
Ex. 1032 
http://cadaver.homeftp.net/games/mwsrc.zip/player.s  
  

Kendyl Román Ex. 1032 1 of 37

1 ; ÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕͻ 
2 ;∫Move routines except for enemies                                             ∫ 
3 ; 
ÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕÕͼ 
4  
5 ;⁄ƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒĿ 
6 ;≥GETFIRECLICK                                                                 ≥ 
7 ;≥                                                                             ≥ 
8 ;≥Checks for the first frame where a firebutton is pressed                     ≥ 
9 ;≥                                                                             ≥ 
10 ;≥Parameters: -                                                                ≥ 
11 ;≥Returns: Carry=1 if pressed                                                  ≥ 
12 ;≥Modifies: A                                                                  ≥ 
13 ;¿ƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒŸ 
14  
15 getfireclick:   lda joystick 
16                 and #JOY_FIRE 
17                 beq gfc_not 
18                 lda prevjoy 
19                 and #JOY_FIRE 
20                 bne gfc_not 
21                 sec 
22                 rts 
23 gfc_not:        clc 
24                 rts 
25  
26 ;⁄ƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒĿ 
27 ;≥GETCONTROLS                                                                  ≥ 
28 ;≥                                                                             ≥ 
29 ;≥Takes controls from joystickport 2                                           ≥ 
30 ;≥                                                                             ≥ 
31 ;≥Parameters: -                                                                ≥ 
32 ;≥Returns: -                                                                   ≥ 
33 ;≥Modifies: A                                                                  ≥ 
34 ;¿ƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒŸ 
35  
36 getcontrols:    lda #$ff 
37                 sta $dc00 
38                 lda joystick 
39                 sta prevjoy 
40                 lda $dc00 
41                 eor #$ff 
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42                 sta joystick 
43  
44 ;⁄ƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒĿ 
45 ;≥SCANKEYS                                                                     ≥ 
46 ;≥                                                                             ≥ 
47 ;≥Reads keyboard. Ripped from Jukka TapanimÑki's C64 game programming guide.   ≥ 
48 ;≥                                                                             ≥ 
49 ;≥Parameters: -                                                                ≥ 
50 ;≥Returns: -                                                                   ≥ 
51 ;≥Modifies: A,X,Y                                                              ≥ 
52 ;¿ƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒŸ 
53  
54 scankeys:       lda #$ff 
55                 sta keyval 
56                 ldy #$07 
57 sk_rowloop:     lda rowbit,y 
58                 sta $dc00 
59                 ldx $dc01 
60                 cpx #$ff 
61                 bne sk_keyfound 
62                 dey 
63                 bpl sk_rowloop 
64                 lda #$ff 
65                 sta lastkey 
66                 rts 
67 sk_keyfound:    sty keytemp 
68                 ldy #7 
69 sk_getcol:      txa 
70                 and colbit,y 
71                 beq sk_colfound 
72                 dey 
73                 bpl sk_getcol 
74 sk_colfound:    ldx keytemp 
75                 tya 
76                 clc 
77                 adc rowval,x 
78                 cmp lastkey 
79                 beq sk_samekey 
80                 sta keyval 
81                 sta lastkey 
82 sk_samekey:     rts 
83  
84 ;⁄ƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒĿ 
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85 ;≥INITPLAYER                                                                   ≥ 
86 ;≥INITNEXTLIFE                                                                 ≥ 
87 ;≥                                                                             ≥ 
88 ;≥Initializes player in different ways. INITPLAYER resets lives & score,       ≥ 
89 ;≥INITNEXTLIFE inits energy.                                                   ≥ 
90 ;≥                                                                             ≥ 
91 ;≥Parameters: -                                                                ≥ 
92 ;≥Returns: -                                                                   ≥ 
93 ;≥Modifies: A                                                                  ≥ 
94 ;¿ƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒŸ 
95  
96 initplayer:     lda #$00 
97                 ldx #prevscore-score-1 
98 initplayerloop: sta score,x 
99                 dex 
100                 bpl initplayerloop 
101                 sta shpd 
