


























// Use de Amstrad library
include "cpc464.ccz80";

// Declare a byte variable
// and initialize it with 32
byte i = 32;

// Loop of 224 pass
repeat (224)

// Call to printc function
// (included in cpc464.ccz80 library)
// and post-increment the i variable
printc(i++);

// Ends program an return to BASIC
return;

ccz80 program.ccz80 /org=#A000
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Gcc: no input file
VS: usage: cl ......

#include <iostream>

void main()
{

std::cout<<“batsin bu dunya:)”<<std::endl;
return;

}

> d:
> cd Kaynak

>cd home/ahmet/kaynak

> cl batsin.cpp

> g++ batsin.cpp

#include <iostream>

std::cout<<“batsin bu dunya:)”<<std::endl;

#include <iostream>

void main()
{

std::cout<<“batsin bu dunya:)”<<std::endl;
std::cout<<“bitsin bu ruya”<<std::endl;
return;

}

void main()
{

return;
}



#include <iostream>

void main()
{

komut 1;
komut 2;
komut 3;
...
...
komut n;
return;

}

Tip isim;

int skor;



#include <iostream>

void main()
{

int skor;
skor = 0;
std::cout<<skor<<std::endl
return;

}



make -f makefile.win

hedef: gereklilikler
[tab] komutlar

all: proje_adi

proje_adi: main.c
gcc -o projem main.c

clean:
rm -rf *.o

rm -rf projem

LIBS=-L"/usr/lib" -lSDL -lGL

CC=gcc

LIBS=-L"/usr/lib" -lSDL
EXE=projem

all: proje

proje: main.c
$(CC) -o $(EXE) main.c $(LIBS)



# projenizde kullanacaginiz derleyiciler
CPP = g++
CC = gcc

OBJ=$(SOURCES:.cpp=.o)

# projenizde kullandiginiz kutuphaneler
# bu ornekte ben sdl kitapliklari kullaniyorum
LIBS = -L"/usr/lib" -lSDLmain -lSDL \

-lSDL_mixer -lSDL_ttf

# projede kullandiginiz kutuphanelerin .h
# dosyalarinin bulundugu klasorler
INCS = -I"/usr/include" -I"/usr/include/SDL"
CXXINCS = -I"/usr/include"
CXXFLAGS = $(CXXINCS)
CFLAGS = -c $(INCS)

# sources degiskenine projenizdeki
# kaynak kod dosyalarini (.c yada .cpp)
# aralarinda bir bosluk birakarak yazin,
# en basta main dosyaniz olsun
SOURCES= main.cpp

# buraya projeniz derlendiginde cikacak
# executable dosyanin adi yazilacak
BIN = proje_adi
RM = rm -f

all: $(SOURCES) $(BIN)

$(BIN): $(OBJ)
$(CC) $(OBJ) -o $(BIN) $(LIBS)

.cpp.o:
$(CC) $(CFLAGS) $< -o $@

clean:
${RM} $(OBJ) $(BIN)









lda 24 (yani A registerine 24
adresindeki degeri yukle)

clc (yani Carry Flag'i sifirla)
adc 98 (98 adresindeki deger ile

Carry Flag degerini toplayip
A registerine ekle)

sta 90 (sonucu 90 adresine yolla)

mevcut_param = 24
maas = 98
ev_sahibi = 90

lda mevcut_param
clc
adc maas
sta ev_sahibi



<?php
class Film
{

var $isim;
var $fragman;
var $sureDakika;

function Film($filmIsim = "",
$filmFragman = "",
$filmSureDakika = 0)

{
$this->isim = $filmIsim;
$this->fragman = $filmFragman;
$this->sureDakika = $filmSureDakika;

}

function uzunluk()
{

if($this->sureDakika < 30)
return "Kisa film";

else if($this->sureDakika < 90)
return "Normal sureli film";

else
return "Uzun film";

}
}

$jackass2 = new Film("Jackass II", "jtm2.avi", 95);

echo "film ismi: ".$jackass2->isim."<br>";
echo "film suresi: ".$jackass2->sureDakika." dk.

