| How the program wWwarks:

j5et up the screen.
jee2t up initial positions of the flakes.

jrepeat until ESCAPE pressed;

i for all flakes;

i erase old flake

| update position (18 move 1t down)
i check for obstical 1n the way

i draw new flake

i rext Tlake

wilt_frame equ qbdlF



test _key equ kbble

down_a_line equ Lbels

ary &E00 ;Start Location of code

call sel_SCreEen

call set_table

= Lo0Op
call move_all iMove all the flakes.
id a,&é:call test_key jCheck for ESCAPE key & 11 pre&sed
rEt nz ireturn to BRASIL,
call wairt frame tSmooth out the movesent.
Je loof
set _screen tDraw Ehe line at the bokbtom
id hl,ke780 sof the screen.
1d b,BY 180 bytes 1n gne screen line.
1d a, 255
8§51
ld (hli,azinc Al spoke line into place
ginz sl
ret
.52t _ktable tSet tnitial positions of
ld de,table rall f1fty snow flakes.
ld b, 5u
stl:
call set _flake
dinz stl
ret
move_all sMove all the flakes, an@ ak
Id de, table ja blme,
ld b,50
mal:
call move_flake
dinz mal
ret

cmove flake tMove a single flake.



ld a,{gel:Id l,atinc de jhbet the screen address of the

ld a, (del:}d h,a:dec oe ssnoW flake,

id a,0:1d inli,a rand blank 1t out.

push hl

call down_a line itMave the screen address dowsn.
rst 4 1See text!

Ep D21 nzr,hit 3Check for an ocbstical.

gop af

ld a,1:1d ihli, 4 ilraw a new rlake, ang store
ld a,l:ld (ded,asinc de 1106 MEwW SCreen address.

id a,h:ld idel,asinc de

rFet

<hit
pop hl:ld a,255 j0raw a splatted fiake
pld (hib,a 1See kext!

Jr set_flake

.52t flake illreate a randos start for the
call ramndom jsnow flake,
ld a,1 iThis 18 LEH of screen address.

Id idel,a:inc de
Id a,%c0 iThis 18 M5B af screen addross.

ld fdel.a:inc de

« Famdom 1 The Magic random number generatar.

push af:ipush bcipush de:ld bo, iseedl:ld nl, iseedl
gla ltrl hradd hl;berld b,held c,l18la lirl b

ld dybesla 1irl hisla lirl hzadd hi,bc:ld byh

ld c,lzld h,dz1ld 1,%2%:0r aisbc hl,bc:ld {seed), hl

pop de:pop beipop afiret:eeed dew O

.table { Somembiere tao store all the screen

ds 160 jacdresses of the flakes.

list:end



