0A95:0100 E94403        JMP
0447                               

; Data: 0103-0106

0103 – map position (cols)

0104 – map position (rows)

0105 – direction

0106 – dungeon level

; Data: 0107-0146

0A95:0100                       00-FF 01 FF 00 01 FE FF 01          .........

0A95:0110  02 FE FF 00 01 02 FD FE-FF 01 02 03 FD FE FF 00   ................

0A95:0120  01 02 03 FE FF 01 02 00-00 00 FF FF FF FF FF FF   ................

0A95:0130  FF FE FE FE FE FE FE FE-FE FE FE FE FD FD FD FD   ................

0A95:0140  FD FD FD FD FD FD FD                              .......         

; Data: 0146-01f2

; ??

; Data: 01f3-0246

0A95:01F0           30 50 68 78 00-10 68 78 70 80 68 78 18      0Phx..hxp.hx.

0A95:0200  20 54 5C 38 48 54 5C 60-68 54 5C 00 08 54 5C 20    T\8HT\`hT\..T\

0A95:0210  28 54 5C 58 60 54 5C 78-80 54 5C 1C 20 4A 4E 2C   (T\X`T\x.T\. JN,

0A95:0220  30 4A 4E 3C 44 4A 4E 50-54 4A 4E 60 64 4A 4E 0C   0JN<DJNPTJN`dJN.

0A95:0230  14 4A 4E 20 24 4A 4E 30-34 4A 4E 4C 50 4A 4E 5C   .JN $JN04JNLPJN\

0A95:0240  60 4A 4E 6C 74 4A 4E                              `JNltJN

; Data: 0247-0446

; ??

dungeon_main() - 0100

{

; BX = map position (bh = row 00-0f, bl = col 00-0f)

; AL = direction (00 = north, 01 = east, 02 = south, 03 = west)

; AH = dungeon level (00-07)

; store

0A95:0447 9C            PUSHF

0A95:0448 40            PUSH
AX

0A95:0449 06            PUSH
ES

; set 0105 = direction, 0106 = dungeon level, 0103-0104 = map position

0A95:044A 891E0301      MOV
[0103],BX

0A95:044E A20501        MOV
[0105],AL

0A95:0451 88260601      MOV
[0106],AH                          

; set ES = video segment

0A95:0455 B800B8        MOV
AX,B800

0A95:0458 8EC0          MOV
ES,AX                              

; new video segment

# 0455   mov ax,a000

; call draw_dungeon_block(00)

0A95:045A B000          MOV
AL,00                              

0A95:045C E8D400        CALL
0533                               

; if returns zero (no wall), jump to 0466

0A95:045F 7405          JZ
0466                               

; else if not signed (in doorway), jump to 04b6

0A95:0461 7953          JNS
04B6                               

; else return at 052f (this happens if we are in a wall)

0A95:0463 E9C900        JMP
052F                               

; begin

; call draw_dungeon_block(01)

0A95:0466 B001          MOV
AL,01

0A95:0468 E8C800        CALL
0533

; if signed (wall), jump to 048e

0A95:046B 7821          JS
048E

; call draw_dungeon_block(03)

0A95:046D B003          MOV
AL,03                             

0A95:046F E8C100        CALL
0533                               

; if signed (wall), jump to 048e

0A95:0472 781A          JS
048E

; call draw_dungeon_block(06)

0A95:0474 B006          MOV
AL,06

0A95:0476 E8BA00        CALL
0533

; if signed (wall), jump to 048e

0A95:0479 7813          JS
048E

; call draw_dungeon_block(0a)

0A95:047B B00A          MOV
AL,0A

0A95:047D E8B300        CALL
0533

; if signed (wall), jump to 048e

0A95:0480 780C          JS
048E                               

; call draw_dungeon_block(0f)

0A95:0482 B00F          MOV
AL,0F                              

0A95:0484 E8AC00        CALL
0533                               

; if signed (wall), jump to 048e

0A95:0487 7805          JS
048E                               

; call draw_dungeon_block(15)

0A95:0489 B015          MOV
AL,15

0A95:048B E8A500        CALL
0533

; begin

; call draw_dungeon_block(02)

0A95:048E B002          MOV
AL,02

0A95:0490 E8A000        CALL
0533

; if signed (wall), jump to 04b6

0A95:0493 7821          JS
04B6

; call draw_dungeon_block(05)

0A95:0495 B005          MOV
AL,05                              

0A95:0497 E89900        CALL
0533                               

; if signed (wall), jump to 04b6

0A95:049A 781A          JS
04B6                               

; call draw_dungeon_block(09)

0A95:049C B009          MOV
AL,09                              

0A95:049E E89200        CALL
0533

; if signed (wall), jump to 04b6

0A95:04A1 7813          JS
04B6

; call draw_dungeon_block(0e)

0A95:04A3 B00E          MOV
AL,0E

0A95:04A5 E88B00        CALL
0533

; if signed (wall), jump to 04b6

0A95:04A8 780C          JS
04B6 

; call draw_dungeon_block(14)

