#MODCOMP Z-80 CROSS ASSEMBLER* HOME VIDEQ GAME SYSTEM PAGE 1

ADDR GOBJECT

>0000
>0001

>000C
>0003
>0002
>0003
>0003
>009C
>0015%
>0008B
>005B
>0000
>0008
>0009
>0024
>0044
>0010

>0000
20001
>0002
20003
20004
>0005
>0006

>0080
>0040
>0007
>000&

>0028

STMT

641
642
643
644
645
6446
647
4648
649
650
631
452
4633
654
455
656
637
458
459
460
661
662
663
664
665
&66
667
468
669
670
671
672
673
674
675
676
&77
678
679
480
681
682
683
&84
&85
686
687
688
489
690
691
692
&£93
694
69S
696
697

LABEL

DEF4X:

OAIIDIC
4
D)
0 r

<E

ROER

DrpoOrr

e
PS

oPCD

LIsST

OPERAND COMMENT

SSXiMT

NLIST I
MR St a s Lo a2 L L2 2 2 2 T At SR SR,

i* H

vV G CHECKMATE#*

Ra st it syl oo ot 222 2 2 2 2 S 2UR TR

»

s MACROS

MACR
DEFB
DEFB
DEFB
DEFB
ENDM
MACR
DEFUW
DEFB
ENDM

#A4X, #B4X, #C4X, #D4X
#A4X
#B4X
#Cax
#D4X

9. SHL. 8+32
0000B

E EQ U\s%T E S %Eg

EQU  1-NWADWR i 1=RGYLD WAY 0=D0 NEW WAY
EQU  1-OLQMAY ; OPRENITE OF OLDWAY

; VARIOUS "RaU- S

EQU 1100 iR14D AND LEFT MOVES
EQU 0011 i UP DOWN MOVES

EQU 2 P AMES BIT

EGU 3 i ERS BIT

EQU 3 i MAXY it TICKS PER ANIMATION FRAM
EQU (BYTEBPL-1)%4 ; MAY™ COORD

EQU 21 P BLOCKS

EQU 11 i LOWEST Y COORD

EQU ((YKINES—1)%4)+LOWY ; MAX Y COORD
EQU © i LOMRST X COORD

EQU 8 i AN BRBITRARY MOVE

EQU 09 i MUsD) VOLUME

EQU 100108 i TIMSSPISPLAY OPTIONS
EQU O100QI00B  ; COUNm DOWN OPT

EQU 010080B WRIT WITH MAGIC OR

i PLAYER ,BREKET OFFSETS

EQU © ; LASCSJWITCH SETTING
EQU 1 i LASACTUAL MOVE

EQU 2 ; cURBRYT SWITCH SETTING
EGU 3 i ARROW ROTATION AMOUNT
EQu 4 i ARROM X COORD

EQU S i ARROW Y COORD

EQU & i PLAYER STATUS

 PLAYER STATUS MASKS

EQU 8OH

EGU 4OH

EGU 7 i 1=ACTIVE 0=DEAD

EQU & ; 1=HUMAN O=COMPUTER

; SCREEN TABS

EQU

((BYTEPL/4)#4)



#MODCOMP Z-30 CROSS ASSEMBLER#* HOME VIDEQ GAME 3YSTEM PAGE
ADDR ORJECT

0050
>0073
>0014
SO01F
>0033
>G047

>0000
>0001
>0002
0002
>0004
20008
20006
>0007
Q00
20009

>Q0F 5
>0004
>0004
>0D20
>41B3
>0001
>0004
0104
>000F
>0008
20008
20000
20001
20002
200032
>000S
>0004

4F36
4F9¢

4FAZ
4FA3
aFA4
4FAS
4F AL
4FA7

aFag
4FAF
4FBs
4FBD
4FCa
>4FAL

STMT

6983
499
700
701
702
703
704
708
706
707
7082
709
710
711
712
713
714
71S
716
717
718
719
720
721
722
723
724
72S
726
727
728
729
730
731
732
733
734
73S
736
727
728
739
740
741
742
743
744
745
744
747
748
749
750
7351
752
753
754

LABEL

XTAB2
XTABS
YTAB

YTAB1
YTABZ
YTAB3

NOTEO
NOTE1
NOTEZ
NOTE3
PPATL
PPATH
PCDOP
PSPOSX
PSPOSY
PSDGE:

FOR@ED

WID
HEIY
ALL
STA
PAT S
PAT &
PAT
JuUs
CBL
3B
WPO
wPOSEE
WPPAL
WPPAM
WPXZ

NPYTiE

N

u~c§
CUR! o
CNO‘as

PLI
CNO :
TARRK,

TARR:
RMASK
PPACKS:
PLAYO:
PLAY1:
PLAYZ:
PLAY3:
ENDRAM:
RETART

[¥)

OPCD OPERAND COMMENT
EQU XTAB1#2
EQU  XTAB1#3
EQU  (((YLINES-1)/4)%4)
EQU  YTAB+LOWY
EQU  (Z#YTAB)+LOWY
EQU  (3#YTAB)+LOWY
i OFFSETS FOR EACH PLAYERS ROM DATA
EQU © i EACH DIRECTIONS NOTES
EQU 1
EQU 2
EQU 3
EQU 4 i PLAYER PAT ADDR LOW
EQU S i PLAYER PAT ADDR HIGH
EQU & s PLAYER CHAR DIZP 0OPT
EQU 7 X COORD OF PLAYER ZCORE
EQU 3 Y COORD OF PLAYER 3CORE
EQU 9 i PLAYER 3CORE DISP OPT
i MORE EQU‘S
EQU OF&H i VAL TO FORCE RANDOM MOVE
EQU 4H i # PIXELS WIDE OF PLAYER PAT
EQU 4H i # PI HIGH OF PLAYER PAT
EQU  (YLINgGY#4)*#BYTEPL BYTES ON A SCREEN
EQU  (LOWY¥BYTEPL)+NORMEMd; LOWEST ADDR OF PLAY FI
EQU 1 X s #BYTESWWIDE OF PLAYER PATTERN
EQU 4 i #BYTEENHIGH OF PLAYER PATTERN
EQU PATXSAISHL. 3. OR. PA i PATTERNS DIMENSIONS
EQU OFH i ONLY STICK BITS
EQU . 3 s COLORMEL OCK LENGTH
EQU 3 ; SOUNERL OCK LENGTH
EQU O Q.
EQU ¢
EQU 2 W
EQU 3
TR N @
EQU 4
ORG  NORMEMYOF94H ;SHOU%E EQUAL TO RSTART
i UNCLEARED §AM
DEFS 12 - i ALL CURRENT SCORES
i CLEARED
DEFS 1 i CURREN® # PLAYERS
DEFS 1 i WHO URRENT PLAYER
DEFS 1 i CURRENT # HUMANS
DEFS 1 s TEMP ARROW X COORD
DEFS 1  TEMP ARROW Y COORD
DEFS 1 i ROTATE MASK
i START OF PLAYER PACKETS
DEFS PSTAT+1
DEFS PSTAT+1
DEFS PSTAT+1
DEFS PSTAT+1
EQU BEGRAM-(ENDRAM-IUNCRAM)+1 ; 3HOLULD BE RAM STA
ORG  1328H



#MODCOMF Z-30 CROSS

ADDR
1322
132z
1328

I2E
132C

1320
132F
133

1332
1332

1332

1334
12336

337
1327
1329
133A

133

133D
133F
1340

13240
1341
1244
1344
1345

>0001

1346
1346
1347
1349
1349

1344
1344
134R
134D
134F

13S0
1250
1351
1353
1355
1356
1356

QBJECT

S1944F

FF
ap

(D]
3 O

o:

