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48K Cassette or Disk — Action! cartridge

by Dan Bullok

You are the last Wizard of Akturnis, the strange
and mystical world where magic can be worked by
anyone with the will to do so. But, in the past few
years, people have lost their faith in Wizards and mag-
ic. Now the evil Demon Birds have begun to plague
them, and you are their only hope.

To save the pcuplc of Akturni:&, YOu must enter the
dreaded Valley of Death and destroy all of the De-
mon Birds found there.

Your Wizard starts the game with four lives and fifty
units of energy. For every bird you destroy, you will
pain two units of energy. However, every time you cast
a fireball, you lose one unit of energy.

You move your Wizard lefr and right at the botrom
of the screen, using the joystick. You may cast a fire-
ball by pressing the red button while moving in the
direction in which you wish it to travel.

Ridding your people of the Demon Birds will not
be easy. If you are struck by one of the evil birds, or
are hit by a meteor from the sky, you will lose one
life. You'll also lose a life if your energy reaches zero.
Furthermore, the ground in the valley is very unstable,
because it sits on top of a pool of lava. If you stand
in one place for too long, the ground will open up,
and your Wizard will be lost.

Disk instructions.

Type in Listing 1 and SAVE it w disk under
the filename “D:BIRDS”. You must have 48K and
the Action! cartridge.

'2. Reboot your computer and enter the moni-
tor. Type C “BIRDS”.

3. When the disk drive stops, type W “"AUTO-
RUN.SYS” 1o save the object code ro disk.
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4. Whenever you want to play Demon Birds,
insert the Action! cartridge into the left slot. In-
sert the disk with the AUTORUN.SYS file into
drive one and turn on the computer. The pro-
gram will load and run automatically.

Cassette instructions.

1. Type in Listing 1 and SAVE it to cassette.
You must have at least 48K and the Action! car-
tridge.

2. Reboot your computer and enter the moni-
tor. Type C "C:%

3. When the cassette stops, type W “C:" to
save the object code to cassette,

4. Whenever you want to play Demon Birds,
insert the Action! cartridge into the left slot. In-
sert the cassette with the object code into the
cassette recorder. Turn on the computer and enter
the monitor. Type R “C:". The program will load
and run automatically.

That’s all there is ro it. You're ready to do battle with
the Demon. Birds. [

Action! listing.

'-l
‘: pewon Birds

o ayer @

YIE ARRAY po=-i12 12 12 12 4 12 14 318
29 45 13 0 6 0D @ 9 6 @ @ 182 12 12
12 12 4 12 14 14 13 30 12 6 6 8 @ @
@ 8 2 50 12 12 12 12 4 12 14 14 14
30 12 0 0 @ 0 0 4 4 0 24 12 12 12
12 4 12 12 12 14 14 286 0 0 0 0 B @

40 48 48 32 48 117 112 176 120 48 @
0 0 09 9 0 64 76 48 48 48 48 32 48
112 112 117 1780 48 6 8 8 @ ® 32 32
0 24 48 48 48 48 32 48 48 48 112
112 56 ¢ 9 @ @ @ & & 12 96]

;bata For Plaver 1
BYTE ARRAY pl=(0 @ 0 0 4 12 i4 38 29
13 12 12 28 28 20 50 34 34 34 182 @
8 9 0 4 12 14 14 1 14 12
28 24 28 28 18 50 14
14 14 14 & 12 12 28 28 & 12 12 8 24
0 0 6 4 17 12 12 14 14 12 12 12
2 12 20 20 18 50 6 @ 8 ® @ 32 48
112 120 184 176 48 48 56 56 49 76
68 68 686 102 0@ © @ 0 32 48 112 112
176 112 16 48 48 40 56 24 40 48 72
76 @ 8 8 9 IZ 48 112 112 112 112 16
48 48 56 56 16 48 48 16 24 0@ 0 9 8
32 48 408 48 112 117 48 48 48 48 48
40 40 72 76 961

iMeteor Data
BYTE ARRAY
ball=(60 126 255 255 255 255

126 681,
ball2(8),coordstore(39)

iCharacter set

BYTE ARRAY Chsetl=
e @ ] a e 1] 1] a
a 32 32 168 168 168 178 178
i78 170 176 178 170 176 178 178
L] 128 126 128 162 176 178 179
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15 31 63 120 120 170 124 127
28 28 28 18 129
127 124 124 126 126 126 126 60
28 28 28 28 8
126 126 127 127 121 121 124 124
8 28 28 28 156 156 224 2218
126 126 127 127 127 127 127 62