0A95:04AA B014          MOV
AL,14

0A95:04AC E88400        CALL
0533

; if signed (wall), jump to 04b6

0A95:04AF 7805          JS
04B6                               

; call draw_dungeon_block(1b)

0A95:04B1 B01B          MOV
AL,1B

0A95:04B3 E87D00        CALL
0533

; begin

; call draw_dungeon_block(04)

0A95:04B6 B004          MOV
AL,04                              

0A95:04B8 E87800        CALL
0533                               

; if nonzero (wall or door), return at 052f

0A95:04BB 7572          JNZ
052F                               

; call draw_dungeon_block(07)

0A95:04BD B007          MOV
AL,07                              

0A95:04BF E87100        CALL
0533                               

; if signed (wall), jump to 04d7

0A95:04C2 7813          JS
04D7                               

; call draw_dungeon_block(0b)

0A95:04C4 B00B          MOV
AL,0B

0A95:04C6 E86A00        CALL
0533 

; if signed (wall), jump to 04d7

0A95:04C9 780C          JS
04D7 

; call draw_dungeon_block(10)

0A95:04CB B010          MOV
AL,10

0A95:04CD E86300        CALL
0533

; if signed (wall), jump to 04d7

0A95:04D0 7805          JS
04D7                               

; call draw_dungeon_block(16)

0A95:04D2 B016          MOV
AL,16

0A95:04D4 E85C00        CALL
0533

; begin

; call draw_dungeon_block(08)

0A95:04D7 B008          MOV
AL,08                              

0A95:04D9 E85700        CALL
0533                               

; if signed (wall), jump to 04f1

0A95:04DC 7813          JS
04F1                               

; call draw_dungeon_block(0d)

0A95:04DE B00D          MOV
AL,0D                              

0A95:04E0 E85000        CALL
0533                               

; if signed (wall), jump to 04f1

0A95:04E3 780C          JS
04F1                               

; call draw_dungeon_block(13)

0A95:04E5 B013          MOV
AL,13

0A95:04E7 E84900        CALL
0533                               

; if signed (wall), jump to 04f1

0A95:04EA 7805          JS
04F1                               

; call draw_dungeon_block(1a)

0A95:04EC B01A          MOV
AL,1A

0A95:04EE E84200        CALL
0533

; begin

; call draw_dungeon_block(0c)

0A95:04F1 B00C          MOV
AL,0C                              

0A95:04F3 E83D00        CALL
0533                               

; if nonzero (wall or door), return at 052f

0A95:04F6 7537          JNZ
052F                               

; call draw_dungeon_block(11)

0A95:04F8 B011          MOV
AL,11                              

0A95:04FA E83600        CALL
0533                               

; if signed (wall), jump to 050b

0A95:04FD 780C          JS
050B                               

; call draw_dungeon_block(17)

0A95:04FF B017          MOV
AL,17

0A95:0501 E82F00        CALL
0533                               

; if signed (wall), jump to 050b

0A95:0504 7805          JS
050B                               

; call draw_dungeon_block(1c)

0A95:0506 B01C          MOV
AL,1C

0A95:0508 E82800        CALL
0533                               

; begin

; call draw_dungeon_block(12)

0A95:050B B012          MOV
AL,12

0A95:050D E82300        CALL
0533

; if signed (wall), jump to 051e

0A95:0510 780C          JS
051E

; call draw_dungeon_block(19)

0A95:0512 B019          MOV
AL,19                              

0A95:0514 E81C00        CALL
0533                               

; if signed (wall), jump to 051e

0A95:0517 7805          JS
051E                               

; call draw_dungeon_block(1f)

0A95:0519 B01F          MOV
AL,1F                              

0A95:051B E81500        CALL
0533                               

; begin

; call draw_dungeon_block(18)

0A95:051E B018          MOV
AL,18

0A95:0520 E81000        CALL
0533

; if signed (wall), return at 052f

0A95:0523 780A          JS
052F                               

; call draw_dungeon_block(1d)

0A95:0525 B01D          MOV
AL,1D

0A95:0527 E80900        CALL
0533

; call draw_dungeon_block(1e)

0A95:052A B01E          MOV
AL,1E                              

0A95:052C E80400        CALL
0533                               

; restore & return

0A95:052F 07            POP
ES

0A95:0530 58            POP
AX

0A95:0531 9D            POPF

0A95:0532 C3            RET

}

draw_dungeon_block(blocknum) - 0533

{

; AL = block number to draw

; store

0A95:0533 50            PUSH
AX

0A95:0534 53            PUSH
BX

0A95:0535 52            PUSH
DX

; set BL = AL, BH = 00

0A95:0536 8AD8          MOV
BL,AL

0A95:0538 B700          MOV
BH,00

; get data from dungeon.dat ???

