*MODCOMP  Z-80 CROSS

ADDR

>0035C

»00SC
»4ESE

>0000
~+0001
0002

1020
1022
1023
1024

>0001

1025
1025
1026
1028
102A
1028
102B
102C
102D
10ZE
102F
1030
1031
1031
1032
1033
1034
1035
1035
1036
1038
1038
1029
103B
103D
103E
103E
103F
103F
1040

1043

OBJECT

31C04E

FF
oo

1B
CO4E
$400
00

OF

e xci
Cheéld

214310

STMT

641
642
643
644
645
644
&47
&4%
649
650

651

652
653
654
&55
£56
657
658
659
660
660
660
660
660
660
661
661
662
663
664
665
665
666
667
668
669
670
671
671
672
673
674
675
675
676
&77
677
678
679
680
681
681
682
682
683
684
68S

+

ASSEMBLER* HOME VIDEQ GAME SYSTEM PAGE 1
LABEL OPCD QPERAND COMMENT

H
;
;
i
i
i

LIST S, X, M. T
s 2 8 2 2 2T

# CALCULATOR *
L2 S S )

CALCULATOR EGUATES:
SCREEN PARAMETERS:

CALCLN EQU 92 i LAST DISPLAY LINE USED

H

SCREEN MEMORY STACK PARAMETERS:

MAXSTK EQU CALCLN ;i MAX NUMBER QF STACK ENTRYS
STKEBOT EQU MAXSTK#*BYTEPL+4000H-2 ; ADDR OF STK BOTTOM

i

ARGIMD EGU
ARGZMD EGQU
SHOWMD EQU

H

Q
r
m

PROPRIETARY INFORMATION

++ + ++

i

-
Z
|

CALCULATOR HAJOR STATES:

;i ARGl STATE
i ARGZ STATE
i SHOW STATE

N O

ORG 1020H i e
LD SP, CALSTK i BUSHWACK THE STACK
SYSTEM INTPC i INTERPRET

RST 56

DEFB INTPL

IF INTP . INTPC
DEFL 1

ENDIF

Do FILL

DEFB FILL+1

DEFW 4000K°

DEFW CALCLNSEYTEPL

DEFR O

0o RECT
DEFE RECTA
DEFB

DEFE

DEFB 114
DEFB

DEFB 1111
Do SET
DEFE SETOU

DEFB CALC
DEFB
DEFB
Do COL

DEFB COL 1
DEFW COLORS

DO FILL

DEFB FILL+1

DEFW CALRAM

DEFW ENDCR-CALRAM
DEFE ©

Do ACTINT

DEFE ACTINT+1

jale) XINTC i QUIT INTERPRETING

BDEFB XINTC+1

CALL DOCLRE ; SHOW A ZERQ WHEN WE COME UP
GET NEXT KEY DEPRESSION '

DO NOT REPRODUCE

KEYGET: LD HL, KEYGET



*MODCOMP Z-30- CROS3 ASSEMBLER* HOME VIDEQ GAME SYSTEM
OBJECT

ADDR

1044
1047
1047
1048

1047
104B
104D
104E

104F°

104F
1050

1051
1053
1058
1056
1087
1058
1059
10S5A
10SB

1035C
105F
1060
1061
1063
1064
1065
1066
1067
1063
106A

1068
106C
1060
106E
106F
1070
1071
1072

1074
1077
1079

1078
107
1081
1082
1084
1087
103A

ES

21C24E
7€

A7
2832
7B

A7

co

22DA4E
21DD4E

STMT

636
637
637
637
637
637
4es2
68%
690
491
672
692
692
692
692
493
694
695
696
6797
698
699
700
701
702
703
704
703
706
707
708
709
710
711
712
712
714
71S
716
717
718
719
720
721
722
723
724
725
728
727
728
729
730
21
732
733
724

LABEL

++ ++

RRR

ION

i A E WAITING FOR, USER

OPCD DOPERAND

PUSH HL
SY33UK 3ENTRY
RST 356

DEFB SENTRY+1
IF
ENDIF
DEFW ALKEYS
cP SKYD
RET NZ

LD A, B
SYSSUK INDEXB
RST Sé

DEFB INDEXB+1
IF
ENDIF
DEFW
AND
LD
XQR
RRCA
RRCA
RRCA
RRCA
LD

TOKETB-1
OFH
C, A
(HL)

o S

LD HL, ME A
LD A, (HL

AND A .

JR Z, KEYG®1~4
LD AE

AND A

RET NZ

LD 0. A

PAGE 2
COMMENT

SENTRY. EQ. INTPC

; KEY DOWN?
5 NO - WAIT

INDEXB. EQ. INTPC

i ISOLATE “TRANSLATE TO“ FIELD
; BRANCH ON TOKEN TYPE

&

TO TYREJIN A MEMORY NUMBER>
i POINTYAT MEMORY STATE

; -JUMQ; NOT IN THAT STATE
I
Q.

