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PREFACE

This book has been designed as a complete self-contained text for
learning programming, using the Z80. It can be used by a person who
has never programmed before, and should also be of value to anyone
using the Z80.

For the person who has already programmed, this book will teach
specific programming techniques using (or working around) the speci-
fic characteristics of the Z80. This text covers the elementary to inter-
mediate techniques required to start programming effectively.

This text aims at providing a true level of competence to the person
who wished to program using this microprocessor. Naturally, no book
will effectively teach how to program, unless one actually practices.
However, it is hoped that this book will take the reader to the point
where he feels that he can start programming by himself and can solve
simple or even moderately compiex problems using a microcomputer.

This book is based on the author’s experience in teaching more than
1000 persons how to program microcomputers. As a result, it is strongly
structured. Chapters normally go from the simple to the complex. For
readers who have already learned elementary programming, the intro-
ductory chapter may be skipped. For others who have never program-
med, the final sections of some chapters may require a second reading.
The book has been designed to take the reader systematically through
all the basic concepts and techniques required to build increasingly
complex programs. It is, therefore, strongly suggested that the ordering
of the chapters be followed. In addition, for effective results, it is
important that the reader attempt to solve as many exercises as possible.
The difficulty within the exercises has been carefully graduated. They
are designed to verify that the material which has been presented is
really understood. Without doing the programming exercises, it will
not be possible to realize the full value of this book as an educational
medium. Several of the exercises may require time, such as the multi-
plication exercise. However, by doing those, you will actually program
and learn by doing. This is indispensable.

For those who have acquired a taste for programming when reaching
the end of this volume, a companion volume is planned: the ““Z80
Applications Book.”’

13



Other books in this series cover programming for other popular
MiCroprocessors.

For those who wish to develop their hardware knowledge, it is
suggested that the reference books ‘‘“Microprocessors’’ (ref. C201) and
“Microprocessor Interfacing Techniques’ (ref. C207) be consuited.

The contents of this book have been checked carefully and are
believed to be reliable. However, inevitably, some typographical or
other errors will be found. The author will be grateful for any comments
by alert readers so that future editions may benefit from their experience.
Any other suggestions for improvements, such as other programs
desired, developed, or found of value by readers, will be appreciated.

14



1
BASIC CONCEPTS

INTRODUCTION

This chapter will introduce the basic concepts and definitions re-
lating to computer programming. The reader already familiar with
these concepts may want to glance quickly at the contents of this
chapter and then move on to Chapter 2. It is suggested, however,
that even the experienced reader look at the contents of this intro-
ductory chapter. Many significant concepts are presented here in-
cluding, for example, two’s complement, BCD, and other represen-
tations. Some of these concepts may be new to the reader; others
may improve the knowledge and skills of experienced programmers.

WHAT IS PROGRAMMING?

Given a problem, one must first devise a solution. This solution,
expressed as a step-by-step procedure, is called an algorithm. An
algorithm is a step-by-step specification of the solution to a given
problem. It must terminate in a finite number of steps. This
algorithm may be expressed in any language or symbolism. A sim-
ple example of an algorithm is:

1—insert key in the keyhole

2—turn key one full turn to the left
3—seize doorknob

4—turn doorknob left and push the door

15



PROGRAMMING THE Z80

At this point, if the algorithm is correct for the type of lock in-
volved, the door will open. This four-step procedure qualifies as an
algorithm for door opening.

Once a solution to a problem has been expressed in the form of
an algorithm, the algorithm must be executed by the computer.
Unfortunately, it is now a well-established fact that computers
cannot understand or execute ordinary spoken English (or any
other human language). The reason lies in the syntactic ambiguity
of all common human languages. Only a well-defined subset of
natural language can be ‘‘understood’” by the computer. This is
called a programming language.

Converting an algorithm into a sequence of instructions in a pro-
gramming language is called programming. To be more specific,
the actual translation phase of the algorithm into the program-
ming language is called coding. Programming really refers not just
to the coding but also to the overall design of the programs and
“data structures”” which will implement the algorithm.

Effective programming requires not only understanding the
possible implementation techniques for standard algorithms, but
also the skillful use of all the computer hardware resources, such as
internal registers, memory, and peripheral devices, plus a creative
use of appropriate data structures. These techniques will be
covered in the next chapters.

Programming also requires a strict documentation discipline, so
that the programs are understandable to others, as well as to the
author. Documentation must be both internal and external to the
program.

Internal program documentation refers to the comments placed
in the body of a program, which explain its operation.

External documentation refers to the design documents which
are separate from the program: written explanations, manuals,
and flowcharts.

FLOWCHARTING

One intermediate step is almost always used between the
algorithm and the program. 1t is called a flowchart. A flowchart is
simply a symbolic representation of the algorithm expressed as a
sequence of rectangles and diamonds containing the steps of the
algorithm. Rectangles are used for commands, or ‘“‘executable
statements.”” Diamonds are used for tests such as: If information

16



BASIC CONCEPTS

X is true, then take action A, else B. Instead of presenting a formal
definition of flowcharts at this point, we will introduce and discuss
flowcharts later on in the book when we present programs.
Flowcharting is a highly recommended intermediate step be-
tween the algorithm specification and the actual coding of the solu-
tion. Remarkably, it has been observed that perhaps 10% of the
programming population can write a program successfully with-
out having to flowchart. Unfortunately, it has also been observed
that 90% of the population believes it belongs to this 10%! The
result: 80% of these programs, on the average, will fail the first
time they are run on a computer. {These percentages are naturally
not meant to be accurate.} In short, most novice programmers sel-
dom see the necessity of drawing a flowchart. This usually results
in ‘‘unclean’ or erroneous programs. They must then spend a long
time testing and correcting their program (this is called the

START

!

READ TEMPERATURE SETTING T~
ON THERMOSTAT BOX

i 1

READ ACTUAL ROOM TEMPERATURE "R~
FROM THERMOMETER OR OTHER SENSOR|

NO YES
(ROOM

TOO HOTY)

TOO COLD)

HEATERON 14 HEATER OFF

(%))

(OPTIONAL DELAY) (OPTIONAL DELAY)

Fig. 1.1: A Flowchart for Keeping Room Temperature Constant
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PROGRAMMING THE Z80

debugging phase). The discipline of flowcharting is therefore
highly recommended in all cases. It will require a small amount of
additional time prior to the coding, but will usually result in a clear
program which executes correctly and quickly. Once flowcharting
is well understood, a small percentage of programmers will be able
to perform this step mentally without having to do it on paper. Un-
fortunately, in such cases the programs that they write will usual-
ly be hard to understand for anybody else without the documenta-
tion provided by flowcharts. As a result, it is universally recom-
mended that flowcharting be used as a strict discipline for any
significant program. Many examples will be provided throughout
the book.

INFORMATION REPRESENTATION

All computers manipulate information in the form of numbers or
in the form of characters. Let us examine here the external and
internal representations of information in a computer.

INTERNAL REPRESENTATION OF INFORMATION

All information in a computer is stored as groups of bits. A bit
stands for a binary digit(*‘0’’ or “‘1’). Because of the limitations
of conventional electronics, the only practical representation of infor-
mation uses two-state logic (the representation of the state ‘0"’ and
“1’). The two states of the circuits used in digital electronics
are generally ‘““on” or “‘off’’, and these are represented logi-
cally by the symbols ““0” or “1°’. Because these circuits are
used to implement ‘“logical”’ functions, they are called ‘‘binary
logic.” As a result, virtually all information-processing today is
performed in binary format. In the case of microprocessors in
general, and of the Z80 in particular, these bits are structured in
groups of eight. A group of eight bits is called a byte. A group of
four bits is called a nibble.

Let us now examine how information is represented internally in
this binary format. Two entities must be represented inside the
computer. The first one is the program, which is a sequence of
instructions. The second one is the data on which the program will
operate, which may include numbers or alphanumeric text. We will
discuss below three representations: program, numbers, and alpha-
numerics.

18



BASIC CONCEPTS

Program Representation

All instructions are represented internally as single or multiple
bytes. A so-called “‘short instruction’ is represented by a single
byte. A longer instruction will be represented by two or more
bytes. Because the Z80 is an eight-bit microprocessor, it fetches
bytes successively from its memory. Therefore, a single-byte
instruction always has a potential for executing faster than a two-
or three-byte instruction. It will be seen later that this is an impor-
tant feature of the instruction set of any microprocessor and in
particular the Z80, where a special effort has been made to pro-
vide as many single-byte instructions as possible in order to im-
prove the efficiency of the program execution. However, the limita-
tion to 8 bits in length has resulted in important restrictions which
will be outlined. This is a classic example of the compromise be-
tween speed and flexibility in programming. The binary code used
to represent instructions is dictated by the manufacturer. The
Z80, like any other microprocessor, comes equipped with a- fixed
instruction set. These instructions are defined by the manufac-
turer and are listed at the end of this book, with their code. Any
program will be expressed as a sequence of these binary instruc-
tions. The Z80 instructions are presented in Chapter 4.

Representing Numeric Data

Representing numbers is not quite straightforward, and severai
cases must be distinguished. We must first represent integers, then
signed numbers, i.e., positive and negative numbers, and finally we
must be able to represent decimal numbers. Let us now address
these requirements and possible solutions.

Representing integers may be performed by using a direct
binary representation. The direct binary representation is simply
the representation of the decimal value of a number in the binary
system. In the binary system, the right-most bit represents 2 to
the power 0. The next one to the left represents 2 to the power 1,
the next represents 2 to the power 2, and the left-most bit
represents 2 to the power 7=128.

b,bsbsb,b;b,b, b,

represents
b,27 + be2% + b;2° + b,2* + b,2° + b,2? + b,2' + b,2°
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The powers of 2 are:
27 =128,2° =64,2°=32,2°= 16,2 = 8,2 =4,2!=2,2=1

The binary representation is analogous to the decimal representa-
tion of numbers, where “123" represents:

1 X 100 = 100
+2X 10= 20
+3X 1= 3

= 123

Note that 100 = 10? 10 = 10%, 1 = 10°

In this “positional notation,”” each digit represents a power of 10.
In the binary system, each binary digit or ‘‘bit”’ represents a power
of 2, instead of a power of 10 in the decimal system.

Example: ““00001001”’ in binary represents:

1X 1=1 (29
00X 2=0 (29
0X 4=0 (29
11X 8=8 (29
00X 16=0 (29
00X 32=0 (28)
00X 64=0 (29
0X128=0 (29
in decimal: =9
Let us examine some more examples:
“10000001” represents:
11X 1= 1
O0X 2= 90
00X 4= 0
00X 8= 90
0X 16= 0
00X 32= 0
00X 64= 0
1 X128 =128
in decimal: =129

10000001’ represents, therefore, the decimal number 129.
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By examining the binary representation of numbers, you will
understand why bits are numbered from 0 to 7, going from right to
left. Bit 0 is “‘b,”” and corresponds to 2°. Bit 1 is ‘‘b,”" and cor-
responds to 2!, and so on,

Decimal| Binary Decimal | Binary
0] 00000000 32 | 00100000
11 00000001 33 | 00100001
21 00000010 .

31 00000011 .

4§ 00000100 .

51 00000101 63 { 00111111
61 00000110 64 |} 01000000
71 00000111 65 | 01000001
8 1 00001000 .

9 | 00001001 .

10 | 00001010 127 1 01111111
11 | 00001011 128 | 10000000
12 | 00001100 129 | 10000001
13 ] 00001101

14 § 00001110 .

15} 00001111 .

16 § 00010000

17 1 00010001 .

. 254 | 11111110
31 { 00011111 255 | 11111111

Fig. 1.2: Decimal-Binary Table

The binary equivalents of the numbers from 0 to 255 are shown
in Fig. 1-2.

Exercise 1.1: What is the decimal value of “11111100"?
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Decimal to Binary

1y

Conversely, let us compute the binary equivalent of ‘‘11
decimal:
11 +2=>35 remains | —=1 (LSB)
5+2=2 remains 1 —=1
2+2=1 remains 0 =0
1+2=0 remains | —=1 (MSB)

The binary equivalent is 1011 (read right-most column from bot-
tom to top).

The binary equivalent of a decimal number may be obtained by
dividing successively by 2 until a quotient of 0 is obtained.

Exercise 1.2: What is the binary for 2577

Exercise 1.3: Convert 19 to binary, then back to decimal.
Operaiing on Binary Data

The arithmetic rules for binary numbers are straightforward.
The rules for addition are:

0+0= 0
O+1= 1
1+0= 0
1+1=(1) 0

where (1) denotes a ‘“‘carry’ of 1 (note that ‘“10"" is the binary
equivalent of “2"" decimal). Binary subtraction will be performed
by ““adding the complement’” and will be explained once we learn
how to represent negative numbers.

Example:
(2) 10
+(1) +01
=(3) 11

Addition is performed just like in decimal, by adding columns,
from right to left:

Adding the right-most column:

10
+01

0 +1 =1. No carry.)
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Adding the next column:
+01
11 {1 + 0 =1. No carry.}

Exercise 1.4: Compute 5 + 10 in binary. Verify that the result is 15.

Some additional examples of binary addition:

0010 (2) 0011 3)
+0001 1 +0001 (1)
=0011 (3) =0100 {4)

This last example illustrates the role of the carry.

Looking at the right-most bits: 1 + 1 = (1} 0
A carry of 1 is generated, which must be added to the next bits:

001 — column 0 has just been added
+000 —
+ 1 (carry)

= (1)0 — where (1) indicates a new
carry into column 2.

The final result is: 0100

Another example:

0111 (1)
+0011  + (3)
1010 =(10)

In chis example, a carry is again generated, up to the left-most co-
lumn.

Exercise 1.5: Compute the result of:

1111
+0001

=9
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Does the result hold in four bits?

With eight bits, it is therefore possible to represent directly the
numbers ‘00000000’ to “11111111,” ie., “0" to “255". Two
obstacles should be visible immediately. First, we are only
representing positive numbers. Second, the magnitude of these
numbers is limited to 255 if we use only eight bits. Let us address
each of these problems in turn.

Signed Binary

In a signed binary representation, the left-most bit is used to in-
dicate the sign of the number. Traditionally, ‘0" is used to denote
a positive number while “1” is used to denote a negative number.
Now ““11111111" will represent —127, while “01111111" will
represent +127. We can now represent positive and negative
numbers, but we have reduced the maximum magnitude of these
numbers to 127.

Example: 0000 0001" represents +1 (the leading “0" is *+"',
followed by 000 0001 = 1i.

1000 0001” is —1 (the leading ‘1" is “—"").

Exercise 1.6: What is the representation of *‘—5"" in signed binary?

Let us now address the magnitude problem: in order to represent
larger numbers, it will be necessary to use a larger number of bits.
For example, if we use sixteen bits (two bytes) to represent
numbers, we will be able to represent numbers from —32K to
432K in signed binary (1K in computer jargon represents 1,024).
Bit 15 is used for the sign, and the remaining 15 bits (bit 14 to bit
0) are used for the magnitude: 2'* = 32K. If this magnitude is still
too small, we will use 3 bytes or more. If we wish to represent large
integers, it will be necessary to use a larger number of bytes inter-
nally to represent them. This is why most simple BASICs, and
other languages, provide only a limited precision for integers. This
way, they can use a shorter internal format for the numbers which
they manipulate. Better versions of BASIC, or of these other
languages, provide a larger number of significant decimal digits at
the expense of a large number of bytes for each number.

Now let us solve another problem, the one of speed efficiency.
We are going to attempt performing an addition in the signed
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binary representation which we have introduced. Let us add ““—5"
and “+7".

+7 is represented by 00000111
—5 is represented by 10000101

The binary sum is: 10001100, or —12

This is not the correct result. The correct result should be +2. In
order to use this representation, special actions must be taken, de-
pending on the sign. This results in increased complexity and re-
duced performance. In other words, the binary addition of signed
numbers does not ‘‘work correctly.” This is annoying. Clearly, the
computer must not only represent information, but also perform
arithmetic on it.

The solution to this problem is called the two's complement
representation, which will be used instead of the signed binary
representation. In order to introduce two's complement let us first
introduce an intermediate step: one’s complement.

One's Complement

In the one’s complement representation, all positive integers are
represented in their correct binary format. For example “+3" is
represented as usual by 00000011. However, its complement ““—3"’
is obtained by complementing every bit in the original representa-
tion. Each 0 is transformed into a 1 and each 1 is transformed into
a 0. In our example, the one's complement representation of ““—3”’
will be 11111100.

Another example:

+2 is 00000010
—21is 11111101

Note that, in this representation, positive numbers start with a

“0” on the left, and negative ones with a ‘1" on the left.

Exercise 1.7: The representation of “+6" is “00000110". What is
the representation of “‘—6"" in one's complement?

As a test, let us add minus 4 and plus 6:
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—41is 11111011
+6 is 00000110

the sum is: {1) 00000001 where (1) indicates a
carry

The ‘“‘correct result’’ should be 2", or “00000010"".

Let us try again:

—3is 11111100
—2is 11111101

1) 00000001
The sum is: (1

or ““1,” plus a carry. The correct result should be “—5.”" The repre-
sentation of ‘-5’ is 11111010. It did not work.

This representation does represent positive and negative
numbers. However the result of an ordinary addition does not
always come out ‘“‘correctly.” We will use still another representa-
tion. It is evolved from the one's complement and is called the
two’'s complement representation.

Two’s Complement Representation

In the two's complement representation, positive numbers are
still represented, as usual, in signed binary, just like in one’s com-
plement. The difference lies in the representation of negative
numbers. A negative number represented in two's complement is
obtained by first computing the one's complement, and then ad-
ding one. Let us examine this in an example:

+3 is represented in signed binary by 00000011. Its one's com-
plement representation is 11111100. The two's complement is ob-
tained by adding one. It is 11111101.

Let us try an addition:

(3) 00000011
+(5) +00000101

=(8) =00001000

The result is correct.
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Let us try a subtraction:

(3) 00000011
(—5) +11111011
=11111110

Let us identify the result by computing the two’s complement:

the one's complement of 11111110 is 00000001
Adding 1 + 1

therefore the two’s compiement is 00000010 or +2

Our result above, '*11111110"" represents ‘‘—2". It is correct.

We have now tried addition and subtraction, and the results were correct
(ignoring the carry). It seems that two’s complement works!

Exercise 1.8:  What is the two's complement representation of

“+12772

Exercise 1.9: What is the two's complement representation of
-]1287?

Let us now add +4 and —3 (the subtraction is performed by add-
ing the two's complement;:

+4 is 00000100
~31is 11111101

The result is: (1} 00000001

If we ignore the carry, the result is 00000001, i.e., “1"” in decimal.
This is the correct result. Without giving the complete mathe-
matical proof, let us simply state that this representation does
work. In two’s complement, it is possible to add or subtract signed
numbers regardless of the sign. Using the usual rules of binary addi-
tion, the result comes out correctly, including the sign. The carry
is ignored. This is a very significant advantage. 1f it were not the
case, one would have to correct the result for sign every time, caus-
ing a much slower addition or subtraction time.

For the sake of completeness, let us state that two’s complement
is simply the most convenient representation to use for simpler
processors such as microprocessors. On complex processors, other
representations may be used. For example, one's complement may
be used, but it requires special circuitry to ‘‘correct the result.”
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From this point on, all signed integers will implicitly be represented
internally in two’s complement notation. See Fig. 1.3 for a table of
two’s complement numbers.

Exercise 1.10: What are the smallest and the largest numbers
which one may represent in two's complement notation, using only
one byte?

Exercise 1.11: Compute the two'’s complement of 20. Then com-
pute the two’s complement of your result. Do you find 20 again?

The following examples will serve to demonstrate the rules of two’s
complement. In particular, C denotes a possible carry (or borrow)
condition. (It is bit 8 of the result.)

V denotes a two's complement overflow, i.e., when the sign of the
result is changed ‘“‘accidentally’’ because the numbers are too
large. It is an essentially internal carry from bit 6 into bit 7 (the
sign bit). This will be clarified below.

Let us now demonstrate the role of the carry “C’’ and the overflow
3 (V ERs .
The Carry C

Here is an example of a carry:

{128) 10000000
+(129) 410000001

(257) = (1) 00000001

where (1) indicates a carry.

The result requires a ninth bit (bit ““8”, since the right-most bit is
“0"). It is the carry bit.

If we assume that the carry is the ninth bit of the result, we
recognize the result as being 100000001 = 257.

However, the carry must be recognized and handled with care.
Inside the microprocessor, the registers used to hold information
are generally only eight-bit wide:When storing the result, only bits 0 to
7 will be preserved.

A carry, therefore, always requires special action: it must be
detected by special instructions, then processed. Processing the
carry means either storing it somewhere (with a special instruc-
tion), or ignoring it, or deciding that it is an error (if the largest
authorized result is “11111111").
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2’s complement 2’s complement
+ code - code
+127 011111t —128 10000000
+ 126 01111110 - 127 10000001
+ 125 01111101 ~ 126 10000010
—125 1000001 1
+ 65 01000001 ~ 65 10111111
+64 01000000 - 64 11000000
+63 00111111 —63 11000001
+33 00100001 -33 11011111
+32 (0100000 -32 11100000
+31 00011111 - 31 11100001
+ 17 00010001 —-17 11101111
+ 16 00010000 - 16 11110000
+15 00001111 - 15 11110001
+ 14 00001110 - 14 11110010
+13 00001101 - 13 11110011
+12 00001100 -12 11110100
+11 00001011 ~11 11110101
+10 00001010 -~ 10 11110110
+9 00001001 -9 11110111
+8 00001000 ~8 11111000
+7 00000111 -7 11111001
+6 00000110 -6 11111010
+5 00000101 -3 11111011
+4 00000100 -4 11111100
+3 00000011 -3 11111101
+2 00000010 -2 HI111110
+ 1 00000001 -1 IBERRERE!
+0 00000000

Fig. 1.3: 2’s Complement Table
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Overflow V
Here is an example of overflow:
bit 6
bit 7
01000000 (64)
-+01000001 +(65)
= 10000001 =(—127)

An internal carry has been generated from bit 6 into bit 7. This is
called an overflow.

The result is now negative, ‘‘by accident.” This situation must
be detected, so that it can be corrected.

Let us examine another situation:

11111111 (—1)
+11111111 +(—1)
={1) 11111110 =(—-2)
N
carry

In this case, an internal carry has been generated from bit 6 into
bit 7, and also from bit 7 into bit 8 (the formal ‘‘Carry”’ C we have
examined in the preceding section}. The rules of two's complement
arithmetic specify that this carry should be ignored. The result is
then correct.

This is because the carry from bit 6 into bit 7 did not change the
sign bit.

This is not an overflow condition. When operating on negative
numbers, the overflow is not simply a carry from bit 6 into bit 7.
Let us examine one more example.

11000000 (—64)
+10111111 (—65)

={1) 01111111 (+127)

carry

This time, there has been no internal carry from bit 6 into bit 7, but
there has been an external carry. The result is incorrect, as bit 7
has been changed. An overflow condition should be indicated.
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Overflow will occur in four situations:

1—adding large positive numbers

2—adding large negative numbers

3--subtracting a large positive number from a large negative
number

4—subtracting a large negative number from a large positive
number,

Let us now improve our definition of the overflow:;

Technically, the overflow indicator, a special bit reserved for this
purpose, and called a “‘flag,”” will be set when there is a carry from
bit 6 into bit 7 and no external carry, or else when there is no carry
from bit 6 into bit 7 but there is an external carry. This indicates
that bit 7, i.e., the sign of the result, has been accidentally
changed. For the technically-minded reader, the overflow flag is
set by Exclusive ORing the carry-in and carry-out of bit 7 (the sign
bit). Practically every microprocessor is supplied with a special
overflow flag to automatically detect this condition, which re-
quires corrective action.

Overflow indicates that the result of an addition or a subtraction
requires more bits than are available in the standard eight-bit
register used to contain the result.

The Carry and the Querflow

The carry and the overflow bits are called ‘‘flags.” They are pro-
vided in every microprocessor, and in the next chapter we will
learn to use them for effective programming. These two indicators
are located in a special register called the flags or ‘‘status”
register. This register also contains additional indicators whose
function will be clarified in Chapter 4.

Examples

Let us now illustrate the operation of the carry and the overflow
in actual examples. In each example, the symbol V denotes the
overflow, and C the carry.

If there has been no overflow, V = 0. If there has been an
overflow, V = 1 (same for the carry C). Remember that the rules of
two's complement specify that the carry be ignored. (The
mathematical proof is not supplied here.)
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Positive-Positive

00000110 (+6)
{+

+ 00001000 8)
= 00001110 (-+14) V:0 C:0
(CORRECT)

Positive-Positive with Overflow

01111111 (+127)

+ 00000001 {(+1)

= 10000000 (—128) V:1 C:0

The above is invalid because an overflow has occurred.
(ERROR)

Positive-Negative (result positive)

00000100 (+4)
+ 11111110 (~2)

=(1)00000010 (+2) V:0 C:1 (disregard)
{CORRECT)
Positive-Negative (result negative)

00000010 (+2)
+ 11111100 (—4)

= 11111110 (-—2) V:0 C:0
{CORRECT)
Negative-Negative

11111110 (~2)
+ 11111010 (—4)
=(1111111010 (—6) V:0 C:1 (disregard)
(CORRECT)

Negative-Negative with Overflow

10000001 (—127)
+ 11000010 (—62)

=(1)01000011 (67) V:1 C:1
(ERROR)
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This time an ‘“‘underflow’’ has occurred, by adding two large
negative numbers. The result would be —189, which is too large to
reside in eight bits.

Exercise 1.12:  Complete the following additions. Indicate the
result, the carry C, the overflow V, and whether the result is correct
or not:

10111111 () 11111010 ()
+11000001 () +11111001 ()
= V: C: = V: C:
0 CORRECT 0 ERROR O CORRECT O ERROR
00010000 () 01111110 ()
+01000000 ) +00101010 ()
= V: C: = V: C:
(0 CORRECT 0 ERROR [J CORRECT J ERROR

Exercise 1.13: Can you show an example of overflow when adding a
positive and a negative number? Why?

Fixed Format Representation

Now we know how to represent signed integers. However, we
have not yet resolved the problem of magnitude. If we want to
represent larger integers, we will need several bytes. In order to
perform arithmetic operations efficiently, it is necessary to use a
fixed number of bytes rather than a variable one. Therefore, once
the number of bytes is chosen, the maximum magnitude of the
number which can be represented is fixed.

Exercise 1.14: What are the largest and the smallest numbers
which may be represented in two bytes using two’s complement?

The Magnitude Problem

When adding numbers we have restricted ourselves to eight bits
because the.processor we will use operates internally on eight bits
at a time. However, this restricts us to the numbers in the range
—128 to +127. Clearly, this is not sufficient for many applications.

Multiple precision will be used to increase the number of digits
which can be represented. A two-, three-, or N-byte format may

33



PROGRAMMING THE Z80

then be used. For example, let us examine a 16-bit, ‘‘double-pre-
cision’’ format:

00000000 00000000 is “0”
00000000 00000001 is “1”

(ﬁilllll 11111111 is '32767"
11111111 11111111 is =17
11111111 11111110 is =27

Exercise 1.15: What is the largest negative integer which can be
represented in a two’s complement triple-precision format?

However, this method will result in disadvantages. When adding
two numbers, for example, we will generally have to add them
eight bits at a time. This will be explained in Chapter 3 (Basic Pro-
gramming Techniques). It results in slower processing. Also, this
representation uses 16 bits for any number, even if it could be
represented with only eight bits. It is, therefore, common to use 16
or perhaps 32 bits, but seldom more.

Let us consider the following important point: whatever the
number of bits N chosen for the two's complement representation,
it is fixed. If any result or intermediate computation should
generate a number requiring more than N bits, some bits will be
lost. The program normally retains the N left-most bits (the most
significant) and drops the low-order ones. This is called truncating
the result.

Here is an example in the decimal system, using a six digit
representation:

123456
X 1.2

246912
123456

=1481472

The result requires 7 digits! The ‘2"’ after the decimal point will be
dropped and the final result will be 148147. It has been truncated.
Usually, as long as the position of the decimal point is not lost, this
method is used to extend the range of the operations which may be
performed, at the expense of precision.

The problem is the same in binary. The details of a binary multi-
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plication will be shown in Chapter 4.

This fixed-format representation may cause a loss of precision,
but it may be sufficient for usual computations or mathematical
operations.

Unfortunately, in the case of accounting, no loss of precision is
tolerable. For example, if a customer rings up a large total on a
cash register, it would not be acceptable to have a five figure
amount to pay, which would be approximated to the dollar.
Another representation must be used wherever precision in the
result is essential. The solution normally used is BCD, or
binary-coded decimal.

BCD Representation

The principle used in representing numbers in BCD is to encode
each decimal digit separately, and to use as many bits as necessary
to represent the complete number exactly. In order to encode each
of the digits from 0 through 9, four bits are necessary. Three bits
would only supply eight combinations, and can therefore not en-
code the ten digits. Four bits allow sixteen combinations and are
therefore sufficient to encode the digits ‘0"’ through *“9”". It can
also be noted that six of the possible codes will not be used in the
BCD representation (see Fig. 1-3). This will result later on in a po-
tential problem during additions and subtractions, which we will
have to solve. Since only four bits are needed to encode a BCD

BCD BCD
CODE SYMBOL CODE SYMBOL

0000 0 1000 8
0001 I 1001 9
0010 2 1010 unused
0011 3 1011 unused
0100 4 1100 unused
0101 5 1101 unused
0110 6 1110 unused
011t 7 1111 unused

Fig. 1.4: BCD Table
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digit, two BCD digits may be encoded in every byte. This is called
“packed BCD.”

As an example, ‘00000000 will be 00" in BCD. *10011001"
will be 99",

A BCD code is read as follows:
0010 0001
BCD digit 2"
BCD digit “1" <=———
BCD number <217
Exercise 1.16: What is the BCD representation for 29’2 ‘91’2
Exercise 1.17:  Is *'10100000" a valid BCD representation? Why?

As many bytes as necessary will be used to represent all BCD
digits. Typically, one or more nibbles will be used at the beginning
of the representation to indicate the total number of nibbles, i.e.,
the total number of BCD digits used. Another nibble or byte will
be used to denote the position of the decimal point. However, con-
ventions may vary.

Here is an example of a representation for multibyte BCD in-
tegers:

[ l 3 } + | 2 2 ] 1 J(3bytes)
! —— T TN T e
nujber l’ number ‘221"
of digits "

(up to 255} sign

This represents +221
{The sign may be represented by 0000 for 4+, and 0001 for —, for
example.)

Exercise 1.18: Using the same convention, represent ‘‘—23123"
Show it in BCD format, as above, then in binary.

Exercise 1.19: Show the BCD for *'222’" and ‘111", then for the re-
sult of 222 X 111. (Compute the result by hand, then show it in the
above representation.)

The BCD representation can easily accommodate decimal
numbers.
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For example, +2.21 may be represented by:

13 [ 2 | +] 2 | 2 1|
N -
| | |
3 digits “"is on the -+

left of digit 2

The advantage of BCD is that it yields absolutely correct
results. Its disadvantage is that it uses a large amount of memory
and results in slow arithmetic operations. This is acceptable only
in an accounting environment and is normally not used in other
cases.

Exercise 1.20: How many bits are required to encode ‘“9999" in
BCD? And in two’s complement?

We have now solved the problems associated with the represen-
tation of integers, signed integers and even large integers. We
have even already presented one possible method of representing
decimal numbers, with BCD representation. Let us now examine
the problem of representing decimal numbers in a fixed length for-
mat.

Floating-Point Representation

The basic principle is that decimal numbers must be represented
with a fixed format. In order not to waste bits, the representation
will normalize all the numbers.

For example, “0.000123"" wastes three zeros on the left of the
number, which have no meaning except to indicate the position of
the decimal point. Normalizing this number results in .123 X 10-.
123" is called a normalized mantissa, “‘—3"" is called the expo-
nent. We have normalized this number by eliminating all the meaning-
less zeros on the left of it and adjusting the exponent.

Let us consider another example:

22.1 is normalized as .221 x 10?

or M X 10E where M is the mantissa, and E is the exponent.
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It can be readily seen that a normalized number is characterized
by a mantissa less than 1 and greater or equal to .1 in all cases
where the number is not zero. In other words, this can be repre-
sented mathematically by:

A<M<lorl0ts M<10°
Similarly, in the binary representation:

21 M<2° (or .5<MK<1)
Where M is the absolute value of the mantissa (disregarding the
sign).
For example:

111.01 is normalized as: .11101 X 23,

The mantissa is 11101.

The exponent is 3.

Now that we have defined the principle of the representation,
let us examine the actual format. A typical floating-point represen-
tation appears below.

31 24 23 16 15 8 7 0
I T T
s EXP S M A N T I S S A
1 | I

Fig. 1.5: Typical Floating-Point Representation

In the representation used in this example, four bytes are used
for a total of 32 bits. The first byte on the left of the illustration is
used to represent the exponent. Both the exponent and the man-
tissa will be represented in two’'s complement. As a result, the
maximum exponent will be —128. ‘S in Fig. 1-5 denotes the sign
bit.

Three bytes are used to represent the mantissa. Since the first
bit in the two's complement representation indicates the sign, this
leaves 23 bits for the representation of the magnitude of the man-
tissa.
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Exercise 1.21: How many decimal digits can the mantissa repre-
sent with the 23 bits?

This is only one example of a floating point representation. It is
possible to use only three bytes, or it is possible to use more. The
four-byte representation proposed above is just a common one
which represents a reasonable compromise in terms of accuracy,
magnitude of numbers, storage utilization, and efficiency in
arithmetic operation.

We have now explored the problems associated with the rep-
resentation of numbers and we know how to represent them in in-
teger form, with a sign, or in decimal form. Let us now examine
how to represent alphanumeric data internally.

Representing Alphanumeric Data

The representation of alphanumeric data, i.e. characters, is com-
pletely straightforward: all characters are encoded in an eight-bit
code. Only two codes are in general use in the computer world, the
ASCII Code, and the EBCDIC Code. ASCII stands for *‘ American
Standard Code for Information Interchange,”” and is universally
used in the world of microprocessors. EBCDIC is a variation of
ASCII used by IBM, and therefore not used in the microcomputer
world unless one interfaces to an IBM terminal.

Let us briefly examine the ASCII encoding. We must encode 26
letters of the alphabet for both upper and lower case, plus 10
numeric symbols, plus perhaps 20 additional special symbols. This
can be easily accomplished with 7 bits, which allow 128 possible
codes. (See Fig.1-6.) All characters are therefore encoded in 7 bits.
The eighth bit, when it is used, is the parity bit. Parity is a tech-
nique for verifying that the contents of a byte have not been ac-
cidentally changed. The number of 1’s in the byte is counted and
the eighth bit is set to one if the count was odd, thus making the
total even. This is called even parity. One can also use odd parity,
i.e. writing the eighth bit (the left-most) so that the total number of
1's in the byte is odd.

Example: let us compute the parity bit for ‘0010011 using even
parity. The number of 1's is 3. The parity bit must therefore be a 1
so that the total number of bits is 4, ie. even. The result is
10010011, where the leading 1 is the parity bit and 0010011 iden-
tifies the character.
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The table of 7-bit ASCII codes is shown in Fig. 1-6. In practice, it
is used ‘‘as is,”’ i.e. without parity, by adding a 0 in the left-most
position, or else with parity, by adding the appropriate extra bit on
the left.

Exercise 1,27 Compute the 8-bit representation of the digits “0”
through ‘9", using even parity. (This code will be used in applica-
tion examples of Chapter 8.)

Exercise 1.23: Same for the letters “A" through “F”,

Exercise 1.24: Using a non-parity ASCII code (where the left-most
bit is *‘0”), indicate the binary contents of the 4 bytes below:

HEX __MSD 0 1 2 3 4 5 6 7
1sb | BITS | 000 001 010 011 100 101 110 111
0 0000 | NUL DLE SPACE 0 @ P - p
1 0001 | SOH  DC1 ! 1 A Q a g
2 0010 | STX  DC2 2 B R b r
3 0011 ETX  DC3 # 3 C S ¢ s
4 0100 | EOT  DC4 $ 4 D T d t
5 0101 | ENQ NAK % 5 E U e u
6 0110 | ACK  SYN & 6 F V. f v
7 0111 BEL ETB ’ 7 G W g w
8 1000 BS  CAN ( g8 H X n x
9 1001 HT EM ) 9 ! Y i y
A 1010 LF  SuB * : J z z
B 1011 VT  ESC + : K { K {
c 1100 FF FS , < L\ Lo
D 1101 CR GS - = M 1 m }
E 1110 S0 RS : > N A N .
F 1111 S| us / ? O &« o DEL

Fig. 1.6: ASCII Conversion Table

(see Appendix B for abbreviations)

In specialized situations such as telecommunications, other
codings may be used such as error-correcting codes. However they
are beyond the scope of this book.
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We have examined the usual representations for both program
and data inside the computer. Let us now examine the possible ex-
ternal representations.

EXTERNAL REPRESENTATION OF INFORMATION

The external representation refers to the way information is pre-
sented to the user, i.e. generally to the programmer. Information
may be presented externally in essentially three formats: binary,
octal or hexadecimal and symbolic.

1. Binary

It has been seen that information is stored internally in bytes,
which are sequences of eight bits (0’s or 1's). It is sometimes
desirable to display this internal information directly in its binary
format and this is called binary representation. One simple exam-
ple is provided by Light Emitting Diodes (LEDs) which are essen-
tially miniature lights, on the front panel of the microcomputer. In
the case of an eight-bit microprocessor, a front panel will typically
be equipped with eight LEDs to display the contents of any inter-
nal register. (A register is used to hold eight bits of information
and will be described in Chapter 2). A lighted LED indicates a one.
A zero is indicated by an LED which is not lighted. Such a binary
representation may be used for the fine debugging of a complex
program, especially if it involves input/output, but is naturally
impractical at the human level. This is because in most cases, one
likes to look at information in symbolic form. Thus ‘9" is much
easier to understand or remember than “1001"". More convenient
representations have been devised, which improve the person-
machine interface.

2. Octal and Hexadecimal

“Octal” and *‘hexadecimal’’ encode respectively three and four
binary bits into a unique symbol. In the octal system, any
combination of three binary bits is represented by a number be-
tween 0 and 7.

“Octal’’ is a format using three bits, where each combination of
three bits is represented by a symbol between 0 and 7:
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binary | octal

000
001
010
011
100
101
110
111

1O U WO

Fig. 1.7: Octal Symbols

For example, “00 100 100" binary is represented by:

v v v
0 4 4

or ‘044" in octal.

Another example: 11 111 111 is:
v v v
3 7 7

or “377" in octal.

117

Conversely, the octal 211"’ represents:
010 001 001
or ‘‘10001001" binary.

Octal has traditionally been used on older computers which were
employing various numbers of bits ranging from 8 to perhaps 64.
More recently, with the dominance of eight-bit microprocessors,
the eight-bit format has become the standard, and another more
practical representation is used. This is hexadecimal.

In the hexdecimal representation, a group of four bits is en-
coded as one hexadecimal digit. Hexadecimal digits are
represented by the symbols from 0 to 9, and by the letters A, B, C,
D, E. F. For example, “0000” is represented by 0", “0001” is
represented by ‘1" and ““1111" is represented by the letter “F”
(see Fig. 1-8).
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DECIMAL BINARY HEX OCTAL
0 0000 0 0
1 0001 1 1
2 0010 2 2
3 0011 3 3
4 0100 4 4
5 0101 5 5
8 0110 6 6
7 0111 7 7
8 1000 8 10
9 1001 9 11
10 1010 A 12
11 1011 B 13
12 1100 c 14
13 1101 D 15
14 1110 E 16
15 1111 F 17

Fig. 1.8: Hexadecimal Codes
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Example: 1010 0001 in binary is represented by
N

A 1 in hexadecimal.

Exercise 1.25: What is the hexadecimal representation of
$101010102°

Exercise 1.26: Conversely, what is the binary equivalent of “FA”
hexadecimal?

Exercise 1.27: What is the octal of “‘01000001"?

Hexadecimal offers the advantage of encoding eight bits into on-
ly two digits. This is easier to visualize or memorize and faster to
type into a computer than its binary equivalent. Therefore, on
most new microcomputers, hexadecimal is the preferred method of
representation for groups of bits.

Naturally, whenever the information present in the memory has
a meaning, such as representing text or numbers, hexadecimal is
not convenient for representing the meaning of this information
when it is brought out for use by humans.

Symbolic Representation

Symbolic representation refers to the external representation of
information in actual symbolic form. For example, decimal num-
bers are represented as decimal numbers, and not as sequences of
hexadecimal symbols or bits. Similarly, text is represented as
such. Naturally, symbolic representation is most practical to the
user. It is used whenever an appropriate display device is
available, such as a CRT display or a printer. (A CRT display is a
television-type screen used to display text or graphics.) Unfortu-
nately, in smaller systems such as one-board microcomputers, it is
uneconomical to provide such displays, and the user is restricted
to hexadecimal communication with the computer.

Summary of External Representations

Symbolic representation of information is the most desirable
since it is the most natural for a human user. However, it requires
an expensive interface in the form of an alphanumeric keyboard,
plus a printer or a CRT display. For this reason, it may not be
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available on the less expensive systems. An alternative type of rep-
resentation is then used, and in this case hexadecimal is the domi-

nant representation. Only in rare cases relating to fine de-bugging
at the hardware or the software level is the binary representation

used. Binary directly displays the contents of registers of memory
in binary format.

(The utility of a direct binary display on a front panel has always
been the subject of a heated emotional controversy, which will not
be debated here.)

We have seen how to represent information internally and exter-
nally. We will now examine the actual microprocessor which will
manipulate this information.

Additional Exercises
Exercise 1.28: What is the advantage of two's complement over
other representations used to represent signed numbers?

Exercise 1.29: How would you represent *'1024" in direct binary?
Signed binary? Two's complement?

Exercise 1.30: What is the V-bit? Should the programmer test it
after an addition or subtraction?

Exercise 1.31: Compute the two's complement of *“+16", “+177,
lt+18”' §¢~16V1, l&~177’, t(_18’?‘

Exercise 1.32; Show the hexadecimal representation of the follow-
ing text, which has been stored internally in ASCII format, with
no parity: = “MESSAGE".
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280 HARDWARE ORGANIZATION

INTRODUCTION

In order to program at an elementary level, it is not necessary to
understand in detail the internal structure of the processor that one is
using. However, in order to do efficient programming, such an
understanding is required. The purpose of this chapter is to present the
basic hardware concepts necessary for understanding the operation of
the Z80 system. The complete microcomputer system includes not only
the microprocessor unit (here the Z80), but also other components.
This chapter presents the Z80 proper, while the other devices (mainly
input/output) will be presented in a separate chapter (Chapter 7).

We will review here the basic architecture of the microcomputer
system, then study more closely the internal organization of the Z80.
We will examine, in particular, the various registers. We will then study
the program execution and sequencing mechanism. From a hardware
standpoint, this chapter is only a simplified presentation. The reader in-
terested in gaining detailed understanding is referred to our book ref.
C201 (*‘Microprocessors,’” by the same author).

The Z80 was designed as a replacement for the Intel 8080, and to of-
fer additional capabilities. A number of references will be made in this
chapter to the 8080 design.

SYSTEM ARCHITECTURE

The architecture of the microcomputer system appears in Figure 2.1,
The microprocessor unit (MPU), which will be a Z80 here, appears on
the left of the illustration. It implements the functions of a central-
processing unit (CPU) within one chip: it includes an arithmetic-logical
unit (ALU), plus its internal registers, and a contro! unit (CU), in
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charge of sequencing the system. Its operation will be explained in this
chapter.

=T (=%

: 280 ROM | | RAM PIO

e eirft

ADDRESS BUS
< CONIROL  BUS

PORT A

PORT B

yy |

f‘t/v\(— :
A
w
—
ool F—OE MR
RD

VvV

TS GND

Fig. 2.1: Standard Z80 System

The MPU creates three buses: an 8-bit bidirectional data bus, which
appears at the top of the illustration, a 16-bit unidirectional address
bus, and a contro!l bus, which appears at the bottom of the illustration.
Let us describe the function of each of the buses.

The data bus carries the data being exchanged by the various ele-
ments of the system. Typically, it will carry data from the memory to
the MPU or from the MPU to the memory or from the MPU to an in-
put/output chip. (An input/output chip is a component in charge of
communicating with an external device.)

The address bus carries an address generated by the MPU, which will
select one internal register within one of the chips attached to the
system. This address specifies the source, or the destination, of the data
which will transit along the data bus.

The control bus carries the various synchronization signals required
by the system.

Having described the purpose of buses, let us now connect the addi-
tional components required for a complete system.

Every MPU requires a precise timing reference, which is supplied by
a clock and a crystal. In most ‘‘older’” microprocessors, the clock-oscil-
lator is external to the MPU and requires an extra chip. In most recent
microprocessors, the clock-oscillator is usually incorporated within the
MPU. The quartz crystal, however, because of its bulk, is always exter-
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nal to the system. The crystal and the clock appear on the left of the
MPU box in Figure 2.1.

Let us now turn our attention to the other elements of the system.
Going from left to right on the illustration, we distinguish:

The ROM is the read-only memory and contains the program for the
system. The advantage of the ROM memory is that its contents are per-
manent and do not disappear whenever the system is turned off. The
ROM, therefore, always contains a bootstrap or a monitor program
(their function will be explained later) to permit initial system opera-
tion. In a process-control environment, nearly all the programs will
reside in ROM, as they will probably never be changed. In such a case,
the industrial user has to protect the system against power failures; pro-
grams must not be volatile. They must be in ROM.

However, in a hobbyist environment, or in a program-development
environment (when the programmer tests his program), most of the
programs will reside in RAM so that they can be easily changed. Later,
they may remain in RAM, or be transferred into ROM, if desired.
RAM, however, is volatile. Its contents are lost when power is turned
off.

The RAM (random-access memory) is the read/write memory for the
system. In the case of a control system, the amount of RAM will
typically be small (for data only). On the other hand, in a program-
development environment, the amount of RAM will be iarge, as it will
contain programs plus development software. All RAM contents must
be loaded prior to use from an external device.

Finally the system will contain one or more interface chips so that it
may communicate with the external world. The most frequently used
interface chip is the P1O or parallel input/output chip. 1t is the one
shown on the illustration. This PIO, like all other chips in the system,
connects to all three buses and provides at least two 16-bit ports for
communication with the outside world. For more details on how an ac-
tual P10 works, refer to book C201 or, for specifics of the Z80 system,
refer to Chapter 7 (Input/Output Devices).

All the chips are connected to all three buses, including the control
bus. However, to clarify the illustration, the connections between the
control bus and these various chips are not shown on the diagram.

The functional modules which have been described need not
necessarily reside on a single LSI chip. In fact, we could use combina-
tion chips, which may include both PIO and a limited amount of ROM
or RAM.

Still more components will be required to build a real system. In par-
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ticular, the buses usually need to be buffered. Also, decoding logic may
be used for the memory RAM chips, and, finally, some signals may
need to be amplified by drivers. These auxiliary circuits will not be
described here as they are not relevant to programming. The reader in-
terested in specific assembly and interfacing techniques is referred to
book C207 ‘‘Microprocessor Interfacing Techniques.”

INSIDE A MICROPROCESSOR

The large majority of all microprocessor chips on the market today
implement the same architecture. This ‘“‘standard’’ architecture will be
described here. It is shown in Figure 2.2. The modules of this standard
microprocessor will now be detailed, from right to left.

EXTERNAL DATA BUS
INTERNAL BUS {} (8 BITS)

L
T ¢ 3
| :
:
T
E
[%}

K
y

ACCUMULATORS

5P PC

ZZ IO ) GO 3D

FOD“EOO

{ L

e i oy
l———j 8 BIT DATA

REGISTERS

EXTERNAL
ADDRESS BUS
(16 BITS)

Fig. 2.2: ‘‘Standard’* Microprocessor Architecture

The control box on the right represents the control unit which syn-
chronizes the entire system. Its role will be clarified within the re-
mainder of this chapter.
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The ALU performs arithmetic and logic operations. A special
register equips one of the inputs of the ALU, the left input here. It is
called the accumulator. (Several accumulators may be provided.) The
accumulator may be referenced both as input and output (source and
destination) within the same instruction.

The ALU must also provide shift and rotate facilities.

A shift operation consists of moving the contents of a byte by one or
more positions to the left or to the right. This is illustrated in Figure
2.3. Each bit has been moved to the left by one position. The details of
shifts and rotations will be presented in the next chapter.

SHIFT LEFT

LN DN DD Y

( CARRY

ROTATE LEFT

L DN DN D D D 4

G UL D

Fig. 2.3: Shift and Rotate

The shifter may be on the ALU output, as illustrated in Figure 2.2, or
may be on the accumulator input.

To the left of the ALU, the flags or status register appear. Their role
is to store exceptional conditions within the microprocessor. The con-
tents of the flags register may be tested by specialized instructions, or
may be read on the internal data bus. A conditional instruction will
cause the execution of a new program, depending on the value of one of
these bits,

The role of the status bits in the Z80 will be examined later in this
chapter.
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Setting Flags

Most of the instructions executed by the processor will modify some
or all of the flags. It is important to always refer to the chart provided
by the manufacturer listing which bits will be modified by the instruc-
tions. This is essential in understanding the way a prc¢ gram is being ex-
ecuted. Such a chart for the Z80 is shown in the Appendix.

The Registers

Let us look now at Figure 2.2. On the left of the illustration, the
registers of the microprocessor appear. One can distinguish the general
purpose registers and the address registers.

The General-Purpose Registers

General-purpose registers must be provided in order for the ALU to
manipulate data at high speed. Because of restrictions on the number of
bits which it is reasonable to provide within an instruction, the number
of (directly addressable) registers is usually limited to fewer than eight.
Each of these registers is a set of eight flip-flops, connected to the
bidirectional internal data bus. These eight bits can be transferred
simultaneously to or from the data bus. The implementation of these
registers in MOS flip-flops provides the fastest level of memory
available, and their contents can be accessed within tens of
nanoseconds.

Internal registers are usually labelled from 0 to n. The role of these
registers is not defined in advance: they are said to be ‘‘general
purpose.”’ They may contain any data used by the program.

These general-purpose registers will normally be used to store eight-
bit data. On some microprocessors, facilities exist to manipulate two of
these registers at a time. They are then called ‘‘register pairs.”’ This ar-
rangement facilitates the storage of 16-bit quantities, whether data or
addresses.

The Address Registers

Address registers are 16-bit registers intended for the storage of ad-
dresses. They are also often called data counters or pointers. They are
double registers, i.e., two eight-bit registers. Their essential
characteristic is to be connected to the address bus. The address
registers create the address bus. The address bus appears on the left and
the bottom part of the illustration in Figure 2.4.
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The only way to load the contents of these 16-bit registers is via the
data bus. Two transfers will be necessary along the data bus in order to
transfer 16 bits. In order to differentiate between the lower half and the
higher half of each register, they are usually labelled as L (low) or H
(high), denoting bits 0 through 7, and 8 through 15 respectively. This
label is used whenever it is necessary to differentiate the halves of these
registers. At least two address registers are present within most
microprocessors. ‘‘MUX’’ in Fig. 2.4 stands for multiplexer.

DATA BUS (8)
HUX
INDEX ' REGISTER
4 16-8IT
STACK | POINTER ADDRESS REGISTERS
PROGRAM ! COUNTER

| mx |

ADDRESS BUS (16)

)

Fig. 2.4: The 16-bit Address Registers Create the Address Bus

Program Counter (PC)

The program counter must be present in any processor. It contains
the address of the next instruction to be executed. The presence of the
program counter is indispensable and fundamental to program execu-
tion. The mechanism of program execution and the automatic sequenc-
ing implemented with the program counter will be described in the next
section. Briefly, execution of a program is normally sequential. In
order to access the next instruction, it is necessary to bring it from the
memory into the microprocessor. The contents of the PC will be
deposited on the address bus, and transmitted towards the memory.
The memory will then read the contents specified by this address and
send back the corresponding word to the MPU. This is the instruction.
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In a few exceptional microprocessors, such as the two-chip F8, there is
no PC on the microprocessor. This does not mean that the system does
not have a program counter. The PC happens to be implemented direct-
ly on the memory chip, for reasons of efficiency.

Stack Pointer (SP)

The stack has not been introduced yet and will be described in the
next section. In most powerful, general-purpose microprocessors, the
stack is implemented in ‘‘software,” i.e., within the memory. In order
to keep track of the top of this stack within the memory, a 16-bit
register is dedicated to the stack pointer or SP. The SP contains the ad-
dress of the top of the stack within the memory. It will be shown that
the stack is indispensable for interrupts and for subroutines.

Index Register (1.X)

Indexing is a memory-addressing facility which is not always pro-
vided in microprocessors. The various memory-addressing techniques
will be described in Chapter 5. Indexing is a facility for accessing blocks
of data in the memory with a single instruction. An index register will
typically contain a displacement which will be automatically added to a
base (or it might contain a base which would be added to a displace-
ment). In short, indexing is used to access any word within a block of
instructions.

The Stack

A stack is formally called an LIFO structure (last-in, first-out). A
stack is a set of registers, or memory locations, allocated to this data
structure. The essential characteristic of this structure is that it is a
chronological structure. The first element introduced into the stack is
always at the bottom of the stack. The element most recently deposited
in the stack is on the top of the stack. The analogy can be drawn with a
stack of plates on a restaurant counter. There is a hole in the counter
with a spring in the bottom. Plates are piled up in the hole. With this
organization, it is guaranteed that the plate which has been put first in
the stack (the oldest) is always at the bottom. The one that has been
placed most recently on the stack is the one which is on top of it. This
example also illustrates another characteristic of the stack. In normal
use, a stack is only accessible via two instructions: ‘‘push’ and ‘“pop”’
(or “‘pull”’). The push operation results in depositing one element on
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top of the stack (two in the case of the Z80). The pull operation consists
of removing one element from the stack. In the case of a
microprocessor, it is the accumulator that will be deposited on top of
the stack. The pop will result in a transfer of the top element of the
stack into the accumulator. Other specialized instructions may exist to
transfer the top of the stack between other specialized registers, such as
the status register. The Z80 is more versatile than most in this respect.

The availability of a stack is required to implement three program-
ming facilities within the computer system: subroutines, interrupts, and
temporary data storage. The role of the stack during subroutines will be
explained in Chapter 3 (Basic Programming Techniques). The role of
the stack during interrupts will be explained in Chapter 6 (Input/Out-
put Techniques). Finally, the role of the stack in saving data at high
speed will be explained during specific application programs.

We will simply assume at this point that the stack is a required facility
in every computer system. A stack may be implemented in two ways:

1. A fixed number of registers may be provided within the micro-
processor itself. This is a ‘‘hardware stack.’” It has the advantage of
high speed. However, it has the disadvantage of a limited number of
registers.

2. Most general-purpose microprocessors choose another approach,
the software stack, in order not to restrict the stack to a very small
number of registers. This is the approach chosen in the Z80. In the soft-
ware approach, a dedicated register within the microprocessor, here
register SP, stores the stack pointer, i.e., the address of the top ¢lement
of the stack (or, sometimes, the address of the top element of the stack
plus one). The stack is then implemented as an area of memory. The
stack pointer will therefore require 16 bits to point anywhere in the
memory.

MICROPROCESSOR 7  MEMORY 0

o T T T T S — han |

REGISTER

|
|
7 j 0 |
| pusH
I
1
|
|

4

15 0

ADDRESS

STACK
BASE

Fig. 2.5: The Two-Stack Manipulation Instructions
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The Instruction Execution Cycle

Let us refer now to Figure 2.6. The microprocessor unit appears on
the left, and the memory appears on the right. The memory chip may be
a ROM or a RAM, or any other chip which happens to contain
memory. The memory is used to store instructions and data. Here, we
will fetch one instruction from the memory to illustrate the role of the
program counter. We assume that the program counter has valid con-
tents. It now holds a 16-bit address which is the address of the next in-
struction to fetch in the memory. Every processor proceeds in three
cycles:

1-—fetch the next instruction
2—decode the instruction
3—execute the instruction

Fetch

Let us now follow the sequence. In the first cycle, the contents of the
program counter are deposited on the address bus and gated to the
memory (on the address bus). Simultaneously, a read signal may be
issued on the control bus of the system, if required. The memory will
receive the address. This address is used to specify one location within
the memory. Upon receiving the read signal, the memory will decode
the address it has received, through internal decoders, and will select
the location specified by the address. A few hundred nanoseconds later,
the memory will deposit the eight-bit data corresponding to the
specified address on its data bus. This eight-bit word is the instruction
that we want to fetch. In our illustration, this instruction will be
deposited on top of the data bus.

Let us briefly summarize the sequencing: the contents of the program
counter are output on the address bus. A read signal is generated. The
memory cycles, and perhaps 300 nanoseconds later, the instruction at
the specified address is deposited on the data bus (assuming a single
byte instruction). The microprocessor then reads the data bus and
deposits its contents into a specialized internal register, the IR register.
The IR is the instruction register: it is eight-bits wide and is used to con-
tain the instruction just fetched from the memory. The fetch cycle is
now completed. The 8 bits of the instruction are now physically in the
special internal register of the MPU, the IR register. The IR appears on
the left of Figure 2.7. It is not accessible to the programmer.
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‘ PC: | INSTRUCTION
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ADDRESS BUS
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Fig. 2.6: Fetching an Instruction from the Memory

Decoding and Execution

Once the instruction is contained in IR, the control unit of the
microprocessor will decode the contents and will be able to generate the
correct sequence of internal and external signals for the execution of the
specified instruction. There is, therefore, a short decoding delay fol-
lowed by an execution phase, the length of which depends on the nature
of the instruction specified. Some instructions will execute entirely
within the MPU. Other instructions will fetch or deposit data from or
into the memory. This is why the various instructions of the MPU re-
quire various lengths of time to execute. This duration is expressed as a
number of (clock) cycles. Refer to the Appendix for the number of

MEMORY
MPU DATA BUS 7 o

7

ADORESS BUS

Fig. 2.7: Automatic Sequencing
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cycles required by each instruction. Since various clock rates may be
used, speed of execution is normally expressed in number of cycles
rather than in number of nanoseconds.

EXTERNAL JNTERNAL DATA BUS
S

g g L
ACCUMULATOR

R@ R1 Ry
REGISTERS

RESULT (DESTINATION) BUS
Fig. 2.8: Single-Bus Architecture

Fetching the Next Instruction

We have described how, using the program counter, an instruction
can be fetched from the memory. During the execution of a program,
instructions are fetched in sequence from the memory. An automatic
mechanism must therefore be provided to fetch instructions in se-
quence. This task is performed by a simple incrementer attached to the
program counter. This is illustrated in Figure 2.7. Every time that the
contents of the program counter (at the bottom of the illustration) are
placed on the address bus, its contents will be incremented and written
back into the program counter. As an example, if the program counter
contained the value ‘“0”’, the value “‘0’’ would be output onthe address
bus. Then the contents of the program counter would be incremented
and the value *‘1°’ would be written back into the program counter. In
this way, the next time that the program counter is used, it is the in-
struction at address 1 that will be fetched. We have just implemented an
qutomatic mechanism for sequencing instructions.

It must be stressed that the above descriptions are simplified. In reali-
ty, some instructions may be two- or even three-bytes long, so that suc-
cessive bytes will be fetched in this manner from the memory. However,
the mechanism is identical. The program counter is used to fetch
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successive bytes of an instruction as well as to fetch successive instruc-
tions themselves. The program counter, together with its incrementer,
provides an automatic mechanism for pointing to successive memory:
locations.
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Fig. 2.9: Execution of an Addition—R0 into ACC
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Fig. 2.10: Addition—Second Register R1 into ALU
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We will now execute an instruction within the MPU (see Figure 2.8).
A typical instruction will be, for example: RO = RO + R1. This means:
““ADD the contents of RO and R1, and store the results in R0.”” To per-
form this operation, the contents of RO will be read from register RO,
carried via the single bus to the left input of the ALU, and stored in the
buffer register there. R1 will then be selected and its contents will be
read onto the bus, then transferred to the right input of the ALU. This
sequence is illustrated in Figures 2.9 and 2.10. At this point,
the right input of the ALU is conditioned by R1, and the left
input of the ALU is conditioned by the buffer register, containing the
previous value of RO. The operation can be performed. The addition is
performed by the ALU, and the results appear on the ALU output, in
the lower right-hand corner of Fig. 2.11. The results will be deposited
on the single bus, and will be propagated back to RO. This means, in
practice, that the input latch of RO will be enabled, so that data can be
written into it. Execution of the instruction is now complete. The
results of the addition are in RO. It should be noted that the contents of
R1 have not been modified by this operation. This is a general prin-
ciple: the contents of a register, or of any read/write memory, are not
modified by a read operation.

The buffer register on the left input of the ALU was necessary in
order to memorize the contents of RO, so that the single bus could be
used again for another transfer. However, a problem remains.

EXTERNAL INTERNAL DATA BUS
S 7 7

BU A
T 07
, %
7 ACCUMULATOR
/ / RO R1

/ ALU

R Al R STATUS R+R1
ACC + R1—= RO

Fig. 2.11: Result Is Generated and Goes into R0
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The Critical Race Problem

The simple organization shown in Figure 2.8 will not function cor-
rectly.

Question: What is the timing problem?

Answer: The problem is that the result which will be propagated out
of the ALU will be deposited back on the single bus. It will not pro-
pagate just in the direction of RO, but along all of the bus. In particular,
it will recondition the right input of the ALU, changing the result coming
out of it a few nanoseconds later. This is a critical race. The output of
the ALU must be isolated from its input (see Figure 2.12).

Several solutions are possible which will isolate the input of the ALU
from the output. A buffer register must be used. The buffer register
could be placed on the output of the ALU, or on its input. It is usually
placed on the input of the ALU. Here it would be placed on its right in-
put. The buffering of the system is now sufficient for a correct opera-
tion. It will be shown later in this chapter that if the left register which
appears in this illustration is to be used as an accumulator (permitting
the use of one-byte long instructions), then the accumulator will require
a buffer too, as shown in Figure 2.13.
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Fig. 2.12: The Critical Race Problem
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Fig. 2.13: Two Buffers Are Required

INTERNAL ORGANIZATION OF THE 780

The terms necessary in order to understand the internal elements of
the microprocessor have been defined. We will now examine in more
detail the Z80 itself, and describe its capabilities. The internal organiza-
tion of the Z80 is shown in Figure 2.14. This diagram presents a logical
description of the device. Additional interconnections may exist but are
not shown. Let us examine the diagram from right to left.

On the right part of the illustration, the arithmetic-logical unit (the
ALU) may be recognized by its characteristic ¢“V’’ shape. The accumu-
lator register, which has been described in the previous section, is iden-
tified as A on the right input path of the ALU. It has been shown in the
previous section that the accumulator should be equipped with a buffer
register. This is the register labeled ACT (temporary accumulator).
Here, the left input of the ALU is also equipped with a temporary
register, called TMP. The operation of the ALU will become clear in the
next section, where we will describe the execution of actual instructions.

The flags registeriscalled*‘F*’inthe Z80,and is shown on the right of the
accumnuiator register. The contents of the flags register are essentially
conditioned by the ALU, but it will be shown that some of its bits may
also be conditioned by other modules or events.

The accumulator and the flags registers are shown as double registers
labelled respectively A, A’ and F, F’. This is because the Z80 is
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equipped internally with two sets of registers: A + F, and A’ + F’.
However, only one set of these registers may be used at any one time. A
special instruction is provided to exchange the contents of A and F with
A’ and F’. In order to simplify the explanations, only A and F will be
shown on most of the diagrams which follow. The reader should
remember that he has the option of switching to the alternate register
set A’ and F’ if desired.

The role of each flag in the flags register will be described in Chapter
3 (Basic Programming Techniques).

A large block of registers is shown at the center of the illustration. On
top of the block of registers, two identical groups can be recognized.
Each one includes six registers labeled B, C, D, E, H, L. These are the
general-purpose eight-bit registers of the Z80. There are two peculiari-
ties of the Z80 with respect to the standard microprocessor which has
been described at the beginning of this chapter.

First, the Z80 is equipped with fwo banks of registers, i.e., two iden-
tical groups of 6 registers. Only six registers may be used at any one
time. However, special instructions are provided to switch between the
two banks of registers. One bank, therefore, behaves as an internal
memory, while the other one behaves as a working set of internal
registers. The possible uses of this special facility will be described in
the next chapter.

Conceptually, it will be assumed, for the time being, that there are
only six working registers, B, C, D, E, H, and L, and the second
register bank will temporarily be ignored, in order to avoid confusion.

The MUX symbol which appears above the memory bank is an ab-
breviation for multiplexer. The data coming from the internal data bus
will be gated through the multiplexer to the selected register. However,
only one of these registers can be connected to the internal data bus at
any one time.

A second characteristic of these six registers, in addition to being
general-purpose eight-bit registers, is that they are equipped with a con-
nection to the address bus. This is why they have been grouped in
pairs. For example, the contents of B and C can be gated simultaneous-
ly onto the 16-bit address bus which appears at the bottom of the illustra-
tion. As a result, this group of 6 registers may be used to store either
eight-bit data or else 16-bit pointers for memory addressing.

The third group of registers, which appears below the two previous
ones in the middle of Figure 2.14, contains four ‘“‘pure’’ address
registers. As in any microprocessor, we find the program counter (PC)
and the stack pointer (SP). Recall that the program counter contains
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the address of the next instruction to be executed.