252 124 124 60 680 280 20 B
96 112 112 512 112 512 :12 éZﬂ

a8
128 124 124 126 126 127 127 63
0 L ] ] a Z48 236 248
63 127 127 126 112 112 112 128

28 28 28_ 28
178 124 124 1326 126 127 127 63
28 286 28 28 28 1244 244 248
63 127 127 128 112 112 112 121
248 252 252 @ a L 8 248
128 124 124 126 126 127 127 63
252 124 286 28 128 244 244 2481

;Notes for song
BYTE ARRAY notesc

[243 243 162 182 162 182 193 2411,
notesi=

(162 96 108 121 108 121 128 1621,
dur=[10 18 380 6 6 6 18 281,
increase=i(2 81

1y—-positions of birds
BYTE ARRAY strafey=
‘ig 1% 12 13 14 15
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BYTE ARRAY flapinc=I[1 6], bexist(i@)

BYTE bcount,charl,char2,dieflag,bx,
by, fallx, fally, fallflag,bflap

iMiscellaneous variables
BYTE a,b,C,d,e,xXx=[100]1,y=(154],
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ctr=[0l,dir, fx f:refla% sdf,
nx:lle].nyzti i ad.uen 41
nenory,gflag:ll]

;Hardware registers

BYTE vcount=54283,colpfe=53270,
colpfi=53271,colpf2=53272,
Colpfi=5S3273,Wwsync=54282,
Chbase=54281,random=51770,
consol=53279,rtclock=28,Cch=764

CARD pmbase,ac,bC,CC,vdslst=512,
dliivec,score=([8],energy=i(50]

PROC D1iZ0O)
iChanges color of text window to red
[72 169 GB 1‘1 18
212 141
169 @ 141_23 20&]
vdslst=dlilvec
(164 641
RETURN

PROC D1i1()
iChanges color of g9round to Brown

[72 169 20 141 10
212 1431 23 7681
vdslst=Dpli2

[104 64]

RETURN

INT FUNC DeltaX()
jReturns Delta-X value of stick(e)

BYTE aa
INT xX

aa=5tick (o)

IF aa>12 THEN xx=@ )
ELSEIF aa<8 THEN xx=1 dir=8e
ELSE xx=-1 dir=e

FI
RETLRN (xx)

PROC Center(CARD cnum
BYTE basx,basyl

iright- justifies number

IF cnumil® THEN
Pos;taontbasx basy)
Printb(6,"8")

ELSEIF cnum<168 THEN
Position{basx—1,basy)
Printb(s,"8')

ELSEIF cnum<1000 THEM
Position(basx-2,basy)
Printb(s,"a")

ELSE

Position(basx—3,basy)
Printpie, " )

FI
PrintCp (6, cnun)
RETURN

PROC Delay(CARD cnt)
;belay Loop

CARD cnnt

FOR cnnt=1 T0 cnt DO OD
RETURN

PROC PMove (CARD PW,add

BYTE plir,px,py,Pixl
:Moves Player
;Variables passed:
iPM: address of pmbase
;jadd: address Of 50Urce image
;pir: # of player to move @-3

! xX-position of player
: y-position of plaver
iX: number of bytes to move

xX==+48

:9-=+32 ;jadd sSCreéen margin offsets
acs pnﬁlﬂid* 1r*256 ;add work space
Zerotactpy-5,pix+183 ;clear area out
nnvenlotk(acipy,add.rix)

Poke (53Z48+p1r, PX)

RETURN

PROC BirdPos

(BYTE Xpos,ypos,chari,charz)
;Puts Two bytes, charl charz
;AT Xpos, YPOS On screen

CARD scmem=§8

ac=scHentxpost(ypos*4al
Poke(ac,charl)

Poke (actl,char?)

RETURN

PROC 5Song ()

FOR a=@ T0 7 DO ;eight notes in song

b=notes(al

c=dur (a)

=10
e=notesita)
FOR _ac=1 TO c¥*48 DO
IF ac MOD 106-0 THEN
d==-1 ;decrewment volume

F
Sound(8,b,10,d)
Sound(i,e,106,d)

ap
Sound(8,8,8,8)
Sound(1,9,8,0)

op
RETURN

PROC InitQ)
:Initialize chset,pmg & playfield

Poke (106, menory) ;reset top of memory
Graphicsie)
Poke (559,82 ;turn ANTIC off
;Display LIE{
ac= Peekctsia)
FOR a=6 T0 Z4 DO
Poke(ac*a 4) ;IR Mode 4

oD

Poke (ac+25,164) ;DLI & VSCROLL on
Poke(ac+26,164)