% ; WAS GIT TYPED?
— ;' NO FOR NEXT ENTRY
; ZERCSWT D
LD A C
D= P oem ; DID OPERATOR HIT A DECIMAL PO
RET 2 ~r§ i YES - QUIT
; SEI=MEMORY DIGLT™SOR DISPLAY
< INC HL
b 0 LR
INC  (HL)  ZERGZESIGNATES NOTHIN
W s ea
" DEC HL
Q® o A i S-R STATUS TO A AGAIN
Q_ RRea ; TES%ATUS .
JR  C.GMEMI-¢  ; JuM RECALL
; sfQE PROCESSING
Q= CALL xmEM ; DO POINTING AND SETUP
LDIR ; PREFORM STORE
Q. R sHONUM-s
; RECALL PROCESZING
GMEML: CALL SHOWCK i CHECK FOR SHOW MODE
CALL XMEM
EX  DE, HL
LDIR ; COPY MEM TO ARG2
SHONUM: LD  HL,O
LD  (DIGITS),HL ; CLEAR DIGIT FLAGS
LD  HL, SHOWBF



#MODCOMP 7-80 CRO3S ASSEMBLER#* HOUME VIDEQ GAME SYSTEM
STMT

ADDR

103D
103E
1071
1092
109S
10%S
1096
1096
1097

1093
1094
109B
109E
10%F

10A0
10A1
10A2
10A3
10A4
10AS
10As
10A7
10A8
10A%
10AA
10AE
10AC
10AD
10AE
10AF
10BC
10B1
10B2
1CE3
10B4
10BS
10Bé&
10B7

10BS
10BA
10BC
10BE
10CO
10C2
10C4
10Cs
10Cs

10CA
10CD

OBJECT

ES
CDC712
El
C3DE11l

7B

FF
SB

B810
bS
21C14E
7E

(97

80
60
61
21
S1
S2
40
14
07
o8
09

21E64E
040B

735
736

37
738
739
740
741
741
741
741
741
742
742
744
745
746
747
743
749
750
751
752
753
754
7SS
756
757
758
759
760
761
762
763
764
765
766
767
768
769
770
771
772
773
774
775
776
777
778
779
780
781
782
783
784
7es
786
787

LABEL

KEYGT1:

+ 4+ + +

i T
y

IETARY INFORMATI

;e
TOKEQYT

PRO

;i SUBROU
i INPUT:
i QUTPUT
XMEM:

OPCD OPERAND
PUSH
CALL
POP
JP

HL
CONVRT
HL
ADIGY

LD AE
SYS3SUK INDEX
RST Sé
DEFB INDEXW+
IF INDEXW
ENDIF
DEFW TOKEJT
PUSH DE
LD HL, STAT
LD A, (HL)
RET
TYPE-TRANSLA
BLE IS TYPE,
DEFE S8OH
DEFB &0H
DEFB 61H
DEFB 31iH
DEFB S5SiH
DEFER S2H
DEFB 40H
DEFB 14H
DEFB O7H
DEFE O8H
DEFB O%H
DEFB 12H
DEFB 0O4H
DEFB OSH
DEFB O6H
DEFB 12H
DEFB O1H
DEFB 02H
DEFE O3H
DEFB 11H
DEFE 70H
DEFB OOH
DEFB OEH
DEFE 20H
TYPE JU
DEFW ACTN
DEFW OPROUT
DEFW EQROUT
DEFW PERCEN
DEFW CHGSGN
DEFW MEMFUN
DEFW SCRLKY
DEFW CLRENT
DEFW CLEAR
TINE TO POIN
D=0, E=D1GI
: DE = POINT
LD

LD B, 11

§
{

BLE

COMMENT

i

W

1
EG. INTPC

EV

TE TABLE
LO NIEB

e A T T T S e Gy O SO

c we WL % me e e o w

T DE AT
T (O TG
ER TO MEl

HL., CMEMO

CONCABWRN

PAGE

-~

JOIN DISPLAY SEQUENCE

CALL VIA RETURN

LE IS WHAT TQ TRANSLATE TO

1

IVDPONCUABLN

c
U

M
mC)

i

kR

o TOR

E SIGN
PERCENT
CHANGE SIGN
MEMORY
SCROLL KEYS
CLEAR ENTRY
CLEAR CALC

MEMORY AND LOAD HL

MEMORY #)