[N

s2

OC4F

FF
4D

2302
F34F

FF
1B

S&4F
0Co0
00

F3
21964F

FF
00

19
AAL17

15

1B
E44F
0400
00

1B
AZ4F
2200
00

17

STMT

753
75&
7%7
752
7S5&
75z
75
758
752
760
7461
762
762
7&2
762
762
763
764
745
766
7466
764
766
76&
767
748
769
770
771
772
773
774
774
774
774
774
774
775
776
77&
777
772
77S
779
780
780
7S1
782
782
724
785
75
786
727
788
789
789

ASSEMBLER# HOME VIDEC GAME SYSTEM

LAE

ONE

++ + +

++ 4+ 4+

+ 4+ + +

n
[ ]
]

EL
TIM:

ORMATION

PROPRIETARY INF

CPCD OPERAND COMMENT

3 ONE TIME ONLY HOUSEKEEFING
Lo SF, UNCRAM
SYSSUK GETPAR

RST 54

DEFE GETPAR+1

IF GETFAR. E&. INTPC
ENDIF

DEFW NOGAME

DEFE 82H

DEFW CT7

SYSSUK GETPAR

RST Sé

DEFE GETPAR+1

IF GETPAR. EQ. INTPC
ENDIF

DEFW NOPLAY

DEFB 1

DEFW NUMPLY

SYSSUK FILL

RST S¢

DEFE FILL

IF FILL. INTPC
ENDIF

DEFW CURSCRaM

DEFW 12

DEFB O ]

; RE-ENTRY PQINT FROM EN
DI

LD SP, UNDEAM

SYSTEM INT

RST Sé

DEFE INTP

IF INTPC. A INTPC
DEFL 1

ENDIF

s QUTPUT C BLOCK
no COLSE

DEFB COLSET

DEFW CBLOCK

Do EMusiIC

DEFE EMUS

; CLEAR JO ICKS
Do FILL

DEFB FILL+1

DEFW OSWO

DEFW 4

DEFB O

; CLEAR ALL RAM DATA
Do FILL

DEFE FILL+1

DEFW CNOPL

DEFW . RES. (PLAY3+PSTAT)-CNOPL+1
DEFB ©

Do SETOUT

DEFB SETOUT+1

GAME

DO NOT REPRODUCE

PAGE



#MODCOMP Z-20 CROSS ASSEMBLER# HOME VIDEOC GAME SYSTEM PAGE 4

ADDR OBJECT STMT LABEL OPCD GPERAND COMMENT
1357 BE 790 DEFB . RES. ( (YLINES#*4)+LOWY)#2 ; VER BLK
1352 40 791 DEFB 40H+0 i HOR COL BND
1359 03 752 DEFB 08H ; INTER MODE

793 i CLEAR SCORE BLOCKS
1254 794 DO RECTAN
135A 1D 794 + DEFE RECTAN+1
1258 0000 795 DEFW 0
125D AOOB 796 DEFW 11. SHL. 8+140
125F S35 797 DEFB 010101018
1360 798 DO RECTAN
1260 1D 798 + DEFB RECTAN+1
1361 S000 799 DEFW 0. 3HL. 3+128
1263 300 WRECK
1363 2009 200 + DEFW 2. SHL. 8+22
1265 00 300 + DEFB 0000B -

1366 301 DO RECTAN

13466 1D 801 + 2 DEFE RECTAN+1

1367 $300 202 DEFW 0. SHL. 3+88

1369 303 Q wreck i

1269 2009 803 + = DEFW 9. SHL. 8+32

136B 00 803 + ].~ DEFB 0000B

1360 304 DO REC TY]
136C 1D s04 + L DEFB RECTAN: &)
136D 2200 205 : DEFW 0. SHL. 8+40 :
136F 806 WRECK N

136F 2009 206 +  (Q® DEFW 3. SHL.‘§+32 Q
1371 00 306 + DEFB 0000B e
1372 307 Q o recra

1372 1D 807 + {4 DEFB RECTANX1 Q-
1373 0000 308 DEFW 0. SHL.®+0 a
1375 809 < uRecK

1375 2009 309 + "= DEFW 9. SHLCY+22 W
1377 00 309 + DEFB 00008 o
1278 310 Se D0 ACTIN

1278 OF 810 + DEFB ACTIN

1279 311 Q= exiT

1379 02 811 + DEFB XIN [
50000 311 +INTREK DEFL o Q.

812 "~ i INITIALIZE\ STARTING ADDR@SS OF ARROWS
137A 212833 313 Ly L0 M. RES (vTAB2 SHL. @+ X TAB1
137D 22ACAF 814 LD  (PLAYRARRX), HL
1380 217933 315 > LD HL.,. REZ. (YTABZ. SHL. 3)+XTAB2
1283 22B34F 316 Q2 o FLARIaRRx, AL
1386 21501F 217 Q D HL . REY (yTAB1. sHLAQ)+xTABZ
1389 22BA4F 318 LD (PLAYZ+ARRX), HL
128C 215047 319 O o i res cvrass e & XTABZ
128F 22C14F 320 Q= LD _ (PLAY3+ARRX), HL

821 i CLEAR FIELD
1392 CDB414 322 Q. tall cLeare

823 i DISPLAY # GAMES
1295 DD210D02 3524 : LD IX, FNTSML
1299 325 'SYSSUK DISNUM
1399 FF 225 + RST S6
1294 37 325 + DEFB DISNUM+1

325 + IF  DISNUM. EQ. INTPC

325 + ENDIF

1398 4C 326 DEFB 754



#MODCOMF Z-50 CROSS ASSEMBLER# HOME VIDEQ GAME SYSTEM PAGE S

ADDR

139C
129D
139E
139F
13A1

13A1
13A4
13A4
13A8
13AA
13AA

13AD
13AF
1361
13B3
13BS
13E7

13BA
13BD
13BE

13C1.

13C2
13C4
12CS
13C8
13C9
13CA
13CB
13CD
1300
1303
13D4
130S
1308
1308
13D%

13DA
i3oD
13E0
13E1
13E1
132

133
13E4
13€ES
137

OBJECT

02
24
42
DC4aF

3AF34F
FEOS
3802
3E04

32A44F

FEOZ
3804
FEOS
3802
3EO4
32A24F

DDSEO4
DDS60S
1D
1D
FDAEOS

FF
32

FDSEO7
FDS608
DS

FF
32

D1
7B
C&06
SF

STMT

827
ez28
829
830
831
832
833
834
e3s
836
837
838
839
840
841
842
843
844
845
846
847
848
849
es0
es1
852
853
854
855
856
es7
85e
859
840
861
862
863
864
845
86&
867
867
867
867
867
848
869
870
871
871
871
871
871
872
872
874
87%

+ 4+ + 4

+ ++ +

LABEL

DONTD:

GOTNPL:

PROPRIE TARY INFORMAT

v

b d

OFCD OPERAND COMMENT
DEFB 2

DEFB TDOPT

DEFB 42H

DEFW CT7

; GET # HUMANS

LD A (NUMPLY)

CP s

JR  C.GOTNPL-%

LB A4

LD (CNOHUM), A

; GET # PLAYERS:

i IF HUMANS=1 OR O OR > 4 THEN PLAYERS=4 ELSE PLA
cP 2

JR  C.FPLAY-$

cP 5

JR  C.ALLHUM-$

LD A4

LD  (CNOPL), A

i INITIALIZE THE PLA PACKETS
; BRCURR, #\HUMANS

; C=CURR LAYERS Q

; DaTHIS YER #

LD A, (CNQHUM) -

LB B.A Q

LD A (CNOPL)

LD C.A. o

D DO

b AD tl:

CALL LD Q.

PUSH BC

PUSH DE %

LB A.D

ADD A, 31 i SET UP ASCI! LITERAL
LD E, ( RR*ARRX)

LD D, ARRY) }..

