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Page | 9-264-85 FILE: GAME-OV.CMP -- BINARY SYSTEMS k
0 3
0 ( GAME-QV ------- DVERLAY PREFIY -=--r-——rem—-oce=e 7-11-85) ( GAME OPTIONS - VARIABLES 9-26-85)
1 Vi LMARE ( left margin)
2 VOCABULARY BAME IMMEDIATE V: RMARG { right margin)
3 120 OPEN-OVERLAY Vi TMARE { top margin
4 BAME DEFINITIONS Vi BMARG { bottom margin)
5 Vi CHARHEIGHT ( height of character)
6 2500 TRANS-ALLOT ( allot space for heads) Vi CHARWIDTH  ( width of character)
7 V: LINESPACING ( pixels between lines)
8 NEWT-DP V: CPL { characters/line)
g Vi LPS { lines/screen)
10 Vi $ADDR { string address)
i Vi SLEN { length of string)
12 Vi #LINES { number of lines string occupies)
13 Vs SUBSADDR  ( substring address)
14 V: SUBSLEN { substring length)
15
i -
0 ( GAME OPTIONS - CONSTANTS 9-26-85) ( GAME OPTIONS - '$ ¥CPL #LPS 9-26-85)
1 0 C: KRNBLK { base block for kernal image)
2 &4 C: DSPBLK ( base block for display imagel HEAD: '$ ( addr cnt -- \ set current string)
3 80 C: RTNBLK ( base block for return stack ieage) T: $LEN ! $ADDR ! T;
4 B1 C: PRMBLK ( base block for parameter stack!
5 82 C: ARRBLK ( base block for array data) HEAD: ¥CPL ( -- \ coampute characters/linel
6 4 C: ROROP { % bytes to drop from the return stack) T: RMARG @ LMARG & - CHARWIDTH & / CPL ! T;
7 0 C: SODROP ( 4 bytes to drop from the parm stack)
B 2y ko 5 HEAD: #LPS ( -- \ compute lines/screen)
¥ ypeT | XBLT KOAMODE ) LALT, WBLT AL, BT T: TMARG @ BMARG @ - CHARHEIGHT @ LINESPACING & + / LPS ! T3
10 Gowr oL
i1
12
13
14
15
2 3
0 ( GAME OPTIONS - VARIABLES §-24-85) ( GAME OPTIONS - 7BL(- 9-26-85)
1 \ V= ESC-EN { ESC key enable flag)
2 \ V= ESC-PFA { pfa of current escape invoked routine) HEAD: 7BL{- ( addr -- addr’ \ given address, end 1f space else)
3\ V= [#CACHE] { % of cache butfers possible) T: ( decrement until a blank space is encountered)
4 V: [BCACHE] { start of cache space address) BEBIN
5 V: RESUME { resuse play flag) DUP C& BL = NOT
b V: TIMESTAMP { save version identifier) WHILE
7 V: RTNTEMP BO ALLOT ( temp return stack spacel
8 V: NSYSK { new memory size in k bytes) REPEAT T;
9 V: CKSUM { check sum accumulator)
10 ¥ 'TYPE-BAK ( Tye€ vEexolk Ghuchf
(1 y: ‘EMT-RAk  ( GmT vReok 'Ar.’k.a’)
(7 V: BursCe-BAK ( wuspLay BuFER Sgg BACK uf)
1 V! ‘“scy‘r—shk C '- g Coupyr " 3y
( i YrAG. 1 )



Page 2 9-26-85 FILE: GAME-OV.CMP -- BINARY SYSTEMS
b §
0 ( GAME DPTIONS - #4LINES §-26-85) ( GAME OPTIONS - .FORMAT BORDERMARGINS 9-26-85)

|
2 HEAD: BALINES ( -- \ compute number of lines will be occupied) HEAD: .FORMAT ( addr count -- \ plot center formated string)

3 T: ( by the current string} T: '$ $CPL 4LPS

4  $ADDR @ SUBSADDR ! JBLINES T3

5 1 BLINES ! { count initialized)

5 BEBIN HEAD: BORDERMARGINS

7 SUB$ADDR & CPL @ + DUP T: 20 LMARG ! 140 RMARG '

8 $ADDR @ $LEN @ + ¢ 40 BMARE ! 150 TMARE !

