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Easy68K and Download

) EASy68K Home, Free 68000 Assembler, 68000 Simulator, 68000 Assembly Language - Mozilla Firefox
File  Edit View History  Bookmarks  Tools  Help

c ar | Ead | httpe e, easy6ak,com)

(2] Most visited D Free Hotmail E Customize: Links IJ Windows Marketplace IJ Windows Media E Windows

Prof Kelly EASy68K Examples Forum

EASv6SK Editor/Assembler/Simulator for the 68000

Welcome to the EASYEEE home page. EASy6OEE 1z a 65000 Structured Aszembly Languag

edit, assemble and run 68000 programs on a Windows PC. Mo addiional hardware 15 require.
project distributed under the GINTT general public use license.

Download

Prototype PCB

Che sty for latest wersion information. Assembly

24 hour turn, Full-service,

cetupEASYOEE exe Efecutable with mstaller E’F Hli } :IJtF custamer

Download and Install this!



EDIT68K

EDIT68K.EXE
For Coding and Assembling

EHECITESK ex 1,453 KB Application
2] GGetting Startad. bt 2 KB Text Document

E’l License.txt | Description: EASyE3K Editor/Assembler  pjoument

[ ternplate. g File Wersion: 3.9.10.0
il GNU Ganer Date Created: 9)22)2008 9:40 4M

Size: 1.41 ME

Docurmenk

=L TR P -

EASy6BK EditorfAssembler ¥3.9.10
File Edit Project Options ‘Window Help

O edE M
= TrapExamplel.X68

Coding

* Progratm : TrapExample.X65
* Written by : CE
* Date P D10CToS
Save ¥ Description: Trap examples under EasyeSk Environwent

;DATAR PART
E3 EQU  $08 Backspace

HT EQU  §02 Talh (horizontal 5 characters)
LF EQUT  $04 New line (line feed)
T EQU  $0E Vertical tab (4 lines)
FF EQU  §0C Form Feed (Always end printing with & Form Feed.)
CR EQU  $0D Carriage Return
CRG $100
rmsg DC.E CR,LF, 'good guess!',CR,LF
LC.E a ;tring must be ended with O
o iitcded DC.E CR,LF, 'guess again',CR,LF
LZ.EB a ;string ended with O
ingr DC.E 'Guess a character [a - z]',CR,LF
DC.B u] sended with O
CRG $z00
Store L3.EB 30 ;hllocate 4 Bytes starting @3tore. MEMORY
:TRALP # in EASYTESKE 3

; (Put Task number into DO)
: then TRLFP #15 T



Assembling

Click the “Assemble Source Code” button OR F9 Key

EASy6&BK Editor/Assembler v3.9.10
File Edit Project Ophions ‘Window Help

O &3S ¢4
&= TrapExample1.X68

* Program i TrapExanmple.X6S
¥ Written by @ CE
* Date p O1oCTOS

¥ Description: Trap examples under EasyeSk Environment

;DATA PART
B3 EQU 508 Backspace
HT EQU 509 Talk [(horizontal 5 characters)

When there is no Error, the following window pops up.

n
Assembler Status - TrapExamplel.Z68 (x]

', CR,LF _
Warnings:, 0
Ermarz: O

n',CR,LF

...........................

r [a - =] i Execute Cloze ‘

............................




Simulation

Click, “Execute” button.

Assembler Status - TrapExamplel.X68

Warnings: 0
Emors: 0O

®

Initial Simulation Screen

3

| o] a3 ~|m| & 2 HE

Registers

D0=|goo0oo00 P4=|00000o000 AO=|00000000 Ad4=|00000000 TS INT XWZVC Cycles
SR={0010000000000000 o

D1=|00000000

D5=|00000000

A1=00000000

A5=|00000000

D2=|00000000

Dfi= 00000000

A2=00000000

a6=|00000000

US=|00FFO000

Clear Cyclez

D3=|00000000

D7=|00000000

A3=|00000000

A7-|01000000

55=WIDDDDDD PC=|poooooon

hddress -—--—-—————-— Code————————-— Line ——————————-— Jource—-—————————— =3

000002 1E 30 ;TASE HNo. FUNCTIONS

000002 1E SIS s S e e e S S S e e e e e e
000002 1E 32 0 PRINT M3G (CRLF) (Display Mess
00000z 1E 33 01 PRINT_M3G (Same as 0 but w/o C
00000z 1E 34 :5 READ CHR Eead & single charact
00000z 1E 35 6 PRINT CHR Display a =ingle ch
oooo0z1E 3e :9 HALT halt the simulator

000002 1E 37

000002 1E 38

000002 1E 39  PROGRAMN PART

aoo0ooao 40 3ITART ORG 30 5




Simulation Buttons

It C:\Easy6Bk\TrapExample1.568
File Run Miew Opkions Help

| o &=z~ m| ¢ @ @6
A

A A
Run (F9) Reload Program (Ctrl + F3)
Run To Cursor {Ctrl + F9) Rewind Program (Ctrl + F2)
Auto Trace (F10) Pause (F6)

Step Over (F8) | | Trace Into (F7)




After Auto Trace or Run (with Cmd screen)

Click “View” and Select “Memory”

%t C:\Easy6Bk\TrapExample1.568

File FRun BUEEN Cphtions  Help

J J Cukput Window l@ @ _L

Fegint W
eqizlers 3

Do= a0=

000 ivdware om0 [saLlat
D1=|0oo  Break Paints 000 Al=|ooom
D2=|ggooo07l  Dé=|gooooooo  A2=|oooos
D3=|gooooood  D7=|oooooooo  A3=|oooos

Address -—-—-——————- Code—

Zt Sim6BK 170

Guess a character [a - 2]

ELER

ELER

ELERL

ELER

ELER

guess again

q
good guess?