DEC E

DEC E o

LD C. (IY»PCDOP) -

SYSTEM CHRPIS ;st;i:v PLAYER# ON FIELD
RST 56

DEFB CH

IF  CH . EQ. INTPC (:)
ENDIF

LD  E. (I1Y+PSPOSX) Q

LD DO, (IY+PSPOSY)

PUSH DE

SYSTEM CHRDIS i DISPLAY# ON SCORE BLOCK
RST Sé

DEFB CHRDIS

IF  CHRDIS. EQ. INTPC

ENDIF

POP DE

Lb AE

ADD A, 6

LB E.A



*MODCOMP

ADDR

13E3
13E?
13EA
1ZED
13FC
13F3
13FS
13FS

12FA

12F7
13F3
13F?
13FE
LIEC
iZFE
13FF
1302
14032
1304
1405
1303
140A&
140
140C
140D

L3OE
1410 3

1412
14195
1314
1413

14192

141B
141E
141F
1420
1421
1322
1424

CEJECT

14

14
010104
FOAAODS
FR&EO4S
2E10

Fr
24

jub

nlt
DDES
TE

W e 1Y)
3a
21764F
09

ow

02
CDEZLS
DDEL

1426 .

13426
1427
1427
1422

1429
132A
142D
1430
1431
13322
1434
1424
1438

03
32AZ4F
CD¥114
Fi

FS
C6Z20

00000000
OE44

Z-20 TROS3

STMT

276

€ W Qo
[N HN]

[ e RO RN R I S A WA

W W w0 O 00 0 O
00 00 93 00 03 a0

217
*20
921
922
y22
523

+ + + +

++ + 4+

PRO

-

o

r
(=]
—

0
~
Z

ETAR

O

’

r
0

(=)
O

PRI

EL

s INFORMATION

*

AZZEMBLER# HOME VIDED GAME SYSTEM PAGE &
LAB

JFPCD OPERAND COMMENT
INC D
INC D

LD BC, PATYSZ. SHL. 8+PATXSZ
LD H, (IY+PPATH)
L3 L, (IY+PPATL)
LD A, 0001 0000B

SYSTEM WRIT i WRIT PLAYER PAT IN 3SCORE BLOCK

RST S6
DEFB WRIT

IF  WRIT EQ. INTPC
ENDIF

FOP DE

PUSH DE

PUSH IX

LD A, D

LB B,O

b c.D

LD ML, CURSCR

ADD HL, BC

ABD . HL, BC

ADD HL, BC

SALL DIS sés ;i DIS SCORES
POP  IX R§§b

POP DE

POP BC N

XOR A

OR B

LD A, ACTRVE+HUMAN

LD (IX+PSAT), A
DEC B

JR  CKNOROLS

DEFB 0 ;
LD A.Acriag

LD (IX+PRTAT), A
INC D :

DEC C

XOR A

QR C

JR  NZ, GTRPLIX-%
b A3

PUSH AF
SYSSUK P
RST Sé

DEFB PAWS+1

IF PAWS. EQ. INTPC
ENDIF

DEFB S

LD (PLIX), A

CALL UPMUZK

DO NOT REPRODUCE

i MAKE 30UND FOR COUNT DOWN

POP AF
PUSH AF
ADD A, 30H

XYRELL DE, (XTAB2~-4),. RES. (YTAB2-4)
LD DE.. RES. (. RES. (YTAB2-4)). SHL. S+( (XTAB2-4))
LD C. CDOPT



#MODCOMF Z-20 CROSS ASSEMBLER# HOME VIDEO GAME SYSTEM FAGE

ADDR OBJECT  '3TMT LABEL GFCD OFERAND COMMENT
1434 924 SYSTEM CHRDIS i DISPLAY COUNT DOWN #
1436 FF 924 + RST S&
142E =2 924 + DEFE CHRDIS
94 + IF  CHRDIS. EG. INTPC
3274 + ENDIF
1430 2% SYSSUK PAWS
1430 FF 925 + 5T 56
1430 51 P28 + DEFE FAWS+1
925 + IF  PAWS. EQ. INTPC
925 + ENDIF
43E zg 926 DEFE 40
143F 227 SYSTEM EMUSIC
143F FF 227 + RST 56
1440 14 327 + DEFB EMUSIC
927 + IF  EMUSIC. EQ. INTPC
927 + ENDIF
1341 F1 o5 POP AF
1442 3 929 2 DEC A
1443 20E1 930 0 JR  NZ, CDOWNL-$
144S CDB414 31 emy CALL CLEARF
932 l,_ i INIT TICK QOUNT
1445 CD4A14 23 CALL TICF W
1848 AF 934 < XOR A Q
144C 32D04F et z (CNT :
144F 934 LOO N
144F 37 m SYSSUK SENTQY Q
144F FF 937 + RST 56
1450 42 937 + 0 DEFE SENTRY®1 0
237+ g, IF__SENTRYREG INTPC Q7
937 + ENDIF
1451 1402 oze 2 DEFW ALKE Q.
1453 59 * SYSSUK OOl Lu
1452 FF 929 + RET S&
1454 45 %37 +  §_ DEFB DOIT+1 (0
939 + IF  DOIT. ERNINTPC
929 + m ENDIF
1455 5914 240 DEFW THE k
1457 18Fe 941 < < LOOR 0
145% 94z THEPmw: RC  scTo, TION
1459 41 942 + '-IJ DEFE SCTO+4 Z
145A 4C14 942 + DEFW ACTIC
942 + E IF 0
942 + ENDIF
14s5¢ 943 Q_ RC suo,%dov 0
145C S5 943 + DEFB SJ0+40 Q
145D 3414 943 + 0 DEFW MOVJQY
242 + t IF ¢
943 + ENDIF
145F 944 Q. RC  SJ1, MOVJOY
14SF 57 944 + DEFE SJ1+40H
1460 8414 544 + DEFW MOV.JOY
944 + IF o
944 + ENDIF
1442 945 RC  SJZ, MOVJOY
1462 59 945 + DEFB 5J2Z+40H
1463 8414 245 + DEFW MOVJOY

945

+

IF 0



*MODCOMP 730 CROSS ASZEMBLER#* HOME VIDED GAME SYSTEM PAGE 3

ADDR

1465
1445
1344

14463
1443
14467

144B

1440
1440

144F
1472
14732
1473
1473
1478
147F
1431
14324
1424
1436
1433
143B
142E
143E
142E
1432F

1490
14391
1474
14757
1434
14702
1470

1490 2=

149F
14A1
1441
14A2
14A4
14AA
1449
14AB
14AD
14AF
14B1
14B3
14E4

OBJECT

=
~

3414

2

ZE14

20

ZD4A14

SRA34LF
30

EAOD
32AR4F
CDSC1A
DDCROATE
22EE
C3BC143

D&1S
CBIF
CI1ELS

CO4A14

FF
43

c9
SAAZ4AF
CDSC15
DD7E03
0403

OF
02
10FE

43
0A00
FDO?
FD7EQO
0313
IEO?
D313
2ELL
D210
)

STMT

945
44
P44
P44
244
944
247
247
*47
247

0 O 0

00D D
0090 Q0 L0 00 (0 D O 0

NS A DB

0

+

++ 4+ +

+++ + +

+++ ¢

LABEL

= ¢
Q
<

RMATION

)
D

RY lNé‘o

uPM

Rﬁ:‘ TA

PROP

CLEARF:

0PCD JPERAND COMMENT

ENDIF

RC 343, MovJay
DEFB 3J3+40H
DEFW MOV.JQY

IF 0

ENDIF

RC SKYD, CALPIZ, +END
DEFB 3KYD+40H
DEFW CALPIZ

IF O+END

DEFB O+END
ENDIF

CALL TICKIT

i INCREMENT THE CURRENT PLAYER INDEX BY 1 UNTIL
3 AN ACTIVE PLAYER IS FOUND THEN UPDATE HIM

LD A, (PLIX)