0A95:053A 8A970701      MOV
DL,[BX+0107]

0A95:053E 8AB72701      MOV
DH,[BX+0127]

; set AH = direction

0A95:0542 8A260501      MOV
AH,[0105]

; if AH == 00 (direction == north), jump to 0553

0A95:0546 80FC00        CMP
AH,00

0A95:0549 7408          JZ
0553

{

; swap DL & DH

0A95:054B 86D6          XCHG
DL,DH

; invert DL

0A95:054D F6DA          NEG
DL

; AH --

0A95:054F FECC          DEC
AH

; if AH != 00 (direction != north), jump back to 054b

0A95:0551 75F8          JNZ
054B

}

; set AH = block number
0A95:0553 8AE0          MOV
AH,AL

; set BX = map position

0A95:0555 8B1E0301      MOV
BX,[0103]

; col += DL

0A95:0559 02DA          ADD
BL,DL

; row += DH

0A95:055B 02FE          ADD
BH,DH

; wrap back between 0-15 (since maps are only 16x16 squares)

; (this is useful for wrapping from one end of the map to the other)

0A95:055D 81E30F0F      AND
BX,0F0F

; call get_dungeon_object()

0A95:0561 E8CF02        CALL
0833

; AL = dungeon object

; if bit 7 of AL is set (wall), jump to 058c

0A95:0564 A8FF          TEST
AL,FF

0A95:0566 7824          JS
058C

; set DL = AL

0A95:0568 8AD0          MOV
DL,AL

; if bit 4 of DL (up ladder) is not set, jump to 0574

0A95:056A F6C210        TEST
DL,10

0A95:056D 7405          JZ
0574

; call draw_ladder(00)

0A95:056F B000          MOV
AL,00

0A95:0571 E8C700        CALL
063B

; if bit 5 of DL (down ladder) is not set, jump to 057e

0A95:0574 F6C220        TEST
DL,20

0A95:0577 7405          JZ
057E

; call draw_ladder(01)

0A95:0579 B001          MOV
AL,01

0A95:057B E8BD00        CALL
063B

; if bit 6 of DL (chest) is not set , jump to 0586

0A95:057E F6C240        TEST
DL,40

0A95:0581 7403          JZ
0586

; call draw_chest()

0A95:0583 E8D201        CALL
0758

; set AL = 00 (no wall)

; returns zero and nonsigned

0A95:0586 B000          MOV
AL,00

0A95:0588 0AC0          OR
AL,AL

; return at 05b1

0A95:058A EB25          JMP
05B1

; if AL >= C0 (bits 6 & 7 set = door-in-wall), jump to 0599

0A95:058C 3CC0          CMP
AL,C0

0A95:058E 7309          JNB
0599

; call draw_wall(block)

0A95:0590 E82200        CALL
05B5

; set AL = FF (wall blocking view)

; returns nonzero and signed

0A95:0593 B0FF          MOV
AL,FF

0A95:0595 0AC0          OR
AL,AL

; return at 05b1

0A95:0597 EB18          JMP
05B1

; call draw_wall(block)

0A95:0599 E81900        CALL
05B5

; AH += 20

; (happens when we are in doorway)

0A95:059C 80C420        ADD
AH,20

; call draw_wall(+20)

0A95:059F E81300        CALL
05B5

; if AH == 20 (in doorway), jump to 05ad

0A95:05A2 80FC20        CMP
AH,20

0A95:05A5 7406          JZ
05AD

; set AL = FF (wall blocking view)

; returns nonzero and signed

0A95:05A7 B0FF          MOV
AL,FF

0A95:05A9 0AC0          OR
AL,AL

; return at 05b1

0A95:05AB EB04          JMP
05B1

; set AL = 01 (in doorway)

; returns nonzero and nonsigned

0A95:05AD B001          MOV
AL,01

0A95:05AF 0AC0          OR
AL,AL

; restore & return

0A95:05B1 5A            POP
DX

0A95:05B2 5B            POP
BX

0A95:05B3 58            POP
AX                                 

0A95:05B4 C3            RET

}

draw_wall() - 05b5

{

; AH = block number (block+20 for door at block)

; store

0A95:05B5 50            PUSH
AX

0A95:05B6 53            PUSH
BX

0A95:05B7 51            PUSH
CX                                 

0A95:05B8 52            PUSH
DX                                 

0A95:05B9 55            PUSH
BP                                 

0A95:05BA 56            PUSH
SI                                 

0A95:05BB 57            PUSH
DI                                 

; set BL = AH, BH = 00

0A95:05BC 8ADC          MOV
BL,AH

0A95:05BE B700          MOV
BH,00

; BX *= 8 (8 bytes for each set of wall data)

0A95:05C0 D1E3          SHL
BX,1

0A95:05C2 D1E3          SHL
BX,1                               

0A95:05C4 D1E3          SHL
BX,1                               

; set Destination Index = BX + 0247 (offset into wall data)

0A95:05C6 8BFB          MOV
DI,BX                              

0A95:05C8 8DBD4702      LEA
DI,[DI+0247]                       

; set CL = left column, CH = top row, DL = bottom row

; AL = ?, BL = ?