5 WHILE 3 LINESPACING !

10 7BLL- { address.of.linebreak.blank --} 9 CHARHEIGHT ' & CHARWIDTH ! T

11 1+ SUBSADDR !
12 1 4LINES +!
{3 REPEAT DROP T;

14
15
1 10
0 ( GAME OPTIONS - ¥YBLT BXBLT .SUB$ 9-26-83)
{
2 HEAD: #YBLT ( -- \ compute initial line location for current )
3 T: @ text message so that the message is centered)
4 BBLINES
S LPS @ SLINES @ - 2/ CHARHEIGHT @ LINESPACING & + # NEGATE
b THARG & + YBLT ' T;
7
8 HEAD: #XBLT ( -- \ compute x location for current substring)

9 T: ( such that the current substring is centered)

10 YBLT @ 900 YBLT ! 0 XBLT ! SUBSADDR @ SUBSLEN & TYPE
LI YBLT ! RMARG @ LMARG & + 2/

12 XBLT @ 2/ NEGATE + XBLT ' T

13

14 HEAD: .SUB$ ( -- \ plot centered substring)

15 T: #XBLT SUBSADDR @ SUBSLEN @ TYPE T;

] 11

0 ( GAME OPTIONS - .#LINES 9-24-85)
| HEAD: #LINES ( -- \ plot current string as center forsated)
2 T: #YBLT

I $ADDR @ SUBS$ADDR '

4 BEGIN

5 SUBSADDR @ CPL @ + DUP
b $ADDR @ SLEN & + U(

7 WHILE

] 7BL<- ( address.of,linebreak.blank --)
9 SUBSADDR @ -

10 SUBSLEN ' ,SUBS$

11 CHARHEIGHT & LINEGPACING @ + NEGATE YBLT +!

12 SUBSLEN @ 1+ SUBSADDR +'

13 REPEAT DROP

14  $ADDR @ $LEN @ + SUBSADDR @ - SUBSLEN ' .SUBS T;

13
Ve ¥ e



Page 3 5-26-85 FILE: GAME-OV.CHMP --
12

0 ( GAME OPTIONS - ERASEWIND ERASELINE .PAGE 9-26-83)
1

2 HEAD: ERASEWIND ( -- \ erase text in display window)

3 T: COLOR @ 150 20 40 140 BLACK POLY-WINDOW-FILL 'COLOR T;

4

5 HEAD: ERASELINE { -- \ erase text below display window)
6 T: COLOR @ 17 20 5 159 BLACK POLY-WINDOW-FILL 'COLOR T;
7
8

HEAD: .PAGE
§ T: BORDERMARGINS ERASEWIND >ZFONT .FORMAT T
10
11
12
13
14
15

( GAME OPTIDNS - BORDER -26-85)

0
|
2 HEAD: BORDER ( -- \ display standard interface border with )
3 T: ( Interstel logol

4 WHITE 'COLOR

3 5 155 10 160 LLINE 10 {860 150 160 LLINE
& 150 160 155 155 LLINE 155 155 155 23 LLINE
7 155 25 150 20 LLINE 150 20 20 20 LLINE
8 20 20 17 23 LLINE 17 23 17 30 LLINE
§ 17 30 14 3J3ILLINE 14 33 8 33 LLINE
10 B 33 5§ JALLINE 5 36 5155 LLINE
11 5 29 COLOR @ ,1LOGO T;

12
13
14
15
14
0 ( GAME OPTIONS - PRESSANY ,GAMEOPS 9-26-85)
{
2 HEAD: PRESSANY ( -- \ display message below border!}
3 T: )2FONT 20 17 POS. ERASELINE
4 " PRESS ANY KEY TO CONTIMUE" »OFONT KEY DROP T;
5
& HEAD: .GAMEOPS ( -- \ display message below border)
7 T: >DISPLAY DARK BORDER
8 SIFONT 46 171 POS. ." BAME" 10 XBLT +' ," OPTIONS®

