gUTPUT:MEMOTECH

ANYONE FOR TENNIS?

Make sense of machine code with this bouncey game, courtesy of Keith Hook and M Gaut.

The program can be altered to illustrate how the MTX's assembler works.

e Memotech MTX's in-built
asgembler/debugger is ideal for
programmingin Basic with "in-ling’

machine code subroutines. However,
once Basic has been mastered, most
users get the urge to write in assembler:
the routines run faster and allow certain
special effects which are impossible in
Basic.

Unfortunately, very little has been
written about getting the best from the
MTX assembler, and many users aban-
don the idea of attempting machine code
as a result,

This listing iz a game of practice
tennis which allows you to alter any
gection of the code and experiment (o 5ee
how it affects the game, Forexampleitis
quite easy to create atwo player version,
or to alter the angle at which the hall
bounces off the walls or the bat.

Even the novice programmer can
experiment and gain some ideas for
future use. The source listing is fully
documented for those of you who have
not yvet used the assembler.

How it works

The code starts at BOOT Hex — this is
hecause it was written on a MTX 500
which only has 32K RAM. MTX 512
ownersshould type inthe code exactly as
printed, but when the assembler is

ARthough written for the MTX 500, this program Is easlly adapted for the more powerful MTX 512 (above).

graphic functions, Basic sereen routines
use these ROM calls, and because of the
way the operating system is structured,
it is easier to take advantage of the
routines rather than write your own.,

The RST 10 instruction expects cer-
tain information to follow the eall, and
depending upon this, the call will follow
acertain courseolaction. These callscan
draw lines, plot lines, create sprites,
move sprites, print text and graphics to
the sereen, and much more.

The format for using RST 10 is:
RST 10
i Ean
o friy”
Theabove example will print TRY on the
sereen, at the eurrent cursor position.
The function decides which command is
to be executed by the bit pattern of the
first byte (£83), which is the command
byte.
Bt 766043210
Patt 1 0 cs Number of bytes

Here, bit 7 15 sel [£80 = 1000 0000],

RET 10

DB Laa “ray”

pi £ag, “AGAIN"

The above code will result in RST 10
printing THY AGAIN on the screen at
the current cursor lecation before it
returns to the calling program, (For a
complete explanation of these calls see
PCN isaue G4).

The program uses 16 by 16 sprites and
this mode is selected by setting bit 1 of
VDP Register 1, In order that this
register can also carry out its other
functions, a value of L2 must be sent Lo
this register,

RST 10 followed by DB £4C will select
Virtual Screen 4 and clear it on entry.

LD AR is an casy way of getting a
random number in the range 0 — 127,
The Refresh register iz constantly count-
ing up to 127, g0 yvou gel the same
number twice in a row.

Finally, under MTX Hasic, the sprite
attribute table is located at 16128
decimal and each entry consists of four

entered by typing assem 10, the code | and we are printing three characters, so | bytes: ; : : :

should start at 4007 Hex. The resulting | ®sT 10 DB £83 tells the MTX to print 3 | Bytel  Vertical distance from top of

code will align with the listing, but will | characters at the current cursor loca- ECTEEN ,

always be prefixed by 4 instead of 8. tion. Bit isthe Carrv:Stopbit. Ifthisbit | Byte2 Horizontal distance from left
RST 10 instructions are used through- | is set (1) the RST 10 call executes the hand edge

out thelisting (see £800B). Thiscallisan | immediate command and then carries | Byte3  Pointer to sprite number

easy way to use the MTX's built-in | on to look for another command byte: Byted Sprite colour F