INC A
AND O3H
LD (PLIX), A s CURR PLAYER IX<=-CURR PL IX+1 M

CALL LOPLIX
BIT ACTEITa(IX+PSTAT) 1iiST FOR ACTIVE PLAYER
'JR ZJ IN -%

P MOVEITY i THE T::PR EVENT
SUB Su0 ; TAKE (QF WHATEVER
ZRL DIV N2
o sTa o
CALL TICK

STEM P12

T Sé

DEFB PIZERK

IF PIZEBRKNGH. INTPC

ENDIF

RET

LD

CALL LDP

LD (IX ROT)
LD Br 3°

RRCA

JR

DJUNZ T°T

DO NOT REPR

LD
LD B,
ADD IV, EC

LD A, (IY+D)
QUT  (TONEC), A
LD A, MUSVOL
oUT (VOLC), A

LD A: A4
QUT  (TONMO), A
RET

i CLEAR FIELD



#MODCOMF Z2-20° CRO3S ASSEMBLER* HOME VIDEO GAME SYSTEM PAGE 9

ADDR

14E4
14E4
14E5

14B&
14pg
14BA
14BB
14gC

14BC
14BF
14C2
14C4
14C3
14C%
14CA
14CB
14CC
14CD
14CF
14D0
1402
14D4
14DS
1407
140%
140C
140C
14DF
14E2

14E4
14E7
14E9

14EAR
14€D
14EF

14F2
14FS
14F7

14F7
14F8
14FD
1500
1503
1504
1509
150C
1SOF
1511

OBJECT

FF
1B

Baal
200D
o0
Ce

DD4EQO
DL4602
BDCBQETS

Y
2003

DD7000
78

B7
200S
OEOO
CD7F16

DL7EO1
CDAC16
2813

CDARLS
280E
41

CDAAlLS
2808
BD4&01

CDARLS
203C

DD7701
On7703
DOS&0S
DDSEO4
CD2515
FD&&0S
FD4EO4
010104
3E10

STMT

3%

Sy

89

89

29

990

991

P92

293

w4

P95

96

L7

Q9%

29
1000
1001
1002
1002
1004
1003
1006
1007
1008
1009
1010
1011
1012
1013
1014
101S
101¢
1017
1018
1019
1020
1021
1022
1023
1024
1025
1026
1027
1028
1027
1030
1031
1032
1032
1034
1028
1034
1027
103¢g
1039
1040
1041

++ + +

LAB

MoV

ZSW

2
o
Q

FORMATI

P
D
r4

Q.
bt
35

PRIETARY IN

GOT

EL

EIT:

g

PRO

QFCD

CPERAND COMMENT

SYSSUK FILL

RST
DEFE

IF

ENDIF

DEFW
DEFW
DEFB
RET

Sé
FILL+1
FILL. EQ. INTPC

STARTS
ALLEYT
0

; THIS ROUTINE UPDATES A PLAYER’S POSITION
; INFUT PARAS ARE: IX=POINTER TO PLAYERS PACKET

LD
LD
BIT
JR
XOR
LD
LD
LD
OR
JR
LD
LD

CALL
JR
LD

CALL
JR

; DURING ROUTINE B=CURRENT SWITCH C=LAST SWITCH

C, (IX+LASTSW)
B, (IX+CURSW)
HUMBIT, (IX+PSTAT)

NZ, NOCUR~$  ; IF NOT HUMAN

A ; CLEAR A

B A ; CLEAR CURRENT SWITCH
c. A ; CLEAR LAST SW ENDIF

A, $1F CYERg SW = 0
NZ, RADRST-$ QO

B, C i THEN *SmRR SW<-LAST SW ENDIF
(IX+LAQFSW), B ; SAVEmEhST SW

A B i IF CURE) SW=0

: Q

NZ, GOTRi~$

€ 0 i LAST @P-o

RANM | GET OM MOVE ENDIF

A, (1X4XASTMV) ; GET LT MovE
MOVTST o

2, GOTMI-$

) ANY MOVE AND CURR SW

MOVA

Z, GOTMEv-$
E.C ; TRY

i ANY no@T SuiTeH
MOVANY, z

Z, GOTMEV-%
B, (IX+QASTMV) ; TRY LAST MOVE

i ANY MOVb
MOVA

NZ. CRASH-$

;A LEGIT MOVE HAS BEEN FOUND SO UPDATE THE GUY

LD
LD
LD
e
CALL
Lo
LD
LD
LD

SYSTEM WRIT

(IX+LASTMV), A ; SAVE ACTUAL MOVE FOR LATER
(IX+AROT), A ; ARROW ROTATION AMOUNT<L-THE MOV
D, (IX+ARRY)

E, ( IX+ARRX)

ERASE

H, (IY+PPATH)

L, (IY+PPATL)

BC, PATYSZ. SHL. 8+PATXSZ

A WRITOR ’

; WRITE PLAYER PATTERN COVER ARRO



#MODCOMP Z-30 CROS3 ASSEMELER® HOME VIDEQ GAME SYSTEM FAGE 10

ADDR OBJECT  STMT LABEL OPCD OPERAND COMMENT
1511 FF 1041 + RST 56
1512 24 1041 + DEFB WRIT
1041 + IF  WRIT. EQ INTPC
1041 + ENDIF
1513 3AAS4F 1042 LD A, (TARRX)
1516 DD7704 1043 LD (IX+ARRX),A ;SAVE NEW ARROW X
1519 2AA64F 1044 LD A, (TARRY)
151C DD7705  104S LD (IX+ARRY),A ;SAVE NEW ARROW Y
I1SIF £D0016 1046 CALL ANIARR i ANIMATE THE ARROW
1522 C37114 1047 P UPMUZK
1525 1043 ERASE:
1525 DS 1047 PUSH DE
1526 1050 SYSSUK RELAB1
1526 FF 1050 + RST 56
1527 3B 1050 + DEFE RELAB1+1
1050 + IF  RELABL. EQ. INTPC
105 + = ENDIF
1523 00 1051 DEFB 0
1529 EB 1052 Q) EX DEHL
1527 0600 1053 e LD B0
152C 110104 1054 b~ LD DE. PATWSZ. SHL. PR
152F 1055 SYSTEM BLAN
152F FF 1055 + L rsT s6 0%3 QO
1530 24 1055 + E DEFB BLANK D
1085 + = IF  BLANK. §s INTPEC a
1085 + ENDIF
1S31 D1 1053 0 ;'g: DE O
1532 9 108 .
1533 1058 CRA :
1059 - /A PLAYER CRASHED. LEEYROY HIS ARRW AND ELIM
1060 < nim From GAME.
1533 016017 1061 = LD BC.EX#XTS 5@-
1536 113117 1062 LD  DE,EXCQLS  ; DEC-GSMODE COLOR TABLE ADDR
1539 2€0S 1063 LD AS
1538 21B217 1064 >0 EXR
1S3E FS 1065 ExLAP® PUSH AF s PUSH ¢ OOP COUNT
1S3F CS 1066 < PUSH BC i PUSH e PAT ADDR
1540 DS 1067 PUSH DE i PUSH @WPLODE COLOR TBL ADDR
1541 ES 1063 b~ Fusn HC i PUSH JweblODE SOUND ADDR
1542 1A 1067 Ly o A oe s AC-EX@IDE COLOR
1543 D200 1070 =3 0UT (COLORY A
1545 S 1071 PUSH BC
1544 DDS605 1072 @ 5o odkrn
1549 DDSEO4 1073 Q. o e RX) o
154C CD2S1S 1074 CALL ERASE Q
154F £1 1075 Q ror w i PAT A
1550 2E10 1076 Q= L0 AWRITOR
1552 010104 1077 Q. L3, BC.PATYSZ SHL 5+PATXSZ
1555 1073 SYSTEM WRIT i WRIT EXPLOSION
1555 FF 1075 + RST S6
1556 24 1075 + DEFB WRIT
1073 + IF  WRIT EQ INTPC
1073 + ENDIF
1557 1079 SYSSUK PAWS
1557 FF 1079 + RST S6
1558 st 1079 + DEFB PAWS+1
1079 + IF  PAWS. EQ INTPC