9  JZFONT 39 17 POS. ." SELECT AN OPTION®

10 34 120 POS. ." 1. SAVE GAME"

it 34 100 POS, ." 2. RESUME GAME®

12 34 80 POS. .* 3. CONFIGURE SYSTEM® JOFONT T;
13

14

—
o

BINARY SYSTEMS
13
{ GAME OPTIONS - .LOADGANE .SAVEGAME 9-26-83)
HEAD: ,LOADBAME ( -- \ display load game disk message!)
T: >IFONT 53 171 POS. ." STARFLIGHT"
* PLEASE INSERT A COPY OF THE GAME DISK INTO DRIVE A.®
.PAGE PRESSANY T;

HEAD: .SAVEHEAD ( -- \ display save game header message)
T: >IFONT 53 171 POS. .* SAVE® 10 XBLT +! ." GAME" >OFONT T;

HEAD: .LOADHEAD ( -- \ display load game header message)
T: >IFONT 53 171 POS. ." LOAD"™ 10 XBLT +' .* GAME"™ )OFONT T;

i6

17
{ GAME OPTIONS - ERROR1 BLINK 5-26-83)

HEAD: .ERRORL ( -- \ display load game disk message)
T: " PLEASE REMOVE THE GAME DISK.® .PAGE T

HEAD: BLINK ( pfa n -- \ blink blue to white n times}
T: 0 DO BLUE !COLOR DUP EXECUTE
WHITE 'COLOR DUP EXECUTE LOOP DROP T



Fage 4 9-26-85 FILE: GAME-OV.CHMP -- BINARY SYSTEMS

18 21

0 { GAME OPTIONS - 7GAMEDSK 'TIMESTANP TME)DISK 9-26-85) ( GAME OPTIONS - . INSERTLOAD 9-26-83)
1 HEAD: .INSERTLOAD ( -- \ display load save disk message) T:

2 HEAD: ?TIMEDISK ( -- t \ does loaded disk match timestasp?) “ PLEASE REMOVE THE GAME DISK AND INSERT THE SAVE DISK INTQ DR
3 T: EMPTY-BUFFERS 359 BLOCK 1012 + @ TIMESTAMP @ = T; IVE A." .PAGE T;

4 HEAD: REMOVEGAMEZ { -- \ make sure game disk 1s reaoved!

5 HEAD: 7GAMEDSK  -- t \ 15 the current game disk loaded?) T: BEGIN

& T: 7TIMEDISK 7BAMEDSK ( check for removal of gase disk)
7 359 BLOCK 1008 + & 23040 = AND T; WHILE

B HEAD: 'TIMESTAMP BEEP ' .INSERTLOAD 1 BLINK ( if game disk still in, beep)
§ T: { --\ take the 1o word of the real time clock) PRESSANY
10 ( and store it into the variable TIMESTAMP; 0 not allowed) REPEAT T;

11 TIME 2+ @ 70UP 0= IF 2 THEN TIMESTAMP ' T;

12 HEAD: INSERTLOAD ( -- \ insert the save disk for loading)

13 HEAD: THE)DISK ( -- \ write the timestasp to the disk) T: .INSERTLOAD PRESSANY

14 T: ( NDTE: virgin play disk has 0 in tisestamp field! REMOVEGAME2 { check for removal of gaee disk)
15  TIMESTAMP & 359 BLOCK 1012 + ' SAVE-BUFFERS T; LOADSAVE T; ( check for matching save disk)

19 22

0 ( GAME OPTIONS - ,INSERTSAVE REMOVEGAME 3-26-85) | GAME OPTIONS - .CKSUMERROR SAVECHK 9-26-83)
!

