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PREFACE

This book is aimed at the programmer who has
become proficient in BASIC and wants to explore
the realms of machine code. The first section of the
book sets out to give a detailed description of
assembly language programming. However, it is
impossible to teach someone to program creatively
and professionally. The second section of the book
discusses techniques and gives a series of examples
of the uses of machine code. It is hoped that, by
examining these programs in detail, you will begin
to think in the ways that produce a good machine-
code programmer.

Don't assume that the programs in this book are
at a height of perfection. There are probably a
number of improvements that can be made to them.
Don't just use the programs in this book without
thought. If, for example, you write an arcade game
don't just use the sprite routine at the end of chap-
ter ten - study that routine and then either write
your own or adapt that routine and then either write
your own or adapt it to suit your particular needs.
This will not only produce better programs, but
should also help to make you a better programmer.

The overal message of this book is that a
professional programmer is a perfectionist and will
do everything within his power to improve a pro-
gram to its limits.