The stack pointer points to the top of the stack in the memory. In the
case of the Z80, the stack pointer points to the last actual entry in the
stack. (In other microprocessors, the stack pointer points just above the
last entry.) Also, the stack grows “‘downwards, ’’i.e. towards the lower
addresses.

This means that the stack pointer must be decremented any time a
new word is pushed on the stack. Conversely, whenever a word is
removed (popped) from the stack, the stack pointer must be in-
cremented by one. In the case of the Z80, the ‘‘push’ and ‘‘pop”’
always involve fwo words at the same time, so that the contents of the
stack pointer will be decremented or incremented by two.

Looking at the remaining two registers of this group of four registers,
we find a new type of register which has not been described yet: two
index-registers, labeled IX (Index Register X) and 1Y (Index Register
Y). These two registers are equipped with a special adder shown as a
miniature V-shaped ALU on the right of these registers in Figure 2.14.
A byte brought along the internal data bus may be added to the con-
tents of IX or IY. This byte is called the displacement, when using an in-
dexed instruction. Special instructions are provided which will
automatically add this displacement to the contents of IX or 1Y and
generate an address. This is called indexing. It allows convenient access
to any sequential block of data. This important facility will be des-
cribed in Chapter 5 on addressing techniques.

Finally, a special box labeled ‘“ £1°" appears below and to the left of
the block of registers. This is an increment/decrement. The contents of
any of the four registers belonging to the group we have just described
(the‘‘pure-address’’ registers) may be automatically incremented. or
decremented every time they deposit an address on the internal address
bus. This is an essential facility for implementing automated program
loops, which will be described in the next section. Using this feature, it
will be possible to access successive memory locations conveniently.

Let us move now to the left of the illustration. One register pair is
shown, isolated on the left: I and R. The I register is called the interrupt-
page address register. Its role will be described in the section on inter-
rupts of Chapter 6 (Input/Output Techniques). It is used only in a
special mode where an indirect call to a memory location is generated in
response to an interrupt. The I register is used to store the high-order
part of the indirect address. The lower part of the address is supplied by
the device which generated the interrupt.
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The R register is the memory-refresh register. 1t is provided to refresh
dynamic memories automatically. Such a register has traditionally been
located outside the microprocessor, since it is associated with the
dynamic memory. It is a convenient feature which minimizes the
amount of external hardware for some types of dynamic memories. It will
not be used here for any programming purposes, as it is essentially a
hardware feature (see reference C207 ‘‘Microprocessor Interfacing
Techniques’’ for a detailed description of memory refresh techniques).
However, it is possible to use it as a software clock, for example.

Let us move now to the far left of the illustration. There the control
section of the microprocessor is located. From top to bottom, we find
first the instruction register IR, which will contain the instruction to be
executed. The IR register is totally distinct from the “‘I, R’ register pair
described above. The instruction is received from the memory via the
data bus, is transmitted along the internal data bus and is finally
deposited into the instruction register. Below the instruction register ap-
pears the decoder which will send signals to the controller-sequencer
and cause the execution of the instruction within the microprocessor
and outside it. The control section generates and manages the control
bus which appears at the bottom part of the illustration.

The three buses managed or generated by the system, i.e., the data
bus, the address bus, and the control bus, propagate outside the
microprocessor through its pins. The external connections are shown
on the right-most part of the illustration. The buses are isolated from
the outside through buffers shown in Figure 2.14,

All the logical elements of the Z80 have now been described. It is not
essential to understand the detailed operation of the Z80 in order to
start writing programs. However, for the programmer who wishes to
write efficient codes, the speed of a program and its size will depend
upon the correct choice of registers as well as the correct choice of
techniques. To make a correct choice, it is necessary to understand how
instructions are executed within the microprocessor. We will therefore
examine here the execution of typical instructions inside the Z80 to
demonstrate the role and use of the internal registers and buses.
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PROGRAMMING THE Z80

INSTRUCTION FORMATS

The Z80 instructions are listed in the Appendix. Z80 instructions may
be formated in one, two, three or four bytes. An instruction specifies
the operation to be performed by the microprocessor. From a
simplified standpoint, every instruction may be represented as an op-
code followed by an optional literal or address field, comprising one or
two words. The opcode field specifies the operation to be carried out.
In strict computer terminology, the opcode represents only those bits
which specify the operation to be performed, exclusive of the register
pointers that might be necessary. In the microprocessor world, it is con-
venient to call opcode the operation code itself, as well as any register
pointers which it might incorporate. This ‘‘generalized opcode’ must
reside in an eight-bit word for efficiency (this is the limiting factor on
the number of instructions available in a microprocessor).

The 8080 uses instructions which may be one, two, three, bytes long
(see Figure 2.15). However, the Z80 is equipped with additional indexed
instructions, which require one more byte. In the case of the Z80, op-
codes are, in general, one byte long, except for special instructions
which require a two-byte opcode.

Some instructions require that one byte of data follow the opcode. In
such a case, the instruction will be a two-byte instruction, the second
byte of which is data (except for indexing, which adds an extra byte).

In other cases, the instruction might require the specification of an
address. An address requires 16 bits and, therefore, two bytes. In that
case, the instruction will be a three-byte or a four-byte instruction.

For each byte of the instruction, the control unit will have to perform
a memory fetch, which will require four clock cycles. The shorter the
instruction, the faster the execution.

A One-Word Instruction

One-word instructions are, in principle, fastest and are favored by
the programmer. A typical such instruction for the Z80 is:

IDr,

This instruction means: ‘“Transfer the contents of register r’ intor.”’
This is a typical ‘‘register-to-register’’ operation. Every microprocessor
must be equipped with such instructions, which allow the programmer
to transfer information from any of the machine’s registers into
another one. Instructions referencing special registers of the machine,
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7 [
- 1-HORD
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INSTRY

OPTIONAL ADDRESS

Fig. 2.15 Typical Instruction Formats

such as the accumulator or other special-purpose registers, may have a
special opcode.

After execution of the above instruction, the contents of r will be
equal to the contents of r’. The contents of r’ will nof have been
modified by the read operation.

Every instruction must be represented internally in a binary format.
The above representation “LLD r,r’ >’ is symbolic or mnemonic. 1t is
called the assembly-language representation of an instruction. It is
simply meant as a convenient symbolic representation of the actual
binary encoding for that instruction. The binary code which will repre-
sent this instruction inside the memory is: 01 DD D S S S (bits 0 to 7).

This representation is still partially symbolic. Each of the letters S
and D stands for a binary bit. The three D’s, “D D D’’, represent the
three bits pointing to the destination register. Three bits allow selection
of one out of eight possible registers. The codes for these registers ap-
pear in Figure 2.16. For example, the code for register Bis ‘“000”’, the
code for register C is “00 1”’, and so on.

Similarly, ‘S S S’” represents the three bits pointing to the source
register. The convention here is that register r’ is the source, and that
register r is the destination. The placement of the bits in the binary
representation of an instruction is not meant for the convenience of the
programmer, but for the convenience of the control section of the
microprocessor, which must decode and execute the instruction. The
assembly-language representation, however, is meant for the conve-
nience of the programmer. It could be argued that LD r,r’ should really

7

mean: ‘“Transfer contents of r into r’.”” However, the convention has
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been chosen in order to maintain compatibility with the binary
representation in this case. It is naturally arbitrary.

Exercise 2.1: Write below the binary code which will transfer the con-
tents of register C into register B. Consult Fig. 2.16 for the codes cor-
responding to C and B.

Another simple example of a one-word instruction is:
ADD A,

This instruction will result in adding the contents of a specified
register (r) to the accumulator (A). Symbolically, this operation may be
represented by: A = A + r. It can be verified in Appendix C that the
binary representation of this instruction is:

10000SSS

were S S S specifies the register to be added to the accumulator. Again,
the register codes appear in Figure 2.16.

Exercise 2.2:: What is the binary code of the instruction which will add
the contents of register D to the accumulator?

CODE REGISTER

600
001
010
011
100
101
110
111

~ X M © & o

(MEMORY)

x>

Fig. 2.16: The Register Codes

A Two-Word Instruction
ADD A, n

This simple two-word instruction will add the contents of the second
byte of the instruction to the accumulator. The contents of the second
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word of the instruction are said to be a “‘literal.’’ They are data and are
treated as eight bits without any particular significance. They could
happen to be a character or numerical data. This is irrelevant to the
operation. The code for this instruction is:

11000110 followed by the 8-bit byte “‘n”’

This is an immediate operation. ‘‘Immediate,’” in most programming
languages, means that the next word, or words, within the instruction
contains a piece of data which should not be inferpreted (the way an op-
code is). It means that the next one or two words are to be treated as a
literal.

The control unit is programmed to ‘‘know’’ how many words each
instruction has. It will, therefore, always fetch and execute the right
number of words for each instruction. However, the longer the possible
number of words for the instruction, the more complex it is for the con-
trol unit to decode.

A Three-Word Instruction

LD A, (nn)

The instruction requires three words. It means: ‘“‘Load the ac-
cumulator from the memory address specified in the next two bytes of
the instruction.”” Since addresses are 16-bits long, they require two
words. In binary, this instruction is represented by:

00111010: 8 bits for the opcode
Low address: 8 bits for the lower part of the address
High address: 8 bits for the upper part of the address

EXECUTION OF INSTRUCTIONS WITHIN THE 780

We have seen that all instructions are executed in three phases:
FETCH, DECODE, EXECUTE. We now need to introduce some
definitions. Each of these phases will require several clock cycles. The
Z80 executes each phase in one or more logical cycles, called a
““machine cycle.”” The shortest machine cycle lasts three clock cycles.

Accessing the memory requires four clock cycles. Since each instruc-
tion must be fetched first from the memory, the fastest instruction will
require four clock cycles. Most instructions will require more.

Each machine cycle is labeled as M1, M2, etc., and will require three
or more clock cycles, or ‘“‘states,’” labeled T1, T2, etc.
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The FETCH Phase

The FETCH phase of an instruction is implemented during the first
three states of machine cycle M1; they are called T1, T2, and T3. These
three states are common to all instructions of the microprocessor, as all
instructions must be fetched prior to execution. The FETCH
mechanism is the following:

T1: PC OUT

The first step is to present the address of the next instruction to the
memory. This address is contained in the program counter (PC). As the -
first step of any instruction fetch, the contents of the PC are placed on
the address bus (see Figure 2.17). At this point, an address is presented
to the memory, and the memory address decoders will decode this ad-
dress in order to select the appropriate location within the memory.
Several hundred ns (a nanosecond is 107 second) will elapse before the
contents of the selected memory location become available on the out-
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Fig. 2.17: Instruction Fetch—(PC) Is Sent to the Memory
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put pins of the memory, which are connected to the data bus. It is standard
computer design to use the memory read time to perform an operation

within the microprocessor. This operation is the incrementation of the
program counter:

T2: PC =PC + 1

While the memory is reading, the contents of the PC are incremented
by 1 (see Figure 2.18). At the end of state T2, the contents of the

memory are available and can be transferred within the micro-
processor:

T3 : INST into IR

DATA BUS
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16 f
£ [DDADDRESS BUS

CONTROL
| stouas

Fig 2.18: PC Is Incremented

The DECODE and EXECUTE Phases
During state T3, the instruction which has been read out of the

memory is deposited on the data bus and transferred into the instruc-
tion register of the Z80, where it will be decoded.
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Fig. 2.19: The Instruction Arrives from the Memory into IR

It should be noted that state T4 of M1 will always be required. Once
the instruction has been deposited into IR during T3, it is necessary to
decode and execute it. This will require at least one machine state, T4.

A few instructions require an extra state of M1 (state T35). It will be
skipped by the processor for most instructions. Whenever the execution
of an instruction requires more than M1, i.e., M1, M2 or more cycles,
the transition will be directly from state T4 of M1 into state T1 of M2.
Let us examine an example. The detailed internal sequencing for each
example is shown in the tables of Figure 2.27. As these tables have not been
released for the Z80, the 8080 tables are used instead. They provide an in-
depth understanding of instruction execution.

LDD,C

This corresponds to MOV r1l, 12 for the 8080. Refer to line 1 of Fig. 2.27.

By coincidence, the destination register in this example happens to be
named ““D”’. The transfer is illustrated in Figure 2.20.

This instruction has been described in the previous section. It
transfers the contents of register C, denoted by ‘“‘C”’, into register D.

The first three states of cycle M1 are used to fetch the instruction
from the memory. At the end of T3, the instruction is in IR, the In-
struction Register, where it can be decoded (see Figure 2.19).

During T4: (§S S) » TMP.
The contents of C are deposited into TMP (See Figure 2.21).
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During T5: (TMP) & DDD.

The contents of TMP are deposited into D. This is shown in Figure 2.22.

D C
[oogioo01l ] 10001000 1
BEFORE

D C
[Toootooo0 | 10001000 |
AFTER

Fig. 2.20: Transferring C into D
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Fig. 2.22: The Contents of TMP are Deposited into D

Execution of the instruction is now complete. The contents of
register C have been transferred into the specified destination register
D. This terminates execution of the instruction. The other machine
cycles M2, M3, M4, and M5 will not be necessary and execution stops
with M1.

It is possible to compute the duration of this instruction easily. The
duration of every state for the standard Z80 is the duration of the clock:
500 ns. The duration of this instruction is the duration of five states, or
5 X 500 = 2500 ns = 2.5 us.

Question: Why does this instruction require two states, T4 and T35,
in order to transfer the contents C into D, rather than just one? It
transfers the contents of C into TMP, and then the contents of TMP in-
to D. Wouldn't it be simpler to transfer the contents of C into D direct-
ly within a single state?

Answer: This is not possible because of the implementation chosen
for the internal registers. All the intenal registers are, in fact, part of a
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single RAM, a read/write memory internal to the microprocessor chip.
Only one word may be addressed or selected at a time within an RAM
(single-port). For this reason, it is not possible to both read and write
into, or from, an RAM at two different locations. Two RAM cycles are
required. It becomes necessary first to read the data out of the register
RAM, and store it in a temporary register, TMP, then, to write it back
into the final destination register, here D. This is a design inadequacy.
However, this limitation is common to virtually all monolithic
microprocessors. A dual-port RAM would be required to solve the
problem. This limitation is not intrinsic to microprocessors and it normally
does not exist in the case of bit-slice devices. It is a result of the constant
search for logic density on the chip and may be eliminated in the future.

Important Exercise:

At this point, it is highly recommended that the user review by him-
self the sequencing of this simple instruction before we proceed to more
complex ones. For this purpose, go back to Figure 2.14. Assemble a few
small-sized ‘‘symbols’ such as matches, paperclips, etc. Then move the
symbols on Figure 2.14 to simulate the flow of data from the registers
into the buses. For example, deposit a symbol into PC. T1 will move
the symbol contained in PC out on the address bus towards the
memory. Continue simulated execution in this fashion until you feel
comfortable with the transfers along the buses and between the
registers. At this point, you should be ready to proceed.

Progressively more complex instructions will now be studied:

ADD A, r

This instruction means: ‘‘Add the contents of register r (specified by
a binary code S S S) to the accumulator (A), and deposit the result in
the accumulator.” This is an implicit instruction. It is called implicit as
it does not explicitly reference a second register. The instruction expli-
citly refers only to register r. It implies that the other register involved
in the operation is the accumulator. The accumulator, when used in
such an implicit instruction, is referenced both as source and destina-
tion. Data will be deposited in the accumulator as a result of this addi-
tion. The advantage of such an implicit instruction is that its complete
opcode is only eight bits in length. It requires only a three-bit register
field for the specification of r. This is a fast way to perform an addition
operation.

Other implicit instructions exist in the system which will reference
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other specialized registers. More complex examples of such implicit in-
structions are, for example, the PUSH and POP operations, which will
transfer information between the top of the stack and the accumulator,
and will at the same time update the stack pointer (SP), decrementing it
or incrementing it. They implicitly manipulate the SP register.

The execution of the ADD A, r instruction will now be examined in
detail. This instruction will require two machine cycles, M1 and M2. As
usual, during the first three states of M1, the instruction is fetched from
the memory and deposited in the IR register. At the beginning of T4, it
is decoded and can be executed. It will be assumed here that register B is
added to the accumulator. The code for the instruction will then be:
10000000 (the code for register B is 0 0 0). The 8080 equivalent is
ADD r.

T4: (SS S) = TMP, (A) B ACT

DATA BUS
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Fig. 2.23: Two Transfers Occur Simultaneously

Two transfers will be executed simultaneously. First, the contents of
the specified source register (here B) are transferred into TMP, i.e., to
the right input of the ALU (see Fig. 2.23). At the same time, the con-
tents of the accumulator are transferred to the temporary accumulator
(ACT). By inspecting Fig. 2.23, you will ascertain that those transfers
can occur in parallel. They use different paths within the system. The
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transfer from B to TMP uses the internal data bus. The transfer from
ACT uses a short internal path independent of this data bus. In order to
gain time, both transfers are done simultaneously. At this point, both
the left and the right input of the ALU are correctly conditioned. The
left input of the ALU is now conditioned by the accumulator contents,
and the right input of the ALU is conditioned by the contents of register
B. We are ready to perform the addition. We would normally expect to
see the addition take place during state TS5 of M 1. However, this state is
simply not used. The addition is not performed! We will enter machine
cycle M2, During state T1, nothing happens! It is only in state T2 of M2
that the addition takes place (refer to ADD r in Figure 2.27):

T2 of M2: (ACT) + (TMP) » A

The contents of ACT are added to the contents of TMP, and the
result is finally deposited in the accumulator. See Figure 2.24. The

operation is now complete.
E“ DATA BUS

OSSO |
AN

HUX

E-RET E
~lm e e

CONTROLLER

SEQUENCER

ADDRESS BUS

] j ‘ ,
+

% |F
L :

CONTROL
SIGHALS

=

v

Fig.2.24: End of ADD r

Question: Why was the completion of the addition deferred until
state T2 of machine cycle M2, rather than taking place during state T5
of M1? (This is a difficult question, which requires an understanding of
CPU design. However, the technique involved is fundamental to clock-
synchronous CPU design. Try to see what happens.)
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Answer: This is a standard design “‘trick’” used in most CPU’s. It is
called ““fetch/execute overlap.’’ The basic idea is the following: looking
back at Figure 2.23 it can be seen that the actual execution of the addi-
tion will only require the use of the ALU and of the data bus. In parti-
cular, it will not access the register RAM (register block). We (or the
control unit) know that the next three states which will be executed after
completion of any instruction will be T1, T2, T3 of machine cycle M1
of the next instruction. Looking back at the execution of these three
states, it can be seen that their execution will only require access to the
program counter (PC) and use of the address bus. Access to the pro-
gram counter will require access to the register RAM. (This explains
why the same trick could not be used in the instruction LD r,r’.) It is
therefore possible to use simultaneously the shaded area in Figure 2.17
and the shaded area in Figure 2.24.

The data bus is used during state T1 of M1 to carry status informa-
tion out. It cannot be used for the addition that we wish to perform.
For that reason, it becomes necessary to wait until state T2 before the
addition can be effectively carried out. This is what occurred in the
chart: the addition is completed during state T2 of M2. The mechanism
has now been explained. The advantage of this approach should now be
clear. Let us assume that we had implemented a straightforward
scheme, and performed the addition during state TS5 of machine cycle

12 | 13
]

{
i
INSTRUCTION N: 1% | [T T 12 1p END
| 1 | ]:? I |
Ft—— FETCH ——> <t —XECUTE—
H i
INSTRUCTION N+ 1 — oo o o o o o o ;1 T2 p 715 )™
[ i ! | B
I

re——FETCH T~ EXECUTE—
t {
1 1
I |
1 !

 OVERLAP |

| !
Fig. 2.25: FETCH-EXECUTE Overlap during T1-T2

M1. The duration of the ADD instruction would have been 5 x 500 =
2500 ns. With the overlap approach which has been implemented, once
state T4 has been executed, the next instruction is initiated. In a manner
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that is invisible to this next instruction, the “‘clever’’ control unit will
use state T2 to carry out the end of the addition. On the chart T2 is
shown as part of M2. Conceptually, M2 will be the second machine cy-
cle of the addition. In fact, this M2 will be overlapped, i.e., be identical
to machine cycle M1 of the next instruction. For the programmer, the
delay introduced by ADD will be only four states, i.e., 4 X 500 = 2000
ns, instead of 2500 ns using the ‘‘straightforward’ approach. The
speed improvement is 500 ns, or 20%!

The overlap technique is illustrated on Figure 2.25. It is used when-
ever possible to increase the apparent execution speed of the micropro-
cessor. Naturally, it it not possible to overlap in all cases. Required
buses or facilities must be available without conflict. The control unit
‘“‘knows’’ whether an overlap is possible.

NOTES: 12. 1 the condition was met, the contents of the register

parr WZ are output on the address lines {Ag.15} 1nstead of

1. The first memory cycie (M1} is always an instruction the contents of the program counter (PC).

fetch; the first {or only} byte. containing the op code, is
fetched during this cycle. 13. If the condition was not met. sub-cycles M4 and M5
are skipped; the processor instead proceeds immediately to

2. lfthe READY input from memory is not high during the mstruction fetch {M1] of the next instruction cycle,

T2 of each memory cycle, the processor will enter 3 wait
state {TW) until READY is sampled as high. 14, 1f the condition was not met, sub-cvcles M2 and M3
are skipped; the processor instead proceeds immediately to

3. States T4 and TS are present, as required. for opera- the instruction fetch (M1} of the next instructton cyele,

tions which are completely internal to the CPU. The con-
tents of the internal bus during T4 and T5 are available at
the data bus: this s designed for testing purpases onlv. An
X" denotes that the state is present, but is only used for

15. Stack read sub-cvcle.
16. Stack write sub-cycle.

. 17. CONDITION cce
such internal operations as instruction decoding.

NZ -~ not zZ= ooo

4. Only register pairs rp = 8 {registers Band Cl or rp=D 7 - ::roz;z;o:” o 001
{registers D and E} may be specified. NC ~ no carry (CY = 0) 010
5. These states are skipped, C — carry (CY = 1) 011
6. Memory read sub-cycles; an instruction or data word PO — parity odd (P =0} 100
will be read, PE — parity even (P =1} 101
P — plus{S=0) 110

7. Memory write sub-cvcle. M — mins (S = 1) 1

8. The READY signal is not required during the second
and third sub-cycles {M2and M3}. The HOLD signal is
accepted during M2 and M3, The SYNC signal is riot gene-
rated during M2 and M3, During the execution of DAD,
M2 and M3 are required for an internal register-pair add;

18, 1/0 sub-cycle: the 1/Q port’s B-bit select code is dupli-
cated on address lines 0-7 (Ag7} and 815 {Ag.ys).

19. Qutput sub-cycle,

20. The processor will remain idie in the halt state until

memory is not referenced,

9. The results of these arithmetic, logical or rotate in-
structions are not moved into the accumulator (A} until
state T2 of the next instruction cycle. That 1s, A 15 foaded
while the next instruction is being fetched; this overlapping
of operations alfows for faster processing.

10. H the value of the least significant 4-bits of the accumu-

lator is greater than 9 or_if the auxiliary carry bt 1s set, 6

1s added to the accumulator. If the value of the most signifi-

cant 4-bits of the accumulator is now greater than 9, or if
the carry bit is set, § is added to the most significant
4-bits of the accumulator.

11, This represents the first sub-cycle {the instruction
fetch) of the next instruction cycle.

an interrupt, a reset or a hold is accepted. When a hold re-
quest is accepted, the CPU enters the hold mode; after the
hold mode s terminated, the processor returns 1o the hait
state, After a reset 1s accepted, the processor begins execu-
tion at memory location zero. After an tnterrupt 15 accepted,
the processor executes the instruction forced onto the data
bus {usually a restart instruction}.

§SSor DDD Value mn Vatue

A 111 8 00

] 000 D o
C 001 H 10

] 010 SP 1

E a1t

H 100

L 101

Fig. 2.26: Intel Abbreviations
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MNEMONIC OF CODE alti Mz
D7DgD50s | P30201 D0 ™ 212 RE] 14 5 m T2 T3
#OV (1,12 0100 D5 s s |Poour |eeepger finsTTenn | isssi-tae (THFI~00D 3
STATUS
MOV M 610D D10 f xi3t HLOUT DATA—is00D
: STATUSIE
wov M, 9: i1 |osss 15551~THP HLOUT
STATUSHTT (TMPHimDATA BUS
sPHL T oo HU
VI £ dsta 2000 040 x PCouT B2 000D
: syaTusiél
MVI M, ata 063 i oo i x B2 Tn
LXtp, dars eoRrRP looo ¢ x FCePCet 87 —lme
x
DR acer BE) toi 0 x PCePCH1 a7 iz
STA s 0 i1 ftoo:o x ! FCeFCet B2 ~{mz
LHLD agor 00i0 jioi0 x l PC=PC 1 B2m2
]
SHLD adr 0610 oo o x PC GUT PCoPC et 82—jnz
STATUSIG
LDAX rpl4l veAr 1030 x wm OUT DATA—mA
STATUSIE!
sTax rpl4l soRP 100D x 5 OUT 1A} —{wDATA BUS
STATUS!!
xcHe Fia0 fio (HLI—{DE) :
ARDr 1600 [05SS (SSSI=THP 2] ACTIHTIPI=A
(AF-ACT
200 M ioos |o o [ HLOUT. DATA—{uTAP
STATUSHE!
ADI s troee loiia {alaCT °CauT PCaPC T B2 ~imTHP
sTATUSHSl
Ance 10069 1555 1 (55SI-TrAP @ HACT) (TMPLC YA
: {Al-ACT
ADCM 1ooeo |10 (ai-act HLOUT, DATA— I TMP
i STATUSHE
ACH stz iieo0 i tat-AcT PCOUT PCuPCHT 82w THF
STATUSHE
sus s 1o00i fosss (555--TMP 191 (ACTI(TMPI~A
(al~ACT
suBM IR R (ar-ACT HL OUT DATA—{mTHP
sTaTysiol
S wu ii1ei feiaa tal-ACT PCouT PCPCs B2~ jeTHP
STATUSIS!
s88¢ 1086 [ 1S5S {555)-THP 1 ACTIITME)-CY~A
(Al=ACT
saBm toa vl J 1A1-ACT HLOUT CATA—mTHP
i STATUS!E!
50t dis (R I IR ] 1al-AcT e ouUT PCoPCHT Bzl THP
STATUSIE!
A aooblbpioo (©ODK-TMR ALU-DEC
(TP + ALY
INR M IR EEEE] x HLOUT GATA . THF
sTATUSIE! TR} S 4o ALY
DeR s RN ©OD)-~TMP ALG-DDD g
THRLH—ALY ;
ocR M ot [oie x HLOUT DATA—|w TAIP
sTaTUSiEl {TMP1-1 i ALY
NX e coAaPr oo (RPEe Lar
BCX1p coarlio @R -1 Lrp
DAD il soAar {100 x (ril=ACT | [LhTMP. ALU-L.CY
(RGTIHTMP-ALY
BAA 30103063111 DAA-A, FLAGSHO! :
ANAS® ioioflosss i (SSSI=THP ] (ACTIHTMBIA
v (Al-ACT S
ANA M 3010 ] 0 i 10 | PCOUT | PCoPC+1| INST=TMRAR | (Al=ACT G HLoUT DATA~{e- THP
STATUS STATUSIE

80

Fig. 2.27: Intel Instruction Formats
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M3 " w5
Ll 218 ¥3 T T2l 13 T 720 Ta T& 15
HLOUT TTMP) ~le DATA BUS
STATuS!
PCouT FCepCot LER 1Y
sTatysiel
PCapCt LEme WZ OUT, DATA——q A
STATUSIO
PCnPCHT [ 3 WZOuT,
syavust
PCuBCed 83—fmW WZOUT | DATA——— 3 Wz ouT DATA-et
STATUSIE | wz-wzet STATUSIS!
reouT PC-PCe s 83—fww Wz ouT U —————t-DATABUS | WZOUT, {HI——{=DATA BUS
STATUSISI statusil | wzewzsey STATUSI
& (ACTIe[THPI-A
19 (ACTIHTMP-A
] 1ACTIHTHPIACY--A
i HACTI(TMPICY=A
191 (ACTI-UTMPI=A
81 LACTI-(TMPI=A
) (ACTI-(THPI-CY-A
o] (ACTI-(TMP)-CY=A
HLOUT ALU—fe-DATA BUS
STaTust
HL OUT ALU~{» DATA BUS !
sTatust?]
{rhi-ACT ALU=H, CY

1H}=TMP
(ACTRITAPIHCY=ALL

181

TACTHHTMPI-A

Fig. 2.27: Intel Instruction Foermats (continued)
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MNEMONIC o cODE w1l M2
B10gOsDa | P3P2010g | T a2 3 T m a2 3
AN cate 1t 0 6110 | PCOUT | PCePCHI]INST-TMPAR | (AM-ACT Feour PCaBE B2_{oThP
STATUS STATUS!IE
xR ¢ To10| 1555 (A}-ACT ] (ACTIHTPMI-A ¢ s
(5551~TMP e
XRA M Tofo]iiio 1a1-ACT) HLOUT BATA —mTHP
sTatusiel
XA) cata iiio i ta1-ACT FCOUT PCPCeT 82w ThR
STATUSIS
ORA« to13  0s55S (AlACT : wl (ACTHTIPIA
: {5551--THMP : S
oAAM IEEEREERE] (Ap-ACT uLouT QATA —fmTMP
STATUS!E
ORI dsts, T i e tAI~ACT PC OUT PCnBC o 62 ~feTHP
i STATUSIS!
Py R EEEE {A)~ACT e ] (ACTI-{TMPI, FLAGS
{5551~TMP o :
CMP M B i (AlACT i HLOUT DATA ~im TMP.
i STATUSHE!
ol aats IR HAL-ACT Pcaut FCepCet 82 fatip
8 STATUSIS
RLE 0000 | 0 (Al-aLy £ al ALU~A.CY
ROTATE :
RRC oo | 1 (A-ALY i @l ALU=A,CY T
ROTATE ;
RAL KRR (AL, CY--ALU ot ALU-=A, CY i
AQYATE
RAR R 1A}, CY-ALY 1 ALU-A, CY
ROTATE ,«
Y @0 o f i1 (A=A . i ;
=2 KR Tr-cy G
sTc ea 1 a1 [ ‘
P acr tiealoo x | PCOUT PC=PC 82 ez
STATUSIE!
deondaderlt L4 e C | Co 0 H JUDGE CONDITION PCOUT PCoPC et 87 —e-2
‘ sTatusiel
CALL sadr R EREE sPesPos ¢ OUT FC-PC Y1 82 ~{mZ
STATUSISE
Condasil! |+ 5 cc ] cieo JUDGE CONDITION PCOUT. PCaFC o1 B2—m2
{F TAUE.SP=SP - § SYATUSIEH
RET 110 ioe x spouT SP-SRel  DATA-jeZ
. STATUSHS!
Reondaserl™ | 1 1 cc | coo o INST-TMPAR HOGE conpimone 5P OUT SPeSPe1  DATA—eZ
STATUSHS
ASTn TANKRE NG o speseo i 5P 0UT SPe5P-i  {PCH)—{=DATA BUS
INST=TMPAR STATUSHE
PCHL i3 10500 INST=TMPAR | (4i)e v ;
FUSH1p T tRP] 0102 4 R 5 Qut EXC t1h)—eDATA BUS
i STATUSHE
PUSH PSW IR EEEE Spespoi 500Ut EXr 1A) —{=DATA BUS
i sTaTyshist
POP rp R EEEE i x 5P ouT SPeSPa1  DATA~eri
i STATUSHS]
POP PSW IR EEE x [ 5P ouT SEeSPel  DATA—JmFLAGS
STATUS!S!
XTHL i1 10| 0011 x 5P ouT SP-SPet  DATAjeZ
: sTaTUsttst
1 port R x PCOuT PCPC o [ A
STATUSIE!
OUT pont R x : #c ouT PG-FC 41 82-{wz,w
STATUSIE!
& IR EEEE SET INTEFIF B
o R R AESET INTE £ /F E 7
BLY LERTEE B B SR ) X PCOUT HALT MOOE(D!
i STATUS
nap 9000 | 0000 | PCOUT | PC=PC+I|INST=TMPIR EE
STATUS ; S
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Fig. 2.27
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M3 Ma M5
Ll 212 Ta el 1212 ke Tt raldl T3 T4 5
ol (AGTHS (TMPI-A
ol (ACTIVITMPIA
] (ACTI+TMPI~A ;

L} (ACTI+(TMP) A

ol ACTIS(TNFIA : : ; 5 'J :

] (ACT)-{THP); FLAGS

[} ACTI-(YMPL: ELAGS B ;

PEOUT PCaPCt Y ~fmW ¥ # i WZOUT WZ1 4 1w PC
STATUSIE) % b 5 sliind sTaTushit

PCOUT PCPCHL B3 W s i . ‘ i i WZ QUT, W2 +1-5C
sTATUSIE! : S STATUSI14.52)

PCOUT PCaPCH1 B3 =W - OUT PeH) - DATA BUS | SPOUT PCLI-4- DATA BUS 7% WZ OUT, W2) 41~ PC
STATUSIO! STATUSIE | 5PaiP-3 sTaTUslioh i staTusiyl

PCOUT PCuPCH1 B3 —fewii13 §P OUT PCH) ———{mDATABUS | 5POUT {FCLI—4- DATA BUS YIZ QUT W ¢ 1 PC
SYATUSIEH STATUS!G) | spe5P-3 STATUS!IS § STATUSI 192

spouT SPeSP+l  DATA—e : s G . Erhe i wzout w2+ - PC
STATUSISE b g 3 CiE £f sTaTusiin

seaur SPnSPe1  DATA~ImW G : T s wzout [
STATUSUISE s STATUSINE]
SPOUT {TMP = GONNND0D) ——i#-Z b i w2 our, W21 ~PC
sratustiet {FCLY—=-LATA BUS i) sTATUSH]

SouT g (11} —{wDATA BUS

sou FLAGS —{mDATA BUS

seouT SFuSPe  DATA—{mrh
STATUSHS)

5P 0UT SPeSP+1  DATA-—iwA i

Srazyshst d ; .

sPouT DATA —jmw sPouT t [~DATABUS | 5POUT

STATUSIIE STATUSIIE! sravushel
DATA—mA

WZOUuT
STATUSHE!

1A} - OATA BUS

WZ QUT,
STATUS!HEL

Fig. 2.27: Intel Instruction Formats (continued)
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Question: Would it be possible to go further using this scheme, and
to also use state T3 of M2 if we have to execute a longer instruction?

In order to clarify the internal sequencing mechanism, it is suggested
that you examine Figure 2.27, which shows the detailed instruction
execution for the 8080. The Z80 includes all 8080 instructions, and
more. The information presented in Figure 2.27 is not available for the
Z80. It is shown here for its educational value in understanding the in-
ternal operation of this microprocessor. The equivalence between Z80 and
8080 instructions is shown in the Appendix.

A more complex instruction will now be examined:

ADD A, (HL)

The opcode for this instruction is 10000110. This instruction means
“‘add to the accumulator the contents of memory location (HL).”” The
memory location is specified through a rather strange system. It is the
memory location whose address is contained in registers H and L. This
instruction assumes that these two special registers (HL) have been
loaded with contents prior to executing the instruction. The 16-bit con-
tents of these registers will now specify the address in the memory
where data resides. This data will be added to the accumulator, and the
result will be left in the accumulator.

This instruction has a history. It has been supplied in order to pro-
vide compatibility between the early 8008, and its successor, the 8080.
The early 8008 was not equipped with a direct-memory addressing
capability! The procedure used to access the contents of the memory
was to load the two registers H and L, and then execute an instruction
referencing H and L. ADD A, (HL) is just such an instruction. It must
be stressed that the 8080 and the Z80 are not limited in the same way as
the 8008 in memory-addressing capability. They do have direct-memory
addressing. The facility for using the H and L registers becomes an
added advantage, not a drawback, as was the case with the 8008.

Let us now follow the execution of this instruction (it is called
ADD M for the 8080 and is the 16th instruction on Figure 2.27). States
T1, T2, and T3 of M1 will be used, as usual, to fetch the instruction.
During state T4, the contents of the accumulator are transferred to its
buffer register, ACT, and the left input of the ALU is conditioned.

Memory must be accessed in order to provide the second byte of data
which will be added to the accumulator, The address of this byte of
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data is contained in H and L. The contents of H and L will therefore
have to be transferred onto the address bus, where they will be gated to
the memory. Let us do it.

U
4 DATA BUS
E
INST. REG. .
| Y 7
|
B ¢
P i} 4
[CONTROLLER; 7 ”
'””’/ 4,4/
SEQUENCER -
——"g’—ﬁn 1
B
—- 16 | ¢ | TO MEMORY
A o ADDRESS BUS

CONTROL
SIGNALS

D>

v

Fig. 2.28: Transfer Contents of HL to Address Bus

During machine cycie M2,we read: HL. QUT.H and L are deposited on
the address bus, in the same way PC used to be deposited there in
previous instructions. As a remark, it has already been indicated
that during state T1 sfarus is output on the data bus, but no use of
this will be made here. From a simplified standpoint, it will require two
states: one for the memory to read its data, and one for the data to
become available and transferred onto the right input of the ALU,
TMP.

Both inputs of the ALU are now conditioned. The situation is analo-
gous to the one we were in with the previous instruction ADDA, r: both
inputs of the ALU are conditioned. We simply have to ADD as before.
A fetch/execute overlap technique will be used, and, instead of exe-
cuting the addition within state T4 of M2, final execution is postponed
until state T2 of M3. It can be seen in Figure 2.27 that during T2 we in-
deed have: ACT + TMP A. The addition is finally performed, the con-
tents of ACT are added to TMP, and the result deposited into the ac-
cumulator A.
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Question: What is apparent execution time (to the programmer) for this
instruction? Is it 7.5 us, orisit 4.5 us?

Another more complex instruction will now be examined which is a
direct-memory addressing instruction using two invisible W and Z
registers:

LD A,(nn)

The opcode is 00111010. The 8080 equivalent is LDA addr. As usual,
states T1, T2, T3 of M1 will be used to fetch the instruction from the
memory. T4 is used, but no visible result can be described. During state
T4, the instruction is in fact decoded. The control unit then finds out
that it has to fetch the next two bytes of this instruction in order to ob-
tain the address from which the accumulator will be loaded. The effect
of this instruction is to load the accumulator from the memory contents
whose address is specified in bytes 2 and 3 of the instruction. Note that
state T4 is necessary to decode the instruction. It could be considered a
waste of time since only part of the state is necessary to do the
decoding. It is. However, this is the philosophy of clock-synchonous
logic. Because microinstructions are used internally to perform the
decoding and execution, this is the penalty that has to be paid in return
for the advantages of microprogramming. The structure of this instruc-
tion appears in Figure 2.29.

N: DA (B1) :0PCODE

N*l: (B2) |16-BIT
= ADDRESS v
N+2: B3) \ADDRESS

Fig.2.29: LD A, (ADDRESS) Is a 3-Word Instruction

The next two bytes of instruction will now be fetched. They will
specify an address (see Figure 2.30).
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M/\/\/\
A (HEX
oo AALLOH joof” 00TITOTO LD A
[0000000110000000(1 101: 0001000090 1002
102 00000010 JCHEX)

l"\/\/\/'\/""

Fig. 2.30: Before Execution of LD A

—\/\—/\/\/\

100: g0lllo1lg
10L 00010000

102 gooooo0lo

-/\/\/\_/'\/N

A
000111
[boooooodooooool]] ~—" N\
) 00001111

Fig. 2.31: After Execution of LD A

The effect of the instruction is shown in Figures 2.30 and 2.31 above.
Two special registers are available to the control unit within the Z80

(but not to the programmer). They are ““W’’ and ““Z’’, and are shown
in Figure 2.28.
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Second Machine Cycle M2: As usual, the first 2 states, Tl and T2, are
used to fetch the contents of memory location PC. During T2, the pro-
gram counter, PC, is incremented. Sometime by the end of T2, data be-
comes available from the memory, and appears on the data bus. By the
end of T3, the word which has been fetched from memory address PC
(B2, second byte of the instruction) is available on the data bus. It must
now be stored in a temporary register. It is deposited into Z: B2 B Z
(see Figure 2.32).

B2 - 7
. . %
DATA BUS g
7
1 pu
vév
V272 %
z B3
PC
W —
7z //4/) ADDRESS DECODER
780 —p=780 MEMORY

Fig. 2.32: Second Byte of Instruction Goes into Z

Machine Cycle M3: Again, PC is deposited on the address bus, incre-
mented, and finally the third byte, B3, is read from the memory and de-
posited into register W of the microprocessor. At this point, i.e., by the
end of state T3 of M3, registers W and Z inside the microprocessor con-
tain B2 and B3, i.e., the complete 16-bit address which was originally
contained in the two words following the instruction in the memory.
Execution can now be completed. W and Z contain an address. This ad-
dress will have to be sent to the memory, in order to extract the data.
This is done in the next memory cycle:

Machine Cycle M4: This time, W and Z are output on the address bus.
The 16-bit address is sent to the memory, and by the end of state T2,
data corresponding to the contents of the specified memory location
becomes available. It is finally deposited in A at the end of state T3.
This terminates execution of this instruction.
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This illustrates the use of an immediate instruction. This instruction
required three bytes in order to store a two-byte explicit address. This
instruction also required four memory cycles, as it needed to go to the
memory three times in order to extract the three bytes of this three-
word instruction, plus one more memory access in order to fetch the
data specified by the address. It is a long instruction. However, it is also
a basic one for loading the accumulator with specified contents residing
at a known memory location. It can be noted that this instruction re-
quires the use of W and Z registers.

Question: Could this instruction have used other registers than W, Z
within the system?

Answer: No. If this instruction had used other registers, for example
the H and L registers, it would have modified their contents. After ex-
ecution of this instruction, the contents of H and L would have been
lost. It is always assumed in a program that an instruction will not
modify any registers other than those it is explicitly using. An instruc-
tion loading the accumulator should not destroy the contents of any
other register. For this reason, it becomes necessary to supply the extra
two registers, W and Z, for the internal use of the control unit.

Question: Would it be possible to use PC instead of W and Z?

Answer: Positively not. This would be suicidal. The reader should ana-
lyze this.

One more type of instruction will be studied now: a branch or jump
instruction, which modifies the sequence in which instructions are
executed within the program. So far, we have assumed that instructions
were executed sequentially. Instructions exist which allow the pro-
grammer to jump out of sequence to another instruction within the
program, or in practical terms, to jump to another area of the memory
containing the program, or to another address. One such instruction is:

JP nn

This instruction appears on Line 18 of Figure 2.27 as ‘‘JMP addr.”
Its execution will be described by following the horizontal line
of the Table. This is again a three-word instruction. The first word
is the opcode, and contains 11000011. The next two words contain the
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16-bit address, to which the jump will be made. Conceptually, the ef-
fect of this instruction is to replace the contents of the program counter
with the 16 bits following the “JUMP”’ opcode. In practice, a some-
what different approach will be implemented, for reasons of efficiency. -

As before, the first three states of M1 correspond to the instruction-
fetch. During state T4 the instruction is decoded and no other event is
recorded (X). The next two machine cycies are used to fetch bytes B2
and B3 of the instruction. During M2, B2 is fetched and deposited into
internal register W, The next two steps will be implemented by the pro-
cessor during the next instruction-fetch, as was the case already with the
addition. They will be executed instead of the usual steps for T1 and T2
of the next instruction. Let us look at them.

The next two steps will be: WZ OUT and (WZ) + 1 & PC. In other
words, the contents of WZ will be used instead of the contents of PC
during the next instruction-fetch. The control unit will have recorded
the fact that a jump was being executed and will execute the beginning
of the next instruction differently.

The effect of these two extra states is the following:

The address placed on the address bus of the system will be the ad-
dress contained in W and Z. In other words, the next instruction will be
fetched from the address that was contained in W and Z. This is effec-
tively a jump. In addition, the contents of WZ will be incremented by 1
and deposited in the program counter, so that the next instruction will
be fetched correctly by using PC as usual. The effect is therefore cor-
rect.

Question: Why have we not loaded the contents of PC directly? Why
use the intermediate W and Z registers?

Answer: It is not possible to use PC. If we had loaded the lower part
of PC (PCL) with B2, instead of using Z, we would have destroyed PC!
It would then have become impossible to fetch B3.

Question: Would it be possible to use just Z, instead of W and Z?

Answer: Yes, but it would be slower. We could have loaded Z with
B2, then fetched B3, and deposited it into the high order half of PC
(PCH). However, it would then have become necessary to transfer Z in-
to PCL, before using the contents of PC. This would slow down the
process. For this reason, both W and Z should be used. Further, and in
order to save time, W and Z are not transferred into PC. They are
directly gated to the address bus in order to fetch the next instruction.
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Understanding this point is crucial to the understanding of efficient ex-
ecution of instructions within the microprocessor.

Question: (For the alert and informed reader only). What happens
in the case of an interrupt at the end of M3? (If instruction execution is
suspended at this point, the program counter points to the instruction
following the jump, and the jump address, contained in W and Z, will
be lost.)

The answer is left as an interesting exercise for the alert reader.

The detailed descriptions we have presented for the execution of
typical instructions should clarify the role of the registers and of
the internal buses. A second reading of the preceding section may
help in gaining a detailed understanding of the internal operation
of the Z80.

CLOCK ) 6
A0
30 1o 40 ADDRESS
BUS BUSRG 25 and BUS
CONTROL  |BUSAR 23 1o 5 A

R

NI 17
INT 16
MPU WA 24
CONTROL FATT 18
RESET 2 710 15 Do DATA
{except 1) D7 BUS
MREQ-— 19
M <t
,,;Afg\o,% TORG ~a—o, 20
RD -t~ 2i
CONTROL WR ‘ 22
RFSH ~— 28
29 1
GND +5V
POWER
Fig. 2.33: Z80 MPU Pinout
The Z80 Chip

For completeness, the signals of the Z80 microprocessor chip will be
examined here. It is not indispensable to understand the functions of
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the Z80 signals in order to be able to program it. The reader who is not
interested in the details of hardware may therefore skip this section.
The pinout of the Z80 appears on Fig. 2.33. On the right side of the
illustration, the address bus and the data bus perform their usual role,
as described at the beginning of this chapter. We will describe here the
function of the signals on the control bus. They are shown on the left of
Figure 2.33.

The control signals have been partitioned in four groups. They will
be described, going from the top of Figure 2.33 towards the bottom.

The clock input is 0. The Z80 incorporates the clock oscillator within
the microprocessor chip. Only a 330-ohm pull-up resistor is necessary
externally. It is connected to the 0 input and to 5 volts. However, at 4
MHz, an external clock driver is required.

The two bus-control signals, BUSRQ and BUSAK, are used to dis-
connect the Z80 from its busses. They are mainly used by the DMA, but
could also be used by another processor in the system. BUSRQ is the
bus-request signal. It is issued to the Z80. In response, the Z80 will place
its address bus, data bus, and tristate output control signals in the high-
impedance state, at the end of the current machine cycle. BUSAK is the
acknowledge signal issued by the Z80 once the busses have been placed
in the high-impedance state.

Six Z80 control signals are related to its internal status or to its se-
quencing:

INT and NMI are the two interrupt signais. INT is the usual interrupt
request. Interrupts will be described in Chapter 6. A number of in-
put/output devices may be connected to the INT interrupt line. When-
ever an interrupt request is present on this line, and when the internal
interrupt enable flip-flop (IFF) is enabled, the Z80 will accept the inter-
rupt (provided the BUSRQ is not active). It will then generate an
acknowledge signal: IORQ (issued during the M1 state). The rest of the
sequence of events is described in Chapter 6.

NMI is the non-maskable interrupt. It is always accepted by the Z80,
and it forces the Z80 to jump to location 0066 hexadecimal. It too is
described in Chapter 6. (It also assumes that BUSRQ is not active.)

WAIT is a signal used to synchronize the Z80 with slow memory or
input/output devices. When active, this signal indicates that the
memory or the device is not yet ready for the data transfer. The Z80
CPU will then enter a special wait state until the WAIT signal becomes
inactive. It will then resume normal sequencing.

HALT is the acknowledge signal supplied by the Z80 after it has ex-
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ecuted the HALT instruction. In this state, the Z80 waits for an exter-
nal interrupt and keeps executing NOPs to continually refresh memory.

RESET is the signal which usually initializes the MPU. It sets the
program counter, register I and R to ‘‘0”’. It disables the interrupt
enable flip-flop and sets the interrupt mode to ““0”’. It is normally used
after power is applied to the board.

Memory and I/0 Control

Six memory and I/0 control signals are generated by the Z80. They are:
MREQ is the memory request signal. It indicates that the address pres-
ent on the address bus is valid. A read or write operation can then be
performed on the memory.

M1 is machine cycle 1. This cycle corresponds to the fetch cycle of an
instruction.

IORQ is the input/output request. It indicates that the I/O address
present on bits 0-7 of the address bus is valid. An I/0 read or write
operation can then be carried out. IORQ is also generated together with
M1 when the Z80 acknowledges an interrupt. This information may be
used by external chips to place the interrupt response vector on the data
bus. (Normal 1/0 operations never occur during the M1 state. The
combination IORQ plus M1 indicates an interrupt-acknowledge situa-
tion.)

RD is the memory-read signal. It indicates the Z80 is ready to read
the contents of the data bus into its accumulator. It can be used by any
external chip, whether memory or 1/0, to deposit data onto the data
bus.

WR is the memory write signal. It indicates that the data bus holds
valid data, ready to be written into the specified device.

RFSH is the refresh signal. When RFSH is active, the lower seven
bits of the address bus contain a refresh address for dynamic memories.

The MREQ signal is then used to perform the refresh by reading the
memory.

HARDWARE SUMMARY

This completes our description of the internal organization of the
Z80. The exact hardware details of the Z80 are not important here.
However, the role of each of the registers is important and should be
fully understood before proceeding to the next chapters. The actual in-
structions available on the Z80 will now be introduced, and basic pro-
gramming techniques for the Z80 will be presented.
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BASIC PROGRAMMING
TECHNIQUES

INTRODUCTION

The purpose of this chapter is to present the basic techniques neces-
sary in order to write a program using the Z80. This chapter will intro-
duce new concepts such as register management, loops, and sub-
routines. It will focus on programming technigues using only the inter-
nal Z80 resources, i.e., the registers. Actual programs will be de-
veloped, such as arithmetic programs. These programs will serve to il-
lustrate the various concepts presented so far and will use actual in-
structions. Thus, it will be seen how instructions may be used to
manipulate the information between the memory and the MPU, as well
as to manipulate information within the MPU itself. The next chapter
will then discuss in complete detail the instructions available on the Z80.
Chapter 5 will present Addressing Techniques, and Chapter 6 will pre-
sent the techniques available for manipulating information outside the
Z80: the Input/Output Techniques.

In this chapter, we will essentially learn by ‘‘doing.”” By examining
programs of increasing complexity, we will learn the role of the various
instructions, of the registers, and we will apply the concepts developed
so far. However, one important concept will not be presented here; it is
the concept of addressing techniques. Because of its apparent complexi-
ty, it will be presented separately in Chapter 5.

Let us immediately start writing some programs for the Z80. We will
start with arithmetic programs. The ‘‘programmer’s model’’ of the Z80
registers is shown in Figure 3.0.
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MAIN SET ALTERNATE SET
A F . B
(rn {accumulotor) (tlogs) A F
{000) B C {001) B c
GENERAL
(010) D E (o) b 3 PURPOSE
REGISTERS
(100) H L (1on H v
! R
{(interrupt vector)f {mem refresh)

X
INDEX

REGISTERS

Y

SP
(stack pointer)
pPC
(program counter)

Fig. 3.0: The Z80 Registers

ARITHMETIC PROGRAMS

Arithmetic programs include addition, subtraction, multiplication,
and division. The programs presented here will operate on integers.
These integers may be positive binary integers or may be expressed in
two’s complement notation, in which case the left-most bit is the sign
bit (see Chapter 1 for a description of the two’s complement notation).

8-Bit Addition

We will add two 8-bit operands called OP1 and OP2, respectively
stored at memory address ADRI, and ADR2. The sum will be called
RES and will be stored at memory address ADR3. This is illustrated in
Figure 3.1. The program which will perform this addition is the follow-
ing:

Instructions Comments
LD A,(ADRD) LOAD OPR INTO A
LD HL, ADR2 LOAD ADDRESS OF OP2 INTO HL
ADD A, (HL) ADD OP2 TO OPI
LD (ADR3), A SAVE RESULT RES AT ADR3
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MEMORY

NS

ADR] ———— OP1 (FIRST OPERAND)
ADR2 ————t opP2 (SECOND OPERAND)
ADR3 ——————p] RES (RESULT)

Fig. 3.1: Eight-Bit Addition RES = OP1 + OP2

This is our first program. The instructions are listed on the left and
comments appear on the right. Let us now examine the program. Itisa
four-instruction program. Each line is called an instruction and is ex-
pressed here in symbolic form. Each such instruction will be translated
by the assembler program into one, two, three or four binary bytes. We
will not concern ourselves here with the translation and will only look at
the symbolic representation.

The first line specifies loading the contents of ADRI1 into the accu-
mulator A. Referring to Figure 3.1, the contents of ADRI are the first
operand, ““OP1”’, This first instruction therefore results in transferring
OP1 from the memory into the accumulator. This is shown in Figure
3.2. “ADRI"”’ is a symbolic representation for the actual 16-bit address
in the memory. Somewhere else in the program, the ADR1 symbol will
be defined. It could, for example, be defined as being equal to the ad-
dress ‘1007,

This /oad instruction will result in a read operation from address 100
(see Figure 3.2), the contents of which will be transferred along the data
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280 MEMORY

DATA BUS

:
aoR: [0 O
72 7,

(ADRT}

)

ADDRESS BUS

Fig. 3.2: LD A, (ADR1): OP1is Loaded from Memory

bus and deposited inside the accumulator. You will recall from the pre-
vious chapter that arithmetic and logical operations operate on the
accumulator as one of the source operands. (Refer to the previous
chapter for more details.) Since we wish to add the two values OP1 and
OP2 together, we must first load OP1 into the accumulator. Then, we
will be able to add the contents of the accumulator, i.e., add OPI to
OP2. The right-most field of this instruction is called a comment field.
It is ignored by the assembler program at translation time, but is pro-
vided for program readability. In order to understand what the pro-
gram does, it is of paramount importance to use good comments. This
is called documenting a program.

Here the comment is self-explanatory: the value of OP1, which is
located at address ADRI, is loaded into the accumulator A.

The result of this first instruction is illustrated by Figure 3.2. The
second instruction of our program is:

LD HL, ADR2

It specifies: ‘‘Load from (ADR?2) into registers H and L.”” In order-
to read the second operand, OP2, from the memory, we must first place.
its address into a register pair of the Z80, such as H and L. Then, we
can add the contents of the memory location whose address is in H and
L to the accumulator.

Referring to Figure 3.1, the contents of memory location ADR2 are
OP2, our second operand. The contents of the accumulator are now
OP1, our first operand. As a result of the execution of this instruction,
OP2 will be fetched from the memory and added to OP1. This is il-
lustrated in Figure 3.3.
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DATA BUS

(=—or2 ) ‘ Pt

ADR2

{ADR2)

ADDRESS BUS

Fig. 3.3: ADD A, (HL)

The sum will be deposited in the accumulator. The reader will
remember that, in the case of the Z80, the results of the arithmetic oper-
ation are deposited back into the accumulator. In other processors, it
may be possible to deposit these results in other registers, or back into
the memory.

The sum of OP1 and OP2 is now contained in the accumulator. To
complete our program, we simply have to transfer the contents of the
accumulator into memory location ADR3, in order to store the results
at the specified location. This is performed by the fourth instruction of
our program:

LD (ADR3), A

This instruction loads the contents of A into the specified address
ADRS3. The effect of this final instruction is illustrated by Figure 3.4.

780 MEMORY

f’\_.-.._—..-

Wb -

DATA BUS

A e
\‘._....-._...—--._

ADR3

x
B
-

[ADR3

ADDRESS BUS

Fig. 3.4: LD (ADR3), A (Save Accumulator in Memory)

98



BASIC PROGRAMMING TECHNIQUES

Before execution of the ADD operation, the accumulator contained
OP1 (see Figure 3.3). After the addition, a new result has been written
into the accumulator. It is ““OP1 + OP2”’. Recall that the contents of
any register within the microprocessor, as well as any memory location,
remain the same after a read operation has been performed on this
register. In other words, reading the contents of a register or memory
location does not change its contents. It is only, and exclusively, a wrire
operation into this register location that will change its contents. In this
example, the contents of memory locations ADR! and ADR2 remain
unchanged throughout the program. However, after the ADD instruc-
tion, the contents of the accumulator will have been modified, because
the output of the ALU has been written into the accumulator. The
previous contents of A are then lost.

Actual numerical addresses may be used instead of ADR1, ADR2,
and ADR3. In order to keep symbolic addresses, it will be necessary to
use so-called ‘‘pseudo-instructions’” which specify the value of these
symbolic addresses, so that the assembly program may, during transla-
tion, substitute the actual physical addresses. Such pseudo-instructions
could be, for example:

ADR1 = 100H
ADR2 = 120H
ADR3 = 200H

Exercise 3.1: Now close this book. Refer only to the list of instructions
at the end of the book. Write a program which will add two numbers
stored at memory locations LOCI and LOC2. Deposit the results at
memory location LOC3. Then, compare your program to the one
above.

16-Bit Addition

An 8-bit addition will only allow the addition of 8-bit numbers, i.c.,
numbers between 0 and 2535, if absolute binary is used. For most prac-
tical applications it is necessary to add numbers having 16 bits or more,
i.e., to use multiple precision. We will here present examples of arith-
metic on 16-bit numbers. They can be readily extended to 24, 32 bits or
more (always multiples of 8 bits). We will assume that the first operand
is stored at memory locations ADRI and ADRI-1. Since OP1 is a 16-bit
number this time, it will require two 8-bit memory locations. Similarly,
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OP2 will be stored at ADR2 and ADR2-1. The result is to be deposited
al memory addresses ADR3 and ADR3-1. This is illustrated n Figure
3.5. H indicates the high half (bits 8 through 15), while L indicates the
low half (bits 0 through 7).

MEMORY

ADRI -1 (0PI
ADRI {OPT U

ADR2-1 {OPR2IH
ADRZ {OPR2YL

ADR3~1 (RESH
ADR3 {RES}

Fig. 3.5: 16-Bit Addition—The Operands

The logic of the program is exactly like the previous one. First, the
lower half of the two operands will be added, since the microprocessor
can only add on 8 bits at a time. Any carry generated by the addition of
these low order bytes will automatically be stored in the internal carry
bit (‘“°C”"). Then, the high order half of the two operands will be added
together along with any carry, and the result will be saved in the
memory. The program appears below:

LD A,(ADRY) LOAD LOW HALF OF OP1

LD HL, ADR2 ADDRESS OF LOW HALF OF OP2
ADD A, (HL), ADD OP1 AND OP2 LOW

LD (ADR3), A STORE RESULT, LOW

LD A.(ADRI}-}) LOAD HIGH HALF OF OPI

DEC HL ADDRESS OF HIGH HALF OF OP2
ADC A, (HL) (OP1 + OP2) HIGH + CARRY

LD (ADR3-1),A STORE RESULT, HIGH
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The first four instructions of this program are identical to the ones
used for the 8-bit addition in the previous section. They result in adding
the least significant haives (bits 0-7) of OP1 and OP2. The sum, called
“RES’’ is stored at memory location ADR3 (see Figure 3.5).

Automatically, whenever an addition is performed, any resulting
carry (whether ““0’" or ‘“1”") is saved in the carry bit C of the flags
register (register F). If the two numbers do generate a carry, then the C
bit will be equal to **1*" (it will be set). If the two 8-bit numbers do not
generate any carry, the value of the carry bit will be ‘0",

The next four instructions of the program are essentially like those
used in the previous 8-bit addition program. This time they add
together the most significant half (or high half, i.e., bits 8-15) of OP1
and OP2, plus any carry, and store the result at address ADR3-1.

After execution of this 8-instruction program, the 16-bit result is
stored at memory locations ADR3 and ADR3-1, asspecified. Note,
however, that there is one difference between the second half of this
program and the first half. The “ADD’’ instruction which has been
used is not the same as in the first half. In the first half of this program
(the 3rd instruction), we had used the ‘““ADD’" instruction. This instruc-
tion adds the two operands, regardless of the carry. In the second half,
we use the ‘““ADC"" instruction, which adds the two operands together,
plus any carry that may have been generated. This is necessary in order
to obtain the correct result. The addition initially performed on the low
operands may result in a carry. Such a possible carry must be taken into
account in the second half of the addition.

The question which comes naturally then is: what if the addition of
the high half of the operands also results in a carry? There are two pos-
sibilities: the first one is to assume that this is an error. This program is
then designed to work for results of only up to 16 bits, but not 17. The
other one is to include additional instructions to test explicitly for the
possibility of a carry at the end of this program. This is a choice which
the programmer must make, the first of many choices.

Note: we have assumed here that the high part of the operand is
stored ‘‘on top of”' the lower part, i.e., at the lower memory address.
This need not necessarily be the case. In fact, addresses are stored by
the Z80 in the reverse manner: the low part is first saved in the memory,
and the high part is saved in the next memory location. In order to use a
common convention for both addresses and data, it is recommended
that data also be kept with the low part on top of the high part. This is
illustrated in Figure 3.6.
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MEMORY

ADRY {OPRI R

ADRY = ¢ {OPRIH
ADRZ {OPR2)

ADR2 + 1 {OPRZIM
ADR3 {RESR
ADR3+ 1 {RESIH

Fig. 3.6: Storing Operands in Reverse Order

When operating on multibyte operand, it is important to keep in mind
two essential conventions:

—the order in which data is stored in the memory.

—where data pointers are pointing: low byte or high byte.

Exercises 3.2 and 3.3 are designed to clarify this point.

Exercise 3.2: Rewrite the 16-bit addition program above with the
meinory layout indicated in Figure 3.6.

Exercise 3.3: Assume now that ADR| does not point 1o the lower half
o/ OPRI (as in Figures 3.5 or 3.6), but points to the higher part of
OPRI. This is illustrated in Figure 3.7. Again, write the corresponding
program,
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MEMORY

ADRI-1 (OPRIL
s ADR1 {OPRIM
ADR2-1 (oPR2)L
— ADR2 (OPR2IH
ADR3-1 (RESK.
- ADR3 {RESIH

Fig. 3.7: Pointing to the High Byte

It is the programmer, i.e., you, who must decide how to store 16-bit
numbers (i.e., low part or high part first) and also whether your address
references point to the lower or to the higher half of such numbers. This
is another choice which you will learn to make when designing
algorithms or data structures.

The programs presented above are traditional programs, using the
accumulator. We will now present an alternative program for the 16-bit
addition that does not use the accumulator, but instead uses some of
the special 16-bit instructions available on the Z80. Operands will be
assumed to be stored as indicated in Figure 3.6. The program is:

LD HL,(ADRI) LOAD HL WITH OPI
LD BC,(ADR2) LOAD BC WITH OP2
ADD HL, BC ADD 16 BITS

LD (ADR3),HL STORE RES INTO ADR3

Note how much shorter this program is, compared to our previous ver-
sion. It is more ‘‘elegant.’’ In a limited manner, the Z80 allows registers
H and L to be used as a 16-bit accumulator.
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Exercise 3.4: Using the 16-bit instructions which have just been intro-
duced, write an addition program for 32-bit operands, assuming that
operands are stored as shown in Figure 3.8. (The answer appears
below.)

Answer :

LD HL,(ADRI-1)
LD BC, (ARR2-1)
ADD HL, BC

LD (ADR3-1), HL
LD HL, (ADRI-3)
LD BC, (ADR2-3)
ADC HL, BC

LD (ADR3-3),HL

MEMORY

ADRI1-3 HIGH
OPR}Y

ADR1 Low
HIGH

OPR2

ADR2 LOW
HIGH

RES

ADR3 LOW

Fig. 3.8: A 32-Bit Addition
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Now that we have learned to perform a binary addition, let us turn to
subtraction.

Subtracting 16-Bit Numbers

Doing an 8-bit subtract would be too simple. Let us keep it as an ex-
ercise and directly perform a 16-bit subtract. As usual, our two num-
bers, OP1 and OP2, are stored at addresses ADR1 and ADR2. The
memory layout will be assumed to be that of Figure 3.6. In order to

subtract, we will use a subtract operation (SBC) instead of an add
operation (ADD).

Exercise 3.5: Now write a subtraction program.

The program appears below. The data paths are shown in Figure 3.9,

LD HL, (ADRI]) OPI INTO HL
LD DE, (ADR2) OP2 INTO DE
AND A CLEAR CARRY
SBC HL, DE OP1 — OP2

LD (ADR3),HL RES INTO ADR3

The program is essentially like the one developed for 16-bit addition.
However, the Z80 instruction-set has two types of additions on double
registers: ADD and ADC, but only one type of subtraction: SBC.

As a result, two changes can be noted.
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MEMORY
H L
(OP1IH (P11
i l (OPI )L ADRI
i
(OPVH ADRY + 1

Fig. 3.9: 16-Bit Load — LD HL, (ADR1)

A first change is the use of SBC instead of ADD.

The other change is the ““AND A’ instruction, used to clear the carry
flag prior to the subtraction. This instruction does not modify the value
of A.

This precaution is necessary because the Z80 is equipped with two
modes of addition, with and without carry on the H and L register, but
with only one mode of subtraction, the SBC instruction of ‘‘subtract
with carry™ when operating on the HL register pair. Because SBC auto-
matically takes into account the value of the carry bit, it must be set 1o 0
prior to starting the subtraction. This is the role of the “*AND A” in-
struction.

