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FR— Block  15@———m—m——

21 ATF VARIABLES )
11 ¥= TBY1 2 V= TBVZ2 5 ARRAY F1 5 ARRAY F2
21@ V= FSV1 @ V= Fsv¥2
3/DECIMAL —->
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o ————— Block 15l

2{( PHASOR INTERCEPT CHECK ROUTINE )
1 |DECIMAL F= INTLOG
ZISUEBR PINTER (ASSEMEBELE
JIPINTERFLAG LDA, A ANA, RNZ,
4{1 C MVI, CHECKALL CaLL, RZ,
SIPASRH PGS Y RESX, PQSDW PQS Y SETX,
BiVYL Y L LDX, ¥YH ¥ H LDX, FINTERY SHLD,
FIVAL Y L LDX, VAH Y H LDX, FINTERX SHLD,
BIVRACK Y A LDX, FINTERN 5ThA,
311 a MVI,
12 {PINTERFLAG 5TA,
111¢ INVADERSLEFT LDaA, & DCR, INVADERSLEFT STaA, 2
12iverase CALL, PASRH PQS X RESX, ‘
13IRET, ASSEMBLE: --?
14}
151
o e e e Block 158---—>—-=
2i¢ TIME BASED YECTOR UFDATE -~ WITH LIMIT CHECKING >
1IDECIMAL F= LCD1 F= LCDZ
Z215UBR WUPDLC (ASSEMELE
3iC A MOV, A ANA, RZ, ( DONT IF ZERO VECTORING WANTED 7
4iv¥EL X L LD¥, WXEH X H LDX, VDXL ¥ E LDX, VDXH X D LDX, C B MOV,
SILABEL LCD1 D DAD, LID1 DJNZ, W & MOV, VDDRL X CHMPX, CY, IF,
EIVDDXEL X H LDK; oL MYI, L WDXL X STX, L YDXH X STX, ELSE.,
FIVDDREH X CHMFY, CY~, IF, WDDXH X H LDX, & L MVI, L ¥DXL X BTX,

Eil WDXH X STX, THEN, THEM, L WXL X STX, H WVXH X 27X,

SIVYL X L LDM, ¥YH ¥ H LD¥, WDYL X E LDXs ¥DYH X D LDX, C B MOV,
1@ i LAaBEL LCDE D DAT, LCDE DJINZ, H a MoV, YDDYL X CHPX, CY, IF,
11I¥DDYL ® M LDx, & L MWT, L ¥DYL X TTX, L ¥YDY¥YH X 27X, ELIE.
121¥DDYH ¥ CMPX, CY~, IF,. ¥WDDYH X & DX, @ L MVI., L ¥DYL ¥ 5TX,
131L YDYH X 5TX, THEMN, THE L oWyl X wTK, HoWwYH H OBETX,

14140 YXZW X MYIX, RET, ASSEMBLE>
{5 IDECIMAL ==
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21( FORMATION LEADERS ALMOST NULL INTERRUPT ROUTINE

'11SUBR FLEADER TBCALC CalLL., WUPDLC CaLL, aur CALL, KILLOFF JMP,
z\ DECIHﬁL -2

31

41

51

=g

]

&1

o1

1@}

114

124

13}

14}

15}
do o ———— Block 184w
21¢ ANIMATION TO ACTIVATE FORMATIONS )
1 1HEX

21DAaTAa TBVYTL ASM FLEADER SETR NULPAT SETP 4019 @A90C SETDDC
3IFOREVER 12@ SWAIT EVERFOR

4{DATA ATBY1 ASM 38¢% SETXC 190@@ SETYC TBVTL AJMP

Si1DATA ATEYZ ASM 3809 SETXC 4809 JIETYC TEBVTL AJMP

£iDATA ALEADER ASM LEADER SETP FOREVER 120 SWAIT EVERFOR
7IDECIMAL —-

o e Block 155~ ———

ROUTINE TO ACTIVATE THE FORMATIONS )

EX 1 STARTFORMaTIONS GETNODE TEVYY | GETNODE TEVZ |

2 DO GETNODE I Fi | GETNODE I F2 | LOCOP
TBY1 @ @BA TBV! @ XVSTaART aATEYZ © @BA TBYZ @ XVSTaRT
428 2 akKaMl @3 1B2 @ F1 @ FSTAaRT
480 @ AKAMI @3 1EZ2 0 F2 @ FRETART
400 1009 akKaMl 83 132 1 @ FSTART

