERO. IF THIS IS THE CASEs

*¥ CHANGE OMNE OR BOTH BYTES TO SOME VALUE (MON-ZERO)

¥ BEFORE YOU BEGIN RUWNING THE FROGRAM.

¥ THE STARTIWNG ADDRESS OF THIS PROGRAM IS 0200.

E ]

1

x

x

=

x

HAVE FUN!

ZERD FPAGE STORAGE

ORG Q
Q000 RNDH RHE 2
0002 FTEHF RME 1
0003 ELACKS RMEB 1
G004 WHITES RHE 1



HASTERMIND &502

LOCN B1 B2

0005
Q008
Q00A
QO0E

0200
0201
0204
0204
0208
0208
020D
020E
0210
0213
0215
0218
0218
021A
o21C
021F
0220
0223
0223
0227
0228
0229
Q224
0228
C22E
Q22F
0230
0233
0235
02346
02389
0239
0238
Q2iC
023D
023IF
0241
0242
0243
0245
0247
Q249
0244
Q240
0250
0253
02546

ng
4C
AT
84
20
Ad
&0
8é
20
[=T.]
&0
a0
AZ
Fa
20
EB
ED
Ccy
Do
&0
EB
EA
48
20
&8
AA
4C
Ay
48
AS
2A
45
2A
2h
26
24
48
18
&7
no
AS
=14
20
20

-
-

20
Az

44
20

02
AD
0z

02
Sh
02

it
]
04
04

40
04
FS

18

20
o8

o0

o0

o1
00

FF
EE
00

i8
28
28
28
03

B3

1E

1E

02

03

o2

0z
a2
02
oz

TRIES
TOKENS
HIS
XTEHMP
b

*

E
START

ouTs
OUTCH

INCH

HOH
PCRLF

F2

FDNXT
FDATA

PHXT
FSTR

RANDOH
R1

BEGIN

RHE
RHE
RHE
RHE

ORG
CLD
JHF
LDA
§TX
JER
LDX
RTS
STX
JSR
LOX
RTS
FDE
LDX
BED
JER
INX
LDA
CHFP
ENE
RTS
INX
TXA
FHA
JSR
FLA
TAX
JHFP
LD&
FHA
LD#A
ROL
EOR
ROL
ROL
ROL
ROL
FLA
CLC
ADC
BHE
LDa
RTS
JSR
JSR
JSR
JSR
LDX

- b

$200
BEGIN

PTEHP
$1EAQ
PTEHP

FTEHF
$1ESA
PTEMP

$001C
#0

FODATA
OUTCH

STrX
4
F2

FCRLF

POATA
+8

RHNDH

RNDH

RHDOM+1
RHDH

#4FF
Rl
RNDM

FCRLF
FHNXT
FHXT
FHXT
#3

FAGE

CLEAR DECIHAL HMODE
GO TO BEGINMNING
LOAD A SPACE

GO PRINT
RESTORE

SAVE
GO GET CHAR
RESTORE

KIM ENTRY POINT

GO PRINT CR LF

FRINT CHAR

BUHF FOINTER

GET A CHARACTER
CHECK FOR END OF STRING
IF NOT: GO PRINT
DONE

FOINT TO NEXT STRING
X TO A

SAVE

GO PRINT CR LF

GET OLD X

RESTORE

SET FOR 8 ITERATIONS
SAVE COUMTER
GET BYTE

XOR BITS 13 AND 14

GET TO CARRY
SHIFT BYTE

SHIFT SECOND BYTE
GET COUNTER

DECREHMENT

IF NOT DOWE. DO AGAIN
GET RANDOH BYTE

DOME

AGATN
AGAIN

22



HASTERMIND 4502

LOCH
0258
Q25E
025D
025F
0261
02483
0245
0248
0248
0267
026B
0240
Q270
0272
0275
0277
0279
027H
Q27D
027F
0282
0284
o287
028%
0288
Q28E
028F
0291
0293
0295
0277
0277
0294
02%C
027D
029F
02a1
02A3
Q245
0247
Q2A7
Q2AB
02AD
O24F
02B1
0283
0284
0284
0288
02BA
Q2BC
02BF
02C1
02C3
02CS

-3}
20
27
ce
BO
&%
#5
Cah
19
EB
84
AZ
20
A2
20
c?
70
C#
0
il
4C
A2
20
FO
79
20
CA
10
A2
BS
29
?3
Ch
10
E8
84
84
Az
BS
17
0o
o9
]
oy
?5
E&
ChA
10
A2
A
BS
ne
no
Eé
0%
77

B2 B3
33 02
a7
Q&
F?
41
04

Fo
05

42
29 02
03
0E 02
at
09
47
oc
03
26 03
4F
29 02
E2
0A
04 02

El
03
04
4aF
L]

F7

03
04
03
L]
04
0A
80
Q&
20
0A
03

ED
03
03
A
04 00
09
04
8o
04 00

SELECT

GETTRY

GETLET

ERROR

(113

CLRFLG

LOOP

CHEMXT

LOOP1

Loop2

JSR
AND
CHP
BCS
ADC
8Th
DEX
BPL
INX
STX
LDx
JSR
LDX
JSR
CHF
BCC
CHF
BCC
ENE
JHP
LDX
JSR
EEQ
5ThA
JSR
DEX
BFL
LDX
LDA
AND
5ThA
DEX
BFL
INX
STX
STX
LDx
LDA
CHF
BNE
ORA
STA
ORA
STA
INC
DEX
BPL
LOX
LDY
LDA
CHF
BNE
INC
OFA
S5Th

RANDOM
7

#4
SELECT
A
TOKENS» X

SELECT

TRIES
#GUESS-5T
FSTR

+3

INCH

A
ERROR
G

(1] 3

ERROR
GIVE
FWHAT=8T
FSTR
GETTRY
HISr X
ouTs

GETLET
#3
TOKENS» X
#5AF
TOKENS» X

CLRFLG

BLACKS
WHITES
#3

HIS»X
TOKENS e X
CHENXT
#380
TOKENS e X
320
HIS# X
BLACKS

LOODP

$3

3

HIS+X
TOKENS: Y
CHENXZ2
WHITES
$480
TOKENS: Y

FAGE

GET A NUHEBER
HASK

CHECK > S

IF S50r GET ANOTHER
ADD ON ALFHA BIAS
SAVE TOKENW

COUNT ONE DOME

IF WOT 4+ DO AGAIN
INCREMENT TO ©

SET TRIES = 0O
POINT STRING

GO FPRINT

SET FOR 4 TOKEMS
GO GET CHAR

CHECK AGAINST A

IF < Ay ERROR
CHECK AGAINST G

IF < Gr ALL RIGHT

GIVING UPT

FOINT TO STRING
GO PRINT

SAVE A BYTE

FUT IN HIS STORE
FRINT A SFACE
OHE DONE

IF MOT 4y DO AGAIMN
SET COUNTER

GET TOKEN

CLEAR FLAG

FUT BACK

SET COUNTER

GET HIS TRY

CHECK AGAINST TARGET
IF NDO HATCHr TRY HNEXT
SET INDICATOR

FUT MARKED BACK

HARK HIS TOO

SET ONE RIGHT
ADVANCE POINTER

IF NOT 4+ CHECKR HORE
SET FOR WHITES

GET HIS TRY
CHECK FOR HATCH
HO HATCHT

KRICK COUNTER
SET FLAG

FUT BACK
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HASTERMIND &502 FAGE 24