0A95:05CC 8A0D          MOV
CL,[DI]                            

0A95:05CE 8A6D01        MOV
CH,[DI+01]                         

0A95:05D1 8A5502        MOV
DL,[DI+02]                         

0A95:05D4 8A4503        MOV
AL,[DI+03]                         

0A95:05D7 8A5D04        MOV
BL,[DI+04]                         

0A95:05DA 8AFB          MOV
BH,BL                              

0A95:05DC 8BF3          MOV
SI,BX                              

0A95:05DE 8A5D05        MOV
BL,[DI+05]                         

0A95:05E1 8AFB          MOV
BH,BL                              

0A95:05E3 8BEB          MOV
BP,BX                              

; set DI = number of columns (+ 1)

0A95:05E5 8A5D06        MOV
BL,[DI+06]                         

0A95:05E8 B700          MOV
BH,00                              

0A95:05EA 8BFB          MOV
DI,BX                              

; if bit 0 of 0105 is set (direction is E or W), jump to 05f5

0A95:05EC F606050101    TEST
BYTE PTR [0105],01

0A95:05F1 7402          JZ
05F5

; for N and S directions, we start on odd columns

0A95:05F3 FEC1          INC
CL                                 

{

; call draw_vertical_line()

0A95:05F5 E89101        CALL
0789                               

; decrement column number

0A95:05F8 4F            DEC
DI                                 

; if DI == 0, return at 0633

0A95:05F9 7438          JZ
0633                               

0A95:05FB 02C8          ADD
CL,AL

0A95:05FD 8BDE          MOV
BX,SI

0A95:05FF FECF          DEC
BH

0A95:0601 7504          JNZ
0607                               

0A95:0603 8AFB          MOV
BH,BL                              

0A95:0605 FEC5          INC
CH                                 

0A95:0607 8BF3          MOV
SI,BX                              

0A95:0609 8BDD          MOV
BX,BP                              

0A95:060B FECF          DEC
BH                                 

0A95:060D 7504          JNZ
0613                               

0A95:060F 8AFB          MOV
BH,BL                              

0A95:0611 FECA          DEC
DL                                 

0A95:0613 8BEB          MOV
BP,BX                              

0A95:0615 3C01          CMP
AL,01                              

0A95:0617 74DC          JZ
05F5                               

0A95:0619 8BDE          MOV
BX,SI                              

0A95:061B FECF          DEC
BH                                 

0A95:061D 7504          JNZ
0623                               

0A95:061F 8AFB          MOV
BH,BL                              

0A95:0621 FEC5          INC
CH                                 

0A95:0623 8BF3          MOV
SI,BX                              

0A95:0625 8BDD          MOV
BX,BP                              

0A95:0627 FECF          DEC
BH                                 

0A95:0629 7504          JNZ
062F                               

0A95:062B 8AFB          MOV
BH,BL                              

0A95:062D FECA          DEC
DL                                 

0A95:062F 8BEB          MOV
BP,BX                              

; jump back to 05f5

0A95:0631 EBC2          JMP
05F5                               

}

; restore & return

0A95:0633 5F            POP
DI

0A95:0634 5E            POP
SI

0A95:0635 5D            POP
BP                                 

0A95:0636 5A            POP
DX                                 

0A95:0637 59            POP
CX                                 

0A95:0638 5B            POP
BX                                 

0A95:0639 58            POP
AX                                 

0A95:063A C3            RET
                                   

}

draw_ladder() - 063b

{

; AL = 00 for up, 01 for down

; AH = ?

; store

0A95:063B 50            PUSH
AX

0A95:063C 51            PUSH
CX

0A95:063D 52            PUSH
DX                                 

0A95:063E 56            PUSH
SI                                 

; if AH >= 0x15, return at 06d0, else continue at 0647

0A95:063F 80FC15        CMP
AH,15                              

0A95:0642 7203          JB
0647                               

0A95:0644 E98900        JMP
06D0                               

; 

0A95:0647 8ACC          MOV
CL,AH                              

0A95:0649 B500          MOV
CH,00                              

0A95:064B D1E1          SHL
CX,1                               

0A95:064D D1E1          SHL
CX,1                               

0A95:064F D1E1          SHL
CX,1                               

0A95:0651 8BF1          MOV
SI,CX                              

0A95:0653 8DB44701      LEA
SI,[SI+0147]                       

0A95:0657 8A0C          MOV
CL,[SI]                            

0A95:0659 8AD1          MOV
DL,CL                              

0A95:065B F6C1FF        TEST
CL,FF                              

0A95:065E 7870          JS
06D0                               

0A95:0660 8A6C02        MOV
CH,[SI+02]                         

0A95:0663 80FD00        CMP
CH,00                              

0A95:0666 7419          JZ
0681                               

0A95:0668 3C00          CMP
AL,00                              

0A95:066A 7405          JZ
0671                               

0A95:066C B57F          MOV
CH,7F                              

0A95:066E 2A6C02        SUB
CH,[SI+02]                         