) LD S, (EFAS6) 3 LOAD THE STAZY POINTER FRON SYSTEN VARIABLES B LD by (BAT)
17 BT 10 pRESTART 10 ([T OUF (10,0
B B9 £33, 16,22 55T THE BACKSROUND COLOVR T EREEN B LB 4,10
BOLO INIT  WST 10 jSWLTCH T0 VS 4 AMD CLEMR [T B4 CRLL 0UT
Bl B L B4 LD 4,0
B2 RT 10 jRESTART 10 BO4C CALL 00T
O3 6 £43, 06,3015 GEF THE PLOT INK COLOUR TO WHITE B4 LD 415
BT DO 4A3, 06,40 §BET THE BOROER COLOUR TO BLAGK Bl CALL QU7
1] OB 483,06,0,1  75EV THE PRINT FAPER COLOUR TO BLACK ] CALL BORTER :BISPLAY THE BORDER ARDUM THE COURT
BilF L0 A 4C2  {SELECT N6416 SPRITES BOST INITL: CALL RANDON 4SET ALL AT h RANDDN POS1TICH
H DUF (21,4 3BY SETTING BT 1 GF VOP REBISTER ! BU5A CALL BISSCR +DISPLAY THE SCORES
B LD 4,881 BUSH LOGP;  CALL UPRATE (REDISPLAY THE BALL
B2 OUT (2044 B0 CALL TELAY ;ELAY THE PROGRAX FOR A SHORT TIHE
B CALL MESBES FRINT THE MESSAGES AT TEE T0° OF THE SCREEN G063 NOGD: 1WA, (2)
BU2k MR A pELEAR THE ACCUNULATOR BDES BIT Ty
Bie LB (HITH4A $SET BITS TO 0 067 IR K2, KOG
B2 LD (N1S5H,A {BET NIES 10 0 BOES CALL KB0ARD {SCAN THE KEYRONGD
o3I LD Ay 100 BIGC IMCT: LD WL XINC ; INCREASE THE X COORD Y THE VALUE IN 2IC
o3 LD (BAT) A jSET THE Y COORDINATE OF THE BAT BOGF LD A (XCOOR)
8036 CALL PATTERN  ;SET THE GPRITE PATTERNS B2 A0 Ay (HL)
B39 LD BE, (SATGADY  ;OISPLAY THE BAT BO73 [P9  jTEST FOR BALL GOING OF BLEEEN
(i EALL SADOUT BUTS I L, SERVE
160 PCN  APRILG12BR5

ﬂ



Listing (cont)

BoTe

BOTA

BT

a0 TMCY:
1]

Bk

EAT TESTY:
Bl

BORC

e

BOAL BANY:
094 CONT:
BosT

B4 DELAY:
BOSE DELLY
B

B0

BOAL

B3

oM F1IR:
BT

([iTF]

BiAk

HeAE

Enfi

111}

SORE

Be&? FLIN:
BB

Bean

1]

Bec]

ey

Bech

BiCy

BOCC KROMRD:
paCE

BOLY

B0z

B

{21f)

B

0]

]

)03

e

BIES FLENL:
Bk

BIES VADIN:
BOEA

BEEE

BAED

{13

Barl
80F2
Bif

1 B
BiFE
BIFE
TN
Bl
B0l
BieG
Bld

Bl99
(1)
BliC
a0
HLLF.

ot

Bire GATEAD:
BOFE FATTERNILD By64  (SET COUNTER

[P M2 TEST FOR BALL HITTING RIGHT WALL

JF NCF1ETL

L® (XCO0R), A

LD HL,YINC ;INCREASE THE ¥ COORD BY THE YALUE IN YINC
LD A, {YCOOR)

ADD &, (HL)

CP 173 ;TEST FOR BOTTEN OF SCREEM

P NC,FIDY

CP 10 { TEST PR TOP OF SCREEN

JP G FLTY

LD CYCOSR T s b

CALL TEST ;5EE IF BALL TOUCHING BAT

JPLOGF ;B0 IT ALL AGAIN

LD BL, {EELT {GET THE CURRENT DELAY TINE
BEC BC

LD Ay B

0L

JR NTpBEL

RET

LD 4y (ICOOR) i THIS ROUTIME NEBATES THE 1TNC
LD HL, DINE

gUB- (HL]

LE [X000R],4

LD A CEINGH

KER

LD (RINC), A

RET

LD A, (YCR0R) {THIS ROUTINE MEGATES THE YINC
LO BTG

Gk [HLY

L0 (YCOOR, &

LD Ay (YINC)

WEE

L (YINCHph

JP CONT

LD Ar£FR  TEST FOR UP EEY

T (50,4

IN Ay (5}

0P £7

JF TyROMUE < IF ET 15, THEM HOME BAT I#

LD A LEF  TEST FOR DOMN KEY

QT 13144

IN A, (3

i 47F

JP Ty NOVEN ;IF YES, THEN NOVE BAT OMN

RET

CALL FIIT ;EOUMCE BALL [N T AXIS

JPOIKCY  pAMB Y AILS

PUSH A ;THIS ROUTINE SETG UF YRAN FOR READTNE
LOAE  gEET THE LOW PARY OF THE ADDRESS

OUF €234 ;AND SEND IT DOWW PORT THO

LD &0 GEET THE HIEH PART OF TRE ADDRESS

WME B3 jNAKE SUSE THAT BITS & AMD 7 ARE OFF.THIS CONBINATION TELLS
IHE ¥BP TEAT 1T 1S REGUIRED TO SEND BAT& BACE TO THE 280

