*#*MODCOMF Z-80 CROSS ASSEMBLER# HOME VIDEO GAME SYSTEM PAGE 1
GPCD OPERAND

ADDR OBJECT

17DE C3E81%

>0008
>0002
>0088
>0020
20048
>004C
>002C
>0001
>0040
>0014
>000F
>002A
20046
20041
>0040
>0058
>004C
>0048
>0060

>000A
20009
>005C

50012
50017
>0012

>0032
>006A
>0000
>o0cs

>FFFF
>000F
>0010
>0011
>0012
>0013

STMT

441
642
643
644

644
647
648
649
&S50
4651
652

687

691

693

LABEL

TR s 2 2 S R T A A

;i # GUN FIGHT EQUATES +

PR 22 S Z R e 2t s T

GUNF IGHT BACKGROUND JGB

CONSISTING OF INITIALIZATION. PRE-ROUND DISPLAY,

MONITORING OF CONTROLS AND VECTOR DELTA CHANGING
POST ROUND STUFF AND END GAME :

- e me e

LIST Ss M X, T

ORG
JP

DEATH,

; EQUATES
LNX EQU
Bsy EQU
RNX EQU

X EQU
FRDK  Eau
S EQU
o Eau
GRY EQU
DRX EQU
TG EQU
TT, EQU

EQU
B EQU
B$§E¥Y EQU
LCACX EQU
Rg:gi EQU
c EQU
W EQU
c EQU
TL EQU
Al EQU
BLY

GFNRI Z
Ll <), 74
WINBAD
TOPLIN

BOTLIN
LFRLIN

NEXT
VBARM
VBOARM
VBLEGT
VBLEG
VBCOMP

EQu

EQU
EQU
EQU

EQU
EQU
EQU
EQU

EQU
EQU
EQU
EQU
EQU
EQU

17DEH
INIT

w%*

S3%2
00
10042

-1
VBOAH+1
VBARM+1
VBOARM+1
VBLEGT+1
VBLEG+1

L R R

[ S

- N e

L S R

COMMENT

py NUMBER X

B R STRINGS Y
R NUMBER X
BULLETS X

R

sSuU IMER X
G EADY X
D X .

T ACTUS Y

géE;EACTUS Y

M CACTUS Y

..e?? CACTUS X
RIDKT CACTUS X
CENTER CACTUS X
X
OMSR COMBOYS WINDOW X

TdH].INE .OF GUNSPACE
Bd:;bn LINE OF "

B VECTOR SIZE
WAR VECTOR SIZE

Tﬁorron WINDOW BOUNDARY
T INDOW LINE

M WINDOW LINE
L RIORITY FOREGROUND LINE

NEXT LINK FOR QUEUES

ARM STATE

LAST ARM PATTERN WRITTEN
LEG TIMER

LEG LINK

TIMER FOR COMPUTER CONTROL



#MODCOMP Z-80 CROSS

ADDR

>0000
>0003
*0004
20005

171
172
172
17€3

17E4
17€5
17E9
17EC
17€ED
17EF
17EF
17F0

17F 1
17F2
17F3
17Fa
17FS
17F7
17F3
17FA
17FD
17FE

17FF
L7FF
1200

1801
1202
1304
1306
1203
180A
130A
130B

OBJECT

F3

FF
11

30
DD210D02
3ADCAF
B7

2803 .

FF
37

DC

&14F
DA4F
194F
1309

FF
0D

ASSEMBLER* HOME VIDEO GAME SYSTEM PAGE 2

STMT LABEL OPCD OPERAND COMMENT:
694. ; BITS

6%% UBSWAG ERAU O ; WAGON BIT -
596 VUBSCHG EQU 3 ; CHANGE STATUS BIT
697 VBSNOM EQU 4 ; NOT MOVING STATUS
498 VBSINT EGU S i INTERCEPTED/DEAD STATUS
700 3 et W S S5 10 W

701 i #* SUBROUTINES *

TOZ i RSS2

703 ; DISPLAY CLOCK AND UPDATE CT4
704 DCLOCK DI

705 'SYSSUK DECCTS

705 + RST 56

705 + DEFB DECCTS+1

705 + & IF  DECCTS. EQ. INTPC

705 +@ ENDIF

706 DEFB - 100000008

707 LD  IX,ENTSML

708 *" LD &7 W
709 OR A

710 J JR__ 2, D00UT-s O
711 2 SYSSUK -
711 (:)
711

711 . intee Q)
711

712 Q
713 Q.
714

7ia W
716 Q-
717

713

719 b~
720

721 Qo
722 § FI

723 e <
724 [eme

i
724

724 QA S EQ INTPC

726 +Q) ENDIF Q
725 Qe DEFB 11011100B

726 DEFW LCOWB

727 QU DEFW LBULS

728 DEFW BULV1+1

729 JR  ZORE-%

730 FIREl  SYSSUK SUCK

730 + RST S6

730 + DEFB SUCK+1

730 + IF  SUCK. EQ. INTPC

730 + ENDIF :



*MODCOMF Z~-30 CROSES ASSEMELER# HOME VIDEC GAME SYSTEM PAGE c;

ADDR OEJECT  STMT LABEL  OFCD OPERAND COMMENT
1800 DC 31 DEFE 110111008
1300 734F 732 DEFW RCOMWE
150F DE4F 72% DEFW REULS
1811 304F 73 DEFW BULV3+1
1313 FD7807 735 ZORE: LD A, (IY+CBE)
1816 E7 736 OR A
1817 C&8 - 737 RET 2
1318 OA 733 LD A, (BC) i GET BULLET COUNT
1815 EB7 739 OR A
1914 £2 740 RET 2
121E 7E 741 LD A, (HL) i CHECK IF BULLET IS AVAILABLE
131C B7 742 OR A
1210 2809 742 JR  Z,Z0K-$
181F 111200 744 LD  DE,BULVSZ  ; DELTA TO NEXT BULLET
1322 19 745 ADD  HL., DE
1823 7€ 744 LD A, (HL)
224 B7 747 OR A o)
1825 2801 742 JR  Z,20K-% )
1827 ©% 749 RET
750 HL=>BULLET o
751 IX=>CoWBQyY -tJ
752 5 D! FROM BULLERYCOUNT
1228 0A 753 20K A, (BR 0
1229 3D 754 DEC A —
152A 0Z 755 (BC) m
756 SUB TIMER IF OUT OF BULLETS
1S2E 2000 757 Q R Nz ERRASE-s -
122D 3ADC4F 758 LD A (C p
1330 B7 75 e B
1831 3E10 760 LD A 10
1823 2302 761 JR z, c-s
1535 3E02 762 LD
1837 32DC4F 763 STS LD 7 .
183A £3 764 BERPE} PUsH
3B DDES 765 PUSH
1530 0a 768 LD

1 83E &F 7467 LD

1242 27 776 ADD HL.H i ®4
1243 116802 771 LD DE, BOY#2S546+RBULX
134¢ DROCROO74 772 BIT HRFL , ( IX+VEMR)

WYOLNI AY

LY,
S3F 2600 76 g LD
1941 29 749 ADD HL,
-
c
)

1844 ZE30 77= LD A.4O i FLO MR
183C 2301 774 JR 2, RI
1S4E AF 775 XOR A i NoRgald MR
77& i NOW POSITION AND ERASE
184F 19 777 RITB ADD HL., DE <:>
1250 EB 773 EX  DE.HL :E:
1851 77% SYSTEM RELAE1
12851 FF 779 + RST S6
1852 2A 77% + DEFE RELAB1
779 + IF  RELABL. EQ. INTPC
779 + ENDIF _
1953 EE 750 EX DE,HL
1854 04605 7s1 Ltb B, S
1856 112200 782 LD DE, 40 i INC TO NEXT LINE

185% 36FF 7832 BELFP LD - (HL), OFFH ; ERASE A LINE



*MODCOMP Z-80 CROSS ASSEMBLER* HOME VIDEO GAME SYSTEM

ADDR

13SB
13SC
13SE
18460
1343
1864
1265
- 1266

1367
1364

18683

136C
136D
1846E

1864F .

1870
1872
1873
1874
137S
13876
1879
187A
1378
137¢C
187E
187F
1332
1383
13385
1285
18846

1887
1889
1838A
138C

188D
183D
18SE
1238E

188F
18932
12895

1899
_189¢C

189F
1342
13A2
13A3

13A4

OBJECT

19
10FB
1400
DDSEOF
62

4B

29

19
119310
19

124F
01
DB1F
c?

ag
09
0D21614F
1804
DD21784F
DD4EQO
112000
213000
FF

7E

DD7409

STMT

784
785
786
737
788

739
790
791
792
793
794
795
796
797
793
799
300
301
302
303
804
80s
806
807
803
809
810
Sit
812
213
313
813
813
813
314
813
816
817
813
819
819
820
320
821
322
823
324
323

- 826
827
328
829
829
829
329
829
330

LABEL OPCD
ADD
DUNZ
LD
LD
LD
LD
ADD
ADD
LD
ADD
EX
POP
PGP
PUSH
INC
LD
INC
INC
INC

DEFW
DEFB

ARY 'INFORMATION

RET

AKE A COFF
DONT PI2ZBRK
DEFB PIgBRK

l:ﬁrK:
S . DO
DEFB
ONVERT JO
=Sy O LD
JR
Y 1 LD
CONVERT
Ging: LD
LD
LD

SYSTEM MSKTD i

RST
DEFB
IF

+ + + +

STHN LD

DEFW G

PAGE
OPERAND COMMENT ’
HL., DE H
BELP-3

0.0

E, (IX+VBARM) ;
H, D

L.E

ML, HU H
HL. DE

DE, BULTAB
HL., DE H
DE., HL
BC

HL

HL

HL
(HL), 1
HU

GO DOWN A LINE

GET CURRENT ARM PQS

»2
*3

~-

-> BULTAB(ARM)

BC<==1X

BUL (STAT1

SAVE FOR ACTIVATE
BUL C(DEL TIME]
'MAKE BULIT JumMP QUT
BUL [DEL XLOW1

COW [STAT]

COW (DEL TIME]

COW [DX LO1

; g CXCHK]

i IT CHECK

; @. (DY LO1

LSTATI

o
a

L S Y

[XCHK]
(DY LO1

M K
0000018 i
HOT

JUST NOISE
BREAK

MRET
T+1
CKks
ALCOWB
PJOY-3
I1X, RCOWB
JOYSTICKS
C., ( IX+VBMR)
DE, 128
HL, 128

~
;%IFICARE‘
o
Q

COMPUTE DELTAS
Sé

MSKTD

MEKTD. EQ. INTPC

ENDIF

(IX+VEDYH), H



*MODCOMF Z-280 CRQSS
STMT

ALDR

13A7
18AA
12AD
12B0
18B1
18BS
12B&
12B7
13R%

138BD

18BE
18C0O
13C1
1ecz
12Cc2
18C4
18C6

13Cs 3

18CA
18CD

18CE
18D1
1802
1805
1807
18Dz
18DC
180D
18E1
12ES
18ES
18E9
18ER
18ED
18F1
18FS
18F8
1gFe
18F®

18FA
18FB
18FF
1901
1903
1906
1907
1908

190A
190D
-190E
190E
190F

QE.JECT

DR7sS0s
Dp7z04
DD73203
cw
DDZ17S4F
7

2F

1205
DDZ1614F

DD770F
co

DD7EO1
E&60
FE20
280F

po -
DDCEO7SE
ce
DD360100
DD360701
ce
DD7E0&
FE4S
S00E
DD360202
DD360180
218F1iD

EF
3E

ce
DD360100
FESS
301D
3AP04F
B7

Cco

1E4C

DDSA0B
15

FF
3B

.
b

31
32
33

834
835
326

[l
(=23

835
839
340
841
84z
843
244
245
346
247
348
949
850
251
852
853
g54
ot
856
g7
258
859
860
861
862
563
864
865
864
867
868
869
869
869
869
869
870
871
872
873
874
875
87¢&

[N

g7e
879
880
881
8ge1
881

ASSEMELER* HOME VIDEC GAME SYSTEM PAGE: S

LABEL OFCD OPERANL COMMENT
LD (IX+VBDYL), L
Lo (IX+VBDXH), D
LD (IX+VBDXL), E
RET
PPOTL: LD IX, RCOWB
LD A B 3 POT MUST BE FLOPPED BECAUSE
CPL i ARM IS FLOPPED

JR PPOT-$
PPOTO: LD IX, LCOWB
LD A B
; CONVERT POT AND STORE
PPOT AND OEOH
RRCA
RRCA
RRCA
RRCA :
cP OEH
JR NZ, KART-%$ -IJ
LD A, OCH i IF OB=7 THEN SET TO &
({IX+VBARM). A ; SE%RH POSITION ’

CK
K

aa

G
=
Z
3
=
g
d

o
-

i CHipigie ONLY IF BLANKED

i RE N IF NOT BLANKED YET
{ IX+VEXCHK

STAT). 0 ; B ET HIT WALL
XCHK), 1 ; S IMIT CHECK

+VBXH)  CHECK WHAT PART OF SCR ITS IN
b
JR NCJ 1 -$

IMB), 2 i MAMBmIT JUMP OUT
LD  (IX®YBSTAT).SOH ;rm}qcnvars

X
-

3O0NAo4d3y LON

LD  HL, BILLMT
SYSTEM VEXT O
+ RST Sé m
+ DEFB VE
+ IF  VECT.EQ. INTPC z
+ ENDIF
RET §§ >
HI LD  (IX€YBSTAT),O ; Buqr DIES FROM WAGON ON
CP  RCACX —
JR NC,HIT2-% 0
LD A, (WAGON)
OR A ; 132 A CACTII?
RET NZ i NOPE ITS A WAGON
LD  E, CCACX ; LOAD X
; ERASE OBJECT BULLET HITS
ERASE LD D, (IX+VBYH) ; LOAD Y
DEC D i
SYSSUK RELAB1
+ RST 56
+ DEFE RELAB1+1



#MODCOMP Z-80 CROSS ASSEMBLER* HOME VIDEDO GAME SYSTEM
STMT

ADDR

1910
1911
1212
1218
1917
1213
191%
191A

1918

191C
191D
191F
1720
1922
1924
192

1924
192C
192
1930
1924
1936
1936
1937

1928
1939
1928
1932C
193E
1940
1942
1942
1943

1944
1945
1947
1943
1944
194C
19S0
1954
1932
1958
195D
19SF
1961
19632
1964
1944
1945

OB.JECT

00
EB
11D7FF

DDCBOO74
20DE
1ES3
13DA
DDCB0074
230C

FF
oD

DD
514F
03
B1i1lF
ARLAF
130A

FF
ol 1]

oo -
734F
&4

C11F

A24F
DD361106
DD361284
DD360143
DO7EOB
D08
FE13
2002
Cs20

57

FF
s4

381.

