#MODCOMP Z-S20 CROS33

ADDR

>001E
>0000
>001A
>001B
>001cC
>0010

20004
>0014

OE1?
OEL1?
OElA

OEiB
OE1D
CE1E
OEZO
OE20
CEZ3
OEZ3
CE24

>0001

0EZ2S
DEZS
OE26
QE2S
CEZA
OE2ZB
OE2B
OEZC
CEZE
DE30
OE31
QE3t
OE3Z2
NE33
OE34
OE3S
OE3S
NDE36
CE28
CE3A

OBJECT

FF
4D

2802
o1
F34F

31E34E

FF
oo

1B
0040
&00E
oo

1B
FO4E
7800
o

17
28

o8

EB4E
0800
oC10

STMT

441
542
442
644
645
546
547
4643
£49
650
451
682
46583
454
&85
456
457
4658
639
660
661
662
662
662
462
662
4663
464
463
466
667
663
4668
568
468
4663
668
669
469
670
471
672
473
673
474
675
476
&77
877
673
679
630
6381
421
682
683
634

++ + 4+

ASSEMBLER¥ HOME VIDEQ GAME 3YSTEM
COMMENT

LABEL OPCD QPERAND

LIST S. XM T
E2 2 o 2 12 2%

* SKETCH #
A

- e ow.

; THE OFFICIAL NAME OF THIS
-3 PROGRAM 1S SCRIBBLING

i SKETCH EQUATES

PAGE 1

i SKETCH PACKET DISPLACEMENTS:

SCPSIZ EQU 20
SCSAVA' EQU O

SCXC EQU 26
sCycC EQU 27
SC3ADL EQU 28
3Cs EQU 29
0 GOODIES
MOV EQU 4
KSC EQU 20
ORG OE1%H

BEGJH SYS3UK GEJTFXR

q: RST 356

DEFB GETPARH1

ENDIF
DEFW NOPLA
DEFB 1 S
DEFW NUMPL

[}
0
0O

PROPRIETARY INFOR

SYSTEM INT
RST 3S6

DEFB INTPC
IF INTPC.
DEFL 1 i
ENDIF
Do FIt

jala} FIL
DEFB FILL
DEFW P1SCP

SCPS1Z=4
DEFB 0

s8] SETOUT
SETOUT+1
134
DEFB 40

DEFB 83

Do MOVE
MOVE+1
COLORS
DEFW 8

INICOL

LD SP, TX

Z2#BYTEPL
DEFB O

’

i
i
i
i

IF GETPA:§EQ. INTPC

INTPC

-

SIZE OF SKETCH PACKET
SAVE AREA START
X COORDINATE

'Y COORDINATE

SAVE ADDRES3 LO AND HI .

MOVE RATE
COLOR STEPPING TIME
»+ START

E;

0

DO NOT REPRODUC

SCREEN



*MODCOMF Z-80 CROSS ASSEMBLER# . HOME VIDEC GAME SYSTEM

ADDR

OEZC
DESC
OE2D
QOE3F
DE2F
OE40
QOES1

OE4Z .

NE44
OE44
OE4S
OE46
0E47
OE4%
OE4¥
OE4A
OE4E
OE4C
OE4E
OE4E
QE4aF
OESO
OES1
OES3
OES2
CES4
OESS
OES7
OES7
OESS
OESE
OESC
OESC
OESD

OESE
OE&O
OE&0
OE&1

OE&Z
OE&4
OE&S
NE&S
OES&T
OE&8

OE&7
OE4A
OE6&C
OE&D
OE&F
OE71!
OE72
OE72

OBJECT

70
44
30
4464F

7D
53
30
644F

7B
04
DS4F

o2
21580E
ES

FF
33

STMT

685
685
&84
687
687
88
&89
690
691
691
692
693
694
495
69T
&RE
697
698
699
69v
700
701
702
703
703
704
705
706
706
707
708
709
709
709
709
709
710
711
711
711
711
711
712
713
714
715
716
717
71¢&
719
72