#MODCOMF Z~80 CROSS ASSEMBLER* HO
LABEL

ADDR

1357
135A
1SSE
1SSE
1540
1561
15¢2
1363
1564
1566
1567
1568
1569
156A
156B
156D
136D
13570
1373
1577
1579
157C
157F

1582

1585
1587
1589
158A
13588
158cC
" 1S8E
1590
1591
1593
1597
1599
15%C
159D

15A1
15A3
15A3
15A4
15AS
15A8
1SAC
15AE
15BO
15B1
15B2
15BS
135B6
1587
15B8
15B9
15BC

OBUECT

07

El
011808
EDB3

18D1

FBS&0S
FDSEO4
FD210000
FD19
110004
FD7E00
21B841 -
01200D
EDB1
200S

03

2B

73

18F7
FD22

b33

20E9
DDCBO676
2804
21A44F
3S
DDCBO&BE

OEO4

oD

79
CDSC14
DOCRO47E
2818

STMT

1079
1080
1081
1082
1083
1084
1085
10&6
1087
1088
1089
1090
1091
1092
1093
1094
109S
1096
1097
1098
1099
1100
1101
1102
1103
1104
1105
1106
1107
1108
1109
1110
1111
1112
1113
1114
1118
11'16
1117
1118
1119
1120
1121
1122
1123
1124
1128
1126
1127
1128
1129
1130
1131
1132
1133
1134
113S

-

m
>

IMATION:

F€MA

A
m

PROPRIETARY INFO

w

—

C

Z

OPCD

ENDIF
DEFB
POP
LD
OTIR
POP
POP
POP
DEC
JR
INC
INC
INC
INC
INC
JR

ME VIDEO GAME SYSTEM PAGE 11
OPERAND COMMENT

7
HL : i GET EXPLODE SOUND ADDR
BC., SBLEN. SHL. 8+SNDBX

2, EXPFIN-3 i LDOP COUNT EXPIRED

DE i INC TO NEXT COLOR

BC i BUMP UP TO NEXT PAT .ADDR
BC

BC

BC

EXLOOP-3

D, (IY+PPATH)
E, (IY+PPATL) ; DE<-PLAYER PAT ADDR
1Y, 0

IV, D i IY<=PLAYER PAT ADDR
DE. 4. §HL. 8+0 ; D<-{gdP CouUNT
A (RR0) i AC-QYRE OF PLAYER PATTERN
HL. STBRTS
BC. ALEBYT -
L), ac
snx§§-s Q.
1y
D L
NZ, S P—% m
HUMB NCIX+PSTAT)
Z.KUQST-8  ; IF HUMAN
L RO
CH ; DEC QURRENT # HUMANS ENDIF

ACT s {IX+PSTAT) Ll STATUS
A TIVE PLAYER?ORES
C.

c
A.dE?i (:)
LopP

ACTBIT, (1x+psTAT) &)
Z, BUMPCK—~$



- #*MODCOMP Z-20 CROSS ASSEMBLER* HOME VIDEG SAME SYSTEM PAGE 12

ADDR

1SED
15BD
1SBE

1SBF
1320
15C1
1SC2
13CS
1SCé
13C6
18Cs
13C7

1SC3
13C%
1SCA
1SCB

13CD
1300
13D1
1sSpz
13504
1S0S
13Dé
1306
1309
15DA
1SDB
13DE
15E1
151
1SE2

15E3

1SE3
1SE&
1SEB
1SEA
1SEC
1SEC
1SEF
15F2
13F4
1SFS
15F6
1SF7
1SF?
1SFD

UBJECT

FF
sS4

79
cS
BR7
CDE31S5
c1

FF
s1

iE
779
B7
2006

21A24F
3S

3S
2302
324

c?

2ADCAF
2D
27
3ZDCaF
C24013

FF
73

FD4EO?
2004
CBAl
CEBE?

FDSEOQ7
FDS&02
2EOC

33

SF

14

0643
BDZ10D02

STMT

1134
1136
11326
1136
11346
1127
1133
1139
1140
1141
1142
1143
1143
1143
1142
1143
1144
1145
1144
1147
1148
114>
1150

1151

1132
11S3
1134
11353
1156
1157
1138
115%
1160
1161
1162
1162
1162
1162
1162
1143
1144
116S
1166
1167
1163
1169
1170
1171
1172
1173
1174
1175
1176
1177
1173
1179
1130

LA

++ ++

BU

++ + ¢+

m
rd

ETARY INE

OPRIE

r4
C

R

BEL

MPCK:

ORMATION

A

0

OPCD OPERAND COMMENT

SYSTEM INCSCR

ST Sb&

DEFB INCSCR

IF INC3CR. EQ. INTPC

ENDIF

LD A, C

FPUSH BC

OR A i RESET CARRY
CALL DIsSPsC

POP BC

SYSSUK PAWS

RST S6

DEFB PAWS+1

IF PAWS. EQ. INTPC

REZ MROR., C
SET MRXOR. C

ENDIF
DEFE 30

LD A C

OR A

JR  NZ, BUMPEM-3

i DEC CURR # PLAYERS

; IF cURR RRPLavERs Leatdon 10 eno sane
LD KL,

DEC (ML) g
DEC (ML) &

JR HK=% Q
NG (HO) o)
RET :

LD A CHD) E§E
DEC A

DAA W
LB (CT7

P NZ, §h§17 [t
SYSTEM QU

RST Sé

DEFB QULT b~
IF  QURAEQ. INTPC

ENDIF g
i DISPLAY R0RE

} A=PLAYER

HILATRYYIE OF scoRy
LD . COYPSDOP)

LD E, (IY+PSPOSX)
LD D, (IY+PSPOSY)

LD A 12
ADD A E
LD E.A
INC D

LD B, 42H

LD IX, FNTSML
SYSTEM DISNUM



*MODCOMP Z-80 CROSS ASSEMBLER#* HOME VIDEQ ‘GAME SYSTEM PAGE 12z

ADDR

1SFD
1SFE

15FF
14600

1400
1604
1603
1608
140B
1&0E
1611
14612
1615
14616
1619
1418
1461B
161C

161D
141E

1461E
1621
1622
1623
1425
1628
1428
162E
1620
14632
1634
1636
1638
1463A
163C
1440
1642
1645
1648
1644

14644
164D
1464E
1650
1&52

OBJECT

FF
36

ce

DOCEO47E

ce
DD7EOZ
CD2F17
DDS&0S
DDSEO4
ES
CD2S1S
El
010104
3E10

FF
24

ce

CDSC1¢
AF

BO
2003
DD7E0Z
Dp7702
DDAEO1
2812
EEOC
ZS0E
EEOC
EEO3
2808
EEO3

DDCBO&7&

2003
DD7E01
DD7703
18E6

SAA44AF
B7
SEOZ
2804
Z1AZ4F

STMT

1120
1180
1180
1180
1181
1182
1183
1184
1185
1186
1187
1188
1189
1190
1191
1192
1193
1194
1195
1196
1197
1197
1197
1197
1197
1198
1199
1200
1201
1202
1203
1204
1205
1206
1207
1208
1209
1210
1211
1212
1213
1214
1215
1216
1217
1218
1219
1220
1221
1222
1223
1224
1225
1226
1227
1228
1229

+ 4+ + +

+4++ 4+

()]
-4

ORMATION

(7]
-

TARY INF

xI
C

Q)
m

PROPRIE

[n}
m)

-
)
(9]
~
]
H

CPCD OPERANL COMMENT

RST S&

DEFE DISNUM

IF DISNUM. EQ. INTPC
ENDIF

RET

i ANIMATE THE ARROW

i INPUT AND QUTPUT IS IX WHO STAYS THE SAME
; BESTROYS ALL OTHER REGISTERS

BIT ACTBIT, (IX+PSTAT)