LOCH B1 B2 B3

o2Cce 30 03 BMI CHENX3 SAVE A BYTE
02CA B8 CHKNXZ [DEY HOVE FPOINTER
Q2CE 10 EF BPL LOOF2 TRY AGAIN

Q2CD CA CHENX3 DEX MOVE POINTER
02CE 10 E8 BFL LOOF1 TRY AGAIN

0200 AS 05 LDA TRIES GET TRY COUNT
0202 FBE SED

0z2p3 18 CLC

0204 &7 01 ADC #1 AlD 1

0206 DB CLD

0207 85 05 STh TRIES

0207 20 04 02 J5R ouTs FRINT SPACE
020C AS 03 LDA ELACKS GET BLACK COUNT
OZDE o9 30 ORA 430 SET FOR ASCII
02EQ 20 04 02 JSR OUTCH FRINT

02E3 AZ 54 LDX #BLK-5T

G2ZES 20 20 02 JSR FOATA FRINT MESG.
02E8 AS 04 LOA WHITES GET WHITE COUNT
02EA 0% 30 ORA 430 SET ASCII

02EC 20 04 02 JSR OUTCH FRINT

02EF 20 1F 02 JSR FONXT FRINT MNEXT

02F2 AS 03 LD BELACKS GET COUNT

02F4 C? 04 CHF +4 CHECK WON

Q2F4& FO 03 BEQ WON

02F8 4C &B 02 JHFP GETTRY

02FE 20 28 02 WON JSR FHNXT FRINT WIN MESSAGE
Q2FE AS 03 LDA TRIES GET COUNT

0300 29 FO AND #3F0

0302 FO 09 BED FLSD CHECK FOR MSD
0304 44 LSR A

Q305 44 LSR A

0308 44 =1

0307 4A LSR A ; HAKE LSD

030 o7 30 OR#A #330 SET ASCII

0304 20 04 02 JSR OuTCH

030D AS 05 FLSD LDA TRIES GET COUNT AGAIN
030F 29 OF AND #30F MASK OUT LSD
0311 0% 30 OR#A #330 SET ASCII

0313 20 04 02 JSR OUTCH

0316 20 1F 02 JER FONXT FRINT REST OF HESG.
0319 20 28 02 FPRTPLA JSR PHXT HEXT HESG.

031C 20 OE 02 JSR INCH GET RESFONSE
031F C? 4E CHF #'N

0321 FO 1A BEQ HO IF WO« EXIT
0323 4C 44 02 JHF BEGIN RECYCLE

03246 A2 B3 GIVE LDX $IT-5T

0328 20 29 02 JSR PSTR PRINT MESG.
0I2R A2 03 LDX #3 SET INDEX

0320 BS 04 GLOOF LA TOKEMS:X GET TOKENW

03I2F 20 08 02 JER OUTCH FRINT IT

0332 20 04 02 JSR ouTs AND A SFACE
0335 CA DEX

0334 10 F3 EFL GLOOF 00 ALL 4

03ig A2 75 LO¥ #PLAY=5T-1 POINT TO MESG.

033A 4C 19 03 JHF FRTFLA



HASTERMIND &502 FPAGE 25

LOCN B1 B2 B3
0330 4C 16 02 NO JHP {HON) ELSE TO MONITOR
0340 0D sT FCE $D:3A10:0¢0:0¢4
0341 0A

0342 00

0343 00

0344 00

0345 00

034& 04

0347 4D INTRO  FCC iMASTERMIND &5027
0348 41

0349 53

034A S4

0348 45

034C 52

034D 4D

034E 49

034F 4E

0350 44

0351 20

0352 34

0353 35

0354 30

0355 32

0356 04 FCE 4

0357 49 FCcc #1 AM THINKING OF 4 LETTERS#
0358 20

0359 41

0354 4D

0358 20

03SC 54

035D 48

035E 49

035F 4E

0340 4B

0361 47

03482 4E

0363 47

0384 20

0345 4F

0344 46

0347 20

0348 34

0345 20

036A AC

0348 45

034C 54

034D 54

034E 45

034F 52

o370 53

0371 04 FCB 4

0372 42 FCC JBETMEEN A AND Fi
0373 45

0374 54

0375 57



HASTERMIND 4502 FAGE

LOCH
0374
0377
0378
0377
0374
037
037C
4370
037E
037F
0380
0381
0382
0383
0384
0385
0384
0387
0388
0387
0384
0380
0380
0Ian
G3BE
038F
0370
0371
0392
0373
0394
Q393
03746
0397
03%8
03I9%
037h
0378
039C
0390
0IPE
039F
03A0
03Al
03A2
03A3
03A4
QO3AS
03hd
03A7
03A8
23A7
03AA
03AB
03AC

Bl B2 B3

45

45

4E

20

a1

20

a1

aE

a4

20

46

04 FCB 4
59 GUESS FCC JYOUR GUESST i
4F

55

52

20

47

55

45

53

53

3F

20

04 FCB 4
57 WHAT  FCC FUHAT?:
48

41

s4

aF

07 FCB 714
04

20 BLK FCC  § BLK
42

ac

4B

20

20

04 FCB 4
20 WHT FCC P WHTH
a7

48

54

04 FCB 4
59 WIN FCC ;YOU WIN IN 3
aF

sS

20

s7

47

4E

20

49

4E

20

24



MASTERMIND &502 PAGE 27

LOCHN B1 BZ B3

03AD 04 FCE 4

03IAE 20 FCC i TRIES!§

03AF 54

03p0 52

03F1 4%

03B2 45

03B3 53

0384 21

0IBS 04 FCE 4

03B& S0 FLAY FCC FPLAY AGAINT i

03B7 4C

03B 41

03B% 5%

03BA 20

Q3IBE 41

Q3BC 47

03BD 41

OIBE 4%

Q3BF 4E

03Co 3F

03C1 20

03C2 04 FCB 4

03C3 49 IT FCC FIT WAS §

03C4 5S4

03C5 20

03Cs 57 "

QICY 41

03C8 53

Q3Cy 20

Q3CA 04 FCB 4
END

SYHEOL TABLE:

EEGIN 0244 BLACKS 0003 BLK 0394 CHENXT 02B3 CHEHXZ 02ZCA
CHENX3 0Q2CD CLRFLG 0273 ERROR 0282 GETLET 0272 GETTRY 02&F
GIVE 03248 GLOOF 032D GUESS 0382 HIS QO0A IHCH 020E