381
882
383
224
883
386
327
388
389
890
891
892
393
394
893
3896
397
398
399
900
901

00 000V 0OV VOV V0Y QYO0 0
et et 2 OO0 0000000000
WNHOOOQOVANCRPAIORINDP

>

914
718
216
217
913
919
920
921
922
923
924
925
925

T 92S

925

-
+

TARY INFORMAZION

+ +

PROPRIE

LABEL

ELOP

HITZ2:

DIES

QPCD
IF

ENDIF

DEFB
EX
Lo
LD
LD
LD
INC
OR
LD
ADD
JR
RET
cp
JR
LD
BIT
JR
LD
JR
BIT
JR

SYSSUK

RST
DEFB
IF

ENDIF

DEFB
DEFW
DEFB
DEFW
DEFW
JR

3YSsSUK K

RST
DEFB
IF

ENDIF

DEFB
DEFW
DEFB
DEFW
DEFW
LD

LD

PAGE &
OPERAND COMMENT
RELAB1. EQ. 'INTPC

]

DE, HL
DE: -41
B, 0

A, (HL)
(HL), B
HL
(HL)
(HL), B
HL, DE
NZ, ELOP-3$

i ZERQO THE SCREEN BYTE

RCACX+8 ;

NC. DIE-$

E. LCACX

MRFLOP, ( IX+VBMR)

NZ. ERASE-$

E. RCACX

ERQSE-$

RRLOP, (IX+VEMAQ} WHO DIED?
-s

GUNFTR SPACE

CcK
S6 .\

SURK+1

sORK. E@. INTPC
118111018
LCRB

7

RSCORE

DIjy -

S
+i
EQ. INTPC

119111018
R B
10

RL

RE
(IN+VBLEGT), 6 i mqET FIRST CELL TIME
(IX+VBLEG), KIL % D. OFFH ; 722
(IX+VBSTAT), 068H ; KILL HIM
A, (IX+VBYH) ; WHERE TO WRITE GOT ME
8
TUINE+9
NC, DIE4-%
A, 32
D, A i

'NOT REPRODUC

0o

LOAD Y

SYSTEM INCSCR

RST
DEFB
IF

Sé
INCSCR
INCSCR. EQ. INTPC



*MODCOME Z-30 CROSS ASSEMBLER+* HOME VIDEC GAME SYSTEM PAGE 7

ADDR OBJECT STMT LABEL OFCD OPERAND COMMENT
725 + ENDIF
1966 2F 926 DEC HL
1967 7€ 927 LD A, (HL) ; FIELD
1968 FEOS P2 cF s ; INC IF LESS THAN S
1964 CEOO w79 ADC A, O
194C 77 930 LD (HL). A
31 ; PLAY DEATH SONG
196D 60 32 LD H.B
196E &% 933 b L¢C
196F DD211Z4F 934 LD IX,MSTACK
1973 ZECO 525 LD A, 11000000B
1975 926 SYSTEM BMUSIC
1975 FF 936 + RST S6
1976 12 . 936 + DEFE BMUSIC
936 + IF  BMUSIC. EG. INTPC
o2& + - ENDIF
1977 OEOC 937 S D Couaroz
1979 21061F  %2% LD  HL, GOTME
197C F3 939 Q o |
197D . 940 =y SYSTEM STRDIS : :
197D FF 540 +  fm RET 56
197E 34 940 + DEFB STR ,§ Ly
940 + L 17  sTRONNe@ intre Q)
, 940 + z ENDIF
197F 241 SYSSUK PAWSY : >
197F FF sa1 + QI reT s6 Q
1980 St 941 + o DEFE PAWS+1 O
941 + IF  PAWS. ER. INTPC
sa1 + o enorF (v
1981 FA 942 2 DEFB 250 Q-
1982 3E01 943 LD Al
1984 32DE4F 944 ~ p «(semi¥.a ; serlboo
1987 C9 945 &_
946 CTII APPRCMrg SCORE
947 R UPTO 6
948 SITIONS
1968 21FS1IE 949 ; ; -> dmmrus paTTERN
19SE F5 9S50
198C 3E08 951 b~ o
198E D319 952 W <
1990 F1 953 -
1991 FEO1 954 a
1993 D8 955
1994 FEO4 954 Q o
1996 3003 957 o JR  NC, TCAC-$ Q
1998 CDCE19 958 CALL CACW
1998 03 ss9  TCAQ® INC BC
199C FEOZ2 960 Q & 2
199E DS 961 RET C
199F FEOS 962 P s
19A1 3002 963 JR  NC, MCAC-%
19AZ CDCS19 964 CALL CACW
1986 FEO3 965 MCAC CP 3
1948 DS . 966 RET C
1949 03 967 INC BC
1988 08 968 EX AF,AF’

19AE 3ES1 P69 LD A, 81H i ACTIVATE WAGON



*MODCOMP Z-30 CROSS ASSEMBLER¥* HOME VIDEO GAME SYSTEM - PAGE 8

ADDR

194D
1980
1981
1984
1984
1987
1988
17BB
19EC
19BE
19Co
19C1
19C4
19Cs
19C7
19C3
19C?
19CA
19CB
19CC
19CE
19CE
19CF

1500

1901
1902

1903
1904

1905 .

1906
1907
1708
1209
190A
1908
190C
190D
190F
19€0
19€1
192
19E3
194
19ES
19E6
197

OBJECT

32704F
03
cocsie
FEO4
[st:]

03
21E91D
F3
SECC
D319
Fi
cpcz219
FEOS.
o8

02

F3

jni]

CA

57
3EOS8

FF

‘STMT
$70.

971

72
973
974
975
976
77
72
?77
980
981

982
933
984
788
984
937
788
739
990
990
990
790
990
991

992
993

994

795
996
997
998
99
1000
1001
1002
1003
1004
1005
1006
1007
1008
1009
1010
1011
1012
1013
1014

LABEL  OPCD GOPERAND COMMENT
LD  (WAGON), A
EX  AF, AF-
CALL CACW
P 4
RET C
INC BC
LD  HL, TREE
PUSH AF
LD A 1100B
QUT  (XPAND), A
POP  AF
CALL CACW
cP s
RET C
INC BC
CACW:  PUSH AF
' PUSH DE
< LB A, (BC)
QO LD A
LD A8 ; EXPAND
L SYSTEM WRITP _
X RST 56 Wy
+q:( DEFB (;)
IF . EQ. INTPC .
::EE ENDIF . =
POP D
Q POP A Q
Q RET Q
PUT DEL X, O BULLET VELB#RS
VEC LD ; LE (D LOJ
LD ;E (D LO1
— INC ; (D HIJ
INC ; D HI]
> INC ; D HIJ
LD
x o
INC ; cLol
I INC ; % CHIJ
b~ INC ; Lo1
LD
Y] INC ; g CHIT
— INC ; BUL CHIZ
Q- LD
Q. EX
ADD
o EX Q
Q- LD i BUL CHIJ=COW CHII+TAB CHIJ
INC ; TAB [D HI]
Q. RET



*MODCOMP Z-20 CROSE

ADDR

1)
0 W) )

E

0

9E
SES

[ e
O

19EA
19EC
19D
19EF
19F2
1SF2Z
- 19F2

F0001

15F4
19F4
19FS
19F7
19F9
19FA
19FA
19FE
19FC
19FE
19FE
19FF
1A00

1A01-

1A02
1A02
1A03
1A0S
1A0S
1A06
1A082
1A0%
1A0B
1A0E
>0000

1A0C
1A0D
1A0D
1A0E

20001

1A0F
1A0F
; 1A10
- IA12

QEJECT

FF
3]

1EGZ
24
Fa4F
210&64F

FF
Q0

1B
0&4F
D&OO
0o

7B
0z

FS4F

17
Bg
D&
os

FF
00

SF
DA4F
0C00

STMT

101¢
1017
1017
1017
1017
1017
1018
1012
1020
1021
1022
1022
1022
1022
1022
1022
1023
1023
1024
1025
1026
1027
1027
102¢
1029
1030
1030
1031

1032

1032
1034
1024
1035
1036
1036
1037
1038
1039
1040
1040
1040
1041
1042
1043
1044
1045
104S
1045
10435
1045
1045
1044
1047
1047
104g
1049

ASSEMELER#* HOME VIDEC GAME SYSTEM

LABEL

PAGE

OPCD OPERANL! COMMENT

i GUNFIGHT START UP ROUTINE (ONCE PER GAME)

INIT:

++ + +

+INTFP@

+

SYSSUK
RST 5S¢
DEFE GETPAR+1
IF GETFAR. EG. INTPC
ENDIF »

DEFW MXSCR

DEFE 84H

DEFW ENDSCR

LD SP, STACK

SYSTEM INTPC

RST Sé

DEFE INTPC

IF INTPC. EG. INTPC
DEFL 1

ENDIF
Do
DEFB
DEFW
DEFW

GETPAR

FILL
FILL+1
STACK
CT7-STACK

DEFR
Do

DEFE
DEFE
DEFW

0

GAMST

L
O
b

-+
+INT

%
*

o
#*

-

SRIETARY INFORMATION

~

PROP

+ +

+INTP@
-+

A ROUND €T

SETOU ; SET Q GAME PORTS
SETOUTNL
BLINE#* ;

RCACX/Q+OCOH ; wUNDS
] ; INMqa.

Do
LEFE
DEFE
DEFE
DEFE
DO
DEFE
DEFW
oo
DEFB
DEFW
DEFB
DEFW
EXIT
DEFE XINTC
DEFL ©

SETB g

SETB

Z%##GSESCR
N

BOTT

coLs
CoLS
GFCOLS
BMUSIC ;
BMUSICN!
MSTAC
1100R0QPE ;
HOME

ON JETCE A
o
<

UP ROUTINE O
DI

SYSTEM INTPC Q
RST Sé

DEFE INTPC

IF INTPC. EQ. INTPC
DEFL 1

ENDIF

; INIT HANDLES, BULLETS, TIMERS

-+

Do MOVE
DEFB MOVE+1
DEFW CTS
DEFW 12

LINE - VERT BLK

F’LA‘;REET $ OF LOREDO



#MODCOMP 7-80 CROSS ASSEMBLER# HOME VIDEOQ GAME SYSTEM PAGE 10

ADDR
1A14

1A16
1A14
1A17
1A19
1A1B

1A1C
1A1C
1A10
1AlF
1A21

1A22
1A22
1A2Z
1A2ZS

1A27

1A28
1A2Z8
1A29
1A2A
1AZC
1A2C
1A2ZD
1AZE
1A2F
1A30
1A31
1AGZ
1A33
1A34
1A3S
1A36
1A37
1A38

1A3A
1A3A
1A3B
1A3SD
1A3D
1AGE
1ASF
1A40
1A41
1A43
1A43
0000
1A44
1A4S

1A48
1A4B
1A4D

OBJECT
CFiD

1B
0040
4801
FF

1B
6841
F30ocC
00

1B
124F
eFoo

AF
32904F

3AA14F
1ES8
01iCc21D

STMT

1050.