OUT CE1pA QUTPUT THIS YALKE DDWN PORT THO
PIF AF

RET (RETUR
DN LE126  ;SPRITE ATTRIEUTE TABLE START ADORESS

LD HLyBATA ;POINT EL AT PATTERN DATA

LD OE, 14336 FSET VRAM ALORESS FOR WRITIMG TO THE PATTERN BENERATOR TAELE
CALL ¥ADDT

LOCACHL)  jREAD A& BYTE FROW THE PATTERN DATA

OUT (134 ;AND SENT IT TO TEE CORRECT FLACE IN VR

IMC EL  INCRENENT THE POIMTER IN THE PATTERM HATA LISI
BNE AL GEECREPENT COUNTER AND DO 1T AGAIN

RET 1 RETURN

8108 VADOUT: PUSH AF  §THIS ROUTINE SETS UP VRAM FOR WE[TING

LD ME  BET THE LOW PART OF THE ADDRESS

OUF €21,A pAND SEMD 1T §UT THRUBH FORT 140

LR &0 BT TRE HIGH PART OF THE ADERESS

Ok b4 jMAE SURE THAT BIT 6 OV THE VALUE 15 S&t

AN LT GAND RAKE SURE THAT BIT 7 15 OFF.THIS CONRINATIEN OF BITS INFORNS
THE VAP THAT 1T [5 ABOUT TO RECEIVE DATA

PCN  APRILE 198G

Bkl
BL13
BiLd
BLIS BUT:

it
ELLE AOYIIP:
filE
EL10
H1IE
aLiF
BL2D

gl
oy
A
A
BL20 MOVON:
an
o3z
8133

i I
1 fea

8138
| Fi»
BL3F
B4l
Bl142 TEST:
a43
BL47

B4z

BL4A

A4

BL4E

8150

HHE]

B154

B155

a5

B153

815¢

s

BL5F

fiEs

B163 TESTD:
Alkk

B1E7

BlGA

B1tE

|

BIEE HITE:
BL71

Bl74

B17S SERVE:
gi7A

B1TE SRYI:
BlLIC

B

BITE

BlLA0

BIEG RANBON:
I

E167

Bl8a

a18C

BEr

B191
Hi'4
B1%
8133 UFEATE:
B3
BLIE
Bk
BLAD

QT (20,4 5SEND THIS VALUE 08N PORT TWI

POF AF

RET +RETUN

OUT (L)gh §THES ROUFINE 15 USED,BECAUSE A DELAY OF AT LEAST & NICROSECENDS
16 NECESSARY BETWEEN SUCCESSIVE READS OR MRITES