INTRO Q347 IT 03C3 LOooOP 02A3 LOOP1 OZES8 Logr2  02BC
HON 0214 HO 033D 1]3 0287 OUTCH 0204 ouTs Q204
FCRLF 0218 FOATA 0220 PONXT O21F FLAY 03BS FLSD 030D
FHNXT 0228 FRTPLA 0317 FSTR Q227 PTEMF 0002 P2 o21C
RANDOM 0233 RNDH 0000 R1 02335 SELECT 0258 =11 Q340

START 0200 TOKENS 0Q00& TRIES 0005 WHAT 038F WHITES 0004
WHT 03D WIN 03AZ WON QZFB XTEHWP OQOQOQE

0OBRJECT CODE:

110 0200 DB 4C 44 02 AP 20 B4 02 20 AD 1E A& 02 &0 BS& 02 0541
#10 0210 20 SA 1E A& 02 &0 00 IC AZ 00 FO 04 20 04 02 EB 0484
410 0220 PD 40 03 C? 04 DO FS &40 EB BA 48 20 18 02 48 AR 072A
10 0230 4C 20 02 AT 08 48 AS 00 24 45 00 24 2A 24 01 246 03SE



P10
P10
P10
Fl0
P10
FL1O
Fl0
P10
P10
Fl0
ild
il
ilo
Pl
i10
P10
P10
P10
P10
F10
Fl0
P10
P10
P10
0B

V00

0240
0250
0260
0270
0280
0290
02A0
02B0
02C0
0200
02EQ
02FQ
Q300
0310
0320
0330
0340
0350
0340
0370
0380
0370
03A0
Q3RO
Q3Co

001D

o0
20
F7
AZ
24
E1l
04
oA
07
AS
20
iF
25
OF
4E
0&
oo
a4
ap
53
dé
48
54
52
3F

&8
28
&7
03
03
A2
Az
E&
E&
a5
04
oz
Fo
o9
Fo
a2
OA

¥
-

49
04
04
41
04
47
20

001D

18
02
41
20
A2
03
03
03
04
Fa
0z
AS
Fo
30
1A
20
o0
34
4E
42
39
54
59
45
04

69
20
95
OE
aF
BS
BS
cA
09
18
A2
03
09
20
4C
04
00
35
47
45
aF
3F
aF
53
49

FF
28
04
02
20
]
0h
10
80
&9
Sé
c?
44
06
48
02
00
30
20
54
55
o7
535
21
54

oo
02
Ca
c?
29
29
17
ED
77
a1
20
04
a4h
02
02
CA
o0
32
4F
a7
52
04
20
04
20

EE
A2
10
a1
o2
4F
04
Az
04
pe
20
FO
44
20
A2
10
04
04
44
45
20
20
57
s0
57

28
A3
03
Fo
70
Fo
#5
ile)
03
o0
83
o2
03
A
1F
83
F3
40
4%
20
45
47
42
49
ac
41

oo
20
EB
%
E2
0&
oA
AD
30
a5
AS
4ac
o9
a2
20
A2
a1
20
34
4E
55
4C
4E
a1
53

&0
33
Bé
ce
3
ChA
oF
03
03
20
04
&B
30
20
2%
79
53
41
20
20
45
4B
20
9
20

20
02
05
47
QA
10
ao
BS
8B
04
o9

-5

20
28
02
4Cc
54
a0
aC
q1
53
20
4%
20
04

i8
29
A2
?0

-
-

F7
o5
0hA
10
02
30
20
o0&
0z
Az
19
45
20
45
20
53
20
4E
a1

0z
o7
42
oc
04
E8
0&
n?
EF
AT
20
28
o2
20
03
03
52
54
54
41
3IF
04
20
a7

02FD

20
c?
20
oo
oz
Bé
07
04
Céa
03
048
0z
AS
0E
BS
&C
an
48
54
4E
20
20
04
41

28
0é
2%
03
Cha
03
20
o0
10
o7
0z
AS
05
02
0&
14
&4
49
45
44
04
57
20
49

02
BQ

L]
s

4C
10
84
75
Do
E8
30
20
05
2%
Cc?

-
-

02
4E
4E
52
20
57
48
54
4E

0581
Q39F
07 LA
035CS
0568
07 BE
0SBl
0732
04647
Q5aF
037E
0538
0481
0217
0513
0443
Q3I1E
03IE2
04935
0458
048D
Q3Ca
04465
0401



MAITESMIND
I AM THINKTHG
EETMEEN A @M

YILIE
YOUR
VOLR
YLE
YOLR
YOLR

VOU MTH TH A& T

GUESST
GLESS?
GUESST
GUE=ZET
GIESE?
RLIESS?

A

moo &
To9ooDwDm
MDD L

Wi

FLAY ARRIMT

MAZTERMIND
THIMNK THS
FETHMEEN A AND
YIUR GIESS? A

I AmM

Ye
IR
YOLR
YOLR
YOLR

1T wR*

BUESS?
GLFZE?
GLIERS?
BLESE?
GLIESR?

=]
C
C
A
'

hAaDnCc

FPLAY AGATINT ¥

MAZTEFMIND
I AM THIMNE ING
EETHEEN A ANl

YOI
YOLUR
OLR
YO
YOUR
YOLE

YOL N

SUHESS?
SIUETS Y
BLIESS?
GUELRT?
BLEZRY
NIESRT?

Tm ST
mTMMAM
m=SSaammmn

“

IN e T

FLAY ASATHT ©

3

NF & LFETTFET

ELk
RLK
BLE
RLK
BLEk
ELk

I T L
=Moo D
CRLTRTTR

F a4 LETTERS

1 FLE
o ELE
2 BLK
2 FLE
1 BLK

DI D MO
L=~ Rl B ]
[~ R-Rul ]

F 4 LETTERS

FLE
BLE
ELE
ELK
FLK
BLE

mmmoa

=M TMMomT
e g e ey

I

fi

WD = = ]

=

WHT
W T
WHT
WHT
WHT
LT

LiHT
LIHT
WMHT
WHT
LT

W= T
LIHT
BIHT
WHT
LIHT
=T



SWITCH &502

LOCH E1 B2 B3

0000
ooz
0003
cooc
Qoo

0200
0201
Q204
Q204
o208

il

aC 44 02
A% 20

84 02

20 A0 1E

EE S R EEEEEREEREE R EEE B B B E B EEE R R E R B N I W W WA

FAGE 30

COPYRIGHT (C) 197& BY

TECHHICAL SYSTEHS CONSULTANTS
BOX 2574 W. LAFAYETTE IN 477904

THIS FROGRAM IMPLEMENTS A GAME OF SKILL AND
LOGIC CALLED *‘SWITCH* FOR THE 4502 COHMFUTER.
THE PROGRAM ASSUMES THE USER HAS I/0 ROUTINES
FOR PRINTIMG AMD INPUTTING AM ASCII CHARACTER
VIa AN I/0 TERMINAL. THE LISTING IS SUFPFPLIED
WITH ADDRESSES SET FOR THE KIH-1 HMOMITOR SO
OTHER USERS WILL NEED TO PATCH IN THEIR OUTFUT
AND INFUT ADDRESSES AT 0209 aAMD 0211 RESFECTIVELY.
ALS0 THE ENTRY ADDRESS OF THE HONITOR PROGRAM
MUST BE PATCHED AT 0214.