0A95:0671 8AE5          MOV
AH,CH                              

0A95:0673 B640          MOV
DH,40                              

; call draw_ladder_rung()

0A95:0675 E85D00        CALL
06D5                               

0A95:0678 FEC1          INC
CL                                 

0A95:067A FEC2          INC
DL                                 

0A95:067C 8AEC          MOV
CH,AH                              

; call draw_ladder_rung()

0A95:067E E85400        CALL
06D5                               

0A95:0681 8A4C01        MOV
CL,[SI+01]                         

0A95:0684 8AD1          MOV
DL,CL                              

0A95:0686 8A6C03        MOV
CH,[SI+03]                         

0A95:0689 80FD00        CMP
CH,00                              

0A95:068C 7419          JZ
06A7                               

0A95:068E 3C00          CMP
AL,00                              

0A95:0690 7405          JZ
0697                               

0A95:0692 B57F          MOV
CH,7F                              

0A95:0694 2A6C03        SUB
CH,[SI+03]                         

0A95:0697 8AE5          MOV
AH,CH                              

0A95:0699 B640          MOV
DH,40                              

; call draw_ladder_rung()

0A95:069B E83700        CALL
06D5                               

0A95:069E FEC9          DEC
CL                                 

0A95:06A0 FECA          DEC
DL                                 

0A95:06A2 8AEC          MOV
CH,AH                              

; call draw_ladder_rung()

0A95:06A4 E82E00        CALL
06D5                               

0A95:06A7 8A0C          MOV
CL,[SI]                            

0A95:06A9 8A5401        MOV
DL,[SI+01]                         

0A95:06AC 8A6C04        MOV
CH,[SI+04]                         

0A95:06AF 3C00          CMP
AL,00                              

0A95:06B1 7405          JZ
06B8                               

0A95:06B3 B57F          MOV
CH,7F                              

0A95:06B5 2A6C04        SUB
CH,[SI+04]                         

0A95:06B8 8AF5          MOV
DH,CH                              

; call draw_ladder_rung()

0A95:06BA E81800        CALL
06D5                               

0A95:06BD 8A0C          MOV
CL,[SI]                            

0A95:06BF 8A6C05        MOV
CH,[SI+05]                         

0A95:06C2 3C00          CMP
AL,00                              

0A95:06C4 7405          JZ
06CB                               

0A95:06C6 B57F          MOV
CH,7F                              

0A95:06C8 2A6C05        SUB
CH,[SI+05]                         

0A95:06CB 8AF5          MOV
DH,CH                              

; call draw_ladder_rung()

0A95:06CD E80500        CALL
06D5                               

; restore & return

0A95:06D0 5E            POP
SI                                 

0A95:06D1 5A            POP
DX                                 

0A95:06D2 59            POP
CX                                 

0A95:06D3 58            POP
AX                                 

0A95:06D4 C3            RET
                                   

}

draw_ladder_rung() – 06d5

{

0A95:06D5 50            PUSH
AX

0A95:06D6 53            PUSH
BX

0A95:06D7 51            PUSH
CX                                 

0A95:06D8 55            PUSH
BP                                 

0A95:06D9 56            PUSH
SI                                 

0A95:06DA 57            PUSH
DI                                 

0A95:06DB 8ADA          MOV
BL,DL                              

0A95:06DD 2AD9          SUB
BL,CL                              

0A95:06DF 7308          JNB
06E9                               

0A95:06E1 F6DB          NEG
BL                                 

0A95:06E3 8BEB          MOV
BP,BX                              

0A95:06E5 B3FF          MOV
BL,FF                              

0A95:06E7 EB04          JMP
06ED                               

0A95:06E9 8BEB          MOV
BP,BX                              

0A95:06EB B301          MOV
BL,01                              

0A95:06ED 87EB          XCHG
BP,BX                              

0A95:06EF 8AFE          MOV
BH,DH                              

0A95:06F1 2AFD          SUB
BH,CH                              

0A95:06F3 7308          JNB
06FD                               

0A95:06F5 F6DF          NEG
BH                                 

0A95:06F7 87EB          XCHG
BP,BX                              

0A95:06F9 B7FF          MOV
BH,FF                              

0A95:06FB EB04          JMP
0701                               

0A95:06FD 87EB          XCHG
BP,BX                              

0A95:06FF B701          MOV
BH,01                              

0A95:0701 8BF3          MOV
SI,BX                              

0A95:0703 8BDD          MOV
BX,BP                              

0A95:0705 3ADF          CMP
BL,BH                              

0A95:0707 7224          JB
072D                               

0A95:0709 B700          MOV
BH,00                              

0A95:070B 8BFB          MOV
DI,BX                              

0A95:070D D0EB          SHR
BL,1                               

0A95:070F 8AE3          MOV
AH,BL                              

0A95:0711 8BDD          MOV
BX,BP                              

0A95:0713 02E7          ADD
AH,BH                              

0A95:0715 8AC4          MOV
AL,AH                              

0A95:0717 2AC3          SUB
AL,BL                              

0A95:0719 7206          JB
0721                               

0A95:071B 8AE0          MOV
AH,AL                              

0A95:071D 8BDE          MOV
BX,SI                              

0A95:071F 02EF          ADD
CH,BH                              

0A95:0721 8BDE          MOV
BX,SI                              

0A95:0723 02CB          ADD
CL,BL                              

; call draw_pixel()