721
722
723
724
72S

726

+

+++ +

++ + 4+

LABEL

ray
m
<

RGPRIETARY INFORMATION

OPCD OPERAND
Do

DEFB
DEFW
Do

DEFE
DEFB
DEFB
DEFW
Do

DEFB
DEFB
DEFB
DEFUW
Do

DEFEB.
DEFB
DEFEBE
DEFW
DO

DEFB
DEFB

SETW+1
DEFB
DEFW

83

48

P4SC xc
DO SETE

DEFB SETE+1-3
DEFB MOVTM
DEFW CTO
DONT XINTC
DEFB XINTC

LD HL.MRIRLP
PUSH HL

SYSSUK SEN

RST Sé
DEFB SENTRY
IF SENTRY !
ENDIF

COLSET
COLZSET+1
COLORS
SETW .
SETW+1

70

36
P13CP+SCXC
SETW
SETW+1

83

36
P2SCP+SCXC
SETW
SETW+1

70

45
P3SCP+SCXC
SETW

-DEFW KEYMES

SYSSUK DO

RST 56

DEFB DOIT+i

IF DOIT. EY INTPC
ENDIF

DEFW SCDO
RET

DEFB 2FH
DEFEB OFH
DEFE OFH
DEFB OFH

i K ARD HANDLER

KEYBO:

DEC B

PAGE

COMMENT

. INTPC

DO NOT REPRODUCE

LD
LD
cP
JR
RRCA
RRCA
AND

c.3
A; B
20 i
Z, SCCLR-s 5

CLEAR ENTRY DOWN?

c

JUMP TO CLEAR IF SO

2



*MODCOMP 7-80 CROSS ASSEMBLER# HOME VIDEQD GAME SYSTEM

AODR DBJECT

OE74
OE74
QE7S

0E76
OE73
OE7?
OE7A

OE7B"

OE7C
OE7D
OE7E
QE7E
OE7F

OE80
OES2
OES33
OEZS4
OES86
OES88
0EB?
OESB
OESsC
OEBD
QESE
OESF
OESO
0E?1

0EZ2
CEZ2
CES3

CE?4
OEPS
OES8
OESB

QE?C
OESD
OEARO
CEA1L
OEA1L
OEARZ

QEA4
OEA4
OEAS

OEA7
OEA7
OEAS

g4

AF
32E34F
c9

o1
D30OF

02
SCOE

13
490E

STMT

727

727
727

727
727
728

729

730

731

732
733
734
733
735
73S
73S
73S
736
737
738

739

741

LAB

++ + 4+

TARY INFORMATION

£

P@RRIE

++

EL

INE TQ CLE

OPCD OPERAND
SYSSUK INDEXB
RST Sé

DEFB INDEXB+1
IF
ENDIF
DEFW CDELTB
EX DE, HL
Lo A, B
ANO C

LD H, A
Lo A C
SUB° H
SYSSUK
RST S&
DEFB INDEXB+1
IF
ENDIF
DEFW COLORS
LD A, (DE)

ADD A. (§

BIT
(HL)

JR
(HLJ;§

XOR
(HL) ..,

INDEXB

AND
XOR
LD

INC
INC
INC
INC
Lo

{(CT1L)

LD

EYSEX
XOR A
({KEY

JHP SCTO, DOWRTS
DEFB SCTO

DEFW DOWRTS

IF 0

ENDIF

JMP  SCT1, KLRKSX
DEFB SCT1!

DEFW KLRKSX

IF o}

ENDIF

JMP SKYD., KEYBO

DEFB SKYD

DEFW KEYBO

PAGE 3

COMMENT

INDEXB. EQ. INTPC

i PQINT AT COLDOR

INDEXB. EQ. INTPC

; AD
i WA

=
Q

TA FACTOR
FQR INTENSITY?

; CH% COLOR QN OTHER SIDE

; SET:EEYSEX CLEAR TIMER

Q
Q



#MODCOMP Z-30 CROSS ASSEMBLER#* HOME VIDEGC GAME SYSTEM
LABEL

ADDR

OEED
OEBF
OECO
OEC1
OEC3

OEC4

OECS 5

OECé
OECS
OEC?