Exercise 3.6: Rewrite the subtraction program without using the
specialized 16-bit instruction.
Exercise 3.7: Write the subtract program for 8-bit operands.

It must be remembered that in the case ot two's complement arithme-
tic, the final value of the carry flag has no meaning. If an overflow con-

dition has occurred as a result of the subtraction, then the overflow bit
(bit V) of the f{lags register will have been set. It can then be tested.
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The examples just presented are simple binary additions or subtrac-
tions. However, another type of arithmetic may be necessary; it is BCD
arithmetic.

BCD ARITHMETIC
8-Bit BCD Addition

The concept of BCD arithmetic has been presented in Chapter |. Let
us recall its features. It is essentially used for business applications
where it is imperative to retain every significant digit in a result. In the
BCD notation, a 4-bit nibble is used to store one decimal digit (0
through 9). As a result, every 8-bit byte may store two BCD digits.
(This is called packed BCD). Let us now add two bytes each containing
two BCD digits.

In order to identify the problems, let us try some numeric examples

first.
Let us add ‘01’ and ¢“02”’:

““01”’ is represented by: 0000 0001
““02”’ is represented by: 0000 0010

The result is: 00000011

This is the BCD representation for 03", (If you feel unsure of the
BCD equivalent, refer to the conversion table at the end of the book.)
Everything worked very simply in this case. Let us now try another ex-
ample.

‘08" is represented by 0000 1000
‘03" is represented by 0000 0011

Exercise 3.8: Compute the sum of the two numbers above in the BCD
representation. What do you obtain? (answer follows)

If you obtain ‘0000 1011, you have computed the binary sum of 8
and 3. You have indeed obtained 11 in binary. Unfortunately, ““1011"
is an illegal code in BCD. You should obtain the BCD representation of
“11°7, i.e., 0001 0001!

The problem stems from the fact that the BCD representation uses
only the first ten combinations of 4 digits in order to encode the decimal
symbols O through 9. The remaining six possible combinations of 4
digits are unused, and the illegal ‘1011’ is one such combination. In
other words, whenever the sum of two binary digits is greater than 9,
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then one must add 6 to the result in order to skip over the 6 unused

codes.
Add the binary representation of ‘6’ to 1011:

1011 (illegal binary result)
+ 0110 (+6)

The result is: 0001 0001

This is, indeed, ‘11’ in the BCD notation! We now have the correct
result.

This example illustrates one of the basic difficulties of the BCD
mode. One must compensate for the six missing codes. A special in-
struction, ““DAA"™, called ‘‘decimal adjust,”’ must be used to adjust the
result of the binary addition. (Add 6 if the result is greater than 9.)

The next problem is illustrated by the same example. In our example,
the carry will be generated from the lower BCD digit (the right-most
one) into the left-most one. This internal carry must be taken into ac-
count and added to the second BCD digit. The addition instruction
takes care of this automatically, However, it is often convenient to
detect this internal carry from bit 3 to bit 4 (the **halt-carry’”). The H
flag is provided for this purpose.

As an example, here is a program to add the BCD numbers ““11"" and

5‘2233:

LD A,IIH LOAD LITERAL BCD ‘11’
ADD A, 22H ADD LITERAL BCD 22’
DAA DECIMAL ADJUST RESULT
LD (ADR). A STORE RESULT

In this program, we are using a new symbol “H’". The *““H"’ sign
within the operand field of the instruction specifies that the data which
follows is expressed in hexadecimal notation. The hexadecimal and the
BCD representations for digits ‘0’ through '‘9” are identical. Here we
wish to add the literals (or constants) ‘11" and ‘‘22’". The result is
stored at the address ADR. When the operand is specified as part of the
instruction, as it is in the above example, this is called inumnediate ad-
dressing. (The various addressing modes will be discussed in detail in
Chapter 5.) Storing the result at a specified address, such as LD (ADR), A
is called absolute addressing when ADR represents a 16-bit address.
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MEMORY

(RESULT} (ADR)

Fig. 3.10: Storing BCD Digits

This program is analogous to the 8-bit binary addition, but uses a
new instruction: ““DAA’’. Let us illustrate its role in an example. We
will first add ““11”" and ““22"" in BCD:

00010001 (i1)
+ 00100010 (22)
= 00110011 (33)

\.w’\‘v.’
3 3
The result is correct, using the rules of binary addition.
Let us now add ‘22’ and ‘‘39’", by using the rules of binary addi-

tion: 00100010 (22)
+ 00111001 (39)

= 01011011

et e St
5 7
“1011"" is an illegal BCD code. This is because BCD uses only the

first 10 binary codes, and ‘‘skips over’ the next 6. We must do the
same, i.e. add 6 to the result:

01011011 (binary result)
+ 0110 (6)

= 01100001 (61)

6 1
This is the correct BCD result.

109



PROGRAMMING THE Z80

Exercise 3.9: Could we move the DAA instruction in the progrant after
the instruction LD (ADR), A?

BCD Subtraction

BCD subtraction is, in appearance, complex. In order to perform a
BCD subtraction, one must add the ten’s complement of the number,
just as one adds the two’s complement of a number to perform a binary
subtract. The ten’s complement is obtained by computing the comple-
ment 10 9, then adding *‘1"". This requires typically three to four opera-
tions on a standard microprocessor. However, the Z80 is equipped with
a powerful DAA instruction which simplifies the program.

The DAA instruction automatically adjusts the value of the result in
the accumulator, depending on the value of the C and H flags before
DAA, to the correct value. (See the next chapter for more details on
DAA))

16-Bit BCD Addition

16-bit addition is performed just as simply as in the binary casc. The
program for such an addition appears below:

LD A,(ADR}) LOAD (OPI) L INTO A

LD HL, ADR2 LOAD ADR2 INTO HL

ADD A, (HL) (OP1 + OP2) LOW

DAA DECIMAL ADJUST

LD (ADR3), A STORE (RESULT) LOW

LD A,(ADRI + 1) LD (OP1)H INTO A

INC HL POINT TO ADR2 + 1

ADC A, (HL) (OP! + OP2) HIGH + CARRY
DAA DECIMAL ADJUST

LD (ADR3 + 1),A  STORE (RESULT) HIGH

Packed BCD Subtract

Elementary BCD addition and subtraction have been described.
However, in actual practice, BCD numbers include any number of
bytes. As a simplified example of a packed BCD subtract, we will
assume that the two numbers NI and N2 include the same number of
BCD bytes. The number of bytes is called COUNT. The register and
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memory allocation is shown in Figure 3.11. The program appears
below:

BCDPAK LD B, COUNT

LD DE, N2
LD HIL, NI
AND A CLEAR CARRY
MINUS LD A, (DE) N2 BYTE
SBC A,(HL) N2 -1
DAA
LD (HL), A STORE RESULT
INC DE
INC HL
DINZ MINUS DEC B, LOOP UNTIL B = 0.
8 COUNT
. £ .~ N2
] N2
‘ COUNT
v L
H NI
!

Fig. 3.11: Packed BCD Subtract: N1<«— N2-N1

N1 and N2 represent the addresses where the BCD numbers are stored.
These addresses will be loaded in register pairs DE and HL.:

BCDPAK LD B, COUNT
LD DE, N2
LD HL, NI
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Then, in anticipation of the first subtraction, the carry bit must be
cleared. It has been pointed out that the carry bit can be cleared in a
number of equivalent ways. Here, for example, we use:

AND A
The first byte of N2 is loaded into the accumulator, then the first byte
of N1 is subtracted from it. The DAA instruction is then used, to obtain
the correct BCD value:

MINUS LD A, (DE)
SBC A, (HL)
DAA

The result is then stored into N1:
LD (HL), A
Finally, the pointers to the current byte are incremented:

INC DE
INC HL

The counter is decremented and the subtraction loop is executed until it
reaches the value ““0’’:

DINZ MINUS

The DINZ instruction is a special Z80 instruction which decrements
register B and jumps if it is not zero, in a single instruction.

Exercise 3.10: Compare the program above to the one for the 16-bit
binary addition. What is the difference?

Exercise 3.11: Can you exchange the roles of DE and HL? (Hint: Be
careful with SBC.}

Exercise 3.12: Write the subtraction program for a 16-bit BCD.
BCD Flags

In BCD mode, the carry flag during an addition indicates the fact
that the result is larger than 99. This is not like the two’s complement
situation, since BCD digits are represented in true binary. Conversely,
the presence of the carry flag during a subtraction indicates a borrow.

Instruction Types

We have now used two types of microprocessor instructions. We
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have used LD, which loads the accumulator from the memory address,
or stores its contents at the speciftied address. This is a data (ransfer in-
struction.

Next, we have used arithmetic instructions, such as ADD, SUB,
ADC and SBC. They perform addition and subtraction operations.
More ALU instructions will be introduced soon in this chapter.

Still other types of instructions are available within the micropro-
cessor which we have not used yet. They are in particular “‘jump’’ in-
structions, which will modify the order in which the program is being
executed. This new type of instruction will be introduced in our next ex-
ample. Note that jump instructions are often called “‘branch™ for con-
ditional situations, i.e. instances where there is a logical choice in the
program. The “‘branch’’ derives its name from the analogy to a tree,
and implies a fork in the representation of the program.

MULTIPLICATION

Let us now examine a more complex arithmetic problem: the multi-
plication of binary numbers. In order to introduce the algorithm for a
binary multiplication, iet us start by examining a usual decimal multi-
plication: We will multiply 12 by 23.

12 (Multiplicand)
X 23 (Multiplier)

36 (Partial Product)
+ 24

= 276 (Final Result)

The multiplication is performed by multiplying the right-most digit of
the multiplier by the multiplicand, i.e., ““3”" x ‘“12”’. The partial prod-
uct is *“36”°. Then one multiplies the next digit of the multiplier, i.e.,
$27, by ‘127, “24" is then added to the partial product.

But there is one more operation: 24 is offset to the left by one posi-
tion. We will say that 24 is shifred left by one position. Equivalently, we
could have said that the partial product (36) had been shifted one posi-
tion to the right before adding.

The two numbers, correctly shifted, are then added and the sum is
276. This is simple. The binary multiplication is performed in exactly
the same way.
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Let us look at an example. We will' multiply 5 x 3:

(5) 101 (MPD)
(3) x 0ll (MPR)
101 (PP)
101
000

(15) 01111 (RES)

In order to perform the multiplication, we operate exactly as we did
above. The formal representation of this algorithm appears in Figure
3-12. It is a flowchart for the algorithm, our first flowchart. Let us ex-
amine it more closely.

1

SETRESAT 10 RO

NO
158 (PR 17

Yt§

RESULT = RESLLT + MPD

| —

LEFT SHIFT 41134PD.

OR RIGHT SHIFT 1118}

!
i

NEXT LSS (MPY

Fig. 3.12: The Basic Multiplication Algorithm—F lowchart

This flowchart is a symbolic representation of the algorithm we have
just presented. Every rectangle represents an order to be carried out. It
will be translated into one or more program instructions. Every
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diamond-shaped symbol represents a test being performed. This will be
a branching point in the program. If the test succeeds, we will branch to
a specified location. If the test does not succeed, we will branch to
another location. The concept of branching will be explained later, in
the program itself. The reader should now examine this flowchart and
ascertain that it does indeed exactly represent the algorithm which has
been presented. Note that there is an arrow coming out of the last dia-
mond at the bottom of the flowchart, back to the first diamond on top.
This is because the same portion of the flowchart will be executed eight
times, once for every bit of the multiplier. Such a situation, where ex-
ecution will restart at the same point, is called a program iloop for ob-
vious reasons.

Exercise 3.13: Multiply ““4°" by 7"’ in binary, using the flowchart, and
verify that you obtain ““28°°. If you do not, try again. It is only if you
obtain the correct result that you are ready to translate this flowchart
nto a program.
8-By-8 Multiplication

Let us now translate this flowchart into a program for the Z80. The
complete program appears in Figure 3.13. We are going to study it in
detaii. As you will recall from Chapter I, programming consists here of
translating the flowchart of Figure 3.12 into the program of Figure
3.13. Each of the boxes in the fiowchart will be translated by one or
more instructions.

It is assumed that MPR and MPD already have a value.

MPY88 LD BC,(MPRAD) LOAD MULTIPLIER INTO C

LD B.,S8 B IS BIT COUNTER

LD DE,(MPDAD) LOAD MULTIPLICAND INTO E

LD D,0 CLEAR D

LD HL.,O SET RESULT TO 0
MULT SRL C SHIFT MULTIPLIER BIT INTO

CARRY

JR NC, NOADD TEST CARRY

ADD HL, DE ADD MPD TO RESULT
NOADD SLA E SHIFT MPD LEFT

RL D SAVE BITIND

DEC B DECREMENT SHIFT COUNTER

JP NZ, MULT DO IT AGAIN IF COUNTER # 0
LD (RESAD), HL STORE RESULT

Fig. 3.13: 8 X 8 Multiplication Program
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The first box of the flowchart is an initialization box. It is necessary
to set a number of registers or memory locations to ‘0’’, as this pro-
gram will require their use. The registers which will be used by the
multiplication program appear in Figure 3.14.

g

A

| RES (RESAD)

1
AN

{MPRAD)

DN

%

MPD (MPDAD)

=

Fig 3.14: 8 x 8 Multiplication—The Registers

Three register pairs of the Z80 are used for the multiplication pro-
gram. The 8-bit multiplier is assumed to reside at memory address
MPRAD. The multiplicand MPD is assumed to reside at memory ad-
dress MPDAD. The multiplier and the multiplicand respectively will be
loaded into registers C and E (see Figure 3.14). Register B will be used
as a counter.

Registers D and E will hold the multiplicand as it is shifted left one

bit at a time.
Note that, even though only C and E need to be loaded initially, a 16-
bit load must be used, so that B and D will also be loaded from memory,

and will have to be reset respectively to ‘8" and to “‘0”’.
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Finally, the results of an 8-bit by 8-bit multiplication may require up
to 16 bits. This is because 2* x 2% = 2'%, Two registers must therefore
be reserved for the result. They are registers H and L, as indicated on
Figure 3.14.

The first step is to load registers B, C, and E with the appropriate
contents, and to initialize the result (the partial product) to the value
‘0’ as specified by the flowchart of Figure 3.12. This is accomplished
by the following instructions:

MPY8 LD BC, (MPRAD)

LD B,38

LD DE. (MPDAD)
LD D,0

LD HL, 0

The first three instructions respectively ioad MPR into the register pair
BC, the value ‘8’ into register B, and MPD into the register pair DE.
Since MPR and MPD are 8-bit words, they are, in fact, loaded into
registers C and E respectively, while the next words in the memory after
MPR and MPD get loaded into B and D. This is shown in Figure 3.15
and 3.16. The next instruction will zero the contents of D.

In this multiplication program, the multiplicand will be shifted left
before being added to the result (remember that, optionally, it is pos-
sible to shift the result right instead, as indicated in the fourth box of
the flowchart of Figure 3.12). The multiplicand MPD will be shifted in-
to register D at each step. This register D must therefore be initialized to
the value “‘0”". This is accomplished by the fourth instruction. Finally,
the fifth instruction sets the contents of registers H and L to 0 in a single
instruction.

MEMORY

L
Z 7 7 7 /
/ it MPRAD /ﬂ////MPR

- -

Fig. 3.15: LD BC, (MPRAD)
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MEMORY

MPDAD : L IMPDL

Fig. 3.16: LD DE, (MPDAD)

Referring back to the flowchart of Figure 3.12, the next step is to test
the least significant bit(the right-most bit)of the multiplier MPR. If this
bitisa ‘1", then the value of MPD must be added to the partial result,
otherwise it will not be added. This is accomplished by the next three in-
structions:

MULT SRL C
JR NC, NOADD
ADD HL, DE

The first problem we must solve is how to test the least significant bit of
the multiplier, contained in register C. We could here use the BIT in-
struction of the Z80, which allows testing any bit in any register. How-
ever, in this case, we would like to construct a program as simple as
possible, using a loop. If we were using the BIT instruction here, we
would first test bit 0, then later test bit 1, and so on until we reached bit
7. This would require a different instruction every time, and a simple
loop could not be used. In order to shorten the length of the program,
we must use a different instruction. Here we are using a shift instruc-
tion.

Note: There is a way to use the BIT instruction and a loop, but this
would require the program to modify itself, a practice we will avoid.
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SRL is a new type of operation within the arithmetic and logical unit.
It stand for “‘shift right logical.”” A logical shift is characterized by the
fact that a ““0”’ comes into bit position 7. This can be contrasted to an
arithmetic shift, where the bit coming into position 7 is identical to the
previous value of bit 7. The different types of shift operations will be
described in the next chapter. The effect of the SRL C instruction is il-
lustrated in Figure 3.14 by an arrow coming out of register C and into
the square used to designate the carry bit (also called “C™"). At this
point, the right-most bit of the MPR will be in the carry bit C, where it
can be tested.

The next instruction, “JR NC, NOADD", is a jump operation. It
means “‘jump on no carry’’ (NC) to the address (the label) NOADD. If
the contents of the carry bit are *‘0’" (no carry), then the program will
jump to the address NOADD. If the contents of C are ‘‘1”’ (the carry
bit is set), then no branch will occur, and the next sequential instruction
will be executed, i.e., the instruction “ADD HL, DE’’ will be executed.

This instruction specifies that the contents of D and E be added to H
and L, with the result in H and L. Since E contains the muitiplicand
MPD (see Figure 3.14), this adds the multiplicand to the partial result.

At this point, regardless of whether MPD has been added to the
result or not, the multiplicand must be shifted left (this is the fourth box
in the flowchart of Figure 3.12). This is accomplished by:

NOADD SLA E

SLA stands for “‘shift left arithmetic.”’ It has just been explained above
that there are two types of shift operations, a logical shift and an arith-
metic shift. This is the arithmetic one. In the case of a left shift, an SLA
specifies that the bit coming into the right part of the register (the least
significant bit) be a ““0’’ (Just as in the case of an SRL before).

As an example, let us assume that the initial contents of register E
were 00001001, After the SLA instruction, the contents of E will be
00010010. And the contents of the carry bit will be 0.

However, looking back at Figure 3.14, we really want to shift the
most significant bit (called the MSB) of E directly into D (this is il-
lustrated by the arrow on the illustration coming from E into D).
However, there is no instruction which will shift a double register such
as D and E in one operation. Once the contents of E have been shifted,
the left-most bit has ‘“fallen into’’ the carry bit. We must collect this bit
from the carry bit and shift it into register D. This is accomplished by
the next instruction:

RL D
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RL is still another type of shift operation. It stands for ‘‘rotate left.”’
In a roration operation, as opposed to a shift operation, this bit coming
into the register is the contents of the carry bit C (see Figure 3.17). This
is exactly what we want. The contents of the carry bit C are loaded into
the right-most part of D, and we have effectively transferred the left-
most bit of E.

This sequence of two instructions is illustrated in Figure 3.18. It can
be seen that the bit marked by an X in the most significant position of E
will first be transferred into the carry bit, then into the least significant
position of D, Effectively, it will have been shifted from E into D.

At this point, referring back to the flowchart of Figure 3.12, we must
point to the next bit of MPR and check for the eighth bit. This is ac-
complished by decrementing the byte counter, contained in register B
(see Figure 3.14). The register is decremented by:

DEC B

This is a decrement instruction, which has the obvious effect.

Finally, we must check whether the counter has decremented to the
value zero. This is accomplished by checking the value of the Z bit. The
reader will recall that the Z (zero) flag indicates whether the previous
arithmetic operation (such as a DEC operation) has produced a zero
result. However, note that DEC HL, DEC BC, DEC DE, DEC IX,
DEC SP do not affect the Z flag. If the counter is not ‘0", the opera-
tion is not finished, and we must execute this program loop again. This
is accomplished by the next instruction:

JP NZ MULT
SHIFT LEFT

LD DD

( CARRY

ROTATE LEFT

L (DD DD DD -
( CARRY )

Fig. 3.17: Shift and Rotate
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Y
>

Fig. 3.18: Shifting from E into D

This is a jump instruction which specifies that whenever the Z bit is
not set (NZ stands for non-zero), a jump occurs to location MULT. This
is the program loop, which will be executed repeatedly until B decre-
ments to the value 0. Whenever B decrements to the value 0, the Z bit
will be set, and the JP NZ instruction will fail. This will result in the
next sequential instruction being executed, namely:

LD (RESAD), HL

This instruction merely saves the contents of Hand L, i.e., the result of
the multiplication, at address RESAD, the address specified for the
result. Note that this instruction will transfer the contents of both regis-
ters H and L into two consecutive memory locations, corresponding to
addresses RESAD and RESAD + 1. It saves 16 bits at a time.

Exercise 3.14: Could you write the same multiplication program using
the BIT instruction (described in the next chapter) instead of the SRL C
instruction? What would be the disadvantage?

Let us now improve the program, if possible:

Exercise 3.15: Can JR be substituted for JP at the end of the program?
If so, what is the advantage?

Exercise 3.16: Can you use DINZ to shorten the end of the program?
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Exercise 3.17: Examine the two instructions: LD D, 0 and LD HL, 0 at
the beginning of the program. Can you substitute:

XOR A

LD D, A
LD H A
LD L, A

If so, what is the impact on size (number of bytes) and speed?

Note that, in most cases, the program that we have just developed
will be a subroutine and the final instruction in the subroutine will be
RET (return). The subroutine mechanism will be explained later in this
chapter.

Important Self-Test

This is the first significant program we have encountered so far. It in-
cludes many different types of instructions, including transfer instruc-
tions (LD), arithmetic operations (ADD), logical operations (SRL,
SLA, RL), and jump operations (JR, JP). It also implements a pro-
gram loop, in which the lower seven instructions, starting at address
MULT, are executed repeatedly. In order to understand programming,
it is essential to understand the operation of such a program in com-
plete detail. The program is much longer than the previous simple arith-
metic programs we have developed so far, and it should be studied in
detail. An important exercise will now be proposed. The reader is
strongly urged to do this exercise completely and correctly before pro-
ceeding. This will be the only real proof that the concepts presented so
far have been understood. If a correct result is obtained, it will mean
that you have really understood the mechanism by which instructions
manipulate information in the microprocessor, transfer it between the
memory and the registers, and process it. If you do not obtain the cor-
rect result, or if you do not do this exercse, it is likely that you will ex-
perience difficulties later in writing programs yourself. Learning to pro-
gram requires personal practice. Please pause now, take a piece of
paper, or use the illustration of Figure 3.19, and do the following exer-
cise:

Exercise 3.18: Every time that a program is written, it should be verified
by hand, in order to ascertain that its results will be correct. We are go-
ing to do just that: the goal of this exercise is to fill in the table of Figure
3.19 completely and accurately.
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LABEL [INSTRUCTION| B C C D E H L

{CARRY)

Fig. 3.19: Form for Multiplication Exercise

You may want to write directly on Figure 3.19 or make a copy of it.
You must determine the contents of every relevant register in the Z80
after the execution of each instruction in the program, from beginning
to end. All the registers used by the program of Figure 3.13 are shown
in Figure 3.19. From left to right, they are registers B and C, the carry
C, registers D and E, and, finally, registers H and L. On the left part of
this illustration, fill in the label, if applicable, and then the instructions
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being executed. On the right of the instruction, fill in the contents of
each register after execution of the instruction. Whenever the contents
of a register are not known (indefinite), you may use dashes to repre-
sent its contents. Let us start filling in this table together. You will then
have to fill it out by yourself until the end. The first line appears below:

LABEL |INSTRUCTION} B C C D E H L

MP488 LD BC,(0200)1 00 03 - = == == ] ="

Fig. 3.20: Multiplication: After One Instruction

We will assume here that we are multiplying ‘3" (MPR) by “‘5"
(MPD).

The first instruction to be executed is “LD BC, (MPRAD)’". The
contents of memory location MPRAD is loaded into registers B and C.
It has been assumed that MPR is equal to 3, i.e., ‘00000011, After ex-
ecution of this instruction, the contents of register C have been set to
‘3", Note that this instruction will also result in loading register B with
whatever followed MPR in the memory. However, the next instruction
in the program will take care of this by loading register B with “‘8’", as
shown in Figure 3.21. Note that, at this point, the contents of D and E
and H and L are still undefined, and this is indicated by dashes. The LD
instruction does not condition the carry bit, so that the contents of the
carry bit C are undefined, This is also indicated by a dash.

LABEL [INSTRUCTION| B C C D E H L

MP488 LD BC,{0200)] 00 03 - “- -- .
LD B 08 08 03 - -- -- e | --

Fig. 3.21: Multiplication: After Two Instructions

The situation after the execution of the first five instructions of the
program (just before the MULT) is shown in Figure 3.22.
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LABEL [INSTRUCTIONj B C C D E H L
MP488 LD BC,(0200){ 00 03 - -- - - =
LD B, 08 08 03 - -- == el B

LD DE, (0202) } 08 03 - 00 05 il
LD D, 00 08 03 - 00 05 == | -
LD HL,0000 08 03 - 00 05 | 00| QO

Fig. 3.22: Multiplication: After Five Instructions

The SRL instruction will perform a logical shift right, and the right-
most bit of MPR will fall into the carry bit. You can see in Figure 3.23
that the contents of MPR and after the shift is <0000 0001°". The carry
bit Cis now set to ““1’’, The other registers are unchanged by this opera-

tion. Please continue to fill out the chart by yourself.
A second iteration is shown at the end of this chapter in Fig. 3.41.

LABEL [INSTRUCTION| B C Cc D E H L
MP488 {DBC,(0200)} 00 03 - -- -- ==} ="
tD B, 08 08 03 - -- - R B
LD DE,(0202) ; 08 03 - 00 05 R
DD, 00 08 03 - 00 05 il R
LD HL,0000 08 03 - 00 05 1 00| OO
MULT SRLC 08 01 1 00 05 100 | Q0
JRINC,0114 08 01 1 00 05 1007 00
ADD HL,DE 08 01 0 00 05 | 00 | O5
NOADD | SLAE 08 01 0] 00 OA | 00 | 05
RLD 08 01 0 00 OA | 00 | 05
DECB 07 01 0 00 OA | 00| O5
JPNZ,010F 07 01 0 00 OA | 00 { 05

Fig. 3.23: One Pass Through The Loop.
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A complete listing showing the contents of all the Z80 registers and
the flags is shown in Fig. 3.39 at the end of this chapter for the complete
multiplication. A hex or decimal listing is shown in Fig. 3.40.

Programming Alternatives

The program that we have just developed could have been written.in
many other ways. As a general rule, every programmer can usually find
ways to modify, and often improve, a program. For exampie, we have
shifted the multiplicand left before adding. It would have been mathe-
matically equivaient to shift the result one position to the right before
adding it to the multiplicand. As a matter of fact, this is an interesting
exercise!

Exercise 3.19: Write an 8 X &8 multiplication program using the same
algorithm, but shifting the result one position to the right instead of
shifting the multiplicand by one position to the left. Compare it to the
previous program, and determine whether this different approach
would be faster or slower than the preceding one. The speeds of the Z80
instructions are given in the next chapter and also in the appendix.

Improved Multiplication Program

The program that we have just developed is a straightforward trans-
lation of the algorithm to code. However, effective programiiing re-
quures close attention 1o detail, and the length of the program can often
be reduced or its execution speed can be improved. We are now going to
study alternatives designed to improve this basic program.

Step 1

A first possible improvement lies in the better utilization of the Z80
instruction set. The second-to-last instruction as well as the preceding
one can be replaced by a single instruction:

DJNZ LOOP

This is a special Z80 “‘automated jump’* which decrementsthe B register
and branches to a specified location if it is not *“0”". To be absolutely
correct, the instruction is not completely identical to the previous pair:

DEC B
JP NZ, MULT
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for it specifies a displucemient, and one can only jump within the range
of —256 to +256. However, we must here jump to a location which is
only a few bytes away, and this improvement is legitimate. The
resulting program is shown in Figure 3.24 below:

MP488B LD DE, (MPDAD)
LD BC, (MPRAD)
LD B,8 BIT COUNTER
LD HL, 0
MULT  SRL C
JR NC, NOADD

ADD HL, DE
NOADD SLA E

RL D

DINZ MULT

LD (RESAD), HL
RET

Fig. 3.24: Improved Multiply, Step 1
Step 2

In order to improve this multiplication program further, we will
observe that three different shift operations are used in the initial pro-
gram of Figure 3.13. The multiplier is shifted right, then the multipli-
cand MPD is shifted left, in two operations, by first shifting register E
left, then rotating register D to the left. This is time-consuming. A stan-
dard programming “‘trick’" used in the case of multiplication is based
on the following observation: every time that the multiplier is shifted by
one bit position, another bit position becomes available in the multi-
plier register. For example, assuming that the multiplier shifts right (in
the previous example), a bit position becomes available on the left.
Simultaneously, it can be observed that the first partial product (or
“result’”) will use, at most, 9 bits. It a single register had been allocated
to the result in the beginning of the program, we could then use the bit
position that has been vacated by the multiplier to store the fourth bit
of the result.

After the next shift of the MPR, the size of the partial product will be
increased by just one bit again. In other words, a single register can be
reserved intially for the partial product, and the bit positions which are
being freed by the multiplier can then be used as the MPR is being
shifted. In order to improve the program, we are therefore going to
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assign MPR and RES to a register pair. Ideally, they should be shifted
together in a single operation. Unfortunately, the Z80 shifts only 8-bit
registers at a time. Like most other 8-bit microprocessors, it has no in-
struction that allows shifting 16 bits at a time.

However, another trick can be used. The Z80 (like the 8080) is
equipped with special 16-bit add instructions that we have already used.
Provided that the multiplier and the result are stored in the register pair
H and L, we can use the instruction:

ADD HL, HL

which adds the contents of H and L to itself. Adding a number to
itself is doubling it. Doubling a number in the binary system is equiva-
lent to a left shift. We have just obtained a 16-bit shift in a single in-
struction. Unfortunately, the shift occurs to the left when we would like
it to occur to the right. This is not a problem.

Conceptually, the MPR can be shifted either left or right. We have
used a right shift algorithm because this is the one which is used in or-
dinary addition. However, it does not necessarily need to be so. The
addition operation is commutative, and the order can be reversed: shif-
ting the MPR to the left is just as valid.

In order to take advantage of this simulated 16-bit shift, we will have
to shift the MPR to the left. Therefore, the MPR will reside in register
H and the result in register L. The resulting register configuration is
shown in Figure 3.25.

By COUNTER

D| 0 | mpD

S—

Fig. 3.25: Registers for Improved Multiply
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The rest of the program is essentially identical to the previous one,.
The resulting program appears below:

MULSSC LD HL, (MPRAD-1)
LD L,0
LD DE, (MPDAD)
LD D, 0
LD B.S COUNTER
MULT ADD  HL, HL SHIFT LEFT
JR NC, NOADD

ADD HL, DE
NOADD DINZ MULT

LD (RESAD), HL

RET

Fig. 3.26: Improved Multiply, Step 2

When comparing this program to the previous one, it can be seen that
the length of the multiplication loop (the number of instructions be-
tween MULT and the jump) has been reduced. This program has been
written in fewer instructions and this will usually result in faster execu-
tion. This shows the advantage of selecting the correct registers to con-
tain the information.

A straightforward design will generally result in a program that
works. It will not result in a program that is optimized. 1t is theretore
important to understand and use the available registers and instructions
in the best possible way. These examples illustrate a rational approach
to register selection and instruction selection for maximum efficiency.

Exercise 3.20: Compute the speed of a multiplication operation using
this last program. Assume that a branch will occur in 50% of the cases.
Look up the number of cycles required by every instruction in the index
section. Assume a clock rate of 2 MHz (one cycle = 2 us).

Exercise 3.21: Note that here we have used the register pair D and E to
contain the multiplicand. How would the above program be changed if
we had used the register pair B and C instead? (Hint: this would re-
quire a modification at the end.)

Exercise 3.22: Why did we have 1o bother zeroing register D when
loading MPD into E?

Finally, let us address a detail which may look irritating to the pro-
grammer who is not yet familiar with the Z80. The reader will have
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noticed that, in order to load MPD into E from the memory, we had to
ioad both registers D and E at the same time from a memory address.
This is because, unless the address is contained in registers H and L,
there is no way to fetch a single byte directly and load it into register E.
This is a feature carried over from the early 8008, which had no direct
addressing mode. The feature was carried forward into the 8080, with
some improvements, and improved still further in the Z80, where it is
possible to fetch 16 bits directly from a given memory address (but not
8 bits).

Now, having solved this possible mystery, let us execute a more
complex multiplication.

A 16 X 16 Multiplication

In order to put our newly acquired skills to a test, we will multiply
two 16-bit numbers. However, we will assume that the result requires
only 16 bits, so that it can be contained in one of the register pairs.

The result, as in our first multiplication example, is contained in
registers H and L (see Figure 3.27). The multiplicand MPD is contained
in registers D and E.

@]

B C

COUNTER MPR, HIGH A

MPR, LOW

D MPD E
[ ©
T
H RESULT L

AN

+

Fig. 3.27: 16 X 16 Multiply—The Registers
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It would be tempting to deposit a multiplier into register B and C.
However, if we want to take advantage of the DJNZ instruction,
register B must be allocated to the counter. As a result, half of the
multiplier will be in register C, and the other half in register A (see
Figure 3.27). The multiplication program appears below:

MULI6 LD A, (MPRAD + 1) MPR, HIGH

LD C A
LD A, (MPRAD) MPR, LOW
LD B, 16 COUNTER
LD DE, (MPDAD) MPD
LD HL, 0
MULT SRL C RIGHT SHIFT MPR,
HIGH
RRA ROTATE RIGHT MPR,
LOW
JR NC, NOADD TEST CARRY
ADD HL, DE ADD MPD TO RESULT
NOADD EX DE, HL
ADD HL, HL DOUBLE - SHIFT MPD
LEFT
EX DE, HL
DINZ MULT
RET

Fig. 3.28: 16 X 16 Multiplication Program

The program is analogous to those we have developed before. The
first six instructions (from label MUL16 to label MULT) perform the
initialization of registers with the appropriate contents. One complica-
tion is introduced here by the fact that the two halves of MPR must be
loaded in separate operations. It is assumed that MPRAD points to the
low part of the MPR in the memory, followed in the next sequential
memory location by the high part. (Note that the reverse convention
can be used.) Once the high part of MPR has been read into A, it must
be transferred into C:

LD A, (MPRAD + 1)
LD C, A

Finally, the low part of MPR can be read directly into the accumulator:

LD A, (MPRAD)
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The rest of the registers, B, D, E, H, and L are initialized as usual:

LD B, 16
LD DE, (MPDAD)
LD HL, 0

A 16-bit shift must be performed on the multiplier. It requires two
separate shift or rotate operations on registers C and A:

MULT SRL C
RRA

After the 16-bit shift, the right-most bit of the MPR, i.e., the LSB, is
contained in the carry bit C where it can be tested:

JR NC, NOADD

As usual, the multipiicand is not added to the result if the carry bit is
“0’’, and is added to the result if the carry bit is ““1’’:

ADD HL, DE

Next, the multiplicand MPD must be shifted by one position to the left.

However, the Z80 does not have an instruction which will shift the
contents of register D and E simultaneously to the left by one bit posi-
tion, and it can also not add the contents of D and E to itself. The con-
tents of D and E will therefore first be transferred into H and L, then
doubled, and transferred back to D and E. This is accomplished by the
next three instructions:

NOADD EX DE, HL
ADD HL, HL
EX DE, HL

Finally, the counter B is decremented and a jump occurs to the begin-
ning of theloop as long as it does not decrement to *‘0’’:

DINZ MULT

As usual, it is possible to consider other register allocations which may
(or may not) result in shorter codes:

Exercise 3.23: Load the multiplier into registers B and C. Place the
counter in A. Write the corresponding multiplication program and
discuss the advantages or disadvantages of this register allocation.
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Exercise 3.24: Referring (o the original 16-bit multiplication prograni
of Figure 3.28, can you propose a way to shift the MPD, contained in
registers D and E, without transferring it into registers H and L?

Exercise 3.25: Write a 16-by-16 multiplication program which detects
the fact that the result has more than 16 bits. This is a sunple iimprove-
ment of our basic program.

Exercise 3.26: Write a 16-by-16 multiplication program with a 32-bit
result. The suggested register allocation appears in Figure 3.29.
Remember that the initial result after the first addition in the loop will
require only 16 bits, and (hat the multiplier will free one bit for each
subsequent iteration.

i
B MPD C
|
T
D MPR E
1 RESULT
AFTER
MULTIPLICATION
H RES

Fig. 3.29: 16 x 16 Multiply with 32-Bit Result

Let us now examine the last usual arithmetic operation, the division.

BINARY DIVISION

The algorithm for binary division is analogous to the one which has
been used for the multiplication. The divisor is successively subtracted
from the high order bits of the dividend. After each subtraction, the
result is used instead of the initial dividend. The value of the quotient is
simultaneously increased by 1 every time. Eventually, the result of the
subtraction is negative. This is called an overdraw. One must then
restore the partial result by adding the divisor back to it. Naturally, the
quotient must be simultaneously decremented by 1. Quotient and divi-
dend are then shifted by one bit position to the left and the algorithm is
repeated. The flow-chart is shown in Figure 3.30.

The method just described is called the resroring method. A variation
of this method which yields an improved speed of execution is called the
non-restoring method.
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1t

INITIALIZE
QUOTIENT = 0
SHIFTCOUNTER = 4

SHIFT LEFT
DIVIDEND
(WITH 8 LEADING 0's}
AND QUOTIENT

i

TRIAL SUBTRACT:
LECT (DIVIDEND)-DIVISOR

YES
BORROW?
NO
RESTORE:
QUOTIENT = QUOTIENT +1 ADD DIVISOR

13 :

COUNTER = COUNTER~ 1

NO

YES
END (REMAINDER IN LEFT (DIVIDEND)

Fig. 3.30: 8-Bit Binary Division Flowchart

B { COUNTER C

H | DIVIDEND/QUOTIENT

Fig. 3.31: 16 X 8 Division—The Registers
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16-by-8 Division

As an example, let us here examine a 16-by-8 division, which will
yield an 8-bit quotient and an 8-bit remainder dividend. The register
allocation is shown in Figure 3.31.

The program appears below:

DIVie8 LD A, (DVSAD) LOAD DIVISOR
LD D,A INTO D
LD E, 0
LD HL, (DVDAD) LOAD 16-BIT DIVIDEND
LD B, 8 INITIALIZE COUNTER
D1v XOR A CLEAR C BIT
SBC HL, DE DIVIDEND - DIVISOR
INC HL QUOTIENT = QUOTIENT + 1
JP P, NOADD TEST IF REMAINDER
POSITIVE
ADD HL, DE RESTORE IF NECESSARY
DEC HL QUOTIENT = QUOTIENT - 1
NOADD ADD HL, HL SHIFT DIVIDEND LEFT
DINZ DIV LOOP UNTIL B = 0
RET

Fig. 3.32: 16 X 8 Division Program

The first five instructions in the programload the divisor and the divi-
dend respectively into the appropriate registers. They also initialize the
counter, in register B, to the value 8. Note again that register B is a pre-
ferred location for a counter if the specialized Z80 instruction DINZ is
to be used:

DIvViég8 LD A, (DVSAD)

LD D, A
LD E, O
LD HL, (DVDAD)
LD B, 8

Next, the divisor is subtracted from the dividend. Since an SBC in-
struction must be used (there is no 16-bit subtract without carry), the
carry must be set to the value *‘0”’ before subtracting. This can be ac-
complished in a number of ways. The carry can be cleared by perform-
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ing instructions such as:

XOR A
AND A
OR A

Here, an XOR is used:
DIV XOR A
The subtraction can then be performed:
SBC HL, DE

It is anticipated that the subtraction will be successful, i.e., that the re-
mainder will be positive. This is called the ‘‘trial subtract’’ step (refer to
the flowchart of Figure 3.30). The quotient is therefore incremented by
one. If the subtraction has in fact failed (i.e., if the remainder is
negative), the quotient will have to be decremented by one later on:

INC HL
The resuit of the subtraction is then tested:
JP P, NOADD

If the remainder is positive or zero, the subtraction has been successful,
and it is not necessary to store it. The program jumps to address
NOADD. Otherwise, the current dividend must be restored to its
previous value, by adding the divisor back to it, and the quotient must
be decremented by one. This is performed by the next instructions:

ADD HIL, DE
DEC HL

Finally, the resulting dividend is shifted left, in anticipation of the
next trial subtract operation. Finally, the B counter is decremented and
tested for the value “‘0’’. As long as B is not zero, this loop is executed:

NOADD ADD HIL, HL
DINZ DIV
RET

Exercise 3.27: Verify the operation of this division program by hand,
by filling out the table of Figure 3.33, as in Exercise 3.18 for the multi-
plication. Note that the contents of D need not be entered on the form
of Figure 3.33, since they are never modified.
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LABEL INSTRUCTION B H i

Fig. 3.33: Form for Division Program
8-Bit Division

The following program uses a restoring method, and leaves a com-
plemented quotient in A. It divides 8 bits by 8 bits (unsigned).

E IS DIVIDEND

C IS DIVISOR

A 1S QUOTIENT
B IS REMAINDER

DIV88 XOR A CLEAR ACCUMULATOR
LD B, 8 LOOP COUNTER

LOOP88 RL E ROTATE CY INTO ACC-

DIVIDEND

RLA CY WILL BE OFF
SUB C TRIAL SUBTRACT DIVISOR
JR NC.$ +3 SUBTRACT OK
ADD A C RESTORE ACCUM, SET CY
DINZ LOOPS8S
LD B,A PUT REMAINDER IN B
LD AE GET QUGTIENT
RLA SHIFT IN LAST RESULT BIT
CPL COMPLEMENT BITS
RET

Note: the “*$"" symbol in the sixth instruction represents the value of the
program counter.
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Non Restoring Division
The tollowing program performs a 16-bit by 15-bit integer division,

using a non-restoring technique. IX points to the dividend, 1Y to the
divisor (not zero). The resulting address is left in 1X (see Figure 3.34).

A DVD,HI

B[ COUNTER }[ DVD,LO jc

D | DIVISOR J:

HI REM e

x| DVD ADDRESS |

M DVS ADDR

Fig. 3.34: Non-Restoring Divisor—The Registers

Register B is used as a counter, initially set to 16.
A and C contain the dividend.
D and E contain the divisor.
H and L contain the result.
The 16-bit dividend is shifted left by:
RL C
RLA
The remainder is shifted left by:
ADC HL, HL.
The final quotient is left in B, C, with the remainder in HL. The
program follows.
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TRIALSB

NULL

PTV

RESTOR

NGV
DONE

LD
LD
LD
LD
LD
OR

JR

LD
LD
LD
RL

RLA
ADC

SBC
CCF
JR

DINZ
JP
RL

RLA
ADC
AND
ADC
JR
JR
DINZ
RL.
RLA
ADD
LD
RET

B, (IX + 1)
C, (IX)
DAY + 1)
E, (1Y)

A, D

E

Z,ERROR

A,B
HL,0
B, 16
C

HL, HL
HL, DE
NC, NGV

TRIALSB
DONE
C

HL,HL
A

HL, DE
C,PTV
Z,NULL
RESTOR
C

HL, DE
B, A
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(DIVISOR) HIGH OR
(DIVISOR) LOW

CHECK FOR DIVISOR =
ZERO

GET (DVD) Hli

CLEAR RESULT
COUNTER

ROTATE RESULT + ACC
LEFT

LEFT SHIFT. NEVER SETS
CARRY.

MINUS DIVISOR

RESULT BIT
ACCUMULATOR
NEGATIVE?

COUNTER ZERO?

ROTATE RESULT + ACC
LEFT

AS ABOVE

RESTORE BY ADDING DVSR
RESULT POSITIVE

RESULT ZERO

COUNTER ZERO?

SHIFT IN RESULT BIT

CORRECT REMAINDER
QUOTIENT ISIN B, C
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Exercise 3.28: Compare the previous program to the following one, us-
ing a restoring technique:

DIVIDEND IN AC
DIVISOR IN DE
QUOTIENT IN AC
REMAINDER IN HL

DIV16 LD HL,0 CLEAR ACCUMULATOR
LD B, 16 SET COUNTER

LOOP16 RL C ROT ACC-RESULT LEFT
RLA
ADC HL,HL LEFT SHIFT
SBC HL,DE TRIAL SUBTRACT DIVISOR
JR NC,$ +3 SUB WAS OK
ADD HL,DE RESTORE ACCUM
CCF CALC RESULT BIT
DINZ LOOPl6 COUNTER NOT ZERO
RL C SHIFT IN LAST RESULT BIT
RLA
RET

Note: The symbol ‘$”’ means ‘‘current location’’ {eighth instruction).

LOGICAL OPERATIONS

The other class of instructions which can be executed by the ALU in-
side the microprocessor is the set of /ogical instructions. They include:
AND, OR and exclusive OR (XOR). In addition, one can also include
here the shift and rotate operations which have already been utilized,
and the comparison instruction, called CP for the Z80. The individual
use of AND, OR, XOR, will be described in Chapter 4 on the instruc-
tion set.

Let us now develop a brief program which will check whether a given
memory location called LOC contains the value *‘0”’, the value ‘“1”’, or
something else.

The program will introduce the comparison instruction, and perform
a series of logical tests. Depending on the result of the comparison, one
program segment or another will be executed.
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The program appears below:

LD A (LOO) READ CHARACTER IN

LOC
CP  OOH COMPARE TO ZERO
JP Z,ZERO ISITAO0?
CP  OIH COMPARE TO ONE
JpP Z, ONE
ONEFOUND
ZERO
ONE

The first instruction: LD A, (LOC)Y” reads the contents of memory
focation LOC, and loads it into the accumulator. This is the character
we want to test. It is compared to the value 0 by the following instruc-
tion:

CP 00H

This instruction compares the contents of the accumulator to the hex-
adecimal value ‘00", i.e., the bit pattern ‘0000 0000’". This compari-
son instruction will set the Z bit in the flags register to the value ‘1", if
it succeeds. This bit can then be tested by the next instruction:

JP Z, ZERO

The jump instruction tests the value of the Z bit. If the comparison suc-
ceeds, the Z bit has been set to one, and the jump will succeed. The pro-
gram will then jump to the address ZERO. If the test fails, then the next
sequential instruction will be executed:

Cp 0IH

Similarly, the following jump instruction will branch to location ONE
if the comparison succeeds. If none of the comparisons succeed, then
the instruction at location NONEFOUND will be executed.

JP Z, ONE
NONEFOUND ...
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This program was introduced to demonstrate the value of the com-
parison instruction followed by a jump. This combination will be used
in many of the following programs.

Exercise 3.29: Refer to the definition of the LD A, (LOC) instruction in
the next chapter. Exaimine the effect of this instruction on the flags, if
any. Is the second instruction of this program necessary (CP 00H)?

Fxercise 3.30: Write the program which will read the contents of
memory location **24°" and branch (o an address called “STAR’if there
was a “Fin memory location 24. The bit pattern for a ***'" in binary
notation will be assumed to be represented by ‘001010107

INSTRUCTION SUMMARY

We have now studied most of the important instructions of the Z80
by using them. We have transterred values between the memory and the
registers. We have performed arithmetic and logical operations on such
data. We have tested it, and depending on the results of these tests,
have executed various portions of the program. In particular, special
“‘automated’’ Z80 instructions such as DJNZ have been used to shorten
programs. Other automated instructions: LDDR, CPIR, INIR will be
introduced throughout the remainder of this book.

Full use has been made of special Z80 features., such as 16-bit register
instructions to simplify the programs, and the reader should be caretul
not to use these programs on an 8080: they have been optimized tor the
Z80.

We have also introduced a structure called a loop. Another impor-
tant programming structure will be introduced now: the subroutine.

SUBROUTINES

In concept, a subroutine 1s simply a block of instructions which has
been given a name by the programmer. From a practical standpoint, a
subroutine must start with a special instruction called a subroutine
declaration, which identifies it as such for the assembler. 1t is also ter-
minated by another special instruction called a rerumi. Let us first il-
lustrate the use of a subroutine in a program in order to demonstrate its
value. Then, we will examine how it is actually implemented.
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MAIN PROGRAM

SUBROUTING

CALL SUB

RETURN

CALL SUB

Il

Fig. 3.35: Subroutine Calls

The use of a subroutine is illustrated in Figure 3.35. The main pro-
gram appears on the left of the illustration. The subroutine is shown
symbolically on the right. Let us examine the subroutine mechanism,
The lines of the main program are cxecuted successively until a new in-
struction ““CALL SUB'™ is met. This special instruction is the
subroutine call and results in a transfer to the subroutine. This means
that the next instruction to be executed after the CALL SUB is the first
instruction within the subroutine. This is illustrated by arrow 1 on the
illustration.

Then, the subprogram within the subroutine executes just like any
other program. We will assume that the subroutine does not contain
any other calls. The last instruction of this subroutine is a RETURN.
This is a special instruction which will cause a return to the main pro-
gram. The next instruction to be exccuted after the RETURN is the one
following the CALL SUB in the main program. This is illustrated by ar-
row 3 on the illustration. Program execution continues then, as il-
lustrated by arrow 4.

In the body of the main program a second CALL SUB appears. A
new transier occurs, shown by arrow 5. This means that the body of the
subroutine is again executed following the CALL SUB instruction.

Whenever the RETURN within the subroutine is encountered, a
return oceurs to the instruction following the CALL SUB in question.
This is illustrated by arrow 7. Following the return to the main pro-
gram, program exccution proceeds normally, as illustrated by arrow 8.

The effect of the two special instructions CALL SUB and RETURN
should now be clear. What is the value of the subroutine mechanism?

The essential value of the subroutine is that it can be called from any
number of points in the main program, and used repeatedly without
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rewriting it. A first advantage is that this approach saves memory
space, since there is no need to rewrite the subroutine every time. A se-
cond advantage is that the programmer can design a specific subroutine
only once and then use it repeatedly. This is a significant simplification
in program design.

Fxercise 3.31: What is the main disadvantage of a subroutine? (Answer
follows.)

The disadvantage of the subroutine should be clear just by cxamining
the flow of execution between the main program and the subroutine. A
subroutine results in a slower execution, since extra instructions must
be exccuted: the CALL SUB and the RETURN.

Implementation of the Subroutine Mechanism

We will examine here how the two special instructions, CALL SUB
and RETURN, are implemented internally within the processor. The
effect of the CALL SUB instruction is to cause the next instruction to
be fetched at a new address. You will remember (or else read Chapter
1 again) that the address of the next instruction to be executed in a
computer is contained in the program counter (PC). This means that
the effect of the CALL SUB is to substitute new contents in register PC.
Its effect is to load the start address of the subroutine in the program
counter. Is that really sufficieni?

To answer this question, let us consider the other instruction which
has to be implemented: the RETURN. The RETURN must cause, as its
name indicates, a return to the instruction that follows the CALL SUB.
This is possible only if the address of this instruction has been preserved
somewhere. This address happens to be the value of the program
counter at the time that the CALL SUB was encountered. This is
because the program counter is automatically incremented every time it
is used (read Chapter I again). This is preciscly the address that we want
to preserve, so that we can later perform the RETURN.

The next problem is: where can we save this return address? This ad-
dress must be saved in a location where it is guaranteed that it will not
be erased.

However, let us now consider the following situation, illustrated by
Figure 3.36. In thisexampie, subroutine 1 contains a call to SUB2. Our
mechanism should work in this case as well. Naturally, there might even
be more than two subroutines, say N “‘nested’” calls. Whenever a new
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CALL is encountered, the mechanism must therefore again store the
program counter. This implies that we need at least 2N memory loca-
tions for this mechanism. Additionally, we will need to return from
SUB2 first and SUBI next. In other words, we need a structure which
can preserve the chronological ordering in which addresses have been
saved.

The structure has a name and has already been introduced. It is the
stack. Figure 3.38 shows the actual contents of the stack during suc-
cessive subroutine calls. Let us look at the main program first. At ad-
dress 100, the first call is encountered: CALL SUBI. We will assume
that, in this microprocessor, the subroutine call uses 3 bytes (RST is an
exception). The next sequential address is therefore not ““101°°, but
““103°". The CALL instruction uses addresses ‘100", *“101°, “‘102”",
Because the control unit of the Z80 ‘‘knows’" that it is a 3-byte instruc-
tion, the value of the program counter, when the call has been com-
pletely decoded, will be *“103°". The effect of the call will be to load the
value *‘280°" in the program counter. ‘280" is the starting address of
SUBI.

s S8 ?

et Chi s s -
AN
RETUIN 1 N eftuan

CALSUB -

Fig. 3.36: Nested Calls

We are now ready to demonstrate the effect of the RETURN instruc-
tion and the correct operation of our stack mechanism. Execution pro-
ceeds within SUB2 until the RETURN instruction is encountered at
time 3. The effect of the RETURN instruction is simply to pop the top
of the stack into the program counter. In other words, the program
counter is restored to its value prior to the entry into the subroutine.
The top of the stack in our example is ‘303", Figure 3.38 shows that, at
time 3, value ‘303" has been removed from the stack and has been put
back into the program counter. As a result, instruction execution pro-
ceeds from address ‘303", At time 4, the RETURN of SUBI is encoun-
tered. The value on top of the stack is ‘103", It is popped and is in-
stalled in the program counter. As a result, program execution will pro-
ceed from location ‘103’ on within the main program. This is, indeed,
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the effect that we wanted. Figure 3.38 shows that at time 4 the stack is
again empty. The mechanism works.

The subroutine call mechanism works up to the maximum dimension
of the stack. This is why early microprocessors which had a 4- or
8-register stack were essentially limited to 4 or 8 levels of subroutine
calls.

Note that, on Figures 3.36 and 3.37, the subroutines have been
shown to the right of the main program. This is only for the clarity of
the diagram. In reality, the subroutines are typed by the user as regular
instructions of the program. On a sheet of paper, when producing the
listing of the complete program, the subroutines may be at the begin-
ning of the text, in its middle, or at the end. This is why they are pre-
ceded by a subroutine declaration: they must be identified. The special
instructions tell the assembler that what follows shouid be treated as a
subroutine. Such assembler directives will be discussed in Chapter 10.

ADDRESS {MAIN}
100: CALLSUB Y O
1
103: (sus 1)
80
@ %00 {SuB2)
e retriselZnt
— 300: CALLSUB 2 —
303:
RETURN [ —
———————— @ RETURN

Fig. 3.37: The Subroutine Calls

stack: | Time (1) Tve (2) Ve (3) Tve (4)

103 103 103

303

Fig. 3.38: Stack vs. Time
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Z80 Subroutines

The basic concepts relating to subroutines have now been presented.
1t has been shown that the stack is required in order to implement this
mechanism. The Z80 is equipped with a 16-bit stack-pointer register.
The stack can therefore reside anywhere within the memory and may
have up to 64K (1K = 1024) bytes, assuming they are available for that
purpose. In practice, the start address for the stack, as well as its max-
imum dimension, will be defined by the programmer before writing his
program. A memory area will then be reserved for the stack.

The subroutine-call instruction, in the case of the Z80, is called
CALL, and comes in two versions; the direct or unconditional call,
such as CALL ADDRESS, is the one we have already described. In ad-
dition, the Z80 is equipped with a conditional call instruction which will
call a subroutine if a condition is met. For example: CALL NZ, SUBI
will result in a call to subroutine 1 if the result of the previous operation
is non-zero. This is a powerful facility, since many subroutine calls are
conditional, i.e., occur only if some specific condition is met.

CALL CC, NN is executed only if the condition specified by *CC”
is true. CC is a set of three bits (bits 4, 5 and 6 of the opcode) which
may specify up to eight conditions. They correspond respectively to the
four flags “Z’", “‘C’’, “P/V”’, “‘S’’ veing either zero or non-zero.

Similarly, two types of return instructions are provided: RET and
RET CC.

RET is the basic return instruction. It occupies one byte, and causes
the top two bytes of the stack to be re-installed in the program counter.
It is unconditional.

RET CC has the same effect except that it is executed only if the con-
ditions specified by CC are truc. The condition bits are the same as for
the CALL instruction just described,

Additionally, two specialized types of return are available which are
used to terminate interrupt routines: RETI, RETN. They are described
in the section on the Z80 instructions as well as in the section on inter-
rupts.

Finally, one more specialized instruction is provided which is analo-
gous to a subroutine call, but allows the program to branch to only one
of eight starting locations located in page zero. This is the RST P in-
struction. This is a one-byte instruction which automatically preserves
the program counter in the stack, and causes a branch to the three-bit
address specified by the P field. The P field corresponds to bits 4, 5,
and 6 of the instruction, multiplied by eight.
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In other words, if bits 4, 3, 6 are ‘‘000°’, the jump will occur to loca-
tion OOH. If these bits are **001", the branch will occur to 08H, ¢tc. up
to 111, which will cause a branch to location 38H. The RST instruction
is very efficient in terms of speed since it is a single-byte instruction.
However, it can jump to only eight locations, in page 0. Additionally,
these addresses in page 0 are only eight bytes apart. This instructionis a
carry-over from the 8080 and was extensively used for interrupts. This
will be described in the interrupt section. However, this instruction may
be used for any other purpose by the programmer, and should be con-
sidered as a possible specialized subroutine call.

Subroutine Examples

Most of the programs that we have developed and are going to
develop would usually be written as subroutines. For example, the
multiplication program is likely to be used by many areas of the pro-
gram, In order to facilitate and clarify program development, it is
therefore convenient to define a subroutine whose name would be, for
example, MULT. At the end of this subroutine we would simply add
the instruction RET.

Exercise 3.32: If MULT is used as a subroutine, would it “‘damage’’
any internal flags or registers?

Recursion

Recursion is a word used to indicate that a subroutine is calling itself.
If you have understood the implementation mechanism, you should
now be able to answer the following question:

Exercise 3.33: Is it legal to let a subroutine call itself? (In other words,
will everything work even if a subroutine calls itself?j If you are not
sure, draw the stack and fill it with the successive addresses. Then, look
at the registers and memory (see Exercise 3.18) and determine if a pro-
blem exists.

Interrupts will be discussed in the input/output chapter (Chapter 6).
All returns are one-byte instructions; all calls are 3-byte instructions
(except RST).

Exercise 3.34: Look at the execution times of the CALL and the RET
instructions in the next chapter. Why is the return from a subroutine so
much faster than the CALL? (Hint: if the answer is not obvious, look
again at the stack implementation of the subroutine mechanism, and
analyze the internal operations that must be performed.)
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Subroutine Parameters

When calling a subroutine, one normally expects the subroutine to
work on some data. For example, in the case of multiplication, one
wants to transmit two numbers to the subroutine which will perform
the multiplication. We saw in the case of the multiplication routine that
this subroutine expected to find the multiplier and the multiplicand in
given memory locations. This illustrates one method of passing para-
meters: through memory. Two other techniques are used, so that we
have three ways of passing parameters.

I—through registers
2—through memory
3—through the stack

Registers can be used to pass parameters. This is an advantageous
solution, provided that registers are available, since one does not need
to use a fixed memory location: the subroutine remains memory-inde-
pendent. If a fixed memory location is used, any other user of the sub-
routine must be very careful that he uses the same convention and that
the memory location is indeed available (look at Exercise 3.19 above).
This is why, in many cases, a block of memory locations is reserved
simply to pass parameters among various subroutines.

Using memiory has the advantage of greater flexibility (more data),
but results in poorer performance and also in tying the subroutine to a
given memory area.

Depositing parameters in the stack has the same advantage as using
registers: it is memory-independent. The subroutine simply knows that
it 1s supposed to receive, say, two parameters which are stored on top of
the stack. Naturally, it has disadvantages: it clutters the stack with data
and, therefore, reduces the number of possible levels of subroutine
calls. It also significantly complicates the use of the stack, and may re-
quire multiple stacks.

The choice is up to the programmer. In general, one wishes to remain
independent from actual memory locations as long as possible.

If registers are not available, a possible solution is the stack. How-
ever, if a large quantity of information should be passed to a sub-
routine, this information may have to reside directly in the memory. An
elegant way around the problem of passing a block of data is simply to
transmit a pointer to the information. A pointer is the address of the
beginning of the block. A pointer can be transmitted in a register, or in
the stack (two-stack locations can be used to store a 16-bit address), or
in a given memory location(s).
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Finally, if neither of the two solutions is applicable, then an agree-
ment may be made with the subroutine that the data will be at some
fixed memory location (the ‘“‘mail-box™").

Exercise 3.35: Which of the three methods above is best for recursion?

Subroutine Library

There is a strong advantage to structuring portions of a program into
identifiable subroutines: they can be debugged independently and can
have a mnemonic name. Provided that they will be used in other areas
of the program, they become shareable, and one can thus build a
library of useful subroutines. However, there is no general panacea in
computer programming. Using subroutines systematically for any
group of instructions that can be grouped by function may also result in
poor efficiency. The alert programmer will have to weigh the advan-
tages against the disadvantages.

SUMMARY

This chapter has presented the way information is manipulated inside
the Z80 by instructions. Increasingly complex algorithms have been in-
troduced and translated into programs. The main types of instructions
have been used and expiained.

Important structures such as loops, stacks and subroutines, have
been defined.

You should now have acquired a basic understanding of program-
ming, and of the major techniques used in standard applications. Let
us study the instructions available.
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AT=00
v A=00

=00

BC=0000
B/ =0000
EC=0003
B =0000
BC=0803
B/ =0000
BC=0803
E/=0000

- RC=0803

E’=0000
RLC=0803
E’=0000
RC=0801
B/=0000
BC=0801
B/ =0000
BC=0801
B =0000
EC=0801
B=0000
BC=0801
B =0000
BC=0701
B/=0000
RC=0701
B'=0000
BC=0700
B/=0000
BC=0700
B/=0000
RC=0700
B =0000
RC=0700
B/ =0000

=0000
RC=0600
B/ =0000
RC=0600
B=0000
BC=0600
B/=0000
RC=0600
BE’=0000
RE=0600
B =0000
BC=0500
0000
BRC=03500
B/ =0000
EC=0500
B/ =0000
BC=0500
E7=0000
HC=0500
B/=0000

ot

L =GO00
RC=0400
RB7=0000
BC=0400
B7=0000

LE=0000
0=0000
LE=0000
I’ =0000
DE=0000
I’=0000
DE=0005
[’=0000
DE=0005
0’/=0000
DE=0005
07=0000
LE=000%3
07=0000
LE=000%
0=0000
DE=00035
L7=0000
DE=000A
L°=0000
LE=0004A
07=0000
LE=000A
0/=0000
DE=000A
L7=0000
DE=000A
’=0000
DE=0004A
0/=0000
DE=000A
0/=0000
DE=0014
It’=0000
LE=0014
I1’=0000
DE=0014
N7 =0000
DE=0014
L=0000
DE=0014
[/=Q000
DE=0014
' =0000
DE=0028
n=0000

I°=0000

DE=00%50
D’=0000

DE
j O

=050
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HL=0000
H'=0000
HL=0000
H =0000
HL=0000
H’=0000
HL=0000
H =0000
HL=0000
H’=0000
HL=0000
H”=0000
HL=0000
H’=0000
HL=0000
H’=0000
HL=0003
H =0000
HL=000%
H =0000
HL=0005
H’=0000
HL=000%
H/=0000
HL=0005G
H’=0000
HL=000%

=Q000
HL=000%
H=0000
HL=000F
H’=0000
HL=000F
H’=0000
HL=000F
H=0000

H =0000
HL=000F
H’=0000
HL=000F
H’/=0000
HL=000F
H’=0000
HL.=000F
H’=0000
HL=000F
H =0000
HL=00Q0F
H =0000
HL=000F
H =0000
HL=000F
H’=0000
HL=000F
H =0000
HL=000F
H’=0000
HL=000F

HL=000F
H’=0000

5=0300
X=0000
8=0300
X=0000
§=0300
X=0000
§=0300
X=0000
S=0300
X=0000
5=0300
X=0000
$=0300
X=0000
$=0300
X=0000
$=0300
X=0000
§=0300
X=0000
§=0300
X=0000
§=0300
X=0000
§=0300
X=0000
5=0300
X=0000
$=0300
X=0000
§=0300
X=Q000
§=0300
X=Q000
6=0300
X=0000
300
X=0000
S$=0300
X=0Q000
5=0300
X=0000

5=0300
X=0000
8=0300
X=0000
5=0300
X=0000
2300
X=0000
§=0300
X=0000

§=0300
X=0000

F=0100
Y=0000
F=0104
Y=0000
F=0106
Y=0000
F=010A
Y=0000
F=010C
Y=0000
F=010F
Y=0000
F=0411
Y=0000
F=0113
Y=0000
F=0114
Y=0000
F=0114
Y=0000
F=0118
Y=0000
F=0119
Y=0000
F=010F
Y=0000
F=0111
Y=0000
F=0113
Y=0000
F=0114
Y=0000
F=0114
Y=0000
F=0118
Y=0000
F=0119
Y=0000
P=Q10F
Y=0000
F=0111
Y=0000
F=0114
Y=0000
P=0118
Y=0000
F=0118
Y=0000
F=0119
Y=0000
F=010F
Y=0000
F=0111
Y=0000
F=0114
Y=0000
F=0114
Y=0000
F=0118

=0000
0119
Y=0000
F=010F
Y=0000

01007
1=00
01047
I=00
01046°
I=00
010a7
I=00
o10C”
I=00
Q10F’
1=00
oL1LL”
I=00
0113”7
I=00
01147
I=00
0116
I=00
01187
I1=00
0119’
I=00
Q10F’
I=00
011’
I=00
01137
I=00
0114’
=00
0116”7
=00
011’
I=00
01197
I=00
Q10F”
I=00
o111~
I=00
01147
I=00
0118
I=00
oLig”’
I=00
orie”
I=00
0LOF”
I=00
S50 N
I=00
01147
I=00
01147
I=00
o118
T=00
Q119”
I=00
0LOF "
I=00

Ln

Lo

LI

LI

Lo

SRL

JR

ADD

SLA

RL

NEC

JF

SRL

AL

SLA

RL

DEC

SRL

SRL

JR

Sla

RL

Fig. 3.39: Muiltiplication: A Complete Trace
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BC=0400
B/ =0000
RC=0400
I=0000
RC=0400
B =0000
BC=0400
E=0000
RC=0300
B/ =0000
EC=0300
7 =0000
BC=0300
B =0000
BLC=0300
B =0000
RC=0300
B =0000
RC=0300
I =0000
RC=0200
R =0000
RC=0200
=0000
RBRC=0200
R/ =0000
RC=0200
B =0000
BC=0200
B =0000
EC=0200
0000
RC=0100
B =0000
BC=0100
E =0000
RC=0100
B =0000
BC=0100
B =0000
REC=0100
B =0000
EC=0100

B/ =0000 I

EC=0000
B =0000
EC=0000
B =0000
BC=0000
B/=0000

NE=00%0

=0000
DE=00a80

o =0000
DE=00A0

DE=0140
D7 =0000
DE=0140
D7=0000

L7=0000
DE=0180
7 =0000

17=0000
IE=0280

DL 0280

I =0000

H’“OOOO
DE=0500

=0000
DE=0%00
L/=0000
DE=0500
0’=0000
DE=0%G00
07=0000

HL=000F
H=0000
HL=00(C

H7=0000

HL=Q00F

HL=000F &=

H7 =0000
HL=000F

HL=000F
H/ =0000
HL=000F
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HL=000F
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HL=000F
H=0000
HL=000F
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HL=000F
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HL=000F
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HL=000F
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HL=000F
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$=0300
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§=0300
X=0000

5=0300
X=0000

X= OOOO
$=0300
X=0000
§=0300
X=0000

¥=0000
F=0119
Y=0000

Y 0000
F=0118
Y=0000
Rl 19
Y=0000
F=010F
Y=OOOO

F=0114
Y=0000 I=
P=0118
Y=0000
F=0119
Y=0000

Y=0000
F=0114
Y=0000
F=0116
Y=0000
F=0118

Y=0000 I=

P=0119
Y=0000
F=Q110
Y=0000
P=011F
Y=0000

.