THE DBJECT OF THIS GAHME IS TO REARRANGE A
RANDOM SEQUENCE OF THE NUHBERS 1 TO ¥ TO NUM-
ERICAL ORDER LEFT TO RIGHT. THIS IS DONE BY
REVERSING THE SEOQUEMCE OF THE FIRST W HUMBERS
WHERE W IS5 THE RESFONSE TO THE PROMFPT *"SWITCHT®
BY REVERSING SEQUENCES OF APPROPRIATE LENGTH
({IN THE PROFER ORDER) THE RE-ORDERING CAN EE
ACHIEVED IN A MAXIMUHM OF 15 MOVES REGARDLESS
OF THE INITIAL RANDOMHESS.

SEE THE ATTACHED SAHFLE OUTFUT FOR ADDITIOMAL
DETAILS.

BEFORE STARTING THE PROGRAM YOU MUST BE CER-
TAIN THAT MOT BOTH BYTES RNDM AND RNDH+1 ARE
ZERD. IF SO, SET OME OR BOTH TO SOME NOM-ZERO
VALUE «

THE STARTING ADDRESS OF THIS FROGRAM IS Q200.

GOOD LUCK!
ORG ]
RHDH RHB 2
FTEHF RHE 1
SEQ RHE P
TRIES RHE 1
XTEHP RHE 1
*
®
ORG 200
START CLD CLEAR DECIMAL HODE
JHP BEGIN GO TO BEGINNING
ouTs LDA ¥ LOAD A SFACE

OuTCH 5TX FTEHF

JSR $1EAD GO PRINT



BWITCH &502

LOCH
O20R
0200
Q20E
0210
0213
0215
0214
0218
021A
Qz21c
021F
0220
0223
022

Q227
022

0229
022

022B
022E
022F
0230
0233
0235
0234
0238
0239
Q23B
Q23C
023D
Q23F
0241
0242
0243
0245
0247
024%
Q244
Q240
Q250
0253
Q255
0257
0257
0254
Q25E
025D
Q25F
Q2462
0264
02464
0248
0267
024B
024C

Bl
Ab
&0
Ba
20
Ad
&0
[e14]
A2
Fo
20
E8
ED
ce
Do
&0
E8
8n
48
20
&8
A
4ac
AT
48
AS
2
45
2A
2A
24
246
&8
18
&7
oo
S
&0
20
20
20
A7
AZ
?5
8aA
CA
10
AD
20
29
cy
BO
Ak
BS
48
AT

B2
o2

02
Sh

02

ic
o0
04
0d

oc
04
F3

18

20
o8

o0
00

01
oo

FF
EE
00

18
28
28
0%
0B
03

Fh
14
33
oF
o7
F7

03

03

B3

1E

03

oz

02

02
Q2
o2

o2

INCH

HOMN
PCRLF

P2
FONXT
FOATA

PNXT
FSTR

RANDOH
k1

BEGIN

INIT

HIX

LDX
RTS
STX
JER
LDX
RTS
FDEB
LOXx
BEQ
JSR
INX
LDA
CHF
ENE
RTS
IN¥
TXA
FHA
JSR
FLA
TAX
JHFP
LDA
PHA
LDA
FOL
EOR
ROL
ROL
ROL
ROL
FLA
CLC
ADC
BHE
LDA
RTS
J5R
J5R
J5R
LDA
LD
STA
TXA
DEX
BFL
Loy
JER
AND
CHF
BCS
Tax
LDA
PHA
LOA

FTEHF

FTEHFP
$1E5A
FTEHP

$001C
#0

FDATA
ouTCH

STeX
4
F2

FCRLF

FOATA
8

RMDH

RHDH

RHDOM+1
RHDM

#SFF
Rl
FNDH

FCRLF
FHXT
FHXT
#7

8
SEQeX

INIT
#1456
RANDOM
#80F
57
HIX

SEQrX
SEQ

FAGE

RESTORE

SAVE
GO GET CHAR
RESTORE

KIM ENTRY POINT

GO PRINT CR LF

PRINT CHaAR

EUMP POINTER

GET A CHARACTER
CHECK FOR END OF STRING
IF NOTy GO PRIMNT
DONE

POINT TO MEXT STRING
X TO A

SAVE

GO PRINT CR LF

GET OLD X

RESTORE

SET FOR 8 ITERATIONS
SAVE COUNTER
GET BYTE

XOR BITS 13 AND 14

GET TO CARRY
SHIFT BYTE

SHIFT SECOND BYTE
GET COUNTER

DECREMENT

IF WOT DOMNEr DO AGAIN
GET RANDOH BYTE
DONE

FRINT CR LF

HEXT STRING

HEXT STRING

SET COUNTER

SET INDEX

EET STRING

HOVE COUNTER
ADVANCE PTR

IF NOT ?r REFEAT

GET RANDOM NUMBER
HASK O-F

CHECK =%

IF S0+ GET ANMOTHER
SET FOR INDEX

GET ENTRY

SAVE

GET HEAD OF STRING

31



SWITCH 4502

LOCH
O24E
0270
0271
0273
0274
0274
0278
0278
0270
Q27F
o281
0284
0287
o288
028h
Q28c
0ZBE
02790
Q272
0294
0294
Q298
Q297
0298
029D
Q2A0
02A2
02A4
O2As
0247
02A8
02AT
02AA
02AC
O2AF
02B1
02B3
Q2BS
02B8
02BE
02BE
02C1
02C3
02C3
o2ce
02CH
Q2CD
Q2CF
Q202
02035
0208
o209
020B
Q20D
020F

Bl
?5
&8
85
B8
no
B4
20
A2
BS
o9
20
20
CA
10
A2
AT
B3
BS
CS
no
E&
CaA
no
A2
20
AS
%
FO
44
44
L
46
07
20
AS
29
09
20
20
20
20
ce
Do
&aC
AZ
20
AT
20
20
20
g
EY
30
ce
BO

B2
03

03

E?
oc
i8
08
03
30
[F.]
04

F3
08
01
on
Q3
on
a2
oD

F3
28
29
oC
Fo
o7

30
0s
oc
OF
30
04
1F
28
0E
4E
85
14
23
20
aF
08
04
413

31
Fo
ag
EC

B3

0z

02
o2

02

02z

o2
02
oz
02

02
02
02

02
02

FSEQ

GETCH

CHECK

CHKSEQ

FRTLOW

MO
SWHESG

AGATN

SThA
FLA
SThA
DEY
BHE
sTY
JER
LOX
LDA
ORA
JSR
JSR
DEX
BFL
LDX
LD#A
ETA
LD#A
CHF
EHNE
INC
DEX
BNE
LDX
JSK
LD#
AND
BEQ
LSR
LSR
LSk
LSR
OR#A
JSR
LD#A
AND
OR#A
JSR
J5R
J5R
JS5R
CHF
BHE
JHF
LDX
JSR
LDA
JSR
JSR
J5R
SEC
SBC
BHI
CHFP
BCS

