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LOADING INSTRUCTIONS

Z80 DISASSEMBLER is a BASIC program'and is written to work on
any memory size Sorcerer. To load the tape, follow these steps:

1. Be sure the BASIC ROM-PAC is inserted before turning on the
Sorcerer.

2. Ready the tape recorder. High tone settings and about 75%
volume are usually required for the Sorcerer.

3. Turn on the Sorcerer and load and execute the program as follows
(information from the computer is in italics):

READY
CLOAD
FOUND —ETC.
‘ LOADING —ETC.
1 READY
RUN
The Z80 DISASSEMBLER program will then begin by asking for the
starting hex address.

GETTING STARTED

Z80 DISASSEMBLER begins by asking for three inputs — the
beginning and ending hex address and the execution mode.

“Enter hex address to start disassembly?”

You are asked for a memory address to begin disassembly or ASCI|
conversion. This address must of course be within the size limits of the
machine. Enter a 1-4 digit hexadecimal (base 16) number. For
example, 00C7 is the same as 0C7 and C7. C000 is the starting address
of BASIC and EO00O of the monitor.



“Enter hex address to stop disassembly?”

This is the address where disassembly is to stop. It has the same form
as the starting address. However a “blank” may be entered as a
response, which means address FFFF, the last byte in the machine.
Thus the disassembly will effectively continue indefinitely. Control-C
may always be entered at any time to interrupt the running program.

“Print (I)nstructions or (A)SCII?”

The response here depends on whether you wish to disassemble
instructions or dump ASCII. Simply enter | or A. A null response (just
“RETURN?") is equivalent to “l.”

OUTPUT

An example of the “I” mode output is shown on the cover of this
instruction booklet. Another example is printed below.

1C96: 77 LD  (HL)A w
1C97: ED4B1E1D LD  BC,(1D1E) 7K??
1C9B: 78 LD AB x
1C9C: Bf OR. C ?
1C9D: 0B DEC BC ?
1C9E: 28FB JR  ZFB (1C9B) (?
1CA0: 3A101D LD  A,(1D10) 122

The fields of each line are, from left to right: memory address,
machine language, assembly language, and possible ASCI| conversion
(““?" is either literally a question mark, a control character, or one of
the Sorcerer’s programmable graphics characters). Note that all rela-
tive addressing instructions (eg: JR) have both the relative and abso-
lute address given for convenience. The ASCII is listed in the *I’’
mode to help indicate when machine code stops and ASCII| code
starts. This is necessary because every code is a valid Z80 instruction,
and there is no foolproof method of knowing what is instruction and

what is not.

The “A’” mode prints out a line of hex values followed by a line
of the ASCII characters that the hex values represent. An example is:

2C10:
0D4142434445464748494A4B4C4E0D6162636465663538253D4001687A262074
? ABCDEFGHI!I JKLN? abcdef58%=@?hz & t

2C30:
etc...



Z80 DISASSEMBLER FOR THE SORCERER

Z80 DISASSEMBLER is a program written in Exidy Sorcerer BASIC.
It performs two functions:
1. It is a “disassembler.”

2. It is an ASCIlI memory dumper.

Both of these functions are missing from the Sorcerer standard
monitor, and both are very useful, and oftentimes desperately needed,
especially by the assembly language programmer.

What is adisassembler? Itis a program which does the exact reverse
operation of an assembler. In other words, it runs through memory,
and takes the hexadecimal (binary) numbers which are there, and
converts them back to the assembly language instructions which they
represent.

With the Z80 DISASSEMBLER program an assembly language
listing can be obtained for the Sorcerer Monitor, the BASIC ROM, and
most any other machine language program for the Sorcerer. The
program also functions as a supplement to the Sorcerer Monitor’s
DUMP command, which dumps memory only in hex. Z80
DISASSEMBLER will also dump memory in hex and convert it to
ASCII (if possible).

ENJOY OUR OTHER SORCERER SOFTWARE

FASTGAMMON by Bob Christiansen. Our popular machine language backgammon game
that started us in business. The computer plays against you and makes good moves
instantaneously. Option to replay dice rolls from the previous game. An eight-page
instruction booklet is included. - On cassette. $19.95

PLOT by Vic Tolomei. Now Apple owners will be envious of how easy you can get good
graphics on your SORCERER. PLOT includes both a super high resolution mode and a
quick low resolution mode. Both are accessible from your BASIC programs using simple
commands. Hi-res & lo-res examples included on tape. $14.95

MAGIC MAZE™ by Vic Tolomei. A challenging maze game. Ten levels of play. Holding your
lantern, you wander through a maze trying to stay on the right path and avoid pitfalls.
Automatic scoring tells you how good a pathfinder you are. $11.95

SOFTWARE INTERNALS MANUAL FOR THE SORCERER by Vic Tolomei. A must for
anyone writing software for the SORCERER. Seven chapters: Intro to Machine Language.
Devices & Ports, The Monitor, Cassette Interface, BASIC structure. Video & Graphics. The
Keyboard. Indexed. Includes diagrams and software. routines. 64 pages. $14.95
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