OECB
OECA
OECC
QECF
OED2
OEDZ
OEDS
OED7
OEDA
OEDD
OEDE
OEEO
OEE1
OEE4

OEES

OEE®
OEE?
OEEA
QEEB

OEF1
OEF1
OEF2

OEF3
OEF4
OEFS

ORJECT

DD21FO4E
3AF34F
47

aF

cs

ES

S 11BAOE

FF
5D

E44F
E&OF
€DOo110
DD7E1A
8z
FE?8
3002
DD771A
DD7ELE
84
FESS
jule
BD771B
ce

OD&41D
DDéELC

FF
2E

AF
12
co

STMT

761
7&1
7&2
763
7&4
765
766
767
768
769
770
771
772
773
774
77%
778
777
778
779
730
731
721
721
721
781
782
783
784
788
786
787
7e8
739
790
791
792
792
794
795
796
797

- 798

799
200
201
802
803
204
804
804
804
804
80S
806
807
808

+
o+

+++ 4

+ 4+ 4+ +

i

ITER4:

ITER41L:

ITRET:

i

SCRw

[1)]
e

i

%
=
&
C
<
s

OPCD OPERANLD Co
IF
ENDIF

ITERATE THROUGH ACTIVE PLA
LD IX, P1SCP
A, (NUMPLY)
B.A
C.A
BC
HL
DE, ITRET
DE
(HL)
DE, SCPS1IZ
IX,DE
HL
BC

DJUNZ ITER41-$

RET
TE COORDINATES ROUTINE
LD A C
SUE B
SY3SUK I
R3ST Sé&
DEFBE IND

IF I NDEX \EQ INTPC
ENDIF
DEFW OSNO

(o)

AND OFH
GETDL

~

CXC)

-

(IX+SRYC), A

IX §
E g§§
)
A
RET 2
Hs ( IX+SCSADH)
L, ( IX+SCSADL)
SYSTEM RESTOR
RST Sé
DEFB RESTOR
IF  RESTOR. EQ. INTPC
ENDIF
XOR A
LD (DE).A
RET
WRITE ROUTINE

PAGE
MMENT

YERS SUBROUTINE

o

Réééooucs

[1}]
A
m
g

DO NOT



#MODCOMP Z2-20 CROSS

ADDR OBJUECT STMT
OEF4& 79 209
OEF7 90 310
DEF3 311
OEF3 FF 311
QOEF? SD 311
311
311
DEFA E44F 312
QEFC Eb610 312
OEFE 3 s13
OEFF 2B 815
OF00 2B 3156
OF01 2B 317
OFO2 2B 313
OF03 2B 319
OF04 7E 220
OF0S 07 321
OF0& O7 322
OFO7 4F 323
OF03 E&02 324
OFOA 323
QF0A FF 328
OFOB 3D 328
323
32
OFOC 260F 326
OFOE DDS61B 827
OF1! DDSEIA 328
OF14 47 329
OF15 79 830
OFi16 07 331
OF17 07 232
OF18 E&03 333
OF 1A 334
OF 1A FF 33
OF1B SD 334
334
23
OF1C 220F 338
OFLE 48 336
OFLF 337
OFiF FF 837
OF20 1IC 337
337
337
OF21 127 328
OF2Z2 00 337
OF23 85 340
OF24 AA 341
OF2S FF 242
OF26 01 243
OF27 02 344
OF28 04 343
OF2? 03 244
OF2A FB3 347
OF2B 01 343
OF2C FF 2349

++ 4+

t+ 4+ +

++++

++ + ¢

ASSEMBLER* HOME VIDEQ GAME SYSTEM

LABEL
SCRWRT:

SCRWR1:

SCR

Y,
(&)
=

PROPRIE TARY: INFORMATION

SIZTEL:

CDELTB:

OPCD OPERAND COMMENT
LD A

SUB B
3YSSUK
RST S6
DEFB INDEXB+1

IF INDEXB. E&. INTPC
ENDIF

DEFW OSWO

AND 10H

RET Z

DEC HL ;
DEC HL

DEC HL

DEC HL

DEC HL

LD A, (HL)