1051
1052
1052
1052
1052
1052
1053
1054
1054
1054
1054
1054
1055
1056
1056
1056
1056
10%6
1057
1093
1053
1053
1060
1061
1061
1062
1063
1064
1065
1066
1067
1067
1068
106%
1070
1071
1072
1073
1074
1074
1075
1076
1076
1076
1076
1076
1076
1077
1077
1077
1078
1079
1080
1081
1082
1083

LABEL OPCD OPERAND COMMENT

DEFW SINIT

: COLOR BANNER

FILL? NORMEM., BYTEPL#ALINE, OFFH

DEFB FILL+t

DEFW NORMEM

DEFW BYTEPL#ALINE

DEFB OFFH
ERASE SCREEN

FILL? NORMEM+BYTEFL*ALINE, BYTEPL#*(BLINE-ALINE), O

DEFB FILL+!

DEFW NORMEM+BYTEPL#ALINE

DEFW RBYTEPL#(BLINE-ALINE)

DEFB 0
; RESET VECTORS

- FILL? STRRAM, ENDRAM-STRRAM. O
DEFB FILL+1 :
DEFW STRRAM .
DEFW ENDRAM-STRRAM
DEFB 0
—_—HOW SCORES
Do cu

DEFB SUQK+1
DEFB « 0000B ;
DEFW FNTEML

DO DISNUM
DEFB D NUM+1
DEFB L

DEFB BS

DEFB T1I

DEFB 0

DEFW DSSDRE
DO DISNUM
DEFB DISNUM+1
DEFB RN

DEFB BS

DEFB T

BARE:

4+ + 4

SUPRS, SMALL

-

'INFORMATIPN '
PRODUGE

DEFW RE
HECK FOR EN AME
Do RC
DEFB RCLL+1
DEFW ENRGAM
TEXT DY. GRX., GRY,
DEFB I1S+1
DEFB GRX
DEFB GRY
DEFB LARGE
DEFW GETRDY
EXIT
DEFB XINTC
+INTP@ DEFL 0O
XOR A i SET UP WAGON
LD (WAGON), A i STOP WAGON
i PUT UP PLAY FIELD:
LD A, (RFIELD) i NUMBER OF CACTII
LD E, RCACX i RIGHT CAC COLUMN
LD BC, RFTAB i" POSITIONS TABLE FOR CACTII

GE

‘PROPRIE TARY
DO: NOT RE



#MODCOMP Z-80 CROUSS ASSEMBLER* HOME QIDED GAME SYSTEM

ADDR

1AS0
1AS3
1AS6
1ASSE
1ASE

1ASE
1A&60
1A63

1A&66
1A6A
1A4E
1A71
1A74
1A72
1A7C
1A7F
1A82
1A83
1AE5
1A89
1A8D
1A%1
1AR9S
1A99
1A9D
1RA0
1AAZ
1AA4
1AAS
1AAG
1AA7

1AAB
1AAY
-1AAR
1AAB

1AAD
1ABO
1ABR4
1AB7
1AB?
1ABA
1ABC
1ABE
1ACE
1ACS
1AC?

1ACB

1ACD
1ACF

1ADY

OBJECT

cpesie
SRASAF
1E40

01BD1D
cpss19

3E4F
32144F
32174F

DD21614F
DD360010
21154F
CD341D
DD21784F
DD24600S0
CD241D
3AT04F
B7

281D
DD218F4F
DD360010
DD360C03
DD360840
DD3460648
DD340BOA
CDS41D
180B
3EO8
D319

FF
23

111200
DD21184F
012004
3EO2

B8

2002
OE&O
DD7100
DD3460701
DD360C03
DD19
10EC

3E1D
ED47

3E78

STMT

1034
108S
1086
1087
1088
1089
1090
1071
1092
1092
1094
1095
1096
1097
1098
1099
1100
1101
1102
11023
1104
1105
1106
1107
1108
1109
1110
1114

1112

1113
1114
1114
1114
1114
1114
111S

1116

1117
1118
1119
1120
1121
1122
1123
1124
1125
1126
1127
1128
1129
1130
1131
1132
1132
1134
11235
1136

+4+ 4+ +

PAGE 11

COMMENT

i PUT THE CACTII UP

LABEL OPCD OPERAND
CALL FIELD
LD A, (LFIELD)
LD E, LCACX
LD BC, LFTAB
CALL FIELD
; INITIALIZE @ POINTERS
INITG LD A, LCOWB. SHR. 8
LD (WRITG+2). A
LD (VECR+2), A

i

X

~

rad

-4

i

SET UP VECTORS SO COWBOYS

DJUNZ BULLP-%
FIRE UP INTERRUPTS
A, INTTBL. SHR. 8

LD
LD
M
LD

IL.A
2

WALK OUT

LD  IX, LCOWB ; LEFT COMBOY VECTOR
LD  (IX+VBMR), 10H
LD  HL, VECQ
CALL COWINT
LD  IX, RCOWB ; RIGHT COWBOY VECTOR
LD (IX+VBMR), SOH
CALL COWINT
€ LD A (WAGON)  ; IF WAGON IS ON
Q * 4
&~ JR  Z,MIDC-s
= LD IX.WeovecC Tiiﬁ ACTIVATE WAGON
LD (IX+YBMR), 10H
I LD (IXR¥BYCHK), 3 €y
LD (IX+YBDYL), 40H-
z LD (IX+4BXH), 72 =)
Q8 (xeveLTLINE
CALL ADD
Q R BoRe}s 8
g o A
OUT (XPARD). A
& SYSSUK MR3TP ; efde PuT UP A cacTus
- RST 56 W ,
DEFE WRITP+1
IF  WwrITR Ea INTPc (O
>~  EnnrF
Q-  DEFB coca
DEFB M
L oerB e ; E{Eibn
}.. DEFW CA
INITIALIZE BULLET VECTORS >
& o e Byvsz
e LD IX,BRLVI
ct: Lb BC S&6+20H
& 2 o
CP B
Q R Nz TIVU-s Q
LD C, 40H
QA O (ixevewrr,c
Q. LD (IX+VBXCHK). 1
LD  (IX+VBYCHK),3
ADD IX,DE

; DONE IN MENU

A, LFRVEC. AND. OFFH



#*MODCOMP Z-30 CROS3

ADDR
1AD3

1ADS
1ADS
1AD6

1AD7
1ADZ
1AD9
1ADD
1ADD
1ADE

>0001

1ADF
1ADF
1AEQ
1AE1L
1AEZ2
1AE3
1AE7
1AE7
1AESB
1AEY
1AEA
1AEB
1AED
1AED
1AEE
1AEF
1AFO
1AF1
1AF2
1AF2
1AF3
1AFS
1AFS
1AFS
1AF7
1AF8
1AF8
1AF?
1AF9
1AFA
1AFC
1AFC
1AFD
1AFE
1AFE
1AFF
1BoO
1BoO1

OBJECT
D30D

FF
51

64
F3
DD210D02

FFE
00

o7
S71B

St
3C

STMT

1137
1138
1139
1140
1141
1141
1141
1141
1141
1142

1143

1144
1145
1145
1145
1145
1145
1145
1146
1147
1147
1148
1149
1150
1131
1152
11352
1152
11352
11382
1132
1183

-1153

1154
11SS
1156
1157
1152
1158
11359
1140
11460
1161
11462
1163
1163
11464
11464
1145
1146
1166
1167
11468
1148
1149
1170
1171

ASSEMBLER%* HOME VIDEQ GAME SYSTEM

LABEL

HER o 2 J
i LET COWBOYS WALK 0OUT

HEER
WAL,

++ + 4

" " PROPRIETARY 'INFORMATION: '

i
K:

Pe
RA

0]

&

PAGE
OPCD OPERAND COMMENT

OUT (INFBK), A

SYSSUK
RST Sé
DEFB PAWS+1

PAWS

IF  PAWS. EQ. INTPC
ENDIF -

DEFB 100

DI

LD IX, FNTSML

SYSTEM INTPC

RST 56

DEFB INTPC

IF  INTPC. EQ. INTPC

DEFL 1

ENDIF

GET READY

DO BLANK

DEFB BLANK+1

DEFB 8 W
DEFB T)
DEFB OF o
XYDEFW (GRX/4)+4000HATRY
TEXT DRAJ. DRX, GRY. LAY
DEFB STADIS+1

DEFB DR: o
DEFB GR

DEFB LARBE Q
DEFW - QL

DO CKRRDIS

DEFB CHRDIS+1 W
DEFB LBy X Q
DEFB BS

DEFB B

DEFB : b LET
Do L i S JIORE
DEFB MBQLL+1 e}
DEFW BULRIT

DO SU <
DEFB SUSK+1

DEFB 00018

DEFB X ; @) THE RIGHT ONES
DONT CHRDIS ; @XSPLAY FIRST ONE
DEFB CHRDIS

DO MCALL i DISP THE OTHER S
DEFB MCALL+1

DEFW BULRIT

DO PAWS

DEFB PAWS+1

DEFB 60

DO BLANK

DEFB BLANK+1

DEFB 8

DEFB 8

DEFB OFFH

12



*MGDCDﬁP =20 CRUQS ASSEMBELER# HOME VIDECO GAME SYSTEM

ADDR

1zoz
1BO&
1BO&
>0000

OBJECT
D0000000

0z

STMT

1172
1173
1173

-

LABEL

1173 +INTFe

PROPRIETARY INFORMATION

OPCLI OPERAND COMMENT
XYDEFW (DRX./4)+4000H, GRY

EXIT '

DEFB XINTC

DEFL ©

DO NOT REPRODUCE

FAGE

13



#MODCOMP Z-380 CROSS ASSEMBLER® HOME VIDEQ GAME SYSTEM PAGE 14
ADDR OBJECT STMT LABEL OPCD OPERAND COMMENT

1175 i #xuae
11764 ; MAIN LOOP DURING ROUND
1177 i GETS HANDLES, SETS VECTORS AND CHECKS BULLETS

1BO7 1173 LOOP: SYSTEM INTPC

1B07 FF 1178 + RST 26

1BO3 00 1172 + DEFB INTPC

: 1178 + IF INTPC. EQ. INTPC
20001 1178 +INTP@ DeEFL 1
1178 + ENDIF

1B0O? 1179 Do SENTRY

1B09 43 1179 + DEFB SENTRY+1

1BOA 1402 1180 DEFW ALKEYS

1BoC 1181 Do DOIT

1BOC 45 1131 + DEFB DOIT+1

1BOD 331BE 1132 DEFW DTAB

1BOF 1133 EXIT

1BOF 02 1183 . DEFB XINTC
>0000 1123 zPQ DEFL O

1185 L CHECK FOR DEATHS
1B10 DD21184F 1186 SOEATH LD  IXSBULV1 y
1B14 111200 1187 LD BULVSZ Q
1B17 0604 1138 ; LD B
1B19 CS 1139 P2 PUSH BCx\ =
1B1A DS 1190 m " PUSH D Q
1B1B CDCE18 1191 CALL HINCHK
1B1E D1 1192 Q POP D @)
1BIF C1 1193 POP B
1B20 DD19 1194 W ADD IXQDE Qc .
1B22 3ADE4F 1195 € LD semias)  ; QuEck 1F DEATH MODE
1B2S 3D 11546 "=y DEC A Lu
1826 28DF 1197 JR  Z,L00P-%
1B28 10EF 1198 § DUNZ L.Fész—s Qz
1B2A 12D0B 1159 JR LOBR-s

1200
1B2C 1201 %RNU EXIT | S
1B2C 02 1201 DEFE JNTC
>0000 1201 I-nmae DEFL O~. g
1B2D C30C1A 1202 JP  STRND

1203 W
1B30 3AFS4F 1204 “WNGAM: LD A.XGAMSTE)
1B32 CB7F 1205 BIT END, A o
1B3S C3- 1206 RET
1B36 1207 Q. SYSTEM &UIT
1B36 FF 1207 £ RST S6 Q
1837 78 1207 DEFB QUIT

1207 Qc IF  QUIT. EQ. INTPC

1207 Qo ENDIF

1B33 1209 DTAB: <MP  SCT7, ENDRND



#MODCOMP Z-80 CROSS ASSEMELER# HOME VIDEO GAME SYSTEM PAGE

ADDR OBJECT

1B38
1B39

1B3E
1E3E
1E3C

1B3E
1E3E
1B3F

1B41
1B41
1B42

1B44
1B44
1B4S

1847
1847
1B43

1B4A
1B4A
1B4B

1B4D
1B4D
1B4E

1BSO
1BS0
- 1BS1

1BS3
1B33
1BS4

1BSé

1BS7
1ES7

08
2C1iB

0%
2CiE

ScC
B918

SD
B118

S5
8F18

9518

F3
8018

FF17

Sb6
OA18

S1
E117

co

L1216

STMT

1209
120%
1209
120%
1210
1210
1210
1210
1210
1211
1211
1211
1211
1211
1212
1212
1212
1212
1212
1213
1213
1213
1213
1213
1214
1214
1214
1214
1214
1218
1215
1215
1215
1218
12146
1216
12146
1216

++++

+ 4+ + +

1217
1217
1217
1217
1217
1218
1218
1218
1218
1218
1218

++ 4+ 4+ 4

1220
1220 «+

++ + +

PROPRIETARY INFORMATION

+ 444 444

+ 44+

LABEL

+ 4+ + +

++ 4+ +

+ 4+ + +

BULRIT

QFCD OPERAND COMMENT

DEFB SCT7

DEFW ENDRND

IF o

ENDIF

JMP SFO, ENDRND
DEFE SFO

DEFW ENDRND

IF o

ENDIF

RC SPO, PPQTO
DEFB SPO+40H
DEFW PPOTO

“IF o

ENDIF
RC  SP1,PPOT!
DEFB SP1+40H
DEFW PPQT1

IF ©

ENDIF

RC  SJO, JOYO
DEFE SJQ+%0H
DEFW JO

IF ©

ENDIF \

RC  SJ1 V!
DEFB SJ1+%0H
DEFW JOY3

IF ©

ENDIF

MC  SK BRK
DEFB SKYRRROH
DEFW NBRK

IF 0

ENDIF

RC  STOXRIREO
DEFB ST H
DEFW FI

IF ©

ENDIF _
RC  STi,RIRE1
DEFB ST1+40H
DEFW FI

IF 0

ENDIF

RC  SSEC, DCLOCK, +END
DEFB SSEC+40H
DEFW DCLOCK

IF  O+END
DEFE O+END
ENDIF

DO NOT REPRODUCE

DONT CHRDIS
DEFB CHRDIS

~



#MODCOMP Z-20 CROSS ASSEMBLER# HOME VIDEO GAME SYSTEM PAGE 14

ADDR

1BS8
1B358
1B39
1BS?
1EBSA
1BSA
18SB
1B5B
1BSC
1BSC

1BSD
1BSE
1BSF
1B41
1B&3
1B&5
1B67
1B&9
1B&C
1B&F
1B72
1B73
1B76
1B7A

1B7C
1B7F
1B7F
1B80

1B81
1B33
1B8s
1B37
1B88
1888
1B89

1B2A
1B2E
1B90
1893
1B9S
1893
1B99
1BSA

OBJECT

STMT

1221.