7 HEAD: . INSERTBLANK ( -- \ display remove game disk message) T:  HEAD: .CKSUMERROR ( -- \ warn user of checksum error)

I * PLEASE REMOVE THE GAME DISK AND INSERT A BLANK FORMATTED DIS T: ERASELINE BEEP

4 K FOR DATA STORAGE INTO DRIVE A." .PAGE T; * SAVE DISK CONTAINS BAD DATA. PREPARE TO EXIT." .PABE

5 PRESSANY PAGE BYE T

& HEAD: REMOVEGAME ( -- \ make sure game disk 1s removed)

7 T: BEGIN HEAD: SAVECHK ( -- \ warn user gase not saved)

8 7BAMEDSK { check for resoval of gamse disk) T: 359 BLOCK 1016 + @ NOT

9 WHILE IF ERASELINE BEEP

10 BEEP ' .INSERTBLANK ! BLINK ( 1f gase disk still in, beep) * GAME IN PROGRESS NOT SAVED. PREPARE TO EXIT" .PAGE
11 PRESSANY PRESSANY PAGE BYE
12 REPEAT T; THEN T3

13

14 HEAD: INSERTBLANK ( -- \ insert a blank disk for game storage)
15 Tt .INSERTBLANK PRESSANY REMOVEGAME T;

20 23
0 ( GAME OPTIONS - .ERRORZ LOADSAVE 9-26-85) [ GAME OPTIONS - LDADGANME 9-26-83)
1
2 HEAD: .ERROR2 ( -- \ feedback if correct save disk not loaded) HEAD: .ERRORI ( -- \ display re-load game disk message)
3 T: " INSERT THE CORRECT SAVE DISK INTO DRIVE A." .PAGE T; T: * RE-INSERT THE GAME DISK INTO DRIVE A." .PAGE T;
4
5 HEAD: LOADSAVE [ -- \ make sure right save disk is loaded) HEAD: LOADGAMEDSK ( -- \ make sure game disk is loaded)
b T: BEGIN T: BEGIN
7 ITIMEDISK NOT { check for matching save disk) 7BAMEDSK NOT ( check for removal of game disk)
g WHILE WHILE
9 BEEP ' .ERRORZ ! BLINK ( if save disk not in, beep) BEEP ' .ERRORI | BLINK ( if game disk not in, beep)
10 PRESSANY KEY DROP
11 REPEAT T; REPEAT T;
12
13
14
15



Page 3 9-26-85 FILE: GAME-OV.CMP -- BINARY SYSTEMS
24 27

0 ( GAME OPTIONS - .INSERTGANE 9-26-85) ( GAME OPTIONS - ESCDISABLE ESCENABLE OFFCACHE ONCACHE 9-25-83)

1

7 HEAD: .INSERTGAME ( -- \ display load game disk message) T: HEAD: ESCDISABLE

3 " PLEASE REMOVE THE SAVE DISK AND RE-INSERT THE GAME DISK INTO T: ( -- \ turn off escape key path to game options)

4 DRIVE A." .PAGE ESC-EN OFF T3

5 PRESSANY HEAD: ESCENABLE

&  LOADGAMEDSK T;  ( check for game disk reload) T: (== \ turn on escape key path to game options)

7 ESC-EN ON T;

8

9 ( install number of cache blocks in variable (#cache] during}

10 . { configure-systea)

8 HEAD: OFFCACHE ( -- \ turn cache mesory off)

12 T: #CACHE OFF CACHE-BEGIN DUP @ [BCACHEI ' OFF CACHE-HEAD OFF T;

13

14 HEAD: ONCACHE ( -- \ turn cache memory back on)

15 T: [¥CACHE] @ SCACHE ' AUTO-CACHE EMPTY-CACHE T;
25 28

O ( GAME OPTIONS - .KEYTORESUME 9-26-85) ( GAME OPTIONS - CHECKSUM 9-26-839)

{

7 HEAD: .KEYTORESUME ( -- \ display press key to resume message)  HEAD: CHECKSUM ( addr count -- \ accum a check sum given)

3 T: " PLEASE PRESS ANY KEY TO RESUME THE GAME IN PROGRESS." Tt ( memory start and byte count)

4 PABE PRESSANY T3 0 DO DUP [ + C& CKSUM +' 1 /LOOP DROP T;

5

L.