HL=ARG2 BC=12



*MODCOMP Z-80 CROSS ASSEMBLER* HOME VIDEQ GAME SYSTEM PAGE 4

ADDR OBJECT STMT LABEL GPCD OPERAND COMMENT

10CF 43 738 LD c.B

1000 19 739 XMEM1: ADD HL,DE

10D1 1COFD 790 DJUNZ XMEM1-s

1003 EB 791 EX DE, HL

10D4 21CF3E 792 LD HL, ARG2

1007 C» 793 RET

794 ; MEMORY KEY ROUTINE

1003 21C24E 795 MEMFUN: LD HL, MEMSTA i SET MEMORY STATE

10DB 71 796 LD (HL)., C ;5 SET MEMORY STATE
- 10DC 1842 797 JR EQRT1-3

798 i CHANGE SIGN ROUTINE
10DE CDOA12 799 CHGSGN: CALL SHOWCK

10E1 300 SYSSUK BCDCHS
10E1 FF 300 + RST 36
10E2 4B 300 + DEFB BCDCHS+1
300 + IF  BCDCHS. EQ. INTPC
300 + & ENDIF
10E3 OB 301 Q B U
10E4 CF4E 302 2 DEFW ARGZ
10E6 1833 303 JR  EGRT1-s
804 ; ONBWATOR ROUTINE
10E8 FEO2 S0S OPREgP: CP  SHOWMGN ; AREgFIN SHOW STATE?
10EA 2004 806 JR  NZ,0 P JUM NOT
10EC 2601 807 2; LD (HL), i o IZ)ARGZ STATE
10EE 1381B 308 JR  OP3-s
10F0 FEOO aos ort@& Cp  ARot ; arc&ope>
10F2 08 810 Q &x AFAF:
10F3 79 811 LD AC
10F4 08 812 W & arer Q=
10FS 200F 813 & R NL i JumIF NoT
10F7 3601 814 -— LD (HL), i YEP{=4G0 TOQ ARG2 STATE
10F9 CD14612 815 CALL PUSHE i PusAbdRG1 DOWN
10FC 816 SYSSUK novx i ARG(® ARG2
1OFC FF 816 + Dwm RST =6
10FD SF 316 + DEFB MOVE
816 + % IF MoV INTPC -
816 + ENDIF
10FE C44E 817 |~ DEFW ARGI Q
1100 OBOO 818 DEFW 11
1102 CF4E 819 Ly DpeFw Arsz <
1104 1803 820 ~ JR opza-% A
1106 CD4611 821 OPZ CALL DOO ;DO IT
1109 08 az2 ong EX  AF, 2@ (@)
110A 4F 823 - Q
110B 79 824 OP3 LB AC
110C 32C04E 825 8 LD  (OPCOD), A
110F 18OF 826 JR  EGRT1-$ i JOIN EQUAL DISPLAY CALL
827 ; E@YALS ROUTINE
1111 30 828 EGQRCUT: DEC A i, ARE WE IN ARGZMD?
1112 CO 829 RET NZ
1113 3602 830 LD  (HL),SHOWMD ; ENTER SHOW STATE
1115 CDas11 831 CALL DOOP
1118 3£05S 832 LD AS
111A 32C04E 833 LD  (OPCOD), A
111D CD1612 834 CALL PUSHEN

1120 C38410 835 EQRTL: JP SHONUM
1123 A9 836 PERCEN: XOR € i ARGZ MODE?



#MODCOMP Z-280 CROSS ASSEMBLER* HOME VIDEQ GAME SYSTEM PAGE S

85& THIS ROUTINBSETS BOTH A AND ARGZ EQUAL TO RESU

ADDR OEJECT STMT LABEL OFCD OPERAND COMMENT
1124 CO 23 RET NZ
1125 ez SYSSUK MOVE
1125 FF 338 + RST Sé&
1126 SF a3a + DEFB MOVE+1
238 + IF  MOVE. EG. INTPC
ez8 + ENDIF
1127 CF4E &3 DEFW ARGZ
1129 0900 2340 DEFW %
112E DO4E 841 DEFW ARGZ+1
112D 32DS4E 242 LD  (ARGZ+9), A
1130 Z1C44E 243 LD  HL, ARG1
1133 0&4OE S44 LD B, 11
1125 3ACE4E 345 LD A, (ARG1+10) ,; SAVE SIGN OF ARG1
1138 846 SYSTEM BCDMUL
1135 FF 46 + RET Sé
1139 66 2344 + DEFE BCDMUL
244 + z IF  BCDMUL. EG. INTPC
286 + ENDIF
11304 32CE4E 847 Q b (ARGI+10).A ; RESTORE SIGN OF ARG
1130 EE 24g — EX DE, HL
113E 010B0OO 247 '-. BC. 11
1141 CD7S11 250 CALL OVR CHE OR OVERFLOW
1144 18DA as1 < JR  EGRT
852 sgbunrus TO DO BPERATICN