RLCA

RLCA

LD c.Aa

AND 3

SYSSUK INDEYXEB ;
RST Sé

DEFB INDE 1

IF INDEXB EQ: INTPC
ENDIF

DEFW SIZTB

LD D, (IX+FICYC)

LD E, (IX+2CXC)

LD B.A :

£t AC

RLCA

RLCA

AND 2

SYSSUK INDE
RST =&

DEFB INDEXRW1
1IF IND
ENDIF

DEFW COLM

LD ¢.B
SYSTEM RECT§N

INDEXB

SET

(0]

Q. INTPC |

RST Sé&

DEFB RECT
IF RECTRNNEQ. INTPC
ENDIF

RET

DEFE 0

DEFB 01010101B
DEFB 10101010B
DEFB 111111118
DEFE |

DEFB 2

DEFR 4

DEFB 3

DEFB -2

DEFB 1

DEFR -1

DO NOT REPRODUC

PAGE

BACKUP TO POT

S



© #MODCOMF Z-30 CROSS ASSEMBLER# HOME VIDEO GAME SYSTEM PAGE &6
ADDR OBJECT STMT LABEL OPCD OPERAND COMMENT

250 5 SAVE ROUTINE
231 SCRSAV: LD AR

OF2D 7%
OFZE @52 SYSSUK INDEXE
OF2E FF 85z + RST  S6
OF2F =D 352 + DEFE INDEXB+1
asz + IF  INDEXE. EG. INTPC
252 + ENDIF
OF30 E34F 253 DEFW O5WO-1
OF32 E&10 254 AND  10H
OF34 €O 255 RET NZ
OF3S ES 256 PUSH HL
OF36 DDS61E 257 LD D. (IX+SCYC)
OF3% DDSE1A 858 LD E, (IX+SCXC)
OF3C 259 SYSTEM RELAB1
OF3C FF 259 + RST Sé
OF3D 2A 259 + DEFE RELAE1
5% + g IF RELABL EQ INTPC
359 + ENDIF
OF3E DD7210 260 Q Lo <(rx+scsapm,p
OF41 DD721C 261 = LD (IX+SCSADL),E
OF44 EE 862 b~ Ex DE.HL
OF4S DDES 263 PUSH IX g Ly
OF47 D1 864 <L ror e QO
OF43 010308 265 = LD __BC 0S08H SAVESYORST CASE
OF 4 366 SYSTEM s:w@\ at
OF4E FF se6 + (= ReT. se
OF4C zC s66 + (N DEFE SAVE o
364 + IF  SAVE. BY. INTPC
s66 + g ENDIF Q
OF4D Et 867 S o a
OF4E 13AF 268 JR . SCRURNYS
869 5 1MW FLAYER GAMECHRITE HANDLERR]
OFSO 21FO4E 870 ZERQPL: LD  HL.ZPSIMR  ; LOAPWWTR TO SIZE TIMER
OFSS 11FS4E  &71 D= LD DE, zPd i AND“S$ZE TRACKER
OFSé 35 872 DEC  (HL) ; DECREMENT SIZE TIMER
OFS7 F2690F 273 @ - rr i JUME" IF NO COUNTDOWN
OFSA a74 < SYSSuk R i GETEMmW SIZE
OFSA FF 274 + RST S '
OFSE 77 74 + [ DEFB RANGE =)
&74 +  |4g IF RANGEILEG. INTPC . &2
e74 + ENDIF
OFSC 20 875 m‘ DEFE 48
OFSD FEOS a76 P8  e-agay
OFSF 3802 877 Q. *r cz i No \adPO
OF&1 E6O3 878 Q Ao 3 i YESCDYHAVE MORE 1-4S
OF63 3 a79 PO INC A
OF&4 12 G20 Q= oo oena i SET NEW SIZE
OF45 @31 Q. SYSSUK RANGED i GET NEW SIZE TIMER
OF&S FF g81 + RST  Sé
OF 66 77 581 + DEFB RANGED+1
se1 + IF  RANGED. EG. INTFC
881 + ENDIF
OF&7 78 862 DEFE 120
OFLE 77 883 LD (HL), A
OF&9 22 884 ZPA: INC HL i ADVANCE TO COLOR STUFF
OF&A 13 885 INC DE