7

8

9

10

11

12

13

14

15
26 29

0 ( GAME OPTIONS - PRESERVEDISPLAY RESTOREDISPLAY 9-246-835)

|

2 HEAD: PRESERVEDISPLAY ( preserve current display!} {6

3 T: DBUF-SEG @ O [BCACHE] & 0 16384 LCMOVE T; Q‘y

4

5 HEAD: RESTOREDISPLAY { move picture froa cache to display) ;\@

& T: [BCACHE] @ 0 DBUF-SEG @ 0 14384 LCMOVE T3 Q’\

7 b

8

9

10

11

12

13

14

15
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b 9-26-85 FILE: GRME-DV.CHP

30

BAME OPTIONS - .LOADING .LOADED 3-24-85)
£AD: .LOADING ( -- \ display message to user)
: ERASELINE

* LOADING GAME..." .PAGE

S5 17 PDS. ." PLEASE WAIT® >OFONT T;

HEAD: .LOADED

t [ -- \ gase save complete, wait for key then exit)
ERASELINE d
" ...GAME LOAD COMPLETE." .PAGE
PRESSANY T;

i

GAME OPTIONS - .SAVING DONE §-26-85)

HEAD: .SAVING ( -- \ display sessage to user)

:+ ERASELINE
" SAVING GAME..." .PAGE
55 17 POS. ." PLERSE WAIT" )OFONT T;

EAD: DONE { -- \ game save cosplete, wait for key then exit)

T: ERASELINE

* BAME SAVE COMPLETE. REMOVE THE SAVE DISK AND PREPARE TO EXIT
" .PABE

PRESSANY DARK BYE Ty ( exit to system)

32

GAME OPTIONS - FRMSAV PRMLOD 8-28-85)

CREATE PRMSAV ( addr -- \ save parm stack image at addr)

[ with the parameter stack pointer in the format:)

i Tspll 1000 bytes-------- J(-sp0)

HERE DUP 2- ' MEX SBC, B89 C, 27C, 43C, 43 C, 56 C, 57 C,
BB C,FBC,BBC, 36C, 50 ,B1C,EEC, EBC, 03C, BYEC,

EBC, 03C,F3C, A4 C,5FC,5EC,ADC,BBC, DBC, FFC,

7 C,

CREATE PRMLOD ( addr -- \ given addr of parm stack image)

{ move it to the stack area and load the parm stack pointer)
HERE DUP 2- ' SBC, BB C, 27 C, 43C, 43C, 89C, 76 C, FEC,
B9 C, 7EC, FCC, BB C, F3C, FAC, IEC, 07 C,

BB C, JEC, SP0 , 81 C, EF C,
E8C,03C,B9C, EBC, 03C, F3C, M4 C,03C, 26C, " SDROP ,
BBC,7C, FEC,BBC, 7EC,FCC, FBC, ADC, BB C, DB C,

FF C, 27 C, DECIMAL
—~

BINARY SYSTEMS

33
( GAME DPTIONS - RETSAV RETSAV 8-26-65)
HEX
CREATE RETSAV ( addr -- \ save return stack image at addr)
{ with the current return stack pointer in the format:)
( rpll 80 bytes 1¢-r0) HERE DUP 2- !
sBC,89C,2FC,43C, 43C,56C,57C,8BC,FBC,8BBC,
3%C,RO,83C,EEC,S0C,B9C,50C, 00C, FIC, A4 C,
SFC,SEC,ADC,BBC,D8C, FFC, 27 C,
CREATE RETJMP ( addr -- \ given addr of return stack image)
{ move it to the return stack and jump to next word]
HERE DUP 2- ' FAC, 1EC, 07 C,
sBC,BBC, 2FC, 43C, 43C, 8BC, F3C,57C,8BC, 3EC,
RO ,83C,EFC,50C,B89¢C,50C, 00C, FIC, A4C, 5FC,
03C,26C, "ROROP , BB C, 78C,00C, 45¢C, 45 ¢C, FBC,
ADC,BBC,D8BC, FF C, 27 C,
DECIMAL

4
( BAME OPTIONS - .RS testing words 7-1-85)
exit
V= RBASE
V= RO
V= RP’
: RS ( addr -- \ duap return stack image nases at addr)
DUP RBASE !