1146 CD1612 854 DOO CALL PUSHE

1149 3ACO4E €35 O LD A, (OPCRD) 0
114C 856 SYSSUK INDEXW
114C FF sse + Qg RsT ss Qz
114D SB ese «+ DEFE INDEQWR!
S + & IF  INDEXMER INTPC Q
856 + == ENDIF W
114E =811 es57 DEFW DOOPT Q
1150 DS gse >. PUSH DE
1151 21CF4E 859 LD HL, AR
1154 11C44E 860 Q2 o oA b~
1157 040B g61 < LD B.il
1159 c% 862 RET i JUMRCYFING RETURN
1157 6211 863 noof"m- DEFW DOADD
115C 6511 864 g DEFwW DosuB <
115E 6811 865 - DEFW DOMUL
1160 6B11 866 DEFW DODIY
1162 - 367 nom& SYSTEM B -
1162 FF 867 + RST Sé
1163 62 867 + Q) UEFB ECDADD Q
867 + IF  BCDADD. EQ. INTPC
867 +  [® ENDIF
1164 01 868 DEFB 01
1165 zes postle sverem BCDSUB
1165 FF 86% + RST Sé
1166 64 849 + DEFE BCDSUB
869 + IF  BCDSUE. EQ. INTPC
869 + ENDIF
1167 01 g70 DEFB 01
1163 271 DOMUL: SYSTEM BCDMUL
1168 FF 871 + RST .S6

1169 64 871 + ‘DEFB BCDMUL



*MODCOMP Z~80 CROSS ASSEMBLER® HOME VIDEQO GAME SYSTEM
COMMENT

ADDR

1146A
1168
11468
1146C

114D
116D
1146E

116F
1171
1173
117%
11756
1177
1178
117A
1178
1170
117E
117F
1182
11835
1186
1188

1134
118D
1190
1193
1194
1196
1197
1198
1199
1194
119C

1190
119E
115F
11A0
11A1
11A2
11A3
11A3
11A4

11AS

11A&

11A7

OBJECT

o1

463

‘FF

SF

CF4E
0B0O
Ca4E
09

28

7€
E&OF
cs
3EO1L
77

3C
32C14E
CD1612
£l
CEOQO
1825

CDOA12
21DA4E
11CF4E
7E
FEOA
cs

23
7E
A7
280F
B9

c8
79
3
4E
35
E3

FF
58

aF
EB
28

REPRUD

STMT LABEL GPCD OPERAND

871 + IF  BCDMUL. EQ. INTPC
371 + ENDIF

872 DEFB 01

873 DODIV: SYSTEM BCDDIV

873 + RST S6&

873 + DEFB BCDDIV

873 + IF  'BCDDIV. EQ. INTPC
873 + ENDIF

874 NUMCHK: SYSSUK MOVE ;
874 + RST S6

874 + DEFB MOVE+1

974 + IF  MOVE EQ. INTPC
874 + ENDIF

87% DEFW ARGZ

a7é DEFW 11

ar7 DEFW ARGL

378 ovn2<; ADD HL, BC

879 DEC HL

380 Q LD A, (HL)

881 o~ AND OFH ;
882 j—~ FRET 2z ;
883 B AL S

gsa <L L (HL&%

88 z INC A ;
886 LD (STATEV), A
387 m CALL PUSH

888 POP HL ;
seg ok L:R; ngEN ;
a9 J s

891 ; QUTINE TO AG

892 ; % DIGIT

893 ACT™™M: CALL SHOW

894 LD  HL, DIQITS

89% . LB DE.AR

896 LD A (H ;
897 Qe cr 10

898 RET 2 ;
899 <L v H ;
500 ju LD A

901 AND A

902 E JR I ADI§1-5- ;
903 cP . C ;
o e
906 Q LD AC

907 Q mc m

908 Q- Lo C.HL) ;
909 DEC (ML)

s10 Q. ex oA

911 SYSTEM STOREN ;
911 + RST %6

911 + DEFB STOREN

911 + IF  STOREN. EQ. INTPC
911 + ENDIF

912 D C.A ;
913 EX DE, HL

914 DEC HL

PAGE é

ARGZ = ARG1

QVERFLOW SET?

QUiT IF NOT

FORMY SHOW MODE

uc

TH
FO

OUT RETURN ADDRESS
CLEAR ENTRY

HOW MANY DIGITS SO FAR?

QU IF LIMIT ATTAINED
DE POINT ENTERED YET?

JUA;E;F NG

IS INPUT A DECIMAL POINT?
;. (FLAG = OE IF SET!'!)
QU F EXTRA .