*X3

JR
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NOF
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Fig. 3.39: Multiplication: A Complete Trace (continued)
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ANSWERS TO EXERCISE 3.18 MULTIPLICATION):

CROMEMCO CUOS Z90 ASSEMELER wersion 90,15 FAGE 0001

00007 0001 ORG 2100H

(0200 0002 MPRAD U 0200H

Qzo) 2003 MFDALR Ll 0202+

€0204) 0004 RESAD (LN D204

DOOH 4

Q100 EDABp000l 000H MF4Rg Lo RCy (HFRAD) FLOAD MULTIPLIER INTO 1
0104 0408 0007 8¢ B, 8 OIS RIT COUNTER
0106 ENSRO202 0008 Lo DE s (HF DAL FLOATT MUTTFLICANI INTO E
010A 1400 G009 Lo 0y0 sCLEAR B
Q100 210000 2010 Lo Hir 0 REGULT T 0
Q10F  CR3Y a011l MULT GRE fI SHIFT MULTTRLIER BIT THTO CORRY
01tr 3001 0012 Ji HE s NQA DL 1 T LAk
0113 1% Q0135 ARG HL+ DE FALLE MWD TO RESULT
0114 CR23 Q014 NOADD St e FSHIFT MRPI LEFT
0116 CRHIZ Q0135 KL I FSAVE RIT I It
0118  0C 001 LR u [
V119 £20F04 QOLY Je NZyMULT o
QLLC 2204902 00l8 Lo CRESAD)Y s HL
QLLF (0000) 0019 ENIY
Errors Q

Fig. 3.40: The Multiplication Program (Hex)

LABEL |INSTRUCTION] B C (CA%:RY) D E H L
00 00 0 00 00 | 00 | OO

MP488 LD BC,(0200); 00 03 0 00 00 | 00 | OO
LD B,08 08 03 0 00 00 | 060 | 0O

LD DE,(0202) | 08 03 0 00 05 1 00 | 00

LD D, 00 08 03 0 00 05 | 00 | 0O

LD HL,0000 08 03 0 00 05 | 00 | OO

MULT SRLC 08 1 01 1 00 05 1 00 | 00
JRNC,0114 08 o1 1 00 05 | 00 | OO

ADD HL,DE 08 1 01 1 00 05 | 00| 05

NOADD | SLAE 08 | 01 0 00 OA | 00 | 05
RLD 08 | 01 0 00 0A | 00 | 05

DECB 07 | O 0 00 OA | 00 | 05

JP NZ,010F 07 | 0O1 0 00 OA | 00 | 05

MULT SRLC 07 | 00 1 00 OA | 00 | 05
JRNC,0114 07 | 00 1 6o OA | 00 | 05

ADD HL,DE 07 | 00 0 00 OA | 00 | OF

NOADD | SLA E 07 | Q0 0 00 i4 | 00 | OF
RLD 07 | 00 0 00 14 | 00 | OF

DECB 06 | 00 0 00 14 | 00 | OF
JPNZ,010F 06 | 00 0 00 14 | 00 | OF

Fig. 3.41: Two Iterations Through the Loop
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THE 780 INSTRUCTION SET

INTRODUCTION

This chapter will first analyze the various classes of instructions
which should be available in a general-purpose computer. It will then
analyze one by one all of the instructions available for the Z80, and ex-
plain in detail their purpose and the manner in which they affect flags
or can be used in conjunction with various addressing modes. A de-
tailed discussion of addressing techniques will be presented in Chapter
5.

CLASSES OF INSTRUCTIONS

Instructions may be classified in many ways, and there is no stan-
dard. We will here distinguish five main categories of instructions:

1—data transfers
2—data processing
3—test and branch
4—input/output
S—control

Let us now examine each of these classes of instructions in turn.

Data Transfers

Data transfer instructions will transfer data between registers, or be-
tween a register and memory, or between a register and an input/output
device. Specialized transfer instructions may exist for registers which
play a specific role. For example, puéh and pop operations
are provided for efficient stack operation. They will move a word of
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data between the top of the stack and the accumulator in a single in-
struction, while automatically updating the stack-pointer register.

Data Processing

Data processing instructions fall into five general categories:

I—arithmetic operations (such as plus/minus)

2—bit manipulation (set and reset)

3—increment and decrement

4—logical operations (such as AND, OR, exclusive OR)
5—skew and shift operations (such as shift, rotate)

It should be noted that, for efficient data processing, it is desirable to
have powerful arithmetic instructions, such as multiply and divide.
Unfortunately, they are not available on most microprocessors. It is
also desirable to have powerful shift and skew instructions, such as
shift n bits, or a nibble exchange, where the right half and the left half
of the byte are exchanged. These are also usually unavailable on most
MICrOprocessors.

Before examining the actual Z80 instructions, let us recall the dif-
ference between a shift and a rotation. The shift will move the contents
of a register or a memory location by one bit location to the left or to
the right. The bit falling out of the register will go into the carry bit.
The bit coming in on the other side will be a *‘0’” except in the case of an
““arithmetic shift right,”” where the MSB will be duplicated.

In the case of a rotation, the bit coming out still goes in the carry.
However, the bit coming in is the previous value which was in the carry
bit. This corresponds to a 9-bit rotation. It is often desirable to have a
true 8-bit rotation where the bit coming in on one side is the one falling
from the other side. This is not provided on most microprocessors
but is available on the Z80 (see Figurc4.1).

Finally, when shifting a word to the right, it is convenient to have one
more type of shift, called a sign extension or an ‘‘arithmetic shift
right.”” When doing operations on two’s complement numbers, parti-
cularly when implementing floating-point routines, it is often necessary
to shift a negative number to the right. When shifting a two’s comple-
ment number to the right, the bit which must come in on the left side
should be a ‘17’ (the sign should get repeated as many times as needed
by the successive shifts). This is the arithmetic shift right.
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SHIFT LEFT

LN DD DYDY DYDY

( CARRY

ROTATE LEFT

L DN DYDY DY D -

e

Fig. 4.1: Shift and Rotate

Test and Jump

The test instructions will test bits in the specified register for ‘0" or
““1”’, or combinations. At a minimum, it must be possible to test the
flags register. It is, therefore, desirable to have as many flags as pos-
sible in this register. In addition, it is convenient to be able to test for
combinations of such bits with a single instruction. Finally, it is
desirable to be able to test any bit position in any register, and to test
the value of a register compared to the value of any other register
(greater than, less than, equal). Microprocessor test instructions are
usually limited to testing single bits of the flags register. The Z80, how-
ever, offers better facilities than most.

The jump instructions that may be available generally fall into
three categories:

I—the jump, which specifies a full 16-bit address

2—the relative jump, which often is restricted to an 8-bit displace-
ment field

3—the call, which is used with subroutines
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It is convenient to have two- or even three-way jumps, depending, for
example, on whether the result of a comparison is ‘‘greater than,’’ ‘‘less
than,”’ or “‘equal.” It is also convenient to have skip operations, which
will jump forward or backwards by a few instructions. However, a
“‘skip’’ is equivalent to a ‘“‘jump.’”’ Finally, in most loops, there is
usually a decrement or increment operation at the end, followed by a
test-and-branch. The availability of a single-instruction increment/
decrement plus test-and-branch is, therefore, a significant advan-
tage for efficient loop implementation. This is not available in most
microprocessors. Only simple branches, combined with simpie tests,are
available. This, naturally, complicates programming and reduces effi-
ciency. In the case of the Z80, a ““decrement and jump’’ instruction is
available. However, it only tests a specific register (B) for zero.

Input/QOutput

Input/output instructions are specialized instructions for the hand-
ling of input/output devices. In practice, a majority of the 8-bit micro-
processors use memory-mapped 1/0: input/output devices are con-
nected to the address bus just like memory chips, and addressed as
such. They appear to the programmer as memory locations. All
memory-type operations normally require 3 bytes and are, therefore,
slow. For efficient input/output handling in such an environment, it is
desirable to have a short addressing mechanism available so that 1/0
devices whose handling speed is crucial may reside in page 0. However,
if page 0 addressing is available, it is usually used for RAM memory,
which prevents its effective use for input/output devices. The
780, like the 8080, i1s equipped with specialized 1/0 instructions. As a
result, in the case of the Z80, the designer may use either method: in-
put/output devices may be addressed as memory devices, or else as in-
put/output devices, using the 1/0 instructions.

They will be described later in this chapter.

Control Instructions

Control instructions supply synchronization signals and may suspend
or interrupt a program. They can also function as a break or a simu-
lated interrupt. (Interrupts will be described in Chapter 6 on In-
put/Qutput Techniques.)
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THE Z80 INSTRUCTION SET

Introduction

The Z80 microprocessor was designed to be a replacement for the
8080, and to offer additional capabilities. As a result of this design
philosophy, the Z80 offers all the instructions of the 8080, plus addi-
tional instructions. In view of the limited number of bits available in an
8-bit opcode, one may wonder how the designers of the Z80 succeeded
in impiementing many additional ones. They did so by using a few
unused 8080 opcodes and by adding an additional byte to the opcode
for indexed operations. This is why some of the Z80 instructions oc-
cupy up to five bytes in the memory.

It is important to remember that any program can be written in many
different ways. A thorough knowledge and understanding of the in-
struction set is indispensable for achieving efficient programming.
However, when iearning how to program, it is not essential to write op-
timized programs. During a first reading of this chapter, it is therefore
unimportant to remember all the various instructions. It is important to
remember the categories of instructions and to study typical examples.
Then, when writing programs, the reader should consult the Z80
instruction-set description, and select the instructions best suited to his
needs. The various instructions of the Z80 will therefore be reviewed in
this section with the intent of simplifying them and grouping them in
logical categories. The reader interested in exploring the capabilities of
the various instructions is referred to the individual descriptions of the
instructions.

We will now examine the capabilities provided by the Z80 in terms of
the five classes of instructions which have been defined at the beginning
of this chapter.

Data Transfer Instructions

Data transfer instructions on the Z80 may be classified in four
categories: 8-bit transfers, 16-bit transfers, stack operations, and
block transfers. Let us examine them.

Eight-Bit Data Transfers

All eight-bit data transfers are accomplished by load instructions.
The format is:

LD destination, source
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For example, the accumulator A may be loaded from register B by
using the instructions:

LD B, A

Direct transfers may be accomplished between any two of the
working registers (ABCDEHL).

In order to load any of the working registers, except for the accu-
mulator, from a memory location, the address of this memory loca-
tion must first be loaded into any register pair, such as registers H
and L .

For example, in order to load register C from memory location 1234,
register H and L will first have to be loaded with the value ¢“1234"’. (A
load instruction operating on 16 bits will be used. This is described in
the following section.)

Then, the instruction LD C, (HL) will be used and will accomplish
the desired result.

The accumulator is an exception. It can be loaded directly from any
specified memory location. This is called the extended addressing
mode. For example, in order to load the accumulator with the contents
of memory location 1234, the following instruction will be used:

LD A, (1234H) (Note the use of ()’ to denote ‘‘contents of.’’)
The instruction will be stored in the memory as follows:

address PC 3A (opcode)
PC + 1:34 (low order half of the address)
PC + 2:12 (high order half of the address)

Note that the address is stored in ‘‘reverse order’’ in the instruction
itself:

3A | lowaddr | high addr |

All the working registers may also be loaded with any specified eight-bit
value, or ‘‘literal,”’ contained in the second byte of the instruction (this
is called immediate addressing). An example is:

LD E, 12H

which loads register E with the value 12 hexadecimal.
In the memory, the instruction appears as:

PC: 1E (opcode)
PC + 1:12 (literal operand)
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As a result of this instruction, the immediate operand, or literal value
will be contained in register E.

The indexed addressing mode is also available for loading register
contents, and will be fully described in the next chapter on addressing
techniques. Other miscellaneous possibilities exist for loading specific
registers, and a table listing all the possibilities is shown in Figure 4.2
( tables supplied by Zilog, Inc.). The grey areas show instructions

common with the 8080A.
SOURCE
EXT.
|__eLiep REGISTER REG INDIRECT INDEXED | ADDR.| IMME.|
1 R A 8 C o E H L (HLE} {BC) | (DE} jux + iy +g)] (nnf n
i DD FD 3A 3E
a e | ep Vv |ia g s | TE L eA b TE | 7E e n
ST | sF d d r
o0 | FO
B ar | e | ar | ar | e e | a5 |48 4% | 4 [
P 4 n
oo | FD
c apilias fawilan:] am | ac| e | 4 s€ | 4e oF
d d n
oD | FD
REGISTER | D 57 g0 | 61 7|52 s3] sa | ies ) eE 56 | 56 1%
d n
: oo | f0
3 sF°°| 58 ] 50} BA | 8B | 8C | 8D | -6 se | sE €
d d o
oo | fo
H 674 60°] 61| 62 | a3 | 64 ] & | 68 56 | 66 23
d d n
i DD | FD
L o] ea | 69 ea | 687 ec | 60 e 6E | 6EF 2%
d d n
DESTINATION HL 77070 L7 | et | o 36
"
REG
INDIRECT (8C) 2
(o€} iz
obj oo} oo} Ob| oo | DO | OD 74
(X st} 77 0 n 72 73 74 75 o
INDEXED g ¢ g 2 g < g 2
D | Fo | FD | Fo | FO | FD | fO 4
v sl 7o | N 2| 3o 5
d d Ll d d d d n
32
EXT. ADDR | {nn} i
5
1 3
47
IMPLIED
[ €0
iF

8 BIT LOAD GROUP
ILDI
TABLE 5.3—1

Fig. 4.2: Eight-Bit Load Group—‘LD’

16-Bit Data Transfers

Basically, any of the 16-bit register pairs, BC, DE, HL, SP, IX, 1Y,
may be loaded with a literal 16-bit operand, or from a specified
memory address (extended addressing), or from the top of the stack,
i.e., from the address contained in IP. Conversely, the contents of these
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register pairs may be stored in the same manner at a specified memory
address or on top of the stack. Additionally, the SP register may be
loaded from HL, IX, and IY. This facilitates creating multiple stacks.
The register pair AF may also be pushed on top of the stack.

The table listing all the possibilities is shown in Figure 4.3. The stack
push and pop operations are included as parts of the 16-bit data
transfers. All stack operations transfer the contents of a register pair to
or from the stack. Note that there are no single push and pop instruc-
tions for saving individual eight-bit registers.

SOURCE
MM, | exT. | REG.
REGISTER EXT. | ADDR.| INDIR,
AF BC DE HL sp 1X N4 na [COT ]
AF
%
BC A
n
ED B
R DE S8 ipy
3 a |2PY
G ul -
; HL Tl ek EY
DESTINATION H miiheaa |
E i) Bor B
R | s oo | eo |o@r] B
9 Fg |'n a
n n
DD | DD
1X 21 2A DD
n n €l
n n
FD FO
Y 21 2A FD
n n Ei
n n
Ext. 2%
appr,| ‘" n n
n n
PUSH | REG. | (5P} 00 FD
INSTRUCTIONS IND. ES ES
NOTE: The Push & Pop Instructions adiust *

the SP after every execution O
INSTRUCTIONS

Fig. 4.3: 16-Bit Load Group—‘LD’, ‘PUSH’ and ‘POP’

A double-byte push or pop is always executed on a register pair: AF,
BC, DE, HL, IX, IY (see the bottom row and right-most column in
Figure: 4.3).

When operating on AF, BC, DE, HL, a single-byte is required for the
instruction, resulting in good efficiency. For example, assume that the
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stack pointer SP contains the value ‘“0100°°. The foilowing instruc-
tion is executed:

PUSH AF

When pushing the contents of the register pair on the stack, the stack
pointer SP is first decremented, then the contents of register A are de-
posited on top of the stack. Then the SP is decremented again, and the
contents of F are deposited on the stack. At the end of the stack trans-
fer, SP points to the top element of the stack, which in our example
is the value of F.

It is important to remember that, in the case of the Z80, the SP
points to the fop of the stack and the SP is decremented whenever a
register pair is pushed. Other conventions are often used in other pro-
cessors, and this may be a source of confusion.

The effect of this instruction is illustrated by the following diagram:

IMPLIED ADDRESSING
AF |BC.DE &HL | HL | IX Iy
AF | o8
BC,
DE
D
IMPLIED, & °
HL
DE EB
REG. | (SP) _E3 | DD | FD
INDIR. | E3 E3

Fig. 4.4: Exchanges ‘EX’ and ‘EXX’

Exchange Instructions

Additionally, a specialized mnemonic EX has been reserved for ex-
change operations. EX is not a simple data transfer, but a dual data
transfer. It actually changes the contents of fwo specified locations. EX
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may be used to exchange the top of the stack with HL, IX, 1Y and also
to swap the contents of DE and HL and AF and AF’ (remember that
AF’ stands for the other AF register pair available in the Z80).
Finally, a special EXX instruction is available to exchange the con-
tents of BC, DE, HL with the contents of the corresponding registers in
the second register bank of the Z80.
The possible exchanges are summarized in Figure 4.4.

SOURCE
REG.
INDIR.
(HL)
ED 'LDI' - Load (DE)=s—(HL}
A0 tnc HL. & DE, Dec BC
ED ‘LDIR," — Load (DE)-a—(HL}
BO Inc HL & DE, Dec BC, Repeat until BC = 0

REG.
DESTINATION | npiR. (DE)

ED ‘LDD’ — Load (DE)-e—(HL)
A8 Dec HL & DE, Dec BC
ED ‘LDDR’ - Load (DE)<—(HL)
B8 Dec HL & DE, Dec BC, Repeatuntil BC= 0

Reg HL points to source
Reg DE points to destination
Reg BC is byte counter

Fig. 4.5: Block Transfer Group

Block Transfer Instructions

Block transfer instructions are instructions which will result in the
transfer of a block of data rather than a single or double byte. Block
transfer instructions are more complex for the manufacturer to imple-
ment than most instructions and are usually not provided on micropro-
cessors. They are convenient for programming, and may improve the
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performance of a program, especially during input/output operation.
Their use and advantages will be demonstrated throughout this book.
Some automatic block transfer instructions are available in the case of
the Z80. They use specific conventions.

All block transfer instructions require the use of three pairs of
registers: BC, DE, HL:

BC is used as a 16-bit counter. This means that up to 2'® = 64K bytes
may be moved automatically. HL is used as the source pointer. It may
point anywhere in the memory. DE is used as the destination pointer
and may point anywhere in the memory.

Four block transfer instructions are provided:
LDD, LDDR, LDI, LDIR

All of them decrement the counter register BC with each transfer. Two
of them decrement the pointer registers DE and HL, LDD and LDDR,
while the two others increment DE and HL, LDI and LDIR. For each
of these two groups of instructions, the letter R at the end of the
mnemonic indicates an automatic repeat. Let us examine these instruc-
tions.

LDI stands for “‘load and increment.”’ It transfers one byte from the
memory location pointed to by H and L to the destination in the
memory pointed to by D and E. It also decrements BC. It will automati-
cally increment H and L and D and E so that all register pairs are pro-
perly conditioned to perform the next byte transfer whenever required.

LDIR stands for ‘“‘load increment and repeat,”’” i.e., execute LDI
repeatedly until the counter registers BC reach the value “‘0’’. It is used
to move a continuous block of data automatically from one memory
area to another.

LDD and LDDR operate in the same way except that the address
pointer is decremented rather than incremented. The transfer therefore
starts at the highest address in the block instead of the lowest. The ef-
fect of the four instructions is summarized in Figure 4.5.

Similar automated instructions are available for CP (compare) and
are summarized in Figure 4.6.

Data Processing Instructions
Arithmetic

Two main arithmetic operations are provided: addition and subtrac-
tion. They have been used extensively in the previous chapter. There are
two types of addition, with and without carry, ADD and ADC respec-
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SEARCH
L.OCATION
REG.
INDIR.
(HL}
ED ‘CPI’
At Inc HL, Dec BC
ED ‘CPIR’, inc HL, Dec BC
B1 repeat until BC = 0 or find match
ED ‘CPD" Dec HL & BC
Ag
ED ‘CPDR’ Dsc HL & BC
B2 Repeatuntil BC = 0 or find match

HL pownts to iocation in memory
10 be compared with accumulator
contents

BC is byte counter

Fig. 4.6: Block Search Group

tively. Similarly, two types of subtraction are provided with and
without carry. They are SUB and SBC.

Additionally, three special instructions are provided: DAA, CPL,
and NEG. The Decimal Adjust Accumulator instruction DAA has been
used to implement BCD operations. It is normally used for each BCD
add or subtract. Two complementation instructions also are available.
CPL will compute the one’s complement of the accumulator, and NEG
will negate the accumulator into its complement format(two’s comple-
ment).

All the previous instructions operate on eight-bit data. 16-bit opera-
tions are more restricted. ADD, ADC, and SBC are available on
specific registers, as described in Figure 4.8.

Finally, increment and decrement instructions are available which
operate on all the registers, both in an eight-bit and a 16-bit format.
They are listed in Figure 4.7 (eight-bit operations) and 4.8 (16-bit opera-
tions).
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Note that, in general, all arithmetic operations modify some of the
flags. Their effect is fully described in the Appendix at the end of this
book. However, it is important to note that the INC and DEC instruc-

SOURCE
REG.
REGISTER ADDRESSING INDIR.| INDEXED [IMMED,
A B c D E H L (HL} | (IX+d) | (iY+d}| n
; g ‘| +i DD FD
‘ADD’ 87 80 ) .8t |82 o 83| 84 85186 86 86 8
i i sl d d ‘n
Yoo oo o Davignal : oD FD
ADDwCARRY | 8F | /88 | 89 | 8A | 8B |- '8C | 8D | 8E 8E 8E CE
‘ADC’ ik b i o : d d g
2l op FD i
SUBTRACT il 96 96 ‘D&
'SUB’ d d n
1 DD FD :
SUB w CARRY ] oE 9E DE
SBC d d n
oo FD
AND’ ) A A8 VEB -
d d n
| oo FD i
‘XOR’ AE AE EE
d d i
DD | FD ;
OR* 86 B6
d d
DD FD
COMPARE BE BE
cPr d d
DD FD
INCREMENT 34 34
“INC’ ]d d
FD
DECREMENT 35
‘DEC’ d

Fig. 4.7: Eight-Bit Arithmetic and Logic

tions which operate on register pairs do not modify any of the flags.

This detail is important to keep in mind. This means that if you incre-
ment or decrement one of the register pairs to the value ‘0", the Z-bit
in the flags register F will not be set. The value of the register must be

explicitly tested for the value ““0’’ in the program.

Also, it is important to remember that the instructions ADC and SBC

always affect all the flags. This does not mean that all the flags will
necessarily be different after their execution. However, they might.
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SOURCE
BC DE | HL | sP 1X 1y
HL 09 19 29 39
g | ‘apD’ X DD | DD DD | DD
£ 09 19 39 29
<
£
e Y FD FD FD FD
@ 09 19 39 29
Q
ADD WITH CARRY AND | HL ED | ED ED | ED
SETFLAGS ‘ADC’ 4a | 5A | eA | 7A
SUBWITH CARRY AND | HL ED ED ED | ED
SETFLAGS ‘SBC 42 52 62 72
INCREMENT  ‘INC’ 03 13 23 33 DD FD
23 23
DECREMENT ‘DEC’ 0B 8 28 | 38 | DD FD
2B 2B
Fig. 4.8: Sixteen-Bit Arithmetic and Logic
Logical

Three logical operations are provided: AND, OR (inclusive) and
XOR (exclusive), plus a comparison instruction CP. They all operate
exclusively on eight-bit data. Let us examine them in turn. (A table list-
ing all the possibilities and operation codes for these instructions is part
of Figure 4.7.)

AND

Each logical operation is characterized by a fruth table, which ex-
presses the logical value of the result in function of the inputs. The
truth table for AND appears below:

167



PROGRAMMING THE Z80

0ANDO =0 AND | O 1
0OAND1 =20

1ANDO =0 0 0 0
1AND1I =1 1 0 1

The AND operation is characterized by the fact that the output is
“1’* only if both inputs are ‘‘1’". In other words, if one of the inputs is
‘0", it is guaranteed that the result is ““0’". This feature is used to zero
a bit position in a word. This is called ‘‘masking.”

One of the important uses of the AND instruction is to clear or
““mask out’’ one or more specified bit positions in a word. Assume for
example that we want to zero the right-most four-bit positions in a
word. This will be performed by the following program:

LD A, WORD WORD CONTAINS ‘10101010’
AND 11110000B ‘11110000° IS MASK

Let us assume that WORD is equal to ‘10101010°. The result of this
program is to leave the value ‘10101010’ in the ‘accumulator.*B’’ is
used to indicate a binary value.

Exercise 4.1: Write a three-line program which will zero bits I and 6 of
WORD.

Exercise 4.2: What happens with a MASK = ‘11111111°?
OR

This instruction is the inclusive OR operation. It is characterized by
the following truth table:

OORO =0 OR 0 1
OOR1 =1

1orR0=1 & 0 | 0 1
10R1 =1 ’ : 1

The logical OR'is characterized by the fact that if one of the operands
is ‘177, then the result is always ‘‘1°’. The obvious use of OR is to set
any bit in a word to ‘17",

Let us set the right-most four bits of WORD to 1’s. The program is:

LD A, WORD
OR A, 00001111B
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Let us assume that WORD did contain ‘10101010°. The final value of
the accumulator will be ‘10101111°.

Exercise 4.3: What would happen if we were fo use the instruction
OR A, 10101111B?

Exercise 4.4: What is the effect of ORing with “FF’’ hexadecimal?
XOR

XOR stands for ‘‘exclusive OR.”" The exclusive OR differs from the
inclusive OR that we have just described in one respect: the result is
““0’’ only if one, and only one, of the operands is equal to ““1°°. If both
operands are equal to “‘1’’, the normal OR would give a ““1”’ result.
The exclusive OR gives a ‘0”" result. The truth table is:

0XORO =0 XOR| 0 1
O0XOR1 =1

1XorRo=1 ° [ © 0 !
1XOR1 =0 1 1 0

The exclusive OR is used for comparisons. If any bit is different, the
exclusive OR of two words will be non-zero. In addition, in the case of
the Z80, the exclusive OR may be used to complement a word, since
there is no complement instruction on anything but the accumulator.
This is done by performing the XOR of a word with all ones. The pro-
gram appears below:

LD A, WORD
XOR 1r,11111111B

669
r

where designates the register.

Let us assume that WORD contained ‘“10101010°°. The final value of
the register will be ““01010101”’. You can verify that this is the comple-
ment of the original value.

XOR can be used to advantage as a ‘‘bit toggle.”

Exercise 4.5: What is the effect of XOR using a register with ‘00"’ hex-
adecimal?

Skew Operations (Shift and Rotate)

Let us first differentiate between the shift and the rotate operations,
which are illustrated in Figure 4.9. In a shift operation, the contents of
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the register are shifted to the left or to the right by one bit position. The
bit which falls out of the register goes into the carry bit C, and the bit
which comes in is zero. This was explained in the previous section.

SHIFT LEFT
LN DD N
{ CARRY

ROTATE LEFT

LN DN D DY DY o

7 )
& CARRY
3

]

Fig. 4.9: Shift and Rotate

One exception exists: it is the shift-right-arithmetic. When perform-
ing operations on negative numbers in the two’s complement format,
the left-most bit is the sign bit. In the case of negative numbers it is
““1”’. When dividing a negative number by ‘‘2’" by shifting it to the
right, it should remain negative, i.e., the left-most bit should remain a
““1”’. This is performed automatically by the SRA instruction or Shift
Right Arithmetic. In this arithmetic shift right, the bit which comes in
on the left is identical to the sign bit. It is ‘‘0”’ if the left-most bit was a
“0”’, and ‘“1”" if the left-most bit was a “‘1”’. This is illustrated on the
right of Figure 4.10, which shows all the possible shift and rotate opera-
tions.

Rotations

A rotation differs from a shift by the fact that the bit coming into the
register is the one which will fall from either the other end of the
register or the carry bit. Two types of rotations are supplied in the case
of the Z80: an eight-bit rotation and a nine-bit rotation.

The nine-bit rotation is illustrated in Figure 4.11. For example, in the
case of a right rotation, the eight bits of the register are shifted right by
one bit position. The bit which falls off the right part of the register
goes, as usual, into the carry bit. At this time the bit which comes in on
the left end of the register is the previous value of the carry bit (before it
is overwritten with the bit falling out.) In mathematics this is called a
nine-bit rotation since the eight bits of the register plus the ninth bit (the
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carry bit) are rotated to the right by one bit position. Conversely, the
left rotation accomplishes the same result in the opposite direction.

R H Ratets
]
ac| cal cai co} 8l co| e csloco | B ER rica| o7
o1 foaf o j@jaloloiom |4 dq Rotate
nc| co | o] ca| o] o cof oo 8] cR unca| o
or | o8 | o [oa|on |oc| oo o | g |
B | G Routs
| co | ce | co|en|co|col colca |2 |ER aa | o
17 0 il 2 3 " 15 6 ‘V‘E ?6
AR Lo D L
qypr |PR L et el ocai ca|ce | | cmics | | ch '-l ’
of w e | alwl el wl h RRA | W Fught
Rorate e |t i
on i | co | o | en| e | e8| cu| oo | o | B8] o8 F{ == oo Bt
SHIFT k2 720 kil 2 3 k2l 5 76 A 17!5
5o
el oo | olalo ol alelt|d s
plels c g T e T
. M oo i
AL g <8 <8 i1 p= cs (=3 C(E ca cn
H Er AN - I O A ) "
S I £ O =1 "
au @ o
1 Rose Orgr
o w (N Y £ RN [
RRO 5 acc S
Rotats O
tHU Fught
acc

Fig. 4.10: Rotates and Shifts

7 REGISTER 0 C
RIGHT [™] — ™ 'J
7 REGISTER 0 C
|
LEFT {—j DA ~ ]
i

Fig. 4.11: Nine-Bit Rotation

The eight-bit rotation operates in a similar way. Bit 0 is copied into
bit seven, or else bit seven is copied into bit 0, depending on the direc-
tion of the rotation. In addition, the bit coming out of the register is
also copied in the carry bit. This is illustrated by Figure 4.12.

L? 0
RIGHT
r 7]
LEFT e

Fig. 4.12: Eight-Bit Rotation

@]

(8}
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Special Digit Instructions

Two special digit-rotate instructions are provided to facilitate BCD
arithmetic. The result is a four-bit rotation between two digits con-
tained in the memory location pointed to by the HL registers and one
digit in the lower half of the accumulator. This is illustrated by Figure

4.13.

MEMORY

/\/\/‘

RIGHT: g ® - @

- -/\//\/

MEMORY

H ADDRESS

LEFT: ? <t @ +———@ ¢
{

Fig. 4.13: Digit Rotate Instructions

Bit Manipulation

It has been shown above how the logical operations may be used to
set or reset bits or groups of bits in specific registers. However, it is con-
venient to set or reset any bit in any register or memory location with a
single instruction. This facility requires a considerable number of op-
codes and is therefore usually not provided on most microprocessors.
However, the Z80 is equipped with extensive bit-manipulation
facilities. They are shown in Figure 4.14. This table also includes the
test instructions which will be described only in the next section.

Two special instructions are also available for operating on the carry
flag. They are CCF (Complement Carry Flag) and SCF (Set Carry
Flag). They are shown in Figure 4.15.

Test and Jump

Since testing operations rely heavily on the use of the flags register,
we will here describe in detail the role of each of the flags. The contents
of the flags register appear in Figure 4.16.
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REG,
REGISTER ADDRESSING INDIR.]  INDEXED
als |c o | & ol oL mu | axea | ovea
Bit
o0 | B
o | 8 |c |ce |8 |ce|ce|calca |68 | co
47 4 4 42 4. 45 46 d d
o ! 3oy RS
o5 1 o
t lcea |ca |{ca |ca8 |ce|ce |ce|ca | @8 | e
4F 4 49 4A 4 40 4E d d
8 8 | 4C 1€ 4
o0 1 F
2 {8 jicslce |ce|ce)cealcelca B8 &R
57 51 | 52 | 55 | 54 | 55 | 56 d
0 5% | 56
3 e |8 |ca8 e | |ce {ce|co | B8 | &8
TesT SFolse | sa | sA | s | s || s | g | o
BIT ]
4 | c8 | cs | [c8 | ca|ce | cs | cs | 68 | &R
67 |60 | & le2 |63 | ea | 65 | 66
& | &
F
s | cs |8 |cs {c8 e |ce |ca|ce | 88| &R
6F |68 |6 |6a [ 68 {ec | 60 | 66 | g
e | o€
o5 | FD
6 |c8 |ce {ce o [cBlce | |ce | & |8
77l 7 |72 |73 |7 |5 | b
76 | %
7 e |ce {ce8 |co | ca|ca | ce|ce | 29|88
7F |78 |78 | 7a |8 | e | W | 7
7 |
o0 70
o |8 {c8 {ca {8 | ca|cs | o8| oca | BF|ER
o7 | & 82 | 8 8 | 8
81 3 | 84 & | &
o0 | D

e | 8 | g |84 | 88 |&6c | &0 | 8 | d
8 | Be
2 |8 {ce|c | |c8|ce| ]| | 2|88
7 o | ot [o [ |95 | 9 | o |d d
% | 5
3 cs | 8 | co | ca |ce |cs | ce || 2|88
RESET oF | o8 | 99 | 9oa |98 | oc | o | 9t | d
aiT s | &
RES' |, ce | 8 |ce |cs {celcee ||| 2|88
a7 | A0 | Al ) A2 | A3 | as | AS | As d
A6 | As
5 | cafce | ce e | ca|cs |ce|ce | B0 ER
AF A8 Ag AA A8 AC AD AE
Ae | ae
£
6 | c8 | {ca |8 | cs|ca|ca|cel| RS
& |8 |8 |52 | & |8 | 685 |8 | d | d

BF 88 89 BA 8B 8c 8D BE d
BE BE
[i]3) FD
a cB c8 ca c8 €8 B c8 cB g& CB
ot [>4] ct €2 a3 c4 cs <6 & 2
jos] FD

d
CF cs o] CA [o:} (> co CE ae de
DD FD
2 c8 CB ca c8 cB c8 c8 c8 cB CB

o7 02 o 4 05 D8 d

Do D1 3 D 4 s
oD | FD
3 ca cB cB cB cs c8 cB | ¢cB c8 cB

SET OF 08 os | DA oa oc op | DE d g
BT DE | DE
SET DD FD
) ] ce c8 o] cs | c8 ca cB ge c8
E7 €0 £ ] E3 E4 ES E6 g ds
[ FD
5 cB cB c8 cB cs | cB cs | c8 gs ca
EF €8 €y EA €8 £C ED | EE ¢ e
oD FD
6 ;] c8 c8 cB cB | c8 cs | ca cs cB
F7 FQ F1 F2 £3 Fa F5 5 4 2
oo | fD

7 c8 | c8 | c8 | c8 cB | c8 {cB | cB c8 | c8
FF | F8 Fg | FA | FB8 | FC | FD | FE

Fig. 4.14: Bit Manipulation Group
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Decimal Adjust Ace, ‘DAA’ 27
Complement Acc, 'CPL’ 2F
Negate Acc, ‘NEG’ £D
{2's complement} 44

Complement Carry Flag, ‘CCF’ 3F

Set Carry Flag, 'SCF’ 37

Fig. 4.15: General-Purpose AF Operations

7 6 5 4 3 2 1 0
S z - H ~ eV N C
m m (M m

Fig. 4.16: The Flags Register

C is the carry, N is add or subtract, P/V is parity or overflow, H is half
carry, Z is zero, S is sign. Bits 3 and 5 of the flags register are not used
(“‘0”°). The two flags H and N are used for BCD arithmetic and cannot
be tested. The other four flags (C, P/V, Z, S) can be tested in conjunc-
tion with conditional jump or call instructions.

The role of each flag will now be described.

Carry (C)

In the case of nearly all microprocessors, and of the Z80 in par-
ticular, the carry bit assumes a dual role. First, it is used to indicate
whether an addition or subtraction operation has resulted in a carry (or
borrow). Secondly, it is used as a ninth bit in the case of shift and rotate
operations. Using a single bit to perform both roles facilitates some
operations, such as a multiplication operation. This should be clear
from the explanation of the multiplication which has been presented in
the previous chapter.
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When learning to use the carry bit, it is important to remember that
all arithmetic operations will either set it or reset it, depending on the
result of the instructions. Similarly, all shift and rotation operations use
the carry bit and will either set it or reset it, depending on the value of
the bit which comes out of the register.

In the case of logical instructions (AND, OR, XOR), the carry bit
will always be reset. They may be used to zero the carry explicitly.

Instructions which affect the carry bit are: ADD A,s; ADC A,s;
SUB s; SBC A,s; CP s; NEG; AND s; OR s; XOR s; ADD DD,ss; ADC
HL,ss; SBC HL,ss; RLA; RLCA; RRA; RRCA; RL m; RLCm; RR m;
RRC m; SLA m; SRA m; SRL m; DDA; SCF; CCF; NEGs;

Subtract (N}

This flag is normally not used by the programmer, and is used by the
Z.80 itself during BCD operations. The reader will remember from the
previous chapter that, following a BCD add or subtract, a DAA
(Decimal Adjust Accumulator) instruction is executed to obtain the
valid BCD results. However, the ‘‘adjustment’’ operation is different
after an addition and after a subtraction. The DAA therefore executes
differently depending on the value of the N flag. The N flag is set to
““0’" after an addition and is set to a “‘1’’ after a subtraction.

The symbol used for this flag, ‘““N’’, may be confusing to program-
mers who have used other processors, since it may be mistaken for the
sign bit. It is an internal operation sign bit.

N is set to ‘0’ by: ADD A,s; ADC A,s; ANDs;ORs; XORs; INCs;
ADD DD,ss; ADC HL,ss; RLA; RLCA; RRA; RRCA; RL m; RLC m;
RR m; RRC m; SLA m; SRA m; SRL m; RLD; RRD; SCF; CCF; INT,
(C); LDI; LDD; LDIR; LDDR; LD A, I; LD A,r; BIT b, s.

Nis set to “1”’ by: SUBs; SBC A,s; CP s; NEG; DEC m; SBC HL, ss;
CPL; INI; IND; OUTI; OUTD; INIR; INDR; OTIR; OTDR; CPI;
CPIR; CPD; CPDR.

Parity/Overflow (P/V)

The parity/overflow flag performs two different functions. Specific
instructions will set or reset this flag depending on the parity of the
result; parity is determined by counting the total number of ones in the
result. If this number is odd, the parity bit will be set to “‘0’’ (odd pari-
ty). If it is even, the parity bit will be set to ““1’’ (even parity). Parity is
most frequently used on blocks of characters (usually in the ASCII for-
mat). The parity bit is an additional bit which is added to the seven-bit
code representing the character, in order to verify the integrity of data
which has been stored in a memory device. For example, if one bit in
the code representing the character has been changed by accident, due
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to a malfunction in the memory device (such as a disk or RAM
memory), or during transmission, then the total number of ones in the
seven-bit code will have been changed. By checking the parity bit, the
discrepancy will be detected, and an error will be flagged. In particular,
the flag is used with logical and rotate instructions. Also, naturally,
during an input operation from an /O device, the parity flag will in-
dicate the parity of the data being read.

For the reader familiar with the Intel 8080, note that the parity flagin
the 8080 is used exclusively as such. In the case of the Z80, it is used for
several additional functions. This flag should therefore be handled with
care when going from one of the microprocessors to the other.

In the case of the Z80, the second essential use of this flag is as an
overflow flag (not available in the 8080). The overflow flag has been de-
scribed in Chapter I, when the two’s complement notation was intro-
duced. It detects the fact that, during an addition or subtraction, the
sign of the result is‘‘accidentally’’changed due to the overflow of the
result into the sign bit. (Recall that, using an eight-bit representation,
the largest positive number is + 127, and the smallest negative number
is — 128 in two’s complement.)

Finally, this bit is also used, in the case of the Z80, for two unrelated
functions,

During the block transfer instructions (LDD, LDDR, LDI, LDIR),
and during the search instructions (CPD, CPDR, CPI, CPIR), this flag
is used to detect whether the counter register B has attained the value
““0’". With decrementing instructions, this flag is reset to ‘0"’ if the
byte counter register pair is ‘‘0’’. When incrementing, it is set if BC — 1
= 0 at the beginning of the instruction, i.e., if BC will be decremented

to ‘0’ by the instruction.
Finally, when executing the two special instructions LD A,I and LD

ALR, the P/V flag reflects the value of the interrupt enable flip-flop
(IFF2). This feature can be used to preserve or test this value.

The P flag is affected by: AND s; OR s; XOR s; RL m; RLC m; RR m;
RRC m; SLA m: SRA m; SRL m; RLD; RRD; DAA; IN r,(C).

The V flag is affected by: ADD A,s; ADC A,s;:SUBs; SBC A,s;CPs;
NEG; INCs; DEC m; ADC HL,ss; SBC HL, ss; NEG.

It is also used by: LDIR; LDDR (set to ‘‘0”’); LDI; LDD; CPI;
CPIR; CPD; CPDR.

The Half-Carry Flag (H)

The half-carry flag indicates a possible carry from bit 3 into bit 4 dur-
ing an arithmetic operation. In other words, it represents the carry from
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the low-order nibble (group of 4 bits) into the high order one. Clearly, it
is primarily used for BCD operations. In particular, it is used internally
within the microprocessor by the Decimal Adjust Accumulator (DAA)
instruction in order to adjust the result to its correct value.

This flag will be set during an addition when there is a carry from bit
3 to bit 4 and reset when there is no carry. Conversely, during a subtract
operation, it will be set if there is a borrow from bit 4 to bit 3, and reset
if there is no borrow.

The flag will be conditioned by addition, subtraction, increment,
decrement, comparisons, and logical operations.

Instructions which affect the H bit are: ADD A,r ; ADD A,s; SUBs;
SBC A,s; CP s; NEG; AND s; OR s; XOR s; INC s; DEC m; RLA;
RLCA; RRA; RRCA; RL m; RLC m; RR m; RRC m; SLLA m; SR m;
SRL m; RLD; RRD; DAA; CPL; SCF; INr,(C); LDI; LLD; LDIR;
LDDR; LD A; LD A,r; BIT b,r; NEGs;

Note that the H bit is not affected by the 16-bit add and subtract in-
structions.

Zero (Z)

The Z flag is used to indicate whether the value of a byte which has
been computed, or is being transferred, is zero. It is also used with com-
parison instructions to indicate a match, and for other miscellaneous
functions.

In the case of an operation resulting in a zero result, or of a data
transfer, the Z bit is set to ““1°" whenever the byte is zero. Z is reset to
‘0" otherwise.

In the case of comparison instructions, the Z bit is set to
ever the comparison succeeds and to “‘0’" otherwise.

Additionally,in the case of the Z80, it is used for three more functions:
it is used with the BIT instruction to indicate the value of a bit being
tested. It is set to ‘17’ if the specified bit is ““0’" and reset otherwise.

With the special ‘‘block input-output instructions’ (INI, IND,
OUTI, OUTD), the Z flag is set if B — 1 = 0, and reset otherwise; it is
set if the byte counter will decrement to ‘0’ (INIR, INDR, OTIR,
OTDR).

Finally, with the special instructions IN r,(C), the Z flag is set to
to indicate that the input byte has the value “‘0”’.

In summary, the following instructions condition the value of the Z
bit: ADD A,s; ADC A,s;SUB s; SBC A,s; CP s; NEG; AND s; OR s;
XOR s; INC s; DEC m; ADC HL, ss; SBC HL,ss; RL m; RLC m;

“137

when-

“1!9
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RR m; RRC m; SLA m; SRA m; SRL m; RLD; RRD; DAA; IN r,(C);
INI; IND; OUTI; OUTD; INIR; INDR; OTIR; OTDR; CPI; CPIR;
CPD; CPDR; LD A,I; LD A.,r; BIT b,s; NEGs.

Usual instructions which do not affect the Z bit are: ADD DD,ss;
RLA; RLCA; RRA; RRCA; CPL; SCF; CCF; LDI; LDD; LDIR;
LDDR; INC DD; DEC DD.

Sign (§)

This flag reflects the value of the most significant bit of a result or of
a byte being transferred (bit seven). In two’s complement notation, the
most significant bit is used to represent the sign. ‘0"’ indicates a posi-
tive number and a ¢‘1’° indicates a negative number. As a result, bit
seven is called the sign bit.

In the case of most microprocessors, the sign bit plays an important
role when communicating with input/output devices. Most micropro-
cessors are not equipped with a BIT instruction for testing the contents
of any bits in a register or the memory. As a result, the sign bit is usual-
ly the most convenient bit to test. When examining the status of an in-
put/output device, reading the status register will automatically condi-
tion the sign bit, which will be set to the value of bit seven of the status
register. It can then be tested conveniently by the program. This is why
the status register of most input/output chips connected to micropro-
cessor systems have their most important indicator (usually ready/not
ready) in bit position seven.

A special BIT instruction is provided in the case of the Z80.
However, in order to test a memory location (which may be the address
of an 1/0 status register), the address must first be loaded into registers
IX, IY or HL. There is no bit instruction provided to test a specified
memory address directly (i.e., no direct addressing mode for this in-
struction). The value of positioning an input/output ready flag in bit
position seven, therefore, remains intact, even in the case of the Z80.

Finally, the sign flag is used by the special instruction IN, (C) to in-
dicate the sign of the data being read.

Instructions which affect the sign bit are: ADD A,s; SUBs; SBC A,s;
CP s; NEG; AND s; OR s; XOR s; INC s; DEC m; ADC HL, ss; SBC
HL, ss; RL m; RLC m; RRm; RRCm; SLAm; SRAm; SRLm; RLD;
RRD; DAA; IN r,(C); CPR; CPIR; CPD; CPDR; LD A, LDA,r;
NEG.
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Summary of the Flags

The flag bits are used to automatically detect special conditions with-
in the ALU of the microprocessor. They can be conveniently tested by
specialized instructions, so that specific action can be taken in response
to the condition detected. It is important to understand the role of the
various indicators available, since most decisions taken within the pro-
gram will be taken in function of these flag bits. All jumps executed
within a program will jump to specified locations depending on the
status of these flags. The only exception involves the interrupt
mechanism, which will be described in the chapter on input/output and
may cause jumping to specific locations whenever a hardware signal is
received on specialized pins of the Z80.

At this point, it is only necessary to remember the main function of
each of these bits. When programming, the reader can refer to the de-
scription of the instructions in the Appendix section of the book to
verify the effect of every instruction of the various flags. Most flags can
be ignored most of the time, and the reader who is not yet familiar with
them should not feel intimidated by their apparent complexity. Their
use will become clearer as we examine more application programs.

A summary of the six flags and the way they are set or reset by the
various instructions is shown in Figure 4.17.

The Jump Instructions

A branch instruction is an instruction which causes a forced bran-
ching to a specified program address. It changes the normal flow of
execution of the program from a sequential mode into one where a dif-
ferent segment of the program is suddenly executed. Jumps may be
conditional or unconditional. An unconditional jump is one in which
the branching occurs to a specific address, regardless of any other con-
dition.

A conditional jump is one which occurs to a specific address only if
one or more conditions are met. This is the type of jump instruction
used to make decisions based upon data or computed results.

In order to explain the conditional jump instructions, it is necessary
to understand the role of the flags register, since all branching decisions
are based upon these flags. This was the purpose of the preceding sec-
tion. We can now examine in more detail the jump instructions pro-
vided by the Z80.

Two main types of jump instructions are provided: jump instructions
within the main program (they are called ‘“‘jumps’’), and the special
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INSTRUCTION ciz SINjH COMMENTS
ADD A s; ADCA.s it vitjojft 8-~bit add or add with carry
SUB 5: SBC A, 3, CP s, NEG Plryvipiprgt 8-tut subtract, subtract with
carry, compare and
negate accumyliatar
AND s (11 I piijoi Logical operations
OR s; XOR s [ R of0 And sets different tags
INC s otV 04 8-bet increment
DECm LR Y 11 8-brt decrement
ADD DD, 53 1jeje joe 00X 16-tit add
ADCHL & HE BN Y 0} x 16-bit add with carry
SBC HL, s R R VAN RO R A 4 16-bit subtract with carry
RLA: RLCA. RRA.RRCA tjeje lejo0 Rotate accumulator
RLm:RLCm:RRm;RRCm{ 2|+ {P {1} 0}0 Rotate and shift iocation m
SLAm:SRAmM:SRL m
RLD, RRD ejl P |i]jO}O Rotate digit left and right
DAA L N N R L Decimal adjust accumulator
CcPL o|o |o is 11 Campiement accumulator
SCF 1jeje jsj0io0 Set carry
CCF tjojoe je|0iX Complement carry
INt (C} el (P00 input register indirect
INI; IND: OUTE: QUTD L I X iXi1 x } Block input and output
INIR; INDR; OTIR; OTOR ef T X IXi1{X Z=01tB # 0otherwise 2= 1
LDi LDD el X1t 1X| 0}]0 |y Block transfer instructions
LDIR. LDDR olxlo [x]olo |l Pv=1.8C =0, otherwse
PIV=0
CP1. CPIR, CPD. CPOR L T X Black search instructions
Z - 1A= (HL,
otherwise Z = @
PIV=1.48C 20, 4
otherwise P/V = 0 £
tDA DA A el ! NFFI. 10O The content of the interrugt 4
enable flip-flop {IFF) s E
copied into the P/V flag -
BITh, s of Ixixjols The complement of bit b of i
: focation 15 copied into the §
NEG B AV F Z flag 5
Negate accumulator 8
The following notation 1 used in thi table:
SYMBOL OPERATION
c Carsy/link flag. C=1if the operation produced a carry from the MSB of the operand or result.
Z Zeoro flag, Z=1if the rasult of the operation 1s zero.
s Sign flag. S=1if the MS8 of the rasuit 13 one.
PV Parity or averfiow flag, Parity {P) and overflow {V} share the same flag. Logical operstions
affect this flag with the parity of the result while arithmetic operations affect this flag with
the avarfiow of the result. 1f P/V holds panty, P/V=1if the result of the operation i3 aven,
P/V=0if result 1s odd. If P/V holds overflow, P/V=1 if the result of the operation produced
an overflow.
H Half-carry flag. H=1if the add or subtract operation produced a carry 110 or borrow from
bit 4 of the accumulator.
N Add/Subtract flag. N=1 if the previous operation was a subtract.
+ and N flags are used in conjunction with the decsmal adjust instruction {DAA) to properly
correct the result into packed BCD format following addition or subtraction using operands
with packed BCD format,
: The flag 15 atfected according to the result of the operation.
° The flag 13 unchanged by the operation.
0 The flag is reset by the operation.
1 The flag is set by the operation.
X The flag 13 2 "don’t care.”
v PV flag atfected according to the overflow result of the operation.
P PV flag affected according to the parity result of the operation.
r Any one of the CPU registers A, B, C,. D, E, H L.
s Any B-bit location for all the addrassing modes allowed for the particuiar instruction.
33 Any 16-bit location for all the addressing modes allowed for that instruction.
it Any ona of the two index registers {X or Y.
R Refresh counter.
n 8-but value in range <0, 255>
an 16-bit value 1 range <0, 65535>
m Any 8-bit location for all the addressing modes atlowed for the paticular struction.

Fig. 4.17: Summary of Flag Operation
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type of branch instructions used to jump to a subroutine and to return
from it (“‘call’”’ and ‘‘return’’). As a result of any jump instruction, the
program counter PC will be reloaded with a new address, and the usual
program execution will resume from this point on. The full power of
the various jump instructions can be understood only in the context of
the various addressing modes provided by the microprocessor. This
part of the discussion will be deferred until the next chapter, where the
addressing modes are discussed. We will only consider here the other
aspects of these instructions.

Jumps may be unconditional (branching to a specified memory ad-
dress) or else conditional. In the case of a conditional jump, one of four
flag bits may be tested. They are the Z, C, P/V, and S flags. Each of
them may be tested for the value ““0’’ or ““1”".

The corresponding abbreviations are:

Z =zero(Z = 1)

NZ = non zero (Z = 0)
C =carry(C = 1)
NC= no carry (0= C)
PO = odd parity

PE = even parity

P = positive (§ = 0)
M = minus (S = 1)

In addition, a special combination instruction is available in the Z80
which will decrement the B register and jump to a specified memory ad-
dress as long as it is not zero. This is a powerful instruction used to ter-
minate a loop, and it has already been used several times in the prevous
chapter: it is the DJNZ instruction.

Similarly, the CALL and the RET (return) instructions may be condi-
tional or unconditional. They test the same flags as the branch instruc-
tion which we have already described.

The availability of conditional branches is a powerful resource in a
computer and is generally not provided on other eight-bit micropro-
cessors. It improves the efficiency of programs by implementing in a
single instruction what requires two instructions otherwise.

Finally, two special return instructions have been provided in the case
of interrupt routines. They are RET]1 and RETN. They will be described
in the section of Chapter 6 on interrupts.

The addressing modes and the opcodes for the various branches
available are shown in Figure 4.18.
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CONDITION
UN- NON NON |PARITY |PARITY | SiGN SIGN REG
COND. | CARRY | CARRY{ 28RO ZERQO [EVEN oon NEG POS B=0
c3 DA 02 cA c2 EA E2 FA | F2
JumP P’ IMMED. an n a n n n a n n n
EXT. n n n n n n n n n
JUMP R RELATIVE | PC+e | 18 38 30 28 20
2 &2 &2 2 e2
JUMP P (HL) | E9
JUMP P REG. (Y] DD
INDIR. E9
JUMP P (%] FD
EQ
o DC D4 cc c4 EC £4 FC F4
‘CALL" IMMED. nn n n n n n n n n n
EXT. n n n n n n n n n
DECREMENT B,
JUMP iF NON | RELATIVE | PC+s 10
ZERO 'DINZ’ &2
RETURN REGISTER | (sP} | c9 D8 oo | c8 | co | E8 EQ 8 Fo
‘RET INDIR. (sP+1} X
RETURN FROM | REG. (sPl ED
INT 'RETI INDIR. (sp+1)| 4D
RETURN FROM
NON MASKABLE | REG- ‘SP’” ED
INT ‘RETN’ INDIR, (sP+ 45

Fig. 4.18: Jump Instructions

A detailed discussion of the various addressing modes is presented
in Chapter 5.
By examining Figure 4.18, it becomes apparent that many ad-
dressing modes are restricted. For example, the absolute jump JPnn
can test four flags, while JR can only test two flags.
Note an important observation: JR tends to be used whenever
possible as it is shorter than JP (one less byte) and facilitates program
relocation. However, JR and JP are not interchangeable: JR cannot
test the parity or the sign flags.
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One more type of specialized branch is available; this is the restart or
RST instruction. It is a one-byte instruction which allows jumping to
any one of eight starting addresses at the low end of the memory. Its
starting addresses are, in decimal, 0, 8, 16, 24, 32, 40, 48 and 56. Itis a
powerful instruction because it is implemented in a single byte. It is the
fastest branch that can be used, and for this reason, is used essentially
to respond to interrupts. However, it is also available to the program-
mer for other uses. A summary of the opcodes for this instruction is
shown in Figure 4.19.

op
CODE

0000, ! C7 ‘RST O

0008, CF ‘RST 8

0010, | D7 | .gs71g

0018, | DF | ‘gsr o4’

0020, E7 ‘RST 32°

LDOMDOOUP >0

OOZBH EF ‘RST 40"

0030, | F7 ‘RST 48’

0038, FF | 'RST56'

Fig. 4.19: Restart Group

Input/Qutput Instructions

Input/output techniques will be described in detail in Chapter 6.
Simply, input/output devices may be addressed in two ways: as
memory locations, using any one of the instructions that have already
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been described, or using specific input/output instructions. Usual
memory addressing instructions use three bytes: one byte for the op-
code and two bytes for the address. As a result, they are slow to ex-
ecute, since they require three memory accesses. The main purpose of
specialized input/output instructions is to provide shorter and,
therefore faster, instructions. However, input/output instructions have
two disadvantages.

First, they ‘‘waste’’ several of the precious few opcodes available
(since usually only 8 bits are used to supply all opcodes necessary for a
microprocessor). Secondly, they require the generation of one or more
specialized input/output signals, and therefore ‘‘waste’’ one or more of
the few pins available in the microprocessor. The number of pins is
usualily limited to 40. Because of these possible disadvantages, specific
input/output instructions are not provided on most microprocessors.
They are, however, provided on the original 8080 (the first powerful
eight-bit general-purpose microprocessor introduced) and on the Z80,
which we know is compatible with the 8080.

The advantage of input/output instructions is to execute faster by re-
quiring only two bytes. However, a similar result can be obtained by
supplying a special addressing mode called ‘‘page 0’" addressing, where
the address is limited to a field of eight bits. This solution is often
chosen in other microprocessors.

The two basic input/output instructions are IN and OUT. They
transfer either the contents of the specified 1/0 locations into any of
the working registers or the contents of the register into the [/0 device.
They are naturally two bytes long. The first byte is reserved for the op-
code, the second byte of the instruction forms the low part of the ad-
dress. The accumulator is used to supply the upper part of the address.
It is therefore possible to select one of the 64K devices. However, this
requires that the accumuiator be loaded with the appropriate contents
every time, and this may slow the execution.

In the register-interrupt mode, whose format is IN r, (C), the register
pair B and C is used as a pointer to the 170 device. The contents of B
are placed on the high-order part of the address bus. The contents of
the specified 1/0 device are then loaded into the register designated by
r

Additionally, the Z80 provides a register-indirect mode, plus four
specialized block-transfer instructions for input and output.

The same applies to the OUT instruction.

The four block-transfer instructions on input are: INI, INIR
(repeated INI), IND and INDR (repeated IND). Similarly, on output,
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they are: OUTI, OUTIR, OUTD, and OUTDR.

In this automated block transfer, the register pair H and L is used as
a destination pointer. Register C is used as the 170 device selector (one
out of 256 devices). In the case of the output instruction, H and L point
to the destination. Register B is used as a counter and can be incre-
mented or decremented. The corresponding instructions on input are
INI when incrementing and IND when decrementing.

INI is an automated singie-byte transfer. Register C selects the input
device. A byte is read from the device and is transferred to the memory
address pointed to by H and L. H and L are then incremented by 1, and
the counter B is decremented by 1.

INIR is the same instruction, automated. It is executed repeatedly
until the counter decrements to *‘0’". Thus, up to 256 bytes may be
transferred automatically. Note that to achieve a total transfer of exact-
ly 256, register B should be set to the value ‘0’" prior to executing this
instruction.

The opcodes for the input and output instructions are summarized in
Figures 4.20 and 4.21.

Control Instructions

Control instructions are instructions which modify the operating
mode of the CPU or manipulate its internal status information. Seven
such instructions are provided.

The NOP instruction is a no-operation instruction which does
nothing for one cycle. It is typically used either to introduce a deliberate
delay (4 states = 2 microseconds with a 2MHz clock), or to fill the gaps
created in a program during the debugging phase. In order to facilitate
program debugging, the opcode for the NOP is traditionally all 0’s.
This is because, at execution time, the memory is often cleared, i.e., all
0’s. Executing NOP’s is guaranteed to cause no damage and will not
stop the program execution.

The HALT instruction is used in conjunction with interrupts or a
reset. It actually suspends the operation of the CPU. The CPU will then
resume operation whenever either an interrupt or a reset signal is re-
ceived. In this mode, the CPU keeps executing NOP’s. A halt is often
placed at the end of programs during the debugging phase, as there is
usually nothing else to be done by the main program. The program
must then be explicitly restarted.

Two specialized instructions are used to disable and enable the inter-
nal interrupt flag. They are El and DI. Interrupts will be described in
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SOURCE
REG.
REGISTER IND.
A B c +] E H i {HL}
immeDn.] {n)
‘ouT”
REG. | (C} €D | ED ED ED | ED | ED ED
IND, 79 41 49 51 59 61 ]
‘QUTI — QUTPUT REG. | {C} ED
inc HL, Decd IND, A3
‘OTIR'~ QUTPUT, IncHL, | REG.| (C) £D
Dec B, REPEAT IF B0 IND. 83
‘OUTD’ - QUTPUT REG. | (€} £D
Dec HL & IND, AB
‘OTDR’ —~ QUTPUT. DacHL | REG. | (C) ED
& B, REPEAT IF 840 IND, 88
\__\/..__./

INPUT
DESTINATION

186

PORT
DESTINATION
ADDRESS

Fig. 4.20: Output Group

Fig. 4.21: Input Group

BLOCK INPUT
COMMANDS

SOURCE
PORT ADDRESS
IMMED.| REG,
INDIR.
tnl | 1@
A [+"] ED
n 8
B ED
40
R
Ele €0
48
INPUT IN G
o |0 €0
R s
€
s
H E ED
¢ 58
N
S Iw £0
80
8 ED
68
INE - INPUT & €D
fnc HL Dec 8 A2
INIR'— INP. Inc HL, ED
Dwc 8, REPEAT IF B0 B2
REG, | (niy
INDIR
IND - INPUT & €0
Dec HL, Dec B AA
“INDR' - INPUT Dac HL. ED
Doc B REPEAT IF 520 8A

COMMANDS
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Chapter 6. The interrupt flag is used to authorize or not authorize the
interruption of a program. To prevent interrupts from occurring during
any specific portion of a program, the interrupt flip-flop (flag) may be
disabled by this instruction. It will be used in Chapter 6. These in-
structions are shown in Figure 4.22.

‘NoP* 00

HALT' 76

DISABLE INT ‘(DI | F3

ENABLE INT"(E1) |7 EB .

SET INT MODE ED
Mo’ 0 s 8080A MODE

SET INT MODE ED
M ! 56 CALL TO LOCATION 0038,

SET INT MODE 2 ED INDIRECT CALL USING REGISTER
™2’ 5E 1 AND 8 BITS FROM INTERRUPTING

DEVICE AS A POINTER.

Fig. 4.22: Miscellaneous CPU Control

Finally, three interrupt modes are provided in the Z80. (Only one is
available on the 8080). Interrupt mode 0 is the 8080 mode, interrupt 1 is
a call to location 038H, and interrupt mode 2 is an indirect call which
uses the contents of the special register I, plus 8 bits provided by the in-
terrupting device as a pointer in the memory to the interrupt routine.
These modes will be explained in Chapter 6.

Finally, special pins on the Z80 will trigger an interrupt mechanism

which will also be explained in Chapter 6. They are the IRQ and the
NMI pins.
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SUMMARY

The five categories of instructions available on the Z80 have now
been described. The details on individual instructions are supplied in
the following section of the book. It is not necessary to understand the
role of each instruction in order to start to program. The knowledge of
a few essential instructions of each type is sufficient at the beginning.
However, as you begin to write programs by yourself, you should learn
about all the instructions of the Z80 if you want to write good pro-
grams. Naturally, at the beginning, efficiency is not important, and this
is why most instructions can be ignored.