1221

- 1222

08

D9
DDES
3E78
D30D
3EC3
D30oF
21124F
CD&B1D
CD291D
AF
32FFOF
DDCBO14é
2028

110514

e
28

261E
DD&EL2
2C

2C

FF
1E

DDCREO14E
2030
210B1D
1400
DDSECF
19

SE

23

1222
1222
1223
1224
1224
1225
1225

1227
1228
1229
1230
1221
1232
1233
12324
1235
1236
1227
1238
1239
1240
1241
1242
1242
1244
1245
12436
1246
1246
12346
1246
1247
1243
1249
1230
1251
12351
1251
1251
1251
1252
1283
1254
1255
1256
1257
1238
1259
1260

LAB

EL QPCD

DONT
DEFB
DONT
DEFB
DONT
DEFB
DONT
DEFB
DONT
DEFB

OPERAND COMMENT

CHRDIS
CHRDIS
CHRDIS
CHRDIS
CHRDIS
CHROIS
CHRDIS
CHRDIS
MRET

MRET

R Ga s a o 0o L2 22 L2 LR 2 AR
i_* GUNFIGHT WRITE INTERRUPT ROUTINE =
D laialiaianen a2 o L2 2 2 L2 2 RS R TR Ty
puoRIT: EX

NFORMATI

/

EXX
PUSH
LD
ouT
LD
ouT
LD
CALL
CALL
XOR
LD
BIT
JR

-
Z
3

i GUNFIGHTER

PROPRIE TARY

LD
SYSTE
RST
DEFB
IF
ENDIF
LD
LD
INC
INC
SYSTE
RST
DEFB
IF
ENDIF
S GUNFIGHT
BIT
JR
LD
LD
LD
ADD
LD
INC

AF, AF

i?ﬁFRVEC.AND.OFtEJ; ESTABLISH TICKS INT

A gt;fup" Q

'I-:iLI. :;u%a ; a' FIRST WRITE @ ENTRY

2 ; QEyP FROM WRITE Q

0 Zgj}?x+v587§§§ i WAGON?

NZXGFWRT1-% P IF YEP

EE 2g§ETH HIT D BLANKING PARMS

g ANK ; CreL BLANKER :

5 SE.EQ.INTPC}-'

H. QEGO. SHR. 3 TE LEG PATTERN

t‘ XTVBLES) i SKIP QVER LINK AND TIME
RITR ; czy WRITE LEG

VWRITR

VWRITR. EQ. INTPC

ER DEAD?

VBSINT, (IX+VBSTAT)

NZ, GFWRTS-% ; JUMP IF =0

HL., ARMTBL i LOOKUP ARM PATTERN
D, 0

E, (IX+VBARM)

HL, DE

E, (HL)

HL



#*MODCOMP Z-€0 CROSS ASSEMBLER#® HOME VIDEO GAME SYSTEM PAGE 17

ADDR OBJECT STMT LABEL QOFCD OFPERAND COMMENT
1B9B S6 1261 LD D, (HL)
1B%C EEB : 12462 EX DE, HL
1E9D 1262 SYSTEM VWRITK ; WRITE ARM FATTERN
iB90O FF 1263 + RST Sé
1B9E 1E 1262 + DEFE VWRITR
1243 + IF VWRITR. EQ. INTPC
12463 + ENDIF :
1B9F 21101F 12464 LD HL., GFBODY ; LOAD BODY PATTERN
1BAZ 1808 12465 JR GFWRTZ-% ; JOIN WAGON WRITE
126& i BLANK THE WAGON
1BA4 110414 1267 GFWRTL1: LD DE. 1604H ;i LOAD WAGON SIZE
1BA7 1268 SYSTEM VBLANK
1BA7 FF 1268 + RST Sé
1BAS 28 1248 + DEFB VBLANK
1268 + IF VBLANK. EG. INTPC
1268 + ENDIF
"1BA? 21401F 1269 LD HL., WAGPAT -
1BAC . 1270 GFW : SYSTEM VWRITR i NOW WRITE
1BAC FF 1270 + RST Sé .
1BAD 1E 1270 + “mn DEFB VWRITR
1270 + IF VWRITRYEQ. INTPC
1270 + ENDIF

LD (IX+ AH) . D
LD (IX+VBBAL), E
CALL ADDTG

1BAE DD720E 1271 GFW
1BB1 DD7300 1272
1BB4 21154F 1273 GFu
1BB7 CD541D 1274

TOR TO VECTOR @

aled;
DUCE

ORMAT

1BBA DDE1 127% POP IX )

{BEC 08 1276 EX AF,AF’

1BBD D9 1277 L, Exx -

1BBE FB 1278 EIREZ EI Q.

1BBF C9 1279 RET

1BCO 210C1F 1280 GFWA™= LD  HL, NUKHAT 7Y

1BCZ 18E7 1281 JR  GFWRT2<s “m
1282 5 iIREHE 36 Al A6 eI I IS5 35 996 96400 %
1283 ; » QUNFIGHT LOW FOREBROUND ROUTINE *
1284 ; # e I I S I e I ta s s g 2 2 2 S T

1BCS F5 1285 GFL PUSH AF ~

1BC& CS 1286 PUSH BC (@)

1BC7 DS 1287 PUSH DE

1BCE ES 1288 PUSH HL <

- 1BCS DDES 1289 PUSH IX
1290 ; B TIME BASES OR ACTIVE OR INTERCEPTED VECTORS

Do

1BCE 21194F 1291 LE LD  HL. BURRI+VESTAT o

1BCE 111100 1292 Q_ LD DE.E -1

1BD1 0604 1293 Q LD $é4np Q

i{BD3 CDIEID 1294 CALL TBU

1BD6 23 1295 m INC HL i SKIP LINK FIELD
1BD7 1114600  129¢ & LD DE,GFVSIZ-1

1BDA 0403 1297 LD B. 2

1EDC CD1EID  129¢ CALL TBUMP

1299 ; LOOP TO UNWRITE, THEN WRITE ALL 4 BULLETS
1300 ; BUT FIRST. A WORD TO OUR SHIFTER

1BOF AF 1301 XOR A

1BEO 32FFOF 1202 LD (WASTE), A
1BE3 04604 1303 LD B, 4

1BES DDZ1184F 1304 LD IX, BULV1

1305 ; UNWRITE THIS GUY?



*MODCOMP Z-20 CROSS ASSEMBLER#* HOME VIDEG GAME SYSTEM PAGE 13

ADDR OBJECT STMT LABEL OPCD OJPERAND COMMENT

1BE9 DDCBO176 1306 WRBULL: BIT VBBLNK, ( IX+VESTAT)

1BED 2311 1207 JR Z, WRBULZ-3 i JUMP IF NOT —_
1BEF DD&&OE 1303 D H, (IX+VBOAH)

1BF2 DD&EOD 1209 LD L, (IX+VBOAL) .

1BFS DD7EOF 1210 LD A, (IX+VBARM) ; GET LAST MR

1BF2 D30oC 1311 ouUT (MAGIC). A

1BFA 36C0 1212 LD (HL), OCOH = ; INWRITE BULLET

iBFC DDCEO1Bé 1313 RES VBBLNK, (IX+VBESTAT) ; CLEAR BLANK BIT

1314 i SHALL WE WRITE THI3 GUY?
1200 DDCBO17E 131S WRBUL2: BIT VBSACT, (IX+VBSTAT)

1204 232B 1314 JR Z, WRBUL4~%

1C06 DDS40B . 1317 LD D, (IX+VBYH)

1C09 DDSEQS 1218 LD E, (IX+VBXH)

1CoC DD7EOO 1219 LD A, (IX+VBMR)

1COF 1220 SYSTEM RELABS

1COF FF 1320 RST S6

1C10 28 1320 DEFE RELABS -
1320 IF RELABS. EQ. INTPC
1320 ENDIF

1C11 DD720€ 1321 LD (IX+VBOAH),

1C14 DD720D 1322 LD +VBOAL), E
1C17 DD770F . 1323 LD VBARM), A

IC1A 210040 1324 LD NORMEM—bCRE

1C1D 19 1325

>4FFF 1326 _NA TE-SCREENw@n
1C1E 7E 1327 LD HL) Q
1C1IF EB 1328 EX DR

1C20 2660 1329 LD (W3). OCOH Qo
1C22 B7 1230 OR A

1022 2808 1331 JR

RBUL3-% P IF NOT
1C25 DDCBOLIRE 1322 ACT,(IX+VB°{aL) KILL ACTIVE BIT
1C29 DOCBOLEE 1333 : INT.(IX+VBS]&J i SET INTERCEPT BIT
1C2D DDCBO1F6 1224 WRBUL2: SET VBBLNK, ( IX+VBS Y i SET BLANK BIT
1335 & STEP TO NEXT RULLET VECTU O0OP BACK IF NOT DONE

INFORMATION -

1C31 111200 1326 UL4: LD D LVSZ
1C34 DD1Y9 1227 m ADD IXSDE
1C36 10B1 1238 DJNZ - WhBUL1-3
12339 GET NEXT PARIRRN TO wm*rE,"~ ND SCHEDULE HIM
1C28 21124F 1340 |jrum LD WRITG
IC3B CD6BID 1341 CALL FIRST
1C3E 2912 1242 WY JR  Z,YRBLSA-$ :%P IF EMPTY Q ,
1C40 3E7A 1343 E LD A, NRTVEC. AND. OFFH ; SET FEEDBACK REG -
1042 D30D 1344 ouT FBK), A
1C44 DD7EOB 1345 a LD Ix+vEYH) ; @BICH WINDOW TO USE?
1C47 FEZ2 1344 cP END i yMPARE TO WINDOW EOUNDARY
1C49 3EO00 1347 Q LD A, BOTLIN ; SadBUME BOTTOM LINE
1C4B 2002 1248 Q- JR  NC,WRBULS-$ ; JUMP IF GOOD GUESS
1C4D 3E4A 1349 LD A, TOPLIN ; WRONG - USE TOP
1C4F D30OF 1250 [@RBULS: OUT (INLIN), A i SET LINE REGISTER B
1CS1 FB 1251 EI

1352 5 LOOP THRU VECTORING THOSE BULLETS
1C32 DD21134F 1353 WRBLSA LD IX, BULVL

1CSé6 0s04 1354 LD B, 4
1CS8 218F1D 1355 LD HL., BULLMT i HL = BULLET LIMITS TABLE
1CSB 111200 1356 LD DE, BULVSZ

1CSE DDCEOL7E 1357 WRBULS: BIT VBSACT, (IX+VBSTAT) ; ACTIVE BULLET?
1C42 280C 1353 ‘ JR Z, WRBUL.7~%



— ;-

g

#MODCOMP Z2-80 CROSS ASSEMBLER+ HOME VIDEO GAME SYSTEM PAGE 19
LABEL '