=

Lddress: From:
00000000 oo 01 oz
00000000: 24 7C 00
00D00010: 00 OO0 01
00D000Z0: OC 02 00
00D00030: 22 7C 00
00D00040: 00 00 22
00D00OS0: FF FF FF
00DD00EO: FF FF FF
00D00070: FF FF FF
00DO0O&0: FF FF FF
00000020: FF FF FF
00DD0OLO: FF FF FF
ODDOOOEQ: FF FF FF
00D00OCO: FF FF FF
00000ODO: FF FF FF
ODDOOOEQ: FF FF FF
0DDOOOFO: FF FF FF
00D00100: OD OL &7
00D00110: OD OL &7
0DDO01Z0: 47 75 65
00D00130: 72 20 SE
00D00140: FF FF FF
00D00150: FF FF FF
00000160: FF FF FF
00000170: FF FF FF
O00DD180: FF FF FF
00000190: FF FF FF
O0DDO1L0: FF FF FF
ODDDO1BO: FF FF FF
Oo0001CO: FF FF FF
000001DO: FF FF FF
ODDDO1EQ: FF FF FF
ODDDO1FO: FF FF FF
ODDDDZO0: 61 63 64
0000DZ10: FF FF FF

Memory View

|
a3
aa
Z0
71
aa
T
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
eF
75
T3
g1
FF
FF

FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
65
FF

04
oz
4E
a7
o1
aa
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
eF
85
T3
Z0
FF
FF

FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
GG
FF

05
aa
4F
aa
10
aa
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
a4
T3
Z0
ZD
FF
FF

FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
6
FF

0
32
10
aa
4E
o1
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
Z0
T3
g1
Z0
FF
FF

FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
Tl
FF

a7
3c
3c
14
4F
aa
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
a7
Z0
Z0
Th
FF
FF

FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF

()=
aa
aa
32
a0
4E
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
75
g1
63
5D
FF
FF

FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF

o=
a0
a5
3c
DC
4F
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
85
a7
3=
an
FF
FF

FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF

oL
10
4E
aa
32
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
T3
g1
g1
oL
FF
FF

FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF

0B
3c
4F
a0
3c
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
T3
3=
Tz
aa
FF
FF

FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF

ac
aa
14
10
aa
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
21
6E
g1
FF
FF
FF

FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF

oD
aa
o1
3c
a0
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
an
an
63
FF
FF
FF

FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF

(ooooaoooo TDJDDDDDDDD BytESﬁDDDDDDDD

OE
22
14
aa
10
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
oL
oL
Tq
FF
FF
FF

FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF

A =1ES
Cupg| Fill| Save|

0123456759 4BCDEF
§l————24—"—x€—=""]
——— NO—<—-NO————
———gy———Z—" —f——
Pl———-NO"-2<-"—<
— e —————

aF
T
c1
aa
3c
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
FF
aa
aa
85
FF

________________ Live
——good guess!--—- m
——guess again——-—
Guess a characte
r [a - 2]-——-——-

FF




TRAPs in EASY68K

TRAP
Interruption of Execution
Respond Programmer’s Task Command

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

Traditional TRAP tasks

Print Message (to Computer Monitor) of address at Al
--- 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)

How is a TRAP called/executed?
Put task number to A1 or DO

: ) un '
Put address into Al (for “print message” case) MOVE.BE  #0O,D0
Then “Trap #15” instruction line MOWVEL.L frmsg, A1
MOVE.E #5,D0 REead a single character TRAF #15
TRALF H15 Store into D1



2 or 3 steps for TRAP

Step 1 (for only Read /Print Message case)

Put the length of the message in number of
characters into D1 register

Step 2

Put the task number to DO Registers

Task Numbers

0 ---- Print Message (which is stored at the memory whose
starting address is stored in Al 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

Step 3
Execute the Trap by the instruction of “Trap #15”

10



lllustration-1

Print a message of 8 characters stored
from the memory address of $200. * Task # is 1

200 | H
1. Put addr $200 into A1. 200 | A1 201 | O
202 | 'W
2. Put the length to D1 8 D1 203 | 'A
register. 204 R
3. Put the task # to DO 1 DO 205 | D
4. "Trap #15 206 1
207 | 2

208




lllustration - 2

Read a character typed in from a keyboard.

(Task # = 5)

1. Put the task # to DO register

2. Waits for a key (Program R
does it automatically. Only _H_'_T__ H|% ﬁ-—_—ﬂﬂi
when key is entered ' ==
then the next line of code /

executes.) 251 D1

3. When a key is entered, its
ASCIl value is stored in D1

register.

12



Trap Example Code

EASy68K Editor/Assembler v4.7.3 - [TrapEx.X68]

= File Edit Project Options Window  Help

0 &EHS # +% -% | o]

* Program : TrapE=.X68

* Written by : CK

* Degcription: Trap examples under EasyéBk Environment

;DATA PART

LF EQU  50A New line {(line feed)
R EQU 50D Carriage Return
ORG S100
rrmeg DC. B CR,LF, "good gquess!lT,CR,; LF
DZ. B 0 ;jgtring must ke ended with 0
LS DC. B CR, LF, "guess again’,CR, LF
DB 1 jgtring ended with 0
ingr DC.E "Fueszs a character [a - z]7,CR,LF
OC.E 0 jended with 0

JTRAD # in EASYABK
{Put Task number into DO)
: then TRAD #15

Type the first code
Assemble it

Simulation with Step Over (F8) and Trace the DO, D1,

and Al registers >
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