Q

C = DECIMAL POINT PQINTER

STORE THE NIBBLE

GET DIGIT BACK IN C



*MODCOMF Z-80 CROSS
STMT

ADDR

11A8
11A9

11AB
11AC
11AD
11AF
11B2
11B3
11B3
11B4

11BS
11B7
11B9
11BA
11BD
11BE
11BF

11C1
11C2
11C4

OBJECT

2B
182A

2B

Bé
2012
ChoAlZ
cS

110853
OE07

ES
21C24E
7E

A7
2802
C&31
C&20

FF
32

91%
F16
917
g1ig
919
920
921
922
923
923
923
923
923
g24
925
926
927
928
929
930
931
932
933

++ 4+ +

+

ASSEMBLER* HOME VIDED GAME SYSTEM PAGE 7
COMMENT

LABEL OPCD OPERAND

DEC HL

JR ADIG4-s
; PRE DECIMAL POINT
ADIG1: DEC HL

OR (HL)

JR NZ. ADIG2~-s
CLRENT: CALL SHOWCK
PUSH BC
SYSSUK FILL
RST Sé
DEFR FILL+!
IF FILL. EQ INTPC
ENDIF
DEFW ARG2
DEFW 21
DEFB ©
LD HL, DIGITS
POP BC
OR c
JR Z, ADIGs~-$

ON

; EOBE FOR NONZER% PREVIOUS

;LD A,
cpP 0555%}
JR NZ, AQIG3~-8
HL \

CALL ADDT

INC (HL )

LD A,

LD DE WBF
CALL ADD

EX DE, H
XYRELL DEgS, 83

DD
(=)

ARY INFORMA

PROPRIET,

> D

PLAY RECAL|

PUSH HL

LD HL., MEMSTA
LD A, (HL)
AND A

JR Z,ADIGB~-8
ADD A, “R"=21H
ADIGS: ADD A, 20H
SYSTEM CHRDIS
RST 56

DEFB CHRDIS

e M e o wy

H

i

P

~-

-

- -

-

i

GO ADD TO SHOW BUFFER

BACKUP TO DIGITS
HOW MANY ENTRYS?
ADIG2 IF NONZERO
PUSH DOWN IF RESULT 1S THERE
CLEAR ARG2, SHOWBUF AND VARS

WAS DIGIT ZERC?
JUMP IF SO
Y OR NONZERO FIRST ENTRY

WA® SCHAR A DECIMAL PT
NﬁADIGG

Tgmcmm. FLAG

SECY T

se&ECIMAL POINT POINTER

G UFF INTO SHOW BUFFER
NG NUMERIC - STUFF IT

W
' <

BUMP DIGIT COUNTER
G IGIT BACK
A IGIT TO SHOW BUFFER

<

LD DE, . RES. (83). SHL. 8+(8)
LD c B .+ DISPLAY ALWAYS POSITIVE
STORE?

Q

ADIG8 IF NOT WANTED

IF CHRDIS. EQ. INTPC

ENDIF

i SAME THING FOR STORE-RECALL DIGIT



*#MODCOMP Z-30 CROUSS ASSEMBLER#* HOME VIDEG GAME SYSTEM PAGE 3
OPCD OPERAND

ADDR

11F1
11F2
11F2
11F4
11F6
11F3
11FA
11FB
11FD
11FF
11FF

1200 ¢

1201
1202
1205
1207

1204
120D
120
1210
1211
1212
1213
1214
1218

1216
1216
1217

1218
-121A
1218
121¢C
121E
1221
1224
1227
1228
122A
122C

122D
122
122F
1230
1232
1234
1236
1237

OBJECT

22
7E
A7
2807
C&0OF
2600
2B
2600
Cs620

FF

2800
o8

sc
2040
21584&
ChC712
21E434E

FESC
2801

2
~

23
7E
A7
28179
FES2
2815

c?
AF

STMT

963
P64
265
P66
967
963
969
970
971
972
972
972
972
972
973
974

- 97S
976
977
973
97%
980
981
982
983
284
985
986
987
933
989
399
989
989
989
990
991
992
993
994
995
996
997
993
999

1000

1001

1002

1003

1004

1005

1006

1007

1008

1009

1010

1011

LABEL

ADIS:

++ + +

INC
LD
AND
JR
ADD
LD
DEC
LD
ADD

HL

A, (HL)

A

Z, ADIG-%
A, 707=-21H
(HL), O

HL

(HL). O

A, 20H

SYSTEM CHRDIS

RST
DEFB
IF
ENDIF
POP
LD

LD

JP

Sé
CHRDIS
CHRDIS. EQ.

ML

A, (OPCOD)
C,0011B
NUMBA

COMMENT

i CLEAR DIGIT AND RECALL CODE

INTPC

i 8 UTINE TO CHECK TO SEE IF WE ARE IN SHOW MODE
- PUSH ARGZ AND GO INTO ARGl MODE

=4

;HéiEEE

FRCY
PUS .

++ 4+ +

OPRIETARY ISFORMA

LD
LD
CP
RET
XOR

IF
ENDIF
DEFW
DEFB

N
(HL) .
H
(HL),
SYSSUK SC L
RST $Sé
DEFB SCROLL#1

A, (HL)
SHOW
NZ
A
L

UTINE TO ADDQAN

SCRD Q.