ADDR

1C564
1C464
1C4AS

1C66
1C4A
1C4C
1C70
1C72

1C74
1C76
1C7%
1C7C
1C7F
1C82

1C83
1C87

1Cs8A
1C3E

"1C90

1C93
1C96
1C99
1C9C
1C9E
1CAL
1CAS

1CA7
1CAB
1CAF
1CB2

1CBS
1CB8
1CBe
1CBY9

1CBA
1CBC
1Cco

1Cca
1cc7
1CCs8

1CCB
1CCE
1CDO
1CDO1

QBJECT

FF
3E

DDCRO7SE
2204
DOCBO1BE
DD1%
10EA

0602
21154F
CD6B1D
CAFCIC
CD291D
FE

DDCBO144
C20710

DDCBO16E
2025

DD7EO3
DDB&0O4
DDB&08
DDB&O9
2017
Dn7702
DDCBO146
2038

DD3é&124F
DDCBO1DE
DDCBO1ES
1828

218710

FF
SE

2808
DDCBO1DE
DDCBO1A&

DD7E1l
91
F2DA1C

DDSE12
141E
1A
DD7712

STMT

1359
1359
1257
1259
1259
1340
1361
1362
1342
1364
1345
1364
1347
1368

1369

1370
1271
1372
1373
1274
1275
1375
1377
1378
1379
1380
1281
1382
1383
1384
1385
1386
1387
13e8
1389
1390
1391
1292
1393
1394
1395
1395
1393

139S5°

1395
1396
1397
1398
1399
1400
1401
1402
1403
1404
1405
1406
1407

+++ +

++ + +

ROPRI

WREBUL7:

i

GVECT:

| @DGON?
@)

i3 DEAD?
=

BIT VBS » {IX+VEST
JR N ECTi-s
RO VELOCITY"
' LD A, (1X+VBDXL)
. OR (IX DXH)
OR (1 BDYL)

i

i SET STATIONARY

H
i

G

NFORMA

OFCD OPERAND COMMENT

SYSTEM VECT

RET 3Sé

DEFE VECT

IF VECT. EQ. INTFC

ENDIF

BIT VBCLAT, (IX+VBXCHK) ; UID Y HIT EDGE?
JR Z, WRBUL7-% i NOPE

RES VESACT, (IX+VBSTAT) ; DEACTIVATE BULLET
ADD IX,DE

DJUNZ WRBULS6-3 ; LOOP BACK

NOW PUT SOMETHING ON THE WRITE @
LD B, 2 i MAX 2 TIMES THRU
LD HL, VECQ
CALL FIRST ; GET VECTOR @ ENTRY
JP Z, GVECT4 5 JUMP IF Q@ EMPTY
CALL DELQ ; DROP FROM VECTOR @
EI

RY

ECT1:

ETFA

CTOR

BIT VBSWAG, (IX+VBSTAT)
JP NZ, GVECTS i JUMP ON WAGON

IF DEAD

ODUCE

BIT WV . (IX+VBSTA i ALREADY STATIONARY?
JR NZ,&YEC3A-3 .

EGS
LD { IX4YBLEG), LEGO. . OFFH

SET VBS . (IX+VYBSTAT) ; SET CHANGED
SET VB M. (IX+VBSTAT) ; AND STATIONARY

OR {IX-AAN/BDYH)
JR NZ, QYECT1-% ,; GpeaTi IF NONZERO
LD (IXLYBTIMB). A ; 0 TIME BASE

EPR

R

JR G A-% ; d,na TO ARM CHECK
VING GUNFIGNRER <:>
LD  HL, GUNLMT ; LEEE GF LIMITS
SYSTEM VEST
RST Sé
DEFE V
IF Vv ER. INTPC (:)
ENDIF
JR  Z,GVECT2-% J‘EB IF HE DIDN‘T MOVE

SET VBSCHG, (IX+VBSTAT) ; SET CHANGED BIT

RES VBSNOM, (IX+VBSTAT) ; CLEAR NOT MOVING STATUS

i (JEED WE GO TO NEXT CELL IN ANIMATION SEGUENCE?
GVELTZ: LD A, (IX+VBLEGT) ; A = ANIMATION TIMER

H

SUB C i SUBTRACT TIME BASE
JP P, GVECT3 ;i JUMP IF NOT COUNTED DOWN

GET NEXT CELL

LD E, (IX+VBLEG) ;i GET LINK

LD D.LEGO. SHR. 8 ; SET H. 0. PART
LD A, (DE) i A = NEXT

LD (IX+VBLEG)., A



#MODCOMP Z-380

ADDR

1CD4
1CDS
1CD6
1CpA

1CDD
1CEO
1CE3
1CES
1CE?

1CEC
1CFO

1CF2
1CF3S
1CF3
1CF?
1CFC
1CFD
1000
1002
1003
1Do4
1D0S
1D0é&

1Do7
100A
1D0A
100B

1DoC
1DOF
1D12
1D1s
1D19
iD1cC

1DLE
1D1F
1020
1022
1D24
1D25S
1026
1023

1D29
1D2A
1D2D
1D2E
1D2F
1030
1D21

OBJECT

13

1A
DDCBO1DE
DD7711

DD7EOF
DDBE1O
2307
DDCBO1DE
DD7710

DDCBO1SE
2020

21154F
CDS41D
(S S
£2771C
FB
CD0o002
DDE1
El

D1

c1

F1

c9

217C1iD

FF
3E

21154F
Chz91D
DDCEO1LSE-
21124F
CDS41D
18DE

CROSS ASSEMBELER+* HOME VIDEO GAME SYSTEM PAGE 20
COMMENT

STMT

1408
140%
1410
1411
1412
1413
1414
1415
1416
1417
1418
1419
1420
1421
1422
1423
1424
1425
1424
1427
1423
1429
1430
1431
1432

.1433

1434
1435
1435

1436

1436
1435
1436
1437
1438
1439
1440
1441
1442
1443
1444
1445
1446
1447
1448
1449
14S0
1451
1452
1453
1434
14535
1456
1457
143g
1459
1460

LABEL

GVECTS3:

oPCD

INC
LD

OPERAND

DE
A, (DE)

H

i

STEP TO TIMER
GET NEW TIMER

SET VBSCHG, (IX+VBSTAT) ; SET CHANGED BIT

Lo

(IX+VBLEGT). A ;

i DID ARM CHANGE?

GVEC3A:

LD
cp
<JR

A, (IX+VBARM)
(IX+VBOARM)
Z, GVEC3B-3

H

H

STORE BACK TIMER

COMPARE TO OLD ARM
JUMP IF NO CHANGE

SET VBSCHG, (IX+VBSTAT) ; S3ET CHANGED BIT

LD

(IX+VBOARM), A

; ADD ITEM TO WRITE 7
GVECS3B: BIT VBSCHG, (IX+VBSTAT)

JR

NZ, GVECT4é~3

i

YES GVECTs

i NO CHANGE - LINK TO VECTOR Q@

TIQN

TS:

"INFRRMA

RY

X0

PRIETA

MP1:

RO

LD
CALL
DEC
JP
EI
CALL
POP
POP
POP
POP
POP
RET

CTOR AND

LD
SYSTE
RST
DEFB

UTINE TO
P:

LD
INC
AND
JR
INC
ADD
DJNZ
RET

P SUBROUTINE

i ENTRY:
DELGQ:

DI
LD
LD
AND
RET
INC
LD

HL, VECQ
ADDTQ

B

NZ, GVECT

STIMER
I

S
BC
AF QN

@ WRAGON
HL NWAGLMT

M CT
6

v . EQ. INTPC

i

i

SUB FOR DuUNZ

REPRODUCE

REMOVE FROM VECTOR @Q

v HG, (IX+VBSTAT)

RITQ
Q
GVECT4-3

i

P BACK TO QUIT

BU TIME BASES VECTORS

A, 8HL)

UMP1-3
(HL)
HL. DE
TBUMP-$

H

-

i

GET STATuUS

IVE OR INTERCEPTED?
- TBUMP1
€OyP THE TIME BASE

TO DELETE ENTRY AT FRONT OF Q
HL = HEAD-TAIL. IX = OBJECT, A = CLOBBERE

A, (IX+NEXT)
(HL). A

A

N2Z

HL

(HL), A

H

HEAD = NEXT(OBJECT)

I3 HEAD NOW NIL?
QUIT IF NOT
YES ~ SET TAIL = NIL TOO



*MODCOMP Z-80 CROSS ASSEMBELER#* HOME VIDEO GAME SYSTEM PAGE 21

AUDR OBJECT ~ STMT LABEL  OPCD OPERAND  COMMENT
1D32 2B 1461 DEC HL
1D33 C9 1462 RET
1034 DD360332 1463 COWINT LD (IX+VBDXL), SO ; SLOW WALK OUT
1D3E DD360180 1464 LD  (IX+VBSTAT), 80H ; ACTIVATE
1D3C DD360701 1445 LD (IX+VBXCHK), 1
1D40 DD360CO1 1466 LD (IX+VBYCHK), 1
1D44 DD3I&0604 1447 LD (IX+VBXH), 4
1048 DD36OB28 1448 LD (IX+VBYH), 40
1D4C DD36OF0& 1445 .~ LD (IX+VBARM), 6 ; SET ARM STRAIGHT
1DSO DD36124F 1470 LD  (IX+VBLEG), LEGO. AND. OFFH
1471 JP ADDTQ
1472 ; SUBROUTINE TO APPEND ENTRY TO END OF @
1473 ; ENTRY: HL = HEAD-TAIL BYTES, IX = OBJECT, A,DE C
1DS4 DDES 1474 ADDT@: PUSH IX i DE = ENTRY
1DS6 D1 1475 POF DE
1DS7 F3 1476 DI
1DS8 DD3&FFO0 1477 > LD (IX+NEXT), 0 ; NEXT(OBJ)=NIL
1DSC 23 1478 INC HL
1DSD 7E 1479 (§ LD A (HL) i A = OLD TAIL
1DSE 73 1420 M |p (ML) E ; SET TAIL = . OBJ
IDSF A7 1481 AND i WAS OLD TAIL NIL?
1D60 2806 1002 P~ R at-s ; Jde| IF so
- 1483 ; WQNNIL OLD TA SET NEXT(OWDWAIL)=. OBJ
1D&2 SF 1484 z LD E.A ; DE?  NEXT(OLDTAIL)
1063 7€ 1485 LD A ; OBJ (FROM NEW TAIL)
1D64 2B 1486 DEC HL
1D65 1B 1487 o DEC DE Q
1D66 12 19se Q o (&> o
1D67 C% 1489 RET : '
1490 ; M= OLD TAIL C Qc
1068 2B 1491 ALgM1: DEC HL ; sdpr To HEAD
1D&9 73 1492  ewm LD  (HL ; Hejgiy = . 0BJ
1D6A C9 1493 RET
1494 ; QUBROUTINE TO PRINT IX AT FEET ENTRY ON A @
1495 Sn @ HEAD-TAIL
1496 &rr .DE = OBJECT, A = L. 0. BYTE OF OBJECT
1497 ZERO STATUdmGET IF @ NOT EMPTY
1D6E F3 1498 FIMLT: DI
1D6C SE 1499 LD Q
1D&D 23 1500 e i
1D&E 23 1so1  WJ  Inc HL 2
1D6F 56 1502 === D i D= H O ADDR. BYTE
1070 2B 1s03  Q® Dec HL»
1D71 2B 1so4  @®  DEC HL
1072 7B 1505 LD A. i E d-«sao oF @
1073 A7 1so6 Q anp A
1D74 DS 1507 (=  PUSH DE
1D7S DDE1 1508 . POP  IX
1077 C9 1soo Q.  RreT
A3 B 2 Ty g

1512 ; # GUNFIGHT CONSTANTS #
1513 5 e At SN I



*#MODCOMP Z—SO.CROSS ASSEMBLER# HOME VIDEQ GAME SYSTEM

ADDR

1078
1073
1074

1D7¢C
107D
1D7E

1D87
1033
1089
1D8A
108B

1D3F
1090
1091
1D92

1093
1D93
1095
1096
1093
1099
1099
1D%B
1D9C
1D%E
1D9F
1D9F
1DA1
1DAZ
1DA4
10AS
1DAS
1DA7
1DA8
1DAA
1DAB
1DAB
1DAD
1DAE
1DBC
1DB1
1DB1
1DB3
1DB4
1DBé
iDB7
1DB7

OBJECT

CS1B
3SDiB

oA
44
47455420

00
2F
oA
438
44524157

00
9F
09
SB

STMT

1514
1315
1516
1517
1318
1519
1520
1521
1522
1323
1524
1525
1526
1527
1S28
1529
1330
1531
1832
1333
1534
1335
13536

135337
1538

1532
1539
1339
1539
1339
1340
1540
1540
1540
1540
13541
1541
1541
1541
1541
1542

1542

1542
1S42
1542
1543
1543
13543
1543
1543
1544
13544
1544
1544
1544
13545
1545

LABEL OPCD JPERAND COMMENT

ORG (3+1). AND. OFFFEH
INTTBL:
LFRVEC: DEFW GFLFR
WRTVEC: DEFW GFWRIT
i WAGON LIMITS TABLE
WAGLMT: DEFB TLINE
. " DEFB BLINE-24
GETRDY: DEFM “GET READY~
i OUNFIGHTER LIMITS
GUNLMT: DEFB ©
DEFB LCACX-17
DEFE TLINE
. DEFB BLINE-20
DRAW: DEFM “DRAW~
; BULLET LIMITS
BULLMT DEFB 0
DEFB 159
DEFB ALINE
DEFB BLINE-1
MACR #DX, #AaRMX, #0Y., #ARMY
DEFW #D
DEFB #AMMX