One important aspect has not yet been described. This is the set of
addressing techniques implemented on the Z80 to facilitate the retrieval
of data within the memory space. These addressing techniques will be
studied in the next chapter.
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THE Z80 INSTRUCTION SET

THE Z80 INSTRUCTIONS: INDIVIDUAL DESCRIPTION

ABBREVIATIONS

FLAG ON OFF
Carry C (carry) NC (no carry)
Sign M (minus) P (plus)
Zero Z (zero) NZ (non zero)
Parity PE (even) PO (odd)

@ changed according to operation

o] flag is set to zero

1 flag is set to one

? flag is set randomly by operation

X special case, see accompanying note on that page

bit positions 3 and 5 are always random
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PROGRAMMING THE Z80

ADCA,s Add accumulator and specified operand with
carry.

Function: A< A +s+C

Format: s:may ber, n, (HL),(IX + d), or (IY + d)

v efofofr]—=r ]
n Lx]1loLo]1L1

— L

19| byte 1: CE

J byte 2: immediate

1 1 1 Ll
n
H 1 RN B

e
@ [TeleeT ] s
@x+& [[ITeTT] by t: o0
[ToToTe LT o] b 2: e
|- ————— 4 —————| byte 3: offset value
0¥+ [T o]1] byee 1: D
[Tole oL [ i Te] bee s
|+ ¢ ] byte 3: offset value

r may be any one of:

A - 111 E — 011
B -~ 000 H - 100
C - 001 L - 101
D - 010
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Description:

Data Flow:

THE Z80 INSTRUCTION SET

The operand s and the carry flag C from the status
register are added to the accumulator, and the
result is stored in the accumulator. s is defined in
the description of the similar ADD instructions.

I —

A

: IRAYA

D E ALU ] s |

H L +C

Timing: usec

s M cycles: | T states: | @ 2 MHz:
r 1 4 2
n 2 7 3.5
(HL) 2 7 3.5
(IX + d) 5 19 9.5
Yy + d) 5 19 9.5

Addressing Mode:

Byte Codes:

Flags:

Example:

-

CE
1A

T~ ]
OBJECT CODE

r: implicit; n: immediate; (HL): indirect; (IX +
d), (Y + d): indexed.

ADC Ar » A B C D E H L
JaFIaBISCIISA[BBlBCISDl

H PAYU N C

[e[6] Te] Te[C[e]

ADC A, 1A
Before: After:
A w1 s [ a0
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PROGRAMMING THE Z80

ADC HL, ss

Function:

Format:

Description:

Data Flow:

Add with carry HL and register pair ss.

HL < HL + ss + C

b}:ls[o{t}llo!i} byte 1: ED

LT RlTe] v

The contents of the HL register pair are added to
the contents of the specified register pair, and then
the contents of the carry flag are added. The final
result is stored back in HL. ss may be any one of:

BC - 00 HL - 10
DE - 01 SP — 11

N

=\

I O m P

~ m (O

e

sp|

Timing:

Addressing Mode:

Byte Codes:

192

4 M cycles; 15 T states: 75 usec @ 2 MHz

Implicit.

BC DE HL spP

SS.
o [ [ ] ]



Flags:

Example:

ED

5A

OBJECT
CODE

THE Z80 INSTRUCTION SET

H PO N C

[e[e] Te[ [®[Ole)

H is set if there is a carry from bit 11.

ADC HL, DE

Before: After:

F DT

D 3291 E

OF18 L WO, ‘

E
L

X
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PROGRAMMING THE Z80

ADD A, (HL) Add accumulator with indirectly addressed

memory location (HL).
Function. A< A + (HL)

Format:

L fofofofofr]rfo] 6

Description: The contents of the accumulator are added to the
contents of the memory location addressed by the
HL register pair. The result is stored in the ac-

cumulator.
Data Flow: {L i}
A \/ %
8 < ALU
D E + /\_’
H Lj MEMORY
Timing: 2 M cycles; 7 T states: 3.5 usec @ 2 MHz

Addressing Mode: Indirect.

H PAD N

Flags: S _Z o
e (e @O]e
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THE Z80 INSTRUCTION SET

Example: ADD A, (HL)
Before: After:
A Y kY
H] 9620 | ] 9620
86 9620 81 9620 BI
OBJECT CODE
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PROGRAMMING THE 780

ADD A, (IX + d) Add accumulator with indexed addressed

memory location (IX + d)

Function: A< A+ (IX +d)

Format:

Ll]lioLljl]IiOilI byte 1: DD

)1}0!010}0!1]1!0} byte 2: 86

l —— 4 ———— } byte 3: offset value
1 1 I i { 1 5 '

Description: The contents of the accumulator are added to the
contents of the memory location addressed by the
contents of the 1X register plus the immediate off-
set value. The result is stored in the accumulator.

Data Flow: {L

AM
D E ALU
H L * —~__/
/—\/
ADD
X[ | Z
d
/\/
Timing: 5 M cycles; 19 T states: 9.5 usec @ 2 MHz

Addressing Mode:

Flags:

196

Indexed.

H P N C

ele] o[ [ol0[e]




THE Z80 INSTRUCTION SET

Example: ADD A, dIX + 3)
Before: After:
A X,

x| 0B61 1 x[ 0B61 ]

DD 0B61 04 086 04

86 0Bs2 B2 0B62 B2

03 0B63 36 0B63 36
~__ 0B64 91 0B64 9
OBJECT CODE TN N
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ADD A, (dY + d) Add accumulator with indexed addressed
memory location (IY + d)

Function: A< A + (Y + d)

o CTTT Tl bver e
LTI owess
[———— 3 —————1| byte 3: offset value

Description: The contents of the accumulator are added to the

contents of the memory location addressed by the
contents of the 1Y register plus the given offset
value. The result is stored in the accumulator.

Data Flow:
{L N
A DATA
D £ ALU
H L +
[ 1
Timing: 5 M cycles; 19 T states; 9.5 usec @ 2 MHz

Addressing Mode: Indexed.

Flags: Sz H PAON €
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Example:

/\__,.

FO
86

01

T~ ]

OBJECT
CODE

THE 780 INSTRUCTION SET

ADD A, (Y +1)

Before: After:
v
A AL BT
X 0028 | X] 0028 ]
/\___ /\_
0028 06 0028 06
002C 9A oo2c| A
T ~——— V\____
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PROGRAMMING THE Z80

ADD A, n Add accumulator with immediate data n.
Function: A< A +n
Format:
ix}xlo}olollllio]bytel:C6
i L A S R byte 2: immediate
H i L L i i 1 i da[a
Description: The contents of the accumulator are added to the
contents of the memory location immediately
following the op code. The result is stored in the
accumulator.
Data Flow: {L
A m
B C
b E ALU
H L +
MEMORY
Timing: 2 M cycles; 7 T states: 3.5 usec @ 2 MHz

Addressing Mode:

Flags.

Example:

T~

C6
E2

T ~——
OBJECT CODE

200

Immediate.

H PPON C

DOROROEO

ADD A, E2
Before: After:
A O



THE Z80 INSTRUCTION SET

ADDA,r Add accumulator with register r.
Function: A<A+r
Format:

Lifefolofol—=r]

Description: The contents of the accumulator are added with
the contents of the specified register. The result is
placed in the accumulator. r may be any one of:

A — 111 E - 011
B — 000 H - 100
C - 001 L - 101
D - 010
Data Flow: {L :
A (GE— v
B C
D E ALU
H L +
Timing: 1 M cycle; 4 T states: 2 usec @ 2 MHz.
Addressing Mode: Implicit.
Byte Codes: r: A B C D E H L

1787180[81 ]82 183 {84 [85J

Flags: H @ N C

OOROEOE0
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Example:

N~

80

VT~ )
OBJECT CODE

202

ADD A, B

Before:

After:
Y i
o[ 2]



THE Z80 INSTRUCTION SET

ADD HL, ss Add HL and register pair ss.

Function: HL < HL + ss
Format: 1
Lofofs s]t]ofo]1]
Description: The contents of the specified register pair are

added to the contents of the HL register pair and
the result is stored in HL. ss may be any one of:

BC - 00 HL - 10
DE ~ 01 SP — 11
Data Flow:
A
B C
D £ ALU
{ H L +
5P | |
Timing: 3 M cycies; 11 T states: 5.5 usec @ 2 MHz

Addressing Mode: Implicit.

Byte Codes: SS: BC DE HL SP

CIIIEIED

[TTTe[ T [Of®)

C is set by carry from bit 15, reset otherwise.

Flags:

Hisset by a carry from bit 11
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Example: ADD HL, HL

Before: After:

T~ Hl 0681 W v i

29

OBJECT
CODE

204
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ADDIX, r Add IX with register pair rr.
Function: IX<IX + r1r
Format:

’:I![otllILﬂO]‘]bytel:DD

[O[OI'L’!‘IOIOIqbyteZ

Description: The contents of the 1X register are added to the
contents of the specified register pair and the
result is stored back in IX. rr may be anyone of:

BC ~ 00 IX - 10
DE - 01 SP —~ 11
Data Flow: {}
A
is :
I'D 3 ALU
H L +
L L=
[ l
Timing: 4 M cycles; 15 T states: 7.5 usec @ 2 MHz

Addressing Mode: Implicit.

Byte Codes: rr; BC DE IX SP

- [ [=[7]
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(T TTe[ T [ofe]

H is set by carry out of bit 11,
C is set by carry from bit 15.

Example: ADD IX, SP
Before: After:
T~ x| 0000 | Y ‘
25 sp[ 3021 1 se| 3021 ]
|
OBJECT
CODE

206



THE Z80 INSTRUCTION SET

ADDIY,rr Add 1Y and register pair rr.
Function: IY < IY + 1r
Format:

!I’Il][1l111!0L‘]by[€1:FD
Lolof- .-

Description: The contents of the 1Y register are added to the
contents of the specified register pair and the
result is stored back in IY. rr may be any one of:

llololllbytez

BC - 00 1y — 10
DE - 01 SP — 11
Data Flow: i} F
A
{B C
D E ALU
H L +
iyl
sp| |
Timing: 4 M cycles; 15 T states: 7.5 usec @ 2 MHz

Addressing Mode: Implicit.

Byte Codes: fr: BC DE 1Y SP

o [o]]=]5
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Flags.‘ s Z H PV N C
L[] e[ [ [Ole]

H is set by carry out of bit 11.
C is set by carry out of bit 15.

Example: ADD 1Y, DE
Before: After:
o~ D] 6122 le ol 6122 |e
:g iy ] 3051 | YO 37377
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AND s Logical and accumulator with operand s.
Function: A< AAs
Format: s: mayber, n, (HL), (IX + d), or IY + d)
e [Tl ele =]
n [T [olol 7 ]7]5] byte1: E6
{ T v byte 2: immediate
{ ! 3 i i 1 L | data
o) (Lo Teol [11e] o
ax +d [ ]r]e[i]r[1]e]1] byte1: DD
L][O]liolo}lllm byte 2: 96
(IY + d) |~————d————| byte 3: offset value

i 1 1 i ]

Ll{l{lll\ﬂl]ohj byte 1: FD

["To] To]o[[1]o] byte2:9

i : : 1 ‘% : I ‘L j byte 3: offset value
r may be any one of:

A — 111 E - 011

B - 000 H — 100

C - 011 L - 101

D - 010
Description: The accumulator and the specified operand are

logically ‘and’ed and the resuit is stored in the ac-
cumulator. s is defined in the description of the
similar ADD instructions.
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PROGRAMMING THE Z80

Data Flow:
A
B C
D E ALU { S
H L A
Timing: usec
8! M cycles: | T states: | @ 2 MHz:
r 1 4 2
n 2 7 3.5
(HL) 2 7 3.5
(IX + d) 5 19 9.5
(IY + d) 5 19 9.5 |

Addressing Mode: r: implicit; n: immediate; (HL): indirect; (IX +
d), 1Y + d): indexed.

Byte Codes: AND r raA
lA?lAOIAIlAQIASlAA!ASI

Flags: s z H @V N C
le[e[ ['] ||O|O]
Example: AND 4B
Before: After:
A a5
/\
E6
48
OBJECT
CODE
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BIT b, (HL) Test bit b of indirectly addressed memory location

(HL)
Function: Z < (HL)y
Format:
L[ fofofrfo]i v ] byter:cB
Lol v o= [1 [o] byte2
Description: The specified bit of the memory location address-
ed by the contents of the HL register pair is tested
and the Z flag is set according to the result. b may
be any one of:
0 — 000 4 — 100
1 — 001 5 — 101
2 — 010 6 — 110
3 - 011 7 111
Data Flow: é ; : 7 ~___
A F DATA
B c
Y £ ALU
Timing: 3 M cycles; 12 T states; 6 usec @ 2 MHz

Addressing Mode: Indirect.

Flags:

PV N C

EORDEEDE
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PROGRAMMING THE Z80

Byte Codes:

Example:

N~

cB
5E

b —
OBJECT CODE

212

b.

o 1 2

6 7

co- 6] & [ 56 5t [ eo [ ek [76] 7 |

6A42

BIT 3, (HL)
Before: After:
[ Jr W70 -
6A42 L H 6A42 L
05 6A42 05
/\_._/ /\/
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BIT b, (IX + d) Test bit b of indexed addressed memory location

Function:

Format:

Description:

(IX + d)
Z < (X + dy,

Dl folr[rfrfofo]

Ll fefofifoln]r]

1 g

H H i

H

Lol =er=]r [r [o]

byte 1: DD
byte 2: CB
byte 3: offset value

byte 4

The specified bit of the memory location address-
ed by the contents of the IX register plus the given
offset value is tested and the Z flag is set according
to the result. b may be any one of:

0 — 000 5 — 101
1 — 001 6 — 110
2 - 010 7 — 111
3 - 011
4 — 100

Data Flow: J ;

A Z;j F

B c

D E ALU

H L

1X ]

DATA

213



PROGRAMMING THE Z80

Timing: 5 M cycles; 20 T states: 10 usec @ 2 MHz

Addressing Mode: Indexed.

. b: 0 2
Byte Codes. DD-CB-d- | 46 ! 4]E {56 [535 i:é ‘:E {766 [;ﬂ

Flags: sz H PV N C
1o 1] [-]ef |
Example: BIT 6, (IX + 0)
Before: After:
F D5 7h¢
X | AATI x| AAIL |
DD AA 42 AATY 42
C(')B T ~— /\_
76
T ~—
OBJECT CODE
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BIT b, Y + d) Test bit b of the indexed addressed memory loca-

tion (1Y + d)

Function: Z < (Y + d)
Format:
11}1[;\:\1[1!”“!_] byte 1: FD
Llfede[r o[ 1] bye2:c
L [ I ] dl ] T 1 ] .
T R byte 3: offset value
Lol e [ lo]  byted
Description: The specified bit of the memory location ad-
dressed by the contents of the 1Y register plus the
given offset value is tested and the Z flag is set ac-
cording to the result. b may be any one of:
0 — 000 4 —~ 100
1 — 001 5 — 101
2 - 010 6 — 110
3 - 011
Data Flow:
A
8
D
H
1|
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Timing:

5 M cycles; 20 T states; 10 usec @ 2 MHz

Addressing Mode: Indexed.

Byte Codes:

Flags:

Example:

.

D
cs
01
46

o~
OBJECT CODE

216

0O t 2 3 4 5 6 7
ldéléiElSélSE’éb]éE[76]7EI

S Z H PV N C

lel [+] [-lo] |

BIT 0,{IY + 1)

Before: After:
92 F
] FF12 | rv| FF12
T~ /\
FF12 61 FF12 61
FF13 B2 FF13 B2
/\__4 /\_/
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BIT b, r Test bit b of register r.
Function: zZ "‘r_b
Format: Fllloiolllolllllbytel:CB

Description: The specified bit of the given register is tested and
the zero flag is set according to the results. band r
may be any one of:

b: 0 - 000 4 - 100
1 — 001 5 - 101
2 - 010 6 — 110
3 — 011 7 - 111

r A - 111 E - 011
B — 000 H - 100
C - 001 L - 101
D - 010

Data Flow: i ; l ;
A i Z! F \/
B c
D E ALU
H L

Timing: 2 M cycles; 8 T states; 4 usec @ 2 MHz

Addressing Mode: Implicit.
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Byte Codes: b: A B C D E H L
47 1401 41 1 42 | 43| 44 1 45

2 | 57| 50| 51] 52153 54} 55

3 | 5F 15859 5A5B]5CH5D

4 [ 67160161]62) 636465

5 1 6F | 68| 69| 6A1 6B 6C 1 éD

b6 |77 (7071172173174 1|75

Flags: s PV N C
?

Clel T 1" [o] ]

Example: BIT 4,B

Before:

(T Bl e ][ o f

B
60

VT~
OBJECT CODE
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CALL cc, pq

Function:

Format:

Description:

THE Z80 INSTRUCTION SET
Call subroutine on condition.
if cc true: (SP — 1) < PChjgp; (SP - 2) <

PCiow; SP < SP — 2; PC < pq
If cc false: PC <« PC + 3

il‘l{«—%cc—i———ll{O]o byte 1
T byte 2: address,

[ TR N S R R 1 low order

[ S L S ‘ byte 3: address,
RN R S IS S S high order

If the condition is met, the contents of the pro-
gram counter are pushed onto the stack as de-
scribed for the PUSH instructions. Then, the con-
tents of the memory location immediately follow-
ing the opcode are loaded into the low order of the
PC and the contents of the second memory loca-
tion after the the opcode are loaded into the high
order half of the PC. The next instruction fetched
will be from this new address. If the condition is
not met, the address pq is ignored and the follow-
ing instruction is executed. cc may be any one of:

NZ — 000 PO - 100
Z - 001 PE -~ 101
NC - 010 P — 100
C - 011 M - 111

An RET instruction can be used at the end of the
subroutine being called to restore the PC.
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Data Flow:

Timing:

Addressing Mode:

Byte Codes:

Flags:

220

=

T O @ P

rcl

l

ICONTROL
LOGIC

E
L ———
i

L[

s 000000

usec
M cycles: | T states: | @ 2 MHz
condition
true: 5 17 8.5
condition
not true: 3 10 5
Immediate.
CC: NZ.Z NC PO PE P M
Lc_a]cc]m]oc,ml&clmFc’-q@
sz H PV N C
L L L[ [ [ ] moeffecy




Example:

/\__
OBJECT CODE

CALL 7Z, BO42

THE Z80 INSTRUCTION SET

Before: After:

& s el
pc | 0801 S S
e[ me ] w[ w2z ]
- -
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CALL pq

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

222

pC

Ui

Call subroutine at location pq.

(SP — 1) < PChijgh; (SP — 2) = PClgy; SP <SP
- 2, PC < pq

m“olol‘l‘lolqbyteI:CD
L : L‘? : : :7 byte 2: address, low order

LN S N B

T byte 3: address, high order

l

The contents of the program counter are pushed
onto the stack as described for the PUSH instruc-
tions. The contents of the memory location im-
mediately following the opcode are then loaded in-
to the low order half of the PC and the contents of
the second memory location after the opcode are
loaded in the high order half of the PC. The next
instruction will be fetched from this new address.

I O w >

(=

5 M cycles; 17 T states: 8.5 usec @ 2 MHz

Immediate.
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Flags: s 7z H PV N C
L i 1 1 1 l ] (no effect)
Example: CALL 40BI
Before: After:
pC | AA40 1V i
sP | 0Bi4 el
T~ .
CD 0B12 9A oB12 WV//A
B1 0B13 01 0B13 %// ///ﬁ
40 0B14 F4 0B14 —F4
—~—_ ~_ o~
OBJECT CODE
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CCF Complement carry flag.
Function: C «<C
Format:

Lelofr [P o] ]sF

Description: The carry flag is complemented.

Data Flow: ( &

A F
B C
D E ALU
H L
Timing: 1 M cycle; 4 T states: 2 usec @ 2 MHz
Addressing Mode: Implicit.
Flags: s z H PV N C

L[ | (x| | [O]@] rBecomes previous

‘t carry status.
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CPs Compare operand s to accumulator.
Function: A —s
Format: s: may be n, (HL), (IX + d), or (IY + d).

ropfel e

n lllllil!illllILol FE

1 : " : er - ,_] ggiz 2: immediate
o [T et o
ax+d [ Jo] [ Jo]1] byter:DD
Lfolnio ] [rfo] bye2BE
91 byte 3: offset value
ay+d [ hifeli] byer:FD

]1{0|1l1}il1!1Lﬂ byte 2: BE

i : ‘ —d— J_l byte 3: offset value
r may be any one of:

A - 111 E — 011

B - 000 H - 100

C - 001 L — 101

D - 010
Description: The specified operand is subtracted from the ac-

cumulator, and the result is discarded. s is defined
in the description of the similar ADD instructions.
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Data Flow:
A F
B c
D E l s I
H L
Timing: usec
ss M cycles: | T states: | @ 2 MHz:
r 1 4 2
n 2 7 3.5
(HL) 2 7 3.5
(IX + d) S 19 9.5
dY + d) 5 19 9.5
Addressing Modes: r: implicit; n: immediate; (HL): indirect;
(IX + d), (1Y + d): indexed
Byte Codes- CP 1 © A B C D E H L
[e¢ Jes oo [ oo [oc [o0]
Flags: 5 Z H PO N C
@o/e] o (o [0
Example: CP (HL)
Before: After:
Al 96 | 3 SN L
H[ B203 H 8203 Tt
BE 8203 42 8203 42
OBJECT T T
CODE
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CPD Compare with decrement.
Function: A —[HL]; HL =—HL — 1; BC «=—BC — 1
F -

o e[l 1] byel:ED

Il}OFIlO‘I!OlO}]} byte 2: A9

Description: The contents of the memory location addressed by
the HL register pair are subtracted from the con-
tents of the accumulator and the result is discarded.
Then both the HL register pair and the BC register
pair are decremented.

Data Flow:

=

7, ki DATA

.

B

L

S

Timing: 4 M cycles; 16 T states: 8 usec @ 2 MHz

Addressing Mode: indirect.

Flags:
S Z H PVNC

@[ x| [®] [x[[ | Reset if BC = 0 after execution; set otherwise
t L._J?Set if A = [HL]
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Example: CPD
Before: After:
A 2o | os F 7 ¢
B 3154 c B /// //W ¢
H 8685 IR
p—— o T
£D 8685 2A 8685 2A
A9 L LT~

LT~
OBJECT CODE
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CPDR

Function:

Format:

Description:

Data Flow:

THE Z80 INSTRUCTION SET

Block compare with decrement.

— [HL]; HL=— HL —1; BC~—BC —1;
Repeat until BC = Oor A = [HL]

Ll fofrdfof i) byer:ep

liloll]lllloioiij byte 2: B9

The contents of the memory location addressed by
the HL register pair are subtracted from the con-
tents of the accumulator and the result is discarded.
Then both the BC register pair and the HL register
pair are decremented. If BC = 0 and A = [HL],
the program counter is decremented by two and
the instruction is re-executed.

B

H

Timing:

Flags:

///////.
7

_—

DATA

C

5 —]

BC = 0Oor A = [HL]: 4 M cycles; 16 T states:
8 usec @ 2 MHz
BC = Oand A = [HL}:5 M cycles; 21 T states:

10.5 usec @ 2 MHz

Reset if BC = 0 after
PV N C execution; set otherwise

(5§115r{wlij

JSet if A = [HL]
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After:

Example: CPDR
Before:
Al a1 o
B 0002
HI 6100 ]
. o
£D GOFE| 08
B9 6OFF 00
] 6100|  2A
BJECT CODE —]

230
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7
c //// 35

WS -

)

60FE 08
60FF 00
6100 2A
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CPI Compare with increment.
Function: A — [HL]; HL =— HL + I; BC =—BC —1
Fo L

o [T ToT e[ over:ep

{ﬂﬂz‘o}o}o}olt} byte 2: Al

Description: The contents of the memory location addressed by
the HL register pair are subtracted from the con-
tents of the accumulator and the result is discarded.
The HL register pair is incremented and the BC
register pair is decremented.

Data Flow:

T 7 - mw

Timing: 4 M cycles; 16 T states: 8 usec @ 2 MHz

Addressing Mode: indirect.

Flags:

(:I i [ {:1 f;\i ’:J{ S ] Reset if BC = 0 after execution set otherwise
r ) [ Setif A = [HL]
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Example: CP1
Before: After:

Q
B

L]
[}
S
haal

A oo
B 0510 c ////// /////////

H 8689 W W77
) 8689 9B 86B9 9B
Al L —] L

T~
OBJECT CODE
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Function:

Format:

Description:

Data Flow:

THE Z80 INSTRUCTION SET

Block compare with increment.

A—[HL;H =— HL + 1, BC-~—BC — I;
Repeat until BC = 0or A = [HL]

t(yijtjottyi]|o]t]| bytel:ED

[alo(llzloiolo‘libyteZ:Bl

The contents of the memory location addressed by
the HL register pair are subtracted from the con-
tents of the accumulator and the result is discarded.
Then the HL register pair is incremented and the
BC register pair is decremented. If BC # 0 and A
= [HL], then the program counter is decremented
by 2 and the instruction is re-executed.

B

H

Timing:

Addressing Mode:

¥
Y

ALU

DATA

{;—1/\

i

T
Lo(ft

[Ante

BC = 0or A = [HL] : 4 M cycles; 16 T states:
8 usec @ 2 MHz

BC # Oand A # [HL]:5 M cycles; 21 T states:
10.5 usec @ 2 MHz

indirect.
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Flags:

P/VN C

sz H
Reset if BC = 0 after execution; set otherwise
@] [®f [x[+] | '
sl

Setif A = [HL]

Example: CPIR
Before: After:
S T o
B 0051 8000854

H 0398 Ju 5Y 85 B

T~ T~ T
ED 0398 2A 0398 2A
Bl 039C 98 039C 98
] 039D 06, 039D 06
OBJECT CODE —] p——
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CPL

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

Flags:

Example:

2F

OBJECT
CODE

THE Z80 INSTRUCTION SET

Complement accumulator.

A<A

Lolofrfof o] frf]or

The contents of the accumulator are com-
plemented, or inverted, and the result is stored
back in the accumulator (one’s complement).

1)
Ia—

E ALU

I U @ >
O

I M cycle; 4 T states; 2 usec @ 2 MHz

Implicit.

s z H PV N C
LDl
CPL

Before: After:

Al | “Wsmn
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DAA Decimal adjust accumulator.
Function: See below.
Format:
Lo}oillolo%blllﬂ
Description: The instruction conditionaly adds ‘6’ to the
right and/or left nibble of the accumulator, based
on the status register, for BCD conversion after
arithmetic operations.
value of value of | #added | C after
N C | high nibble | H | low nibble | to A execution
0 0 0-9 0 0-9 00 0
(ADD, | O 0-8 0 A-F 06 0
ADC, | 0 0-9 1 0-3 06 0
INC) | O A-F 0 0-9 60 1
0 9-F 0 A-F 66 1
0 A-F 1 0-3 66 1
1 0-2 0 0-9 60 1
1 0-2 0 A-F 66 1
1 0-3 1 0-3 66 1
1 0 0-9 0 0-9 00 0
(SUB, | O 0-8 1 6-F FA 0
SBC, 1 7-F 0 0-9 AO 1
DEC, |1 6-F 1 6-F 9A 1
NEQG)
Data Flow: 5 Q\/L u
A F
B 4> c \/ /
D E av/
H L pAA [
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Timing: 1 M cycle; 4 T states; 2 usec @ 2 MHz
Addressing Mode: 1mplicit.

Flags: s 7 H @BV N _C

oo (o (o |0

Example: DAA
Before: After:
T~
27 A e, [ | Al

OBJECT
CODE
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DEC m Decrement operand m.
Function: m<m-— |
Format: m: may ber, (HL), (IX+d), IY+d )
rlofol=rr ] o]
o Bl ool ] 3
0% + & [ e[ [ ]e]7] byee 1:DD

OLI {qu byte 2: 35

T ¥

Lefof ]
—=

ay +dy [ ]

l
%x I j byte 3: offset value

i. I

12‘}‘]°]‘J byte 1: FD

J
[ojo}11110]1‘0‘1bet62:35

¥

<:i - L I Ibyte 3: offset value

—=

Description: The contents of the location addressed by the
specific operand are decremented and stored back
at that location. mis defined in the description of
the similar INC instructions.

Data Flow:

\/

ALY M
=1

3]

I O w »
m

—
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Timing:

Addressing Mode:

Byte Codes.

Flags:

Example:

oD

OBJECT
CODE

THE Z80 INSTRUCTION SET

usec

m. M cycles: | T states: (@ 2 MHz:
r 1 4 2
(HL) 3 11 5.5
(ax + d 6 23 11.5
ay + d) € 23 11.5

r: implicit; (HL): indirect; (IX + d), IY + d): in-

L

dexed.

DECT rr A B C D E
[30]05]00[15]10J25L20J

s 7 PAY N C

oje] (o (@ '] |

DEC C

Before: After:

[ o | %
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DEC rr Decrement register pair rr.
Function: < — 1
Format: :
Lofolr P Do ol 1]
Description: The contents of the specified register pair are

decremented and the result is stored back in the
register pair. rr may be any one of:

BC - 00 HL - 10
DE - 01 SP — 11
Data Flow:
A
B C
D E AlU
H -1
spl |
Timing: 1 M cycle; 6 T states; 3 usec @ 2 MHz
Addressing Mode: Implicit.
Byte Codes: TT: BC DE HL SP

o0 e 20 =]
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Flags: s 7 PV N C

{ { T IHIW l [ [ (no effect).

Example: DEC BC

Before: After:
— o w e R
]

OBJECT CODE
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DECIX

Function:

Format:

Description.

Data Flow:

Timing:

Decrement 1X.

IX<IX -1

e e o] Jowe 1o

{OTO{1}0Tllo]1r1]byt62:28

The contents of the 1X register are decremented
and the result is stored back in 1X.

E
L

T O ® >

g <————

——)
Y

2 M cycles: 10 T states; 5 usec @ 2 MHz

Addressing Modes: lmplicit.

Flags:

LExample:

/'\1

o]y}
28

V\/
OBJECT CODE
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CTTT T L] woetten.

DEC IX

Before: After:

X e |\ EE
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DEC 1Y Decrement 1Y.
Function: IY < 1Y - 1
Format:

}1}x]1j1}1}1]0]1]byte1:FD
}o(oTlToTl\OIIIT}byteZ:ZB

Description: The contents of the 1Y register are decrementea
and the result is stored back in IY.

Data Flow: — L

A

B C

D E ALU

H L — 1
S ———

Timing: 2 M cycles; 10 T states; 5 usec @ 2 MHz

Addressing Mode: Implicit.

Flags: s z H PV N C
(no effect).
Example: DEC 1Y
Before: After:

T | 900F | Y

D

28
T~

OBJECT CODE
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DI Disable interrupts.
Function: IFF < 0
Format:

Ll fefefr [ o] ms

Description: The interrupt flip-flops are reset, thereby disabling
all maskable interrupts. A maskable interrupt may
be disabled during its execution by DI. It is re-
enabled by an EI instruction.

Timing: 1 M cycle; 4 T states; 2 usec @ 2 MHz
Addressing Mode: Implicit.

Flags.' S Z H PN N C

( ( J J i l i i I (no effect).
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DJNZ e

Function:

Format:

Description:

Data Flow:

THE Z80 INSTRUCTION SET

Decrement B and jump e relative on no zero.

B<b-1;ifB#0: PC~PC + ¢

l;o[oToILIlo!o{o!ol byte 1: 10
O

e-LZ - : : 1Ibyte 2: offset value

The B register is decremented. If the result is not
zero, the immediate offset value is added to the
program counter using two's complement
arithmetic so as to enable both forward and
backward jumps. The offset value is added to the
value of PC + 2 (after the jump). As a result, the
effective offset is -126 to -+129 bytes. The as-
sembler automatically subtracts from the source
offset value to generate the hex code.

DINZ

e-2

Timing:

B # 0: 3 M cycles; 13 T states; 6.5 usec @ 2 MHz.
B = 0: 2 M cycles; 8 T states; 4 usec @ 2 MHz

Addressing Modes: Immediate.
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Flags: s Z H PN N C

[T T LT T L[ ]moeies
Example: DINZ $§ - 5 ($ = current PC)
Before: After:
(T IEEL V0577
o [ ] T
VT~
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El

Function:

Format:

Description:

Timing:

Addressing Mode:

Flags:

Example:

THE Z80 INSTRUCTION SET

Enable interrupts.

IFF < 1

Ll fel ] ) e

The interrupt flip-flops are set, thereby enabling
maskable interrupts after the execution of the in-
struction following the EI instruction. In the mean-
time maskable interrupts are disabled.

1 M cycle; 4 T states; 2 usec @ 2 MHz
Implicit.

H PV N C

{SjZT { ! [ i I ] (no effect).

A usual sequence at the end of an interrupt routine is:
El

RETI

The maskable interrupt is re-enabled following
completion of RETI.

247



PROGRAMMING THE Z80

EX AF, AF' Exchange accumulator and flags with alternate
registers.
Function: AF<==AF!
Format:
[ofofefofrfofofo] o8
Description: The contents of the accumulator and status
register are exchanged with the contents of the
alternate accumulator and status register.
Data Flow:
af F @ Al G
B C B c
D E D £
H L H L
Timing: I M cycle; 4 T states; 2 usec @ 2 MHz

Addressing Mode:

Flags:

Example:

08

L

OBJECT CODE
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Implicit.
sz H PV N C
(no effect).
EX AF, AF'
Before: After:
Al oa ] e oAl w0 [ 3 F
Al 90 [ e e oA o4 [ 8 ]
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EX DE, HL Exchange the HL and DE registers.

Function: DE <— HL
Format:
Dol delifer 1] EB
Description: The contents of the register pairs DE and HL are
exchanged.
Data Flow:
A
B c
D AR
H g
Timing: 1 M cycle; 4 T states; 2 usec @ 2 MHz
Addressing Mode: Implicit.
Flags: s 7 H PV N _C
| ‘ } L ( i ] 7 ] (no effect).
Example: EX DE, HL
Before: After:
N D A4EG E D 9604 £
H 9604 L H A4ES L

EB

/‘\/

OBJECT CODE
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EX (SP), HLL Exchange HL with top of stack.

Function: (SP) <~L;(SP + D)« H

Format. O Diefofoli 1] E3

Description. The contents of the L register are exchanged with
the contents of the memory location addressed by
the stack pointer. The contents of the H register
are exchanged with the contents of the memory
location immediately following the one addressed
by the stack pointer.

Data Flow:
SPL }’—_—I \/
Timing: 5 M cycles; 19 T states; 9.5 usec @ 2 MHz

Addressing Mode: Indirect.

Flags: A H PV N C

A I A A T, 00
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Example:

/\_1

E3

T~
OBJECT CODE

H

5|

8409
B40A

THE Z80 INSTRUCTION SET

EX (SP), HL
Before: After
L 8290 e N
B409 ] sp|. B409 ]
T~
3F B409 ////W
OF B40Al/827
/\\__/ ~
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EX (SP),IX

Function:

Format:

Description:

Data Flow:

Timing:

Exchange I1X with top of stack.

(SP) < IXjow; (SP + 1) <> IXpigh

Flllolrlx}xlolllbytelzDD
Fr[xlllo‘roloiliﬂ byte 2: E3

The contents of the low order of the IX register
are exchanged with the contents of the memory
location addressed by the stack pointer. The con-
tents of the high order of the IX register are ex-
changed with the contents of the memory location
immediately following the one addressed by the
stack pointer.

I O m »
@}

DATA

6 M cycles; 23 T states; 11.5 usec @ 2 MHz

Addressing Mode: Indirect.

Flags:

252

Z H PV N C

(TTTTT L] toetr.




Example:

N

DD

E3

—~_

OBJECT CODE

THE Z80 INSTRUCTION SET

EX (SP), IX
Before: After:
x| 9234 X} 0168 7
P 0402 sp| 0402 |
/\/
0402 6B 0402} 34
0403 01 04037 92|
/\-/ - \—/
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EX (SP), IY Exchange 1Y with top of stack.

Function: (SP) < IYjow; (SP + 1) < IYpigh

Format:

Llfl%}l]lllio]l) byte 1: FD

lxlx]xlOLOLO}‘lil byte 2: E3

Description: The contents of the low order of the 1Y register
are exchanged with the contents of the memory
location addressed by the stack pointer. The con-
tents of the high order of the 1Y register are ex-
changed with the contents of the memory location
immediately following the one addressed by the
stack pointer.

Data Flow:

A

B C

D E

H L

]

/\/
DATA

sp[ *—_“L T

Timing: 6 M cycles; 23 T states; 11.5 usec @ 2 MHz

Addressing Mode: Indirect.

Flags:

LLLTTT T T moeffec.
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Example.

FD
£3

OBJECT CODE

THE Z80 INSTRUCTION SET

EX (SP), 1Y
Before: After:
v | BFO3 Y s )
sP| 6211 sp| 6211 ]
N
6211 90 2 93
6212 b 22
V’\/
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EXX Exchange alternate registers.
Function: BC <~ BC; DE «<-DE’ HL <~HL
Format:
Ul e[ [ fefe] ] Do
Description: The contents of the general purpose registers are

exchanged with the contents of the corresponding
alternate registers.

Data Flow:

— m @ T

Timing: 1 M cycle; 4 T states; 2 usec @ 2 MHz

Addressing Mode: Implicit.

Flags: s Z H PPV N C
I I L l 1 l } L { (no effect).
Example: EXX
Before: After:
A 04 28 FooA 28 F
B 39 26 c B 00 C
D 54 02 E D DO E
H Fl Do L H £3 L
/\_,
Do Al 3F 2A FiooAl 3F
! V\,] 8l 8C 00 (oL 1 39
D! 93 ) gl pl 54
OBJECT | i i
CORE H 4F E3 U
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HALT

Function:

Format:

Description:

Timing:

Addressing Mode:

Flags:

THE Z80 INSTRUCTION SET

Halt CPU.

CPU suspended.

Lol [ o] [r]o] 7

CPU suspends operation and executes NOP’s so
as to continue memory refresh cycles, until in-
terrupt or reset is received.

1 M cycle; 4 T states; 2 usec @ 2 MHz + inde-
finite Nop’s.

Implicit.

I [ l l { I lI [ (no effect).

257



PROGRAMMING THE Z80

IMO

Function:

Format:

Description:

Timing:
Addressing Mode:

Flags:

258

Set interrupt mode 0 condition.

Internal interrupt control.

]1[1}1[011]1[0[1] byte 1: ED

[o!tlo]o]o’1[1lﬂ byte 2: 46

Sets interrupt mode 0. In this condition, the in-
terrupting device may insert one instruction onto
the data bus for execution, the first byte of which
must occur during the interrupt acknowledge cycle.

2 M cycle; 8 T states; 4 usec @ 2 MHz

Implicit.

1S[Z| ]Hi [WlNlcl (no effect).




IM1

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

Flags:

THE Z80 INSTRUCTION SET

Set interrupt mode 1 condition.

Internal interrupt control.

[1L1]110L1]110]1] byte 1: ED
rolilolllollixlo] byte 2: 56

Sets interrupt mode 1. A RST 0038H instruction
will be executed when an interrupt occurs.

00 38

{}T{ﬁl

—

0038 | INT
L

ROUTINE |

N~

PCH
PCL

STACK

2 M cycles; 8 T states; 4 usec @ 2 MHz

Implicit.
s z H PVN C
LT L LT[ [ ] moeffe.
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IM2

Function:

Format:

Description:

Timing:
Addressing Mode:

Flags:

260

Set interrupt mode 2 condition.

Internal interrupt control.

11!1!1]0[1{1]0!1] byte 1: ED

Loilloixlw\}wﬂ byte 2: 5E

Set interrupt mode 2. When an interrupt occurs,
one byte of data must be provided by the peripheral
which is used as the low order of an address. The
high order of this vector addressis taken from the
contents of the I register. This points to a second
address stored in memory,which is loaded into the
program counter and begins execution.

2 M cycles; 8 T states; 4 usec @ 2 MHz

Implicit.




IN r, (O

Function:

Formazi:

Description:

Data Flow:

Timing:
Addressing Mode:

Byte Codes:

THE 780 INSTRUCTION SET

Load register r from port(C)

r< (O

uviﬂoll']iilﬂbytel:ED

(o[ o o o] byee>

The peripheral device addressed by the contents of
the C register is read and the result is loaded into
the specified register.

C provides bits A0 to A7 of the address bus.

B provides bits A8 to A15.

PORT

I O @ >
m

R T i

ft

r may be any one of:

A - 111 E — 011
B — 000 H - 100
C - 001 L - 101
D - 010

3 M cycles; 12 T states; 6 usec @ 2 MHz

External.

co o o] [ o] ] o] 5]
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Flags: s 7 H PV N C

ole] (e (@0 |

1t is important to note that INA,(N) does not have
any effect on the flags, while IN r, (C) does.

Example: IN D, (©)
Before: After:
iz o| oo | [ _ea |rort OZERT) | en  Jeomr
A5 A5
o~

OBJECT CODE
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IN A, (N) Load accumulator from input port N.
Function: A < (N)
Format:
[ [ fof [ 1ol i[1]byer: DB
I !L T, f;’r I ,[ iI ] byte 2: port address
Description: The peripheral device N is read and the result is

loaded into the accumulator.
The literal N is placed on lines A0 to A7 of the
address bus. A supplies bits A8 to Al15.

Data Flow:
B ¢ IN
D E ; |- N
H L
PORT ]
Timing: 3 M cycles; 11 T states; 5.5 usec @ 2 MHz
Addressing Mode: External.
Flags: s Z H PV N _C
CTTTTTTT] toetren,
Example: IN A, (B2)
Before: After:
T~ a[_8a | [ F_|eort AETA [ F1 JpoRT
B2 B2
DB
B2
/\J

OBJECT CODE
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280

INC r Increment register r.
Function: r<r +1
Format: lelol—r—l1]o]o]
Description: The contents of the specified register are in-
cremented. r may be any one of:
A -~ 111 E - 011
B — 000 H - 100
C — 001 L — 101
D - 010
Data Flow: i 5
A
: C \/
D E ALU
H L +1
Timing: 1 M cycle; 4 T states; 2 usec @ 2 MHz
Addressing Mode: Implicit.
Byte Codes: I' A B C D E H L
iac!oa oc‘m ixc‘u lzc]
Flags: s z H PAON C
®/®]| (@ [®[O] ]
Example: INC D
Before: After:
T~ ]
D > 577
14
OBJECT
CODE
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INC rr Increment register pair rr.
Function. r<rr + 1
Format:

Lofofr rfofofr]n]

Description: The contents of the specified register pair are in-
cremented and the result is stored back in the
register pair. rr may be any one of:

BC — 00 HL - 10
DE - 01 SP - 11
Data Flow: &
A
B
g D £ ALY
H L +
( sp| |
Timing: 1 M cycle; 6 T states; 3 usec @ 2 MHz

Addressing Mode: Implicit.

Byte Codes: Ir: BC DE HL sP

(w]o]o]5]

265



PROGRAMMING THE Z80

Flags:

Example:

23

OBJECT
CODE

266

S Z H PN N C

[T T T 1 [ 1| | @oeffen.

INC HL

Before:

Hi 0B14

=

After:

SIS



INC (HL)

Function:

Format:

Description:

Data Flow:

A

THE Z80 INSTRUCTION SET

Increment indirectly addressed memory location

(HL).

(HL) < (HL) + 1

nonnonanE

The contents of the memory location addressed by

the HL register pair are incremented and stored
back at that location.

E ALU

B
D
H

L 5

Timing:

Addressing Mode:

Flags:

Example:

34

OBJECT
CODE

L—‘ “+ 1

3 M cycles; 11 T states; 5.5 usec @ 2 MHz

Indirect.

ele] o] 0[] |

INC (HL)
Before: After:
H] 0681 L H 0681 L
T~
0681 38 0681
TN~
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INC (IX + d) Increment indexed addressed memory location

(IX + d).
Function: (X +d)«<(dX +d) +1
Format:
]:l:lollla]x[olxlbytel:DD
Io[o]1[1]011]o|o[byte2:34
] : : : (%1 ' : : l byte 3: offset value
Description: The contents of the memory location addressed by
the contents of the IX register plus the given offset
value are incremented and stored back at that
location.
Data Flow: 7 ]
A %,
B c oAt ] {
H L
INC
IX{ — IR —
N d
+
u /\—/
Timing: 6 M cycles; 23 T states; 11.5 usec @ 2 MHz

Addressing Mode: Indexed.

H PON C

Flags: s z
e/e| (@] [@[O] |
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Example: INC (IX +2)
Before: After:
x| 03B1 x| 0381
%) 0381 Bl 0381 BI
34 os2| 85 0382 85
02 0383 B9 0383 f////ﬂ@»‘?//ﬁ
- ]
OBJECT
CODE
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INC (IY + d) Increment indexed addressed memory location (IY
+ d).
Function: (Y +d) <= (dYy + d) + 1
Format:
Dl fefr] byter:FD
lojo]1{1[o]1]o]o| byte 2: 34
[ : ' : é : : : [ byte 3: offset value
Description: The contents of the memory location addressed by
the contents of the I'Y register plus the given offset
value are incremented and stored back at that
location.
Data Flow: ’ ]
A Ui
B c ~DATA ]
D E
H L
Iy -
d
T ~—
Timing: 6 M cycles; 23 T states; 11.5 usec @ 2 MHz
Addressing Mode: Indexed.
Flags:

270
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Example:

D

34

OBJECT
CODE

THE Z80 INSTRUCTION SET

INC (1Y + 0)
Before: After:
Y| 0601 1 v 0601
T~
0601 51 060‘ ////4
0602 BO 0602
T —
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INC IX

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

Flags:

Example:

T~
Db
23

T~ ]
OBJECT CODE

272

Increment IX.

IX<IX + 1

f][1}0]1!1|1lolllbyte1:DD

loJolt]ofofo]r]]byte2: 23

The contents of the IX register are incremented
and the result is stored back in IX.

3}
Ty

xn<— |

I O w »

2 M cycles; 10 T states; 5 usec @ 2 MHz

Implicit.
S _Z H PV N C
[ [ l l l [ ] [ 1 (no effect).
INC IX
Before: After:
x| B1BO ] X

4
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INC IY Increment 1Y
Function: IY < 1Y + 1
Format:

Ll ][ o]t ]byter: FD
Ulo{ 1[010{01 1111byte2:23

Description: The contents of the IY register are incremented
and the result is stored back in IY.

Data Flow: < ]7
A
B C v
D E ALU
H L +1

A8 —

Timing: 2 M cycles; 10 T states; 5 usec @ 2 MHz

Addressing Mode: Implicit.

Flags: S Z H PV N C

LT [ { [ t 1 U (no effect).

Example: INC 1Y

Before: After:

/’\1 M 3681 | Y%7

FD
23

T ~——
OBJECT CODE
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IND Input with decrement.
Function: (HL) < (C); B«<B — I; HL < HL -1
Format:
D[ fel [ fo]r] bytet: ED
] IFO] !}O}lloil loj byte 2: AA
Description: The peripheral device addressed by the C register
is read and the result is loaded into the memory
locaton addressed by the HL register pair. The B
register and the HL register pair are then each
decremented.
Data Flow:
A [ o]
8 Zcounter . c -W
D E P%
"
Timing: 4 M cycles; 16 T states; 8 usec @ 2 MHz
Addressing Mode: External.
Flags: s 7 P/V N_C
[9 !x ( > | I [ Set if B = 0 after execution
I {_— Reset otherwise

274



THE Z80 INSTRUCTION SET

Example: IND

Before: After:

B[ a [ 8| PR 85 c
H| 06BA A R 5557

85 B5
e T [~
ED 06BA 00 06BA 7/// //%

OBJECT CODE
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INDR

Function:

Format:

Description:

Data Flow:

Timing:

Addressing

Flags:

276

Block input with decrement.

(HL) < (C); B< B — I; HL < HL ~ 1
Repeat until B = 0

ol1LJ‘o]1} byte 1: ED
l lolllo} byte 2: BA

The peripheral device addressed by the C register
is read and the result is loaded into the memory
location addressed by the HL register pair. Then
the B register and the HL register pair are
decremented. If B is not zero, the program
counter is decremented by 2 and the instruction is
re-executed.

( omtn]
T
-
_

B/ COUNTER 7

L

B = 0:4 M cycles; 16 T states; 8 usec @ 2 MHz.
B # 0:5 M cycles; 21 T states; 10.5 usec @ 2 MHz.

Mode: External




THE Z80 INSTRUCTION SET

Example: INDR

Before: After:

sl o [ s o sYS70 s |c
M 09F2 v W% )

[ 8 porr [ BF_ Jposr
/\_ /\
ED Q9EF 6A 09EF
A o9Fo|  EB 09F0 :///// .
ooFl| 48 wny
m 09F2 9A ey
— L~
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INI

Function:

Format:

Description:

Data Flow:
A

Input with increment.

(HL) < (C; B<B - I; HL< HL + 1

L‘l ‘J‘LO{'L‘kol‘lbyteI:ED

[i]o]1]o]o]o]1]o]byte2: A2

The peripheral device addressed by the C register
is read and the result is loaded into the memory
location addressed by the HL register pair. The B
register is decremented and the HL register pair is
incremented.

The contents of C are placed on the low half of the
address bus. The contents of B are placed on the
high haif. 1/0 selection is generally made by C,
i.e., by A0 to A7. Bis a byte counter.

B/ COUNIER

H

Timing:

Addressing Mode:

Flags:

278

e
2
|~

L

4 M cycles; 16 T states; 8 usec @ 2 MHz

External.

sz H PV N C
Lo [x[ o] [20] ]
Z is set if B = 0 after execution,
Reset otherwise




Example:

T

ED
A2

b~
OBJECT CODE

THE Z80 INSTRUCTION SET

INI

Before: After:

s oo [ 2 o S%7 o Ic
H AlI2 |t 8 a8y /R

21 21
s [
Al12 09 a2 77777
/\_/ “
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INIR Block input with increment.

Function: (HL) < (C); B« B — |; HL < HL + 1: Repeat
until B = 0

Format:

o] 0] by 1 e
o]

o o1 ]o] byte2: B2

|
L fofo ]

Description: The peripheral device addressed by the C register
is read and the result is loaded into the memory
location addressed by the HL register pair. The B
register is decremented and the HL register pair is
incremented. If B is not zero, the program counter
is decremented by 2 and the instruction is re-

executed.
Data Flow:
A
8 7 counfer 7
D
"
Timing: 4 M cycles; 16 T states: 8 used @ 2 MHz.

B = 0:
B #0:5 M cycles; 21 T states; 10.5 usec @ 2 MHz.
Addressing Mode: External.

Flags: s Z H PV N C
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Example:

T

ED
B2

T~
OBJECT CODE

THE Z80 INSTRUCTION SET

INIR

Before: After:

s 57 5 _1c  sULSTh  5  1c
Hl 9145 v WS A
e

1:'_2—_:]90&7 V5] Port
(T [
S =
91A7 09 9“\7
VT~
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JP ce¢, pg Jump on condition to location pq.
Function: if cc true: PC < pgq
Format:
B s R A byte 1
L S e T W B byte 2: address,
1o { ? ¢ L1 low order
l LI SO N N } byte 3: address,
IS W S T S S high order
Description: If the specified condition is true, the two-byte ad-
dress immediately following the opcode will be
loaded into the program counter with the first byte
following the opcode being loaded into the low
order of the PC. If the condition is not met, the
address is ignored. cc may be any one of:
NZ — 000 110 Zero
Z — 001 Zero
NC - 010 no carry
C - 011 carry
PO - 100 parity odd
PE — 101 parity even
P - 110 plus
M - 111 minus
Data Flow: { {}
A N~
: F CONTROL
B c LOGIC JPCC
D £ T q
H L I P
o~

282

PC




Timing:

Addressing Mode:

Byte Codes:

Flags:

Example:

T~

DA
24
3B

/\__/
OBJECT CODE

THE Z80 INSTRUCTION SET

3 M cycles; 10 T states; 5 usec @ 2 MHz

Immediate.

cc NZ Z NC C PO PE P M

ICZ}CAIDQ EAIE? ]EAIF? !FAJ

S Z

H

PV N C

(Li [ 1 1 i Lhnoeffect)

JP C, 3B24
Before:
EEE
pc| 0032 ]

After:

/%57
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JP pg

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

Flags:

Example:

T~

C3
25
30

OBJECT CODE

284

Jump to location pq.

PC <= pq

CTTETlLelT e

T T T

1 byte 2: address,

r T T
1 1

Lo

1+ | low order

T

1 byte 3: address,

——

T
P
[

1| high order

The contents of the memory location immediately
following the opcode are loaded into the low order
half of the program counter and the contents of
the second memory location immediately follow-
ing the opcode are loaded into the high order of
the program counter. The next instruction will be
fetched from this new address.

A T~
< D i

3 M cycles; 10 T states; S usec @ 2 MHz

Immediate.
S Z H PV N C
LT T DT JNoetfecy
JP 3025
Before: After:
P 5520 1 <




THE Z80 INSTRUCTION SET

JP (HL) Jump to HL.

Function: PC < HL

Format: .
Ll]!ll10li{0[0[l] E9

Description: The contents of the HL register pair are loaded in-

to the program counter. The next instruction is
fetched from this new address.

Data Flow:
B o
]

Timing: 1 M cycle; 4 T states; 2 usec @ 2 MHz

Addressing Mode: Implicit.

Flags: sz H PV N C
LT LT T 1T toeffecs.
Example: JP (HL)
Before: After:
E\_ H{ 0411 v H] 0411 JL
- el oo NS

OBJECT CODE
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JP (IX)

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

Flags:

Example:

T~

DD
£9

—

OBJECT CODE

286

Jump to IX.

PC < IX

( L!loTt [ fe 1] byter:pD

1joltlo]o i byte 2: E9

The contents of the IX register are loaded into the
program counter. The next instruction is fetched
from this new address.

T O w >
m

I
v U
&
2 M cycles; 8 T states; 4 usec @ 2 MHz
Implicit.

PPV N C

FSLZ‘ ’Hi ‘ l m(noeffect).

JP (IX)

Before: After:

ix [ 80F1 | x[ 80F1 ]

pC | 3B4A ] O 5r




JP (1Y)
Function:

Format:

Description:

Data Flow:

Tining:
Addressing Mode:

Flags:

Example:

T~

FD
£9

T~
OBJECT CODE

THE Z80 INSTRUCTION SET

Jump to Y.
PC < 1Y

|{1 R [.,MLJ byte 1: FD
(r]»bloit!o!obj byte 2: E9
The contents of the 1Y register are moved into the

program counter. The next instruction will be fet-
ched from this new address.

3
L

I O w >»

Y

— )
LU

2 M cycles; 8 T states; 4 usec @ 2 MHz
Implicit.

S Z H P/V N C

LT T LT T T T moeffecy.

JP (1Y)

Before: After:
[ AA4B || AA4B |
pc[ £410 | e 77
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JR cc, e

Function:

Format:

Description:

Data Flow:

Jump e relative on condition.

if cc true, PC < PC + ¢

Lofe] ]
L [} T T eEQ i { li

1 I | 1 L1 1
If the specified condition is met, the given offset
value is added to the program counter using two’s
complement arithmetic so as to enable both for-
ward and backward jumps. The offset value is
added to the value of PC + 2 (after the jump). As
a result, the effective offset is -126 to +129 bytes.
The assembler automatically subtracts 2 from the
source offset value to generate the hex code. If the
condition is not met, the offset value is ignored

and instruction execution continues in sequence.
cc may any one of:

Lclolojo]bytel

} byte 2: offset value

A

8
D
H

/////////////’//

Timing:

288

NZ — 00 NC - 10
Z — 01 C — 11
[ ~—
Fq
C R
E ALU e-2
L o~
CONTROL 1 !
__}99‘_C__J 3
_________ 3

USeC
M cycles: | T states: | @ 2 MHz:

condition

met: 3 12 6
condition

not met: 2 7 3.5




Addressing Mode:

Byte Codes:

Flags:

Example:

OBJECT CODE

THE Z80 INSTRUCTION SET

Immediate.

cc: NZ Z NC C

(o]

[T TTTTTT] moeten
JR NC,§ -3 $ = current PC
Before: After:
[ o Jr [ o Jr
pc B00O | <R
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JRe

Function:

Format:

Description:

Data Flow:

A

Jump e relative.

PC«<PC + ¢

[o]ololaTl]o]oloj byte 1: 18

r T T ¥ T T T T l
{

[ &2

T8 e lbyteZ: offset value

The given offset value is added to the program
counter using two’s complement arithmetic so asto
enable both forward and backward jumps. The off-
set value is added to the value of PC + 2 (after the
jump). As a result, the effective offset is -126 to
+ 129 bytes. The assembler automatically subtracts
2 from the source offset value to generate the hex
code.

JR

E ALU e-2

B
D
H

L +

s/ ea——

Timing:

Addressing Mode:

Flags:
Example:
T~

18
D2

T~
OBJECT CODE

290

3 M cycles; 12 T states; 6 usec @ 2 MHz

Immediate.

S _Z H PV N C

l ] 1 1 ] I §J J (no effect)
JR D4

Before: After:

pc| B100 1 5577




LD dd, (nn)

Function:

Format:

Description:

Data Flow:

THE Z80 INSTRUCTION SET

Load register pair dd from memory locations ad-
dressed by nn.

ddjow < (nn); ddhjgh < (nn +1)

I O ® >

{:T1T1}o‘lllXOIl}bytel:ED
(oTild;diNlo]i{IibyteZ

e AN s B byte 3: address,
n
P low order
S S 1 byte 4: address,
T T high order

The contents of the memory location addressed by
the memory locations immediately following the
opcode are loaded into the low order of the
specified register pair. The contents of the
memory location immediately following the one
previously loaded are then loaded into the
high order of the register pair. The low order byte
of the nn address immediately follows the opcode.
dd may be any one of:

BC - 00 HL - 10
DE - 01 SP - 11

ED
C ]
E n
L /\—/
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Timing:

Addressing Mode: Direct.

6 M cycles: 20 T states; 10 usec @ 2 MHz

Byte Codes: dd:
Flags: s Z H PV N C

L1 [T [ [ ] moeffeey
Example: LD DE, (5021)

Before: After:
of DBEZ e o777 7 )«
(\/ N N,
ED 5021 Fa 5021 Fa
58 5022 30 5022 30
2
50 TN TN

OBJECT CODE

292




LD dd, nn

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

Byte Codes:

Flags:

THE Z80 INSTRUCTION SET

Load register pair dd with immediate data nn.

dd < nn

(ool e To o o ] e
S S S O
T

™ byte 2: immediate
I 1 data, low order
[T 1 T T 11 [ byte 3: immediate
Y T S T data, high order

The contents of the two memory locations im-
mediately following the opcode are loaded into the
specified register pair. The lower order byte of the
data occurs immediately after the opcode. dd may
be any one of:

BC - 00 HL - 10
DE - 01 SP - 11

/\/

LD
n

T O w >
e~ m N

n

s} ] .

3 M cycles; 10 T states; 5 usec @ 2 MHz

Immediate.

dd: BC DE HL SP

(o n[= 2]

S Z H PV N C

I L 1 ] l l [T}(noeffect)
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Example: LD DE, 4131

Before: After:

N o|_ 0394 e R0

11
31
41

OBJECT CODE

294



ILDr,n

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

Byte Codes:

Flags:

THE Z80 INSTRUCTION SET

Load register r with immediate data n.

r<n
o=l ]o]foyel
L: : ', '} : I : }byte 2: immediate data

The contents of the memory location immediately
following the opcode location are loaded into the
specified register. r may be any one of:

A - 111 E — 011
B — 000 H - 100
C - 001 L — 101
D - 010
. (T
LD
B C
EEE
" ¢ N

2 M cycles; 7 T states; 3.5 usec @ 2 MHz

Immediate.

r}:ElOi;;[:)éllil;!:E}

S Z H PV N C

[ l [ ] [ I (JJ (no effect).
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Example:

T —

O

3B

b

OBJECT CODE

296

LD C, 3B

Before:

e[ o ]

After:



ILDr, ¢

Function:

Format:

Description.

Data Flow:

Timing:

Addressing Mode:

Byte Codes:

Flags:

THE Z80 INSTRUCTION SET

Load register r from register r’.

r<r'

Lol = =]

The contents of the specified source register are
loaded into the specified destination register. r and
r’ may be any one of:

A — 111 E - 011
B - 000 H - 100
C - 001 L - 101
D - 010

A

B C JR—

D E

H L

e

it

1 M cycle; 4 T states; 2 usec @ 2 MHz

Implicit.

A B C D E H L (source)

7F|1 781791 7A17B|7C| 7D
47 1 40| 41 14243 | 44 45
4F | 48 | 49 | 4A| 4B | 4C| 4D
57150|51|52|53]|54]55
4F | 581 59 [ 5A| 5B | 5C| 5D
67 1 60|61 1621636465
6F 1 68169 L 6A} 6B 1 6C | 6D

S 7 H P/V N C

1 ]i { l l L( ‘ (no effect).
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Example: LD H, A

Before: After:

Al sc | Al sc ]

NN/

67

e~
OBJECT CODE

298
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LD BO), A Load indirectly addressed memory location (BC)
from the accumulator.

Function: (BC) < A

Format:

Loforofolofo]r]o] 02

Description: The contents of the accumulator are loaded into
the memory location addressed by the contents of
the BC register pair.

Data Flow:
A
B C
D E _L
H L
DATA
Timing: 2 M cycles; 7 T states; 3.5 usec @ 2 MHz
Addressing Mode: Indirect.
Flags: S o " - PNf\I C
(T 1T TT T o,
Example: LD (BQC), A
Before: After:
A 3F A 3F |
B 4109 lc s 4109 c
e -
02 4109 1€ a0 ¥
/\_/ /\_/

OBJECT CODE
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LD (DE), A

Function:

Format:

Description:

Data Flow:

Timing.

Load indirectly addressed memory location (DE)
from the accumulator.

(DE) < A
[Wolo]ﬂo!oh}o]lz

The contents of the accumulator are loaded into
the memory location addressed by the contents of
the DE register pair.

pa

2 M cycles; 7 T states; 3.5 usec @ 2 MHz

I O @ »
~ m

Addressing Mode: Indirect.

Flags:

Example:

N,

12

OBJECT CODE

300

H PV N C

(TTTIT 1]

LD (DE), A

(no effect)

Before:

0392 F7




THE Z80 INSTRUCTION SET

LD HL),n Load immediate data n into the indirectly ad-
dressed memory location (HL).

Function: (HL) <= n

Format:

Lololo[ife] i [o]byte 1: 36

e T ""”nr"‘l““T‘“f“] byte 2: immediate
SR NUEY S I ST SR S data
Description: The contents of the memory location immediately

following the opcode are loaded into the memory
location indirectly addressed by the HL data

counter.
/\__1

Data Flow: n

A

B . .

D E

H L

1 DATA

Timing: 3 M cycles; 10 T states; 5 usec @ 2 MHz

Addressing Mode: Immediate/indirect.

F[ags_' S Z H Py N C

l } I } l l 1 J_] (no effect).
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Example:

T~

36

5A

N
OBJECT CODE

302

|

A342

LD (HL), 5A
Before: After:
A342 o A342 D
T~
20 A342
T~




LD#HL),r

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

Byte Codes:

THE Z80 INSTRUCTION SET

Load indirectly addressed memory location (HL)
from register r.

(HL) < r

el [ fol=ri]

The contents of the specified register are loaded
into the memory location addressed by the HL
register pair. r may be any one of:

A ~ 111 E — 011
B — 000 H - 100
C - 001 L — 101
D - 010

I U w >

2 M cycles; 7 T states; 3.5 usec @ 2 MHz
Indirect.

rr A B C D E H 1L
]77[70]7]'72'73!74[75]
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Flags: sz H PV N _C

([ [ L{ [ { [W (no effect).

Example: LD (HL),B
Before: After:
B B
H] C501 L H] C501 L

T (T [
70 csol 2A 0 R
-

] o~
OBJECT CODE
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LDr,(IX + d) Load register r indirect from indexed memory
location (IX + d)

Function: r<= (X + d
Format:
[1]1!0[1]111]”1! byte 1: DD
]O[]!——%r:——]]]!]O] byte 2
! ML B L l byte 3: offset value
i 1 i i ] 1 1
Description: The contents of the memory location addressed by

the IX index register plus the given offset value,
are loaded into the specified register. r may be any

one of:
A — 111 E - 011
B —~ 000 H - 100
C — 001 L — 101
D - 010
DATA
Data Flow: N . /\40—’
B C ) T~ 7
D E
H L 5 1D
r
IX } d
/\_/
Timing: 5 M cycles; 19 T states; 9.5 usec @ 2 MHz
Addressing Mode: Indexed.
Byte Codes: rm A B C D E H L

DD;{7E[46’4El56]5Et66]6El~d
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Flags:

[ l L { [ i { T } (no effect).
Example: LD E, (X + 5)
Before: After:
E 5
X 3020 x| 3020 i
(T~ T~ T~
oD 3020 2A 3020 2A
58
05
—~___ 3025 15 3025 15
OBJECT CODE b — T~

306



LDr,dY + d)

THE Z80 INSTRUCTION SET

Load register r indirect from indexed memory
location (IY + d)

Function: r<=JdY + d)
Formar:
[‘]“‘l'l‘l‘{ol'ibyteI:FD
Lol [=—r—[ [ ]o] byte2
T 1 T T 1 H T
l . A ] byte 3: offset value
Description: The contents of the memory location addressed by
the 1Y index register plus the given offset value,
are loaded into the specified register. r may be any
one of:
A — 111 E — 011
B — 000 H - 100
C — 001 L — 101
D - 010
N~
DATA
Data Flow: A /\_—’—’
8 C ) T~
D e
H L ) b
I | d
T ~—
Timing: 5 M cycles, 19 T states; 9.5 usec @ 2 MHz
Addressing Mode: Indexed.
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Byte Codes: s A B C D E H L
FD-|7El46]4E156|SGIééléEl-d

F[ags: S Z H P2V N C
LTI T[] 1] moeten.
Example: LD A, {dY + 2)
Before: After:
Al e | N &%
iv] BO0S i ! BOO5
FD BOO5 61 BOO5 61
7E
02 B0O7 F9 8007 Fo
/\__ T — ] /\_

OBJECT CODE
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LD (X + d),n Load indexed addressed memory location (IX +

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

Flags:

d) with immediate data n.