KET S RETUR

LD & (BAT) {BET THE BAT COIRDINATE

CF (B ;TEST T0 SEE IF T [5 AT THE T0P OF THE SCREEN

RETE  §IF IT 15 THEN RETURN WITHDUT NOV1G 1T,

TEC A SOTHERNISE TAKE TW0 OFF THE BAT POSITION

DEE A

LD (BAT ;A 346D STORE MEW BAT BOSTTION

LD 06, (SATSAD)  $SET WP THE ASDRESS OF THE SPRITE ATIRIBUTE TABLE
CALL vAdOuT

OUT (13,4 ;SEMD THE ¥ CORBINATE OF THE BAT

BT +AND. RETURN

LD &, (BAT) ;BET THE BAT COROINATE

CP 168 §TEST 10 SEE IF 1T [5 AT THE BOTTON OF SCREEN

RET KC  ;1IF IT 15,THEN RETURN WITHOUT NOVINS THE BAT

[HC A jOTHERNIZE ADD 160 TO THE BAT COORDINATE
I A
LD (BATI, A STORE [T AGAIN

LD €, (SATSAD)  §SET UP.TO WRETE TO TRE SPRETE ATTRIBUTE TRSLE
CALL vaanuT

OUT (10,A $AND SEND THE WEW Y CODRBINATE

(i3] SRETIR

LD &, CXTHE) ¢ TEST T0 GEE IF AINC 15 POSITIVE

BUT )A {0 TESTING BT SEVEN.DF 1T IS OFF, THEN THE VALUE 1S HOSITIVE

RET 1 i IF IT 1S RETUEN BECAUSE THE BALL 1S TRAVELLING FRDN THE LEFT 10 THE
RIGHT,AKD TRERFORE CAN'T HIT THE BALL

LD 4, (YCOGR) 1 TEST T CODNAINATE GF RALL
(F 22 pLF MAT NITHIM I RANGE,RETURN

RET WG

(P

RET €

LD &, (YDO0R) jTEST f COD®D T0 SEE IF BALL 15 BELOW BAT

LO Bih {0k EAT EELON BALL

LD Ay (BAT)

CF B

IP [, TESTO ;OF THE BALL IS BELOW THE BAT,THEN JUM® TD A DITFERENT TESTING ROUTINE
SuB B {1F THE BAT 15 BELON THEN SUETRACT THE BAT COSRD FON THE BALL COGKD
[* A pAND SEE I THEY ARE WITHIN 12 PRXELS OF EACH DTHEEF

RET HC  ;1F THEY AREN'T;THEM RETURM

IF HITE  ;OTHERRISE JUNP TO THE 'MET BALL™ RDUTIKE

LD Ay (BAT) ;BET THE BAT ¥ CODRD

LB Bk (STORE IT IN A

LD Ay (YCOOR) :BET THE BRLL ¥ COORD

alll B jallBTRACT THE BALL COJRD FROM THE BAT COOHD

ok 17 jARE TEEY WITHIN I PIYELS OF EACH OTHER?

RET MC { LF THEY AREN" T, THEM RETLRM

CALL EINCHIT jAD OHE TO THE HTT DCOUNTER

CALL FIXR CALL THE ROUTINE 70 GOUMCE THE BALL

RET +AND RETUEN

LACL IMCN(S 1ADD ONE T2 THE MISS COUTER

LD BCi0 ;HAKE A SEORT DELAY 50 THAT THE MEW BALL [SN'T SERVED IMMEDIATELY
[EC AL

LD A, B

WL

I N1y Sty

IP INITL  ;AND SERVE A NEW BALL

LB Ak GRET A NUNBER FEO THE REFRESHER RESISTER

ADD A; 10 ;NAKE SUSE THAT [T 1S MORE THAN 10

LO (WOOR) A GSTORE 1T IN FE BALLS Y CONRDINATE

LD & 12 jSTORE THE & COORDINATE OF THE BaLL

LOC (RCO0KY, &

LD Al GRESET I AMD ¥ TMCRENENTS TO 1, THESE YALUES COULE BE CHAMGED TO NALE
THE BALL 60 FASTER RELATIVE T0 THE BAI

LD (1INC), A

LD Al

LB (YINY A

LD OE, (SATSAD] ;€T THE STWRT OF THE SPRITE ATIRIEUTE TABLE

INCDE  ;AND ADD FOUR TO IT,T0 POINT T0 THE START OF THE BALL BLECK
[NC EE

[
THC DE ¥

11
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|.I5tlllg {cont)

BLAL
Blnd
Bla?
#lae
BlaD
(12
elhE
Blg
A1
104
BisC
01EE
3Bk
AlL0

EIRDER:

]

BI03 HEGSES;
E10G

HH ]

d10C

BIEF

Bic:

dLEa

Bics

BLED

BIEE

BIEF MESK:
BIFY

B1F4

ELFh CORD:
B1FE HLODF:
BlFY

BIFE

BIFC

ELFF

]

B CRAR:
ik

283

B0 IMCHIT:
B2l
|
Ha0k
AHE
H ]
g
F
=41
B A
B2
10
Baer
BN
i
Er
Bk
1448
B
Fhe
s
g7
B234

[HCMIS:

&30 TISSCR:

iFE
40
Bi43
Hib
Ba4T
M0
B24E
EME
Bi4F
B3
B3
f258
Eiah

CALL VaROUT SSET UP THIS ABORESS FOR WRITIMG
L0 A&, (YCHOR) {BET THE BALL ¥ COORDINATE
CALL §UT  ;SEMD THE ¥ CODRD

LD Ay (RCO0R) {BET THE 1 COOREIHATE
LALL GUT  SEME THE § CODRD

LD Ak

CALL GUT  ;SEND THE PATTERK NLESER

L0 415

CALL OUT  ;GEND THE COLOCR (MHITE)