DUP 82 + RO !
RO @ SWAP B - RO' @ SHAP - RP" !
BEGIN
RP' @ RO" & = NOT
WHILE
RP" @& ZRP' ¢!
2- @ 2+ NFA CR ID.
REPEAT

35

( GAME OPTIONS - IDISK 9-26-85)
HEAD: iDISK ( mes-seq mem-offset hase-blk #bytes tf -- \)
T: ( move data to/from memory to disk, tf=1--)disk |
YR DUP 0 1024 U/MOD { mseq moff bblk #b rem blks -- tf)
SWAP IF 1+ THEN [ mseg moff bblk #b blks' -- tf)
7DUP IF 0 DO
4 PICK I 64 # + 4 PICK
805 5 PICK I + BLOCK 20VER 20VER
J NOT IF 25WAP THEN
9 PICK 1024 UMIN LCHOVE
J 1F UPDATE THEN
5 PICK 1024 UMIN CHECKSUM
DROP 2DROP 1024 -
LooP
I IF SAVE-BUFFERS THEN
THEN R> DROP ZDBQE‘2DROP T:
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5
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7
8
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10
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9-26-85 FILE: BAME-OV.CHP
36

{ GAME DPTIONS - (DISK >DISK 9-26-85)
HEAD: <DISK
T: ( mem-seg sem-offset base-blk #bytes -- \ move datal

{ froe disk to memory)

0 IDISK Ty

HEAD: »DISK

Tt ( mem-seg mea-offset base-blk #bytes -- \ move data)
{ from meaory to disk)

I IDISK T3

37

{ BAME OPTIONS - ARRODISK DISK)ARR §-26-835)
HEAD: ARRIDISK { -- \ move array image to save disk)
T: LFSEG @ O ARRBLEK
5YSK @ 64 & |- LFSEG @ - [b#
2DISK T;

( seg otf blk #bytes --)

HEAD: DISKDARR { -- \ load array image from save disk)
Tt LFSEG @ 0 ARRBLK
SYSK @ b4 # |- LFSEG & - [4#
(DISK T;

{ seqg off blk #bytes --)

&1:}

{ GAME OPTIONS - DSPDISK DISK»DSP 9-26-83)
HEAD: DSP)DISK ( -- \ move display image fros teaporary
: ( location in cache to save disk)
[BCACHE] @ 0 DSPBLK 16 1024 ¥ )DISK T;

HEAD: DISKODSP ( -- \ move display image from save disk to
T: ( temporary location in cache)
(BCACHE] & 0 DSPBLK 14 1024 ¥ (DISK T;

BINARY SYSTEMS
39
{ GAME OPTIONS - DISK)KRN KRN>DISK §-26-85)

HEAD: DISK)KRN ( -- \ move kernal thru OVA from save disk)
T: @05 [BOO KRNBLK OVA & 1800 - <DISK T:

HEAD: KRNXDISK ( -- \ move kernal thru OVA to save disk)
T: €DS 1800 KRNBLK OVA & 1800 - »DISK T;

40

( GAME OPTIONS - RTN)DISK DISKMRTH PRMMDISK 9-24-85)
HEAD: RTNDISK ( -- \ save return stack to disk)
T: RTNBLK BLOCK RETSAV UPDATE SAVE-BUFFERS T;

HEAD: DISKXRTN

Tt (== \ get return stack from disk and move it to)
{ return stack tesp array)
RTNBLK BLOCK RTNTEMP 82 CHOVE T;

HEAD: PRMXDISK ( -- \ save parm stack to disk)
T: PRMBLK BLOCK PRMSAV UPDATE SAVE-BUFFERS T;

HEAD: DISK)PRM ( -- \ get parm stack from disk)
T: PRMBLK BLOCK PRMLOD T;

4
( BAME OPTIONS - DATASAVE 9-26-85)

HEAD: DATASAVE ( -- \ save gase image data to disk)
T: .SAVING give user message)

{
CKSUM OFF { initialize checksum)
THEXDISK ( timestamp to disk)
KRN>DISK ( save kernal thru oval
DSP>DISK ( save display imagel
ARRDISK ( save data arrays to disk)
PRMDISK { save paraseter stack to disk)
RTN)DISK ( save return stack to disk)

CKSUM @ 359 BLOCK 1014 + ' ( save checksua)
0 359 BLOCK 1008 + ! ( clear signature)
UPDATE SAVE-BUFFERS T;