BYTE

3

MAXS

4020 ‘
HL, STKBOT

CONVR

HL., NLINES

A, ¢

MAXS

Z, PUSFE1 -4
(HL)

L
O
>
Q

i cLedoPeraToR

ENTRY TO% STACK
i PUS JACK UP

W
vee Q2

b~
; (F1A) LIne)

n:omgr AND ADD TO STACK
HOW MANY ENTRYS?

ON THE STACK?

AT ?

JUMEmF SO

BUM TRY COUNT

L T N o

i A E AT TOP OR BOTTOM OF STACK?

PUSH R

P.

INC
LD
AND
JR
cP
JR
INC
RET

HL
A, (HL)

A

Z, SCRLU1-%
MAXSTK=10
Z, SCRLU1~-$
(HL)

i SCROLL KEY ENTRY

SLRLKY:

XOR

A

; POINT AT SCROLL PQINTER
;i JUMP IF AT BOTTOM
i OR IF AT TOP

i FIX SCROLL POINTER
; AND QUIT

i CLEAR KEYSEX FOR SCROLL MOTOR



#MODCOMF Z-80 CROSS ASSEMELER* HOME VIDEQC GAME SYSTEM PAGE S

ADDR OBJECT STMT LABEL  OFCD GPERAND COMMENT
1237 2ZET4F 1012 LD (KEYSEX), A
122C 21E44E 1013 LD  HL,NLINES
123F 7E 1014 LD A, (HL) i A = NUMBER OF LINES ON STK
1240 CR41 1015 BIT 0,C ; UP OR DOWN?
1242 201A 1016 JR  NZ,SCRLDN-$ ; JUMP IF DOWN
1244 A7 1017 AND A i QUIT IF ZERO LINEZ ON STACK
1245 & 1018 RET 2
1246 23 1019 INC HL ; WHERES THE SCROLL POINTER?
1247 7E 1020 LD A (HL) -
1248 A7 1021 AND A i QUIT IF AT BOTTOM
1249 Cg 1022 RET 2
124A 23S 1023 DEC (ML) i ELSE DECREMENTETH
1024 ; PUSHEN JOINS HERE
124 2E08 1025 SCRLUL: LD A, - ; DOIT 8 TIMES
124D 1026 SCRLU2: SYSSUK SCROLL
1240 FF 1026 + RST S6
124E 3 1026 + 9 DEFE SCROLL+1
1026 + S IF  SCROLL. EGQ. INTPC
1026 + ENDIF
124F 2800 1027 == DEFW BYTEPL
1251 20 1028 b~ DEFB 32 W
1252 4F 1029 DEFB 79
1253 2840 10620 < DeFw a028 QO
1255 30 1031 z DEC A D
1256 20FS 1032 JR  NZ, SCRyUZ2-$ Q
1258 3C 1023 Q@ inc s
1259 1034 XYRELL DE, 2% 73
1286 111845 1034 + O b e RS (73). SHL a4)
125C 1818 1035 L, R scRLDRSs i JOIALGCRLDN DISPLAY CALL
1036 ; Seegll DOWN ROUT JYE
125E 23 1037 SCREGR ING HL ;i ADV TO SCROLLPTR
125F 9¢ 1038 = SUE (HL) i SUBR&JCT FROM LINES ON STACK
1260 FEOE 1039 P 11 i FAR(PMOUGH APART?
1262 D3 1040 >_ RET C i QUI NOT
1263 34 1041 INC (HL) |, i YEAM - ADVANCE SCROLLFTR
1264 3E02 1042 Q2 o as
1266 1043 SCRg@P: SYSSUK SORCRL -
1266 FF 1043 + & RET 56 (@)
1267 31 1043 + ™= DEFB SCROLDY!
1043 + |41 IF SCROLLJEQ. INTPC <
1043 + ENDIF
1268 DSFF 1044 = DEFW -BYTE
126A 20 1045 Q oere 22 o
126B 50 1046 Q. coeFE 20
126C 804C 1047 Q DEFW 4000H+3200 Q
126E 3D 1048 DEC A
126F 20FS 1049 Q= o~ NZ.ScRLDO-s
1271 3E0A 1050 Q Lo A0
1272 1051 XYRELL DE, 24, 1

1273 111801 1051

+
r
(=}

DE, . RES. (1). SHL. 8+(24)

1276 Z1ES4E 1052 SCRLD1: LD HL, SCRPTR

1279 8& 1053 ADD A, (HL) ; ADD SCROLL PTR
127A 21804E 1054 Lo HL, STKEOT+BYTEPL

1270 O1D8FF 1055 LD BC, -BYTEPL

1280 09 1056 SCRLD2: ADD HL.BC

1281 3D 1057 DEC A

1282 ZOFC 1058 JR NZ, SCRLD2-%



*MQDCOMP Z-20 CRGS

ADDR

12¢3
12C4
12CS
12C4
12C7
12CA
1ZCD
12CF
12CF
1200

12D1
1204
12D5
12Dé6
1206
12D7

1208

12p9
120C
120D
120D
12DE

12DF
12E1
12E1
12E2

12E3
12E4
12E8
12E9
12EA
12EC
12EE

12FO0.