I D

SEQrX
SEQ

HIX
TRIES
FCRLF
¥58
SEQrX
#5300
QuUTCH
ouTs

GETCH
#58

#1
XTEMP
SEQrX
XTEHF
SHHESG
XTEMF

CHKSEQ
#WIN-5T
FSTR
TRIES
#3FOQ
FRTLOW

#8530
OUTCH
TRIES
#80F
#3530
oUTCH
FONXT
PHXT
INCH
#°N
BEGIMN
(HON?
#5U-5T
PODATA
T
OUTCH
ouTs
INCH

#5331
AGAIN
57
AGATN

PAGE

FUT IN STRING
RETRIEVE ENTRY
PLACE AT HEAD
KICK COUNTER
Do 14 TIHES
CLEAR TRIES
CReLF

GET CHAR OF STRING
SET ASCII

FRINT IT

PRINT SPACE

COUNT DOWH

DO AGAIM

SET INDEX

SET FOR FIRST CHAR
SAVE

GET DIGIT

CHECk IWN ORDER

IF MOTr GO PRINT
HEXT DIGIT

ADVANCE FOINTER

GO CHECK REST

PRINT MESSAGE

GET TRY COUNT

HASK LOW

IF M5 0s DON'T FRINT

TO LS FLACE
ADD ASCII
FRINT IT

MASK OUT HIGH
ADD ASCII
FRINT IT
FRINT IT

HEXT HESG.
GET RESFONSE

FOINT TO HESG.
FRINT IT

PRINT & 7
AND A SPACE
GET A CHAR

STRIF ASCII
CHECK FOR <1
CHECK >¥%



SWITCH &502 FAGE 33

LOCN B1 B2 B3

0ZE1 4% FF EOR #5FF

O02E3 38 SEC

O2E4 47 08 ADC #358 SUBTRACT FROH B
OZE& AA Tax USE FOR INMDEX
G2E7 A0 0B LOY $8 SET ¥ IMDEX
O2EF BY 03 00 SWAP LDA SEQsY GET AN ENTRY
GQ2EC 48 PHA STORE

O2ED BS 03 LD#A SEQe X% GET OTHER
02EF 9% 03 00 5TaA SEQsY FUT IM PLACE
02F2 &8 PLA

02F3 95 03 5Th SEQ»X PUT DTHER IN FLACE
02FS 84 OD sTX XTEHP STORE FOR COMPARE
Q2F7 Ca 0D CPY XTEHF

02F% FO 046 BEQ INCTRY IF X=Ys DONE
0ZFE B8 DEY ADVANCE Y
02FC EB INX ADVANCE X
02FD C4 0D CPY XTEHP CHECK Y=X NOW
O2FF DO EB BME SWAF IF HOT» KEEP SWAPFPING
0301 FB INCTRY SED

0302 AS OC LD#A TRIES GET COUNT
0I04 &9 00 ADC $0 IMCREMENT
0308 85 OC 5ThA TRIES SAVE

0308 DA CLD

0309 4C 78 02 FRINT JHP FSEQ

¢30C oD 5T FCB $Dr3Ar0r0s0r0rd

0300 0A

030E QO

030F 00

0310 00

0311 00

0312 04

0313 53 FCC FSWITCH 4502+

0314 57

0315 4%

0314 54

0317 43

0318 48

0319 20

0314 346

031B 35

031C 30

0310 32

0I1E 04 FCB 4

03LF 54 FCC ITHE SEGUENCE IS#

0320 a8

0321 45

0322 20

0323 53

0324 45

0325 51

0324 55

0327 45

0328 4E

0339 43

032A 45



SWITCH

LOCH
Q3I2B
032C
Q32D
03I2E
Q3I2F
0330
0331
0332
0333
0334
0335
0334
0337
0338
0339
033A
Q33B
033C
033D
03I3E
033F
0340
0341
0342
0343
0344
0345
0344
0347
0348
2347
0348
Q348
034C
034D
034E
O34F
0350
0351
0352
0353
0354
0335
0354
0357

SYHEBOD

AGATH
INCH
WO
FONXT

4502

Bl B2 B3
20
49
53
04
20
53
57
49
54
43
48
04
53
55
43
43
45
53
53
20
4%
4E
20
04
20
54
52
4%
45
53
21
04
50
4C
41
59
20
a1
47
41
4%
4E
3JF
20
04

L TABLE:

o2Ch
020E
02CS
021F

FCB
=1 FCC

FCE

WIN FCC

FCB
FCC

FCB
FCC

FCE
END

BEGIN 0244
INCTRY 0301
OUTCH 0204
FHXT o228

4
¥ SWITCH#

4

#SUCCESS IN #

4

i TRIES!#

4

FPLAY AGAINT F

CHECK
INIT
ouTs
FRINT

028A
Q257
0204
0307

CHKSEQ
HIX
PCRLF
PRTLOW

0270
025F
o218
02AF

PAGE 34

GETCH
HON
FDATA
FSEQ

Q270
0214
0220
02vse



PSTR 0229
R1 0235
SWAF 02EY

OBJECT CODE:

P10
ilQ
P10
ilo
P10
il0
Flo
i1l
#10
P10
F10
il
ilo
10
P10
P10
P10
P10
F10
P10
i10
P08