Page B l 19/ 9-26-85 FILE: GAME-OV.CHP -- BINARY SYSTEMS
/ 42

0 ( GAME QPTIUNS - SETSAVE CLRSAVE 9-26-85)
1

2 HEAD: BETSAVE { -- \ set game-saved flag)

In |BLOCK 1016 + ON FLUSH T3

4

5 HEAD: QLRSAVE ( -- \ clear pame-saved flag)

6 T: y(mBLGCK 1016 + OFF T

7

8

§
10

i1
12
13
14

15

43

0 ( GAME DPTIONS - DATALDAD §-26-85)
1

2 HEAD: DATALDAD ( -- \ load game image data to memory)

3 T: .LDADING { give user message)

4 CKSUM OFF { initialize checksua)

5  EMPTY-BUFFERS

& DISK)KRN { load kernal thru oval

7 DISK}DSP { load display image)

8 DISK)ARR { load data arrays)

9 DISKPRM { load parameter stack)

10 DISK)XRTN [ load return stack to RTNTEMP)

i1 CKSUN & 359 BLOCK 1014 + @ = { cap check sum)

12 IF .LOADED

I3 ELSE .CKSUMERROR

14 THEN T

15

44

0 { BAME OPTIONS - LOADGAME 9-26-85)
1

2 1 LOADGAME ( -- \ load game state from save disk assuses game)
3 ( disk is loaded)

4 DDISPLAY DARK BORDER { draw border & logo)

5 .LOADHEAD ( draw heading)

& EMPTY-BUFFERS OFFCACHE

7 359 BLOCK 1012 + @ TIMESTAMP ' ( restore time id#)

8 SAVECHK [ check 1f saved)

3 INSERTLOAD [ load save disk)

10 DATALOAD { load data from disk)
11 .INSERTGAME CLRSAVE { insert the game disk)
12 TIMESTAMP ON TMEDDISK [ mark disk in play)

13 .KEYTORESUME SEFH4RREM ™1 ( "press key to resuse")
14 RESUME ON

15 RINTEMP RETJINP ; {

continue where saved)
P i

"

{

GAME OPTIONS - SAVEGAME

43

HEAD; SAVEGAME { -- \ save current gase state)

T

{ GAME OPTIONS - .CONFIGHERD

JDISFLAY DARK
BORDER

. SAVEHEAD
SETSAVE
INSERTBLANK
DATASAVE
DONE T;

{ draw border & logo)
{ draw heading)
{ set game saved flag)

9-26-83)

( load blank disk for storage)

{ save data to disk)
{ exit to system)

48

MONITORTYPE

9-26-83)

HEAD: .CONFIGHEAD ( -- \ display configure game header message)

Ts

YIFONT 34 171 POS.

." CONFIGURE" 10 XBLT 4! ." SYSTEM"™ )OFONT T;

HEAD: MONITORTYPE ( -- \ display sonitor type message and get)

T3

( GAME OPTIONS - MEMORYSIZE

{ user choice!)

»2FONT ERASEWIND ERASELINE

37 17 P05, .® SELECT MONITOR TYPE®
40 120 POS, ." 1, BLACK,WHITE"

40 100 FOS. ." 2. RGB*

40 80 POS. ." 3. COLOR TV OR"

870 POS. T

COMPOSITE"

BEGIN "KEY ASCII | ASCIT 4 WITHIN UNTIL
LKEY & ASCII 0 - MONITOR ! JLORES T;

HEAD: WEMORYSIZE
Tt (== \ display memory size options, get user )
( choice and set memory up)

»ZFONT ERASEWIND ERASELINE

47

39 17 POS. ." SELECT MEMORY SIZE"

27 120 POS, ." . 128 K
27 108 POS. ." 2. 192 K
271 96 POS. .° 3. 256 K
27 B4 POS. .* 4, J20 K
27 T2 POS. ." 5.

