2.0 Character identities

UNATRCN has the capability of keeping track of up to &5
disctinct @ctive cheracters zt one time. How & character of
2 given type ascts and reacts is herd coded but the number and
distribution is a matter of what happens during playe. Bata
for each chtzracter is maintained 2nd updated each cycle of
the program,

2.1 Character list

To keep track of animate charactaers UNATRON maintains ®
chargcter list or c~list for short. It fies located Jjust helou
the video rzm from 12547 to 13311. Every nine bytes of the
list constitutes space for an entry into the 1list. I will
explzin what each of tha nine bytes is used for and return to
discutsion of the list 2as 2 uhole later.

Characters are fdentified by a one byte  even number
rangirg from 2 t¢ 128. The mzin loop uses this number to
determine how 2 character should react, i.e¢. holemakers
shoulc e2t s2lls, mines should attack etc., The number for 2
charzcter often tells what shape it is. That is to say, for
character #44 draw shzpe H44. Simpls encugh.

Cf the rine bytes of each c-list entry, byte 0 is the
shape number,

‘For eacH character, the screen location it presently
holds is stored in bytes 1-2.

Eyte 2 is called the wobble byte. It is described in
more detzil din section 3.2 but briefly, it is used by the
main program to keer track of special features of the
character. :

Eytes 4-5 ccntaiﬁ the <character’s present video ram
address, '

BEyte 6 contains the bit set for the video ram address in
bytes 4=~5,

BEytes 7-8 hold the character’s present vector. The
vector describes uwhat diraction it is moving with respect to
it’s screen location.

To locatse a charzcter or to scar the c~list we start at
the beginning, 12547, and step through nine bytes at a time.
The progrem is set up so that the first entry 1s ALWAYS the
player’s character. Often the plaver’s vector, screen
location etc. is wsccessed by address eas opposed to
addressing offset tc an index register as with other c¢c-list
entries. An entry with shape number C is reguarded 25 a hole
in the list #nd may be filled in by zny subsequent entries.

The c~list is available to the wain loop and the vector
generzating routines. Characters zre &added by 2 ¢tall to »
subroutine ACQOCHQ. The compohnsnts t¢ be added, i.0. shape
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‘Figure 2.1 = Nine bytes of a c-list entry

number etc., are picked up from the local equates as shoun in
figure 2.2. Deleticn is simply 2 matter of setting the

PSHP => ,X scheracteor shape nimber
FSCK => 1,X iscreen location

TMP1 => 3,X Jwobble byte

RLOC => 4,X rsreal vidram location
RBIT => £,%X 7ibit set

YOUT => 7,X Jvector

Figure 2.2 = Clist assignments from equates
c~list entry’s shape numbser ecuasl to C.

2.2 Wro’s whe

Appendix A 1s 2 list of +the shape numbers and =2
description of which shape corresponds to each. As you can
sees more than one shape may belong t¢ &an individual
character, Many of the shape numrbers are nsver entered into

~the ¢c~list to become active charrcters though any even

numbered chzracter is legal. It the shage number for the
letter "2" were asdded to the Gueue fcr exampler it would be
treated 1like it wes someone’s shot. The shrpe on the screen
would be &n "a™ and it would move wuntil it hit something.
The subset of active shazpes thet is used you will recognize
from the game. Tho difference in their actions comes. from
how the progrem discriminates them ore from 2nother.

In the mein program, Just under the lsgbel CHARS, is
where the discrimination takes place. These #re the
categories ctraracters are lumped inte:

1) CURC = current charzcter cr reactive atom. The
equate CURC holds the character number for the reactive stom.
If the entry we are looking at is an occurance of CURC,
acticers may be taken to meke it either run from the player or
head towsrds the computer’s guns (AIN),

2) Mines = mines are sluays character #106
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' 3) Holemakers - always number 1(C2

4) Anytting >= 42 is either somesone’s shot or a neutron.,
etc. The common denominator is thzt shen it hits something
it explodes. Say the character is number X ( X>=42). Shape
number X+4 will be the explosion and X+2 will be the overlay
for the explosion. This is +true for zll explosions of
characters >= 42, :

5) All else = everything else is considered b
non=re¢active atom, It will move in one direction until it
hits something, recieve & new vector and start a period of
wobbling betueen shape X and shape X+2.
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