DEFB #ARMY

N
P 15,768, 1S

-
D
w
w
4
~N

[N

DO NOT REPRODUCE

b, 15,512, 1

» 15, 256, 14

DEFW Z
DEFB 11

BN 1094, 15,0, 8
DEFW 10 .
DEFB

S

DEFB 8

BN 1024, 15, =256, 6
DEFW 1024

DEFB 15

DEFW -25¢&

DEFB 6

BN 1024, 15, -512. 4
DEFW 1024

DEFB 13

DEFW -512

DEFB 4

BN 768, 1S, =768, 3
DEFW 763

""" "PROPRIETARY 'INFORMATION

PAGE 22



#MODCOMP Z-20 CROSS ASSEMBLER* HOME VIDEC GAME SYSTEM PAGE '23

-ADDR OBJECT  STMT LABEL OPCD OPERAND COMMENT
1DE® OF 1545 + . DEFB 15
1DEA OOFD 1545 + DEFW -7&8
1DBC 03 1545 + DEFB 2 .
1DBD 1586 LFTAB: DEFS 72, 22, 44, 67, 14
1DED 4€ 1586 + DEFB 72
1DBE 1¢& 1546 + DEFB 22
1DBF 2C 1544 + DEFB 44
1DCO 43 1546 + ns;g 67
10C1 OE 1546 + DEFB 1
10C2 1547 RFTAB: DEFS 18, 68, 40, 13, 63
1DC2 12 1547 + DEFB 1&
1DC3 44 1547 + DEFB &2
1DC4 28 1547 + DEFB 40
1DCS oD 1547 + DEFB 13
1DCé 3F 1547 + DEFB &2
1DC7 $D 1548 GFCOLS: DEFB SDH
1oce 76 1549 = DEFB 7en
1DC? FC 1550 DEFB OFCH
1DCA 87 1551 Q oeFe &7+ |
1DCB SO 1552 e DEFB 9DH. :
1DCC 76 1552 }. DEFB 76&H LU
IDCD &4C = 1554 < ng_‘g ggﬂ § S
{DCE 87 1555 D _
1DCF 1356 sm§ .DEF3 6. &, 0, ©, 0, 30H, 30H, ~
1DCF 06 1556 + DEFB & =
1DDO 06 1556 « [® DEFE & Q
1DD1 00 1556 + o) DEFB 0 o
1DD2 00 1556 + DEFB 0
1DD3 00 1556 + g DEFB 0 o
1DD4 20 1556 + > DEFB 30H Q
1DDS 20 1556 + DEFB 30H
1DDé 00 1556 + == DEFB 0 W
1DD7 1557 DEF4 0, 80H, OFH, OFH o
1DD7 00 1557 +  §. DEFB O
1DD8 80 1557 + DEFB 8OH _
o iy X ~
>0007 1558 NUMESC EGU 000 1B  coLgmytask
>000B 1559 BUL EQU 000010\ 1B
>000B 1560 TIM EGU 00001021B - 2
>000B 1561 LARGMM EQU  000010¥1B
>000C 1562 LAR EQU 00001 1J0B
15464 H Lag 20 2 1 1 R TRy ‘:‘
1565 N FIGHT PATTERNS *
1566 ; s 2 0 2R ST
1567 ;
15ee . dekeremn TaBLES:
1DDB FC1D 1569 ARMTBL: DEFW ARMO
1DDD OALE 1570 DEFW ARM1
1DDF 141E 1571 DEFW ARM2
1DE1 1C1E 1572 DEFW ARM3
1DE3 281E 1573 DEFW ARM4
1DES 361E 1574 DEFW ARMS

1DE7 441E 1575 DEFU‘ARﬂb



*MODCOMP Z-80 CROSS

ADDR OBJECT

1DE?
1DE? 01
1DEA {1
1DEB 03
1DEC 1C
1DED 3E
1DEE 4B
1DEF 03
1DFO 08
1DF1 3C
1DF2 7E
1DF3 A9
1DF4 08
1DFS 3C
1DFs 7E
1DF7 EB
1DF8 89
i0DF? 08
1DFA 1C
1DFB AE
1DFC
1DFC OA .
1DFD OA
1DFE 02
1DFF 0S8
1E00 .
1E0O 40
1EO01 00
1E02
1E0Z 51
1EO3 00
1E04
1EC4 04
1EO0S 00
1EOA
1EOC6 014
1E07 0O
1£08
1E08 0O
1E09 40
1ECA

S™T

1576
1577
1573
1579
1380
1581
1582
1583
1584

- 13585

1586
1327
15838
1589
13590
13591
1592
1572
1592
1593
1594
159S
1594
1597
1598
1599
1600
14601
1602
1403
1604
14605
1606
1607
1608
1609
1610
1610
1610
1610
14610
1611
1611
1611
1612
1612
1612
1613
1613
1613
1614
14614
14614
1615
1615
1615
1616

ASSEMBLER»* HOME VIDEQ GAME SYSTEM

LABEL

OPCD OPERAND

COMMENT

; PATTERN DEFINITION MACRCS

DEFO2

DEFO2

DEF04

ON,

+ 4

" "PROPRIETARY INF ORMATI

ARML:

MACR #A, #B
DEFB O#AH
DEFB O#BH
ENDM

MACR #A, #B, #C
DEFB O#AH
DEFB O#BH
DEFB O#CH
ENDM

MACR #A, #B, #C, #D

DEFB C#AH
DEFB O#BH
DEFB O#CH
DEFB O#DH

ENDM

DEFZ 1,17
DEFB 1
DEFB 17

'BEFB 00001000B

DEFB 00%:11003

DEFB QO¥11110B
DEFB 31011B
DEFB 00Q010008

DEFB
DEFB
DEFB
DEFB
DEFB
DEFB
DEFB
DEFB
DEFB
DEFB
DEFB
DEFB
DEFO
DEFB
DEFB
DEFB 02
DEFB ©
DEF02
DEFB H

DEFB H

DEFOZ » 00,
DEFB OS5SiH

DEFB OOOH

DEFO2 04, 00,
DEFB 0CO4H

DEFB OOOH

DEF02Z 01, 00,
DEFB 0O01H

DEFB 0OOOH

DEFO2Z 00, 40,
DEFB OOOH

DEFB 040H

DEFO04 0A, 0A, 2.3

»0A, 2,5
H
H

» 00,

DO NOT REPRODUCE

PAGE - 24



*MODCOMP  Z~-30 CROSS‘ASSEMBLER* HOME VIDEQO GAME SYSTEM PAGE

ADDOR

1E0A
1EOE
1EOC
1E0D
1EQOE
1EQOE
1EOF
1E10
1e10
111
1E12
1E12
1E13
1E14
1E14
1E1S
1E1é
1E17
1E18
1E18
1E19
1E1A
1E1A
1E1B
1E1C
iE1C
1E1D
1ELE
1EIF
1E20
1E20
1E21
1E22
1E22
1E23
1E24
1E24
1EZS

OBJECT

0A
O/
(€4
0z

S0
00

14
00

01
40

0A
OA
0z

oz
S4
00

40

oA
06
02
oS

00
40

4S5
00

10
00

S0

STMT

1614
1614
1614
16146
1617
14617
1617
1¢1¢
1418
1618
1619
14619
1419
1620
1620
1620
1620
1620
1621

1621

1621
1622
1622
1622
1622
1623
1623
1622
1623
1624
1624
1624
1625
1425
1625
1626
1626
1626
1627
1627
1627
1628
1628
1628
14628
1628
1629
1629
1629
1630
1630
1630
14631
1631
1631
1632
1632

LABEL

+ + ++ + 4+

+ +

+ +

ARMZ .

++++D++ + + + 4+ 4+ ¢+

+ +

+ +

PROPRIETARY INFORMATION

+++ 4+

+ +

+ +

OPCD OPERAND COMMENT

DEFR COAH
DEFB OOAH
DEFB 0OZH
DEFB O3H
DEFO2Z S0, 00,
DEFB OSOH
DEFB OOOH
DEFO2 14, 00,
DEFB O14H
DEFB OOOH
DEFO02 01, 40,
DEFB OO1H
DEFB 040H
DEFO4 OA, 0A, 2,2
DEFB 00AH
DEFB OOAH
DEFE O2H
DEFB 02H
DEFO0Z S4, 00,

"DEFB 054H

DEFB OOOH

DEFO2Z ST, A0,
DEFB 0S5
DEFE O40H

DEFO4 0OA,

DEFB 000
DEF02 0S,
DEFB OOSH
DEFB 040H
DEF02 544
DEFE OS5
DEFB 00
DEFO02Z 503
DEFB OSOH
DEFB OOOH

DEFO4 0A, R, 2,5

DEFB 00
DEFB 06
DEFB 02H

DEFB OSH
DEFO2Z 00, 40,
DEFB OOOH
DEFB O40H
DEFO02 4S5, 00,
DEFB O4SH
DEFE OOOH
DEFO02 10, 00,
DEFB O10H
DEFB OOOH
DEFO02 50, 00,
DEFB OSOH

DO NOT REPRODUCE

-t



*MODCOMP Z-80 CROSS ASSEMBLER# HOME VIDEG GAME SYSTEM . PAGE 24

ADDR OBJECT STMT LABEL OPCD OPERAND COMMENT

1E33 S0 1632 + DEFB - 000H

1E3 1633 DEF0O2 40, 00,

1E34 40 1633 + DEFB 040H

1E35 00 1633 + DEFB 0OOH

1E36 1638 ARMS:  DEFO4 OA, S, 2, 6

1E34 0A 1434 + DEFE OOAH

1E37 0S 1624 + DEFB OSH

1E28 02 1634 + DEFB 02H

1E29 04 1624 + DEFE 06H

1E3A 15635 DEFOZ 00, 40,

1E3A 00 1635 + DEFB OOOH

1E3B 40 1635 + DEFB 040H

1E3C 1636 DEFOZ 01, 00,

1E3C 01 1636 + DEFE 0O1H

1E3D 00 1626 + DEFB OOOH

1EZE 1627 DEFO2 05, 00,

IEZE 05 1637 + DEFE 0OSH

1E3F 00 1637 & DEFB 0OOH

1E40 1638 (§ DEFO2 14, 00,

1E40 14 1638 +2d DEFB 014H

1E41 00 1633 DEFE 00QH .

1E42 1535 = DEF02, 58 00, l

1E42 S4 1639 <L DEFB ¢ Q

1E43 00 1639 :

1E44 1640 : -

1E44 S0 1640

1E45 00 Teao Q

1E46 1641 CR)s: @)

1E46 0A 14641 : Q-

1E47 0S tea1 s

1E43 01 1641 +> Q.

1E49 05 1641 e T

1E4A 01 1642

1E4B 44 1643 Q-

1E4C 10 1648 D

1E4D 40 1645 m

1E4E 40 - 1646 : |..
1647 SNp#wx NOTE » ‘
1648 HE_FOLLOWINSPATTERNS -ARECCDNSTRAINED TO EXIST ON THE
1649 o PAGE. THE FOLLOWING “ORGwLL D3 IT FOR EXPERIMENTAL
1650 WLPATTERNS ARE: YLEGO, LEG1, LE®M KIL1, KIL2
1651 %= ORG ($+25%5). AND. OFFOOH ;

LE4F 64 1652 mso: DEFB 1. AND. OFFH '

LESO 04 1es3 @ DEFB

1ES1 1654 DEF04 3, boF, 3, 5

1ESL 00 1634 Q) DEFB OOH Q

1ES2 OF 1654 fym DEFB OOFH

1ES3 03 1654 DEFB O3H

1ES4 0S 1654 QL DEFB OSH

1ESS ' 14655 DEFO3 01, S5, 00,

1ESS 01 1655 + DEFE 0O01H

1ES6 S5 1455 + DEFB 0SSH

1ES7 00 1655 + DEFB 000H

1E38 1656 DEFO3 0%, 45, 40,

1ES8 05 1656 + DEFE 00SH

1ES9 4% 1656 + DEFB 04SH

IESA 40 1656 + DEFB 040H



*#MODCOMP Z~-20
COEJECT

AODR

1ESE
1ESE
1E5C
1ESD
1ESE
1ESE
LESF
1E&0
1E4L
1E61
1E&2
1E43
1E64
1E&D
1E6é
1E&S
1E67
1E6S
1E49
1E6A
1E6A
1E&B
1E6C
1E6C
1E6D
1EGE
1E6E
LE&F
1E70
LE70
1E71
1E72
1E72
1E73
1E74
1E7S
1E76
1E7¢
1E77
1E78
1E79
1E7A
1E7A
1E7B
1E7C
1E7C
1E7D
1E7E
\E7E
1E7F
1E80
1ES0
1E81
1E32
1E8Z
1E83
1E84