Jgg K "

b, 448 K"
7. 512 K*
B, 376 K"
9. 640 K*

BEGIN "KEY ASCII I ASCII = WITHIN UNTIL
LKEY @ ASCIT [ - 64 # 127 + NSYSK ' T;

9-26-85)
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0 ( GAME OPTIONS - CONFIGAME 7-26-85) ( SAVEGAME - GAMEDPCASES RESUMEGAME 9-26-85)
t

2 : CONFIGAME { -- \ configure game systes paras) HEAD: RESUMEBAME ( -- \ resume game in progress)

3 )DISPLAY DARK BORDER { draw border & logo) T: RESUME ON T;

4 . CONFIGHEAD { draw heading)

5  MONITORTYPE ( select monitor type) CASE BAMEOPCASES ( n -- \ execute game option chosen)
&  MEMORYSIZE { select memory sizel ASCIT 1 IS SAVEGAME

7 NSYSK & 5YSK @ = NOT TIMESTAMP @ NOT OR ASCII 2 IS RESUMEGAME

8 ( configure if Ist tise or mem size change) ASCIT 3 IS CONFIGANE

5 IF TIMESTAMP @ IF INSERTBLANK ARRDISK THEN OTHERS UNRAVEL

10 NSYSK @ SYSK ! CONFIBURE-SYSTEM
11 TIMESTAMP @ IF DISK)ARR .INSERTGAME THEN

12 THEN
13 TIMESTAMP @ NOT IF TIMESTAMP ON TME)DISK THEN ;
14
15
Pt UMY m&-as\ "
€
0+ A veer (o= erome feroRs T ( GAME DPTIONS - YBAMEOPTIONS 5-26-85)
| (Shewis)
2 HEAD: )GAMEDPTIONS
3 t { ==\ do set up for game options procedurel
- ESCDISABLE { turn off esc key path)
5 'TIMESTAMP { mark time)
b THEDISK { mark play disk)
7 / FLUSH ( save virtual data)
B OFFCACHE { turn cache memory off)
g P AVE-OVERLAY
10 PRESERVEDISPLAY { preserve current display)
1t { 1in cache mem areal T;
12
13
14
15
30 53
O ( SAVEGAME - BET-OPTION# 3-26-85) { GAME OPTIONS - GAMEOPTIONS 9-26-85)
!
2 HEAD: GET-OPTION® ( -- ¢ \ get user menu choice ascii 1-3) HEAD: GAMEOPTIONS ( -- \ do gase options procedure)
3 T: BEGIN T: RESUME OFF { clear resume flag)
4 "KEY BEGIN
5 ASCIT 1 ASCIT 4 WITHIN . GANEOPS ( display game option menu)
&  UNTIL LKEY & T; GET-OPTIONS { get user choice)
7 GAMEOPCASES ( execute choice)
8 RESUME @ { check for resume)
g UNTIL T:
10
i1
12
13
14
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0 ( GAME OPTIONS - (GAMEOPTIONS

1
2
3
+
3
]

7
8
§
1o
i
12
13
14
13

0O =~ O~ LA B Ld B = O

11
12
13
14
15

O =4 o LA = Cd pd = o

el S —
LN g P - & -0

HEAD: {GAMEOPTIONS
T

¢ (== \ doclean up for game options procedure!
RESTOREDISPLAY

ONCACHE
SET-CURRENT
“ESCENABLE T;

o
A (s

( GAME OPTIONS

: GAMEOPS ( --
YGAMEOPTIONS
GAMEOPTIONS
{GAMEOPTIONS

\

]

9-26-85)

{ move picture from cache to display)

{ turn cache mesory on)

{ make current instance memory resident)

[ turn on escape path)

55
GAMEOPS

top level pase option word)

56

7-5-85)

BINARY SYSTEMS

57
( GAME-OV ------ OVERLAY SUFFIX 9-26-85)
TIMESTAMP OFF { initialize game Play flag)
DISPOSE
CLOSE-OVERLAY
120 DVERLAY BAME-OV
GAME-OV
FORTH DEFINITIONS
: LOADGAME ( -- ) GAME-OV GAME LOADGAME ;
: CONFIGAME ( --) GAME-OV GAME CONFIGAME ;
: GAMEOPS  ( -- ) BAME-OV GAME GAMEDPS ;
: GAMEOPM ' GAMEOPS MODULE ;
OV-CANCEL
' GAMEOPM ESC-PFA ' ( patch esc key link)
ESC-EN ON { turn on path to game save)

359 BLOCK 1012 + OFF ( initialize game play flag)



