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168 / Appendix

Location 53278, Hit Clear Register

To clear all collision registers, poke a 1 into HITCLR (location 53278).

Location 623, Priority Register

Display Priority Value to Poke into 623
All players in front of all playfields. |

Players 2 and 3 behind playfields;
players 0 and 1 in front of
playfields.

All playfields in front. 4

Players in front of some play-
fields, but behind others. 8

Suggestion: Experiment! Move your players over various playfield objects
to discover the effect of various priority settings.

Other Options for Location 623

Pick the desired options and add up the values. Poke the total into location 623.

Option Value
Combine missiles to make a 5th player. 16
Overlap players to make a third color. 32

Graphics Shape Registers

Player Number Location
0 53261
1 53262
2 53263
3 53264

All missiles 53265
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