<br>";
echo "film uzunlugu: ".$jackass2->uzunluk();
?>

<?php
class Film
{

private $isim;
private $sureDakika;
private $fragman;

public function __construct($filmIsim = "",
$filmFragman = "",
$filmSureDakika = 0)

{
$this->isim = $filmIsim;
$this->fragman = $filmFragman;
$this->sureDakika = $filmSureDakika;

}

public function uzunluk()
{

if($this->sureDakika < 30)
return "Kisa film";

else if($this->sureDakika < 90)
return "Normal sureli film";

else
return "Uzun film";

}

public function okuIsim()
{

return $this->isim;
}

public function okuSureDakika()
{

return $this->sureDakika;
}

}

$jackass2 = new Film("Jackass II", "jtm2.avi", 95);

echo "film ismi: ".$jackass2->okuIsim()."<br>";
echo "film suresi: ".$jackass2->okuSureDakika().

" dk.<br>";
echo "film uzunlugu: ".$jackass2->uzunluk();
?>



class Film
{

private $isim;

public function okuIsim()
{

return $this->isim;
}

}

<?php
class Surungen
{

// Degisken Tanimlari
private $yas;
private $boy;
private $surunmeHizi;

// Metot Tanimlari
public function okuYas()
{

return $this->yas;
}

public function yazYas($y)
{

$this->yas = $y;
}

public function okuBoy()
{

return $this->boy;
}

public function yazBoy($b)
{

$this->boy = $b;
}

public function okuSurunmeHizi()
{

return $this->surunmeHizi;
}

public function yazSurunmeHizi($sh)
{

$this->surunmeHizi = $sh;
}

}

class Kertenkele extends Surungen
{

// Degisken Tanimlari
private $kuyrukUzunlugu;

// Metot Tanimlari
public function okuKuyrukUzunlugu()
{

return $this->kuyrukUzunlugu;
}

public function yazKuyrukUzunlugu($ku)
{

$this->kuyrukUzunlugu = $ku;
}

}

// Kertenkele sinifindan kertenkelemizi tanimlayalim
$kertenkelem = new Kertenkele();

// Kertenkelemizin ozelliklerini tanimlayalim
$kertenkelem->yazYas(2);
$kertenkelem->yazBoy(15);
$kertenkelem->yazSurunmeHizi(7);
$kertenkelem->yazKuyrukUzunlugu(6);

// Kertenkelemizin ozelliklerini ekrana yazdiralim
echo "Yas: ".$kertenkelem->okuYas()."<br>";
echo "Boy: ".$kertenkelem->okuBoy()."<br>";
echo "Surunme Hizi: ".$kertenkelem->okuSurunmeHizi().

"<br>";
echo "Kuyruk Uzunlugu: ".

$kertenkelem->okuKuyrukUzunlugu()."<br>";
?>



;;;;;;;;;;;;;;;;;;;;;;
; Dynamic Extensions ;
;;;;;;;;;;;;;;;;;;;;;;

;extension=php_*.dll



extension_dir = "./ext/"

<?php
// Veritabani Baglantisi
$baglanti = mysql_connect("127.0.0.1",

"root",
"")

or die("MySQL'e erisilemiyor");
mysql_select_db("mysql", $baglanti)

or die("Veritabanina erisilemiyor");

// SQL Cumlesi
$sql = "SELECT * FROM db";

// SQL'i Calistir
$tablo = mysql_query($sql, $baglanti);

// Tabloyu Ac
echo "<table border='1'>";

// Tablo Basligi
echo "<tr bgcolor='#EEEEEE'>";
for($i = 0; $i < mysql_num_fields($tablo); $i++)

echo "<td>".mysql_field_name($tablo, $i).
"&nbsp;</td>";

echo "</tr>";

// Tablo Icerigi
while($satir = mysql_fetch_array($tablo))
{

// Tablo Sat#rlari
echo "<tr>";
for($i = 0;

$i < mysql_num_fields($tablo);
$i++)
echo "<td>".$satir[$i]."&nbsp;</td>";

echo "</tr>";
}

// Tabloyu Kapat

echo "</table>";
?>





$sql = "SELECT isim, soyad, sirket, telefon
FROM rehber";

$tablo = mysql_query($sql);
$satir = mysql_fetch_array($tablo);

echo $satir[3];
echo $satir["telefon"];

$sql = "SELECT telefon, isim, soyad, sirket
FROM rehber";