0A95:0725 E8DD00        CALL
0805                               

0A95:0728 4F            DEC
DI                                 

0A95:0729 75E6          JNZ
0711                               

0A95:072B EB24          JMP
0751                               

0A95:072D 8ADF          MOV
BL,BH                              

0A95:072F B700          MOV
BH,00                              

0A95:0731 8BFB          MOV
DI,BX                              

0A95:0733 D0EB          SHR
BL,1                               

0A95:0735 8AE3          MOV
AH,BL                              

0A95:0737 8BDD          MOV
BX,BP                              

0A95:0739 02E3          ADD
AH,BL                              

0A95:073B 8AC4          MOV
AL,AH                              

0A95:073D 2AC7          SUB
AL,BH                              

0A95:073F 7206          JB
0747                               

0A95:0741 8AE0          MOV
AH,AL                              

0A95:0743 8BDE          MOV
BX,SI                              

0A95:0745 02CB          ADD
CL,BL                              

0A95:0747 8BDE          MOV
BX,SI                              

0A95:0749 02EF          ADD
CH,BH                              

; call draw_pixel()

0A95:074B E8B700        CALL
0805                               

0A95:074E 4F            DEC
DI                                 

0A95:074F 75E6          JNZ
0737                               

0A95:0751 5F            POP
DI                                 

0A95:0752 5E            POP
SI                                 

0A95:0753 5D            POP
BP                                 

0A95:0754 59            POP
CX                                 

0A95:0755 5B            POP
BX                                 

0A95:0756 58            POP
AX                                 

0A95:0757 C3            RET
                                   

}

draw_chest() - 0758

{

; AH = block number to write (20 for in doorway at 00)

; store

0A95:0758 53            PUSH
BX

0A95:0759 51            PUSH
CX

0A95:075A 52            PUSH
DX

; if AH >= 15 (4 paces away), return at 0785

0A95:075B 80FC15        CMP
AH,15

0A95:075E 7325          JNB
0785

; set BL = AH, BH = 00

0A95:0760 8ADC          MOV
BL,AH

0A95:0762 B700          MOV
BH,00

; BL *= 4 (four bytes for each set of chest dimension data)

0A95:0764 D0E3          SHL
BL,1

0A95:0766 D0E3          SHL
BL,1

; set BX += 01f3 (address of dimension data)

0A95:0768 8D9FF301      LEA
BX,[BX+01F3]

; set CL = byte at BX (left column)

0A95:076C 8A0F          MOV
CL,[BX]

; if bit 7 of CL is set (chest begins beyond edge of window), return at 0785

0A95:076E 80F900        CMP
CL,00

0A95:0771 7812          JS
0785

; else set DH (right column), CH (top row), DL (bottom row)

0A95:0773 8A7701        MOV
DH,[BX+01]

0A95:0776 8A6F02        MOV
CH,[BX+02]

0A95:0779 8A5703        MOV
DL,[BX+03]

{

; call draw_vertical_line()

0A95:077C E80A00        CALL
0789

; call draw_dungeon_chest_line()

# 077c   call 0793
; increment column

0A95:077F FEC1          INC
CL                                 

; if current column < right column, loop back to 077c

0A95:0781 3ACE          CMP
CL,DH

0A95:0783 72F7          JB
077C

}

; restore & return

0A95:0785 5A            POP
DX                                 

0A95:0786 59            POP
CX                                 

0A95:0787 5B            POP
BX                                 

0A95:0788 C3            RET
                                   

}

draw_vertical_line() - 0789

{

; AH = current block number (20 for in doorway at 00)

; CL = column

; CH = top row

; DL = bottom row

; store

0A95:0789 50            PUSH
AX

0A95:078A 53            PUSH
BX

0A95:078B 51            PUSH
CX

0A95:078C 52            PUSH
DX

0A95:078D 56            PUSH
SI

0A95:078E 57            PUSH
DI

; if AH == 20 (in doorway), jump to 07ca

0A95:078F 80FC20        CMP
AH,20

0A95:0792 7436          JZ
07CA

; set CL += 20 (offset column by 20 pixels)

0A95:0794 80C120        ADD
CL,20

; set DL -= CH, DH = 00 (set DX = difference in rows)

0A95:0797 2AD5          SUB
DL,CH

0A95:0799 B600          MOV
DH,00

; set BL = CL, BH = 00 (set BX = column offset)

0A95:079B 8AD9          MOV
BL,CL

0A95:079D B700          MOV
BH,00

; BX /= 4 (set BX = # of bytes to column in row)

0A95:079F D1EB          SHR
BX,1

0A95:07A1 D1EB          SHR
BX,1

; set Destination Index = BX

0A95:07A3 8BFB          MOV
DI,BX

; set AL = C0 (11000000)