P00

0200
0210
Q220
0230
0240
0250
0260
0270
0280
0290
02A0
02B0
02Co
02D0
Q2EQ
Q2F0
G300
0310
0320
0330
0340
0350

0016

s
20
BD
ac
00
20
33
&8
30
BS
AT
oc
02
0d
EC
03
EB
00
48
53
4E
41

4Cc
A
oc
20
&8
28
02
85
20
03
oC
29
ce
o2
49
00
Fg
o0
43
57
20
47

001&

FTEHF

SEQ

A4
1E
03
02
18
02
29
03
04
cS
29
oF
4E
20
FF
68
AS
04
20
49
04
41

02
Ad
cy
AT
&7
AT
QF
B8
02
oD
FoO
o9
Do
o4
38
73
oc
83
53
54
20
49

0Qo2
Q003
SWHMESG 02C8

AT
oz
04
o8
FF
o7
c?
Do
20
no
Fo
30
85
02
&%
03
&%
a7
43
43
54
4E

20
40
Do
48
Do
AZ
07
E?
04

el
e

09
20
&4C
20
08
B4
00
49
51
48
=2
aF

8é
00
F3
AS
EE
o8
BO
84
02
Eé
ah
04
14
QE
AR
on
85
54
55
04
49
20

i5

P2
ST

TRIES

-
-

ic
&0
o0
AS
75
F?
oCc
CaA
oD
A
02
02
02
Al
Ca
oc
43
45
53
45
04

20
Az
EB8
24
00
03
AR
20
10
ca
A
20
a2
38
o8
oD
ik}
48
4E
55
53

021C
030C
oooC

AD
00
8h
45
&0
B4
BS
18
F3
Do
44
1F
23
E?
B?
Fo
aC
20
43
43
21

021E

1E
FQ
48
Lele]
20
Ch
03
0z
A
F5
o7
02
20
31
03
04
78
34
43
43
04

RANMDOM 0233
START 0200

WIN

ad
04

bl
-

28
18
10
48
AZ
o8
A2
30
20
20
30
o0
a8
0z
33
20
43
S0

02
20
i8
24
o2
Fa
AS
o8
AT
2B
20
28
02
Fa

48

E8
on
30
49
53
4C

&0
08
0z
24
20
AD
03
BS
o1
20
[+1.
02
AT
ce
BS
ca
0A
a2
33
53
41

0337

8é
02
&8
01
28
10
?5
03
83
29
02
20
aF
oy
03
on
00
04
04
20
59

02
EB
Ak
26
Q2
20
03
oy
oD
02
AS
QE
20
BO
79
no
a0
54
20
49
20

RNDH 0000
SW 032F
XTEMF Q00D

0541
0484
D&F &
Q33E
0581
Q5CE
04642
05ES
Q4ac3
Q7Ce
05A3
0220
05D3
0534
0774
Q770
0553
Q33E
0419
0498
Q3IEV



ZMITCH

THE

]

- ) e B TN A D e

SUCCESS IH 17

Fue T g o o P P o e T T g o =

SEQUENCE 1%

L e e U e P e 0 3T B
Lo S VLTI T R I v S T
LR L T B AT TR YR |

Wl 0D 0D W W 0 e

Isd == =4 =) ~d TP %W R G

TFBTHT Tl b w b 0D
=i 30 3

FLAY AGATH? Y

TMITCH

THE ZEQLUEMCF [
"9V 142 38
ST 147 32R
RAZZ24a41 7S
STl 48 AR
TS 14232r%n
& 3241874
142267
2241 %Aa7 =
4 231 %ATEH
1 32 45R 72
212408678
¢l T aS5s 72
1 & 2a4a%&7%
SUCCESE IH 12 T
FLAY AGATMT Y

O o D Dol D D - -

—

=

£ 00 0 @ o D

bl LA LI 4 BT

-

EW]TCH?
SWITCHY
SWMITCH?
SUITCMT
SWITCHT

TEMTTIHT

TMITCH?
ST TCHT
SMITCH?
SMTTCH™
SMTTCH?
SMITCH?
EMITOHT

E3

SWITOHT
TIT TCHT
SkITTOH:
EWTTCHY
IMITCH?
SWMITCHT
SMITCHT
SWITEHT
SWITCH?
SWITCRT
SMITOHT
EM] TCH™

EE!

(R R SRR IEAR SEE I S SRR §

U TR PR T T TR B T

THITCH

THE

SEGUENCE I3

2374158298 ZTUITCH?
PG R 1 AT REAE SWMITOH®
H 22741539 SWITCH?
T2I2A 415829 SWITCHT
S 14822789 ZWTOH?
64 15 &3T7 89 SWITCH?
251 4AT RS SHITOWT
8231 4/7 849 SHITCHY
4 1 3 2S5AT &S ZHITCH?
231 aS5ATAES SUITCH?
32145 A7 R9 ZHITCH?
123456789

SUCCEZT IN 11 TRIF%!

FLAY RAGEATHT ¥

SMITCH

THE SEQUIENCFE 2
BT A1 AS 94 ZWUITCHY
95 el &7 2 2a ZWITOH?
4 2 RT7 A1 A% S INUITCHT
B34 721 A5 9 SMITCH?
SE& 1 274 389 SHITOHT
F21A%a4a 389 SUITEH?
4S5 A1 27 RS THNITORT
&5 4 21 AT 8 4A SWUITCH?
213485 &AT8a CUITOH?
1 2345 A7 5243

SUCCEZZ IM 9 TRIES!

PLAY ARATHT H

G T b o T de o de D0

LU S R TR



ACEY-DUCEY 4502

LOCH Bl E2 B3

Q000
0002
0003
00035
0007
o008

I EF TR TR TR EEEEEEEEE R REEE E S E R E E R E R B R BB E E B EEE B N NN

FAGE

COPYRIGHT (C» 1974 BY

TECHNICAL SYSTEHS CONSULTANTS
BOX 2574 W. LAFAYETTE IN 4770&

THIS PROGRAM IMPLEHENTS THE FOFULAR CARD
GAME ACEY-DUCEY. IT IS ASSUMED THAT THE
USER HAS AN I/0 TERMINAL AND ROUTIMES FOR
INPUTTING AND PRINTING OHM THAT TERMINAL.
THIS SOURCE LISTING IS SUFPLIED WITH AD-
DRESSES SET FOR THE KIM-1 HMONITOR. OTHER
USERS WILL PATCH THE ADDRESSES FOR OUTFUT.
INPUTy AND MOMITOR ENTRY AT 0209, 0Z211r AND
0214 RESPECTIVELY.

THE DBJECT OF THIS GAHE IS TO PLACE BETS
OM THE RELATIVE PROBABILITY OF THE OCCURENCE
OF & PARTICULAR CARD. THE COMPUTER DEALS
¥YOU YOUR FIRST TWO CARDS AND YOU FPLACE A
BET OM THE THIRD CARD BEING BETWEEN THE
FIRST TWO. THE LOW CARD IS 2 WHILE ACE (A2
1S THE HIGH CARD. THE THIRD CARD HUST NOT
BE EQUAL TO EITHER OF THE FIRST TWO CARDS
OR YOU LOSE. WHEN YOU ACCUMULATE $2000 YOU
WIN OR WHEN YOU LOSE ALL YOUR MOMEY ¥YOU LOSE.
DOLLAR AMOUNTS ARE ENTERED FOR THE BETS AND
HUST BE LESS THAM OR EQUAL TO THE MOMEY YOU
PRESENTLY HAVE. BETS ARE TERMINATED WITH A
CARRIAGE RETURN. OMWLY THE LAST 4 DIGITS
TYPED REMAINM AS THE BET. {(LEADING ZEROS NOT
REQUIRED) .«

BEFORE RUNMNING ACEY-DUCEY YOU MUST BE CER-
TAIN THAT RNDM AND RNDM+1 ARE NOT EOTH
ZERO. IF S0, SET OME OR BOTH TO SOHE
ZERD VALUE.

THE STARTING ADDRESS OF THIS FROGRAHM
I8 0200.