$tablo = mysql_query($sql);
$satir = mysql_fetch_array($tablo);

echo $satir[3];
echo $satir["telefon"];

<?php
// MySQL Baglanti Sinifi
class MySQLBaglantisi
{

// Sinif Degiskenleri
private $baglanti;
private $sunucu;
private $kullaniciAdi;
private $sifre;

// Yapici Fonksiyon
function __construct($_sunucu, $_kullaniciAdi, $_sifre)
{

// Sinifi Olustururken Ilk Degerleri Oku
$this->sunucu = $_sunucu;
$this->kullaniciAdi = $_kullaniciAdi;
$this->sifre = $_sifre;

}

// Baglan metodu
public function Baglan($veritabani)
{

// MySQL'e Baglan
$this->baglanti = mysql_connect($this->sunucu,

$this->kullaniciAdi,
$this->sifre)

or die("MySQL'e erisilemiyor");
mysql_select_db($veritabani, $this->baglanti)

or die("Veritabanina erisilemiyor");
return $this->baglanti;

}
}

// Tablo Sinifi
class Tablo
{

// Sinif Degiskenleri



private $html;

// Yapici Fonksiyon
function __construct($sql, $baglanti)
{

// "html" Degiskenini Temizle
$this->html = "";

// SQL'i Calistir
$tablo = mysql_query($sql, $baglanti);

// Tabloyu Ac
$this->html .= "<table border='1'>";

// Tablo Basligi
$this->html .= "<tr bgcolor='#EEEEEE'>";
for($i = 0;

$i < mysql_num_fields($tablo);
$i++)
$this->html .= "<td>".

mysql_field_name($tablo, $i).
"&nbsp;</td>";

$this->html .= "</tr>";

// Tablo Icerigi
while($satir = mysql_fetch_array($tablo))
{

// Tablo Satirlari
$this->html .= "<tr>";
for($i = 0;

$i < mysql_num_fields($tablo);
$i++)

$this->html .= "<td>".$satir[$i].
"&nbsp;</td>";

$this->html .= "</tr>";
}

// Tabloyu Kapat
$this->html .= "</table>";

}

// Goster metodu
public function Goster()
{

// Tablosu Ekrana Yansit
echo $this->html;

}
}

// Veritabani Baglantisi
$MySQL = new MySQLBaglantisi("127.0.0.1",

"root",
"");

$baglanti = $MySQL->Baglan("mysql");

// SQLlere Ait Tablolari Olustur
$tablo1 = new Tablo("SELECT *

FROM db", $baglanti);
$tablo2 = new Tablo("SELECT *

FROM user", $baglanti);

// Tablolari Ekranda Goster
$tablo1->Goster();
echo "<br>";
$tablo2->Goster();
?>





_parent.gotoAndStop(2);

var myParent = parent;
myParent.gotoAndStop(2);

var numOut:Number = 15;
var numOut:int = 15;
--------------------------------
var slowVar = "myString";
var fastVar:String = "myString";
--------------------------------
function slowFunc()
{

return 100;
}
function fastFunc():Number
{

return 100;
}

package
{

public class Circle
{
...
}

}

package
{

import flash.display.MovieClip;
public class Circle
{
...
}

}



myClip_mc._alpha = 50;

on (release){
doSomething();

}

myButton.onRelease = function(){
doSomething();

}

function ClickHandlerFunction(event)
{

doSomething();
}
myButton.addEventListener(

MouseEvent.CLICK, ClickHandlerFunction);

public class Circle extends MovieClip
{
...
}

package
{

import flash.display.MovieClip;
public class Circle extends MovieClip
{

public var radius = 10;
public var fillColor = 0xFF0000;
public function drawTheCircle()
{

this.graphics.clear();
this.graphics.beginFill(fillColor);
this.graphics.drawCircle(0 , 0, radius);

}
}

}

import Circle;
var myCircle = new Circle();
myCircle.radius = 20;
myCircle.fillColor = 0x0000FF;
myCircle.drawTheCircle();



class as_scripts.SlideShow3 {
public function SlideShow3 ()
{
}
public static function lMovie(s_movie:String)
{

var m_empty:MovieClip =
_root.createEmptyMovieClip(
"m_empty", 100);

m_empty._x = 100;
m_empty._y = 100;
m_empty.loadMovie(s_movie);