Pokelac+27,34) ;VSCROLL Set
Pnke(aciza 34)

ﬁnhe(7as.3n)

Poke (767, 14)

Poke(708,68)

Poke (789,12)

Poke (710,128)

Poke(712,128)

Poke(752,1) ;cursor off

Poke(82,8) ;Left margin-o

sCharacter set

a=Peek (1661 -8

chad=a

Poke (196, a)

Poke (756, a)

FOR ac=@ TO 1823 DO
b=Peek (57344+ac)

op” OKE (3XZ56+ac, b)

MoveBlock (a%2564512,chset,224)

MoveBlock (a¥%256+4776,CchsetZ, 168)
;Plaver missile graphics
a==-16

PGkE(lBG al

Pohe(Elt?? a)

Poke(EEZ??,IJ

Poke(623,52)

ISSUE 28
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pubase-ax256

Zero(pmbase ,2048)

;Playfield

Position(}d4,@8

Prant(* f-rlll Luy

jabove 15 CTRL-C R S T UV M X Y Z

Posationid,21)

Print(" IH“"““"““}ﬁ )

Pr:ntt'ﬁ1111111111111111

;above is CTRL B B D 23-E's F BB

Position(,22)

Praintq(* SCORE: 800060")

Printeg¢" MEN: 88"}

Print(" ENMERGY: 08808")

center{score,13,22)

center(energy,14,23)

Position(31,22)

Printi(*e)

PrintC{men)

jBLI'"S

dlnluec—nlnl

vdsl il

Poke(ﬁ‘iﬂﬁ 1%2)

Poke (559, 623

FOR e=@ Tn 19 DO ;reset x & y values
coordstore(e)=o9 0D

FOR e=28 TO 29 DO ;random wWing flaps
coordstore{e)=Rand(2) 0D

fallflag=® ;disable meteor

RETURN

PROC CntFire()

;Continue firing
cCc=PeekC LB8)
bC=fyX4a+ Fx
sound (@, fy+fy+18e,1e, fy/2)
Poke(cc+bC ,8) ;Erase Fareball
;iCheck for Illegal coordinates
iF fx=2 OR #x=37 OR fy=2 THEN
fireflag=e
Sound(9,9,8,8)
RETURN

FI
;Increment positions
fX==+df
fy===1
cC=PeekC (88)
b= fydd+fx
c=Peekilcc+bC) ;0bject under fireball
Poke(cCc+bC,219) ;fireball character
pelay (38063
IF ¢ THEN ;check what under fireball
FOR =9 TO S DO ;Mhich bird hit?
IF bexist(el=1 THEM
a=coordstore(e)
b=coordstore (19+e)
IF a(fx+2 AND a>fx—-2 AND fy=b
THEN
bexist(el)=@
BirdPos(a,b,9,0)
Pﬂnvelpnbasgiballz.3,fx*d.

pPut explosion
Delay(2oa)
FI
FI

(1]
sound(@,150,8,18)
Delay(308@)

;Clear player I area
Zeroipmbaset+ fy*g+1824,8)
energy==+2

fireflag=a

Sound(9,9,0,0)
score==+1;increase score

FJPuhetttfbt 8)

Poke (cCthC ,8)

RETURMN

PROC Titlef)

iPrints out title page

Graphzts(l?
Poke(559,8) ;turn ANTIC off

;Display 1ist
ac=PeekC(568)

Poke (ac+13,7)

Pokelac+15,4)
Poke(ac+13,7)

Poke (756, chad+2)
PnS:t:ﬂn(3 2)

PrintD(6," " ABEFABIJMNGR")
nns:t;ontz 3)
Pr:ntb(ﬁ,“CDEchllﬂﬂﬁT")
Position(S

Printo 6 “ﬁgfsu 15"
osition

Printb (s, {%E 5765 : D)
Positioni(3, 1
PrintD<6,"BY DAN BLULLOK")
Positioni(®,18)

Printb(e." press EEEG'
Position(ﬁ.