1=
01
40

S0
01
40

18
00
S4
74
04

02
OF
oz

0S5

1S

S0

S4
S0

S0
=1e)

So

S0

55
15
aF
04

03
OF
o2
(o1]

S5
00

15
00

1S
(ele]

14
00

oS
40
e

CROSS ASSEMELER# HOME VIDEO GAME SYSTEM

STMT

1657
1657
14657
1657
14358
14352
14658
1458
1659
14659
1459
1459
14660
14661
1662
1842
18662
1662
1662
14463
1443
1643

. 1664

1664
1864
16465
1665
1645
14666
1666
1666
1647
1667
1667
1468
18649
1470
1670
1670
1670
18670
1671
14671
1671
1672
14672
1672
14672
1473
1473
1474
1474
1674
1475
1475
1475
1676

+ + 4+

+ +

+ + + + + + 4+ +

+

+ + + + + 4

+

+

LAEEL

LEG1:

-
m
Q)

PROPRIETARY INFORMATION

KILL:

OFPCD OPERAND

DEFO2 15, 01, 40,

DEFE 0O15H
DEFE 0O0O1H
DEFB 040H

DEFOZ S0, 01, 40,

DEFE OSOH
DEFE OO1H
DEFE O40H

DEF0Z 15, 00, 54,

DEFE O15H
DEFE OOOH
DEFB 0S4H

DEFE LEG2. AND. OFFH

DEFE 4

DEF0O4 2Z,0F, 2.5

DEFB 02ZH
DEFE OOFH
DEFE O2H
DEFE OSH
DEFOZ 15, 50,
DEFE 015H
DEFE 050
DEFOZ 5S4,
DEFB 0S4H

DEFB OSOH »

DEFO2 SO,
DEFE OSOH
DEFB OSOH °
DEF02 50,5
DEFB 0S0
DEFB OSO0H
DEFO2 5SS, 1
DEFE OSSH
DEFB 01SH
DEFB LEGO.
DEFE 4
DEFO4 3,
DEFB O3H
DEFE QOFH
DEFE OZH
DEFB OSH
DEFO0Z 55, 0
DEFE 0SS
DEFB 000
DEFO2 15, 00,
DEFE O15H
DEFB OOQOH
DEF02 1S, 00,
DEFB 0OiSH
DEFE OOOH
DEFO2Z 14, 00,
DEFB 0O14H
DEFB OOOH
DEFO2 0S, 40,
DEFB OOSH
DEFEB O40H

DEFB KILZ2. AND. OFFH

COMMENT

DO NOT REPRODUCE

FAGE

27



#MODCOMP Z-30 CROSS ASSEMBLER* HOME VIDED GAME 'SYSTEM

ADDR OBJECT

1ESS
1E34
1E3&
1E37
1Ee3
1E3%
1EZA
1ERA
1€2B
1e8C
1ESD
1ESE
1ESE
1E3F
1E?O
1E71
1E?2

1ERZ
1E?3 ¢

1E?4
195
1E95
1E%6
1ES7
1?8
1EF9
1ESA
1E®RA
1E?B
1ESC
1E?D
1E%E
1E5E
1EFF
1EAC
1EAL
1EA2
1EAZ
1EA3
1EA4
1EAS
1EAS
1EAS
1EA7
1EA3
1EA?
1EAA
1EAA
1EAB
1EAC
1EAD
1EAE
1EAE
1EAF
1EBO
1EB1
1EB2

14

00
o1
04

13

o1
10
00
00

4S
Sa

00

STMT

14677.

1673
1478
14672
1673
1478
1679
1679
1672
1679
1679
1680
1630
14680
1680
14680
14681
1631

1631

1631
16381
15632
1632
1622
1622
1682
1633
1683
1683
1683
14683
1484
14624
16384
14684
1634
1685
1635
1685
168S
1685
1634
1686
1684
1686
14636
1637
1437
1687
1637
1437
14633
1438
1638
1688
1488
1689

LABEL

" PROPRIETARY 'INFORMATION =" "' "

OPCD NPERAND

DEFB 20

DEF04 0,1,4,132
DEFE OOCH

DEFB O1iH

DEFE 04H

DEFB O13H

DEFO04 01, 10, 00, 00,
DEFB 00O1H

DEFB O10H

DEFB 0Q0OOH

DEFB 0OOOH

DEFO4 45, 34,40, 00,
DEFB 04SH

DEFB 0S54H

DEFE 040H

DEFB OOOH

DEF04 SS, 55, 40, 00,
DEFB 0OS3H

DEFB OSSH

DEFB. 040H

DEFB OO0QH

DEFO04 0/ A], 00, 00,

DEFB

DEFB 0OAxL

DEFO4 0OQ A8, 08, 40, -

DEFE

DEFB

DEFB 003

DEFB 040H

BEF04 03, 55, 24, 00,
DEFB QO3H

DEFB OSSH

DEFB 0544

DEFB 00OH

DEF04 1S, 55, S0, 00,
DEFB 01SH

DEFB OSSH

DEFB OSOH

DEFB 0OOOH

DEF04 34, 55, 50, 00,

COMMENT

DO NOT REPRODUCE

PAGE 23



#MODCOMP Z-20 CROSS ASSEMBLER# HOME VIDED GAME SYSTEM
LABEL

ADDR

1EB2
1ERZ
1EE4
1ERS
1ERA
1EB4
1ER7
1ERS
1ERY
1EEA
1EBA
1EBE
1EBC
1EED
1EEE
1ERE
1EEBF
1ECO
1EC1
1EC2
1EC2
1EC2
1EC4

1ECS 5

1ECS

1EDS

1EDY
1EDA
1EDE
1EDC
1EDC
1EDD

1EDE ¢

1EDF
1EEO

OBJECT

S4
SS
S0
00

S50
0%
54
Q0

STMT

1689
1689
1489
1489
1630
1450
1490

1690

1£90
14691
1691
1691
1491
1691
14692
1692
1652
1692
1692
1693
1493
1693
14693
1493
14694
1494
14694
1694
1694
14698
1695
1495
1695
169S
14696
1696
14696
1696

. 1696

1697
1697
1697
1697
14697
1498
1699
1700
1700
1700
1700
1700
1701
1701
1701
1701
1701
1702

++ 4+ +

++ + + ++ + +

+ 44+

++ 4+ +

+ 4+ + 4 + 4+ + + ++4+ 4+

++ 4+ +

~
)
r

)

PROPRIETARY INFORMATION

++ + 4+

+ 4+ 4+ +

OFCD OPERAND

DEFE 054H

DEFER OSSH

DEFB OSOH

DEFE OOQOH

DEFO04 50, 05, 54, 00,
DEFE OSOH

DEFE OOSH

DEFEB OS4H

DEFE OOOH

DEF0O4 50, 01, S5, 00,
DEFB OSOH

DEFB OO1H

DEFE OSSH

DEFE OOOH :
DEFO4- 10, 01, S5, 40,
DEFE O10H

DEFE 001H

DEFE OSSH

DEFE 040H

DEFO4 10;00 0S, S0,
DEFE O10H

DEFB 000

DEFB OOSH

DEFE O0SOH

DEFO4 00,0 1,50,
DEFE OOOH

DEFEB OOOH

DEFB OO1lH

DEFB OSOH

DEFO4 00, » 40,
DEFE OOOH

DEFE OOOH

DEFB OOOH

DEFE O40H

DEFO4 00;00 » 40,
DEFB OOOH

DEFB 000

' DEFE OO1H

DEFB 040H
DEFO04 00, 00,00, 54,
DEFE OOOH
DEFE OOOH

‘DEFE QOOH

DEFE 0S5S4H

DEFB KILZ2. AND. OFFH
DEFB 40

DEFO4 0,D. 4,7

LDEFB OOH

DEFB ODH

DEFE O4H

DEFB O7H

DEFO04 01,10, 00, 00,
DEFB OO1iH

DEFE O10OH

DEFB OOOH

DEFB OOOH

DEFO04 4S5, 54, 40, 00,

COMMENT

DO NOT REPRODUCE

" PAGE

-
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*MODCOMP  Z-30 CROSS ASSEMBLER# HOME VIDEQ GAME SYSTEM

ADDR

1EED
1EE1
{EE2
1EE3
1EE4
1EE4
1EES
1EE4
1EE7
1EES
1EE3
1EE?
1EEA
1EEB
1EEC
1EEC

1EED

1EEE
1EEF
1EFO
1EFO
1EF1L
1EF2
1EF3
1EF4
1EF4
1EFS
1EF&
1EF7
1EF3
1EF3
1EF®
1EFA
1EFB
1EFC
1EFD
1EFE
1EFF
1F00
1FO1
1Foz2
1F03
1Fo4

1FOS !

1F0&
1FOC
1FOD
1FOE
1FOF
1F10
1F10
1F11
1F12
1F13
iF14
iFi4
1IF1S

QBJECT

45
54
40
oo

S5
b te]
40
00

474FS420
00
(e]y}
01
01

Q0
00
03

OF

00
44

STMT

1702

1702
1702
1702
1703
1703
1703
1702
1703
1704
1704
1704
1704
1704
1705
1705
1708
1705
1705
1706
17046
1706
1706
1706
1707
1707
1707
1707
1707
1708
1703
1708
1709
1710
1711

1712
1713
1714
1713
1716
1717
1718
1719
1720
1721

1722
1723
1724
1723
1726
1726
1726
1726
1726
1727
1727
1727

LABEL

++ + + ++ + +

+t++ 4

Tttt o+

++ + +

ORMATION

_t 4ttt

c
»

RIETARY INE

Dm

PREP

GFEODY:

++ + 4

+ +

OPCD OPERAND COMMENT

DEFB 045H
DEFB 054H
DEFB 040H
DEFB 0OOOH
DEF04 53, S5, 40, 00,
DEFB 0OSSH
DEFB OSSH
DEFB 040K
DEFB OOOH
DEF04 0A, A3, 00, 00,
DEFB 00AH
DEFB 0ASH
DEFB 0OOCH
DEFB OOO0OH
DEF04 04, 38, 15, 01,
DEFB 00AH
DEFE 033H
DEFB O1SH
DEFB 001H
DEF04 14, AS, S5, 41,

DEFB 016
DEFB OAS
DEFB ©

DEFB 041

DEF0O4 15,85, 55, 55,
DEFB 01

DEFB 0SS

DEFB 0S

DEFB 05S

DEF2 1, 13

DEFB 1

DEFB 12

DEFB
DEFB
DEFB
DEFB
DEFB
DEFE
DEFB
DEFB 0011d100B
DEFB oox%moa

DEFB 001 RD000B
DEFB OQLNDO00B
DEFB og§$?ooos
DEFM “GOT'ME-
DEFB 0

DEFE 0

DEFB 1

DEFE 1

DEFO4 0, 0,3, F
DEFB OOH

DEFB OOH

DEFB O3H

DEFE OFH

DEFO3 00, 44, 00,

-DEFB 0QOH

DEFB 044H

DO NOT REPRODUCE

PAGE 30



*MODCOMF Z~80 CROSS ASSEMBLER®* HOME VIDEO GAME SYSTEM PAGE 231

ADDR OBJECT  STMT LABEL OPCD OPERAND COMMENT
1F16 00 1727 + DEFB OOOH ,
C1F17 1728 DEFO3 11, S5, 10,

1F17 11 1728 + DEFE O11H

1F1e S5 1728 + DEFB 0SSH

1F19 10 1728 + DEFB 010H

IF1A 1729 DEFOS 1%, S5, S0,

1F1A 15 1729 + DEFE 01SH

IF1E S5 1729 + DEFB OSSH

1F1C S0 1729 + DEFB 0SOH

1F1D 1730 DEFOR 02, AR, 00,

1F1D 02 1730 + DEFB 00ZH

IF1E AA 1730 +° DEFB OAAH

1F1F 00 1730 + DEFB OOEHAZ o

1F20 1731 DEFO3 02, AZ, 00,

1F20 0z 1721 + DEFB 0OZH

1F21 AZ 1731 + . DEFB OA2H

1F22 00 1731 + > DEFB OOOH

1F23 1732 DEFO3 02, AA, 80,

\1F23 02 1732 + Q DEFB 00ZH

1F24 AA 1732 + ey DEFE OAAH

1F25 g0 1732 + |ju, DEFB O080H W
1F26 . 1732 DEFO3 © §s 00,

1F26 00 1723 + L  DEFB oo&3 QO
1F27 AA 1733 + 2 DEFB OAAH :
C1F28 00 . 1733 + DEFE OOOH N

1F29 1734 (®  DEFO3 0048, 00, Q
1F29 00 1734 + DEFB OOOH o
1F2A A8 - 1738 + Q)  DEFB onsH

1F2B 00 . 1734 + [q  DEFB OOCH ¥ g
1F2C 1735 DEFO3 1%, S, 00, Q
1F2C 15 1725 + &  DEFB O1

1F2D S5 1735 + <=  DEFB 0S5 W
1F2E 00 1735 + DEFB OOOH e
iF2F 1736 §,  DEFO3 S5, Q&so.

