CREATIVE ASSEMBLER
How To Write Arcade Game?

for the BBC Microcomputer Model B
and Acorn Electron

Jonathan Griffiths
-1-1- ﬁﬂlzu@h"‘ﬁﬁﬁ £,

PENGUIN ACORN COMPUTER LIBRARY

0s




CREATIVE ASSEMBLER
/ Tn Write Arcade Games

Jonathan Griffiths

.....



|

CONTENTS

INTRODUCTION

SECTION 1

1 DATA STORALGE

L1 HMresadecimal notasian

1.2 Wirary poladkan and bits

13 Memiry locatians and bytes

14  Maore about memary [eealiong

L5 Megative numbers — twa's cairsplement
16" SGhoring st

1 CANRYING OUT INSTRUCTLONS

The CPFU
Maching code v sasembier
The accuimulator and the carsy Mag
Writing an assembler pragram
‘Ellrﬂr:?n' a Ebchimecode poogram
Adding Pwa bybe numbens
Suibimaction
Cemmients
- Prinding, 4 chanacier

 Immiedinie addressing

211 Using sddesses

5, BRANCHES AND LOOPS

15

39



CREATIVE ASSEMBLER
Hew To Wiit= Arcade Games

THe aereiier st e Sw B "o e
ey St e oy, 4
et T o i T——
e e = 35S e ——
i RS AT I T T e e e ——
-y e @ oo T e et STH
ey e v e o e Tl - T
C T gy o gl g wages

N B e el e e BEDT T
Ll R R e et e B
T SN S ST T, el T W TS

TEDEUE JU el e seages, J Ted E&R = e i
- TR o

- & - .~ L -
TELEW I TS FTE [