RET 2 i EXIT IF NOT ACTIVE
LD A, (IX+AROT)

CALL GETROT ¢+ i HL<-ARROW PAT ADDR
LD D, (IX+ARRY)

LD E, (IX+ARRX)

PUSH HL

CALL ERASE

POFP HL

LD EC, PATYSZ. SHL. 8+PATXSZ

LD A, WRITOR

SYSTEM WR IS

RST 56 llJ
DEFB WRI
' #séh.INTPC (;D

IF  WRIT
ENDIF Y =
RET

s THIS ROUTINE TAKES carfe ARROW ANIMATION
i AND SHOWIRG A PLAYER H{P®CURRENT JOY STICK POSIT
i A=WHICH PMRYER: Q.

i Ix<-B@PR OF PLAYER PACKET

XOR  (IX T™MV) Ad- RENCE FROM LAST MOVE
JR  Z, GETAM-$ i IF DNS#ERENCE=0 USE LAST MOVE
XOR RLMOV

JR  Z,GETOM-s

XOR RLMOV

XOR  UDM

JR 7.6 -3 )

XOR UDMOVE Q

BIT HUMBIT, (IX+PSTAT)

JR NZ, GOTIT-s i IF HUMAN WE‘VE GOT IT
LD A, (IX+LASTMV) ; GET LAST MOVE

LD (IX+AROT), A ; STORE ARROW ROTATION
JR ANIARR-%

i TICK COUNT<-(8-CURR # PLAYERS)
LD A, (CNOHUM) '

CR A -

LD A2

JR Z, STICK-$

LD HL, CNOPL



#*MODCOMP Z-30 CRUSS

ADDR

1635
16357
1653
1458
16502

145C

165C

1&5D
143E
14SE

14SF

1660
1662
1663
1645
1665
1666

1667
1467
146A
146412
164D
1446E
146F
1571
1473
14679
1677
1677
1678
147D
1&67F

167F
1467F
1630

14631
1432
1633
14638
14633
14637
143C
1620
143D
142E

DBJECT

ZEO3
=73
32084F
c?

FF
77

20

B7
23083

DD4401

73

CDALZ14

c3

FF
77

STMT

123
1251
1232
1233
1224
1235
1226
1237
123%
1239
1240
1241
1241
1241
1241
1241
1242
1243
1244
1245
1245
1245
1245
124%
1244
1247
1248
1249
1250
1251
1252
12%3
1254
1293
1256
1257
12%8
1259
1260
1261
1262
1263
1264
1264
1264
1264
12464
1268
1266
1247
1268
1269
1270
1271
1272
1272

1272

ASSEMELER#* HOME VIDED GAME 3SYSTEM PAGE 14

LABEL

STICK:

LDPLIX:
LOPLIY:

++ + +

++ + 4+

+ + + +

+
-

N

2

P

PROPRIE ?Aféf? INFORMATIO

NEWMQOV:

r

<

OPCD OPERAND

LD
SuB
Lo
RET

A3
(HL)

(CTO), A

COMMENT

; LOAD 1Y WITH POINTER TO CURR PLAYER ROM DATA
s LOAD IX WITH A POINTER TO CURRENT PLAYER PACKET
; A=PLAYER# MUST BE GE@ O % LEQ 2

PUSH
PUSH

DE
HL

SY3S3UK INDEXW

RST

S&

DEFE INDEXW+1

IF
ENDIF
DEFW
PIISH
POP

INDEXW.

ROMTEL
DE
1Y

£Q. INTPC

SYZSSUK INDEXW

RST
DEFB
iF
ENDIF
DEFW
PUSH
POP
POP
POP
RET
DEFW
UEFW
QEFW
DEFW
DEFW
LEFW
DEFW
DEFW

i GENERATE

i INPU
i B=Cu
SY33uU
RST

DEFB RANGED+1!
RANGED

IF
ENDIF
DEFB
OR

JR

LD

LD
CALL
RET

S6
IN
IND

RAMT
PLR
PLRO
PLRD
PLRO
PLAY.
PLA

PLAY
PL.

T AN
RREN
K

36

22
A

EQ INTPC

OT RE PRODUCE

RANDOM MOVEROR THE PLAYER PACKET POl

QUTPUT:
SWITCH C=LAST 3SWITCH
SED

DO

ER. INTPC

i TIME TO CHANGE DIRECTIONT

Z, NEWMOV-3%
B, (IX+LASTMV) ; USE LAST MAVE

A B
MOVTST
Z

;i LAST MOVE IS GQ0OD ENOUGH

3YSSUK RANGED

RST

56

DEFBE RANGED+1



#*MOUDCOMF Z-20 CROSS ASSEMBLER+ HOME VIDEQ SGAME SYSTEM PAGE 1S

ADDR OEJECT - STMT LABEL OFCD OPERAND COMMENT
1272 + IF  RANGED. EQ. INTPC
1272 + ENDIF

1468F 04 1272 DEFE 4

1690 47 1274 LD B.A

1691 04 1275 INC B

1492 3ESO 1276 LD A, SOH

1694 07 1277 SHFTIT: RLCA

1695 10FD 1278 DJUNZ SHFTIT-3

1697 47 1279 LD  B.A

1698 2EOS 1280 RANFIN: LD A, O8H

149A CDAC16 1281 CALL MOVTST

169D 2002 1282 JR  NZ,ANYMOV-$

165F 47 1283 LD EB.A

16A0 C% 1234 RET

16A1 O&OF 12285 ANYMOV: LD B, OFH i TRY' ALL MOVES

16A3 ZEOS 1286 LD A, OSH

14AS CDAC1& 1287 2 CALL MOVTST

16A8 47 12e8 LD  B.A

16A9 C9 1289 UQ RET

1604 1290 MO :

14AA 3E08 1291 LD A, AMO

16AC 1292 MoVreT: - Ly
1293 JQ i TEST TH W MOVE FOR Q&) IDITY
1294 z s THE INPUTS) AND OUTPUTQ
1295 i B=A SET OE\MOVES TGO B STED (IS UNCHANGED)
1296 Q= i c=unchHan Q
1297 i A=FIRST MQYVE TO TEST, E OF GOOD MOVE ON CUTPU
1298 Qo ; DE, HL=RET@RNED UNCHANG
1299 '-L i D=# ROTATES
1200 ; Z FLAG= GOGD MOVE ND(A CONTAINS FIRST GOO
1301 2 i Z FLAG= F NO GOOD S FOUND(IN B)

16AC DS 1302 = PUSH DE '

16AD 1602 1303 LD .8 i INITgghe ROTATES

14AF OF 1304 ROTMGK: RRCA i ROT TO NEXT MOVE

16BO SF 1205 LD E.A |

16B1 AO 1306 Qx o s

16B2 CDCO16 1307 CALL CHK ; CHEC}meatoVE

16BS 7E 1308 g LD  AE NQ:

16B6 280& 1209 b~ Rz movEXT-s ;rou NE

14E§ 15 1210 DEC D i DEC aOTATES

16B9 20F4 1311 .-U JR  NZ, RORMSK-$

16BE 37 1312 A SCF i NO GOOD MOVES

16BC CE1ZX 1213 t RL D - SET 6LAG=NZ

14BE D1 1214 MOVEXT: POP DE

16BF C9 1215 oy RET Q

146C0 1316 cHKNGD:
1217 m i CHECK THE MOVE IN A FOR BEING UNOCCUPIED
1218 i INPUT AND QUTPUT:
1319 Q i A=UP, DOWM, RIGHT OR LEFT BIT (RETURNED UNCHANGED)
1320 © iZ FLAG=Z IF MOVE IN A IS TO AN EMPTY POSITION
1321 37 FLAG=NZ IF MOVE IN A IS BAD
1322 i BC, DE, HL RETURNED UNTOUCHED
1323 i IX=POINTER TC CURRENT PLAYER PACKET
1324 i LOCAL TO THIS ROUTINE:
1325 i D=TEMP X COORD OF ARROW
1326 i E=TEMP Y COORD OF ARROW