1F2F S5 1736 + DEFB 0S5H, :
1F30 55 1726 + (® DEFB 0S5

1F31 50 1736 + DEFB 0S5 b
1F32 1737 L DEFos Siagd, 0, o
1F32 S1 1737 + jm= DEFE 0S1

1F33 S5 1737 + DEFE OSSH Z
1F34 S0 - 1727 + MJ  DEFB osoH

1F3S 1738 > DEFO3 41, %, 00,

1F35 41 1738 + [ DEFB 04

1F36 55 1738 + () DEFB 0S - Q
1F37 00 1738 + DEFB OOOH Q
1F38 1733 Q) DperFos a1, s, 00,

1F38 41 1739 + (= DEFE O41H

1F39 =5 1739 + DEFB OSSH

1F3A 00 1729 + QL DEFB OOOH

1F3B 1740 DEFO3 45, 55, 00,

IF3E 45 1740 + DEFE 045H

1F3C 55 1740 + DEFB OSSH

1F3D 00 1740 + DEFB OOOH

1F3E 01 1741 DEFB O1H

IF3F 55 1742 DEFB S5H

1F40 1743 WAGPAT: DEFO4 0,0, 4, 16

1F40 00 1743 + DEFB OOH



*MODCOMP Z-80 CROSS ASSEMBLER# HOME VIDEO GAME SYSTEM
COMMENT

ADDR

1Fa1
1F42
1Fa3
1Fa4
1F44
1F43
1F46
1F47
1Fa8
1F43

1F4%

1Faa
1F4B
1FaC
1F4C
1FaD
1F4E
1F4F
1FS0
1FS0
1FS1
1Fs2
1Fs3
1FS4
1FS4
1FSS
1FS6
1F57
1FS8
1F58
1FS9
1F5a
1FSB
1FSC
1FSC
1F%D
1FSE
IFSF
1F60
1F60
1F61
1F62
1F63
1Fb4
1F64
LF&S
1Fb6
1F&7
1F68
1F&8
1F69
1F&A
1F6B
1F6C
1F6C
1F&D
1F&E

OBJECT

00
04
16

3STMT

1733
1743
1743
1744
1744
1744
1744
1744
174S
1743
1745
174S
1745
1746
1746
1746
1744
1746
1747
1747

1747

1747
1747
1748
1743
1748
1748
1748
1749
1739
1749
1749
1749
1750

1750

17350
1730
1750
1751
1751
1751
1751
1751
1752
1752
1752
1752
1752
1733
1733
1733
1733
1733
1754
1754
17354
1754

LABEL

+ 4+ + ++ + 4 + + +

NFORMATION ™

i

Y

+

OPCD OPERAND

DEFB OOH

DEFB 04H

DEFB O14H

DEFO04 00, 05, S0, 00,
DEFB 00OH

DEFB OOSH

DEFB O50H

DEFB QOOOH

DEF04 00, 35, 53, 00,
DEFB OOOH

DEFB OSSH

DEFB 0SSH

DEFB OOOH

DEF0Q4 01, S5, 53, 40,
DEFB 001H

DEFB OS55SH

DEFB O5SH

DEFB 040H

DEFO04 08, S5, 55, 50,
DEFB OO0OSH

DEFB- 0S

DEFB S

DEFB ©

DEF04 150, 05, 54,

DEFB 0S54

DEF04 13[40, 01, 54,
DEFB 01

DEFB. ¢

DEFB QO

DEFB

DEF04 » 40, 01, 54,
DEFB 01

DEFB 04

DEFB 00

DEFB

DEFO4 S0, 05, 54,
DEFB 01

DEFB OSOH

DEFB 00OSH

DEFB 0S4H

DEF04 0S, 54, 15, 50,
DEFB OOSH

DEFB 054H

DEFB O1SH

DEFB 0OSOH

DEF04 01, 55, S35, 40,
DEFB 0O1H -

DEFB OSSH

DEFB OSSH

DO NOT REPRODUCE

32



~ -

#MODCOMF 2-20 CROSS ASSEMELER* HUME VIDEC GAME SYSTEM

ADDR OBJECT

1F&F
1F70
iF70
1F71
1F72
1F73
iF74
iF74
1F7S
1F7¢6
1F77
1F78
1F7a
1F79
1F74
1F7E
1F7C
iF7C
1F7D
1F7E
1F7F
1F30
1F80
1Fg1
1F82
1F83
1F84
1F84
1F8S
1F86
1Fe7
iFg8
1F88
1Fg9
1F&ea
1F8E
1F8C
i1F8C
1F8D
1FSE
1F8F
1IF90
1F90
1F%1l
1F92
1F93
iF94
1F94
1F9S
1F96
1F97
1F98
iF98
1F9?
1F9A
1F9B

40

STMT

1754
1755
1755
1755
1755
1755
1756
1756
1756
1756
175¢
1757
1757
1757
1757
1757
1758
1758
1758
1758
1758
1759
1759
1759
1759
1759
1760
1760
1760
1760
1760
1761
1761
1761
1761
1761
1762
1762
1762
1742
1762
1763
1763
1763
1763
1763
1764
1764
1764
1764
1764
17&5
17&5
1745
1745
1745
1766

+

PROPRIETARY INFORMATION

+ 44+

LABEL

QFCD OPERAND

DEFE 040H

DEF04 00, 55, S5, 00,
DEFE OOOH

DEFE OSSH

DEFE OSSH

DEFE OOOH

DEF04 00, 1S, S4, 00,
DEFE OOOH

DEFE O1SH

DEFE O0S4H

DEFE OOOH

DEFO4 02, AA, AR, 80,
DEFB OOZH

DEFE OAAH

DEFB OARH

DEFE OgOH

DEFO04 00, AA, AA, 00,
DEFE OCQOH

DEFE OAAH

DEFE OAAH .

DEFE OOQOH

DEF04 12, %AA, 84,
DEFB 0O12H

-DEFB OAAH

DEFB 0AAH &
DEFE 0S4H
DEF04 10, ASR2ZA, 04,
DEFE O10H °
DEFE 0ASH
DEFE 02A
DEFB 004H
-

DEFO4 10, 08, 04,

DEFB O10OH
DEFB O20H
DEFE OO8H
DEFB OO4H
DEFO4 52, AA, 85,
DEFE 052
DEFE OQAH

DEFE OAAH

DEFE O8SH

DEF04 10, 20808, 04,
DEFB O10H .
DEFE OZ0H

DEFE OO8H

DEFE 0O04H

DEFO04 10, 00, 00, 04,
DEFE O10H

DEFE OOOH

DEFE OOOH

DEFB OO4H

DEFO04 10, 00, 00, 04,
DEFER O10H ’

.DEFB OOOH

DEFE OOQOH
DEFB 0O0O4H

DO NOT REPRODUCE

COMMENT

(O]

(]



+

*MODCOMP Z-80 CROSS ASSEMBLER# HOME VIDEO GAME SYSTEM PAGE 24

ADDR OBJECT STMT LABEL 0OPCD OPERAND COMMENT
1F9C 00 1767. FUDG4: DEFB 0
1763
1F9D 1769 MSET  MASTER 0A4
1F3D0 20 1769 + DEFB 80H
IF9E 11 1769 + DEFB 0A4
1F5F 1770 VOLUME O9H, OH
1FSF BO 1770 + DEFB OBOH
1FAO 09 1770 + DEFB O9H
1FAL 00 1770 + DEFB OH
1FA2 C9 1771 RET
1772 i HOME ON THE RANGE
IFA3 CD9D1IF 1773 HOME  CALL MSET
1FA6 1774 NOTE1 24, G1
1FAs 24 1774 + DEFB 36&7FH
1FA7 7E 1774 + DEFB G1
1FA3 1775 NOTE1 12, F1
1FA8 OC 1775 + DEFB 12&7FH
1FAS 3D 1775+ DEFB F1
1FAA 1776 NOTE1 18, El
1FAA 12 1776 + o DEFB 18%7FH
LFAB 94 1776 DEFB E1 ‘
1FAC a7 = NOTE1 (6, y
LFAC 06 1777 q DEFB H Q
iFAD A8 - 1777 DEFB D1
1FAE 1778 : NOTELl 344E1 -
IFAE 24 1778 DEFB 3&FFH
IFAF 96 1778 :t DEFB E1 Q
1FBO 1779 Q QUIET . o
1FBO FO 1779 DEFB OF Q-
1780 ll, TAPS :
1FB1 1781 s Q.
{FB1 CD9DIF 1732 e CALL M W
1FB4 1723 NOTE1 12 Ci
1FB4 12 1783 DEFB 128¢FH Q
1FBS BD 1783 DEFB C1
1FB6 1734 NOTE1
1FB6 06 1784 +m DEFB H |~
1FB7 BD 1784 +<L DEFB
1FB8 1785  jrm NOTEL 33 F1 Q
1FBS 24 1785 + DEFB 34&VFH 2
1FBY 8D 1795 W DEFB F1
1FBA 1736 = NOTE1 1 Ci1
1FBA 12 : se Q ‘. DEFB FH
IFEB BD DEFB QO
{FBC % ? NOTEl1l &, F1
1FBC 06 8 DEFB 6&7FH Q
1FBD 8D 1787 DEFB Fi
1FBE 1788 NOTE1 36, Al
IFBE 24 1738 +Q DEFB 34&7FH
IFBF 70 1788 % DEFB Al
1FCO 1789 QUIET
1FCO FO 1789 + DEFB OFOH
1790 i FUNERAL
1FC1 1791 FUNERL
{FC1 CD9DIF 1792 CALL MSET
1IFCa - 1793 . NOTE1 24, A0

1FC4 13 1792 + DEFB 24%7FH



-

#MODCOMP Z-80 CROSS ASSEMBLER# HOME VIDEO GAME SYSTEM PAGE 35

ADDR

1FCS
1FCs&
1FCé&
1FC7
1FC2
iFCs
1FC9
1FCA
1FCA
1FCB

‘IFCC

1FCC
1FCD
1FCE
1FCE
1FCF
1FDO
1FDO
1FD1
1FD2
1FD2
1FD3
1FD4
1FD4
1FDS
1FD6
1FD6
1FD7
1FD8
1FD8
1FD9
1FDA
1FDA
1FDB

iFDB
1FDC
1FDC
iFDD
1FDE
1FDF
1FEO
1FElL
1FE2
1FE3

1FE4
iFE4

1FES

1FES
1FE&
iFE7
1FES
1FES
1FES

OBJECT
El
1z
El
0é
El

1e

El

12
BD

0é
ce

12
Cs

0&
E1l

12

El

06
EE

12
£l

FO

g8

FF
00
FS
FO
EO
BO

3F

El
0S

STMT

1793
1794
1794
1794
179S
1795
1795
17%9¢
1796
17%¢
1797
1797
1797

-1798

1798
1798
1799
1799
1799
1800
1800
1800
1801
1801
1801
1202
1802
1802
1803
1803
1803
1804
1804
1805
1805
1805
1808
1805
1805
1805
1808
1805
1805
isos
180S
1805
1805
1805
1806
180¢&
1807
1807
1807
1807
1808
1808
1808

L

PROPRIE TARY: INFORMATION

+
©

+tt+t++ 4+ +4+4+4++44+44

+

+ 4+ +

ABEL

[=]
3

- OPCD OPERAND

DEFE A0
NOTE1l 18, A0
DEFB 12%7FH
DEFE AO
NOTE1l 6. A0
DEFE &6&%7FH
DEFE AO
NOTE1 24, A0
DEFE 24%7FH
DEFB A0
NOTE1 18,C1
DEFB 13&7FH
DEFB Ci
NOTE1 6., BO
DEFB &%7FH
DEFE BO
NOTEL 18, BO
DEFB 18&%7FH
DEFB BO
NOTE1 &, A0
DEFB 6&%7F
DEFB AO
NOTE1 13\

NOTEL 18,
DEFB 18

QUIET
DEFB OFOH

OUTPUT 1s§\§
IF . NOT

ENDIF
IF 18 H

DEF8 OEFFhOF

‘DEFB OEFH

DEFE OFFH
DEFE 3FH

DEFB OFDH
DEFB OFSH
DEFB OFOH

DEFB OEOH
VOLUME OFFH,
DEFB OBOH
DEFB OFFH
DEFE O3FH
REST S

DEFB OE1H
DEFB 5

COMMENT

EPRODUCE

FOH, OFSH, gl. OFFH, O, 3FH, OFFH, OEFH
8H=18H)

T

FH, 3FH, 0, Ogl. OFDH, OF5SH, OFOH

©
Q

O3FH



*MODCOMP Z-30 CROSS ASSEMBLER* HOME VIDEO GAME SYSTEM
ADDR OBJECT

1FEA
IFEA
1IFEB
1FEC
1FEC
1FED
1FEE
1FEE
>1FEF

470
>4F06
aF06
>4F12
>4F12
4F12
4F1s
>4F18
4F18
4F2A
4F3C
4F4E
4F50
4Fs1
F77
4F73
4FSE
4FSF
>4F90
>4FA1
>4FDA
>4FDB
4FAl
aFA2
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