}
}

import as_scripts.*;
var a:SlideShow3 = new SlideShow3();
a.lMovie("../images/pic_1.jpg");

import as_scripts.*;
SlideShow4.lMovie("../images/pic_1.jpg");

class as_scripts.SlideShow3right {
public static var s_movie:String =

"../images/pic_1.jpg";
public function SlideShow4right ()
{
}
public static function lMovie () {

var s_mymovie:String = s_movie;
var m_empty:MovieClip =

_root.createEmptyMovieClip(
"m_empty", 100);

m_empty._x = 100;
m_empty._y = 100;
m_empty.loadMovie(s_mymovie);

}
}

class as_scripts.Adjust_xy {
private var nu_xDistance:Number;
private var nu_yDistance:Number;
private var mo_fclip:MovieClip;
private var m_clip:MovieClip;
public function Adjust_xy (mo_fclip)
{

m_clip = mo_fclip;
}
function get Fix():Number
{

return m_clip._x;
}
function set Fix(nu_xDistance):Void
{

m_clip._x = nu_xDistance;
}
function get Fiy():Number
{

return m_clip._y;
}
function set Fiy(nu_yDistance):Void {

m_clip._y = nu_yDistance;
}

}



mvc/
com/

mvctest/
Controller.as
Model.as
View.as

mvctest.fla

/* ======================================= */
/* dosya ismi: mvctest.fla */
/* ======================================= */
import com.mvctest.*;
var mc = new Controller();
mc.out();

/* ======================================= */
/* dosya ismi: com/mvctest/Controller.as */
/* ======================================= */
package com.mvctest {

import com.mvctest.*;
public class Controller {

private var dataset;
public function Controller ( ) {

this.dataset = new Model();
}
public function out ( ) {

var viewset = new View(
this.dataset.getCoords( ) );

}
}

}
/* ======================================= */
/* dosya ismi: com/mvctest/Model.as */
/* ======================================= */

package com.mvctest {
public class Model {

private var xPos:Number;
private var yPos:Number;
public function Model ( ) {

this.xPos = 100;
this.yPos = 100;

}
public function getCoords ( ):String {

return "xPos: " + this.yPos
+ ", yPos: " + this.yPos;

}
}

}
/* ======================================= */
/* dosya ismi: com/mvctest/View.as */
/* ======================================= */
package com.mvctest {

public class View {
public function View( content:String ){

trace( content );
}

}
}



Bcc.S <label>
Bcc.W <label>

BCS Carry Bit Set
BLS Lower or Same
BEQ EQual (Z-bit Set)
BNE Not Equal (Z-bit Clear)
BHI HIgher than
BCC Carry Bit Clear

BPL PLus (N-bit Clear)
BMI Minus (N-bit Set)
BVC V-bit Clear (No Overflow)
BVS V-bit Set (Overflow)
BRA BRanch Always

BLT Less Than
BLE Less than or Equal
BGT Greater Than
BGE Greater than or Equal

waitclick:
btst #6,$bfe001
bne.s waitclick
rts



start:
moveq #4,D0

loop:
nop ;buraya kodlar girilir
dbeq D0,loop
rts







start:
;try adresini A0'a koy
;tohex isimli altrutini cagir
lea try(pc),a0
jsr tohex
rts

;
; Ascii -> Hex Cevirici
; A0: string baslangic adresi
; Sonuc: D0 (longword)
; Degisen register'lar: D0/D1/D2/A0
;
tohex:

;D0 = 0, D1 = 0, D2 = 0
clr.l d0
clr.l d1
moveq #0,d2

.loop:
;A0'in gosterdigi yerden
;1 byte'i D0'a oku
move.b (a0)+,d0

;hexit altrutinini cagir
bsr.s .hexit

;D2'nin degerini 1 arttir
;8 olmadiysa loop'a git
addq #1,d2
cmp #8,d2
bne.s .loop

;sonucu D1'den D0'a kopyala
;ve programdan cik
move.l d1,d0
rts

.hexit:
;D0'daki deger 'a' ($61)'den kucukse
;nolowercase'e git, deger a-f degildir
;aksi halde 'a'-10 ($51) cikart
;boylece deger 'a' ise $0A kalir
;ve out'a dallan
cmp.b #'a',d0
blt.s .nolowercase
sub.b #'a'-10,d0
bra.s .out