16co CS 1327 PUSH EC



*MODCOMP Z-20 CRUSS ASSEMBLER# HOME VIDEQ GAME SYSTEM PAGE 14

ADDR OBJECT STMT LABEL ~ OPCD OPERAND COMMENT

16C1 DS 1323 PUSH DE

16C2 ES 1229 PUSH HL

16C3 F5 1330 PUSH AF

16C4 DDS604 1231 LD D, (IX+ARRX) ;GET X COORD OF ARROW

16C7 DDSEOS 1322 LD  E, (IX+ARRY) ;GET Y COORD OF ARROW

14CA CBS? 1233 TLEFT: BIT CHLEFT.A

16CC 220A 224 JR 2, TRIGHT-3

14CE 7A 1325 LD AD iGOT A LEFT MOVE

16CF FEOO 1336 CP . LOWX :

16D1 282F 123 . JR  Z,BADMOV-$  ; ALREADY AT LOWEST X

1603 D604 1333 3UB WIDTH ;DEC TEMP X BY 1 POSITIGN
" 1405 S7 1329 LD. D,A

16D6 1830 1340 JR  LOOKSQ-%

1608 ' CBSF 1281 TRIGHT: BIT CHRIGH, A

16DA Z20A 1342 JR  Z,TUP-3

160C 7A 1343 LD AD i GOT A RIGHT MOVE

16DD FE?C 1244 z P XMAX ]

16DF 3021 1245 JR  NC, BADMOV-$ ; ALREADY GEQ MAX X

L6E1 C604 1346 Q Ao A uwiDTH :

14E3 57 1347 ~—~ LD DA

14E4 1322 1343 t_ JR  LOOKSG-$

14E6 CB47 1349 TUP, BIT CHYP, Ly

14E8 220A 130 <L wR 2, N-3$

14EA 7B 1351 : LB AE sGDTgI UP MDVE

14EB FEOB 1352 CP LOWY QN

16ED 2813 1253 Q@ JR  z.BANIOV-s ALREDYY AT LOWEST v

16EF D604 1254 e SUB HEIG ' DECC§™ Y BY 1 POSITION

16F1 SF 1255 LD EA°

16F2 1814 1356 !E JR  LOOKZ-s Q-

16F4 CB4F 1257 TDway: BIT CHROWN, A

16F6 230A 1358 JR  Z, BRghOv-3 Q.

16F3 7B 1259 ™~ D AE s cot{gyoown move

16F9 FESB 1260 CP  YMAX o

16FB 2205 1261 S R T amﬁgv—s ; ALRSRBY AT HIGHEST Y

164FD C&04 1362 ADD A, HERSHT i INC TEMP Y BY 1 POSITION

16FF SF 1363 QF W Ea

1700 1806 1264 sT JR LO -3 [

1702 F1 1365 Bof;v: POP AF o

1703 37 1366 SCF

1704 CB12 1367 Ly R ° ;SETZFLAG = NZ

1706 1823 1263 JR MOVERD-s

1703 1369 LO&’Q: , ]

: 1370 ;| SEE IF NEW SQUARES OCCUPIED

1708 DS 1371 Q. rusHDE

1709 DS 1272 PUSH DE

170A C1 1273 QO ror Ec Q

170B S1 1374 Q w oc s REVERSE X, Y FOR SYSTEM

170C 58 1375 LD EB

170D 37e QO SYSSUK RELAB1

170D FF 1376 + RST S&

170€E 3B 1376 + DEFB RELAB1+1

1376 + IF  RELABI1. EQ. INTPC
1376 + ENDIF

170F 00 1377 DEFB 0

1710 E1 1378 POP  HL

1711- EB 137% EX DE.HL

1712 7€ 1280 LD A, (HL)



*MODCOMP Z-80 CROSS ASSEMELER+ HOME VIDED GAME SYSTEM PAGE 17

ADDR OBJECT STMT LABEL OPCD OPERAND COMMENT
1712 BY 1381 OR A i TEST SQUARE
1714 20EC 1352 JR Nz, BADMOV-$
1716 012800 1283 LD  BC.EYTEPL
1719 09 1384 ADD HL, BC
171A 7E 13es LD A, (HL)
171E B7 1336 OR A -
171C 20E4 1287 JR  NZ, BADMOV-$
171E 7A 1388 LD AD
171F 32AS4F 1389 LD  (TARRX), A i STORE TEMP ARROW X COORD
1722 7B 1290 LD AE
1723 32R64F 1391 LD  (TARRY), A i STORE TEMP ARROW Y COORD
1726 F1 1392 POP AF
1727 1600 1393 LD DO
1729 CE2A 1294 SRL D i SET 2 FLAG=Z
1728 E1 1295 MOVEND: POP HL
172C D1 1296 POP DE
172D C1 1297 POP BC
172E C9 1398 % RET
172F 1399 G T
1400 i HL<-BASE ADDR OF ROTATED PATTERN
1401 ¢  ;AC-DIRECTION OF ROTATION
1302 = i IF A HASSMORE THAN 1 SET THEN ONLY ONE IS US
172F 218A17 1403 q LD HL% 0
1732 CB47 1404 BIT CHUPF,
1734 CO 1405 z RET |
1735 219217 1406 LD
1728 CB4F 1407 0: BIT Q
173~ CO 1408 Q RET O
173B 218E17 1409 W LD o
173E CBSF 1410 BIT
1730 Co 1411 2 RET Q.
1741 219617 1412 e ;gT )
1744 C9 1413
1414 i START OF3RoM DATA FORERCH PLAYER.
1415w  ; CONTAINS PLAYER NOTES. PLAYER PATTERN ADDR
1416 Q- - PLAYER CHAR DISP OPT
1417 i PLAYER RE DISP OP
1418 i AND PL SCORE POS%ON
1745 1419 P 0:
1745 1420 PNDTEO: DEF4X GO, G50, A0, ASO 2
1745 FD 1420 + DEFB GO §
174¢ EE 1420 + ewmm DEFE GSO
1747 Ei 1420 + m DEFEB AO
1748 D4 1420 + DEFE AS@ Q
1789 9A17 1421 P 0: DEFW PPA Qa
174 18 1422 P 0: DEFB 011000B
174C 04 1423 P(s:%o: DEFB 4
174D 01 1424 DEFB 1
174E 18 1425 pPsyPO: DEFE 011000B
174F 1426 PLROML:
174F 1427 PNOTELl: DEF4X BO,Ci1,CS1,Di
174F C8 1427 + DEFB BO
1750 BD 1427 + DEFB C1
1751 B2 1427 + DEFB CS1
1752 A8 1427 + DEFB DI
1753 SE17 1428 PPADR1: DEFW PPATI

1755 1c 1429 PCDOP1:- DEFB 011100B



+MODCOMP Z-30 CROSS

ADDR

1756
1757
1738
1759
1759
175%
173A
175B
173C
173D
17SF
1760
1762
1762
1763
17632
1764
17465
1766
1767
1769
176A
176C

176D
176D
174D
1746E
176F
1770
1771
1771
1772
1773
1774
1775
1773
1776
1777
1778
1779
1779
177A
1778
177¢C
177D
177D
177
177F
1730

1781
1781

1782

1783
1784
1785

OBJECT

85
o1
ic

9F
96
8D
=h]
A217
1cC
2D01
ic

STMT

1430.

1431
1432
1433
1434
1434
1434
1434
1434
1435
1436
1437
1438
1439
1440
1440
1440
1440
1440
1441

1442.