OF4E 35 286 DEC (HL) ; AND DEC COLOR TIMER



*MODCOMP Z-20 CROSS ASSEMBLER#* HOME VIDEQ GAME SYSTEM

ADDR

QOF &
OF&F
OF&F
OF70

OF71
DF72
OF73
OF73

OF74

OF7S
OF74&
OF 77
OF73
OF7%?
OF7A
OF7D
OF30
0OF30
OF31

OF22
OF332
OF24

OFR4’

OFR33
OF3A
OF 22
OF2D
OF3D
OF2E

OF3F
OF90
OF 932
OF?4
OF?7
OF A
OF2?8
OF9C

OF9E 2

OFAQ
NDFRL
OFA2
OFA3

OFA4

OFAS
OFA7
OFA9
OFAA

OFAB.

OFAE

OBJECT
F2770F

FF
77

04
12

FF
77

73
77
23
13
39
F2R20F
11F34E

FE
77

0A

3C

FEO3
23F3
FEO7
23F1
12

FEZE
30D4
(974

57
21F24E
44

STMT

237
223
2e3

283
323
338
389
390
391
391
291
391
371
g92
293
274
293
396
397
3293
3979
899
399
399
1399
00
201
202
203
04
205
206
707
207
707
07
907
08
P09
210
P18
12
913
P14
1S
916
17
913
1R
220
21
P22
222
924
28
726
927

LAB

++ + +

++ + 4

EL

IPB:

joN

4+

+t+t + +

~N
o
O

ETARY INFORMAT

PROPRI

OPCD OPERAND [ptn]
JP P, IPB

SYSSUK RANGED ;
RST S&

DEFB RANGED+1

IF
ENDIF
DEFE 4

LD (DE). A

SYS3UK RANGED ;
RST Sé

DEFB RANGED+1

IF
ENDIF
DEFB 120

LD (HL), A

INC HL i
INC DE

DEC (ML) ;
JP P, ZPD

LD DE. DIRVAL ;
3YSSUK RANGED ;
RST Sé :
DEFB RAN 1

IF RANG EQ. INTPC

ENDIF N
DEFB 10

INC A

ce 2z . ;
JR  Z,ZPC

P 7

JR 7,2

LD (DE),

SYSSUK RANGED

RST Sé

DEFB RANGE

IF  RANGER EQ. INTPC
ENDIF ‘

DEFB 40

LD  (DIRTRR). A

LD A, (DE) ;

CALL GETOL P
LD BC, P1TP+SCXC
LD A, ¢ .

ADD A, D

cP 30

JR NC, ZPC-3 i
LB (BC), A

LD E,A i
INC EBC

LD A, (BC)

ADD A H

CcP 46

JR NC, ZPC-3

LD (BCY, A

LD B, A ;
LD HL, ZPS12Z i
LD B, (HL)

MMENT

GET NEW COLOR

RANGED. EQ. INTPC

GET NEW COLOR TIMER

RANGED. EQ. INTPC

TD DIRECTION STUFF
DECREMENT DIRECTIGN TIMER

DE = DIRECTION TRACKER
DRAtlyEN BIRECTION

DucC

RE-JQ ILLEGAL VALUES

OT REPR

GE RECTICN VALUE
GET TAS
POINT AT COORDINATES

o

. DIRECTION IF AT LMT
SAVE X COORDINATE

SET Y COORDINATE
POINT AT 3IZE3S AGAIN



#MODCOMP Z-20 CROSS ASSEMBLER#* HOME VIDEC GAME SYSTEM PAGE e

ADDR OEJECT  STMT LABEL  OFCD OPERAND COMMENT
OFAF 23 D) INC  HL
OFEO TE 729 LD A, (HL) i GET COLOR TOO
OFE1 CLO1AOF P30 CALL SCRWRZ i DO FIRST WRITE
OFE4 &7 @31 LD H. A i SAVE COLOR
OFES DS yE2 PUSH DE ; AND X, Y
OFB& 2ESC 233 LD A 92 i REFLECT Y
OFBE 20 ¥34 SUB B
OFBY 97 225 SUE D
OFEA S7 ¥3¢& LD o.A
OFBE 7C 937 LD  A.H
OFEC 735 SYSTEM RECTAN
OFEC FF oza + R3T Sé&
OFBD 1C 938 + DEFB RECTAN