400 1SR QV”M” ehect o ® FSTART
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Bl KaMIKaZE aTTaCk COORDINATOR )
1 |HEX S5UBR KAMIATC ATTACKTIMER LDA, A& ANA,; RMNZ,
2/LDbarR, 7 aNMI, 4 CPI, CY¥, IF, @ F1 H LXI,
3IELSE, @ F2 H LXI, 3 aNI, THEN, RLC, A E MOV, @ D MVI,
4{D DAD, M E MOV, H INX, M D MOV, D PUSH, X FOPX, DI,
SIFQSRH FGS X BITX, RZ, ASFLOK VaAUXS X BITX, RZ:;
6IWYH X A LDX, 2@ 28U, 99 CPI, RNC,
7iLDAR, 1 ANI, @=, IF. KAMIATL H LXI1, ELSE, KAMIATR H LXI,
&1 THEN, ASFLOK VaAUXSE X RESX, CRaSHa CalLlL, LDAR, 7F aANI,
912 aDl, ATTACKTIMER STa, PLAYKBS JHMP,
10}
11 1CODE CKKaMI X PUSHX, Y PUSHX, B PUSH, KaMIaTC CaLL., EI.,
12!EB POF, Y POFPX, X POFPX, NEXT
13|/DECIMAL -->
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o e e e s e e Block 187~
@1 FORMATION MOVE ROQUTINE - RANDOM MOVES FIGHTER FORMATIONS
1}HEX SUER FMOVER ¢ IN IX=FORM VECT DE=Y BIAS
21D PUSH, SKILLFaACTOR LDA, A aNa, &=, IF, 40 D LXI, D PUSH,
3130 D LXI, ELSE, 20 D LXI, D PUSH, 18 D LXI, THEN,
lrnd CaAlLL, D POP, D DAD, H PUSH, ( TIME 2
512000 D LXI, rnd CalL, 206@ D LXI, D DaD, D POF, D PUZH, DI,
EIVEL X C LDX, VXH X 2 LDX, CDELTA CALL, L VEL X STX,
TIH VXH X STX, E ¥DXL ¥ STX: D VYDXEH X STX:, .
214003 D LXI, end CalLL, D POP, B FPOP, D PUSH, E DaAD.
FivyL X C LDX, VYH ¥ B LDX, CDELTa CabLlL,
1210 ¥TL XK STX, H VYH X STX, E VDYL X STX, D VDYH X 5TX: EI,
11D FPOP, RET,
12{DECIMaL -->
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e e e e e e e e Block 18- ————
2i{ INTERRUPT ROUTINE TO DRaAW LASER BLAST 3
11¢{ VYDDXL=STATE VvaR, VDDXH=X COUNTER, ¥DDYHL=SCREEN ADDR )
21SUEBR BUMPLAZ & INR, A WDDXL X STX, VXH X a4 LDX, & VIDDXEH X STX,
3ivsal X L LDXK, vsaM X H LDX, L YDDYL X STX, H VYDDYH ¥ ETX, RET,
41HE¥X F= DRL F= DRLC
5!SUER SLASER <(ASSEMELE POTE X € LDX, & PQTE X MVIX,
BiIC a MOV, a aNa, KILLOFF JZ,
TIVRDXEL X & LDX, & aMNa, 2=, IF, BUMFLAZ Coll, THEN.

BIVDDEH X 2 LDXE, & ANy, 9=, IF, ¥ODEL 5 & VDX, 2 CF1,
Sle=, IF, FQERH FOE XM R ELSE, BUMFLAZ Call, THEMN,
18iELBE, C B MOV, C ZUR IF, © mbh, & B MOV, T P

11 1¥DDEH % & LDV, B T
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®i1( LASER DRAWER CONTINUED ?

11COCKTAIL LDA, A ANA, 0=, IF,

Z!LABEL DRL H DCX, 5% M MVI, DRL DJNZ,
JI1ELSE,

4{LABEL DRLC H INX, 55 M MVI, DRLC DJNZ,
S51THEN,

EiL VDDYL X STX, H ¥DDYH X STX,

7I!THEN, KILLOFF JMF, ASSEMBLE> DECIMAL --»
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2i1( LASER ANIMATION AaND VECTOR START ROUTINE )
1 1HEX -
2:'DATA LASERA ASM SLASER SETR NULPAT SETP 4 SHAIT
31
4 1SUBR LSHOT DI, VXEL X L LDX, VXH X H LDX, H FUSH,
SiVvYL X L LDX, VYH X H LDX, 15¢@¢ D LXI, D DaD, H PUSH,
SILASERA W LXI, H PUSH,
Fio H LK1, H PUEH,
SIRAZ2 H LXI, H PUSH,
SIRYVSTART JMP,
i iDECIMAL —-32
1114
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e o e o e e e e Block B
@l1{ CHECK FORMATIOM STATE YARIARLE AND EITHER FIRE OR REUECTOR b
1 {5UBR ZAPFORM ( FREEZE YECTOR POINTED aT EY IX 3
?!Q XRa, a4 YDXL X 5TX: 4 YDEH ¥ S5TX, A YDYL X STX: & VYDYH X S5TX,