12F3

12FS
12Fs

12F9
12FE
12FE
1300
1302
1203
1306
1307
1302

OBJECT

2D

&2

63

20
11CF4E
2ACO4E
OEOD

FF
s2

SADY4E
oo

FF

S8

EE
010600
AF

FFE
1A

OE1lZ

FF
S6

CDOF13
200D
oD

79
FEO®
20F3
3ECE
CDOF13
28EC

STMT

1092
1093
1094
1095
1096
1097
1093
1099
1097
1099
1099
1099
1100
1101
1102
1103
1104
1104
1104
1104
1104
110%
1106
1107
1108
1108
1108
1108
1108
1109
1110
1110
1110
1110
1110
1111
1112
1113
1114
111S
1116
1117
1118
1119
1120
1121
1122
1123
1124
1125
1124
1127
1128
1129
1130
1131
1132

+ 4+ 4+ + ++ ++

++4+ 4+

++ 4+ +

LABEL

CONVRT:

$ ASSEMBLER# HOME VIDEC GAME SYSTEM
COMMENT

OPCD OPERAND
DEFE “-~

DEFR &2H

DEFE 6&3H

DEFB ‘=~

LD DE, ARG2
LD A, (OPCOD)
LD Cl 13
SYSTEM STOREN i
RET 56

DEFE STOREN

IF
ENDIF

i TRANSFER SIGN

ION

PACK

0
0
<

RIETARY INF ORM

CCVT3:

KILTRZ:

LD A, (ARG2+10)
RLCA i
DEC C
SYSTEM STOREN
RST Sé&
DEFB STOREN
1F
ENDIF
EX DE, H i
BCo H
XOR A
SYSTEM FILL »
RST Sé
DEFB FILL
IF E
ENUIF

C, 19
SY°TEH INDO
RST 56

FILL. INTPC

DEFB INDEXN

IF INDEXNMEQ. INTPC
ENDIF

CALL ADDTB ;
JR NZ CBVla-s
DEC ;
LD

crP 9 H
JR NZ, CC ;
LD A.OEH ;
CALL'ADD

JR Z, C 3 5
EMOVE TRAILING ZEROS
EX DE., HL i
Lo A, (HL) ;
AND OFH i
JR NZ, CCVT3-% ;
CALL KILTR2Z 5
JR CCVTZ~-s

CP OEH i
RET NZ ;
LD BC. &

ADD HL., BC

AND A

LD B, C

STOREN. EQ. INTPC

STOREN. EQ.INTPC

PAGE 11

STORE THAT NIBELE

GET SIGN BYTE
PUT SIGN IN LO BIT

BLE

R

ADD INTO “SAVE~
JUMRT® DONE
DECREPYNT ARGPTR

Is W 97
NO - KEEP GOING
YEAH - PUT IN DECIMAL POINT

JUMPQCK IF OK

AND IMAL POINT

HL = SAVE

GET LO NIBBLE

IS IT NONZERQ?

JUMP IF NOT ZERO

REMOVE ONE TRAILING ZERO

DECIMAL POINT?
QUIT IF NOT



*MQDCOMP Z-20 CROSS

ADDR

12C3
12C4
12CS
12C4
1207
12CA
12CD
12CF
12CF
1200

1201
1204
1205
12D6
12Dé
12D7

12D8
12D%
12DC
12DD
120D
12DE

12DF
12E1
12E1
1282

12E3
12E4
12E8
12E9
12EA
12EC
12EE

12FO0.

12F3

12FS
12F¢6
12F7
12F9
12FB
1ZFE
1300
1202
1202
1306
1307
1308

OBJECT

2D

62

63

03 e]
11CF4E
SACO4E
OEOD

FF
s2

SADS4E
07
on

FF
ss

EB

010600
AF

FF
1A

OE1l2

FF
56

CDOF13
200D
oD

79
FEO®
20F3
SECE
CDOF13
28EC

STMT

1092
1093
1094
1095
1096
1097
1098
1099
1099
1099
1099
1099
1100
1101
1102
1103
1104
1104
1104
1104
1104
1103
1106
1107
1108
1108
1108
1108
1108
1109
1110
1110
1110
1110
1110
1111
1112
11423
1114
111S
1116
1117
1118
1119
1120
1121
1122
1123
1124
1125
1124
1127
1128
1129
1130
1131
1132

+ 4+ ++ ++ + ¢

++4+ ¢

++ 4+ 4+

S3EMBLER* HOME VIDEO GAME SYSTEM PAGE 11}

LABEL

CONVRT:

QPCD

DEFE
DEFB
DEFB
DEFEB
LD

LD

LD
SYSTE
RET
DEFE
IF
ENDIF

OPERAND

62H

43H

‘=

DE, ARGZ2
A, (OPCOD)
Cl 13

M STOREN
S6
STOREN

STOREN. EG. INTPC

i TRANSFER SIGN

ION

v
D
Q

0
)
<
L

RIETARY INF ORM

CevVTS:

KILTRZ:

LD
RLCA
DEC
SYSTE
RST
DEFB
IF
ENDIF
EX

A, (ARGZ+10)

c

M STOREN
Sé
STOREN

STOREN. EQ.INTPC

DE, H
BC. &

XOR A

SYSTE
RST
DEFB
IF
ENDIF
LD
SYSTE
RST
DEFB
IF
ENDIF
CALL

M FILL »

54

FILL

FILL. E® INTPC

C.1¢%
M IND
Sé

INDEXN

INDEXNNEG. INTPC
ADDTB ;
NZ CRVQIA-%

NZ CC
A.OEH

'ADD

Z, C $
TRAILING ZERQ
DE, HL

A, (HL)

OFH

NZ, CCVT3-%
KILTRZ
CCVT2-s
OEH

NZ

BC, 6

HL.. BC

A

B.C

H

i

i

i

i

i

COMMENT

STORE THAT NIBELE

GET SIGN BYTE
PUT SIGN IN LO BIT

DE ﬁVE HL = ARG
CLE AVE

GET BLE

RE?PRODU

ADD gINTO ~“SAVE-
JUMASTE  DONE
DECREMENT ARGPTR

1S 1aN0W 97
NO - KEEP GOING
YEAH - PUT IN DECIMAL POINT

.JUMPQCK IF OK

AND IMAL POINT

HL = SAVE

GET LO NIBBLE

IS IT NONZERO?

JUMP IF NOT ZEROQ

REMOVE ONE TRAILING ZERO

DECIMAL POINT?
QUIT IF NOT



#+MODCOMP Z-20 CROSS

ADDR

1209
130A
130C
130E

130F
1311
1312
1313
131S
1316
1318
1319
121A
1218

131C
131D
131E
131F
1320
1322

4000
4ES&0
4ECO
>4ECO
4ECO
4EC1
4EC2
4ECS=
4EC4

4ECF
4EDA
4EDB
4EDC
4EDD
4EES
4EES
4EES
>4F34
4F3S4

TOTAL - ASSEMBLER ERRORS =

OBJECT

2B
ED67
10FB
c?

040S
EB
ES
ED&F
23
10FB
77
El
EB
co

76
sC
00
07
0707
0707

S™T

1133
1134
1138
1136
1137
1138
1139
11430
1141
1142
1143
1144
1143
1146
1147
1148
1149
1150
1131
11352
1133
11354
11835
11356
1187
1188
1159
11460
1161
1162
1143
11464
11465
1166
11467
1148
1169
1170
1171
1172
1173
1174
1175
1174
1177
1178

ASSEMBLER* HOME VIDEQ GAME SYSTEM

LABEL GOPCD OPERAND
KILTR1: DEC HL
RRD
DJUNZ KILTR1-%
RET
; SUBROUTINE TO ADD A DIGIT
ADDTB: LD B.,S
ADDTD: EX DE, HL
PUSH HL
ADDTB1: RLD
INC HL
DJUNZ ADDTB1~-%
LD (HL). A ;
POP HL
EX DE, HL.
RET
i COLORS FOR CALCULATOR
couﬁ DEFB 7&H ;
DEFB SCH ;
<:> DEFB OOH ;
DEFB O 3
F:: DEFW 0707H
~ DEFW 07073 %
; g CULATOR RAM
H *
(t:-oac
DEFS YTEPL
Q oers
CALIRS:
EQU
oP DEFS ;
STAT™SM: DEFS ;
MEMSTA: DEFS ;
MEMING: DEFS ;
ARG i DEFS
; OTE ##% CODERXEXPECTS
ARGZ: DEFS 11 ;
DIGILMN, DEFS 1 ;
DPa DEFS 1 ;
POINTP: DEFS 1 ;
SHO DEFS 7 § i
NLI DEFS 1 ;
3CR DEFS 1 ;
cM DEFS 110 Q§ﬁ ;
END EQU s
Q =xo

T

PAGE 12

COMMENT

TO NUMBER POINTED AT BY DE

STUFF LAST

GREY
RED
WHITE
BLACK

RODUCE

QPE ON TO DO
STA ARIABLE
M STATE VARIABLE
M BIGIT VARIABLE

ARGZ THRU SHOWBF TO BE IN ONE

ARG T 2

DIG COUNTER,

DEC PQINT ENTERED FLAG
DEC POINT POINTER

EN BACK BUFFER

NUMBER OF LINES ON SCROLL STA
CURRENT POS OF SCROLL SYSTEM
CAL TOR MEMORYS

Q