1443
1444
1443
14446
1447
1447
1447
1447
1347
14348
1443
1448
1443
1448

1449

1449
1449
1449
1449
1430
1450
1450
14350
1450
1451
1451
1451
1451
1451
1452
14353
1454
1455
1456
1457
1438

ASSEMBLER# HOME VIDEO GAME SYSTEM PAGE 18

LABEL

PSPOS1L:

PSDOP1:
PLROMZ;
PNQTEZ:

++ + +

PPADRZ:
PCDOP2:
PSPOS2:
PSDOPZ:
PLROM3:
PNQTES:

+

<

*WRADR3:
oP3:
g 0S3:

o]
b
W

DD
-4~
-

FO

0
D
-‘
B

PRIETARY" 1

"PRO

EXCOLS:

D
-+
N

D
A
w

k.,
b ]
et
4

QOPCD OPERAND COMMENT

DEFB 133
DEFB 1
DEFB 011100B

DEF4X DS1.ELl.F1,FS1
DEFB DS1

DEFB E1

DEFB F1

DEFB FS1

DEFW PPAT2

DEFB 011100B

DEFW 45+1. SHL. 8
DEFB 011100B

DEF4X G1,GS1, Al, AS1
DEFB 61

DEFB GS1

DEFB Al

DEFB AS1 .

DEFW PPAT3

DEFB 01F000B W
DEFW R2%1. SHL. 8

DEFB, BN 000B

i EXPLOSYON PATTERNS

N

DEF4x <¥000101008, 0QY01008, 0

DEFB O o
DEFB 009101008

DEFB 0CP10100B Q

DEFB

DEF4X Y 010001018, 0 [=0001B, 0
DEFB

DEFB 010001018 o

DEFB O0RW0001B

DEFB O

DEF4x 20001015, 010§00008. 000000013 010100008
DEFB \QO®00101B
DEFB S4W00000B o)

DEFB ODOOO0001B

DEFB 030100008 %

DEF4X 0100018, 010000008, 000000018, 010001008
DEFB 0Q9100018B

DEFB (RP0O0000B o

DEFB WHPOCO01B

DEFB 010001008 (:)

DEF4X 0,0, 0,0

DEFB 0

DEFB 0

DEFB 0

DEFB 0

; EXPLOSIGN ® COLORS

DEFB 7
DEFB 3
DEFB 7
DEFB 3
DEFB O077H



*MODCOMF Z-30 CROSS ASSEMELER# HOME VIDEC GAME SYSTEM PAGE 19

ADDR OBJECT  STMT LABEL  GFCD GPERAND COMMENT
1459 ; COUNT DOWN DISPLAY PACKET
1784 0400 1460 CDCOLR: DEFW 0100B+0. SHL. &
1461 i TIMER DISPLAY PACKET
1735 0120 1462 TOPACK: DEFW O001B+10000000B. SHL. 2
1463 v i ARROW ANIMATION PATTERNS FOR EACH ROTATION
173A 1464  AUP: .
178A 1445 DEF4X 00010100B, 01010101E, 01000001B, 0
1780 14 1465 + DEFE 00010100E
172k S5 1465 + DEFE 01010101E
178C 41 1865 + DEFE 01000001E
178D 00 1465 + DEFB 0
178E 1466 ARIGHT: -
173€ 1467 DEF4X 00010100B, 0G000101E, 000001018, 00010100E
179E 14 1467 + DEFE 00010100B
178F 05 14467 + DEFB 00000101E
1790 0S 1867 + DEFB 0O000101B
1791 14 1467 + DEFE 00010100B
1792 1463  ADCERe
1792 1447 DEF4X 0, 01000001B, 010101018, 000101008
1792 00 1469 + ‘= DEFE O
1793 41 1465 + |e DEFE 01000801E W
1794 S5 1469 + DEFB 010\Q®O1LE
1795 14 1469 + S DEFB 000 NR0OB QO
1796 1470 AL.EE : .
1796 1471 DEF4X 0001 1003,0101008., 01010000B, 00010100E
1796 14 1471 + (2 DEFB 00018Y00B
1797 50 1471 + O DEFB 01010Q00B O
1793 S0 1471 + DEFB 0101GR00B
1799 14 1471 + 4 DEFB 00010%00B oz
1472 i PLAYER ERNS
1794 1375 PPA®M  DEF4X OOORDOOD. 101010G0ET 001010108, 00100000B
1794 08 1472 + ™= DEFB 0000M¥OE
179B A8 1472 + DEFB 10101Q00B m
C 2 e
1750 20 la7s + 2= Ders ooloedbe
179€ 1476 ppAC  DEF4X 11138111B. 110000 4B, 116000118, 111111115
179E FF 1474 + P DEFB 111 RI1B
179F C2 1474 + DEFE 110 1B @)
17A0 C2 1476 + = DEFE 11000 18
17A1 FF 1474 + 4] DEFB 11111{11B
17A2 1475 PPAGey DEF4X 0000XIO00B, 111111008, 00111111B, 00110000E
17A2 OC 1475 + Q= DEFE 00001N00B
17A3 FC 1475 + DEFE 111 (SQPOB o
17A4 3F 1475 + Q. DEFE 001 1B
17A5 30 1475 « ) DEFE 001100008
1704 147¢ PPANS DEF4X 10101010B, 10000010E" 100000108, 161010108
176 AA 1476 + (® DEFB 101010108
1747 &2 147¢ +  (® DEFB 100000108
178 £2 1476 + DEFE 10000010B
17A9 AA 1476 + DEFB 10101010B
1477 i COLOR BLOCK
17AA 1478 CBLOCK:
17RA FS 1479 DEFB OFSH
17AB F2 1480 DEFB OFSH
17AC F8 1481 DEFB OFSH
17AD F8 1482 DEFB OFSH

17AE BS 1483 DEFE OBSH



*MODCOMP Z-20 CROSS ASSEMBLER¥ HOME VIDEO GAME SYSTEM PAGE 20

ADDR

17AF
1780
1781

1782
1782
1783
1784
17BS
17B6
1787
1788
1789
17BA
17BA
178B
17BC
178D
17BE
17BF
17Co
17C1
17¢C2
17C2
17¢C3
17C4
17CS
17C6
17C7
17C3
17C7
17CA
17CA
17CB
17¢CcC
17CD
17CE
17CF
1700
1701
17D2
1702
1703
1704
170S
1706
1707
1708
17D9
17DA

TOTAL

OBJECT

32
F8
77

EF
FF
3F
00
FF
FD
FS
=]

oF
EE
3E
00
FF
FD
FS
FS

STMT

1484

1485
1436
1487
14388
1438
1488
1483
14e8
1488
1488
14288
1488
1489
1439
1439
1489
1489
1489
1489
1489
1489
1490
1490
1490
1490
1490C
1490
1490
1490
1450
1491
1491
1491
1491
1471
1491
1491
1491
1491
1492
1492
1492
1492
1452
1492
1492
1492
1492
1493

PROPRIETARY 'INFORMATION " """

LABEL

EXPSND:

ASSEMBLER ERRORS =

QPCD

DEFB
DEFB
DEFB

OPERAND COMMENT

O52H
OF 8H
O077H

i EXPLOSION SOUNDS

DEF3
DEFB
DEFB
DEFB
DEFB
DEFB
DEFB
DEFB
DEFB
DEFS8
DEFB
DEFB
DEFB
DEFB
DEFB

DEFB
DEFB
DEFB
END

OEFH, OFFH, 3FH, 0, OFFH, OFDH, OFSH, OFSH
OEFH

OFFH

3FH

0

OFFH

OFDH

OFSH

OF SH

O3FH, OEEH, 3EH, 0, OFFH, OFDH, OFSH, OF SH
OSFH

OEEH

SEH

0

OFFH

OFDH

OFJH

F

» 088H, 38H, C&FH. OFDH, OFSH, OF SH
0 :
osgy
3

PRODU

o] » 044H, 34H, wm. OFDH, OFSH, OFSH

o4 [ f
0¥

~
i S
O.§. 0,0,0,0,0, Z
0

o
Q

oooo?@)