.nolowercase:
;D0'daki deger 'A' ($41)'den kucukse
;nouppercase'e git, deger A-F degildir
;aksi halde 'A'-10 ($31) cikart
;boylece deger 'A' ise $0A kalir
;ve out'a dallan
cmp.b #'A',d0
blt.s .nouppercase
sub.b #'A'-10,d0
bra.s .out

.nouppercase:
;D0'daki deger '0'-'9' arasi ($30-$39)
;'0' cikart ve byte degerini elde et
sub.b #'0',d0

.out:
;sonucu tutacak olan D1 registerini
;4 bit sola kaydir (1 nibble, yarim byte)
;ve elde edilen D0'daki deger ile OR'la
;sonuc yine D1'de durur
lsl.l #4,d1
or.b d0,d1
rts

try:
dc.b "3a06DfC0"

;
; Ornek Copper List
;

;bazi hardware register ofsetleri
bplcon0 = $100
bplcon1 = $102
bpl1mod = $108
diwstrt = $08E
diwstop = $090
ddfstrt = $092
ddfstop = $094
color00 = $180
color01 = $182
cop1lc = $080
copjmp1 = $088
dmacon = $096
bpl1pth = $0E0



bpl1ptl = $0E2

start:
;Custom Chip taban adresi
lea $dff000,a0
;1 bitplane (tek renk)
move.w #$1200,bplcon0(a0)
move.w #0,bplcon1(a0)
move.w #0,bpl1mod(a0)
;goruntunun baslangic/bitisi
move.w #$0038,ddfstrt(a0)
move.w #$00d0,ddfstop(a0)
move.w #$2c81,diwstrt(a0)
move.w #$f4c1,diwstop(a0)
;bitplane adresini copper
;liste yerlestir
move.l #bitplane,d0
move.w d0,cl
swap d0
move.w d0,ch
;copper listesinin baslangic
;adresini yaz
move.l #copperlist,cop1lc(a0)
;copper’i tetikle
move.w copjmp1(a0),d0
;dma’lari ayarlar
move.w #$8380,dmacon(a0)
;sol tusa basilana kadar bekle

.leftclick:
btst #6,$bfe001
bne.s .leftclick
rts

;copper list ve bitmap daima
;CHIP Ram’de durmalidir

section data,data_c

copperlist:
dc.w bpl1pth

ch: dc.w 0
dc.w bpl1ptl

cl: dc.w 0
;sprite’i kapat
dc.w $0120,$0000
dc.w $0122,$0000
;$96 raster satirini bekle
dc.w $9601,$ff00
;color00’a (zemin rengi,$0180)
;RGB $678 degeri gir
dc.w $0180,$0678
dc.w $9701,$ff00
dc.w $0180,$0789
dc.w $9801,$ff00
dc.w $0180,$089a
dc.w $9901,$ff00
dc.w $0180,$09ab
dc.w $9a01,$ff00
dc.w $0180,$0567
;copper listesini bitir
dc.w $ffff,$fffe

;Bitplane icin bos alan ayir

bitplane:
ds.b 320*256

















MYMACRO: MACRO
...
ENDM

CLEAN: MACRO
moveq #0,d0
moveq #0,d1
moveq #0,d2

ENDM

CLEAN: MACRO
moveq #0,\1

ENDM

TEST: MACRO
move.l (\1)+,(\2)+

ENDM

CLEAN D3
TEST A0,A1

CLEAN: MACRO
IF NARG = 2

clr.l \1
clr.l \2

ELSE
FAIL

ENDIF
ENDM

do_it: MACRO
btst #\1,d0
bne.b \@1
move.l \2,d0
lsl.w #\3,d0
bra.b *+4

\@1: moveq #0,d0
ENDM

start:
do_it 10,d2,3



incdir "include:"
include "exec/types.i"
include "lvo/exec_lib.i"

CALL: MACRO
jsr _LVO\1(a6)

ENDM

;
; Open Gfx Library
;

move.l $4.w,a6
lea gfxname(pc),a1
CALL OpenLibrary
move.l d0,gfxbase
beq.s NoGfx



























graphics 7
color 1
plot 10,10
color 3
plot 15,10
color 2
plot 20,20
drawto 123,38
graphics 0