0A95:07A5 B0C0          MOV
AL,C0

; determines which pixel of byte (0-4) we are on

0A95:07A7 80E103        AND
CL,03

; CL *= 2 (since there are 2 bits per pixel)

0A95:07AA D0E1          SHL
CL,1

; shift AL to pixel

0A95:07AC D2E8          SHR
AL,CL

; set BL = CH, BH = 00 (set BX = starting row number)

0A95:07AE 8ADD          MOV
BL,CH                              

0A95:07B0 B700          MOV
BH,00                              

; BX *= 2 (each addr is 2 bytes)

0A95:07B2 D1E3          SHL
BX,1

; we are starting on row 0x20 (each addr is 2 bytes; must add 0x40)

0A95:07B4 83C340        ADD
BX,+40                             

; set Source Index = BX

0A95:07B7 8BF3          MOV
SI,BX                              

; set SI += 132a (each addr at 132a points to addr of row on video seg)

0A95:07B9 8DB42A13      LEA
SI,[SI+132A]

{

; set BX = word at SI (addr of row on video seg)

0A95:07BD 8B1C          MOV
BX,[SI]

; move SI forward a word

0A95:07BF 83C602        ADD
SI,+02

; OR in AL (11000000) to BX+DI

0A95:07C2 26            ES:

0A95:07C3 0801          OR
[BX+DI],AL

; DX-- (reduce number of rows left by one)

0A95:07C5 4A            DEC
DX

; if DX != 0, loop back to 07bd

0A95:07C6 75F5          JNZ
07BD

}

; return at 07fe

0A95:07C8 EB34          JMP
07FE

; replace at 079f

# 079f   push ax

# 07a0   push dx

# 07a1   mov ax,0140

# 07a4   mov dl,ch

# 07a6   add dl,20

# 07a9   mul dx

# 07ab   mov di,ax

# 07ad   add di,bx

# 07af   pop dx

# 07b0   pop ax

# 07b1   es:

# 07b2   or [di],al

# 07b4   add di,0140

# 07b8   dec dx

# 07b9   jnz 07b1

# 07bb   jmp 07fe

; set CL += 20 (offset column by 20 pixels)

0A95:07CA 80C120        ADD
CL,20

; set DL -= CH, DH = 00 (set DX = difference in rows)

0A95:07CD 2AD5          SUB
DL,CH

0A95:07CF B600          MOV
DH,00

; set BL = CL, BH = 00 (set BX = column offset)

0A95:07D1 8AD9          MOV
BL,CL                              

0A95:07D3 B700          MOV
BH,00                              

; BX /= 4 (set BX = # of bytes to column in row)

0A95:07D5 D1EB          SHR
BX,1

0A95:07D7 D1EB          SHR
BX,1

; set Destination Index = BX

0A95:07D9 8BFB          MOV
DI,BX

; set AL = 3F (00111111)

0A95:07DB B03F          MOV
AL,3F

; determines which pixel of byte (0-4) we are on

0A95:07DD 80E103        AND
CL,03

; CL *= 2 (since there are 2 bits per pixel)

0A95:07E0 D0E1          SHL
CL,1

; shift AL to pixel (and wrap)

0A95:07E2 D2C8          ROR
AL,CL

; set BL = CH, BH = 00 (set BX = starting row number)

0A95:07E4 8ADD          MOV
BL,CH

0A95:07E6 B700          MOV
BH,00

; BX *= 2 (each addr is 2 bytes)

0A95:07E8 D1E3          SHL
BX,1

; we are starting on row 0x20 (each addr is 2 bytes; must add 0x40)

0A95:07EA 83C340        ADD
BX,+40

; set Source Index = BX

0A95:07ED 8BF3          MOV
SI,BX

; set SI += 132a (each addr at 132a points to addr of row on video seg)

0A95:07EF 8DB42A13      LEA
SI,[SI+132A]                       

{

; set BX = word at SI (addr of row on video seg)

0A95:07F3 8B1C          MOV
BX,[SI]

; move SI forward a word

0A95:07F5 83C602        ADD
SI,+02

; AND in AL (00111111) to BX+DI

0A95:07F8 26            ES:

0A95:07F9 2001          AND
[BX+DI],AL

; DX-- (reduce number of rows left by one)

0A95:07FB 4A            DEC
DX

; if DX != 0, loop back to 07bd

0A95:07FC 75F5          JNZ
07F3                               

}

; replace at 07d5

# mov ax,0140

# push dx

# mov dl,ch

# add dl,20

# mul dx

# mov di,ax

# add di,bx

# pop dx

; set byte to draw

# mov al,00

# es:

# and [di],al

# add di,0140

# dec dx

# jnz 07e7

# jmp 07fe

; restore & return

0A95:07FE 5F            POP
DI

0A95:07FF 5E            POP
SI

0A95:0800 5A            POP
DX                                 

0A95:0801 59            POP
CX                                 

0A95:0802 5B            POP
BX                                 

0A95:0803 58            POP
AX                                 

0A95:0804 C3            RET
                                   

}

video.draw_dungeon_wall_line() – 0789

{

# 0789   push bp

; call call_video_drv(0057,...)