LB Ay 200

OUT (114 zHARK THE EMD OF THE SPRITE THELE
RET

FGT L0 $RESTART 10

OB EAG, 200, 75 253, 7 A3, 2, 235, 7, 230, 175, £05, 2, 265, 175, 0,175 ;THIS DATA ORARS THE
LINES AROUND THE ESGE OF THE SCREEN

RET  RETURN
LD HLoMES| 3 POINT RL AT MESBASE |
LD €, 016 *SET COORDINATES

[ALL MESS pCALL FEGGAEE FRINTINE ROUTIME
LD HL,HESE 00 [T AGATH,EBUT USE DIFFERENT MESSASES

L& DE,£a101

CALL MESS

LD M NES3

LE OE 20117

CALL MESE

RET

LO (CORDI,BE  STOIE THE COURDINATES
RST 10 (RESTART 10

O £83,2  3DATA TO SET CURSIR CODVDINATES
0N

LD A, (HL3 3BET & CHARRCTER FRON THE NESSAGE
o IS e

REFI  5IF YEG,RETUM

LD (EHAR) (A sOINERMISE STORE CAARACTER
BST 10 sRESTART 10

DF 00 (AND PRINT THE CHARNCIER

1]} ]

INCHL  sMOWE THE NESSAGE FOINTER OK BY ONE
IR NLOOF (GO BACK AN DD IT ABAIN

LO A CHIT) §RET THE WUMBER OF HLTS

AID Ay} pADD GNE T0 17

il tDECIMAL ADZUST IT FOR BCD AR1THMETIC
LD CHITH,A §STORE [T BACK AGALN

CALL SIGELR ;SIGPLAY THE SCORES
LY HLy LDELT) SBET THE DELAT TINE
LD I€,13 ;TAEE 13 0F 1T

0 A

SAC KL, OE

L0 42ELTIHL (STORE [T BACK AEALN
LG A CHITI §BET THE MUMBER OF HITE

PR 1811 1@

I8 100K §IF YES, THEK GO TO MOW ROUTINE

RET JOTEERNISE RETURN

LB A ENISE) sGET THE WIMEER IF NISSES
AOD A, L sADE DME TO 17

LA (OECINAL ASJUST IT FCR BED ARITHEETIC
LD (KIGE), A STORE 1 BACK ASATH

CALL DIs508 SDISPLAY THE SCOEES

LD & (RIS} BET THE MUNBER OF WISSES

P U2 IS 0T 207

JF L;OVEE  #IF YEG,JUNP TO THE GAME OVER ROUTIME

RET {OTHERKISE RETURN

BT 00 RESTART 10

BE (833,300 3SET THE CURSOR COMRDINATES TO 30,
LD 4, (HI55) {GET THE MUNBER OF NISSES

CALL CONY sCOWVERT 1T INTD PRINTABLE CHARACTERS

L0 &k {GET THE 'TENS' VALLUE

DAL OIS DISPLAY 1T

LD AC {BER THE "UNITS" VALUE

CALL DIS DISPLAY IT

RAT 10 RESTART L0

DB £83, 3,60 SET THE CURSOR COCRDTMATES TO 6,
LD A, (HITH 38T THE NUSEER G HITS

CALL CONV {CONVERT IT TNTO PRINTABLE CHARACTERS

L0 A/E gBET THE 'TEMS! VALUE

CALL BIS  ;OISRLAY 0T

] L0 AL iEf THE 'LINITS" VALLE

B2k CALL BIS  jDISFLAY BT

Hekl FET FRETLRY

BI6Z CONV: LD By JETCRE TRE WALLE IN D

B2e3 KN EFD aBASK OFF THE RIGHT FOUR BITS

B265 GFL A EHIFT 1T RIGHT FOUR FLACES

2T B A

EdbY ERL A

B2EE SRL A

2L hiE A ;”EI ALD 40 10 HARE IR [HTO THE CIREECT FRINTRSLE

S26E ADC A48 jCHARACTER

gzng LD EyA SI0RE 1T IN B

g7l LD &R {BET THE DRIGIHAL WALLE

22 RHD Z0F  HASE DFF THE LEFT FOUR BITS

AL AKD & jADD 48 TO [T, 70 TURN 1T [NTO &

