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Easy68K and Download

Download and Install this!
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EDIT68K
a EDIT68K.EXE

` For Coding and Assembling

a Coding

a Save
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Assembling
a Click the “Assemble Source Code” button  OR F9 Key

a When there is no Error, the following window pops up.
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Simulation
a Click, “Execute” button.

a Initial Simulation Screen
a



6

Simulation Buttons
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Memory View
a After Auto Trace or Run (with Cmd screen)

a Click “View” and Select “Memory”
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Memory View
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TRAPs in EASY68K 
a TRAP

` Interruption of Execution
` Respond Programmer’s Task Command

a Number of Tasks in Easy68K 
` 22 Tasks
` Examples

⌧

 

Read Message (from Keyboard)
⌧

 

Print Message (to Computer Monitor)
⌧

 

Read a Character
⌧

 

Print a Character
⌧

 

Read a Number
⌧

 

Print a Number
⌧

 

Etc
a Traditional TRAP tasks

` Print Message (to Computer Monitor) of address at A1
⌧

 

--- Task # 0 (with CR.LF)
⌧

 

--- Task #1  (without CR.LF)
` Read a Character and store it at D1.B  --- Task #5
` Print a Character stored at D1.B --- Task #6
` Key Echo On on or off --- Task #12 (OFF– D1.B==0, ON --- D1.B== Non zero)

a How is a TRAP called/executed?
` Put task number to A1 or D0
` Put address into A1 (for “print message” case)
` Then “Trap #15” instruction line
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2 or 3 steps for TRAP 
aStep 1 (for only Read /Print Message case)
`Put the length of the message in number of 

characters into D1 register
aStep 2
`Put the task number to D0 Registers

⌧Task Numbers
• 0 ---- Print Message (which is stored at the memory whose 

starting address is stored in A1 register) ended with LF and CR
• 1 ---- Print Message ended without LF/CR
• 5 ---- Read a single character from Keyboard (the read 

character is stored to D1 register)
• 6 ---- Print a single character (stored in D1 register) into the 

computer screen

aStep 3
`Execute the Trap by the instruction of “Trap  #15”
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Illustration-1
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Illustration - 2
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Trap Example Code

a Type the first code
a Assemble it
a Simulation with Step Over (F8) and Trace the D0, D1, 

and A1 registers
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