Printp (s, " )
PrintD(s,"

2
;above=space INVERSE CTRL-I J 4spaces
sCTRL-K L 4spaces CTRL-I J 4spaces
:CTRL-K L 4spaces CTRL-I .J Zspaces
IPMG Stuff
Poke(53277,3)
Poke (623, 32)
Foke(?ﬂl,zﬂi
Poke (705, 128)
Poke(708,12)
Poke(789,92)
Poke(712,134)
PHove (pnbase,pd,0,119,131,28)
PMove (pmbase,pi,1,119%,131,28)
Poke (559,62) ; Turn ANTIC back on
WHILE consolné DO
colpfIi=random ; flash start
wsync=0 ;wait for sync
;scroll colors in Demon Birds
colpf2=128-vcounttirtclock R5H 3)
IF vcount=34 THEN
chhase:chad
col =26
ELSEI vcnnnt 41 THEN
Chbase=chad#2
ELSEIF vcount=58 THEN
chbase=chad

colpfo=68
ELSEIF vcount=65 THEN
Itolpfﬂ:l&ﬂ

oD
RETURN

PROC Gameover ()

;Game 0Over message
SndRsSt O

gflag=1
Puhetlaﬁ uenorgi
Poke (623,
Poket532?7,s:
Graphicsi(iv)
Poke (559,08)
Poke (788, 14)
Poke(789,78)
Poke(718,128)
Poket(711,8)
Poke (712,136}
ac=PeekC(560)
Poke(act9,7) ;Graphics(2) at line 4
Position(5,4)

Prnnzoﬁtgi" o o |
Position(4,1
PrintDEL(6,"final EisS
Pos:t:nnt?.lzl

PrintD(6,"880808")
center(sigrgain »12)
Position
PrintDE (6, press CRETEI')
Poke (559,
HHILE consnlnﬁ (]1]
wsync=9
colpf3=vcountirtclock/2

op
RETURNM
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PROC NewMan () ELSEIF x>142 THEN x=142 FI

=3 - IF DeltaXx (=@ THEN
;Materialize Mew Wizard
Zeroipmbase ,2048)
Poke (784, 78) Poke (705, 78)
FOR a=8 TO 108 STEP 2 DO
FOR b=8 TO 7 DO
ball2(b)=ball (b)&random

ctr==-20 :if plaver is not moving
Delay(258)

IF ctr>68 THEN ctr=60 FI

;If player stood still too long,
;Hane hinm sink in the mud

IF rtclock>8@ THEM

Sound(l,ata,8,a /18] Birdposi(x/4-1,21,0,8)
oD Birdpos(x/4+1,21,0,8)
PMove (pMbase, ball?2,0,a3,y,8) SndR5T ()
Pﬂoue(pnhase ball2,1,2688-a,y,8) FOR c=8 TO 24 DO

PMove (pmbase,p0,8,x,y+C,26-C)

PMove (pmbase,pl,1,x,y+C,26-C)

pelay(30600)
nDSoundIs,t+158.18.5)

ZQggtpnbase »2848) ;clear pm area

jWaterialize man
FOR a=8 TO 2@ STEP 2 DO

b=10-a/2 Sound(@,0,8,0)
PMove (pMbase,pb+b,8,108,9y+b,a) dieflag=1
PMove (pmbase ,pi+b,1,1086,y+b,al) FI
Poke(7604,30-a/18) ELSE

Poke (7805, 148-a/2) Poke(28,8)

PMove (pubase ,po+ctridir,8,x ,9,20)
PMove (pwbase,pltctridir,1,x,Y,20)

FI
IF ctr=4@ AND DeltaX()ilé THEN

FOR g‘ﬂ T0 180+a%6 DO
. ﬁound(1 d,18,18-a/2)

[1]1] iClick feet

Sound(1,8,8,8) Poke(53279,8)

Poke (784, 283 Poke(53273,8)

Poke (785, 130) ELSE

x=100 Delay(256)

y=154 FI

fireflag=0 IF fireflag THEN

rtclock=e CntFire()

RETURN ELSEIF STrig(e)=e THEN
fireflag=1
FX=x/4+

PROC Die () fy=20

iDbeath of wizard df=DeltaX ()

:PUtS player data in Rissile area energy==-1

;and blows plaver apart into 4 pieces ELSE

Delay(308)
FI

BYTE ARRAY image(28)
RETURN

Poke (704 ,14)

Poke(705,14)

iSpins lllayer ;"DUI’I‘

FOR a=@ T0 15

PROC GetReady()

PMOVE (PMbase,pe+48,0,X,y,20) Graphics (18)
PMove (pubase,pi+40,1,X,y,28) Position(5,5)
pelayiie8a) PrintD (6, "6GET ready')
PMove (PMbase,pe+120,0,x,y,20) Poke(623.4) ;players behind playfields
PHove (pubase p1+120,1,X,Y,20) Poke(53277,8)
Delay(1000-ak FOR ac=1 T0 20080 DO
Sound (8, 155-a%18,18,a) WSYNC=0
0o Colpf8=128-vcountértclock RSH 2
SndRst () colpfi=vcountértclock RSH 2
Zeroipmbase ,2048) (1]
FOR a=8 TD 20 DO RETURN

inagedal= plta)?pi(a) oD
FOR a=@8 T0 20
;aagelal-:nagela] RSH 1 OD
Hbuellotk(pubase*&ﬂﬂ*y.inase.!l)