102                 lda #$05 
103                 sta extracmp 
104                 lda #$03 
105                 sta lives 
106                 jmp inl_maxpower 
107 initnextlife:   lda #SHP_PLRRUN 
108                 sta shpt 
109                 ldx #$ff 
110                 stx shporg 
111                 inx 
112                 stx shpf 
113                 stx shpfd 
114                 stx shpsy 
115                 stx shpbits 
116                 stx firedelay 
117                 stx drunk 
118                 lda #150                ;Immortality for 3 seconds 
119                 sta shpimm 
120 inl_maxpower:   lda #PLR_MAXPOWER 
121                 sta shpp 
122                 rts 
123  
124 ;⁄ƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒĿ 
125 ;≥CHECKDEATH                                                                   ≥ 
126 ;≥                                                                             ≥ 
127 ;≥Initializes new life/ends game when out of lives.                            ≥ 
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128 ;≥                                                                             ≥ 
129 ;≥Parameters: -                                                                ≥ 
130 ;≥Returns: -                                                                   ≥ 
131 ;≥Modifies: A                                                                  ≥ 
132 ;¿ƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒŸ 
133  
134 isdead:         lda shpt 
135                 beq dead 
136                 cmp #SHP_PLRDEAD 
137 dead:           rts 
138  
139 checkdeath:     jsr isdead 
140                 beq chd_noskip 
141 chd_notyet:     rts 
142 chd_noskip:     inc deadcnt             ;Wait 200 frames after death 
143                 lda deadcnt 
144                 cmp #200 
145                 bcc chd_notyet 
146 chd_livesdec:   dec lives               ;Decrease lives 
147                 beq chd_gameover        ;Go to gameover if out of them 
148                 jsr leveltune_nocheck 
149                 jsr initnextlife 
150                 lda lastxl 
151                 sta shpxl 
152                 lda lastxh 
153                 sta shpxh 
154                 lda lastyl 
155                 sta shpyl 
156                 lda lastyh 
157                 sta shpyh 
158                 lda lastt 
159                 sta shpt 
160                 rts 
161 chd_gameover:   pla                     ;Jump directly out of the main loop 
162                 pla 
163                 jmp gameover 
164  
165  
166 ;⁄ƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒĿ 
167 ;≥MOVPLR                                                                       ≥ 
168 ;≥                                                                             ≥ 
169 ;≥Player move routines (running, jumping, ducking, climbing)                   ≥ 
170 ;≥                                                                             ≥ 
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171 ;≥Parameters: X:actor number (0)                                               ≥ 
172 ;≥Returns: -                                                                   ≥ 
173 ;≥Modifies: A,Y                                                                ≥ 
174 ;¿ƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒƒŸ 
175  
176 movplr_drunk:   lda drunk 
177                 beq movplr_notdrunk 
178                 dec drunkd 
179                 bpl movplr_nodd 
180                 lda #$08                        ;If player character has 
181                 sta drunkd                      ;drunk alcohol, use random 
182                 dec drunk                       ;controls 
183                 jsr random 
184                 and #JOY_LEFT+JOY_RIGHT 
185                 sta drunkrnd 
186 movplr_nodd:    lda joystick 
187                 beq movplr_notdrunk 
188                 and #JOY_UP+JOY_DOWN+JOY_FIRE 
189                 ora drunkrnd 
190                 sta joystick 
191 movplr_notdrunk:rts 
192  
193 movplr_run:     jsr movplr_drunk 
194                 lda shpbits,x                   ;Player jumping? 
195                 and #$01 
196                 beq movplr_nofly 
197                 jmp movplr_fly 
198 movplr_nofly:   jsr getcharpos                  ;Get char position 
199                 jsr getcharinfo 
200                 tay 
201                 and #CI_WALK                    ;Feet under ground? 
202                 bne movplr_nofall               ;If not, fall 
203                 lda #2 
204                 sta shpsy,x 
205                 jmp movplr_fall 
206 movplr_nofall:  lda joystick                    ;Ducking? 
207                 and #JOY_DOWN 
208                 beq movplr_noduck 
209                 tya                             ;Ladder? 
210                 and #CI_CLIMB 
211                 bne movplr_initclimb 
212                 lda #SHP_PLRDUCK 
213                 sta shpt,x 
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