(X + d)<n

]1] 110]1]11110!1]bytel:DD

]o] o] 1} 1]0] IIILOIbyteZ:B()

{ j : : :? ’, 2 IL 1]byte 3: offset value
{ o r:, ML ]byte 4: immediate

data

The contents of the memory location immediately
following the opcode are transferred into the
memory location addressed by the contents of the
index register plus the given offset value.

: <
H L
X[ | LD
F
T~

5 M cycles; 19 T states; 9.5 usec @ 2 MHz

Indexed/immediate.

s 7 H PV N C

{ ] l ] ’ I ]L] (no effect).
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Example: LD (X + 4), FF
Before: After:
IX| B109 ] ] B109

DD B109 60 B109 60

36

04

FF BloD| 4 BIODW
T ~— VT~

OBJECT CODE
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LD (Y + d),n  Load indexed addressed memory location (IY +
d) with immediate data n,

Function: dy + d)<n
Format:
111:11]1l1l1]o]j byte 1: FD
}o]ollll IOIII] !ol byte 2: 36
[ : : : c:i E 1 } l byte 3: offset value
L } : : ;:1 } ! {T ygﬁz 4: immediate
Description: The contents of the memory location immediately

following the opcode are transferred into the me-
mory location addressed by the contents of the
index register plus the given offset value.

Data Flow: T~
2 E )
D E -
H 't
X
7
Timing: 5 M cycles; 19 T states; 9.5 usec @ 2 MHz

Addressing Mode: Indexed/immediate.

Flags: 5 7 H PV N C

] i ] l } ‘ I I ](noeffect).
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Example: LD (Y + 3), BA
Before: After:
| 0100 | o] 0100

N, N

o 0100 02 0100 D2
36 62 62
03 OF oF
BA 0103 04 0103 Z_ZBA_Z

~_ T

OBJECT CODE

312



LD (X + d)r

Format:

Description:

Data Flow:

Timing:

THE Z80 INSTRUCTION SET

Load indexed addressed memory location (IX +
d) from register r.

[w]
i

[‘IOL‘l byte 1:DD
| byte2
I : 1_[ byte 3: offset value

The contents of the specified register are loaded in-
to the memory location adressed by the contents of
the index register plus the given offset value. r may
be any one of:

A - 111 E - 011
B - 000 H - 100
C ~ 001 L - 101
D - 010

(o)
)%

A —
5 ) —
D E
H L LD
p
IX | d
/\__/

5 M cycles; 19 T states; 9.5 usec @ 2 MHz
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Addressing Mode:

Byte Codes:

Flags:

Example:

T~

DD
71
01

T —
OBJECT CODE

314

r:

4462
4463

Indexed.

A B C D

01;~[77 f7o I71 !72}73 [74175 !— d

S Z H

PPV N C

L] ]

L} | | (noeffect).

LD (X + 1),C

Before: After:
c & e
4462 x| 4462 |
N~
oD 4462
oF 4463
/\_,




THE Z80 INSTRUCTION SET

LD (IY + d),r Load indexed addressed memory location (1Y +
d) from register r.

Function: Yy + dy<r
Format:
) DD DD fe]r] byter:FD
Lol fof-—r=] bye2
1 : : : ‘:ﬂ : : : l byte 3: offset value
Description: The contents of the specified register are loaded

into the memory location addressed by the con-
tents of the index register plus the given offset
value. r may be any one of:

A — 111 E — 011
B — 000 H - 100
C — 001 L — 101
D - 010
Data Fi Dk
f N
ata Flow A ~
B c({—|
5 : /\/‘
H L D
il d
/\/
Timing: 5 M cycles; 19 T states; 9.5 usec @ 2 MHz
Addressing Mode: Indexed.
Byte Codes: m A B C D E H

o 77 [0 |71 [72 [ [74 75 -«
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Flags: s 2 H PV N C
l } i ! l l t | ’(noeffect).

Example: LD Y + 3), A
Before: After:
A w ] A ]
1v| 5AB4 | 1Y 5AB4
T~ T~ T~
D 5AB4 2 5AB4 21

5aB7|  BA sa87 35
—

OBJECT CODE T —
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THE Z80 INSTRUCTION SET

LD A, (nn) Load accumulator from the memory location
(nn).
Function: A = (nn)
Format:
lo]oil ]1 11 'o]xlo] byte 1: 3A
[ I S ] byte 2: address, low
R ST R order byte
1 o T ‘_] byte 3: address, high
) order byte
Description: The contents of the memory location addressed by

the contents of the 2 memory locations immediate-
ly following the opcode are loaded into the ac-
cumulator. The low byte of the address occurs im-
mediately after the opcode.

Data Flow: N
NS ——— DATA
B C -
D E —~
H L
/\J
LD
n
n
/\/
Timing: 4 M cycles; 13 T states; 6.5 usec @ 2 MHz

Addressing Mode: Direct.
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Flags:

Example:

N

3A

01

33

/_\_/

OBJECT CODE

318

5 Z H P/VN C

j I l J L‘ 17 (no effect).

LD A, (3301)
Before: After:

0A
3301 28 3301 28

S S



LD (nn), A

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

T O @ »

THE Z80 INSTRUCTION SET

Load directly addressed memory location (nn)
from accumulator.

(nn) < A

01 1

order
! ’ byte 3: address, high
L— order

Lo! ] ] 0 OIIMbyteIﬁZ
——— !
- i

T T byte 2: address, low
——

T

[

o4 bo A —

The contents of the accumulator are loaded into
the memory location addressed by the contents of
the memory locations immediately following the
opcode. The low byte of the address immediately
follows the opcode.

~ om0

4 M cycles; 13 T states; 6.5 usec @ 2 MHz

Direct.
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Flags: s z H pv N C

l I [ 1 l I I ij (no effect)

Example: LD (0321), A

Before: After:

Al A ] Al ad ]

32 0321 06
21

03 TN

OBJECT CODE

320



LD (nn), dd

Function:

Format:

Descriptions:

Data Flow:

THE Z80 INSTRUCTION SET

Load memory locations addressed by nn from
register pair rr.

(nn) <ddjoy; (an + 1) <ddhjgh

ll!lll}ol]lllOlIIbyteliED

Lo lllddIOIOI‘II

T
n
1.

byte 2

low order

byte 4: address,
high order

|
] byte 3: address,
—]

| T T T T
[ I 1 L l?

The contents of the low order of the specified
register pair are loaded into the memory location
addressed by the memory locations immediately
following the opcode. The contents of the high
order of the register pair are loaded into the
memory location immediately following the one
loaded from the low order. The low order of the
nn address occurs immediately after the opcode.dd
may be anyone of:

BC - 00 HL - 10
DE - 01 SP — 11

N

LD
dd

T O w P
m

321



PROGRAMMING THE 780

Timing: 6 M cycles; 20 T states; 10 usec @ 2 MHz
Addressing Mode: Direct.

Byte Codes: dd: BC DE HL SP

o [s[s[<[]

Flags: sz H PV N_C
CTTT T 1] Goctie
Example: LD (040B), BC
Before: After:
B[ 0221 lc 8l 0221
N N
ED 0408 06 0408 e
43 040C|  AB S
08
04 TN
OBJECT
CODE

322
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LD (mn), HI.  Load the memory locations addressed by nn from
HL.

Function: (nn) < L;(nn + 1)< H

Format:

0]1 ]O]bytelzzz
T byte 2: address,
S E— iow order
T byte 3: address,
- t—-bd— high order

Description: The contents of the L register are loaded into the
memory location addressed by the memory loca-
tions immediately following the opcode. The con-
tents of the H register are loaded into the memory
location immediately following the location
loaded form the L register. The low order of the
nn address occurs immediately after the opcode.

Data Flow:

/\/

LD

T o w>»
m oo
(33

L=

Timing: 5 M cycles; 16 T states; 8 usec @ 2 MHz

Addressing Mode: Direct.

323



PROGRAMMING THE Z80

Flags:

Example:

22

B9

40

OBJECT
CODE

324

S _Z H PV N C

l ; i [ ( { I [ f(noeffect).

LD (40B9), HL

Before: After:

W[ s Jun[ 304

4089 20 40B9 an
40BA 9F 40BA 30



LD (nn), IX

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

D
A —
8 c
D E n
H
x{ |

THE Z80 INSTRUCTION SET

Load memory locations addressed by nn from IX.

(nn) < IXjow; (nn + 1) < IXpigh

FI‘]OL'{]I‘IOIL}by[CI:DD

lo]oialolo\o[x}o] byte 2: 22
e byte 3: add ,
Ei 1 T } onvtveordir e
T T T T T b 4: add .
l : : H r.‘ F l_J hf/gtli orcziler e

The contents of the low order of the IX register
are loaded into the memory location addressed by
the contents of the memory location immediately
following the opcode. The contents of the high
order of the IX register are loaded into the
memory location immediately following the one
loaded from the low order. The low order of the
nn address occurs immediately after the op code.

6 M cycles; 20 T states; 10 usec @ 2 MHz

Direct.
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Flags:

Example:

DD

22
28
01

OBJECT
CODE

326

l I ; l ’ } Il } {no effect).

LD (012B), IX

Before: After:

[ o | x| 0406

orzc 9A 012¢

0128 D3 0128 A
04



THE Z80 INSTRUCTION SET

LD (nm), IY Load memory locations addressed by nn from 1Y.
Function: (@ < IYjgy; (n + 1) < IYhigh
Format:

b Jo] T byte 1 FD

E loMolouoLubwezzz

[ L 11 byte 3: address,
i 1 1 JIOW order

111 byte 4: address,
i 1 L h]gh order

{ l 11

Description. The contents of the low order of the 1Y register are
loaded into the memory location addressed by the
contents of the memory locations immediately
following the opcode. The contents of the high
order of the 1Y register are loaded into the
memory location immediately following the one
loaded from the low order. The low order of the
nn address occurs immediately after the opcode.

TN
Data Flow:
LD
A -
B c n )
D E n
H L L /‘\/
[T
5
.
Timing: 6 M cycles; 20 T states; 10 usec @ 2 MHz

Addressing Mode: Direct.
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Flags: S Z H PN N C
(T TTTTTT ] oeffec
Example: LD (BD04), IY
Before: After:
vl D204 ] ] D704

2

D BDO4 A5 BDO 4

o BDOS 9% BDO5 W/
. o
/\/

OBJECT CODE

328



LD A, (BO)

Function:

Format:

Description:

Data Flow:

Timing:

I O w P>

Addressing Mode:

Flags:

Example:

N

QOBJECT CODE

3201

THE Z80 INSTRUCTION SET

Load accumulator from the memory location in-
directly addressed by the BC register pair.

A = (BO)

[o[o oo [o ] o] oa

The contents of the memory location addressed
by the contents of the BC register pair are loaded
into the accumulator.

: . T TN
i [E DATA
E L
NS
2 M cycles; 7 T states; 3.5 usec @ 2 MHz
Indirect.
sz H PV N C
{ [ ! T ! l (no effect).
LD A, (BC)
Before: After:
AB S
3201 e 8 3201 c
/\_/ /\_/
41 3201 41
/\/ l/\—/
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LD A, (DE) Load the accumulator from the memory location
indirectly addressed by the DE register pair.

Function: A < (DE)

Format:

[0101011!1410!110‘]1/%

Description: The contents of the memory location addressed by
the contents of the DE register pair are loaded into
the accumulator.

Data Flow:
AW
B c DATA j
D E s
H L o~}
Timing: 2 M cycles; 7 T states; 3.5 usec @ 2 MHz

Addressing Mode: Indirect.

S Z H PNV N C

Flags:
[T LTI T [ 1] Mot
Example: LD A, (DE)

Before: After:

Al b2 ] “ 957

o[ 6051 ] o] 6051 BE

1A 6051 09 6051 09
VT~ ] b~

OBJECT CODE
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LD A,I

Function:

Format:

Description:

Data Flow:

Timing:
Addressing Mode:

Flags:

Example:

ED
57

OBJECT CODE

THE Z80 INSTRUCTION SET

Load accumulator from interrupt vector register 1.

A~

EF[‘_[?EPFD byte I: ED
Lol fefifol [ t] bytea: sy

The contents of the interrupt vector register are
loaded into the accumulator.

e
z}__m ]

2 M cycles; 9 T states; 4.5 usec @ 2 MHz

Implicit.

s zI H PV N C S . .
et to the contents

[eTelTOT L[ Jr-Seigte

LD A,l

Before: After:

Al 30 [ s | agZEZZ 28
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LD I,A Load Interrupt Vector register I from the ac-
cumulator.
Function: <A
Format: L‘l‘l‘]oiq‘hplbytel:ED
T olole [ [1 1] brez:
Description: The contents of the accumulator are loaded into

the Interrupt Vector register.

Data Flow:

I O w >

Timing: 2 M cycles; 9 T states; 4.5 usec @ 2 MHz
Addressing Mode: Implicit.

Flags: s zZ H PV N C
LT [ I I I [ i J (no effect)
Example: LD I, A
Before: After:
N Al 06 |1 [ b2 | Al Toe | G5
ED

47

OBJECT CODE
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LD A,R

Function:

Format:

Description:

Data Flow:

Timing:
Addressing Mode:

Flags:

Example:

N,

ED
5F

OBJECT CODE

I O w >

THE Z80 INSTRUCTION SET

Load accumulator from Memory Refresh register
R.

A < R

[z] lTlfo%]:]oTj byte 1: ED
Loillolliilli%i’byteZ:SF

The contents of the Memory Refresh register are
loaded into the accumulator,

v ——

2 M cycles; 9 T states; 4.5 usec @ 2 MHz

Implicit.

S z H PN N C
@@ [O] [<[o] |
A et 10 contents of IFF2

LD AR

Before: After:

{2 R[] aBZ@Z R A |
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LD HL,(nm) Load HL register from memory locations addres-

sed by nn.
Function: L~@n):H<(nt+1
Format:
10}0F1011 ]o &l P)l byte 1: 2A
L S J byte 2: address, low
{ 1 L ) 1 L L 1 order
[ L S 1 byte 3: address, high
1 | t L ] [ 1 Order
Description: The contents of the memory location addressed by
the memory locations immediately after the op-
code are loaded into the L register. The contents
of the memory location after the one loaded into
the L register are loaded into the H register. The
low byte of the nn address occurs immediately
after the opcode.
TN,
Data Flow: t0
A n
B C n
D E ~___/
Wi,
/_\/
i X
Yy
/_\-/
Timing: 5 M cycles, 16 T states; 8 usec @ 2 MHz

Addressing Mode: Direct.

F[agg_' s z H P/VN C

{ [ J [ 1 J l 1“1 (no effect)
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Example:

/\/

2A
24

00

—~__

OBJECT CODE

gl

0024
0025

LD HL, (0024)

Before:

THE Z80 INSTRUCTION SET

08BF

N

69

4D

—~__J

0024
0025

After:
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LD IX, nn Load IX register with immediate data nn.
Function: IX < nn
Format:

o L o] owe s oo
lioloillojoLO]OlIbeteZ:Zl

T byte 3: immediate
AR T T S R A data, low order
T T T T rj byte 4: immediate
L1 11 1 i T 1data, high order

Description: The contents of the memory locations immediate-
ly following the opcode are loaded into the IX
register. The low order byte occurs immediately
after the opcode.

Data Flow:
A
8 d
D 3
H ] L
T~
X D
n
T ~—
Timing: 4 M cycles; 14 T states; 7 usec @ 2 MHz

Addressing Mode: Immediate.

Flags: S Z H PV N C

LI T T T T T T ] moeffer
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Example: LD IX, BOBI1

After:

X vBGBI

Before:

T— ix | 306F |

DD
A
B1

BO

OBJECT CODE
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LD IX, (nm) Load 1X register from memory locations ad-
dressed by nn.

Function: IXjow < (@n); IXpigh < (nn + 1)

Ll fol o] r]byer:pp
EIH o1 To ]t [o] byte2: 2a

Format:

T T T 1 byte 3: address,
| '? low order
T T T Y T T byte 4: address,
L I L I3 ? ‘} hlgh order
Descriptions: The contents of the memory location addressed by

the memory locations immediately following the
opcode are loaded into the low order of the IX
register. The contents of the memory location im-
mediately following the one loaded into the low
order are loaded into the high order of the 1X reg-
ister. The low order of the nn address immediately
follows the opcode.

Data Flow: N
I )
Al
B C o]
- -
£
n
H L

Y I

=

Timing: 6 M cycles; 20 T states; 10 usec @ 2 MHz

Addressing Mode: Direct.
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Flags:

Example:

TN

DD
2A
0B
01

/\/

OBJECT CODE

THE Z80 INSTRUCTION SET

S Z H PV N C

T T T T T 1] ] @oeffe.

LD IX, (010B)

Before: After:

ix| FF48 I XS

o108 00 0108 0
o1oc 32 010C 32
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LD 1Y, (nn)

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

340

I O w »

Load 1Y register with immediate data nn.

IY < nn

Ll [ fe ] ] byte1: FD
[oJof1]olo]oo]1] byte2:21

R ! byte 3: immediate
data, low order

rl L B B byte 4: immediate
1 L1t data, high order

T T

The contents of the memory locations immediate-
ly following the opcode are loaded into the 1Y
register. The low order byte occurs immediately
after the opcode.

A\ N

4 M cycles: 14 T states; 7 usec @ 2 MHz

Immediate.



Flags:

Example:

N

FD

21

21

00

—~__J

OBJECT CODE

THE Z80 INSTRUCTION SET

S Z H PV N C

r[ I I l [ ]T l(noeffect)

LD 1Y, 21

Before: After:

iy | 0698 1 YU
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LD 1Y, nn

Function:

Format.

Description:

Data Flow:

342

Load register 1Y from memory locations addressed
by nn.

IYjow < (mn); IYhjgp < (nn + 1)

Li]ﬂl}l{lll&o%]by[el:FD
Loto‘vlollto ll_lﬂbyteZ:b&

L S, ‘ byte 3: address,
! 1 ] 1 L L low order
L L S S ‘ byte 4: address,
| I P high order

The contents of the memory location addressed by
the memory locations immediately following the
opcode are loaded into the low order of the 1Y
register. The contents of the memory location im-
mediately following the one loaded into the iow
order are loaded into the high order of the 1Y
register. The low order of the nn address im-
mediately follows the opcode.

N

I O w
g

N

T




THE Z80 INSTRUCTION SET

Timing: 6 M cycles; 20 T states; 10 usec @ 2 MHz

Addressing Mode: Direct.

Flags: s _z H P/Y N_C
r l ( L l l l l [ (no effect).
Example: LD 1Y, (500D)
Before: After:
v ] 6002 IR/
N N N
) 500D 03 500D 03
2A 500E 44 500E 44
B TN TN
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LD R,A

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

Flags:

Example:

£D
4F

OBJECT CODE

344

Load Memory Refresh register R from the ac-
cumulator.

R<A

[’IW]TDL]hIOI‘J byte 1: ED
’olwloTolilxllﬁJ byte 2: 4F

The contents of the accumulator are loaded into
the Memory Refresh register.

I U w >

2 M cycles; 9 T states; 4.5 usec @ 2 MHz

Implicit.

s Z H PV N C

LI LT LT T [ ] tmoeffeey
LD R, A

Before: After:

Al o JR[ w0 Al o I RZZGZZ)




THE Z80 INSTRUCTION SET

LD SP, HL Load stack pointer from HL.

Function: SP < HL
Format: ;
b efef ] r
Description: The contents of the HL register pair are loaded in-

to the stack pointer.

Data Flow:

I O w >

——

Timing: 1 M cycles; 6 T states; 3 usec @ 2 MHz
Addressing Mode: Implicit.

F[ags_- s Z H PNV N C

LLT T DT T ] moeffee

Example: LD SP, HL
Before: After:
/\/
HI 06AF }L H] 06AF ]L
Fo
T~ SP[ DBOE ] SPW 06AF /j
OBJECT
CODE

345



PROGRAMMING THE Z80

LD SP,IX Load stack pointer from IX register.
Function: SP < IX
Format:
LI[ 110{1{1[1‘0‘1 }bytel:DD
IR A-WTTO—TE) [1 byte 2: F9
Description: The contents of the IX register are loaded into the

stack pointer.

Data Flow: .
A
B c
D E
H L
x| r
Timing: 2 M cycles; 10 T states; 5 usec @ 2 MHz
Addressing Mode: Implicit.
Flags: s z H PV NC
LT T L] moefreey
Example: LD SP, IX
Before: After:
/—\/
x| 09D2 ] x| oop2 ]
DD

F9 sP | 5440 | s 02 72
/\/

OBJECT
CODE
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LD SP, 1Y Load stack pointer from 1Y register.
Function: SP < 1Y
Format:
L111\1]1]1‘1io[\lbytel:FD
Lxl1}1]1‘1}0}0[1}byte2:F9
Description: The contents of the 1Y register are loaded into the

stack pointer.

Data Flow:
A
B C
D E
H L
| A
» pm—C—
Timing: 2 M cycles; 10 T states; 5 usec @ 2 MHz
Addressing Mode: Implicit.
Flags: s Z H PV N C
LI LT T[T [ |wmoeffe
Example: LD SP, 1Y
Before: After:
/—\/
FD !
= |Y1 09AB J V| 09AB |

TN SP[ 6004 J s M

OBJECT CODE
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LDD

Function:

Format:

Description.

Data Flow:

Timing:

Addressing Modes:

Flags:

348

Block load with decrement.

(DE) <~ (HL); DE<DE -~ I, HL<HL - I;
BC <« BC -1

Ixtlllloilllioill byte 1: ED

l‘tO}‘IOiIIOlOLﬂ byte 2: A8

The contents of the memory location addressed by
HL are loaded into the memory location address-
ed by DE. Then BC, DE, and HL are all

decremented.

AT Y
-

8077 oo 7))/ hc

! =

NS L\ DATA

T~

4 M cycles; 16 T states; 8 usec @ 2 MHz

Indirect.

S Z PV N (C

L] iOf [ X[O] ]
| S Reset if BC = 0 after
execution, set otherwise.




THE Z80 INSTRUCTION SET

Example: LDD
Before: After:
B 0804 c B ////////// 0B8372AC
D 6211 C ///// ////////
H 8438 L H YL
T~ N~
£E0 6211 98 6211 W
A8 T~ ~
T ——
OBJECT CODE T~ N~
8438 62 6438 62
] b~ ]
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LDDR Repeating block load with decrement.
Function: (DE) < (HL);: DE<DE - I;HL < HL - I;
BC < BC — 1; Repeat until BC =
Format:
Do fo]] byer:ED
[1[011,1!1]0!0[0] byte 2: B8
Description: The contents of the memory location addressed by
HL are loaded into the memory location address-
ed by DE. Then DE, HL, and BC are all
decremented. If BC # 0, then the program counter
is decremented by 2 and the instruction re-
executed.
"""""" 1
v |
Data Flow: — E !
RN
gt
gl
RS
[
N
4L
R
b
2
Timing: BC # 0: 5 M cycles; 21 T states; 10.5 usec @ 2

MHz.
BC = 0: 4 M cycles; 16 T states: 8 usec @ 2 MHz

Addressing Mode: Indirect.

Flags: PV N C

EERCECEN
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THE Z80 INSTRUCTION SET
Example: LDDR

Before: After:
B 0003 SNy
.o, 0682 £ ///////////Azfﬁ%/////// £
H! 9035 Y 0

TN,

o] ool o w0 TIIETT)

06B1 OF wsr V717

M 0682 36 os2 T
~__J

TN N

N TN
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LDl Block load with increment.

Function: (DE) < (HL); DE < DE + 1I; HL < HL + 1;
BC <« BC ~ 1

Format:
Dlrlfefifrfol ] byter:ED

l\lolllo]o{o[olo] byte 2: AO

Description: The contents of the memory location addressed by
HL are loaded into the memory location addressed
by DE. Then both DE and HL are incremented,
and the register pair BC is decremented.

Data Flow:
0 ? 7
D /// /////A :
HY //% L /—D}/
~
/\/
Timing: 4 M cycles; 16 T states; 8 usec @ 2 MHz

Addressing Mode: Indirect.

e ERECEREE
[

Reset if BC = 0 after
execution, set otherwise,.
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Example:

N,

ED
AQ

—~__

OBJECT CODE

THE Z80 INSTRUCTION SET

LDI
Before: After:
B 0006
D 3481
H 3902
(T [
3481 0A 348172743777
/\_‘
3902 42 3902 42
b~ ] ]
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LDIR Repeating block load with increment.
Function: (DE) < (HL); DE < DE + I; HL < HL + I;
BC < BC — 1; Repeat until BC = 0
Format:
]ll]]ltoilll]OLr[ byte 1: ED
]1_10[1{110{010“] byte 2: BO
Description: The contents of the memory location addressed by
HL are loaded into the memory location ad-
dressed by DE. Then both DE and HL are in-
cremented. BC is decremented. If BC # 0 then
the program counter is decremented by 2 and the
instruction is re-executed.
| 2.
Data Flow: & 2._3_1
A —1 | ;
B / A }' i }' |
° e
Tl I
|
______ S
e
__________ .|
Timing: For BC # 0: 5M cycles; 21 T states; 10.5 usec @ 2
MHz,
For BC = 0: 4 M cycles; 16 T states; 8 usec @ 2
MHz
Addressing Mode: Indirect.
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Flags:

Example:

N

ED

BO

~__J

OBJECT CODE

THE 280 INSTRUCTION SET

s Z PV N C

L1 IO} 0lo] |

LDIR

Before: After:

B 0002 C 886677

E
L

7//////%%%7///////
%5

4A03 E D
962A L H

o

T

N\ ’
ar03] 12 w3777,
4A04 F4 4n047 W
4A05 AA 4A05

/\/ /\/

N N
962A B 962A 38
9628 90 9628 90
962C & 962C 6E

/\/ /\/
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LD r, (HL)

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

Byte Codes:

356

Load register r indirect from memory location
(HL).

r < (HL)

Ll ==l o]

The contents of the memory location addressed by
HL are loaded into the specified register. r
may be any one of:

A — 111 E - 011
B - 000 H - 100
C - 001 L - 101
D - 010
A
B C TN~
D E
H L DATA

5 — |

2 M cycles; 7 T states; 3.5 usec @ 2 MHz

Indirect.

" e s ] e] ]




Flags:

Example:

N~

56

b —
OBJECT CODE

THE Z80 INSTRUCTION SET

S Z PPV N C

l ‘ l l ! ‘ l I ] (no effect).
LD D, (HL)
Before: After:

D A | o VO

H (L 2 |t w oc | 32 L
/\__ /\_—‘

0C32 24 oc 32 ”

— ]
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NEG Negate accumulator.
Function: A<0 - A
F t:
o Ol el byet:ED

L ToTe o Tele] bwe2: 44

Description: The contents of the accumulator are subtracted
from zero (two’s complement) and the result is
stored back in the accumulator.

Data Flow: ,
Al
D E AlU
H L
Timing: 2 M cycles; 8 T states; 4 usec @ 2 MHz

Addressing Mode: Impiicit.

Flags: S Z H PO N C
ele o (o |0
C will be set if A was 0 before the instruction.
P will be set if A was 80H.
Example: NEG
T~ Before: After:
ED ST A
44
OBJECT
CODE

358



NOP

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

Flags:

T O w P>

No operation.

Delay.

THE 780 INSTRUCTION SET

[olofoofofofo]o] 00

Nothing is done for 1 M cycle.

No action
C
E
L

1 M cycle; 4 T states; 2 usec @ 2 MHz

Implicit

S Z H PV N C

EEREEE

l \ (no effect).
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OR s Logical or accumulator and operand s.
Function: A< AVs
Format: s: may be r, n, (HL), (IX+ d), or (IY + d)

voof ] fof=r]

n [l Jel o] byte1:Fe

l i T l byte 2: immediate
R data

(HL) lllO]]]l[O]l]z[olbytel:B6
ax+dy (| Joli[i]1]o]1] bytel: DD

Lijol i ]o]v]1]o] byte2: B6

l————d————] byte 3: offset value

1 ] | 1

ay +d) D[] e] ] byte1: FD

l‘[ollllloi‘]‘]"]byteZ:Bé

L : : : ‘:’ : , : lbyte3:offsetvalue

r may be any one of:

A — 111 E — 011
B — 000 H - 100
C - 001 L — 101
D - 010
Description: The accumulator and the specified operand are

logically ‘or’ed, and the result is stored in the ac-
cumulator. s is defined in the description of the
similar ADD instructions.
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Data Flow:

THE Z80 INSTRUCTION SET

T O w »

Timing:

Addressing Mode:

Byte Codes:

Flags:

Example:

BO

OBJECT
CODE

ALU
AN A
usec
s M cycles: | T states: |@ 2 MHz:
r 1 4 4
n 2 7 3.5
(HL) 2 7 35
(IX + d) S 19 9.5
(Y + d) 5 19 9.5

r: implicit; n: immediate; (HL): indirect; (IX +
d), (1Y + d): indexed.

OR

" o Jeo [ [ [ [ o]

S Z H ®v N C
®/e] [O] [@[C[Q]

OR B

Before: After:
A 06 A %// /////,
B B9 8| B9 |
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OTDR Block output with decrement
Function: (O)<(HL); B B-1; HL=HL - 1; Repeat untii B = 0.
Format:
’xlx\1lol\11‘011}byteI:ED
Iliollil 51 ‘o]x lijyteZ:BB
Description: The contents of the memory location addressed by
the HL register pair are output to the peripheral
device addressed by the contents of the C register.
Both the B register and the HL register pair are
then decremented. If B # 0, the program counter
is decremented by 2 and the instruction is re-
executed. C supplies bits AQ to A7 of the address
bus. B supplies (after decrementation) bits A8 to
AlS.
Data Flow:
S~
DATA
: e —t
b o ! p==o 1
8 COUNTER” c <‘__ .11
D E PORT
7 7 /\"
"D
Timing: B = 0: 4 M cycles; 16 T states; 8 usec @ 2 MHz.
B # 0: 5 M cycles; 21 T states; 10.5 usec @ 2 MHz
Addressing Mode: External.
F[ags; s Z H PV N C
GO T

362




Example:

T~

ED
BB

OBJECT CODE

THE Z80 INSTRUCTION SET

OTDR
Before: After:
T [ e o QL = -
H 0051 W W 5557
PORT 0557 PorT
£5 £5
/\1 T~
o oo [ és
L~ T~
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OTIR

Function:

Format:

Description:

Data Flow:

Timing:

H

Block output with increment.

(C) = (HL); B« B — I; HL < HL + I; Repeat
until B = 0

Db Tol o] ] byte1: ED

lx]o}lillolofl)IbeteZ:B3

The contents of the memory location addressed by
the HL register pair are output to the peripheral
device addressed by the contents of the C register.
The B register is decremented and the HL register
pair is incremented. If B # 0, the program counter
is decremented by 2 and the instruction is re-
executed. C supplies bits A0 to A7 of the address
bus. B supplies (after decrementation) bits A8 to
AlS.

Addressing Mode:

Flags:

364

T~
: —
] L_“/\_,

0: 4 M cycles; 16 T states; 8 usec @ 2 MHz.

B =
B # 0: 5 M cycles; 21 T states; 10.5 usec @ 2 MHz

External.

PV N C

L] ]

T T




THE Z80 INSTRUCTION SET

Example: OTIR

Before: After:

B o3 [ a0 Jc s7Z8077] a0 |c
O 5550 \v "

PORT DA, Port
0 AQ
ED 5550 6B 5550 68
B3 5551 02 5591 z
— s55 o 5552 9A
OBJECT CODE 5553 65 5553 65
] T
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outT O, r Output register r to port C.

Function: C)<r
Format.
Ll lof i fofr JoyeriED
Lol == =fofol Joye
Description: The contents of the specified register are output to

the peripheral device addressed by the contents of
the C register. r may be any one of;

A - 111 E - 011
B — 000 H - 100
C - 001 L — 101
D - 010

Register C supplies bits A0 to A7 of the address
bus. Register B supplies bits A8 to AlS.

Data Flow:

I O w »
O

Timing: 3 M cycles; 12 T states; 6 usec @ 2 MHz
Addressing Mode: External.

Flags: sz H PV N C

{ } ' l { f 1 }7 (no effect).

Byte Codes: m A B C D E H L
(o[ s [ ]or [
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Example:

/\1

ED
41

v~
OBJECT CODE

THE Z80 INSTRUCTION SET

OUT (C), B
Before: After:
B o T Rk e o8 e ] a e
[ Bs Jeorr 7/
Fl Fi
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ouT (N), A Output accumulator to peripheral port N.

Function: Ny < A

tp o ‘*F’“Tg t 11| byte 1: D3
[ ;dm"l,*mr, l byte 2: port address

Description: The contents of the accumulator are output to the
peripheral device addressed by the contents of the
memory location immediately following the op-

Format:

code.
Data Flow:
A (T
8 C out
D E — N
H L PORT ]
Timing: 3 M cycles, 11 T states; 5.5 usec @ 2 MHz
Addressing Mode: External.
Flags: s 1z H PV N C
(TIT T 1] o
Example: OUT (0A), A
Before: After:
>~ a5t ] [ oA eort A 51| YR ror
D3
0A
L~

OBJECT CODE
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OUTh Output with decrement.
Function: (C) < (HL); BC+~ B — 1; HL < HL - 1
Format:
Ll [efolffo] Jbyer:ED
11101:]oilloﬁll!lbyteZ:AB
Description: The contents of the memory location addressed by

the HL register pair are output to the peripheral
device addressed by the contents of the C register.
Then both the B register and the HL register pair
are decremented. C supplies bits A0 to A7 of the
address bus. B supplies (after decrementation) A8

to AlS.
Data Flow:
2 COUNTER c -——-—W =
D| £ PORT /\_‘}
W

Timing: 4 M cycles; 16 T states; 8 usec @ 2 MHz
Addressing Mode: External.

Flags:

LT
[

p/v N C

]

?

Set if B = 0 after execution,
reset otherwise.
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Example: OouUTD
Before: After:
8] 30 | oA
H 22BF
9A
T~ T~ T~
D 29BF 4A 22BE 4A
AB b~ —_
v~
OBJECT CODE

370

s 57 o]
N s .
477/ roRT
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OUTI Output with increment.
Function: (C)«< HL:;B<B - 1;HL <« HL + 1
Format:

)l]lll](}]!]!loll] byte 1: ED

L]]O[llololOllLi] byte 2: A3

Description: The contents of the memory location addressed by
the HL register pair are output to the peripheral
device addressed by the C register. The B register
is decremented and the HL register pair is incre-
mented.

C supplies bits A0 to A7 of the address bus.
B (after decrementation) supplies bits A8 to AlS.

Data Flow:
A DATA
)
N
Timing: 4 M cycles; 16 T states; 8 usec @ 2 MHz
Addressing Mode: External.
Flags:
s z H PV N C
{9 ] xl f ? ] F] ! [j —— Set if B = 0 after execution,

reset otherwise.
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Example:

T~

ED
A3

VT~
OBJECT CODE

372

OUTI

Before: After:

el _oa [ 8 Jc o/557)) e |c
Hl OF9A L ARy
[0 Jeomr T eort
T~ T~
b~ T~ ]
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POP qq Pop register pair qq from stack.
Function: 495, < (SP); Wpighe (SP + 1); SP— SP + 2
Format:

Ll afolofo ]

Description: The contents of the memory location addressed by
the stack pointer are loaded into the low order of
the specified register pair and then the stack
pointer is incremented. The contents of the
memory location now addressed by the stack
pointer are loaded into the high order of the
register pair, and the stack pointer is again in-
cremented. qqmay be any one of:

BC - 00 HL - 10
DE ~ 01 AF — 11
Data Flow: .
s @@
Timing: 3 M cycles; 10 T states; 5 usec @ 2 MHz

Addressing Mode: Indirect.

Byte Codes: qe: BC DE HL AF

afore]
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Flags: s z H PV N C

i 1 t } l [ } 1 ] [(no effect).
Example: POP BC
Before: After:

sp [ 0158 PO G5 C

C 0158 0A 0158 0A
] 015C 42 015C 42
OBJECT CODE 0150 b3 015D D3
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POP IX POP IX register from stack.
Function: IXIOW < (SP); ]Xhigh <~ (SP + 1);SP<SP + 2
Format:

[ [ofeft]v]i o]t ] byter: DD

i]!!{lfﬂo}o{oll]byteZ:El

Description: The contents of the memory location addressed by
the stack pointer are loaded into the low order of
the IX register, and the stack pointer is in-
cremented. The contents of the memory location
now addressed by the stack pointer are loaded in-
to the high order of the 1X register, and the stack
pointer is again incremented.

Data Flow: AT
N
Timing: 4 M cycles; 14 T states; 7 usec @ 2 MHz

Addressing Mode: Indirect.
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Flags:

Example:

DD

El

OBJECT CODE

376

s 7 H PV N C

( { 1 } T l l ‘J (no effect).

POP IX

Before: After:

X[ ooor | x5
se[ 0908 ey

0908 36 0908 36
0%0C 04 090C 04
090D B2 090D B2




POP 1Y

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

Flags:

I O o >

THE Z80 INSTRUCTION SET

POP 1Y register from stack.

1Y low ™ (SP); 1Y high < (SP + 1);SP <SP + 2

(1[1}1!!]1‘1{0[11 byte 1: FD
fﬂtlx}ololololll byte 2: El

The contents of the memory location addressed by
the stack pointer are loaded into the low order of
the 1Y register, and then the stack pointer is incre-
mented. The contents of the memory location now
addressed by the stack pointer are loaded into the
high order of the 1Y register, and the stack pointer
is again incremented.

I A —

4 M cycles; 14 T states; 2 usec @ 2 MHz

Indirect.

S Z H Pv N C
-

LD T T T T ] (moeffec).
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Example: POP 1Y

Before: After:

[ 032A B YO 7577
s#| 3004 Y S50

3004 61 3004 61
3005 40 3005 40
3006 39 3006 39

OBJECT CODE

378



PUSH qq

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

Byte Codes:

THE 780 INSTRUCTION SET

Push register pair onto stack.

(SP — 1) <Qqhigh’ (SP — 2) < Aqlow:
SP <SP -2

HnERIDnon

The stack pointer is decremented and the contents
of the high order of the specified register pair are
then loaded into the memory location addressed
by the stack pointer. The stack pointer is again
decremented and the contents of the low order of
the register pair are loaded into the memory loca-
tion currently addressed by the stack pointer.qq
may be any one of:

BC - 00 HL - 10
DE - 01 AF — 11

___
__

3 M cycles; 11 T states; 6.5 usec @ 2 MHz

Indirect.

qq: BC DE HL AF

][]
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Flags: s Z H PV N C

L’ 1 } i 17 ! ](noeffect).

Example: PUSH DE
Before: After:
ol 0A03 e p| 0A03 J:
sp] 0081 [ Y AS

i N

D5 00AF B6
Q0BO QA

/\/ Q0B1 oF
OBJECT CODE \/\/
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PUSH IX

Function:

Format:

Description.

Data Flow:

Timing:

Addressing Mode :

Flags:

THE Z80 INSTRUCTION SET

Push IX onto stack.

(SP - 1)~ IXhigh: (SP = 2) < IXjow;
SP<SP-2

i‘l*{OI’JIIIIiubytel:DD
{!]‘[‘]O}OI']OL'betGZ:ES

The stack pointer is decremented, and the contents
of the high order of the IX register are loaded into
the memory location addressed by the stack
pointer. The stack pointer is again decremented
and then the contents of the low order of the IX
register are loaded into the memory location ad-
dressed by the stack pointer.

I O o »
m

X1 ‘ I ]

S77//////7/7 e

o]

///,

4 M cycles; 15 T states; 7.5 usec @ 2 MHz

Indirect.

CTTL L LT et
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Example: PUSH IX
Before: After:
[ 04A2 { x| 04A2 |
5P| 0096 j
/\/w /\/
oo | 0094 8B
£5 0055 9F
n 0096 04
./

OBJECT CODE N

382



PUSH 1Y

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

Flags:

THE Z80 INSTRUCTION SET

Push 1Y onto stack.

(SP — 1)< 1Y highs (SP = 2) < IY|ow:
SP<SP -2

Wﬂ?ﬁﬁﬁm byte 1: FD

Ii}n]:gololtéozlibyteZ:ES

The stack pointer is decremented and the contents
of the high order of the 1Y register are loaded into
the memory location addressed by the stack
pointer. The stack pointer is again decremented
and the contents of the low order of the 1Y register
are loaded into the memory location addressed by
the stack pointer,

Al

B C
D | £
H | L

______

bz

-

3 M cycles; 15 T states; 7.5 usec @ 2 MHz

Indirect.

s Z H pv N C

[T T T T[T T[] moeen
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Example: PUSH 1Y
Before: After:
ol 90BF | 90BF |
5P| | 77
N TN
T T 0084 FF
E5 00B5 85
L\/ 0086 9D
OBJECT CODE TN
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RLCA

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

Flags:

Example:

07

T N~——
OBJECT CODE

I O w >

THE Z80 INSTRUCTION SET

Rotate accumulator left with branch carry.

Sha——

Lelofofefol [ ][] 07

The contents of the accumulator are rotated left
one bit position. The original contents of bit 7 is
moved to the carry flag as well as to bit 0.

b
B/

ALU

JOPBE—

-~ m O m

1 M cycle; 4 T states; 2 usec @ 2 MHz

Implicit.

s Z H PV N C

Ll [ o] | [o]e]
Cisset by bit 7 of A.

RLCA

Before: After:

s [ o [F A0 7
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RES b, s Reset bit b of operand s.
Function: Sp < 0
Format: s:
e Ll felofr ol ]
L [ol—or—]—r ]
Mmoo o] ]]
L [ol—o— 1 [ ]o]
(IX + d) IIIIIOLIIIIIIOII;
L fofof o] i])]
BT ————
Lol [ [0]
ay +dy o foffife]n]
Lol ofofoffef ]
e ————
L ol—e— 1] 1] o]
b may be any one of:
0 — 000 4 — 100
1 — 001 5 — 101
2 - 010 6 — 110
3 - 011 7 — 111
r may be any one of:
A — 111 E — 011
B - 000 H — 100
C - 001 L - 101

D - 010

386

byte 1:
byte 2

byte 1:
byte 2
byte 1:
byte 2:
byte 3:
byte 4
byte 1:
byte 2:
byte 3:
byte 4

CB

CB

DD
CB

offset value

FD
CB

offset value
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Description: The specified bit of the location determined by s is
reset. s is defined in the description of the similar
BIT instructions.
Data Flow:
A I
B C
D E
H L ALU
Timing. usec
KN M cycles: | T states: | @ 2 MHz:
r 2 8 4
(HL) 4 15 7.5
(X + d) 6 23 11.5
dy + d) 6 23 11.5

Addressing Mode:

r: implicit; (HL): indirect; (IX + d), IY + d): in-

dexed.
Byte Codes: RES b,r
RES b, (HL)

rA B C D E H L

oo

CB— 87(80{81|8283{84185

3 lorloslos|9alesloc|op

4 A7 ACI AT | AZ ADIA4 A5

5 1AF| A8 A9 [ AATAB ACIAD

6 | B7|BO B[ B2;B3 B4 BS

b: 0 1 2 3 4 5 6 7
CB— LBGISEl?é(‘?E]AélAE‘Bé[BEJ
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RES b, (IX + d) . b: 0 1 2 3 4 5 & 7
FD’CB“ lsalasl%l%ba‘%{saiae]

RES b, (IY + d)

Flags: A H PV N C
L LT Jovoetfeey
Examples: RES 1, H
Before: After

M~ W=

CB
8C

T —
OBJECT CODE
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RET Return from subroutine
Function: PClow * (SP); PChigh < (SP + 1); SP <SP + 2
Format:

!1!1{0[011[0T0T11C9

Description: The program counter is popped off the stack as
described for the POP instructions. The next in-
struction fetched is from the location pointed to
by PC.

Data Flow:

C
E
L

< G~
PCL
| PCH
s> I —

Timing: 3 M cycles; 10 T states; S usec @ 2 MHz

I o w »

Addressing Mode: Indirect.

Flags: PV N C

l ‘Tr] | | | ] wosfrecn
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Example: RET
Before: After:
pc| 0881 L <
spl 3310 s, s )
T /\T T~
S R o
OBJECT CODE L~ L~

390



THE Z80 INSTRUCTION SET

RET cc Return from subroutine on condition.

Function: If cc true: PCqy <= (SP); PChjgh < (SP + 1);
SP-SP + 2

Format:

1 ]
L[ o fo o]

Description: If the condition is met, the contents of the pro-
gram counter are popped off the stack as described
for the POP instructions. The next instruction is
fetched from the address in PC. If the condition is
not met, instruction execution continues in
sequence.

Data Flow:

A F
B C
D E
H L
CONTROL
LOGIC
[ sa& ]
o PCL
o PCH
7 /\_/
S,
cc may be any one of:
NZ — 000 PO - 100
Z —~ 001 PE - 101
NC - 010 P~ 110
C — 011 M — 111
Timing: Condition met: 3 M cycles; 11 T states; 6.5 usec @

Addressing Mode:

2 MHz.
Condition not met: 1 M cycle; 5 T states; 2.5 usec
@ 2 MHz

Indirect.
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Byte Codes:

Flags:

Example:

DO

OBJECT CODE

392

CC: NZ Z NCC PO PE P M
{CO[CB[DOIDB!EOIEBIFO}FS}

PV N _C

ls ;ZJ {HT ] ] T_—l(noeffect)

RET NC
Before: After:
F F
rc [ 0124 | s
5P| Bsl | L s U )
T~ T~
VT~ T~




RETI

Function:

Format:

Description:

Data Flow:

Timing:

THE Z80 INSTRUCTION SET
Return from interrupt.

PCloyw < (SP); PChigh < (SP + 1); SP <SP + 2

llllll[Ofl]lTOWl 1 byte 1: ED
Forﬂo]olx]i’o]rl byte 2: 4D

The program counter is popped off the stack as
described for the POP instructions. This instruc-
tion is recognized by Zilog peripheral devices as
the end of a peripheral service routine so as to
allow proper control of nested priority interrupts.
An EI instruction must be executed prior to RETI
in order to re-enable interrupts.

4 M cycles; 14 T states; 7 usec @ 2 MHz

Addressing Modes: Indirect.

Flags:

P/v N

fSTZT THT ] [ [_CJ (no effect).
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Example: RETI
Before: After:
pc| 84E] ] e A )
sp| 8982 | S s
N~ T~ T~
ED 8982 A4 8982 A4
ConcT ComE T T
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RETN

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

THE Z80 INSTRUCTION SET

Return from non-maskable interrupt.

PClow < (SP); PChigh < (SP + 1); SP < SP +
2; IFF1 < IFF2

DK
DOE

0

o]
1]

Illiolli byte 1: ED
|

0 1{0J1_} byte 2: 45

The program counter is popped off the stack as
described for the POP instructions. Then the con-
tents of the IFF2 (storage flip-flop) is copied back
into the IFF1to restore the state of the interrupt
flag before the non-maskable interrupt.

4 M cycles; 14 T states; 7 usec @ 2 MHz

Indirect.
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Flags:

Example:

T~

ED
45

T~

OBJECT CODE

396

s 7 H PV N C
CTTTITTT] woet.
RETN
Before: After:
| ASF1 | S
sp{ 884C } ey s )
T T~
. e
N~ ) e
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RL s Rotate left through carry operand s.
Function:
. —
C S
Format * rlllxlololllolﬂﬂbyteI:CB
lolo[ollloiér:—jbyteZ
(HL)]1}x\oﬂo‘lloil\jbyte1:CB
[olo‘oillo[ﬂ;]ﬂbytez:m
ax +d [ Jo[ i Jr ] ]o] 1 ]byte1: DD
!1{11010[110{1l!lbyteZ:CB
1 : : i <:i : i : lbyte3:offsetvalue
10{010[1{0]111]ﬂbyte4:16
(1Y+d)t1}1]111[1!1\o}tIbytel:FD
Ll{l]O]OIIIO}]"]byleZ:CB
] : : ‘L? : : ;Wbyte3:offsetvalue
]010!0!110]1IIIObete4:I6
r may be any one of:
A - 111 E - 011
B — 000 H - 100
C - 001 L - 101
D - 010
Description: The contents of the location of the specific

operand are shifted left one bit place. The con-
tents of the carry flag are moved to bit 0 and the
contents of bit 7 are moved to the carry flag. The
final result is stored back in the original location. s
is defined in the description of the similar RLC in-
structions.
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Data Flow: =
| i L
T
A ChF
8 C
D £
H L
Timing: usec
s M cycles: | T states: | @ 2 MHz:
r 2 8 4
(HL) 4 15 7.5
(IX + d) 6 23 11.5
ady +d) 6 23 11.5

Addressing Mode: r:implicit; (HL): indirect; (IX + d), (1Y + d): in-
dexed.

Byte Codes: RL

rCiB{f?llOIHlmllSlMIIS’

Flags: s z H ®v N_C
@®e| (O [eOle
C is set by bit 7 of source.
Example: RL E
o~ Before: After:
@ TN ; V57 F
13
GE E 7 E

OBJECT CODE
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RLA

Function:

Format:

Description:

Data Flow:

Timing:

Addressing Mode:

Flags:

Example:

T~

17

OBJECT CODE

THE Z80 INSTRUCTION SET

Rotate accumulator left through: carry flag.

e

cf A

Lelofefrfe[ [P [v] 17

The contents of the accumulator are shifted left
one bit position. The contents of the carry flag are
moved into bit 0 and the original contents of bit 7
are moved into the carry flag. (9 bit rotation.)

=L : \/u

ALU

I O w >

1 M cycle; 4 T states; 2 usec @ 2 MHz

Implicit.

S Z H PV N C

LI [ [o] [ [oe]
Cisset by bit 7 of A,

RLA

Before: After:

sl | o A
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RICr Rotate register r left with branch carry.
Function:

=

Cf t
Format:

PllloiollToil 11 lbytel:CB

fo(oio[o{eiér-t-"lbyteZ

Description: The contents of the specified register are rotated
left. The original contents of bit 7 are moved to
the carry flag as well as bit 0. r may be any one of:

A — 111 E - 011
B - 000 H - 100
C - 001 L - 101
D - 010
Data Flow:
= Y
A B l
B C
D E ALU
H L ~ /
Timing. 2 M cycles; 8 T states; 4 usec @ 2 MHz

Addressing Mode: Implicit.

Byte Codes: r: A B C D E H L
CB—{O7100}01102[£3|04'05’
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Flags:

Example:

T~

CB

00

VT —
OBJECT CODE

THE Z80 INSTRUCTION SET

H ®vV N C

ele] o] le[0]e)

C is set by bit 7 of source register.

RLC B
Before: After:
862 || % | 8K 5
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RLC (HL) Rotate left with branch carry memory location
(HL).
Function:
(HL)
Format:
L[ fofol fol [ ] byer:cB
Lodofofofel o] byte2: o
Description. The contents of the memory location addressed by

the contents of the HL register pair are rotated left
one bit position and the result is stored back at
that location. The contents of bit 7 are moved to
the carry flag as well as to bit 0.

Data Flow:
: B < Sl
B c b
b ‘ .
H L T —DATA |
Timing: 4 M cycles; 15 T states; 7.5 usec @ 2 MHz

Addressing Mode: Indirect.

Flags:

S 7 H ®v N C
(@[] [O] [@[O]e]

C is set by bit 7 of the memory location.
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Example:

T~

CB

06

b~

OBJECT CODE

THE Z80 INSTRUCTION SET

RLC (HL)

Before: After:

6114 c5
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RLC (IX + d) Rotate left with branch carry memory location (IX

Function:

Format:

Description.

Data Flow:

+ d)

L] ]o]t[v[1]o]1|bytel: DD
illlloloj‘ioT‘[‘lbyteZ:CB

]T : : f,r: T : ]byte3: offset value
[ofojofofo] [v]o]byted:os

The contents of the memory location addressed by
the contents of the IX register plus the given offset
value are rotated left and the result is stored back
at that location. The contents of bit 7 are moved
to the carry flag as well as to bit 0.

I O w »

(1
w

404




Timing:

THE Z80 INSTRUCTION SET

6 M cycles; 23 T states; 11.5 usec @ 2 MHz

Addressing Mode: Indexed.

Flags:

Example:

T~

DD

cB
01

06

T~

OBJECT CODE

[e] o] [e[cl®

C is set by bit 7 of memory location.

RLC (IX + 1)
Before: After:
2 D50
x| 0481 1 0481 ]
T~
os1| 63 0481 63 |
o4B2) %4 e
_ I~
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RLC (Y + d) Rotateleft with carry memory location (1Y + d).
Function:
(o o
c [y +d]
Format:
e[ fof v Joyter: FD
}1]1]0}0]1!0!1]1]byte2:CB
Il : T i ; T TL } byte 3: offset value
(o[ojo{o [Ollrl fﬂbyte4:06
Description. The contents of the memory location addressed by
the contents of the I'Y register plus the given offset
value are rotated left and the result is stored back
at the location. The contents of bit 7 are moved to
the carry flag as well as bit 0.
Data Flow:
A
B
D
H
[
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Timing:

Addressing Mode:

Flags:

Example:

b~
OBJECT CODE

THE Z80 INSTRUCTION SET
6 M cycles; 23 T states; 11.5 usec @ 2 MHz
Indexed.

s 7 H  ®v N C
le]e] [O[ [e]O]e]

C is set by bit 7 of memory location.

RLC (1Y + 2)

Before: After:
F V.87
[ 0021 1] 0021 |
FD 0021 05 0021 05
CB 0022 BI 0022 B
02 0023 A2 0023 45
06 b ~—
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RLD Rotate left decimal.

Function: al7 43 o] [7 43 ol[Hi]

Format: P]]\\loi}}!lo}!! byte 1: ED
lo]n‘lloklll | lll byte 2: 6F

Description: The 4 low order bits of the memory location ad-

dressed by the contents of HL are moved to the
high order bit positions of that same location. The
4 high order bits are moved to the 4 low order bits
of the accumulator. The low order of the ac-
cumulator is moved to the 4 low order bits of the
memory location originally specified. All of these
operations occur simultaneously.

Data Flow:
m;
b E I et
| | >
Timing: 5 M cycles; 18 T states; 9 usec @ 2 MHz

Addressing Mode: Indirect.
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Flags: s 7 H @®v N C
@/®] [O] [@[O] |
Examples: RLD
Before: After:
A D70
H [ B4F2 L H [ B4F2
s s [
D B4F2 48 B4F2 7/////#%////%
& —~__ —
T~
OBJECT CODE
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RR s

Function:

Format:

(HL)

(IX + d)

Iy + d)

Description:

410

Rotate right s through carry.

f']ll]ﬂ'O]I‘O]llll byte 1: CB
{o]oiotlll(<~-;—~r+~> byte 2
]1]1}0)0\:1011'1] byte 1: CB
{Oio]olllllliilol byte 2: 1E
[\ll}o[ljllilolli byte 1: DD
‘1}1}010]110]111[ byte 2: CB

’ : : : <ii i : : 1 byte 3: offset value
ioIo]o{x];llliloI byte 4: 1E
111:11‘1]1]1{0'11 byte 1: FD
]1’1)0]011]0]1]11 byte 2: CB
[*I-jf‘}—c:* ; : :—»] byte 3: offset value
1010101‘]‘1'1‘101 byte 4: 1E

r may be any one of:

A - 111 E — 011

B - 000 H - 100

C - 001 L — 101

D - 010

The contents of the location determined by the
specific operand are shifted right. The contents of
the carry flag are moved to bit 7 and the contents
of bit 0 are moved to the carry flag. The final
result is stored back in the original location. s is
defined in the description of the similar RLC in-
structions.



Data Flow:

I O w »

Timing:

Addressing Mode:

Byte Codes:

Flags:

Example:

T~

cs8
1C

OBJECT CODE

THE Z80 INSTRUCTION SET

i usec
s M cycles: | T states: | @ 2 MHz:
r 2 8 4
(HL) 4 15 7.5
(IX + d) 6 23 11.5
(Y + d) 6 23 11.5

r: implicit; (HL): indirect; (IX + d), (IY + d): in-
dexed.

B

oA C D E H
CB-]IFTISIIQ‘]A]]B 1C | 1D

RR

P/V N C

[e[e] [ [®[C]e]

C is set by bit 0 of source data.

RR H
Before: After:
H e | a F W87 V787
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RRA Rotate accumulator right through carry.

Function:

g

A Cf
Format:
Lofofol [ [P [o [ ] 1R
Description: The contents of the accumulator are shifted right-

one bit position. The contents of the carry flag
are moved to bit 7 and the contents of bit 0 are
moved to the carry flag (9-bit rotation).

Data Flow: @
A Felr
B c
D £ ALU
H L ———
Timing: I M cycle; 4 T states; 2 usec @ MHz

Addressing Mode: Implicit.

Flags: s z H PNV N C
L[ [ ol T [ole]
Cis set by bit 0 of A.
Example: RRA
Before: After:
T~ AI F4 l 95 IF A FA 8 Ar
1F
o ~—

OBJECT CODE
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RRC s

Function:

Format: s:

(HL)

(IX + d)

1y + d)

Description:

THE Z80 INSTRUCTION SET

Rotate right with branch carry s.

-7 o' .
S C

sisany of r, (HL), (IX + d), (IY + d).
TTiTolo] o[ 1] byee 1: cB
olo]oiol '<——-r—~>] byte 2

IIOIO}!‘O‘I]I’by[el CB

(

[

L]

[010’0]0]1\111101byte205
[T Jo] Ji]1]o]1]byter: DD
I"‘loiolfiolli!]byteZ:CB

% ]; : : flfl : : : lbyteB:offsetvalue
[ofofofo] ][ ]o] bytes: oE
s'{‘l‘l“’]'lolﬂbylel:FD
I'}‘lololliolillibyteZ'CB

1 : : : d: : | lbyte3 offset value
[o]o]o IOI‘I‘I [o] byte 4: 0E

r may be any one of:

A - 111 E - 011

B — 000 H - 100

C - 011 L - 101

D - 010

The contents of the location determined by the
specified operand are rotated right and the result
is stored back in the original location. The con-
tents of bit 0 are moved to the carry flag as well as
to bit 7. s is defined in the description of the
similar RLC instructions.
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Data Flow:

—

A 12

D E ALU

H L —_— /\

Timing: usec

S M cycles: | T states: | @ 2 MHz:
r 2 8 4
(HL) 4 15 7.5
(IX + d) 6 23 11.5
(Iy + & 6 23 11.5

Addressing Mode: r: implicit; (HL): indirect; (IX + d), (1Y + d): in-
dexed.

Byte codes: RRC r » A B C D E H L
CB-lOFlOBIOO{OA{OB}OClOD‘

Flags: S Z H EWwW N C
ele| [0 |eCle]
C is set by bit 0 of source data.
Example: RRC (HL)
Before: After:
[ & D5 ¢
H] 3FF2 Ju H[ 3FF2 [t
/\_ /\
B 3FF2 06
0F
/\J

OBJECT CODE
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RRCA

Function:

Format:

Description.

Data Flow:

Timing:

Addressing Mode:

Flags:

Example:

OF

T~
OBJECT CODE

THE Z80 INSTRUCTION SET

Rotate accumulator right with branch carry.

==l

A

The contents of the accumulator are rotated right
one bit position. The contents of bit 0 are moved
to the carry flag as well as to bit 7.

J

A /CAF

B C

D E ALY

H L —_—
[ I

I M cycle; 4 T states; 2 usec @ 2 MHz

Implicit.

s z H PV N €

L[ [ o] [ [O]e]
Cisset by bit 0 of A.

RRCA

Before: After:
Al b4 | s |F
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RRD Rotate right decimal.

Function: A [HL]

Format: F!'Il' 01111}0 ‘J byte 1: ED

| I
ol Telofol [rt] bye2:67

Description: The 4 high order bits of the memory location ad-
dressed by the contents of the HL register pair are
moved to the low order 4 bits of that location. The
4 low order bits are moved to the 4 low order bits
of the accumuiator. The low order bits of the ac-
cumulator are moved to the 4 high order bit posi-
tions of the memory location originally specified.
All of the above operations occur simultaneously.

Data Flow:
PR Y
s i | ANV
Timing: 5 M cycles; 18 T states; 9 usec @ 2 MHz

Addressing Mode: Indirect.
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Flags:

Example:

T~

ED
67

T —
OBJECT CODE

THE Z80 INSTRUCTION SET

H ®v N C

‘eTe] o] le[o] |

RRD

Before:

FEBI 50 FEBY
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RST p

Function:

Format:

Description:

Data Flow:

Restart at p.

(SP - D« PChigh; (SP — 2) < PCiyw: SP <SP
- 2; PChigh < 0; PClgw < P

e ]

The contents of the program counter are pushed
onto the stack as described for the PUSH instruc-
tions. The specified value for p is then loaded into
the PC and the next instruction is fetched from
this new address. p may be any one of:

00H - 000 20H - 100
08H - 001 28H — 101
10H - 010 30H - 110
18H — 011 38H - 111

This instruction performs a jump to any of eight
starting addresses in low memory and requires only
a single byte. It may be used as a fast response to
an interrupt.

I O @ »
[a]

418

[ srack ]
z =
.

—
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Timing:

THE Z80 INSTRUCTION SET

3 M cycles; 11 T states; 5.5 usec @ 2 MHz

Addressing Mode: Indirect.

Byte Codes:

Flags:

Example:

T~

FF

OBJECT CODE

p: 00 08 10 18 20 28 30 38
’c7}CF1D7iDF]E7}EF]F7iFF’

pov N _C

fsjzl (HI { { T l (no effect).

RST 38H
Before: After:
pC | 441A ‘ Vol 508 7
se | 0268 N S5 )
T~
0269 51 0265 A
026A BF 026A 17 A
0268 03 0268 os =
T~ ]
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SBCA,s

Function:

Format:

(HL)

(IX+d)

(Y +d)

Subtract with borrow accumulator and specified
operand.

A<A -5 -C

s may be 1, n, (HL), X + d), or (IY + d)

' [1]o] bytel:DE
- byte 2: immediate
} data

|
I
|
PW°WELPHJWM”E
|
|
|
(

111ro}11 IITOT!J byte 1: DD
ofoffifefifo] oE

T 1 ¥ ¥ T .
T 1J byte 3: offset value

IR
L lofol e[ [ ]
e Sr——

| byte 1: FD

o]
To] byte2:9E

: } byte 3: offset value

r may be any one of:

Description.

420

A — 111 E - 011
B — 000 H - 100
C - 001 . L - 101
D - 010

The specified operand s, summed with the con-
tents of the carry flag, is subtracted from the con-
tents of the accumulator, and the result is placed
in the accumulator. s is defined in the description
of the similar ADD instructions.
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Data Flow: {L
A
B C
D E ALU S
H L -C
Timing: usec
s: M cycles: | T states: | @ 2 MHz:
r 1 4 2
n 2 7 3.5
(HL) L2 7 3.5
(IX +d) | 5 19 9.5
ray + 4 | 5 19 195
Addressing Mode: r: implicit; n: immediate; (HL): indirect; (IX +
d), (IY + d): indexed.
Byte Codes: SBC A,r oA B C D E H 1
{9@ 98‘ 99[ 9A1 98‘[ OCLQDJ
Flags: s 2 H PO N C
oje] (o] (@] [o
Example: SBC A, (HL)
Before: After:
Al [ s A
H[ 3600 o H] 3600 It
9E 3600 OF 3600 OF

OBJECT CODE
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SBC HIL,ss Subtract with borrow HL and register pair ss.

Function: HL < HL —ss — C
o ol Lo ] bwe 1 ED
(o s s o o] ]o] byee2
Description: The contents of the specified register pair plus the

contents of the carry flag are subtracted from the
contents of the HL register pair and the result is
stored back in HL. ss may be any one of:

BC — 00 HL - 10
DE - 01 SP - 11
Data Flow: | ?
A Icle > \/
8 c
5 £ ALY
(l_t H L <
sp |
Timing: 4 M cycles; 15 T states; 7.5 usec @ 2 MHz

Addressing Mode: Implicit.

Byte Codes: SS: BC DE HL SP

o [al[a]7]
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Flags: s z H PAY N C
ole] (o (o [o]
H is set if borrow from bit 12.
Cis set if borrow.
Example: SBC HL, DE
Before: After:
S L 7k
ED D 0689 E
2 H 3142 L N R
OBJECT
CODE
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SCF Set carry flag.
Function: C <1
Format:

Lofolt [ifeft [if ] ¥

Description: The carry flag is set.
Timing: 1 M cycle; 4 T states; 2 usec @ 2 MHz
Addressing Mode: 1mplicit.