PROC MainLoop ()
BYTE wmcount,lum

Pohe(?ll.l e
blows player aEart ;Infinite Loop
R0 1o 1 B0 :
poue(szzs4 X-at48) ;7 Player wmoves to one bird move
Pnhe($3253,1—312*46) FOR mcount=1 TO0 7 DO
Poke (53252 ,x+as2+48) IF randow{1i® AND fallfl1a3ag=@ THEN
Poke (53255, xtat4d)d fallx=Rand(148)+18® ;drop meteor
Soundi(®,as3,8,ar12) fall¥:1o
Delay(al fallflag=
(1113 ELSEIF fallflag THEN
SndRst () fally==+5
RETURN fallx==+Rand(5)-2
FOR b=@ T0 7 DO ;random ball
ball2(b)= hall(h)&randon oD
PROC Move ) Pﬂnve(:n?aseéballz fallx,
a

imove wizard
ctr==+28 :image counter
IF ctr=88 THEN
ctr=0 ;reset counter if too big

FI
x=xtDeltaxk(l
IF x€{18 THEN x=18

Sound (@, fally,a fally/1@)

IF fally)l?a THEN :hit bottom?
fallflag=e
Zeroi(pmbase+1536,256)
Sound(e,0,0,8)

FI
POke(53278,1) ;hitclr



Move ()
Poke(71i1,random) ;flash bird eyes
ikill wizard
if energy=65535 OR Peek(53252)=1
Tgn"daeflagﬂa OR Peek(53262318
Mmen=-=-1
energ¥=2n
SndRst ()
;Turn birds off
FOR =8 TO 5 DO
bexist(el=o
BirdPos(coordstore(e},
coordstore(e+ial, e,

op
IF men=9® OR men>18@ THEN
gflag=9
EXIT
ELSE
IF dieflag THEMN
dieflag=8
ELSE

DieQd
FI

rtclock=9
GetReady
Init()
Newnan ()
Poke (28,0}
FI1
FI

oD
IF g9flag=8 THEN
EXIT

FI

iShake earth

e€=-Rand {4)

Poke (54277 ,e)

b=Rand (18)

Sound(1,50+b%*28,8,e+3)

=154-¢

Move (pmbase ,potctrtdir,e,x,y,20)
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CIRCLE #120'0ON READER SERVICE CARD

PMove (pmbase,piltctrtdir, 1 x,y,Zi)
:If a bird isn't on scr
iput it there if random 30
FOR ex@ TO0O 5 DO
IF bexist(e)=8 AND random{30 THEN
bexisti{el=1
IF e HOD 2=9 THEN
coordstore(e)=e
LSE

coordstore(el)=39
FI
FI

oD
:Center score and energy
center(score,13,22)
center (enerday,i14,23)
Position(31,22)
Print('e™)
Printc {maen)
;5tart Key ends the game
joption Key stops the program
JANY key pauses game
IF consol=6 THEN

EXIT

ELSEIF consol=3 THEN
Foketleé,ueuoryl
Graphl 5(8)

Brea

ELSEIF chuzss THEN
Ch=255
HHILE Ch=25%5

oD

po
ch=25%
rtclock=0

FI

;Move all 6 birds

FOR bcount=8 T0 5 DO
bx=coordstore(bcountl
by-coordstore(ié+bcount)

BirdPos (bX,by,0,8)

IF bexist(bcount)=1i THEN
bflap=coordstore(2zo+bcount)
chari=28i1+bflaptbflapt4x

({bcount MOD 2)
char2=chariti
bflap=flapinc(bflap)
coordstore(Zé+bcounti=bflap
bx==t+increase(bcount MOD 2)-1
Ithxslﬂ THEN

x=

IF bxX=255 THEN
bx=33

F
coordstore (tbcountl=bx
:y:strafey(hcnunt*49+bn)
Yy=by
coordstore (10+bcountl)=by
FIBirdros(bx,by,thari,charii
ap

oD
RETLRN

PROC Gawe ()
=3nory=ﬂeek(1a6) ;Get top of memory

;reset variables
Men=4

Scoreze
Energy=s5e

Initi)

TitleO ;Title screen
InitQ

Song ()

Newnan ()

Mainloop ) .

'plag song when game is over
Graphicstiz)

Poke(712,134)

Poke (623, 4)

Poke (53277 ,8)

song ()
Gamelver ()

oD
RETLRN