GODOD LUCK!
ORG Q
RNDM RHE 2
FTEHF RHEB 1
HONEY RHE 2
BET RHE 2
CARD1 RHE 1
CaARDZ2 RHE 1
*
x

a7



ACEY-DUCEY 4502

LOCH

Q200
0201
0204
0204
0208
0208
o200
020E
0210
0213
0215
0215
0218
0214
021C
Q21F
0220
0223
0225
0227
0228
0229
Q224
0228
022E
Q22F
0230
0233
0235
0234
0238
0239
023B
023C
023D
023F
0241
0242
0243
0245
0247
0247
0248
024B
024C
Q24D
024E
0250
0252

02355

0256
0257
0259
025C

Bl B2 B3

]
ac
AT
B&
20
ad
&0
B4
20
A
&0
o0
AZ
Fo
20
EB
BD
cy
oo
&0
EB
8A
a8
20
&8
Ak
4ac
a7
48
AS
2h
45
24
24
28
24
&8
ig
&%
oo
AS
&0
a8
44A
44
44
29
o9
20
38
&0
Az
20
18

h
20
02
Al
02

o2
SA
02

1c
o0
Q4
&

¥B

04
FS

18

20

o8

00

o0

01
o0

FF
EE
00

OF
30
04

17
29

1E

1E

0z
03

02

02

02

0z

START

ouTS
DUTCH

INCH

HOMN
FCRLF

p2
PONXT
FOATA

FNXT
FSTR

RANDOH
R1

ouTDL

OUTHNUM

FRTHON

ORG
CLD
JHF
LD#A
STX
JSR
LDX
RTS
STX
JER
LDX
RTS
FDE
LDX
EEQ
JSR
IHX
LDA
CHP
BNE
RTS
INX
TXA
FHA
JER
FLA
TaxX
JHP
LDA
FHA
LDA
RrOL
EDR
ROL
ROL
RrOL
ROL
FLA
cLc
ADC
BME
LDA
RTS
LSR
LSR
L5SR
LSR
AMND
OR#A
JS5R
SEC
RTS
LDX
JER
CLC

D> D

$200

BEGIN
.’

FTEHF
$1EAD
PTEHP

FTEHMF
$1ESA
FTEHF

$001C
#0

FDATA
ouTCH

ST X

¥4
P2

FCRLF
FDATA
8
RHNDH
RHDH

RHNDH+1
RHNDH

*SFF
R1
RNDH

#3F
#4300
OuUTCH

#YOU-5T
FSTR

FAGE

CLEAR DECIHAL HODE
GO TO BEGIMNING
LOAD A SFACE

GO PRINT
RESTORE

SAVE
GO GET CHAR
RESTORE

KIHM ENTRY FOINT

GO PRINT CR LF

FRINT CHAR

BUMF FOINTER

GET A CHARACTER
CHECK FOR END OF STRING
IF NOT» GO FRINT
DOKE

FOINT TO HEXT STRING
X TO A

SAVE

GO PRINT CR LF

GET OLD X

RESTORE

SET FOR 8 ITERATIONS
SAVE COUNTER
GET BYTE

XOR BITS 13 AND 14

GET TO CARRY
SHIFT BYTE

SHIFT SECOND BYTE
GET COUNTER

DECREHENT

IF NOT DONE» DO AGAIN

GET RANDOM BYTE
DONE

SET INDICATOR

FRINT MESG.

g



ACEY-DUCEY &302 FAGE 3%

LOCN Bl EZ B3

0250 AS 03 LDA HONEY

025F FO ©C BEQ CHXT2

02461 29 FO AND #¥3F0

02463 FO 03 BEQ CHNXT1

0265 20 44 02 JSR ouThL

0268 AT 03 CHXT1 LDA HONEY

0248 20 4E 02 FHXT1 JSR OUTHUH

0260 AT FO CHXTZ2 LDA $+3F0

02&F 25 04 AND HONEY+1

0271 BO 02 BCS FHXT2

0273 FO 03 EEQ CHXT3

0275 20 4A 02 FHRXT2 JSR ouTDL

0278 AS 04 CHXT3 LDA HONEY+1

0274 4C 4E 02 JHP OUTHUM FRINT MONEY (MO LEADING 0°S)
027D 20 18 02 BEGIN J5SR PCRLF

0280 20 28 02 JSR FHET FRINT REST OF HESSAGE
0283 A7 00 LD#A #0

0285 B85S 04 STh HONEY+1

0287 A7 01 LD#A #1

0289 85 03 SAVHON STaA HOMEY SET MONEY TO 100
0288 20 57 02 JSR FRTHON GO PRINT AMOUNT

028E AS 03 LDaA HONEY

0290 00 18 BNE HONLFT CHECK MONEY LEFT

02%2 AS 04 LD#A MOMEY+1

0274 DO 14 ENE MOMLFT CHECK MOHNEY LEFT

02946 A2 24 LDx #YOUR-5T

o278 20 2% 02 JER FSTR FRINT MESG.

0298 A2 3E CHEFPLA LDX #FLA-ST

029D 20 2% 02 J5SR FSTR ASK IF FLAY AGAIN
02A0 20 0E 02 JSR INCH GET AMSWER s
02A3 C7 4E CHF Lol

02A5 DO D& BHE BEGIN

02Aa7 &4C 146 02 WO JHF {MON} ELSE TO HONITOR

02AA AS 03 HONLFT LDA HONEY GET HS BYTE

02AC C? 20 CHF #3520 CHECK AGAINST 32000
02AE 0 OB BCC MXTRET CARRY CLEAR HNO WIN
02B0 A2 EBE LDX #CONG=-8T

02p2 20 2% 02 JER FSTR FRINT CONGRATS

0JBS5 20 2B 02 JSR FHXT HEXT HESG.

02p8 4C FB 02 JHF CHEPLA SEE IF PLAY AGAIN
0ZBE A2 4B NXTHET LDX $THE-ST

02BD 20 2% 02 JSR FSTR FRINT MESG.

02C0 20 91 03 JSR SELCRD PICK A CARD..ANY CARD
Q2C3 85 07 5ThA CARD1 SAVE IT

02CS5 20 75 03 JSR FRTCRD FRINT IT (GET MEXT»TOO)
02C8 CS 07 CHFP CARD1 CHECK IF BIGGER THAN FIRST
02CA BO OB BCS HICRD

02CC 48 FPHA

02CDh AT OF LDA CARD1

Q2CF 85 08 5TA CARDZ EXCHANGE ORDER

0201 &8 FLA

o202 a5 o7 STA CARD1 FUT BACK

0204 4C D? 02 JHF FTCRD

0207 85 08 HICRD 5ThA CaRD2 IF HIGHER» NO PROELEM

0209 20 75 03 FTCRD JSR FRTCRD GO PRINT CARD {(GET NEXT)



ACEY-DUCEY &502

LOCH
02DC
Q20D
Q2DF
Q2E2
02E4
02ES
02EB
O2ER
02EC
Q2EE
C2FO
Q2F2
D2F4
02F&
02FB
02FA
02FD
Q300
0302
0304
0304
0307
030%
030H
030D
0310
0312
0314
0314
0318
031A
031C
Q31E
0320
0322
0325
0328
032E
032D
032F
0331
0333
0336
0338
033B
0330
0330
0340
0341
0343
0345
0347
0349
034B
034D