10 *= $0600
20 LDA #$C4
30 STA $02C6
40 RTS

ASM
0000 10 *= $0600

0600 A9C4 20 LDA #$C4

0602 8DC602 30 STA $02C6

0605 60 40 RTS

BUG

DEBUG
G 0600
0003 A=C4 X=00 Y=00 P=B0 S=12

X

EDIT





BASLANGIC_ADRESI = $0600

!to "renk.xex",plain

* = BASLANGIC_ADRESI-6
!word $ffff, BASLANGIC_ADRESI, BITIS_ADRESI

* = BASLANGIC_ADRESI
lda #$c4
sta $02c6
jmp $a000

BITIS_ADRESI = *
!word $02e0, $02e1, BASLANGIC_ADRESI



BASLANGIC_ADRESI = $0600
EKRAN = $9c40

!to "merhabadunya.xex",plain

* = BASLANGIC_ADRESI-6
!word $ffff, BASLANGIC_ADRESI, BITIS_ADRESI

* = BASLANGIC_ADRESI
ldx #$00
dongu
lda YAZI,x
sta EKRAN+82,x
inx
cpx #YAZI_SONU-YAZI
bne dongu
jmp $a000

YAZI !text "merhaba",0,"dunya"
YAZI_SONU = *

BITIS_ADRESI = *
!word $02e0, $02e1, BASLANGIC_ADRESI

LDA #$00
STA $022f
LDA #<GORUNTU_LISTESI
STA $0230
LDA #>GORUNTU_LISTESI
STA $0231
LDA #$22
STA $022f



BASLANGIC_ADRESI = $0600

SDMCTL=$022F
SDLSTL=$0230
SDLSTH=$0231
RENK0=$02C4
RENK1=$02C5
RENK2=$02C6
RENK3=$02C7
RENK4=$02C8

!to "grafik.xex",plain

* = BASLANGIC_ADRESI-6
!word $ffff, BASLANGIC_ADRESI, BITIS_ADRESI

* = BASLANGIC_ADRESI
; Renkleri Ayarla
lda RENK3
sta RENK1
lda RENK4
sta RENK2
; Grafik Ekranini Ac
lda #0
sta SDMCTL
lda #<GORUNTU_LISTESI
sta SDLSTL
lda #>GORUNTU_LISTESI
sta SDLSTH
lda #$22
sta SDMCTL



jmp $a000

; Yazilar
SATIR1 !TEXT 0,0,0,0,0,0,"satir",0,"bir",0,0,0,0,0
SATIR2 !TEXT 0,0,0,0,0,0,"satir",0,"iki",0,0,0,0,0
SATIR3 !TEXT 0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0

!TEXT "satir",0,0,"uc",0,0,0,0,0,0,0,0,0,0
SATIR4 !TEXT 0,0,0,0,0,0,"satir",0,"dort",0,0,0,0

; Goruntu Listesi
GORUNTU_LISTESI
; Bos Satirlar
!byte $70,$70,$70,$70,$70,$70,$70,$70
; Antic 6 Grafik Modu + Hafiza Taramasi Yukleme
!byte $46
; Ekran Hafizasini SATIR1'e Ayarla
!word SATIR1
; Bos Satirlar
!byte $70,$70,$70,$70
; Antic 7 Grafik Modu + Hafiza Taramasi Yukleme
!byte $47
; Ekran Hafizasini SATIR2'ye Ayarla
!word SATIR2
; Bos Satir
!byte $70
; Antic 2 Grafik Modu + Hafiza Taramasi Yukleme
!byte $42
; Ekran Hafizasini SATIR3'e Ayarla
!word SATIR3
; Bos Satirlar
!byte $70,$70,$70,$70
; Antic 6 Grafik Modu + Hafiza Taramasi Yukleme
!byte $46
; Ekran Hafizasini SATIR4'e Ayarla
!word SATIR4
; Bos Satirlar
!byte $70,$70,$70,$70,$70
; Adrese Sicra ve
; Tarama Yakalanana Kadar Bekle
!byte $41
; Sicranacak Adres
!word GORUNTU_LISTESI

BITIS_ADRESI = *
!word $02e0, $02e1, BASLANGIC_ADRESI
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