3IRET,
4!
SICUEBR FCHECK M & MOV, & aNa, 2=,

1F

ElA INR, A M MOV, ¢ LAZER SHOOTER ) DI
7iFQ8RH PGS Y RBITM, @<, IF, ZAPFORM CALL,
BiIVEH X a LDX, a INR, 4 E MOV, @ D MYI, D PUSH, ( TIME ZTUFF >
SILEHOT Call, LEZFCORE W LRI, MBEZ ¥ LXIX, pwmusic CALL, D FOP,
181 THEM, ELBE, & KFPM. A M MOV, FMOVER CALL,
111 THEN, RET,

o



@!( FORMATION MOVE CHECK ROUTINE )

1iF= NC1 F= NCZ

Z{HEX CODE FMC (ASSEMBLE

BIX PUSHX, Y PUSHX, B PUSH,

4! TIMER1 LDA, A ANA, NC1 JRNZ, 4 F1 LIYD,

S5iTBVY1 LIXKD, 1e@e D LXI, F3¥1 H LXI, FCHECK CALL, TIMER1 SDED,
6!1LABEL NC1 TIMERZ2 LDA, A aANa, NCZ JRNZ, 4 F2 LIYD,

71TBVY2 LIXD, 480@ D LXI, FS¥2 H LXI, FCHECK CalLlL, TIMER3 SDED,
8 LABEL NCZ

89iB POP, Y POPX, X POPX, NEXT ASSEMBLE>
12| DECIMAL —->
111
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¢ ANIMATION LIST FOR FIREBASE STUFF
1 |SUBR ATFINTER CKATRS CALL, ( @<, IF, INVADERSLEFT LDA, A DCR,
2| INVADERSLEFT &TaA, THEN, ) EXPLODEFB CALL,
31X PUSHX, TBY1 LIXD, ZAPFORM CALL,
4| TBVZ LIXD, ZAFFORM CallL, X POFX, RET,
5{HEX DATA ATFFBA ASM ATFINTER SETI Z0@S BeeS SETDDC PLAYERANIM
slAJMP DECIMAL ~-1>
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@i( ATTACK FIGHTERS COLORE AND HWAIT ROUTINE )
1 {HEX
DATA ATFCOLORE 7 E} 7D B, @B B, %4 B, 7 B, 7D B, @B B, SA B,

i

i

IF= NYD F= YWD F= SaAlL

{CODE SCAMNARRAY <ASSEMBLE EXX, H FOP, X PUSHX, 5 B MVI,
{LABEL SaL M E MOYW, H INX, M D MOV, H INX,

iD PUSH, X POFX, FAZRH FPQS X BITH,

@2y, IF, ASFLOK WAalMI M EBITH, WHYD JRZ, THEN,

iEal DINZ, 1 M LEI, YHED JMPE.

TLAREL NYD @ H LXI.

TLAREL YWD ¥ FOFX, H FUS

H, EXX, NEXT AEEEMBLE:>»
ATFHAIT BEGIN BARK BME @ F1 SCANARRAY 2 FZ SCANARREAY AND END

SHUTUP » RECIMAL -->
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S Fm—————— Rlock 165

10 INITIALIZE ATTACK FIGHTERS GAME ) ‘

IHEX : INMITATF @ FLOOD INITMISSIONRAM '

- 24 GNAME

4|0 PINTERFLQG ! PINTER PHASINTR ! * ATFHAIT REINIT !
5i1 FS¥1 t 1 F8sv2 |

6iATFFBA FBANIM ! ACTFE

7IGETNODE DUP FPY1 | @ SHaFP |

838 ATTACKTIMER | i@ TIMERi | 48 TIMER3 | ;
SIDECIMAL «-:

191

11}
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t———————— Block 166———
@] SCAN LOOP AND STARTUP 2
: ATFSCAN FIRECHECK PHASORINTERCEPTCHECK CKKAMI FMC
BMS PLAYERHITCHECK RARK ;
HEX : ATF INITATF STARTFORMATIONS 5 ATFCOLORS FUC
IEMUSIC EZMUSIC
SI{BEGIN ATFSCaM EMDOFFRAME @ END
615 FDB ;

7iHEX AS GSAE Ul ' ATF GSAE 1+ Ul
t: ATFGO INITATF STARTFORMATIONS o 5MS —_———  ——

911 ATFCOLORS FUC
igi309 @ DO CREDITS? KAMI FMC LOCP 1 FDB ;
111* ATFGO GSaBE 3 + U
1ZIDECIMAL ;=

131
14}
191
o e o e e e e Elaock 180w mmr e
@l UPSYDE DOWN RELAES ROUTINES FOR COCKTAIL HMODE M o)
1 1 HEX
E‘SUBR Gockr-n nerrel CALL, XCHG, 3FBF H Ts & AN&,
BDD:’ - oo "v‘ e il SR L g RGHUV, LT 5
41SUBR cockff ffnor' pde,, COLL s XCHG, BF H Lﬁl, A ANA, .

SID DSBC, C & MOV, 2Ce FMeg.pn C 0V, RET,
EIDECIMAL —-3
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