v3E + IF = RECTAN. EG. INTEC

938 + ENDIF
GFEE Z2EAG 9ED LD A, 140 i REFLECT X
OFCO 1 740 z SUE C
OFC1 9% 941 o SUE E
OFCZ SF 242 LD E.A
OFC2 7C 94% = D AH
OFCa 944 b~ svzTEM Rsr‘rgu m
OFC4 FF Y44 + RST Sé&
OFCS 1C . 944 + q DEFB RECTA 0

. 944 + E RECTAN.EQ. INTPC )

V44 + ENDIF
OFC& E1 945 Q POP HL_ ; resteaY XY
OFC7 S4 BV O i RESTORY Y
OFC2 947 LL svs‘rsn REC'f t
OFC2 FF Y47 + RST S6
OFC? 1IC Y47 + 2 DEFB RECT Q.

947 + IF  RECTANNEG. INTFC

247 + = W
OFCA ZEFF 4% ; RES&MIM&OUT
OFCC ZZECA4F 249 E}_
OFCF ZEO1 950 ZER i RESET COUNTER-TIMER
OFD1 152A 751 [t b~
OFD3 206F34F 952 nownq
OFDi& 3D 753 O
OFD7 FEO4 954 "
OFD® D2SOOF 255 ‘-IJ z
OFDC 21C40E 254 —_—
OFDF CDAAOE 257 m
OFEZ Z1ES0E o5g Q. 0
OFES CDAAOE ose
OFES 21F40E 9460 LD  HL., SCRWRT
OFEE CDAACE 961 0 CALL ITER4 Q

Y62z ; NDmOING BACKWARDS SAVE AND WRITE EVERYEODY WITH TRIGG
OFEE 41 D3 L B.C
OFEF 11E2FF %44  SCREM LI DE, ~SCPS1Z
OFF2 DD1% 5 ADD IX,DE
OFF4 CS Y6t PUSH BC
OFFS CD2DOF 9467 CALL SCRSAV
OFFs C1 7 POF EC
OFF® 10F4 949 DJUNZ SCRB3-$
OFFE 2E04 970 LD A, MOVTMR

OFFD 32D%S4F 971 ZEROZ: LD “(CTO), A
1000 C%- P72 RET - i DONE



*MODCOMP Z-80 CROSS
ADDR JBJECT

1001
1002
1003
1003
1004

100S
1007

1003

100A
1008

100C
100D
100E
100F
1010
1011
1012
1012

4E38
4EES8
4EES
>4EFO
>4EF2
>4EF3
>4EFS
© 4EFO
4FOE
4F2C
4FaA
4F 63

CS
47

7F

STMT

73
774
973
76
976
976
76
76
977
278
?79
980
981
982
983
734
$85
986
987
988
939
790
991
992
993
994
998
96
97
998
999
1000
1001
1002
1003
1004

ASSEMBLER#* HOME VIDEQ GAME SYSTEM

LABEL QPCD OPERAND

COMMENT

; SUBROUTINE TO SCARE UP DELTAS

GETDLT: PUSH BC
LD B, A

SYS3UK MSKTD

RST 36
DEFB MSKTD+1

+++ 4+

ENDIF
DEFW 100H
DEFB O
DEFW 100H
POP BC
RET

;5 INITIAL CCLORS:

INICOL:. DEFB 08H
DEFB SBH
DEFB OASH
DEFB 007H
DEFB O8H
DEFB
DEFB
DEFB -

<
o
b~
% ORG
; CH RAM:
%. DEFS
R

DEFS
EQU
gqQu
P EQU
DI EQU
Pl28& DEFS
P2SCP: DEFS
P33gP: DEFS
P4 DEFS
~  END

TOTAL ASSEMBLER ERRORS e

IF MSKTD. EQ. INTPC

DO NOT REPRODUCE

9