Flags: sz H PV N C

L1 1 1o] [ o]
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SET b,s
Function:

Format:

(HL)

(X + d)

aY + d)

THE Z80 INSTRUCTION SET

Set bit b of operand

Sp < 1
&1 | olo{n[olrii byte 1: CB
e —]  byte2

! 0{0]! 01t byte 1: CB
1 i*——\—b—l—->1 (Y

byte 2

byte 1: DD

byte 3: offset value

byte 4

byte 1: FD

byte 2: CB

byte 3: offset value

|
—]
L]
o]
L]
[ byte 2: CB
—
o]
L]
']
—
o]

byte 4

r may be any one of:

A - 111 E - 001
B - 000 H - 100
C - 001 L - 101l
D - 010

b may be any one of:

Description.

0 ~ 000 4 — 100
I - 001 5 - 101
2 - 010 6 - 110
3 - 011 7 - 111

The specified bit of the location determined by s is
set. s is defined in the description of the similar
BIT instructions.
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Data Flow:
A
: c T/
D £ AW
H L
Timing: usec
s: M cycles: | T states: | @ 2 MHz:
r 2 8 4
(HL) 4 15 7.5
(IX + d) 6 23 11.5
1y + d) 6 23 11.5
Addressing Mode: r1:implicit; (HL): indirect; (IX + d), (1Y + d): in-
dexed.
Byte Codes: SET b,r

b:rrA B C D E H L
CB- 0 jC7{CO|CH{C2|C3{C4iC5

1 JCF|C3ICo iCA|CB CcC|CD

2 (D7 DO} DI|D2|{D3|D4|D5

3 {DF|{D8|D9{DA|DB|DC|DD

4 E7{EO ET | E2 | E3 | E4|E5

5 |EF | EB | E9 | EA|EB | EC | ED

6 |F7{FO F1{F2|F3|F4]F5

7 JFFF8 | F?  FAIFB |FCIFD

SET b, (HL)

b0 1 2 3 4 5 6 7
SET b, (X + d) LCé[CElDb}DEIEé}EEIFéFE]

SET b, 1Y + d)
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F/agS' s Z H PV N C

L} i ’ ) J l Lj(noeffect)

Example: SET 7, A

Before: After:
N N
=

FF

v~
OBJECT CODE
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SLA s

Function:

Format:

(HL)

(IX + d)

ay + d)

Description:

428

Arithmetic shift left operand s.

lllllo{oiqoilbj byte 1: CB
Gl [o[olrr] by
milo{o%;o]:]li byte 1: CB
lolotljo{o%illoj byte 2: 26
{111]0J1f1[1[0]1} byte 1: DD

[ lele o[ ]] tezcs

EA: ‘L j <:i ‘1 : : J byte 3: offset value
Io{o]ﬂohbjlhj byte 4: 26
{11111J1(\L1[0]1] byte 1: FD

[T [ol o[ [1] swezcs

i : ; : {i ‘L 1 : ] byte 3: offset value
{otopjoinl}lTO] byte 4: 26

r may be any one of:

A — 111 E — 011

B — 000 H - 100

C - 00t L — 101

D - 010

The contents of the location determined by the
specific operand are arithmetically shifted right
with the contents of bit 7 being moved to the carry
flag and a 0 being forced into bit 0. The final
result is stored back in the original location. s is
defined in the description of the similar RLC in-
structions.
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0 o
Data Flow: {} {7
A jcir \/
B C -
o : <:\ALU s
H L ————
r
Timing: usec
N M cveles: T states: | @ 2 MHz:
r 2 8 4
(HL) 4 15 7.5
(X + d) 6 23 11.5
Yy + d) 6 23 11.5
L

Addressing Mode: r:implicit; (HL): indirect; (IX + d), (IY + d):in-
dexed.

Byre Codes: SLA r

~ A B C D & H L
CB~(27I20 21?22]23J24125]

Flags: Sz H @v N C
®/®| [O] (@O
C is set by bit 7 of source data.
Example: SLA (HL)
Before: After:
F %4k
H OFF2 B H OFF2 I
/\ /\
CB OFF2 Fi QFF2
2
e N
/\/

OBJECT CODE
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SRA s

Function:

Formati:

Description:

430

Shift right arithmetic s.

e
i‘]‘lololilol'[‘jbytel:CB
[olo [ [o [ 1 byte2
i‘llloloilloj‘lqbytelzCB
Lofolvfol i fr]rfo] bye2:2E

Ll fefo o] ] byte1: DD
Lfedofofifef ] ] bye2:cn

[‘: i : CI} T* ; 1 1byte3:offsetvalue
{O]Oi‘lol‘l’l'lo}byte4:2E

tlo o leprlijo | bytel: FD
11]110]011]011 11 ! byte 2: CB
«L”:fw'~ ;-A'AL~'~*-—‘->1 byte 3: offset value

i 1 |
o}n]xlwo} byte 4: 2E

r may be any one of:

A - 11l E - 011
B — 000 H - 100
C - 001 L - 101
D - 010

The contents of the location determined by the
specific operand are arithmetically shifted right.
The contents of bit 0 are moved to the carry flag
and the contents of bit 7 remain unchanged. The
final result is stored at the original location. s is
defined in the description of the similar RLC in-
structions.
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Data Flow:
Al
8.‘
Hi

Timing:

Addressing Mode:

Byte Codes:

Flags:

Example:

T

CB
2F

OBJECT CODE

ALU
| L \‘ = Aﬂ/ {\‘
——
usec
s M cveles: | T siates: | @ 2 MHz:
T 2 8 4
(HL) 4 15 7.5
(IX + d) 6 23 11.5
1y + d) 6 23 11.5

r: implicit; (HLj: indirect; (IX + d), (IY + d):in-
dexed.

SRA r n_A b 1
ca-| 2¢ | 28 297 zélzslzc QDW

sz H @v N C
(e[e] [O] |e[O[e]

C is set by bit 0 of source data.

SRA A

Before: After:

Al | o Y 5
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SRL s Logical shift right s.
Function:
o—=[F—=o} =]
S [of
Format: S:
r | 0}0 ! 011 LaJ byte 1: CB

|
T byte2

I
(HL) Ll 1 OJ ol 1{ofn { i } byte 1: CB
Lo ol 1|1 1!0} byte 2: 3E
ol 0L1J byte 1: DD
! 0 : CB

|
UX+d)[1

i

l

g
<

~*
o

™o

7! byte 3: offset value

o | byte 4: 3E
|
}
|
|

byte 1: FD
byte 2: CB

byte 3: offset value

_~_1~T~.__,..;._.._.___._.1_____~__._.,

[
ay +d |

l

|

i

olof vyl 1[o]| byte4:3E
r may be any one of:
A - 111 E - 011
B — 000 H - 100
C - 001 L - 101
D - 010
Description: The contents of the location determined by the

specific operand are logically shifted right. A zero
is moved into bit 7 and the contents of bit 0 are
moved into the carry flag. The final result is stored
back in the original location.
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Data Flow:
A fcle
B C
D E ALU
H L — }
Timing: usec
S M cvcles: T states: | @ 2 MHz:
r 2 8 4
(HL) 4 15 7.5
(X + d) 6 23 11.5
a1y + d) 6 23 11.5

Addressing Mode: r:implicit; (HL): indirect; (IX + d), (IY + d): in-
dexed.

Byte Codes: SRL r r A B C D E H L
of:} ‘r BF[ 38’ 391 3Al aal 3C[3ﬂ

z H @®v N C

Flags: S

@/e] [O] [®[O]e]

C is set by bit 0 of source data.
Example: SRL E

Before: After:
T

® [ 02 e 7,97

T —

OBJECT CODE
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SUB A, s Subtract operand s from accumulator.

Function:

Format.

(HL)

(IX + d)

1y + d)

Description:

434

A< A ~5

s:may ber, n, (HL), (IX + d) or (IY + d)

cede ] Jo ]
Ll folr fofef ]
e r——
[ fofofifofr]r]o]

NNDDnnon
nEEnEnnG

T T T T
| ; |
1 L ' i L

i L

r may be any one of:

A — 111 E - 01}
B — 000 H - 100
C — 001 L - 101
b - 010

byte 1: D6

byte 2: immediate
data

96

byte 1: DD

byte 2: 96

byte 3: offset value
byte 1: FD

byte 2: 96

byte 3: offset value

The specified operand s is subtracted from the ac-
cumulator and the result is stored in the ac-
cumulator. The operand s is defined in the
description of the similar ADD instructions.
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Data Flow: @
A
B C
D E ALY [ s
H L -
Timing: usec
N M cycles: | T states: | @ 2 MHZ]
r 1 4 2
n 2 7 3.5
(HL) 2 7 3.5
IX + d) 5 19 9.5
(IX + d) 5 19 9.5
Addressing Mode: r: implicit; n: immediate; (HL): indirect; (IX +
d), (IY + d): indexed
Byte Codes: SUB A,r « A B C D E H L
[97]90{91192]93194“5]
Flags: s Z H PAON C
o[®] (o (@ [@
Example: SUB A, B
Before: After:
~— 8 N0
90
Th~——

OBJECT CODE
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XOR s

Function:

Format:

(IX + d)

dY + d)

Exclusive or accumulator and s.

A< A¥s

8t may be r,n, (HL), (IX + d), or (IY + d)

Llele] i [=r]
RN RN ERERED
e e
Llofifofrfr]r]e
Ll el fofefel

[ ]

NONDODNE

{
e —— R
L‘H’!*H‘H
Llof o] fv] o

o1

|
1
1
|
—]
|
l
1

r may be any one of:

Description:
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T T T !
A — 111 E - 01i
B - 000 H - 100
C - 001 L - 101
D - 010

byte 1: EE

byte 2: immediate
data

AE

byte 1: DD
byte 2: AE

byte 3: offset value

The accumulator and the specified operand s are
exclusive ‘or’ed, and the result is stored in the ac-
cumulator. s is defined in the description of the

similar ADD instructions.



Date Flow:

Timing:

I—

THE Z80 INSTRUCTION SET

A

B C

D E s

H L

usec

s M cycles:} T states: | @ 2 MHZz:
r 1 4 2
n 2 7 3.5
(HL) 2 7 3.5
(X + d) 5 19 9.5
ay + d) 5 19 9.5

Addressing Modes: r: implicit; n: immediate; (HL): indirect; (IX +

d), (1Y + d): indexed

H L

Byte Codes: XOR r I' A B C D E
]AF)AS{N)[AA!ABIACLAD}
Flags: s z H ®vV N C
(ele] [O [e[O[O]
Example: XOR A, BIH
Before: After:
al_3 | W77

437



3

ADDRESSING TECHNIQUES

INTRODUCTION

This chapter will present the general theory of addressing and the
various techniques which have been developed to facilitate the retrieval
of data. In a second section, the specific addressing modes available in
the Z80 will be reviewed, along with their advantages and limitations.
Finally, in order to familiarize the reader with the various trade-offs
possible, an applications section will demonstrate possible trade-offs
between the various addressing techniques by studying specific applica-
tion programs.

Because the Z80 has several 16-bit registers, in addition to the pro-
gram counter, which can be used to specify an address, it is important
that the Z80 user understand the various addressing modes, and in par-
ticular, the use of the index registers. Complex retrieval modes may be
omitted at the beginning stage. However, all the addressing modes are
useful in developing programs for this microprocessor. Let us now
study the various alternatives available.

POSSIBLE ADDRESSING MODES

Addressing refers to the specification, within an instruction, of the
location of the operand on which the instruction will operate. The main
addressing methods will now be examined. They are all illustrated in
Figure 5.1.

Implicit Addressing (or ‘‘Implied,’’ or ‘‘Register’’)

Instructions which operate exclusively on registers normally use /-
plicit addressing. This is illustrated in Figure 5.1. An implicit instruc-

438



ADDRESSING TECHNIQUES

tion derives its name from the fact that it does not specifically contain
the address of the operand on which it operates. Instead, its opcode
specifies one or more registers, usually the accumulator, or else any
other register(s). Since internal registers are usually few in number
(commorily eight), this will require a small number of bits. As an exam-
ple, three bits within the instruction will point to one out of eight inter-
nal registers. Such instructions can, therefore, normally be encoded
within eight bits. This is an important advantage, since an eight-bit in-
struction normally executes faster than any two- or three-byte instruc-
tion.
An example of an implicit instruction is:

LDA,B

which specifies ‘‘transfer the contentsof B intoA’" (Load A from B.)
Immediate Addressing

Immediate addressing is illustrated in Figure 5.1. The eight-bit op-
code is followed by an 8- or 16-bit literal (a constant). This type of
instruction is needed, for example, to load an eight-bit value in an
eight-bit register. Since the microprocessor is equipped with 16-bit reg-
isters, it may also be necessary to load 16-bit literals. An example of an
immediate instruction is:

ADD A, OH

The second word of this instruction contains the literal *‘0’’, which is
added to the accumulator.

Absolute Addressing

Absolute addressing usually refers to the way inwhich data is retrieved
from or placed in memory, in which an opcode is followed by a 16-bit
address. Absolute addressing, therefore, requires three-byte instruc-
tions. An example of absolute addressing is:

LD (1234H), A

It specifies that the contents of the accumuiator are to be stored at
memory location ‘“1234"" hexadecimal.

The disadvantage of absolute addressing is to require a three-byte in-
struction. In order to improve the efficiency of the microprocessor,
another addressing mode may be made available, whereby only one
word is used for the address: direct addressing.
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IMPLICIT/IMPLIED

IMMEDIATE

EXTENDED/ABSOLUTE
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INDEXED

Fig. 5.1: Basic Addressing Modes
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Direct Addressing (or ‘‘Short,”” or ‘‘Relative’’)

In this addressing mode, the opcode is followed by an eight-bit ad-
dress. This is also illustrated in Figure 5.1. The advantage of this ap-
proach is to require only two bytes instead of three for absolute ad-
dressing. The disadvantage is to limit all addressing within this mode to
addresses 0 to 255 or else — 128 to +127. When using O to 255 (‘‘page
zero’"), this is also called short addressing, or 0-page addressing. When-
ever short addressing is available, absolute addressing is often called ex-
tended addressing by contrast. The range — 128 to + 127 is used with
branch instructions. This is called relative addressing.

Relative Addressing

Normal jump or branch instructions require eight bits for the op-
code, plus the 16-bit address to which the program has to jump. Just as
in the preceding example, this mode has the disadvantage of requiring
three words, i.e., three memory cycles. To provide more efficient
branching, relative addressing uses only a two-word format. The first
word is the branch specification, usually along with the test it is imple-
menting. The second word is a displacement. Since the displacement
must be positive or negative, a relative branching instruction allows a
branch forward to 127 locations (seven-bits) or a branch backwards to

128 locations (usually + 129 or —126, since PC will have been incre-
cremented by 2). Because most loops tend to be short, relative branch-

ing can be used most of the time and results in significantly improved
performance for such short routines. As an example, we have already
used the instruction JR NC, which specifies a *‘jump if no carry’’ to a
location within 127 words of the branch instruction (inore precisely
+129 to —126).

The two advantages of relative addressing are improved performance
(fewer bytes used, higher speed) and program relocatability (indepen-
dence from absolute addresses).

Indexed Addressing

Indexed addressing is a technique used to access the elements of a
block or of a table successively. This will be illustrated by examples
later in this chapter. The principle of indexed addressing is that the in-
struction specifies both an index register and an address. The contents
of the register are added to the address to provide the final address. In
this way, the address could be the beginning of a table in the memory.
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The index register would then be used to access all the elements of a
table successively in an efficient way. (This requires the availability of
increment/decrement instructions for the index register). In practice,
restrictions often exist which may limit the size of the index register, or
the size of the address or displacement field.

OPCODE INDEX REGISTER

T
DISPLACEMENT BASE
H

1

BASE < -
TABLE

displacement
DATA

final address

MEMORY

Fig. 5.2: Addressing (Pre-indexing)

Pre-Indexing and Post-Indexing

Two modes of indexing may be distinguished. Pre-indexing is the
usual indexing mode in which the final address is the sum of a displace-
ment or address and of the contents of the index register. It is shown in
Figure 5.2, assuming an 8-bit displacement field and a 16-bit index
register.

Post-indexing treats the contents of the displacement field like the
address of the actual displacement, rather than the displacement itself.
This is illustrated in Figure 5.3. In post-indexing, the final address is the
sum of the contents of the index register plus the contents of the mem-
ory word designated by the displacement field. This feature utilizes, in
fact, a combination of indirect addressing and pre-indexing. But we
have not defined indirect addressing yet. Let us do that.

442



ADDRESSING TECHNIQUES

MEMORY Y (index)

OPCODE

ADDRESS S

p——  POINTER =i +

MEMORY

FINAL
16 8IT
ADDRESS

poome  DATAN ha—

POINTER = BASE

N

Fig. 5.3: Indirect Indexed Addressing (Post-Indexing)

Indirect Addressing

We have already seen that two subroutines may wish to exchange a
large quantity of data stored in the memory. More generally, several
programs, or several subroutines, may need to access a common block
of information. To preserve the generality of the program, it is desira-
ble not to keep such a block at a fixed memory location. In particular,
the size of this block might grow or shrink dynamically, and it may
have to reside in various areas of the memory, depending on its size. It
would, therefore, be impractical to try to access this block using abso-
lute addresses, that is without rewriting the program every time.

The solution to this problem lies in depositing the starting address of
the block at a fixed memory location. This is analogous to a situation in
which several persons need to get into a house, and only one key exists.
By convention, the key to the house will be hidden under the mat. Every
user will then know where to look (under the mat) to find the key to the
house (or, perhaps, to find the address of the scheduled meeting, to
propose a stricter analogy). Indirect addressing, therefore, normally
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uses an opcode (16 bits in the case of the Z80) followed by a 16-bit ad-
dress. This address is used to retrieve a word from the memory. Usu-
ally, it will be a 16-bit word (in our case, two bytes) within the memory
since it is an address. This is illustrated by Figure 5.4. The two bytes at
the specified address Al contain ‘““A2’°. A2 is then interpreted as the ac-
tual address of the data that one wishes to access.

INSTRUCTION MEMORY
OPCODE
INDIRECT (A FINAL
ADDRESS A ADDRESS (A} |
Az DATA

Fig. 5.4: Indirect Addressing

Indirect addressing is particularly useful any time that pointers are
used. Various areas of the program can then refer to these pointers to
access a word or a block of data conveniently and elegantly. The final
address may also be obtained by pointing within the instruction to a
16-bit register in which it is contained. This is called ‘‘register indirect.””

Combinations of Modes

The above addressing modes may be combined. In particular, it
should be possible in a completely general addressing scheme to use
many levels of indirection. The address A2 could be interpreted as an
indirect address again, and so on.

Indexed addressing can also be combined with indirect access. This
allows the efficient access to word n of a block of data, provided one
knows where the pointer to the starting address is (see figure 5.2).
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We have now become familiar with all usual addressing modes that
can be provided in a system. Most microprocessor systems, because of
the limitation on the complexity of an MPU, which must be realized
within a single chip, do not provide all possible modes but only a small
subset of these. The Z80 provides a good subset of possibilities. Let us
examine them now.

730 ADDRESSING MODES
Implied Addressing (Z80)

Implied addressing is essentially used by single-byte instructions
which operate on internal registers. Whenever implicit instructions
operate exclusively on internal registers, they require only one cycle to
execute.

Examples of instructions using implied (or ‘‘register’’) addressing
are: LDr,r’; ADD A,r; ADC A,s; SUBs; SBCA,s; ANDs; ORs;
XOR s; CPs; INCr.

Zilog further distinguishes between ‘‘register addressing’’ and ‘‘im-
plied addressing.’’ Implied addressing is then limited, in that definition,
to instructions that do not have a specific field to point to an internal
register. This introduces one more addressing mode. This is one reason
why the number of addressing modes is insufficient to characterize the
capabilities of a microprocessor.

Immediate Addressing (Z80)

Since the Z80 has both single-length registers (eight bits), and double-
length register pairs (16 bits), it provides two types of immediate ad-
dressing, both with 8-bit and 16-bit literals. Instructions are then
either two or three bytes long. The first byte contains the constant, or
literal, to be loaded in a register or used for an operation. Exceptions
are LD IX and LD 1Y, which require 16-bit opcodes.

Examples of instructions using the immediate addressing mode are:

LD r,n (two bytes)
LD dd,nn (three bytes)

and
ADD A,n (two bytes)

When the literal is two bytes long, the mode is called “‘immediate ex-
tended,’’ in the case of the Z80.
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Absolute or ‘‘Extended’’ Addressing (Z80)

By definition, absolute addressing requires three bytes. The first byte
is the opcode and the next two bytes are the 16-bit address specifying
the memory location (the ““absolute address’’).

By contrast with ‘‘short addressing’’ (eight-bit address), this mode is
also called ‘‘extended addressing.””

Examples of instructions using extended addressing are:

LD HL, (nn) and JP nn

where nn represents the 16-bit memory address, and (nn) represents the
contents of the specified location.

Modified Zero-Page Addressing (Z80)

Zero-page addressing is not available in the Z80, except through the
CALL instruction. The special addressing mode used by this instruction
is called ‘““‘modified zero-page addressing.”’

The CALL instruction contains a 3-bit field in bit positions bs by bs
used to point to one of 8 locations in page 0 of memory. The effective
address is bsbgb3000 and is loaded into PC. Since it requires only a
single byte, this instruction executes rapidly, and is easily generated in
hardware. It was generally used to respond to multiple interrupts (up to
8). Its disadvantage is either to limit the execution sequence to 16 loca-
tions, or to require a jump eliminating the speed advantage. This is
because each of the 8 branch addresses are 16- bytes apart.

This instruction is used less frequently now that priority interrupt
controller chips (PI1C’s) have become available (see refs C201 or C207
for a detailed description of PIC’s). A PIC will automatically output a
three-byte absolute jump in response to an interrupt acknowledge.

This instruction is now generally used as a restart.

Relative Addressing (Z80)

By definition, relative addressing requires two bytes. The first one is
the “‘jump relative’’ opcode, whereas the second one specifies the dis-
placement and its sign.

In order to differentiate this mode from the absolute jump instruc-
tion, it is labeled “JR’".

From a timing standpoint, this instruction should be examined with
caution. Whenever a test fails, i.e., whenever there is no branch, this in-
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struction requires only seven ‘T cycles.”” This is because the next
instruction to oe executed is already pointed to by the program counter.

However, when the test succeeds, i.e., whenever the jump takes
place, this instruction requires 12 ‘‘T-states’’; a new effective address
must be computed and loaded into the program counter.

When computing the duration of the execution of a program seg-
ment, caution must be exercised. Whenever one is not sure whether or
not the jump will succeed, one must take into consideration the fact
that sometimes the jump will require 12 T-states, (condition met),
sometimes 7 (condition not mei).

When designing a loop, execution will, therefore, be faster using a
JR (Jump Relative) testing a condition usually not met, such as a non-
zero condition for the counter.

When JR’s are used outside of loops, and the condition under test is
unknown, an average timing value is often used for the duration
of JR.

This timing problem does not apply to the unconditional jump JR e. It
does not test any condition, and always lasts 12 T-states.

Indexed Addressing (Z80)

This addressing mode did not exist in the 8080, and was added to the
Z.80 (as well as the two index registers). As a result, it became necessary
to add an extra byte to the opcode, making it a 16-bit opcode in the Z80
instruction set (LDIR is another example of a 16-bit opcode). The
structure of an indexed instruction is shown on Figure 5.5.

OPCODE BYTE 1

OPCODE BYTE 2
DISPLACEMENT BYTE 3

: LITERAL : BYTE 4

| SO p——

Fig. 5.5: Indexed Addressing Has 2-byte Opcode
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Instructions allowing indexed addressing are:
LD, ADD, INC, RLC, BIT, SET

This mode will be used extensively in the programs operating on
blocks of data, tables or lists.

Indirect Addressing (Z80)

The Z80 provides a limited indirect addressing capability called
“Register Indirect Addressing.”” In this mode, each of the 16-bit regis-
ter pairs BC, DE, HL may be used as a memory address.

Whenever they point to 16-bit data, they point to the lower part. The
higher part resides at the next (higher) sequential address.

Combinations of Modes

Combinations of modes are essentially non-existent, except that in-
structions referring to two operands may use a different type of ad-
dressing for each.

Thus, a load or an arithmetic instruction may access one operand in
the immediate mode, and the other one through an indexed access.

Also, the bit addressing mechanism may access the eight-bit byte
through one of three addressing modes, as explained in the previous
paragraph.

The specific addressing modes available for each instruction are indi-
cated in the tables of the preceding chapter.

Bit Addressing

Bit addressing is generally not considered an addressing mode if ad-
dressing is defined as accessing a byte. However, whether defined as a
mode or a group of instructions, it is a valuable facility. Since it is de-
fined as an ‘“‘addressing mode’’ in Zilog nomenclature, it will be so de-
scribed here. It is specific to the Z80 and was not provided on the 8080.

Bit addressing refers to the access mechanism to specified bits. The
Z80 is equipped with special instructions for setting, resetting and test-
ing specified bits in a memory location or a register. The specified byte
may be accessed through one of three addressing modes: register, regis-
ter-indirect, and indexed. Three bits are used within the opcode to select
one of eight bits.
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USING THE 780 ADDRESSING MODES
Long and Short Addressing

We have already used relative jump instructions in various programs
that we have developed. They are self-explanatory. One interesting
question is: What can we do if the permissible range for branching is
not sufficient for our needs? One simple solution is to use a so called
long jump. This is simply a jump to a location which contains an abso-
lute or “‘long’” jump specification:

JRNC,$ + 3 BRANCH TO CURRENT ADDRESS
+3 IF C CLEAR
JP FAR OTHERWISE JUMP TO FAR

(NEXT INSTRUCTION)

The two-line program above will result in branching to location FAR
whenever the carry is set. This solves our long-jump problem. Let us
therefore now consider the more complex addressing modes, i.e., in-
dexing and indirection.

Use of Indexing for Sequential Block Accesses

Indexing is primarily used to address successive locations within a
table. The restriction is that the maximum length must be less than 256
so that the displacement can reside in an eight-bit index register.

We have learned to check for a character. Now we will search a table
of 100 elements for the presence of a ‘*’. The starting address for this
table is called BASE. The table has only 100 elements. The program ap-
pears below: (see flowchart on Figure 5.6):

SEARCH LD IX, BASE

LD A,’*

LD B, COUNT
TEST CP (X))

JR Z, FOUND

INC IX

DEC B

JR  NZ, TEST
NOTFND

An improved program will be presented below in the section on
Block Transfer.
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INITIALIZE
TOELEMENTO

[

READ NEXT
ELEMENT

YES

o4 STARFOUND

NO
Y

POINTTO
NEXT ELEMENT

NO
LAST ELEMENT?

YES

NOT FOUND

Fig. 5.6: Character Search Flowchart

A Block Transfer Routine for Fewer Than 256 Elements

We will call “COUNT’’ the number of elements in the block to be
moved. The number is assumed to be less than 256. FROM is the base
address of the block. TO is the base of the memory area where it should
be moved. The algorithm is quite simple: we will move a word at a time,
keeping track of which word we are moving by storing its position in
the counter C. The program appears below:

BLKMOV LD
LD
LD
LD
LD
INC
INC
DEC

JR
Let us examine it:

BLKMOV LD
LD
LD

NEXT

IX, FROM
IY, TO

C, COUNT
A, (IX)
ay), A

IX

IY

C

NZ, NEXT

GET WORD

IX,FROM
IY, TO
C, COUNT

These three instructionsinitialize registers IX, 1Y, and C respectively, as
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MEMORY

C| COUNT

x| SOURCE }

4 FROM

X[ DESTINATION }

Fig. 5.7: Block Transfer: Initializing the Register

illustrated in Figure 5.7. Index register IX is used as the source pointer,
and will be incremented regularly. Index register IY is used as the desti-
nation pointer, and would be incremented regularly. Register C is load-
ed with the maximum number of elements to be transferred (limited to
256 since this is an eight-bit register) and will be decremented regularly.
Whenever C decrements to zero, all elements have been transferred.
The next two instructions:

NEXT LD A, (IX)
LD (IY), A

load the contents of the memory location pointed to by IX into the ac-
cumulator, then transfer it into the memory location pointed to by reg-
ister I'Y. In other words, these two instructions transfer an element of
the source block into the destination block. The two index registers are
then incremented:

INC IX
INC 1Y

And the counter register is decremented:
DEC C

Finally, as long as the counter is not 0, the program loops back to the
label NEXT:

JR NZ, NEXT
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This is an example of the possible utilization of index registers. How-
ever, let us compare it to the same program written for another micro-
processor, the MOS Technology 6502, which is also equipped with an
indexing capability, but uses different conventions (i.e., has different
limitationson a general-purpose indexing facility). The program appears

below:
LDX #NUMBER
NEXT LDA FROM, X
STA TO, X
DEX
BNE NEXT

Without going into the details of the above program, the reader will
immediately notice how much shorter it is than the previous one. This is
because the index register X is used as a variable displacement, whereas
BASE and DEST are used as the fixed source and destination ad-
dresses.

This example should point out that although in theory indexing is a
powerful facility, it does not necessarily lead to efficient coding, due to
the addressing limitations imposed on it in the case of various micro-
processors. Truly general-purpose indexing requires the possibility of a
16-bit displacement or address field as well as a 16-bit index register.

However, it should be noted that this specific problem is solved, in
the Z80 by the presence of specialized instructions. A general-purpose
block transfer will now be described which can be implemented in just
four instructions. However, to be fair to the 780, let us suggest addi-
tional exercises for the reader:

Exercise 5.1: Write the block transfer program for the Z80 in the style
of the above program for the 6502, i.e., assuming that the index register
contains a displacement. Assume that the source and the destination
block are located in page 0, i.e., at addresses 0 to 256. Naturally, it will
be assumed that the number of elements within each block is small
enough that they do not overlap.

Exercise 5.2: Assume now that the source and the destination blocks are
located anywhere in the memory, except that they are both within the
same page. Rewrite the above program in that case.

Generalized Block Transfer Routine (More Than 256 Elements)

The register allocation and the memory map are shown in Figure 5.8.
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The program is shown below:

LD BC, COUNT NUMBER OF BYTES

LD DE, TO DESTINATION ADDRESS
LD HL, FROM START ADDRESS

LDIR TRANSFER ALL BYTES

Memory used: 11 bytes
Timing: 21 cycles/byte

The first instruction is:
LD BC, COUNT

It loads the number of elements to be transferred (a 16-bit value) into
the register pair BC. The next two instructions initialize the register pair
DE and the register pair HL respectively:

LD DE, TO
LD HL, FROM

Finally the fourth instruction:
LDIR

performs the complete transfer.

LDIR is an'qutomated block-transfer instruction. Its power should
be obvious from this exampie. LDIR results in the following sequence:
The contents of the memory location pointed to by H and L are trans-
ferred into the memory location pointed to by DE: (DE) =(HL). Next,
DE is incremented: DE = DE + 1. Then, HL is incremented: HL =
HL + 1. Next, BCis decremented: BC = BC — 1. If BC becomes 0, the
instruction is terminated. Otherwise, the instruction is repeated.

t
B COUNTER ¢
D DESTINATION £ FROM
H SOURCE —L:P)
REGISTERS COUNT

TO

MEMORY
Fig. 5.8: A Block Transfer-Memory Map
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The value and power of the LDIR instruction should be apparent at
this point without further comments. Similarly, our search for the char-
acter “‘star’’can be improved by the use of an automated instruction,
CPIR, special to the Z80. The corresponding program appears below:

LD A*

LD BC, COUNT

LD HL, STRING
STAR CPIR

JR Z, STAR
NOSTAR —

The first instruction loads the accumulator with the code for the
character star. Next, the register pair BC is initialized to the count of
the number of words to be searched within the block:

LD BC, COUNT

The register pair H and L is set to the starting address of the block to
be searched (STRING). The automated instruction is then executed:

LD HL, STRING
CPIR

The CPIR instruction is an automated compare instruction. The con-
tents of the memory location specified by the address contained in H
and L is compared to the contents of the accumulator. If the compari-
son succeeds, then Z of the flags register will be set to 1. Then, the reg-
ister pair H and L is decremented. The instruction is repeated until
either the pair BC goes to 0 or else the comparison succeeds. After the
instruction CPIR is executed, it is therefore necessary to test the Z flag
to determine whether the comparison has succeeded (the CPIR might
have looped through 64K words without success in the extreme case).
This is the purpose of the last instruction of the program:

JR Z, STAR

Exercise 5.3: Rewrite the above program so that a search proceeds
backwards. (Hint: Use the CPIR instruction) ‘‘Continue the block
transfer until star is found.”’

~ Let us now develop a program combining the features of the two pre-
vious ones. We will implement the block transfer from location FROM
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to location TO, which shall stop automatically whenever an escape
character, *‘star’’, is found. The program appears below:

LD BC, COUNT
LD HL, FROM

LD DE, TO
LD A* DECIMITER
TEST CP (FROM) COMPARE WITH MEMORY

CHARACTER

JR Z,END END IF SUCCESS

LDI TRANSFER CHARACTER AND
UPDATE POINTERS AND
COUNT

JR  PE, TEST KEEP TESTING UNLESS DONE

P INDICATES WHETHERBC =0

The first three instructions of the program perform the usual initiali-
zation, setting up the counter registers and the source and destination
pointers:

LD BC, COUNT
LD HL, FROM
LD DE, TO

The star character is deposited, ‘‘as usual’’ into the accumulator, so
that it can be compared to the character read from a memory location.

LD A, ‘*
This is exactly what is done by the next instruction:
TEST CP (FROM)

The success or failure of the comparison is determined by testing the Z
bit. The Z bit will have been set if the comparison has succeeded. This is
performed by the next instruction:

JR Z, END
The next instruction is an automated transfer instruction:
LDI

This instruction transfers the character, and updates the pointers and
the count in a single instruction. LDI transfers the contents pointed to
by H and L into the memory location pointed to by D and E: (DE) =
(HL). It increments DE and HL:

DE = DE + 1

HL = HL + 1
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Finally, it decrements BC: BC becomes BC —1. The particularity of
this instruction is that the P/V flag is set if BC decrements to “‘0*’ and
reset otherwise. This will be explicitly tested by the last instruction in
the program to determine whether exit should occur:

JR PE, TEST
Adding Two Blocks

A program will be developed here to add.element! by/element two
blocks starting respectively at addresses BLK1, and BLK2, and having
equal numbers of elements, COUNT. The program is shown below:

BLKADD LD IX, BLKI
LD 1Y, BLK2
LD B, COUNT

XOR A
LOOP LD A, (X + 0)

ADC A, (Y + 0)

LD (IX), A

DEC IX

DEC 1Y

DEC B

JR NZ, LOOP

B COUNTER

IX BLK 1
i
iy BLK 2
REGISTERS > BLK 1
- BLK 2

MEMORY

Fig. 5.9: Adding Two Blocks: BLK1=BLK1 + BLK2
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The memory layout is shown in Figure 5.9. The program is straightfor-
ward. The number of elements to be added is loaded into the counter
register B, and the two index registers IX and 1Y are initialized to their
values BLK1 and BLK2:

BLK ADD LD IX, BLKlI
LD 1Y, BLK2
LD B, COUNT

The carry bit is then cleared in anticipation of the first addition:

XOR A
The first element is loaded into the accumulator:
LOOP LD A, (X + 0)

The corresponding element of BLK2 is then added to it:
ADC A, (Y +0)

and finally saved into the element of BLK1:
LD (IX), A

The two pointer registers X and Y are decremented:

DEC IX
DEC 1Y

as well as the counter register:
DEC B

As long as the counter register is not 0, the addition loop is executed:
JR NZ, LOOP

Exercise 5.4: Can you use the above program to perform a 32-bit addi-
tion?

Exercise 5.5: Can you use the above program to perform a 64-bit addi-
tion?

Exercise 5.6: Modify the above program so that the result is stored in a
separate block starting at address BLK3.

Exercise 5.7: Modify the above program to perform a subtraction
rather than an addition.
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Exercise 5.8: Modify the original program above so that BLKI and
BLK?2 are at the top of each block rather than the bottom (see Fig.5.10).

FROM ——o=
- TRANSFER
COUNT =N SOURCE BLOCK
A X
ir ELEMENT l l COUNTER ]
TO e
NI DESTINATION BLOCK

Fig. 5.10: Memory Organization for Block Transfer

SUMMARY

A complete description of addressing modes has been presented. It
has been shown that the Z80 offers many possible mechanisms, and the
specific addressing modes available on the Z80 have been analyzed.
Finally, several application programs have been presented to demon-
strate the value of the various addressing mechanisms. Programming
the Z80 efficiently requires an understanding of these mechanisms.
They will be used throughout the programs in the remainder of this
book.

EXERCISES

5.9: Write a program to add the first 10 bytes of a table stored at loca-
tion “BASE’’. The result will have 16 bits. (This is a checksum com-
putation).

5.10: Can you solve the same problem without using the indexing
mode?
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5.11: Reverse the order of the 10 bytes of this table. Store the result
at address “‘REVER’’.

5.12: Search the saine table for its largest element. Store if at memory
address “LARGE”’.

5.13: Add rogether the corresponding elements of three tables, whose
bases are BASE1, BASE2, BASE3. The length of these tables is stored
in page zero at address “LENGTH .
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INPUT/OUTPUT TECHNIQUES

INTRODUCTION

We have learned so far how to exchange information between the
memory and the various registers of the processor. We have learned to
manage the registers and to use a variety of instructions to manipulate
the data. We must now learn to communicate with the external world.
This is called input/output.

Input refers to the capture of data from outside peripherals (key-
board, disk, or physical sensor). Output refers to the transfer of data
from the microprocessor or the memory to external devices such as a
printer, a CRT, a disk, or actual sensors and relays.

We will proceed intwo steps. First, we will learn to perform the input/
output operations required by common devices. Secondly, we will
learn to manage several input/output devices simultaneously, i.e., to
schedule them. This second part will cover, in particular, polling vs. in-
terrupts.

INPUT/OUTPUT

In this section we will learn to sense or to generate simple signals,
such as pulses. Then we will study techniques for enforcing or measur-
ing correct timing. We will then be ready for more complex types of in-
put/output, such as high-speed serial and parallel transfers.

The Z80 Input/QOutput Instructions

The Z80 is equipped with a special set of input and output instruc-
tions. Most eight-bit microprocessors are not equipped with a special
set of input and output instructions, and use the general instruction set
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on input/output devices. The Z80, like the 8080, is equipped with basic
input and output instructions. However, the Z80 is also equipped with
additional 1/0 instructions. These will be described in more detail here
in order to facilitate understanding of the programs that will be pre-
sented throughout this section.

The basic input and output instructions are respectively: IN A, (n)
and OUT (n),A. These two instructions are inherited from the 8080.
They will respectively read or write one byte between the selected port
and the accumulator. The actual addressing process is such that the 1,0
device address “‘n’’ is gated on lines AQ through A7 of the address bus),
while the contents of the accumulator appear on address lines A8 through
A15. When only 256 devices are addressed, it may be necessary to zero
the contents of the accumulator explicitly if any of the address lines A8
through A15 may be decoded by an 1/0 device. In the simpie examples
that follow, we will assume that fewer than 256 devices are present and
that they are not connected to addresses A8 through A15, so that it will
not be necessary to zero the contents of the accumulator explicitly, for
example prior to using the IN instruction.

A special input instruction: IN r, (C), allows using the contents of
register C as the I/0 device address. When using this instruction, the
contents of register B automatically provide the top part of the address
(A8 through A1S5). The specified register r is loaded from the specified
address. ‘‘r’’ may be any of the usual seven generai-purpose registers.

Generate a Signal

In the simplest case, an output device will be turned off (or on) from
the computer. In order to change the state of the output device, the pro-
grammer will merely change a level from a logical *‘0’" to a logical *‘1"",
or from ‘1’ to “‘0”’. Let us assume that an external relay is connected
to bit *‘0’’ of a register called ““OUT1’". In order to turn it on, we will
simply write a ‘1" into the appropriate bit position of the register. We
assume here that QOUT1 represents the address of this output register
within our system. A program which will turn the relay on is:

TURNON LD A, 00000001B LOAD PATTERN INTO A
OUT (OUTD), A OUTPUT IT TO DEVICE

where OUT is the output instruction.

We have assumed that the state of the other seven bits of the register
OUT]1 is irrelevant. However, this is often not the case. These bits
might be connected to other relays. Let us, therefore, improve this sim-
ple program. We want to turn the relay on, without changing the state
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of any other bit within this register. We will assume that it is possible to
read and write the contents of this register. Qur improved program now
becomes:

TURNON IN A, (OUTH) READ CONTENTS OF OUT]I
OR  00000001B FORCE BIT “0” TO “I”" IN A
OUT (OUTH, A
The program first reads the contents of location OUTI, then per-
forms an inclusive OR on its contents. This only changes bit position 0
to 1’7, and leaves the rest of the register intact. (For more details on
the OR operation, refer to Chapter 4.) This is illustrated by Figure 6.1.

BEFORE AFTER

DATA BUS

ON

outt

Fig. 6.1: Turning on a Relay

Pulses

Generating a pulse is accomplished exactly as in the case of the leve/
above. An output bit is first turned on, then later turned off. This re-
sults in a pulse. This is illustrated in Figure 6.2. This time, however, an
additional problem must be solved: one must generate the pulse for the
correct length of time. Let us, therefore, study the generation of a com-
puted delay.

CPy QUTPYT PORT SIGNAL
REGISTE

0 b—

0 b <— N USEC -~

i
|

I R p—— ]
LE | =}

THE PROGRAM: SELECT QUTPUT PORT

LOAD QUFPUT PORT REGISTER WITH PATTERN

WAIT (LOOP FOR N USEC)

LOAD CUTPUT FORT WITH ZERO

RETURN

Fig. 6.2: A Programmed Pulse
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Delay Generation and Measurement

A delay may be generated by software or by hardware methods. We
will here study the way to perform it by program, and later show how it
can also be accomplished with a hardware counter, called a program-
mable interval timer (PIT).

Programmed delays are achieved by counting. A counter register is
loaded with a value, then is decremented. The program loops on itself
and keeps decrementing until the counter reaches the value *“0’’. The
total length of time used by this process will implement the required
delay. As an example, let us generate a delay of 67 clock cycles:

DELAY LD A,S A IS COUNTER
NEXT DEC A DECREMENT
JP NZ,NEXT NEXT TEST

This program loads A with the value 5. The next instruction decre-
ments A and the following instruction will cause a branch to NEXT to
occur as long as A does not decrement to “‘0’". When A finally decre-
ments to zero, the program will exit from this loop and execute what-
ever instruction follows. The logic of the program is simple and appears
in the flowchart of Figure 6.3.

Let us now compute the effective delay which will be implemented by
the program. In the Appendix section of the book, we will look up the
number of cycles required by each of these instructions:

LDA in the immediate mode, requires nine clock cycles. DEC will use
four cycles. Finally, JP will use seven cycles except during the last itera-
tion, where it will use 12 cycles. When looking up the number of cycles
for JP in the table, verify that two possibilities exist: if the branch does
not occur, JP will only require seven cycles. If the branch does succeed,
which will usually be the case during the ioop, then 12 cycles are re-
quired.

The timing is, therefore, seven cycles for the first instruction, plus 11
cycles for the next two, multipiied by the number of times the loop will
be executed, plus an extra five-cycle delay for the last unsuccessful JP:

Delay = 7 + 11 X 5 + 5 = 67 cycles

Assuming a .5 microsecond cycle, this programmed delay will be 33.5
microseconds.
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'

COUNTER =VALUE

—

DECREMENT COUNTER

ourt

Fig. 6.3: Basic Delay Flowchart

The delay loop which has been described is used by most input/output
programs. It should be well understood. Try to do the following exercises:

Exercise 6.1: What are the maximum and the minimum delays which
can be implemented with these three instructions?

Exercise 6.2: Modify the program to obtain a delay of about 100 micro-
seconds.

If one wishes to implement a longer delay, a simple solution is to add
extra instructions in the program, between DEC and JP. The simplest
way to do so is to add NOP instructions. {The NOP does nothing for
four cycles.)

Longer Delays

Generating longer delays by software can be achieved through using
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a wider counter. A register pair can be used to hold a 16-bit count. To
simplify, let us assume that the lower count is *‘0’’. The lower byte will
be loaded with “‘255°", the maximum count, then go through a decre-
mentation loop. Whenever it is decremented to ‘0’ the upper byte of
the counter will be decremented by 1. Whenever the upper byte is decre-
mented to the value *‘0’’, the program terminates. If more precision is
required in the delay generation, the lower count can have a non-null
value. In this case, we would write the program just as explained and
add at the end the three-line delay generation program, which has been
described above.

A 24-bit delay program appears below:

DEL24 LD B, COUNTH COUNTER HIGH (8 BITS)

DEL16 LD DE, -1

LOOPA LD HL, COUNTL COUNTER LOW

LOOPB ADD HL, DE DECREMENT IT
JR C, LOOPB GO ONUNTIL NULL
DINZ LOOPA DECREMENT B AND JUMP

Note that DE is loaded with *“— 1", and used to decrement the 16-bit
counter HL.

Naturally, still longer delays could be generated by using more than
three words. This is analogous to the way an odometer works on a car.
When the right-most wheel goes from ‘9"’ to *‘0’’, the next wheel to the
left is incremented by 1. This is the general principle when counting
with multiple discrete units.

However, the main disadvantage of this method is that when one is
counting delays, the microprocessor will be doing nothing else for hun-
dreds of milliseconds or even seconds. If the computer has nothing else
to do, this is perfectly acceptable. However, in general the microcom-
puter should be available for other tasks, so that longer delays are nor-
mally not implemented by software. In fact, even short delays may be
objectionable in a system if it is to provide some guaranteed response
time in given situations. Hardware delays must then be used. In addi-
tion, if interrupts are used, timing accuracy may be lost if the counting
loop can be interrupted.

Exercise 6.3: Write a program to implement a 100 ms delay (typical of a
Teletype).

Hardware Delays

Hardware delays are implemented by using a programmable interval
timer or “‘timer’’ in short. A register of the timer is loaded with a value.
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The difference is that the timer will automatically decrement the
counter periodically. The period can usually be adjusted or selected by
the programmer. Whenever the timer has decremented to ‘0’7, it will
normally send an interrupt to the microprocessor. It may also set a
status bit which can be sensed periodically by the computer. The use of
interrupts will be explained later in this chapter.

Other timer operating modes may include starting from “0’" and
counting the duration of the signal, or, counting the number of pulses
received. When functioning as an interval timer, the timer is said to
operate in a one-shot mode. When counting pulses, it is said to operate
in a pulse counting mode. Some timer devices may even include mul-
tiple registers and a number of optional facilities which the programmer
can select.

Sensing Pulses

The problem with sensing pulses is the reverse of that of generating
pulses, and includes one more difficulty: whereas an output pulse is
generated under program control, input pulses occur asynchronously
with the program. In order to detect a pulse, two methods may be used:
polling and interrupts. Interrupts will be discussed later in this chapter.

Let us now consider the polling technique. Using this technique, the
program reads the value of a given input register continuously, testing a
bit position, perhaps bit 0. It will be assumed that bit 0 is originally
“0’’. Whenever a pulse is received, this bit will take the value ‘1", The
program continuously monitors bit O until it takes the value ‘“1’". When
a ‘1’ is found, the pulse has been detected. The program appears
below:

POLL IN A, (INPUT) READ INPUT REGISTER
ON BIT 0, A TEST FOR 0
JR Z, POLL KEEP POLLING IF 0

Conversely, let us assume that the input line is normally ‘“1°" and that
we wish to detect a “‘0’". This is the usual case for detecting a START
bit, when monitoring a line connected to a Teletype. The program ap-
pears below:

POLL IN A, (INPUT) READ INPUT REGISTER
BIT 0. A SET ZFLAG
JR NZ, POLL TEST IS REVERSED
START
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Monitoring the Duration

Monitoring the duration of the pulse may be accomplished in the
same way as computing the duration of an output pulse. Either a hard-
ware or a software technique may be used. When monitoring a pulse by
software, a counter is regularly incremented by 1, then the presence of
the pulse is verified. If the pulse is still present, the program loops upon
itself. Whenever the pulse disappears, the count contained in the
counter register is used to compute the effective duration of the pulse.
The program appears below:

DURTN LD B,0 CLEAR COUNTER
AGAIN IN A, (INPUT) READ INPUT

BIT 0, A MONITOR BIT 0

JR  Z, AGAIN WAIT FOR A “1”
LONGER INC B INCREMENT COUNTER

IN A, (INPUT) CHECK BIT 0

BIT O, A

JR NZ, LONGER WAIT FOR A 0"

Naturally, we assume that the maximum duration of the pulse will
not cause register B to overflow. If this were the case, the program
would have tobe changed to take that into account (or elseit wouldbe a
programming error!).

Since we now know how to sense and generate pulses, let us capture
or transfer larger amounts of data. Two cases will be distinguished:
serial data and parallel data. Then we will apply this knowledge to ac-
tual input/output devices.

PARALLEL WORD TRANSFER

It is assumed here that eight bits of transfer data are available in par-
allel at address “INPUT”’ (see Fig. 6.4). The microprocessor must read
the data word at this location whenever a status word indicates that it is
valid. The status information will be assumed to be contained in bit 7 of
address ““STATUS”’. We will here write a program which will read and
automatically save each word of data as it comes in. To simplify, we
will assume that the number of words to be read is known in advance
and is contained in location ““COUNT”’. If this information were not
available, we would test for a so-called break character, such as a
rubout, or perhaps the character ‘“‘*”’. We have learned to do this al-
ready.
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COUNT [

VALID

STATUS |

8BITS

7 <::] 170 DEVICE

7 0

Fig. 6.4: Parallel Word Transfer - The Memory

The flowchart appears in Figure 6.5. It is quite straightforward. We
test the status information until it becomes ‘1", indicating that a word
is ready. When the word is ready, we read it and save it at an appropri-
ate memory location. We then decrement the counter and test whether
it has decremented to *“0’". If so, we are finished; if not, we read the
next word. A simple program which implements this algorithm appears

below:

PARAL LD
LD
WATCH IN

BIT
JP

IN
PUSH
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B, A B IS COUNTER

A, (STATUS) LOOK FOR ‘DATA READY’
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7, A BIT 7 IS ‘1" IF DATA READY
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A, (INPUT) READ DATA
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DEC B DECREMENT COUNT
JP NZ, WATCH DO IT UNTIL ZERO

It is assumed that the ‘‘data ready’’ flag is automatically cleared when
STATUS is read, as is usually the case on a device controller.
The first two instructions initialize the counter register B:

PARAL LD A, (COUNT)
LD B, A
Note that there is no easy way to load B only from memory. One must
either load A, then transfer its contents to B, or load B and C
simultaneously.

POLLING OR SERVICE REQUEST

|

READ COUNT

TRANSFER
WORD

!

DECREMENT
COUNTER

NO

COUNT =07?

YES

ouTt

Fig. 6.5: Parallel Word Transfer: Flowchart
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The next three instructions of the program read the status informa-
tion and cause a loop to occur as long as bit seven of the status register
is 07, (It is the sign bit, i.e., bit N.)

IN A, (STATUS)
BIT 7, A “IN”” DOES NOT SET THE FLAGS
JP Z, WATCH

When JP fails, data is valid and we can read it:
IN A, (INPUT)

The word has now been read from address INPUT where it was, and
must be saved. Assuming that a sufficient stack area is available, we
can use:

PUSH AF

which saves A (and F) in the stack. If the stack is full, or the number of
words to be transferred is large, we could not push them on the stack
and we would have to transfer them to a designated memory area, us-
ing, for example, an indexed instruction. However, this would require
an extra instruction to increment or decrement the index register.
PUSH is faster (only 11 clock cycles).

The word of data has now been read and saved. We will simply decre-
ment the word counter and test whether we are finished:

DEC B
P NZ,WATCH

We keep looping until the counter eventually decrements to “0°’.

This nine-instruction program can be called a benchmark. A bench-
mark program is a carefully optimized program designed to test the
capabilities of a given processor in a specific situation. Parallel trans-
fers are one such typical situation. This program has been designed for
maximum speed and efficienty. Let us now compute the maximum
transfer speed of this program. We will assume that COUNT is con-
tained in memory. The duration of every instruction is determined by
inspecting the table at the end of the book and is found to be the follow-
ing:

PARAL LD A, (COUNT) i3
LD B, A 4

WATCH IN A, (STATUS) 11
BIT 7, A 8

JP Z, WATCH  7/12
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IN A, (INPUT) 11
PUSH AF 11
DEC B 4
JP NZ, WATCH 7/12

The minimum execution time is obtained by assuming that data is
available every time that we sample STATUS. In other words, the first
JP will be assumed to fail every time. Timing is then:

13+4+ (01 +8+7+ 11 +11 +4+ 7))+ COUNT

Neglecting the first 17 cycles necessary to initialize the counter regis-
ter, the time used to transfer one word is 59 clock cycles or 29.5 micro-
seconds with a 2 MHz clock.

The maximum data transfer rate is, therefore:

1

—  — = 33 K bytes per second
29.5 (10%)

Exercise 6.4: Assume that the number of words to be transferred is
greater than 256. Modify the program accordingly and determine the
impact on the maximum data transfer rate.

Exercise 6.5: Modify this program in order to Iry (o improve its speed.
I—using JR instead of JP
2—using DINZ
3—using INIR or INDR

Was the above program truly optimal?

We have now learned to perform high-speed parallel transfers. Let us
consider a more complex case.

BIT SERIAL TRANSFER

A serial input is one in which the bits of information (0’s or 1’s) come
in successively on a line. These bits may come in at regular intervals.
This is normally called synchronous transmission. Or, they may come
as bursts of data at random intervals. This is called asynchronous trans-
mission. We will develop a program which can work in both cases. The
principle of the capture of sequential data is simple: we will watch an
input line, which will be assumed to be line 0. When a bit of data is de-
tected on this line, we will read the bit in, and shift it into a holding reg-
ister. Whenever eight bits have been assembled, we will preserve the
byte of data into the memory and assemble the next one. In order to
simplify, we will assume that the number of bytes to be received is

471



PROGRAMMING THE Z80

known in advance. Otherwise, we might, for example, have to watch
for a special break character, and stop the bit-serial transfer at this
point. We have learned to do that. The flowchart for this program ap-
pears in Figure 6.6. The program appears below:

SERIAL LD C, 0 CLEAR INPUT WORD
LD A, (COUNT) LOAD B WITH BYTE COUNT
LD B, A

LOOP IN A, (INPUT) READ PORT
BIT 7, A BIT 7 IS STATUS, BIT 0 IS DATA

JR Z, LOOP WAIT FOR A ““1”

SRL A SHIFT DATA BIT INTO CARRY
RL C SAVE INPUT B INTO C

JR NC, LOOP  CONTINUE UNTIL 8 BITS IN

POLLING OR SERVICE REQUEST

{

READ WORD COUNT

BIT READY?

STORE BIT
iNCREMENT COUNTER

- WORD ASSEMBLED? »

YES

STORE WORD
RESET BIT COUNTER
DECREMENT WORD COUNT

WORD COUNT=0? __>>

YES

DONE

Fig. 6.6: Bit Serial Transfer—Flowchart
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PUSH BC SAVE WORD IN STACK
LD C, 01H RESET MARKER BIT
DEC B DECREMENT BYTE COUNTER

JR NZ, LOOP  ASSEMBLE NEXT WORD

This program has been designed for efficiency and will use new tech-
nigues which we will explain (see Fig. 6.7).

The conventions are the following: memory location COUNT is as-
sumed to contain a count of the number of words to be transferred.
Register C will be used to assemble eight consecutive bits coming in.
Address INPUT refers to an input register. It is assumed that bit posi-
tion 7 of this register is a status flag, or a clock bit. When itis *‘0’", data
is not valid. When it is *‘1'", the data is valid. The data itself will be as-
sumed to appear in bit position 0 of this same address. In many in-
stances, the status information will appear on a different register than
the data register. It should be a simple task, then, to modify this pro-
gram accordingly. In addition, we will assume that the first bit of data
to be received by this program is guaranteed to be a “‘1’’. It indicates
that the real data follows. If this were not the case, we will later see an
obvious modification to take care of it. The program corresponds ex-
actly to the flowchart of Fig. 6.6. The first few lines of the program im-
plement a waiting loop which tests whether a bit is ready. To determine
whether a bit is ready, we read the input register, then test the zero bit
(Z). As long as this bit is “°0’’, the instruction JR will succeed, and we
will branch back to the loop. Whenever the status (or clock) bit
becomes true (‘‘1’"), then JR willfail and the next instruction will be
executed.

This initial sequence of instructions corresponds to arrow 1 in Fig.
6.7.

At this point, the accumulator contains a ‘1’ in bit position 7 and
the actual data bit in bit position 0. The first data bit to arrive is going
tobea “‘I’". However, the following bits may be either ‘0’ or *‘1’". We
now wish to preserve the data bit which has been collected in position 0.
The instruction:

SRL A

shifts the contents of the accumulator right by one position. This causes
the right-most bit of A, which is our data bit, to fall into the carry bit.
We will now preserve this data bit into register C (this process is illus-
trated by arrows 2 and 3 in Fig. 6.7):

RL C
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COUNT l X

STATUS

SERIAL
DATA
IN

INPUT

Fig. 6.7: Serial-to-Parallel: The Registers

The effect of this instruction is to read the carry bit into the right-most
bit position of C. At the same time, the left-most bit of C falls into the
carry bit. (If you have any doubts about the rotation operation, refer to
Chapter 4!)

It is important to remember that a rotation operation will both save
the carry bit, here into the right-most bit position, and also recondition
the carry bit with the value of bit 7.

Here, a **0’" will fall into the carry. The next instruction:

JR NC, LOOP

tests the carry and branches back to address LOOP as long as the carry
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is ““0”’. This is our automatic bit counter. It can readily be seen that,as a
result of the first RL, C will contain ‘“‘00000001"". Eight shifts later, the
“1"" will finally fall into the carry bit and stop the branching. This is an
ingenious way to implement an automatic loop counter without having
to waste an instruction to decrement the contents of an index register,
This technique is used in order to shorten the program and improve its
performance.

When JR NC finally fails, 8 bits will have been assembled into C.
This value should be preserved in the memory. This is accomplished by
the next instruction (arrow4 on Fig. 6.7):

PUSH BC

We are here saving the contents of B and C into the stack. Saving into
the stack is possible only if there is enough room in the stack. Provided
that this condition is met, it is usually the fastest way to preserve a word
in the memory, even though we save an unnecessary register (B). The
stack pointer is updated automatically. If we were not pushing a word
in the stack, we would have to use one more instruction to update a
memory pointer. We could equivalently perform an indexed addressing
operation, but that would also involve decrementing or incrementing
the index, using extra time.

After the first word of data has been saved, there is no longer any
guarantee that the first data bit to come in will be a ““1'". 1t can be any-
thing. We must, therefore, reset the contents to *“‘00000001°’ so that we
can keep using it as a bit counter. This is performed by the next instruc-
tion:

LD C, 0IH

Finally, we will decrement the word counter, since a word has been
assembled, and test whether we have reached the end of the transfer.
This is accomplished by the next two instructions:

DEC B
JR NZ, LOOP

The above program has been designed for speed, so that one may
capture a fast input stream of data bits. Once the program terminates,
it is naturally advisable to immediately read away from the stack the
words that have been saved there and transfer them elsewhere into the
memory. We have already learned to perform such a block transfer in
Chapter 2.
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Exercise 6.6: Compute the maximum speed at which this program will
be able to read serial bits. Look up the number of cycles required by
every instruction in the table at the end of this book, then compute the
time which will elapse during execution of this program. To compute
the length of time which will be used by a loop, simply multiply the
total duration of this loop, expressed in microseconds, by the number
of times it will be executed. Also, when computing the maximum speed,
assume that a data bit will be ready every time that the input location is
sensed.

This program is more difficult to understand than the previous ones.
Let us look at it again (refer to Fig. 6.6) in more detail, examining some
trade-offs.

A bit of data comes into bit position 0 of “INPUT”’ from time to
time. There might be, for example, three ‘‘1s’’ in succession. We must,
therefore, differentiate between the successive bits coming in. This is
the function of the “‘clock’ signal.

The clock (or STATUS) signal tells us that the input bit is now valid.
Before reading a bit, we will therefore first test the status bit. If the
status is ‘‘0’", we must wait. If it is *‘1”", then the data bit is good.

We assume here that the status signal is connected to bit 7 of register
INPUT.

Exercise 6.7: Can you explain why bit 7 is used for status, and bit 0 for
data? Does it matter?

Once we have captured a data bit, we want to preserve it in a safe
location, then shift it left, so that we can get the next bit.

Unfortunately, the accumulator is used to read and test both data
and status in this program. If we were to accumulate data in the accu-
mulator, bit position 7 would be erased by the status bit.

Exercise 6.8: Can you suggest a way 10 test status without erasing the
contents of the accumulator (a special instruction)? If this can be done,
could we use the accumulator to accumulate the successive bits coming
in? Can you improve speed by using an ‘‘automated jump’’?

Exercise 6.9: Rewrite the program, using the accumulator to store the
bits coming in. Compare it to the previous one in terms of speed and
number of instructions.

Let us address two more possible variations.
We have assumed that, in our particular example, the very first bit to
come in would be a special signal, guaranteed to be ‘1”’. However, in
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general, it may be anything.

Exercise 6.10: Modify the program above, assuming that the very first
bit to come in is valid data (not to be discarded), and can be 0’ or
“1°. Hint: our *“‘bit counter’’ should still work correctly, if you initial-
ize it with the correct value.

Finally, we have been saving the assembled word in the stack, to gain
time. We could naturally save it in a specified memory area.

Exercise 6.11: Modify the program above, and save the assembled word
in the memory area starting at BASE.

Exercise 6.12: Modify the program above so that the transfer will stop
when the character 'S’ is detected in the input stream.

The Hardware Alternative

As usual for most standard input/output algorithms, it is possible to
implement this procedure by hardware. The chip is called a UART. It
will automatically accumulate the bits. However, when one wishes to
reduce the component count, this program, or a variation of it, will be
used instead.

Exercise 6.13: Modify the program, assuming that data is available in bit
position 0 of location INPUT, while the status information is available
in bit position 0 of address INPUT + 1.

BASIC I/0 SUMMARY

We have now learned to perform elementary input/output opera-
tions as well as to manage a stream of parallel data or serial bits. We are
now ready to communicate with real input/output devices.

COMMUNICATING WITH INPUT/OUTPUT DEVICES

In order to exchange data with input/output devices, we will first
have to ascertain whether data is available, if we want to read it; or
whether the device is ready to accept data, if we want to send it. Two
procedures may be used: handshaking and interrupts. Let us study
handshaking first.

Handshaking

Handshaking is generally used to communicate between any two

477



PROGRAMMING THE Z80
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READY?
ERLEONE
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YES/NO

STATUS
REGISTER

DATA

—

OuUTPUT
DEVICE

QuiPuT
REGISIER

170 CHIP

Fig. 6.8: Handshaking (Qutput)

asynchronous devices, i.e., between any two devices which are not syn-
chronized. For example, if we want to send a word to a parallel printer,
we must first make sure that the input buffer of this printer is available.
We will, therefore, ask the printer: Are you ready? The printer will say
“‘yes’” or “‘no.”" If it is not ready we will wait. If it is ready, we will send
the data (see Fig. 6.8).

DATA

—

INPUT
REGISTER
STATUS
REGISIER

Fig. 6.8a: Handshaking (Input)

INPUT
MPU DEVICE

CHARACTER
e |
READY?

YES/NQ

Conversely, before reading data from an input device, we will verify
whether the data is valid. We will ask: “‘Is data valid?’’ And the device
will tell us “‘yes’” or “no.”” The ‘‘yes or no’’ may be indicated by status
bits, or by other means (see Fig. 6.8a).

As an analogy, whenever you wish to exchange information with
someone who is independent and might be doing something else at the
time, you should ascertain that he is ready to communicate with you.
The usual rule of courtesy is to shake his hand. Data exchange may then
follow. This is the procedure normally used in communicating with in-
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put/output devices.
Let us now illustrate this procedure with a simple example.

Sending a Character To The Printer

The character will be assumed to be contained in memory location
CHAR. The program to print it appears below:

WAIT IN A, (STATUS)
BIT 7, A TEST IF READY
JR Z, WAIT OTHERWISE WAIT
LD A, (CHAR) GET CHARACTER
OUT (PRNTD), A PRINTIT
JR WAIT GO FOR NEXT

The print program is straightforward and uses the handshaking pro-
cedure which has been described above. The data paths are shown in
Figure 6.9.

STATUS
A vV
1 1
CHAR DATA "X r N !
PRNTD
PRINTER
C L DATA }

MEMORY 780

Fig. 6.9: Printer—Data Paths

The character (called DATA) is located at memory location CHAR.
First, the status of the printer is checked. Whenever bit 7 of the status
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register becomes 1, it indicates that the printer is ready for output, i.e.,
its output buffer is available. At this point, the character is loaded into
the accumulator, then output to the printer, via the accumulator. As
long as the status bit remains 0, the program will remain in a loop,
called WAIT in the program.

Exercise 6.14: How many instructions would be saved in the above pro-
gram if it were possible 10 load data directly into register C as well as
output the contents of register C directly?

Exercise 6.15: When using an actual printer, it is usually necessary to
send a start order before using the device. Modify this program to gen-
erate such an order, assuming that the start command is obtained by
writing a 1 in bit position 0 of the STATUS register, which is assumed
to be bidirectional.

Exercise 6.16: If the BIT instruction were not available, could you use
another instruction instead, in line 4 of the program? If so, explain the
advantage of using the BIT instruction, if any.

Exercise 6.17: Modify the program above to print a string of n charac-
ters, where n will be assumed to be less than 255.