BaTs HOC As48 3 PRINTAELE CHARACTER

g LD Cia {BT0E 1T [N C

H2Ta RET FRETURH

BI79 DIGr LD SCKARD)4A FEIORE THE CHARICTER

2TE RST 10 HA

870 06 £51 {PRINT 1T

B2TE CHARE: DB 0

BT RET {RETURN

B2 NOM: LD HLyMES9 pROINT L AT EESSABE %

LPLE LD D€, f0fls pSET THE COORDINATES

f2es CALL HESS pLALL THE HESSABE FRINTINE ROUTIME

2209 CALL EESSTO4 pFRINT BESSAGES 5 T0 8

B2BC FEF FFETURN

E200 OWER: LD B, MES4 ;POINT WL AT HESSABE 4

b2% LD D, £4609 {SET THE COCROTHATES

Ml CALL HESS :CALL THE FESSKSE PRIMPIME ROJTIHE

B8 HESSTORILD HL,MESS ;TEE WEKT ROUTIKE JUST PRINTS MESSABGES

B L0 DE, f0kDE (510 4

f2ag CALL HESS

215k L0 HL,HESE

H2h LD BE, £0BEC

B3 CALL BESS

H2nE LD KLy HEST

BB L0 DE,f0D0%

H2AE CALL HESS

201 L0 B HESE

028 LD L, toENC

g7 CALL MESS

H2B& ELDOF: CRLL E0ATY sBET A CHARACTER FECH KEYEDARD

28D ({0 115 OHE FEING PRESSED?

BB IR 1, ELCp ;IF HOT, JUMP BACE BND TRY AGAIH

BaC1 W +15 IT THE RETUSN KEY

i If 1,INIT IF YES,5TART THE FROGRAM AGATH

BiCh CP 3 J18 T THE BREAK KEY?

BB [P 1,60 ;IF YES,JUN* TO THE END

H2Ch IR KLOOP  OTHERWISE JUMP BACE AKD TES[ ABAIN

i FET iEETI,Ii“I

HiCE EMD: LD GPEFO4E sFOLRT e STRCE POINTER AT TRE CALLING ADDEESS

B201 RET sBKD RETURN 10 [T,

A0 DATAT 08 0000000y 00y 0y 00y 00y 2y 03050, 3 333 3 13 1 3 3 20 31 35 2030 35 000 005 35 4=
G g g 0 Oy g O 0y O 09 32 065y 16y B L 325 192300 05 040

B3LT DELT: BN 15060 :AS THIS VALUE BECOMES SMALLER,[HE GAME SFEED WILL JMCREASE

B34 COOR: DB & 1THIS 1S THE KCOORDIMATE OF THE RALL

B35 YOOOR: OB O +IH1S 15 THE ¥ COORDIMATE OF THE BALL

BII6 TINC: DB @ jTHLS 15 THE WALUE EY WHICH THE 3 COODRD OF THe AALL THCREASES HHEN

IT HOES

BII7 WINC: OB | {THIG IS THE VALUE BY WMICH THE YLOORD INCREASES EACH TIME 17 WOVES

B31s BAT: DB 1 THIS 15 THE BAT FOSTTION,NEASELRED IN PIXELS FRON THE TOP € THE SCREEN

EI19 HET: OB O 4THIS 15 THE HIT COUNREE.

G314 NISS: DB ¢ THIS 15 THE NISS COUNTER

E3IB Ec5l: OB "TEMMNI]S® FHEEEF-E.E l

B3 i1

B3ET MESE: DB "HITS: "0 1 HESSABE ¢

B320 ME5d: DB “WISGES: 0 jHESSAGE 3

B335 MEG4: DB "E0SANE OWEREER®y0  ;PESSAGE 4

EMb MESS: DB 'FRESS RET) TD%:0 | HESSAGE 5

355 WESEz DB "PLAY AGAIN's0 ;HESSABE &

Ede0 MEST: DB FRESS {BREMEH T0° {HESSABE T

Bard 140}

B370 MES8: DB *TERMINATE®,0  ;HESSAGE 8

EI7B MES9: OB "WELL COME, YOU WIN,0 §HESSAGE 9

H3fE

REI
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