# 078a   lea bp,[0057]
# 078e   call 079d
# 0791   pop bp
# 0792   ret

}
video.draw_dungeon_chest_line() – 0793

{

# 0793   push bp

; call call_video_drv(005a,...)

# 0794   lea bp,[005a]
# 0798   call 079d
# 079b   pop bp
# 079c   ret

}
call_video_drv(bp,...) – 079d
{

; we share the same data segment as exodus.bin

# 079d
mov [2720],bp

# 07a1
call far [2720]

# 07a5
ret

}
; 07a6-0804 = unused (reset to 0x00)

removed: draw_pixel() - 0805

{

; CH = row number

; CL = column number

; store

0A95:0805 50            PUSH
AX

0A95:0806 53            PUSH
BX

0A95:0807 51            PUSH
CX

; set CH += 20 (offset row by 20 pixels)

0A95:0808 80C520        ADD
CH,20                              


; set CL += 20 (offset column by 20 pixels)

0A95:080B 80C120        ADD
CL,20                              

; set AL = CL

0A95:080E 8AC1          MOV
AL,CL                              

; AL /= 4 (set AL = # of bytes to column in row)

0A95:0810 D0E8          SHR
AL,1                               

0A95:0812 D0E8          SHR
AL,1                               

; set AH = C0 (11000000)

0A95:0814 B4C0          MOV
AH,C0                              

; determines which pixel of byte (0-3) we are on

0A95:0816 80E103        AND
CL,03                              

; CL *= 2 (since there are 2 bits per pixel)

0A95:0819 D0E1          SHL
CL,1                               

; shift AL to pixel

0A95:081B D2EC          SHR
AH,CL                              

; set BL = CH, BH = 00 (set BX = starting row number)

0A95:081D 8ADD          MOV
BL,CH                              

0A95:081F B700          MOV
BH,00                              

; BX *= 2 (each addr is 2 bytes)

0A95:0821 D1E3          SHL
BX,1                               

; set BX = value at BX 132a (each addr at 132a points to addr of row on video seg)

; this gets the addr of row on the video segment

0A95:0823 8B9F2A13      MOV
BX,[BX+132A]                       

; offset address by # of bytes into row

0A95:0827 02D8          ADD
BL,AL                              

; if carry flag was set above, add it to BH

0A95:0829 80D700        ADC
BH,00                              

; OR AH into ES:BX

0A95:082C 26            ES:
                                   

0A95:082D 0827          OR
[BX],AH                            

; replace at 0810

# push dx

; get addr of row

# mov ax,0140

# mov dl,ch

# mul dx

; add offset to column

# add al,cl

# adc ah,00

# mov bx,ax

; set byte to draw

# mov al,06

; draw pixel

# es:

# mov [bx],al

# pop dx

# jmp 082f

; restore & return

0A95:082F 59            POP
CX

0A95:0830 5B            POP
BX

0A95:0831 58            POP
AX                                 

0A95:0832 C3            RET
                                   

}

video.draw_dungeon_ladder_pixel() – 0805

{

# 0805   push bp

; call call_video_drv(005d,...)

# 0806   lea bp,[005d]
# 080a   call 079d

# 080d   pop bp
# 080e   ret

}
; 080f-0832 = unused (reset to 0x00)

get_dungeon_object() - 0833

{

; returns the dungeon object (tile) from the dungeon map file

; BH = map row

; BL = map column

; store

0A95:0833 9C            PUSHF

; BH *= 16 (since there are 16 cols per row)

0A95:0834 D0E7          SHL
BH,1

0A95:0836 D0E7          SHL
BH,1

0A95:0838 D0E7          SHL
BH,1

0A95:083A D0E7          SHL
BH,1 

; BL += BH = map position offset

0A95:083C 02DF          ADD
BL,BH

; BH = level

0A95:083E 8A3E0601      MOV
BH,[0106]

; BX += 0900 (offset into dungeon map)

0A95:0842 8D9F0009      LEA
BX,[BX+0900]

; AL = dungeon object from map file

0A95:0846 8A07          MOV
AL,[BX]

; restore & return

0A95:0848 9D            POPF

0A95:0849 C3            RET

; AL = dungeon object

}

/* my functions */

color_chest() – 084a

{


084a   push ax


084b   mov al,0e


084d   call 0789   ; draw_vertical_line()


0850   pop ax


0851   ret

}

color_wall_and_door() - 0852

{

0852   push ax

0853   push cx

0854   cmp ah,20

0857   jna 0862
0859
mov al,07

085b   call 0789   ; draw_vertical_line()

085e   inc cl

0860   jmp 0864
0862   mov al,06

0864   call 0789   ; draw_vertical_line()

0867   pop cx

0868   pop ax

0869   ret

}

