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1032
z//cadaver _homeftp.net/games/mwsrc.zip/player.s

> ; 00006060000000000660600000000066600000000006660000000006660000000000066000000000000
z ;/Move routines except for enemies J

rrl 1000000000000600060000600000006000600060000000000060006000600060000000000000¢

W

i ffffffffffffffffffffffffffffrfrrffrrfffrffrrfrre
;>GETFIRECLICK

Checks for the first frame where a firebutton is pressed

wrwr o
\AR\V\Y

;2Parameters: -

;2Returns: Carry=1 if pressed

;>2Modifies: A

st FFFFfffffffrfffffrffffffffffrfffffrfrfffrfrfffrfrrffrfrrfferrrfefrrrreerreees

getfireclick: lda joystick
and #JOY_FIRE
beq gfc_not
lIda prevjoy
and #JOY_FIRE
bne gfc_not
sec
rts

gfc_not: clc
rts

VIV IV VIV IV IV

<

i fffffffffffffffffffrffffffffffffrrrfrfrffrffrrrrre
;>GETCONTROLS

Takes controls from joystickport 2

TR
(\AR\VAR\Y

;2Parameters: -

;2Returns: -

;2Modifies: A

s Fffffffffffrffffffffrffffrfffrffrfrfrfrefefrfrfrefefrfrerefefrererefefrevrere

getcontrols: lda #$ff
sta $dc00
lda joystick
sta prevjoy
Ida $dc00
eor #$ff

VIV IV IVIVIVIV

<
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>0

1032
z//cadaver _homeftp.net/games/mwsrc.zip/player.s

> z sta joystick

.'-Um ST f i rfrfrffrfrffrfrffrfrfiffrfrfirfififfrfifffrfififrififfre

and colbit,y

beq sk_colfound

dey

bpl sk _getcol
sk_colfound: ldx keytemp

tya

clc

adc rowval,x

cmp lastkey

beq sk_samekey

sta keyval

sta lastkey
sk_samekey: rts

T fffffrffrffrffrffrffrffefrrfrefrefrefrefrefrefrefrefrefrefrffrefrefrffre
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; 2SCANKEYS >

:z: I T2 >
;>Reads keyboard. Ripped from Jukka TapanimNki®s C64 game programming guide. >
1> >

= ;>Parameters: - >

8 ;>2Returns: - >

c ;2Modifies: A,X,Y 2

§ s EFFFffffffffffffffffffrffffffffffffffffffffrfrfrrrfrfrrfferrrfefrfrfrfrrfrfeey

) scankeys: Ida #$Ff

g sta keyval

= Idy #$07

c sk_rowloop: lda rowbit,y

+ sta $dc00

& ldx $dcO1

2 cpx #$TF

% bne sk_keyfound

= dey

2 bpl sk_rowloop

= lda #$ff

o sta lastkey

a4 rts

z sk_keyfound: sty keytemp

® Idy #7

g sk_getcol: txa

%

=
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— 1032
J z//cadaver _homeftp.net/games/mwsrc.zip/player.s

>z ;2INITPLAYER

;2INITNEXTLIFE

A ;2
r" ;2Initializes player in different ways. INITPLAYER resets lives & score,

Z_I ;2INITNEXTLIFE inits energy.
T2

;2Parameters: -

;2Returns: -

;>Modifies: A

S fffrffffffrfrfrfrfrffrerfrfrfererererfrfererererrrfefererereree

initplayer: Ida #$00

ldx #prevscore-score-1
initplayerloop: sta score,x

dex

bpl initplayerloop

sta shpd

Ida #$05

sta extracmp

Ida #3$03

sta lives

Jmp inl_maxpower
initnextlife: lIda #SHP_PLRRUN

sta shpt

ldx #$FF

stx shporg

inx

stx shpf

stx shpfd

stx shpsy

stx shpbits

stx firedelay

stx drunk

lda #150 ;Immortality for 3 seconds

sta shpimm
inl_maxpower: lda #PLR_MAXPOWER

sta shpp

rts

VvV IVVIVIVIVIVIVIV

<
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T frfffffffffrffffffrfrfrfffrffrrffrrffrferrferrferrefrfefrfrrre

; 2CHECKDEATH

T2

;2Initializes new life/ends game when out of lives.
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1032

z//cadaver _homeftp.net/games/mwsrc.zip/player.s

->
;2Parameters:
;2Returns: -

;>Modifies: A
sefFffffffffffrffffffrfrffffrfffrffffrfrfrefefrfrfrefefrfrerefefrfrerefefrerere

isdead:

dead:
checkdeath:

chd_notyet:
chd_noskip:

chd_livesdec:

chd_gameover:

A ffffffffffffffffffffrrffrffffefffrrfrfrfrrrfrrfrre

;2MOVPLR
32

T2
[ Roman

Ida
beq
cmp
rts

jsr
beq
rts
inc
lda
cmp
bcc
dec
beq
jsr
Jjsr
lda
sta
lda
sta
lda
sta
lda
sta
lda
sta
rts
pla
pla
imp

shpt
dead
#SHP_PLRDEAD

isdead
chd_noskip

deadcnt
deadcnt

#200
chd_notyet
lives
chd_gameover
leveltune_nocheck
initnextlife
lastxl

shpxl

lastxh

shpxh

lastyl

shpyl

lastyh

shpyh

lastt

shpt

gameover

;Wait 200 frames after death

;Decrease lives
;Go to gameover if out of them

;Jump directly out of the main loop

;2Player move routines (running, jumping, ducking, climbing)

Ex. 1032
0004
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>0
1032
z//cadaver _homeftp.net/games/mwsrc.zip/player.s

I’ ;2Parameters: X:actor number (0)
z ;2Returns: -
mm ;2Modifies: A,Y
s FFFFfffffffrfffffrffffffffffrfffffrfffffrfrfffrfrrffefrrfferrrfefrrrfrerreees

Z I movplr_drunk: lda drunk

beq movplr_notdrunk

Vv v v

<

dec drunkd

bpl movplr_nodd

Ida #3$08 ;1T player character has
sta drunkd ;drunk alcohol, use random
dec drunk ;controls

Jjsr random

and #JOY_LEFT+JOY_RIGHT

sta drunkrnd
movplr_nodd: lda joystick

beq movplr_notdrunk

and #JOY_UP+JOY_DOWN+JOY_FIRE

ora drunkrnd

sta joystick
movplr_notdrunk:rts

movplr_run: Jsr movplr_drunk
lIda shpbits,x ;Player jumping?
and #3$01
beq movplr_nofly
Jmp movplr_fly
movplr_nofly: Jsr getcharpos ;Get char position
Jsr getcharinfo
tay
and #CI_WALK ;Feet under ground?
bne movplr_nofall ;1F not, fall
Ida #2
sta shpsy,x
Jmp movplr_fall
movplr_nofall: [Ida joystick ;Ducking?
and #JOY_DOWN
beq movplr_noduck
tya ;Ladder?
and #CI1_CLIMB
bne movplr_initclimb
Ida #SHP_PLRDUCK
sta shpt,x
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