Bl
48
A2
20
AT
85
85
20
38
E?
30
Ce
70
c?
Fo
AT
20
4ac
A2
0&
24
CaA
oo
03
85
4Cc
aAS
C3
Fa
70
BO
AS
C5
BO
A2
20
20
4ac
AS
oo
AS
0o
4AC
A2
20
&8
48
20
&8
C3
FO
F0
CS
70
Az
20

B2

&B
29
o0
05
04
0OE

30
04
08
oc
oo
18
arF
o4
i}
04
04
05

F%
04
04
E8
03
05
04
o8
11
04
0é
OB
7E
27
57
oo
05
o7
04
03
BB
AT
29

75

o7
04
04
08
15
78
29

B3

02

02

02
02

0z

02
o2

-
-

02

03

02

GETBET

GETDIG

ERROR

oK
BETLFT

EMDBET

TSTLOW

HOTENF

EHNUF

NXTCRD

TOOEAD

FHA
LI
JS5R
LD
SThA
5Th
JSR
SEC
SBC
BHI
CHF
BCC
CHF
BEQ
LDA
JSR
JHF
LD
ASL
ROL
DEX
BNE
OR#A
5TA
JHP
LD
CHFP
BEQ
BCC
BCS
LDA
CHFP
BCS
LDX
JSR
JSR
JHP
LDA
ENE
LDA
BHE
JHF
LDx
JSR
FLA
FHA
JSR
FLA
CHP
BEQ
BCC
CHFP
BCC
LI
JSR

#WHAT=5T
FSTR

0

BET
BET+1
INCH

#°0
ERROR
$10

OK
#sD-0
ENDBET
T
OUTCH
GETBET
+4
BET+1
BET

BETLFT
BET+1
EET+1
GETDIG
HONEY
BET
TSTLOW
HOTENF
ENUF
HONETY+1
BET+1
ENUF
#DONT=-5T
FPSTH
FRTHON
GETEBET
BET
HXTCRD
BET+1
HXTCRD
WXTBET
#YUR-ST
FSTR

FRTCRD

CARD1
TOOBAD
TOOBEAD
CARDZ
WINNER
#50R-5T
FSTR

FAGE

SAVE NEXT CARD
FRINT FROMPT
SET BET TO ©
GET CHAR

REMOVE ASCII
CHECK <0

CHECK -~%
CHECK FOR CR
PRINT QUIZZIER
GET AGAIHN
SHIFT IT OVER

4 TIHES
SOCK IT IN

CHECK IF ENUF
SPECIAL CASE

CHECK LOW HOMEY

FRINT NOT EHUF
FRINT WHAT'S LEFT
GET NEXT BET

GET BET

IF NOT © CONWT.

CHECK L5 BYTE
IF O« DON'T DEAL

FRINT HESG.
SAVE

GO PRINT
GET AGAIN

CHECK EQUAL
CHECK »>= CARD2

CHECK >CARD1 AND <CARD2

FRINT MESG.

40



ACEY-DUCEY 4502

LOCH
Q350
0352
0333
0354
0356
0358
035A
035C
0350
0360
03462
0345
0347
0348
0367
0I&6D
035D
03&6F
0371
0372
03735
0374
0378
0378
037C
037E
0380
0381
0383
0385
0384
oiga
03BE
038E
0371
0374
0396
0398
037hA
03%9E
037C
037D
03IFE
03IFF
030
03Al
03Aa2
03A3
03Adg
03AS
03ab
03A7
G3A8
03AT
03AA

Bl
AS
a8
Fa
ES
85
AS
ES
D8
ac
A2
20
AS
F8
i8
65
85
AS
&5
i
ac
18
&%
c?
90
A2
E®
38
E9
Fo
E8
1o
BD
20
20
20
29
c?
BO
&0
oD
oA
00
o0
00
00
04
41
43
45
=9
20
44
55
43
45

B2
04

b
04
03
o5

a9
E?
27
04

04
04
03
05

a9

32
34
OF
o0
iv

01
03

Fa
o1
08
04
33
oF
on
F7

B3

oz
1

o2

04
o2
a2
o2

WINNER

PRTCRD

ADVTEL

GOTTOK
FRTCR1

SELCRD

5T

LDA
SEC
SED
SEBC
5TA
LDA
SBC
CLD
JHF
LDX
JSR
LDA
SED
CLC
ADC
5TA
LD#A
ADC
CLD
JHFP
CLC
ADC
CHF
BCC
LDx
SBC
SEC
SBC
EEQ
INX
BNE
LDA
JSR
JSR
JER
AND
CHF
BCS
RTS
FCE

FCC

PAGE

HONEY+1
BET+1 TAKE EBET AMAY
HONEY+1
HOWEY
BET EVEN HORE
SET HMODE BACK
SAVHON GO TELL
FWIN-5T
PSTR
HMOMEY+1
BET+1
HONEY +1 ADD IT ON
HOMEY
BET
RESET HMODE
SAVHMON GO TELL HIH
$'2 SET 2=2
#'7+1 CHECK >%
FRTCR1
+0
$°9 TAKE OFF BIAS
¥1 SEARCH THE TABLE
GOTTOK
ADVTEL SAVE A& BYTE
CROTELsX GET LETTER
OUTCH PRINT CARD
ouTs AND A SPACE
RANDOH GET HUHBER
#5F HASK TOD EXPEDITE
#¥3D CHECK IN RANGE
SELCRD IF HOT» GET AMOTHER
DONE
$Dr$Rr0rQeOrOrd

#ACEY-DUCEY &502F

41



ACEY-DUCEY &502 FAGE 42

LOCHN B1 B2 B3

03AB 57

Q3IAC 20

03AD 34

03AE 35

03AF 30

03Bg 32

03Bl 04 FCE 4
03Bp2 59 You FCC FYOU HOW HAVE ##
03R3 4F

03p4 55

03RS 20

03R4 4E

Q3IR7 4F

0388 57

03T 20

03Ba 4B

03BE 41

03BC 54

O3B0 45

O3BE 20

O03IBF 24

03CO 04 FCB 4
03C1 59 YOUR FCC FTOUR HMONEY IS ALL GOME!#
03C2 4F

03C3 55

03Ca 52

03CS 20

03C4& 4D

Q3C7 4F

03C8 4E

03C? 45

03CA 57

03CE 20

O3ICC 49

03CD 53

03CE 20

O3ICF 41

0300 4C

0301 4C

o3n2 20

0303 47

0304 4F

0305 4E

0304 45

0307 21

03Da 04 FCE 4
030y 50 PLA FCC iFLAY AGAINT #
03Da 4C

030E 41

03DC S%

0300 20

030E 41

030F 47

03E0 41

03E1 4%
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