Exercise 6.18: Modify the above program to print a string of characters
until a “‘carriage-return’’ code is encountered.

Let us now complicate the output procedure by requiring a code con-
version and by outputting to several devices at a time:

Qutput To a Seven-Segment LED

A traditional seven-segment light-emitting diode (LED) may display
the digits “‘0’’ through *‘9’", or even ‘0’ through *‘F’’ hexadecimal by
lighting combinations of its 7 segments. A seven-segment LED is shown
in Figure 6.10. The characters that may be generated with this LED
appear in Figure 6.11.

The segments of an LED are labeled ““a” through ‘g’ in Figure 6.10.

For example, ‘‘0’" will be displayed by lighting the segments abcdef.
Let us assume, now, that bit ‘0’ of an output port is connected to seg-
ment ‘‘a’’, that “‘I’" is connected to segment ‘‘b’", and so on. Bit 7 is
not used. The binary code required to light up fedcba (to display “‘0”’)
is, therefore, ““0111111”". In hexadecimal this is “3F”’. Do the follow-
ing exercise.
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Fig. 6.10: Seven-Segment LED
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Fig. 6.11: Hexadecimal Characters Generated
with a Seven-Segment LED
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Exercise 6.19: Compute the seven-segment equivalent for the hexadeci-
mal digits “‘0°’ through “‘F’°. Fill out the table below:

LED code x| LEX code x| LED code x| LED code

3F

W > © o
mmuo%

ww»—aog*'
5

qoucn»l:-c?

Let us now display hexadecimal values on several LED’s.

Driving Multiple LED’s

An LED has no memory. It will display the data only as long as its
segment lines are active. In order to keep the cost of an LED display
low, the microprocessor will display information on each of the LED’s
in turn. The rotation between the LED’s must be fast enough so that
there is no apparent blinking. This implies that the time spent from one
LED to the next is less than 100 milliseconds. Let us design a program
which will accomplish this. Register C will be used to point to the LED
on which we want to display a digit. The accumulator is assumed to
contain the hexadecimal value to be displayed on the LED. QOur first
concern is to convert the hexadecimal value into its seven-segment rep-
resentation. In the preceding section, we have built the equivalence
table. Since we are accessing a table, we will use the indexed addressing
mode, where the displacement index will be provided by the hexadeci-
mal value. This means that the seven-segment code for hexadecimal
digit ““3”’ is obtained by looking up the third element of the table after
the base. The address of the base will be called SEGBAS. The program
appears below:

LEDS LD E A A CONTAINS HEX DIGIT
LD D, 0 USE “DE’’ AS DISPLACEMENT
LD HL, SEGBAS USE ‘““HL” AS INDEX
ADD HL. DE TABLE ADDRESS
LD A, (HL) READ CODE FROM TABLE
LD B, 50H DELAY VALUE = ANY
LARGE NBR
OouT <), A OUTPUT FOR SET DURATION
DELAY DEC B DELAY COUNTER
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JR NZ, DELAY KEEP LOOPING

DEC C C IS PORT NUMBER
LD A, C

CP MINLED DONE FOR LAST LED?
JR NZ, OUT

LD BC, (MAXLED) IF SO, RESET C TO TOP LED
ouT RET

The program assumes that register C contains the address of the LED
to be illuminated next, and that the accumulator A contains the digit to
be displayed.

The program first looks up the seven-segment code corresponding to
the hexadecimal value contained in the accumulator. Registers D and E
are used as a displacement field, and registers H and L are used as a
16-bit index register. The code for the hexadecimal digit is added to the
base address of the table:

LEDS LD E, A 7-SEGMENT CODE
LD D, 0
LD HL, SEGBAS
ADD HL, DE

A delay loop is then implemented, so that the code obtained from the
table is displayed for an appropriate duration. Here the constant ‘50’
hexadecimal has been arbitrarily chosen:

LD A, (HL) READ CODE FROM TABLE
LD B, 50H DELAY VALUE

The delay is accomplished using a classic delay loop. The first instruc-
tion:
ouT (O), A

outputs the contents of the accumulator at the 1/0 port pointed to by
register C (the LED number). The next two instructions implement the
delay loop:

DELAY DEC B
JR NZ, DELAY

Once the delay has been implemented, we must simply decrement the
LED pointer, and make sure that we loop around to the highest LED
address if the smallest LED address has been reached:

DEC C
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LD A, C

CP MINLED

JR Nz, OUT

LD BC, (MAXLED)
OUT RET

It is assumed here that the above program has been written as a sub-
routine, and the last instruction is then RET:*“return from subroutine"_

Exercise 6.20: It is usually necessary to turn off the segment drivers jor
the LED prior to displaying the digit. Modify the above program by
adding the necessary instructions (output “00” as the character code
prior to outputiing the character).

Exercise 6.21: What would happen to the display if the DELAY label
were moved up by one line position? Would this change the timing?
Would this change the appearance of the display?

Exercise 6.22: You will notice that the first four instructions of the pro-
gram are, in fact, performing a 16-bit indexed memory access. How-
ever, it seems clumsy, without using the indexing mechanism. Assume
that the SEGBAS address is known in advance. Call SEGBSH the
high-order part of this address, and SEGBSL the low part of this ad-
dress. Store SEGBSH in the high-order part of the IX register. Now
write the above program, using the Z80 index-addressing mechanism,
and using SEGBSL as the displacement field of the instrucion. What
are the advantages and disadvantages of this approach?

Exercise 6.23: Assuming that the above program is a Subroutine, you
will notice that it uses registers B, D, E, H and [ internally, and modi-
Jies their contents. If the subroutine may freely use the memory area
designated by address T1, T2, T3, T4, TS5, could you add instructions at
the beginning and at the end of this program which will guarantee that,
when the subroutine returns, the contents of registers B, D, E, Hand L
will be the same as when the subroutine was entered?

Exercise 6.24: Same exercise as above, but assume that the memory
area T1, etc., is not available to the subroutine. (Hint: remember that
there is a built-in mechanism in every computer Jor preserving informa-
tion in a chronological order. )

, We have now solved common input/output problems. Let us con-
sider the case of a common peripheral: the Teletype.
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Teletype Input-Output

The Teletype is a serial device. It both sends and receives words of in-
formation in a serial format. Each character is encoded in an 8-bit
ASCII format (the ASCII table appears at the end of this book). In ad-
dition, every character is preceded by a “‘start’” bit, and terminated by
two ‘‘stop’’ bits. In the so-called 20-milliamp current loop interface,
which is most frequently used, the state of the line is normally a ““1”’.
This is used to indicate to the processor that the line has not been cut. A
start is a “‘1""-to-“‘0’" transition. It indicates to the receiving device that
data bits follow. The standard Teletype is a 10-characters-per-second
device. We have just established that each character requires 11 bits.
This means that the Teletype will transmit 110 bits per second. It is said
to be a 110-baud device. We will design a program to serialize bits out
to the Teletype at the correct speed.

START PULSE 2 STOP PULSES

T g,
STOP 1; STOP 24
T

MARK - ==— i
SPACE MEBERBREDERE

Fig. 6.12: Format of a Teletype Word

One-hundred-and-ten bits per second implies that bits are separated
by 9.09 milliseconds. This will have to be the duration of the delay loop
to be implemented between successive bits. The format of a Teletype
word appears in Figure 6.12. The flowchart for bit input appears in
Figure 6.13. The program follows:

TTYIN IN A, (STATUS)

BIT 7, A DATA READY?
JR Z, TTYIN OTHERWISE WAIT
CALL DELAY!I CENTER OF PULSE

IN A, (TTYBIT) START BIT
ouUT (ITYBIT), A ECHOIT
CALL DELAY9 NEXT PULSE (9 MS)
LD B, O8H BIT COUNT

NEXT IN A, (TTYBIT) READ DATA BIT
ouT (TTYBIT), A ECHOIT
SRL A SAVE IT IN CARRY
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TTYIN
fro—————————————— =
NO
START BIT?
YES
WAIT 4.5ms

ECHO START BIT

1

WAIT9.09 ms

SHIFT IN DATA BIT
ECHOIT

NO CHARACTER
ASSEMBLED?

YES

WAIT9.09 ms

OUTPUT STOP BIT

|

WAIT 13.59 ms

Fig. 6.13: TTY Input with Echo
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RR C PRESERVE IT INTO C
CALL DELAY9 NEXT PULSE (9 MS)
DEC B DECREMENT BIT COUNT

JR NZ, NEXT

IN A, (TTYBIT) READ STOP BIT
OuUT (TTYBIT), A ECHOIT

CALL DELAY?9 SKIP SECOND STOP
RET

Fig. 6.14: Teletype Program

Let us examine the program in detail. First, the status of the Teletype
must be tested to determine if a character is available:

TTYIN IN A, (STATUS)
BIT 7, A
JR Z, TTYIN
The ““BIT”’ instruction is a useful Z80 facility which allows testing
any bit in any data register. It does not modify the contents of the regis-
ter under test. The Z flag is set if the specified bit is 0, and reset other-
wise.
This program will, therefore, loop until the status finally becomes
““17*. It is a classic polling loop.
Note also that, since the STATUS does not need to be preserved, we
could advantageously use

AND  10000000B
instead of

BIT 7,A

Using the AND instruction saves two bytes. However, it destroys the
contents of A (acceptable here).

When optimizing a program, remember that each new instruction
may introduce side-effects.

Next, a 4.5 ms delay is implemented in order to sense the start bit in
the middle of the pulse.

CALL DELAY]

where DELAY]1 is the delay subroutine implementing the required
delay. The first bit to come is the start bit. It should be echoed to the
Teletype, but otherwise ignored. This is done by the next instructions:

TTYIN IN A, (TTYBIT)
OUT (TTYBIT), A
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We must then wait for the first data bit. The necessary delay is equal to
9.09 milliseconds and is implemented by a subroutine:
CALL DELAYS

Register B is used as a counter and is loaded with the value 8 in order to
capture the 8 data bits:

LD B, 08H

Next, each data bit will be read in turn into the accumulator, then
echoed. It is assumed to arrive in bit position 0 of the accumulator. The
data bit will then be preserved into register C, where it will be shifted in.
The transfer from A to C is performed through the carry bit:

NEXT IN A, (TTYBIT)
OUT (TTYBIT), A

SRL A
Cc C
This sequence is illustrated in Figure 6.15.
A 170 SPACE
X
C
X
X <
— < aTUS TELETYPE

l DATA <>

B C

TTYBIT
l COUNTER l —#—! X l

Fig. 6.15: Teletype Input

Next, the usual 9 millisecond delay is implemented, the bit-counter is dec-

remented, and the loop is entered again as long as the eight bits have
not been captured:

CALL DELAY9

DEC B

JR NZ, NEXT
Finally, the STOP bit is captured, and echoed. It is usually sufficient to
send a single STOP bit, however both could be sent back using two
more instructions:

IN A, (TTYBIT)
OUT (TTYBIT), A
CALL DELAYS
RET
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The program should be examined with attention. The logic is quite
simple. The new fact is that whenever a bit is read from the Teletype (at
address TTYBIT), it is echoed back to the Teletype. This is a standard
feature of the Teletype. Whenever a user presses a key, the information
is transmitted to the processor-and then back to the printing mechanism
of the Teletype. This verifies that the transmission lines are working
and that the processor is operating when a character is, indeed, printing
correctly on the paper.

ENTER ENTER
Y v
SEND START COSUENTTésRITTO
BIT ELEVEN
Y >y
SEND DATA OUTPUT
BITS A BIT
+ DELAY
SEND STOP 9,1 Msec
BIT
; NO ,
EXIT
v YES
RET

Fig. 6.16: Teletype Output

Exercise 6,.25: Write the delay routine which results in the 9.09 millisec-
ond delay. (DELAY subroutine)

Exercise 6.26: Using the example of the program developed above,
write a PRINTC program which will print on the Teletype the contents
of memory location CHAR (see Fig. 6.15).

The answer appears below:

PRINTC LD B, 11 COUNTER = 11 BITS
LD A, (CHAR) GET CHARACTER
OR A CLEAR CARRY = START BIT
RLA CARRY INTO A
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NEXT OUT (TTYBIT), A OUTPUT
CALL DELAY

RRA NEXT BIT

SCF CARRY = 1 (STOP BIT)
DEC B BIT COUNT

JR NZ, NEXT

RET

Register B is used as a bit counter for the transmission. The contents
of bit 0 of A will be sent to the Teletype line (“TTYBIT”’). Note how
the carry is used to provide a ninth bit (the START bit). Also, note that
the carry is cleared by:

OR A
At the end of the program, the carry is set to one by:
SCF

in order to generate a stop bit.

Exercise 6.27: Modify the program so that it waits for a START bit in-
stead of a STATUS bit.

Printing a String of Characters

We will assume that the PRINTC routine (see Exercise 6.26) takes
care of printing a character on our printer, or display,or any output de-
vice. We will here print the contents of memory locations (START) to
(START + N).

The program is straightforward (see Figure 6.17):

»

PSTRING LD B, NBR LENGTH OF STRING
LD HL, START BASE ADDRESS
NEXT LD A, (HL) GET CHARACTER
CALL PRINTC PRINT IT
INC HL NEXT ELEMENT
DEC B
JR NZ, NEXT DO IT AGAIN
RET
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MEMORY

B

COUNTER

START +N [

TO PRIMTER
QUTPUT REGISTER

Fig. 6.17: Printing a Memory Block

PERIPHERAL SUMMARY

We have now described the basic programming techniques used to
communicate with typical input/output devices. In addition to the data
transfer, it will be necessary to condition one or more control registers
within each 1/0 device in order to condition the transfer speeds, the in-
terrupt mechanism, and the various other options correctly. The man-
ual for each device should be consulted. (For more details on the spe-
cific algorithms for exchanging information with all the usual peripher-
als, the reader is referred to our book, C207, Microprocessor Interfac-
ing Techniques.)

We have now learned to manage single devices. However, in a real
system, all peripherals are connected to the buses, and may request
service simultaneously. How are we going to schedule the processor’s
time?

INPUT/OUTPUT SCHEDULING

Since input/output requests may occur simultaneously, a scheduling
mechanism must be implemented in every system to determine in which
order service will be granted. Three basic input/output techniques are
used, which can be combined with each other. They are: polling, inter-
rupt, DMA. Polling and interrupts will be described here. DMA is
purely a hardware technique, and as such will not be described here. (It
is covered in the reference books C201 and C207.)
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Polling

Conceptually, polling is the simplest method for managing multiple
peripherals. With this strategy, the processor interrogates the devices
connected to the buses in turn. If a device requests service, the service
is granted. If it does not request service, the next peripheral is exam-
ined. Polling is used not just for the devices, but for any device service
routine. '

As an example, if the system is equipped with a Teletype, a tape re-
corder, and a CRT display, the polling routine would interrogate the
Teletype: ‘Do you have a character to transmit?’’ It would interrogate
the Teletype output routine, asking: “‘Do you have a character to
send?’’ Then, assuming that the answers are negative so far, it would
interrogate the tape-recorder routines, and finally the CRT display. If
only one device is connected to a system, polling will be used as well to
determine whether it needs service. As an example, the flowcharts for
reading a paper-tape reader and for printing on a printer appear in Fig-
ures 6.20 and 6.21.

MEMORY
t DATA BUS

e o o o - — e 3 ?
MPU - = INTERRUPT
1
o) 170
T Nt L ¥ INT ] Y INT !
1
HOLD LMEN\ORY] L DMA [
MPU — DMA
{ [ T1
L w{io o)
L o e )

Fig. 6.18: Three Methods of 170 Control
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Example: a polling loop for devices 1, 2, 3, 4 (see Fig. 6.19):
POLL4 IN A, (STATUS1) GET STATUS OF DEVICE 1

BIT 7, A SERVICE REQUEST?
CALL NZ, ONE BIT7 = 1?

IN A, (STATUS2) DEVICE 2

BIT 7, A

CALL NZ, TWO

IN A, (STATUS3) DEVICE 3
BIT 7, A

CALL NZ, THREE

IN A, (STATUS4) DEVICE 4

BIT 7, A
CALL NZ, FOUR
JR POLLA4 NO REQUEST, TRY AGAIN

Bit 7 of the status register for each device is *‘1’” when it wants serv-
ice. When a request is sensed, this program branches to the device
handler, at address ONE for device 1, TWO for device 2, etc.

A fine point is worth noting here. For each instruction, it is impor-
tant to verify carefully the way in which it affects the condition codes.
It should be noted that the input instruction does not change the flags.
If a memory-load instruction has been used instead of an input instruc-
tion, bit 7 of the input would automatically be reflected as the SIGN
bit in the flags register. The special instruction “BIT 7,A’" would be-
come unnecessary. However, because the IN instruction does not
change the flags, this extra test must be included in the program.

In some hardware implementations, input/output devices may be
treated as memory devices for purposes of addressing. This is called
memory-mapped input/output. In this case, the IN instruction would
be replaced by an LD instruction and the rest of the program would be
modified as indicated above.

The advantages of polling are obvious: it is simple, does not require
any hardware assistance, and keeps all input/output synchronous with
the program operation. Its disadvantage is just as obvious: most of the
processor’s time is wasted looking at devices that do not need service.
In addition, by wasting so much time, the processor might give service
to a device too late.

Another mechanism is, therefore, desirable in order to guarantee that
the processor’s time can be used to perform useful computations rather
than polling devices needlessly all the time. However, let us stress that
polling is used extensively whenever a microprocessor has nothing bet-
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REQUESTING

REQUESTING

A

SERVICE?

SERVICE ROU

FOR DEVICE A

TINE

B

SERVICE?

NO

SERVICE ROUTINE
FOR DEVICEB

]

C
YE.
REQUESTING S
SERVICE?
SERVICE ROUTINE
NO FOR DEVICEC

|

Fig. 6.19: Polling Loop Flowchart

X

SET READER
ENABLE ON

%

READY?

YES

NO

READ CHARACTER

Fig. 6.20: Reading from a Paper-Tape Reader
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NO

YES

LOAD PUNCH
OR PRINTER
BUFFER

TRANSMIT
DATA

Fig. 6.21: Printing on a Punch or Printer

ter to do, as it keeps the overall organization simple. Let us examine the
essential alternative to polling: interrupts.

Interrupts

The concept of interrupts is illustrated in Figure 6.18. A special hard-
ware line, the interrupt line, is connected to a specialized pin of the mi-
croprocessor. Multiple input/output devices may be connected to this
interrupt line. When any one of them needs service, it sends a level or a
pulse on this line. An interrupt signal is the service request from an in-
put/output device to the processor. Let us examine the response of the
processor to this interrupt.

In any case, the processor completes the instruction that it was cur-
rently executing; otherwise, this would create chaos inside the micro-
processor. Next, the microprocessor should branch to an interrupt-han-
dling routine which will process the interrupt. Branching to such a sub-
routine implies that the contents of the program counter must be saved
on the stack. An interrupt must, therefore, cause the automatic preser-
vation of the program counter on the stack. In addition, the flag regis-
ter F should be also preserved automatically, as its contents will be
altered by any subsequent instruction. Finally, if the interrupt-handling
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routine should modify any internal registers, these internal registers
should also be preserved on the stack (see Figures 6.22 and 6.23).

SP e PCL

PCH

Fig. 6.22: Z80 Stack After Interruption

— ]

PiT|wmlO]JO|m

/\/‘\—/
Fig. 6.23: Saving Some Working Registers

After all these registers have been preserved, one can branch to the
appropriate interrupt-handling address. At the end of this routine, all
the registers should be restored, and a special interrupt return should be
executed so that the main program will resume execution. Let us exam-
ine in more detail the interrupt lines of the Z80.

Z80 Interrupts

An interrupt is a signal sent to the microprocessor, which may re-
quest service at any time and is asynchronous to the program. When-
ever a program branches to a subroutine, such branching is synchron-
ous to program execution, i.e., scheduled by the program. An inter-
rupt, however, may occur at any time, and will generally suspend the
execution of the current program (without the program knowing it).
Because it may happen at any time relative to program execution, it is
called asynchronous.

Three interruption mechanisms are provided on the Z80: the bus re-
quest (BUSRQ), the non-maskable interrupt (NMI) and the usual inter-
rupt (INT).

Let us examine these three types.

496



INPUT/OUTPUT TECHNIQUES

The Bus Request

The bus request is the highest priority interrupt mechanism on the
Z80. The interrupt sequence for the Z80 is shown in Figure 6.24. As a
general rule, no interrupt will be sensed by the Z80 until the current
machine cycle is completed. The NMI and INT interrupts will not be
taken into account until the current instruction is finished. However,
the BUSRQ will be handled at the end of the current machine cycle,
without necessarily waiting for the end of the instruction. It is used for

YES
s o
SET BLSPG £ F
el
€80 OF o
INSTRUCTION

el
USRI F F

vtS NON
AASKARLE

lNXi RRUPT

INTERRUPT
MODE

MASRAEMJ

Fig. 6.24: Interrupt Sequence
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a direct memory access (DMA), and will cause the Z80 to go into DMA

mode (see ref. C201 for an explanation of the DMA mechanism). If the
end of an instruction has been reached, and if any NMI or INT were
pending, they would be memorized internally in the Z80 by setting spe-
cialized flip-flops: the NMI flip-flop, and the INT flip-flop. In DMA
mode, the Z80 suspends operation and releases its data-bus and
address-bus in the high-impedance state. This mode is normally used by
a DMA controller to perform transfers between a high-speed input-
output device and the memory, using the microprocessor data-bus and
address-bus. The end of a DMA operation is indicated to the Z80 by
BUSRQ changing levels. At this point, the Z80 will resume normal
operation. In particular, it will first check whether its internal NMI or
INT flip-flops had been set and, if so, execute the corresponding inter-
rupts.

The DMA should normally not be of concern to the programmer, un-
less timing is important. If a DMA controller is present in the system,
the programmer must understand that the DMA may delay the
response to an NMI or an INT.

The Non-Maskable Interrupt

This type of interrupt cannot be inhibited by the programmer. It is
therefore said to be non-maskable, hence its name. It will always be ac-
cepted by the Z80 upon completion of the current instruction, assuming
no bus request was received. (If an NMI is received during a BUSRQ,
it will set the internal NMI flip-flop, and will be processed at the end of
the BUSRQ.)

The NMI will cause an automatic push of the program counter into
the stack and branch to address 0066H: the two bytes representing the
address 0066H will be installed in the program counter. They represent
the start address of the handling routine for the NMI (see figure 6.25).

This interrupt mechanism has been designed for speed, as it is used in
case of “‘emergencies’’. Therefore, it does not offer the flexibility of the
maskable interrupt mode, described below.

Note also that an interrupt routine must have been loaded at address
006H prior to using the NMI.
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MEMORY
IFFl IFF2
o[ ]—[] o066
NMI
HANDLER

@m
L @ ]
ot

- PC = stack

Fig. 6.25: NMI Forces Automatic Vectoring

NMI causes an automatic restart at location 0066H. The sequence of
events is the following:

PC —— STACK (preserve program counter)
IFF] = [FF2 (preserve IFF)

0 i IFF1 (reset IFF)

JUMP TO 0066H (execute interrupt handler)

Also, the status of interrupt-mask-bit flip-flop (IFF1) at the time that
NMI was received is preserved automatically into IFF2. Then, IFF1 is re-
set in order to prevent any further interrupts. This feature is important to
prevent the loss of lower-priority INT’s and simplifies the external hard-
ware: the status of a pending INT is preserved internally in the Z80.

The NMI interrupt is normally used for high priority events such as a
real-time clock or a power failure.

The return from an NMI is accomplished by a special instruction, RETN:
“return from non-maskable interrupt.’’ The contents of IFF1 are restored
from IFF2, and the contents of the program counter PC are restored from
their location in the stack. Since IFF1 had been reset during execution
of the NMI, no external INT’s could be accepted during the NMI: there
has been no loss of information.

Upon termination of the interrupt handler, the sequence is:

IFF2  ==—weww=p=  1FF1 (restore IFF)
STACK =——> PC (restore program counter)

Note that, once IFF1 is restored, maskable interrupt enable status is
restored.
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Interrupt

The ordinary, maskable, interrupt INT may operate in one of three
modes. They are specific to the Z80, as the 8080 is equipped with only a
single interrupt mode. The ordinary interrupt INT may also be masked
selectively by the programmer. Setting the interrupt flip-flops IFF1 and
IFF2 to a “‘1’" will authorize interruptions. Setting them to a ‘0"’
(masking them) will prevent detection of INT. The EI instruction is
used to set them, and the DI instruction is used to reset them. IFF1 and
IFF2 are set or reset simultaneously. During execution of the Eland DI
instructions, INT’s are disabled in order to prevent any loss of informa-
tion.

Let us now examine the three interrupt modes:

Interrupt Mode 0

This mode is identical to the 8080 interrupt mode. The Z80 will
operate in interrupt mode 0 either when initially started (when the RE-
SET signal has been applied) or else when an IMO instruction has been
executed. Once mode 0 has been set, an interrupt will be recognized if
the interrupt enable flip-flop IFF1 is set to 1, provided no bus-request
or non-maskable interrupt occurs at the same time. The interrupt will
be detected only at the end of an instruction. Essentially, the Z80 will
respond to the interrupt by generating an IORQ (as well as an M1 sig-
nal), and then do nothing, except wait.

It is the responsibility of an external device to recognize the IORQ
and M1 (this is called an interrupt acknowledge or INTA) and to place
an instruction on the data-bus. The Z80 expects an instruction to be
placed on its data bus by the external device within the next cycle. Typi-
cally, an RST or a CALL instruction is placed on the bus. Both of these
instructions automatically preserve the program-counter in the stack,
and cause branching to a specific address. The advantage of the RST in-
struction is that it resides within a single byte, i.e., it executes rapidly.
Its disadvantage is to branch to only one of eight possible locations in
page zero (addresses 0 through 225). The advantage of the CALL in-
struction is that it is a general-purpose branch instruction which speci-
fies a full 16-bit address. However, it requires three bytes and therefore
executes less rapidly.

Note that once the interrupt processing starts, all further interrupts
are disabled. IFF1 and IFF2 are automatically set to 0”". It is then the
responsibility of the programmer to insert an EI instruction (Enable In-
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terrupts) at the appropriate location within his program if he wishes to
enable interrupts, and, in any case, before returning from the interrupt.

The detailed sequence corresponding to the mode O interrupt is
shown in Figure 6.26.

MODE ¢ MODE wODE 2
o : i
] CISABLE INTERRUPTS [ DISABLE INTERRUPTS 4 T LABLE NTERQUPTS:
H BFP OE) = 1FF) 1FF2 = 0 i ISR & S i
i i
T T
i i ' i
READ FIRST BYIE -
[ OF NSTRUCTION { PC STACK | ! 3£AD VECTOR I
At GRQ LOW) * ‘
1 [ JUMP 1O 0038H I { 2 STACK ]i
v
MORE 8YILS NO

REQUIRED FOR “C M VECTOR

.
.
. P
ERE
El {ENABLE INTERRUPTS} -
YES |

READ NEXT BYTE
INORMAL MEM, READ

GIT STARDUNG

ALZRESS FROM
WITH PC STATIONARY)

RET «IITOR TABLE
STACK  PC
SO | 1

CALL OR RST

E1IENAZLES INTERRUPTS)

:
.
\
—

f
1 EXECUTE INSTRUCTION | } ta: oo
t $Tals 20 §
O |
) FOR CALL
y OR RST
» ONLY

Fig. 6.26: Interrupt Modes

The return from the interrupt is accomplished by an RETI instruc-
tion. Let us remind the programmer at this point that he/she is usually
responsible for explicitly clearing the interrupt which has been serviced
on the 1/0 device, and always for restoring the interrupt disable flag in-
side the Z80. However, the peripheral controller may use the INTA sig-
nal to clear the INT request, thus freeing the programmer of this chore.

In addition, should the interrupt-handling routine modify the con-
tents of any of the internal registers, the programmer is specifically re-
sponsible for preserving these registers in the stack prior to executing
the interrupt-handling routine. Otherwise, the contents of these regis-
ters will be destroyed, and when the interrupted program resumes exe-
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cution, it will fail. For example, assuming that registers A, B, C,D,E,
H and L will be used within the interrupt handler, they will have to be

saved (see Figure 6.27). A

m

DECREASING
ADDRESSES

w O o

-

A

PCL

PCH

STACK
Fig. 6.27: Saving the Registers

The corresponding program is:

SAVREG PUSH AF
PUSH BC
PUSH DE
PUSH HL

Upon completion of the interrupt-handling routine, these registers must
be restored. The interrupt handler will terminate with the following se-
quence of instructions:

POP HL
POP DE
POP BC
POP AF
El (unless EI was used earlier in

the routine)

Additionally, if registers IX and IY are used by the routine they must
also be preserved, then restored.
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Interrupt Mode 1

This interrupt mode is set by executing the IM1 instruction. It is an
automated interrupt handler which causes an automatic branch to loca-
tion 0038H. It is therefore essentially analogous to the NMI interrupt
mechanism except that it may be masked. The Z80 automatically pre-
serves the contents of PC into the stack (see Figure 6.28).

o INT 0
automatic 38 INTERRUPT
vectoring ROUTINE
PROGRAM sp
PCL LOCATION OF
f
o - Gutomatic N PCH }INTERRUPTION
}\A;—-—.—J preserve 7
‘ _
STACK
0038
(ovtomatic) —//

MEMORY

Fig. 6.28: Mode 1 Interrupt

This automated interrupt response, which ‘‘vectors’” all interrupts to
memory location 38H, minimizes the amount of external hardware nec-
essary for using interrupts. Its possible disadvantage is to cause a
branch to a single memory location. In case several devices are con-
nected to the INT line, the program starting at location 38H will be re-
sponsible for determining which device requested service. This problem
will be addressed below.

One precaution must be taken with respect to the timing of this inter-
rupt: when performing programmed input/output transfers, the Z80
will ignore any data that may be present in the data bus during the cycle
which follows the interrupt (the interrupt acknowledge cycle).
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Interrupt Mode 2 (Vectored Interrupts)

This mode is set by executing an IM2 instruction. It is a powerful
mode which allows automatic vectoring of interrupts. The interrupt
vector is an address supplied by the peripheral device which generated
the interrupt, and used as a memory pointer to the start address of the
interrupt-handling routine. The addresssing mechanism provided by
the Z80 in mode 2 is indirect, rather than direct. Each peripheral sup-
plies a seven-bit branching address which is appended to the 8-bit ad-
dress contained in the special I register in the Z80. The right-most bit of
the final 16-bit address bit O is set to “‘0’’. This resulting address points
to an entry in a table anywhere in the memory. This table may contain
up to eight double-word entries. Each of these double words is the ad-
dress of the interrupt handler for the corresponding device. This is illus-
trated in Figures 6.29 and 6.30.

= INT
DEVICE 2X VECTOR
7 BIT VECTOR 0——
START |
] ADDRESS
|
DEVICE
HANDLER
MEMORY

Fig. 6.29: Mode 2 Interrupt

The interrupt table may have up to 128 entries.

In this mode, the Z80 also automatically pushes the contents of the
program counter into the stack. This is obviously necessary, since PC
will be reloaded with the contents of the interrupt table entry corre-
sponding to the vector provided by the device.

Interrupt Overhead

For a graphic comparison of the polling process vs. the interrupt
process, refer to Figure 6.18, where the polling process is illustrated on
the top, and the interrupt process underneath. It can be seen that in the
polling technique the program wastes a lot of time waiting,
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Fig. 6.30: Mode 2 - A Practical Example

Using interrupts, the program is interrupted, the interrupt is serviced,
then the program resumes. However, the obvious disadvantage of an
interrupt is to introduce several additional instructions at the beginning
and at the end, resulting in a delay before the first instruction of the de-
vice handler can be executed. This is additional overhead.

Exercise 6.28: Using the table indicating the number of cycles per in-
struction, in the Appendix, compute how much time will be lost to save
and then restore registers A, B, D, H.

Having clarified the operation of the interrupt lines, let us now con-
sider two important remaining problems:

I-—How do we resoive the problem of multiple devices triggering an

505



PROGRAMMING THE 280

interrupt at the same time?
2—How do we resolve the problem of an interrupt occurring while
another interrupt is being serviced?

Multiple Devices Connected to a Single Interrupt Line

Whenever an interrupt occurs, the processor branches to a specified
address. Before it can do any effective processing, the interrupt han-
dling routine must determine which device triggered the interrupt. Two
methods are available to identify the device, as usual: a software
method and a hardware method.

In the software method, polling is used: the microprocessor interro-
gates each of the devices in turn and asks them, ‘‘Did you trigger the in-
terrupt?’’ If the answer is negative, it interrogates the next one. This
process is illustrated in Figure 6.31. A sample program is:

POLINT IN A, (STATUSI) READ STATUS

BIT 7, A DID DEVICE REQUEST INT?
JP NZ, ONE HANDLE IT IF SO

IN A, (STATUS2)

BIT 7, A

JP NZ, TWO

etc. -

The hardware method uses additional components but provides the
address of the interrupting device simultaneously with the interrupt re-
quest. The device now universally used to provide this facility is called a
*“PI1C”’, or priority-interrupt-controller. Such a PIC will automatically

INT 1 POLLING INTERRUPT VECTORED

L POLLING 3

WHICH "2"—, ROUTINE
DEVICE?

SERVICE
ROUTINE P

SERVICE
ROUTINE

SERVICE
ROUTINE N

Fig. 6.31: Polled vs. Vectored Interrupt
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place on the data bus the actual required branching address for the in-
terrupting peripheral.

To be more precise, when operating in mode 0, the PIC will supply a
one-byte RST or a three-byte CALL on the data bus in response to the
interrupt acknowledge, thus automating the interrupt vectoring, and
minimizing the overhead.

Note that a subroutine call instruction is required as the Z80 does not
save the PC when operating in mode 0.

In most cases, the speed of reaction to an interrupt is not crucial, and
a polling approach is used. If response time is'a primary consideration,
a hardware approach must be used.

Simultaneous Interrupts

The next problem which may occur is that a new interrupt can be trig-
gered during the execution of an interrupt-handling routine. Let us
examine what happens and how the stack is used to solve the problem.
We have indicated in Chapter 2 that this was another essentiai role of
the stack, and the time has come now to demonstrate its use. We will
refer to Figure 6.33 to illustrate multiple interrupts. Time elapses from
left to right in the illustration. The contents of the stack are shown at
the bottom of the illustration. Looking at the left, at time TO, program
P is in execution. Moving to the right, at time T}, interrupt 11 occurs.
We will assume that the interrupt mask was enabled, authorizing 11.
Program P will be suspended. This is shown at the bottom of the illus-
tration. The stack will contain the program counter and the status reg-
ister of program P, at least, plus any optional registers that might be
saved by the interrupt handler or I1 itself.

/0 170
MPU
INTERFACE] °°*° JINTERFAC
INT | {1 . i
1 IR ¥ N

Fig. 6.32: Several Devices May Use the Same Interrupt Line

At time T1, interrupt 11 starts executing until time T2. At time T2, in-
terrupt 12 occurs. We will assume that interrupt 12 has a higher priority
than interrupt I1. If it had a lower priority, it would be ignored until 11
had been completed. At time T2, the registers for I1 are stacked, and
this appears at the bottom of the illustration. Again, the contents of the
program counter and AF are pushed into the stack. In addition, the
routine for I2 might decide to save an additional few registers. 12 will
now execute to completion at time T3.
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When 2 terminates, the contents of the stack are automatically
popped back into the Z80, and this is illustrated at the bottom of Figure
6.33. Thus, automatically 11 resumes execution. Unfortunately, at time
T4, an interrupt 13 of higher priority occurs again. We can see at the
bottom of the illustration that again the registers for 11 are pushed into
the stack. Interrupt I3 executes from T4 to T5 and terminates at T5. At

TimE fo T 1 I i I I,
PROGRAM P *——-'-: ————————————————— PN
INTERRUPT 1, [T T T = K S S
INTERRUPT 1, i SR —

' [ ECMUR———}
INTERRUPT 1,

aEan
Y: T

Fig. 6.33: Stack Contents During Multiple Interrupts

that time, the contents of the stack are popped into Z80, and interrupt
11 resumes execution. This time it runs to completion and terminates at
T6. At T6, the remaining registers that have been saved in the stack are
popped into Z80, and program P may resume execution. The reader
will verify that the stack is empty ~: this point. In fact, the number of
dashed lines indicating program suspension indicates at the same time
how many levels there are in the stack.

Exercise 6.29: Assume that the area available to the stack is liimited to
300 locations in a specific program. Assume that all the registers must
always be saved and that the programmer allows interrupts to be nest-
ed, i.e., lo interrupt each other. Which is the maximum number of
simultaneous interrupts that can be handled? Will any other factor con-
tribute to still reduce further the maximum number of simultaneous in-
terrupls?

It must be stressed, however, that, in practice, microprocessor sys-
tems are normally connected to a small number of devices using inter-
rupts. It is, therefore, unlikely that a high number of simultaneous in-
terrupts will occur in such a system.

We have now solved ali the problems usually associated with inter-

rupts. Their use is, in fact, simple and they should be employed to ad-
vantage even by the novice programmer.
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SUMMARY

In this chapter we have presented the range of techniques used to
communicate with the outside world. From elementary input/output
routines to more complex programs for communication with actual
peripherals, we have learned to develop all the usual programs and have
even examined the efficiency of benchmark programs in the case of a
parallel transfer and a parallel-to-serial conversion. Finally, we have
learned to schedule the operation of multiple peripherals by using poll-
ing and interrupts. Naturally, many other exotic input/output devices
might be connected to a system. With the array of techniques which
have been presented so far, and with an understanding of the peripher-
als involved, it should be possible to solve most common problems.

In the next chapter, we will examine the actual characteristics of the
input/output interface chips usually connected to a Z80. Then, we will
consider the basic data structures that the programmer may use.

Exercise 6.30: Compute the overhead when operating in mode 0, as-
suming that all registers are saved, and that an RST is received in re-
sponse to the interrupt acknowledge. The overhead is defined as the
total delay incurred, exclusive of the instructions required to implement
the interrupt processing proper.

Exercise 6.31: A 7-segment LED display can also display digits other
than the hex alphabet. Compute the codes for: H, I, J, L, O, P, S, U,
Yg, h f,j, L, no0,p 1t uy.

Exercise 6.32: The flowchart for interrupt management appears in Fig-
ure 6.34 Answer the following questions:
a—What is done by hardware, what is done by software?
b—What is the use of the mask?
c—How many registers should be preserved?
d—How is the interrupting device identified?
e— What does the RETI instruction do? How does it differ from a
subroutine return?
f—Suggest a way to handle a stack overflow situation.
g—What is the overhead (“‘lost time”’) introduced by the interrupt
mechanism?
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Fig. 6.34: Interrupt Logic



7
INPUT/OUTPUT DEVICES

INTRODUCTION

We have learned how to program the Z80 microprocessor in most
usual situations. However, we should make a special mention of the
input/output chips normally connected to the microprocessor. Be-
cause of the progress in LSI integration, new chips have been intro-
duced which did not exist before. As a result, programming a system
requires, naturally, first to program a microprocessor itself, and then
to program the input/output chips. In fact, it is often more difficult
to remember how to program the various control options of an input/
output chip than to program the microprocessor itself! This is not be-
cause the programming in itself is more difficult, but because each of
these devices has its own idiosyncrasies. We are going to examine here
first the most general input/output device, the programmable input/
output chip (in short a ‘“‘PIO’’), then some Zilog 1/O devices.

The ‘*Standard P10”’

There is no ‘‘standard PIO’’. However, each P1Odeviceis essentially
analogous in function to all similar PIO’s produced by other
manufacturers for the same purpose. The purpose of a PIO is to
provide a multiport connection for input/output devices. (A *‘port”’ is
simply a set of 8 input/output lines.) Each PIO provides at least
two sets of 8-bit lines for I/0 devices. Each 1/0 device needs a data
buffer in order to stabilize the contents of the data bus on output at
least. Our PIO will, therefore, be equipped at a minimum with a
buffer for each port.

In addition, we have established that the microcomputer will use
a handshaking procedure, or else interrupts to communicate with the
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1/0 device. The P10 will also use a similar procedure to communicate
with the peripheral. Each PIO must, therefore, be equipped with at
least two control lines per port to implement the handshaking
function.

The microprocessor will also need to be able to read the status of
each port. Each port must be equipped with one or more sfatus bits.
Finally, a number of options will exist within each PI1O to configure its
resources. The programmer must be able to access a special register
within the PIO to specify the programming options. This is the
control-register. In some cases the status information is part of the
control register.

CRA DDRA PDRA < CAl
e CA2
A0 o2 o 8
02| [0RZ] |8%3
24 wm @
DATABUS<:> Gl K a;%<::>PORTA
b Q ;U% o
CRB DDRB PDRB
o
I I 8
£3 (= eoRr
REGISTER | —>IRS@ SZ PORTB
SELECT | ~—{RS1 c s
IRQA <t tmrnipe B2
RQB <=—— le—— CBI
Fig. 7.1: Typical PIO

One essential faculty of the PIO is the fact that each line may be
configured as either an input or an output line. The diagram of
a PIO appears in illustration 7.1. The programmer may specify
whether any line will be input or output. In order to program the
direction of the lines, a data-direction register is provided for each
port. A “0”” in a bit position of the data-direction register specifies an
input. A ¢‘1”’ specifies an output.

It may be surprising to see that a ““0” is used for input and a *“1”’
for output when really ‘0"’ should correspond to output and ““1°” to
input. This is quite deliberate: whenever power is applied to the
system, it is of great importance that all the /O lines be configured as
input. Otherwise, if the microcomputer is connected to some
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dangerous peripheral, it might activate it by accident. When a reset is
applied, all registers are normally zeroed and that will result in con-
figuring all input lines of the PIO as inputs. The connection to the
microprocessor appears on the left of the illustration. The PIO
naturally connects to the 8-bit data bus, the microprocessor address
bus, and the microprocessor control-bus. The programmer will simply
specify the address of any register that it wishes to access within the
PIO.

The Internal Control Register

The Control Register of the PIO provides a number of options for
generating or sensing interrupts, or for implementing automatic hand-
shake functions. The complete description of the facilities provided is
not necessary here. Simply, the user of any practical system which uses
a PIO will have to refer to the data-sheet showing the effect of setting
the various bits of the control register. Whenever the system is
initialized, the programmer will have to load the control register of the
PIO with the correct contents for the expected application (see ref.
D380 for a detailed description).

e—— CA |

IRQA —CA 2

D@-D7

DIRECTION
Z

PERIPHERAL :
INTERFACE A K PAg-pA7

PERIPHERAL | K= pa pB7

INTERFACE B
i

DATA
DIRECTION

EN — (DDRE)

CONTROL

11

gCHIP SELECT

REGISTER
| SELECT

LI

]

[1

CONTROL

(CRB)
TN la— CB 1
STATUS la—a-CB 2

IRQB =

Fig. 7.2: Using a PIO-Load Control Register
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Fig. 7.3: Using a PIO-Load Data Direction
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Fig. 7.5: Using a PIO Read INPUT
Programming a P10

A typical sequence, when using a P10 channel, is the following (as-
suming an input):

Load the control register

This is accomplished by a programmed transfer between a Z80 re-
gister (usually the accumulator) and the PIO control register. This sets
the options and operating mode of the PIO (see Figure 7.2). It is nor-
mally done only once at the beginning of a program.

Load the direction register

This specifies the direction in which the 1/0 lines will be used. (See
Figure 7.3.)

Read the status
The status register indicates whether a valid byte is available on in-

put. (See Figure 7.4),

Read the port
The byte is read into the Z80. (See Figure 7.5).
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Fig. 7.6: 280 P10 pinout
The Zilog 780 P10

The Z80 PIO is a two-port PIO whose architecture is essentially
compatible with the standard model we have described. The actual
pinout is shown in Figure 7. 6, and a block diagram is shown in Figure
7.7.

Each PIO port has six registers: an 8-bit input register, a 9-bit
output register, a 2-bit mode-control register, an 8-bit mask register,
an 8-bit input/output select (direction register), and a 2-bit mask-
control register. The last three registers are used only when the port is
programmed to operate in the bit mode.

The PIO may operate in one of four modes, as selected by the con-
tents of the mode-control registers (2 bits). They are: byte output,
byte input, byte bidirectional bus, and bit mode.

The two bits of the mask control registers are loaded by the pro-
grammer, and specify the high or low state of a peripheral device
which is to be monitored, and conditions for which an interrupt can be
generated. .
~ The 8-bit input/output select register allows any pin to be either an
input or an output when operating in that mode.

516



INPUT/OUTPUT DEVICES

DATA
BUS

CONTROL

Qe

INT -—
INTE-IN ~nri
INTE-QUT -——

DATA
ouT

At

B
U G 5
E =} \ e}
o <
| F Ol ::
E < o
R .
2
1
| r —
MODE MASK y z
CONTROL CONTROL| | & K: =
<
IR
DECODING
AND HANDSHAKE _
CONTROL

INTERRUPT
CONTROL

1.

DATA

—t— N

|~ READY
~—STROBE

DATA
D our

—
]
L
—d
ul
w b
o]
>

DATA OUT

1

MASK
CONTROL

DATA OUT

HANDSHAKE

— DATA

L .. READY
I~ STROBE

+$

L

Fig. 7.7: 280 P10 Block Diagram

PORT

PORT

st



PROGRAMMING THE Z80

Programming the Zilog P10

A typical sequence for using a P10, say in bit mode, would be the
following:
Load the mode control register to specify the bit mode.
Load the input/output select register of port A to specify that
lines 0-5 are inputs and lines 6 and 7 are outputs.
Then a word would be read by reading the contents of the input
buffer.
Additionally, the mask register could be used to specify the status
conditions.
For a detaiied description of the operation of the PI1O, the reader is
referred to the companion volume in this series, the Z80 Applications
Book.

The Z30 S10

The SIO (Serial Input/Output) is a dual-channel peripheral chip de-
signed to facilitate asynchronous communications in serial form. It in-
cludes a UART, i.e., a universal asynchronous receiver-transmitter.
Its essential function is serial-to-parallel and parallel-to-serial conver-
sion. However, this chip is equipped with sophisticated capabilities,
like automatic handling of complex byte-oriented protocols, such as
IBM bisync as well as HDLC and SDLC, two byte-oriented protocols.

Additionally, it can operate in synchronous mode like a USRT, and
generate and check CRC codes. It offers a choice of calling, interrupt,
and block-transfer modes. The complete description of this device is
beyond the scope of this introductory book and appears in the
Z80 Applications Book,

Other 1/0 Chips

Because the Z80 is commonly used as a replacement for the 8080, it
has been designed so that it can be associated with almost any of the
usual 8080 input/output chips, as well as the specific I/0 chips manu-
factured by Zilog. All the 8080 input/output chips may be considered
for use in a Z80 system.
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SUMMARY

In order to make effective use of input/output components it is
necessary to understand in detail the function of every bit, or group of bits,
within the various control registers. These complex new chips automate a
number of procedures that had to be carried out by software or special
logic before. In particular, a good deal of the handshaking procedures are
automated within components such as an SIO. Also, interrupt handling
and detection may be internal. With the information that has been pre-
sented in the preceding chapter, the reader should be able to understand
what the functions of the basic signals and registers are. Naturally, still
newer components are going to be introduced which will offer a hardware
implementation of still more complex algorithms.
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APPLICATION EXAMPLES

INTRODUCTION

This chapter is designed to test your new programming skills by pre-
senting a collection of utility programs. These programs or ‘‘routines’’
are frequently encountered in applications, and are generally called
‘‘utility routines.”’ They will require a synthesis of the knowledge and
techniques presented so far.

We are going to fetch characters from an 1/0 device and process
them in various ways. But first, let us clear an area of the memory (this
may not be necessary—each of these programs is only presented as a
programming example).

CLEARING A SECTION OF MEMORY

We want to clear (zero) the contents of the memory from address
BASE + 1 to address BASE + LENGTH, where LENGTH is less then
256.

The program is:
ZEROM LD B, LENGTH LOAD B WITH LENGTH

LD A0 CLEAR A
LD HL, BASE POINT TO BASE

CLEAR LD (HL), A CLEAR A LOCATION
INC HL POINT TO NEXT
DEC B DECREMENT COUNTER
JR NZ, CLEAR END OF SECTION?
RET

In the above program, the length of the section of memory is as-
sumed to be equal to LENGTH. The register pair HL is used as a point-
er to the current word which will be cleared. Register B is used, as
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usual, as a counter.

The accumulator A is loaded only once with the value 0 (all zeros),
then copied into the successive memory locations.

In a memory test program, for example, this utility routine couid be
used to zero the contents of a block. Then the memory test program
would usually verify that its contents remained 0.

The above was a straightforward implementation of a clearing rou-
tine. Let us improve on it.

The improved program appears below,

ZEROM LD B, LENGTH
LD HL, BASE
LOOP LD (HL), 0

INC HL
DINZ LOOP
RET

The two improvements were obtained by eliminating the LD A, 0 in-
struction and loading a ‘‘zero’’ directly into the location pointed to by H
and L, and also by using the special Z80 instruction DINZ.

This improvement example should demonstrate that every time a
program is written, even though it may be correct, it can usually be im-
proved by examining it carefully. Familiarity with the complete con-
struction set is essential for bringing about such improvements. These
improvements are not just cosmetic. They improve the execution time
of the program, require fewer instructions and therefore less memory
space, and also generally improve the readability of the program and,
therefore, its chances of being correct.

Exercise 8.1; Write a memory test program which zeroes a 256-word
block, then verifies that each location is 0. Then, it will write all 1’s and
verify the contents of the block. Then it will write 01010101 and verify
the contents. Finally, it will write 10101010, and verify the contents.

Exercise 8.2: Modify the above program so that it will fill the memory
section with alternating 0’s and 1’s (all 0’s, then all I’s).

Let us now poll our 1/0 devices to find which one needs service.

POLLING 170 DEVICES

We will assume that those 1/0O devices are connected to our sys-
tem. Their status registers are located at addresses IOSTATUSI,
IOSTATUS2, IOSTATUS3. The program is:
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TEST IN A, (STATUSI) READ 10 STATUSI
BIT 7, A TEST “READY” BIT (BIT 7
JP NZ, FOUND! JUMP TO HANDLER 1
IN A, (STATUS2) SAME FOR DEVICE 2
BIT 7, A
JP NZ, FOUND2
IN A, (STATUS3) SAME FOR DEVICE 3
BIT 7, A
JP NZ, FOUND3
(failure exit)

The MASK will contain, for example, “*10000000"° if we test bit posi-
tion 7. As a result of the BIT instruction, the Z bit of the status flags
will be set to 1 if “MASK AND STATUS” is non-zero, i.e., if the cor-
responding bit of STATUS matches the one in MASK. The JP NZ in-
struction (jump if non-equal to zero) will then result in a branch to the
appropriate FOUND routine.

GETTING CHARACTERS IN

Assume we have just found that a character is ready at the keyboard.
Let us accumulate characters in a memoryarea calied BUFFER until we
encounter a special character called SPC, whose code has been previ-
ously defined.

The subroutine GETCHAR will fetch one character from the key-
board (see Chapter 6 for more details) and leave it in the accumulator.
We assume that 256 characters maximum will be fetched before an SPC
character is found.

STRING LD HL, BUFFER POINT TO BUFFER
NEXT CALL GETCHAR GET A CHARACTER

CP SPC CHECK FOR SPECIAL CHAR
JR Z, 0uUT FOUND IT?
LD (HL), A STORE CHAR IN BUFFER
INC HL NEXT BUFFER LOCATION
JR NEXT GET NEXT CHAR

ouT RET

Exercise 8.3: Let us improve this basic routine:
a—kEcho the character back to the device (for a Teletype, for example).
b—Check that the input string is no longer than 256 characters.

We now have a string of characters in a memory buffer. Let us proc-
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Let us determine if the character at memory location LOC is equal to

0,1,o0r2:

Z0T LD
CpP
Jp
Cp
JP
CP
JP
JP

A, (CHAR)
00

Z, ZERO
01

Z, ONE

02

Z, TWO
NOTFND

GET CHARACTER
IS IT A ZERO?
JUMP TO ROUTINE
A ONE?

A TWO?

FAILURE

We simply read the character, then use the CP instruction to check its

value.

Let us run a different test now.

BRACKET TESTING

Let us determine if the ASCII character at memory location LOCis a
digit between 0 and 9

BRACK LD
AND
CP
JR
CP
JR
CP

ouT RET

A,(CHAR)
TFH

30H

C, OUT
39H

NC, OUT
A

EXIT

GET CHARACTER
MASK OUT PARITY BIT
ASCII 0

CHAR TOO LOW?
ASCI1 9

CHAR TOO HIGH?
FORCE ZERO FLAG

ASCII ‘0’ is represented in hexadecimal by *“30°* or by “D0"’, de-
pending upon whether the parity bit is used or not. Similarly, ASCII
‘9" is represented in hexadecimal by ‘39’ or by *“‘B9”’.

The purpose of the second instruction of the program is to delete bit
7, the parity bit, in case it was used, so that the program is applicable to
both cases. The value of the character is then compared to the ASCII
values for ““0”’ and ‘‘9’’. When using a comparison instruction, the Z
flag is set if the comparison succeeds. The carry bit is set in the case of
borrow, and reset otherwise. In other words, when using the CP in-
struction, the carry bit will be set if the value of the literal that appears
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in the instruction is greater than the value contained in the accumu-
lator. It will be reset (‘‘0’") if less than or equal.

The last instruction, CP A, forces a “‘0’’ into the Z flag. The Z flagis
used to indicate to the calling routine that the character in CHAR was
indeed in the interval (0, 9). Other conventions can be used, such as
loading a digit in the accumulator in order to indicate the result of the
test.

Exercise 8.4: Is the following program equivalent to the one above?:

LD A, (CHAR)

SUB  30H

JP M, OUT
SUB 10

JP P, OUT
ADD 10

Exercise 8.5: Determine if an ASCII character contained in the accumu-
lator is a letter of the alphabet.

When using an ASCII table, you will notice that parity is often used.
For example, the ASCII for ‘0’ is *“‘0110000’", a 7-bit code. However,
if we use odd parity, for example, we guarantee that the total number
of ones in a word is odd; then the code becomes: ‘“10110000’°. An extra
17’ is added to the left. This is ‘““B0O’’ in hexadecimal. Let us therefore
develop a program to generate parity.

PARITY GENERATION
This program will generate an even parity in bit position 7:

PARITY LD A, (CHAR) GET CHARACTER

AND 7FH CLEAR PARITY BIT
JR PE, OUT CHECK IF PARITY
ALREADY EVEN
OR 80H SET PARITY BIT
ouT LD (LOC), A STORE RESULT

The program uses the internal parity detection circuit available in the
Z80. '

The third instruction: JR PE, OUT checks whether parity of the
word in the accumulator is already even. This instruction will succeed if
the parity is even, “‘PE’", and will exit.

If the parity is not even, i.e., if the jump instruction failed, then the
parity is odd, and a ““I’* must be written in bit position 7. This is the
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purpose of the fourth instruction:
OR 80H

Finally, the resulting value is saved in memory location LOC.

Exercise 8.6: The above problem was too simple to solve, using the in-
ternal parity detection circuitry. As an exercise, you are requested to
solve the same problem without using this circuitry. Shift the contents
of the accumulator, and count the number of 1°’s in order to determine
which bit should be written into the parity position.

Exercise 8.7: Using the above program as an example, verify the parity
of a word. You must compute the correct parity, then compare it to the
one expected.

CODE CONVERSION: ASCII TO BCD

Converting ASCII to BCD is very simple. We will observe that the
hexadecimal representation of ASCII characters 0to 9is 30 to 39 or BO
to B9, depending on parity. The BCD representation is simply obtained
by dropping the ‘3’ or the *“B’’, i.e., masking off the left nibble (4
bits):

ASCBCD CALL BRACK CHECK THAT CHARISOTO9
JP NZ, ILLEGAL EXIT IF ILLEGAL CHAR
LD A, (CHAR) GET CHARACTER
AND OF MASH HIGH NIBBLE
LD (BCDCHAR), A STORE RESULT

Exercise 8.8: Write a program to convert BCD to ASCII.

Exercise 8.9: Write a program to convert BCD to binary (more diffi-
cult).

Hint: N, N, N, Ny in BCDis(((N; x 10) + N;) x 10 + N;) x 10 + Nyin
binary.

To multiply by 10, use a left shift (= x 2), another left shift (= x4),
an ADC (= x 5), another left shift (= x 10).

In full BCD notation, the first word may contain the count of BCD
digits, the next nibble contain the sign, and every successive nibble con-
tain a BCD digit (we assume no decimal point). The last nibble of the
block may be unused.

CONVERT HEX TO ASCH

“A” contains one hexadecimal digit. We simply need to add a 3"’ (or a
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““B’") into the left nibble:

AND FH ZERO LEFT NIBBLE (optional)
ADD A, 30H ASCI1

Ccp A, 3AH CORRECTION NECESSARY?
Jp M, OUT

ADD A,7 CORRECTION FOR A TO F

Exercise 8.10: Convert HEX to ASCII, assuming a packed format (two
hex digits in A).

FINDING THE LARGEST ELEMENT OF A TABLE

The beginning address of the table is contained at memory address
BASE in page zero. The first entry of the table is the number of bytes it
contains. This program will search for the largest element of the table.
Its value will be left in A, and its position will be stored in memory loca-
tion INDEX.

This program uses registers A, B, H and L., and will use indirect ad-
dressing, so that it can search a table anywhere in the memory (see Fig-
ure 8.1).

MAX LD HL, BASE TABLE ADDRESS
LD B, (HL) NBR OF BYTES IN TABLE
LD A,0 CLEAR MAXIMUM VALUE
LD (INDEX), HL INITIALIZE INDEX
INC HL NEXT ENTRY

LOOP CP (HL) COMPARE ENTRY
JR  NC, NOSWITCH JUMP JF LESS THAN MAX
LD A, (HL) LOAD NEW MAX VALUE
LD (INDEX), HL LOAD NEW MAX VALUE

NOSWITCH INC HL POINT TO NEXT ENTRY
DEC B DECREMENT COUNTER
JR NZ, LOOP KEEP GOING IF NOT ZERO
RET

This program tests the nth entry first. If it is greater than 0, the entry
goes in A, and its location is remembered into INDEX. The (n-1)st en-
try is then tested, etc.

This program works for positive integers.

Exercise 8.11: Modify the program so that it works also for negative
numbers in two’s complement.

Exercise 8.12: Will this program also work for ASCII characters?
Exercise 8.13: Write a program which will sort n numbers in ascending
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/\/\/\"

POINTERTO | INDEX
MAX

A | CURRENTMAX |

COUNT=N BASE
‘ELEMENT |

B | CounteR |

X X
A

HL | N

ELEMENT N

N

Fig. 8.1: Largest Element in a Table

order.

Exercise 8.14: Write a program which will sort n names (3 characters
each) in alphabetical order.

SUM OF N ELEMENTS

This program will compute the 16-bit sum of N entries of a table. The
starting address of the table is contained at memory address BASE, in
page zero. The first entry of the table contains the number of elements
N. The 16-bit sum will be left in memory locations SUMLO and
SUMHI. If the sum should require more than 16 bits, only the lower 16
will be kept. (The high order bits are said to be truncated.)

This program will modify registers A, B, H, L, IX. It assumes 256
elements maximum (see Figure 8.2).

SUMIG LD HL, BASE POINT TO TABLE BASE

LD B, (HL) READ LENGTH INTO
COUNTER

INC HL POINT TO FIRST ENTRY

LD IX, SUMLO POINT TO RESULT, LOW

LD A0 CLEAR RESULT
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LD (X+0), A LOW
LD (IX+1), A AND HIGH
ADLOOP LD A, (HL) GET TABLE ENTRY
ADD A, (IX+0) COMPUTE PARTIAL SUM
LD (IX+0), A STORE IT AWAY
JR NC, NOCARRY CHECK FOR CARRY
INC (IX+1) ADD CARRY TO HIGH BYTE
NOCARRY INC HL POINT TO NEXT ENTRY
DEC B DECREMENT BYTE COUNT
JR NZ, ADLOOP KEEP ADDING TILL END
RET
B COUNT ]<
i
ENGTH=N | BASE
M | BASE }-r ELEMENT 1
1 @
x| . H :
ELEMENT N
> SUMLO
SUMH |

Fig. 8.2: Sum of N Elements

This program is straightforward and should be self-explanatory.

Exercise 8.15: Modify this program to:
a—compute a 24-bit sum

b—compute a 32-bit sum

c—detect any overflow.

A CHECKSUM COMPUTATION

A checksum is a digit or set of digits computed from a block of suc-
cessive characters. The checksum is computed at the time the data is
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stored and put at the end. In order to verify the integrity of the data, the
data is read, then the checksum is recomputed and compared against
the stored value. A discrepancy indicates an error or a failure.

Several algorithms are used. Here, we will exclusive-OR all bytes in a
table of N elements, and leave the result in the accumulator. As usual,
the base of the table is stored at address BASE in page zero. The first
entry of the table is its number of elements N. The program modifies A,
B, H., L. N must be less than 256.

CHECKSUM LD HL, BASE LEAD ADDRESS OF TABLE
INTO HL
LD B, (HL) GET N = LENGTH
XOR A CLEAR CHECKSUM
INC HL POINT TO FIRST ELEMENT
CHLOOP XOR (HL) COMPUTE CHECKSUM
INC HL POINT TO NEXT ELEMENT
DEC B DECREMENT COUNTER

JR NZ, CHLOOP DO IT AGAIN IF NOT END
LD (CHECKSUM),A PRESERVE CHECKSUM
RET

COUNT THE ZEROES

This program will count the number of zeroes in our usual table, and
leave it in location TOTAL. It modifies A, B, C, H, L.

ZEROS LD HL, BASE POINT TO TABLE

LD B, (HL) READ LENGTH INTO COUNTER
LD C,0 ZERO TOTAL
INC HL POINT TO FIRST ENTRY
ZLOOP LD A, (HL) GET ELEMENT
OR O SET ZERO FLAG
JR NZ, NOTZ ISIT A ZERO?
INC C IF SO, INCREMENT ZERO COUNT
NOTZ INC HL POINT TO NEXT ENTRY
DEC B DECREMENT LENGTH COUNTER
JR NZ, ZLOOP
LD A/C

LD (TOTAL), A SAVEIT

Exercise 8.16: Modify this program to count
a-—the number of stars (the character *“*’’)
b—the number of letters of the alphabet
c—the number of digits between ‘0"’ and 9’
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BLOCK TRANSFER

Let us pick up every third entry in the source block at address FROM
and store it into a block at address TO:

FER3 LD HL, FROM

LD DE, TO SET UP POINTERS
LD BC, SIZE
LOOP LDI AUTOMATED TRANSFER
INC HL
INC HL SKIP 2 ENTRIES

JR PE, LOOP

BCD BLOCK TRANSFER

We will push up BCD digits in the memory, i.e, shift 4-bit nibbles
(see Figure 8.3). The program appears below:

e
A // / "l A
B COUNT ‘ /%
f“%@//

i
H BLOCK o
| /Z COUNT

Fig. 8.3: BCD Block Transfer -The Memory

DMOV LD B, COUNT
LD HL, BLOCK

XOR A A=20
LOOP RLD
INC  HL POINT TO NEXT BYTE
DINZ LOOP DEC COUNT LOOP UNTIL ZERO
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The program uses the RLD instruction, which we have not used yet.
RLD rotates a BCD digit left between A and (HL). (HL) or M designate
the contents of the memory location pointed to by H and L.

M LOW goes into M HIGH
M HIGH goes into A LOW
A LOW goes into M LOW

Here, ‘““low”” and ‘‘high’’ refer to a 4-bit nibble.

In order to use the powerful DJNZ instruction, register B is used as
the digit counter. HL is set to point to the beginning of the block.

A is used to store the left digit displaced by each rotation between
two successive accesses to the block.

By convention, ‘0" will be entered at the bottom of the block.

COMPARE TWO SIGNED 16-BIT NUMBERS

IX points to the first number NI.
IY points to N2 (see Figure 8.4).

The program sets the carry bit if N1< N2, and the Z bit if N1 = N2.
COMP LD B, (IX+1) GET SIGN OF N1
LD A, B
AND 80H TEST SIGN, CLEAR CY
JR NZ, NEGM1 NI ISNEG
BIT 7, AY +1)

RET NZ N2 IS NEG
LD A,B
CP  (IY+1) SIGNS ARE BOTH POS
RET NZ
LD A, (IX)
CP 1Y)
RET
NEGMI XOR (Y + )
RLA SIGN BIT INTO CY
RET C SIGNS DIFFERENT
LD A,B
CP  (IY+1) BOTH SIGNS NEG
RET NZ
LD A, (IX)
CP 1Y)
RET

The program first tests the signs of N1 and N2. If NI is negative, a
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jump occurs to NEGM\. Otherwise, the top of the program is executed.

MEMORY

A

N1, HIGH

N1, HIGH

l HIGH ADDRESSES

Y !
N2, LOW

N2, HIGH

= %

Fig. 8.4: Comparing Two Signed Numbers
Note that the BIT instruction is used in the 5th line to test directly the
sign bit of N2 in the memory:
BIT 7, (Y + 1)

The same could have been done for N1, except that we will need the
value of NI shortly. It is therefore simpler to read NI from memory
and preserve it into B:

COMP LD B, (X + 1)

It is necessary to preserve NI into B because the AND may destroy the
contents of A:

LD A, B
AND 80H

Note also that a conditional return is used (line 6):

RET NZ
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This is a powerful feature of the Z80 which simplifies programming.
Note that the comparison instruction executes directly on the con-
tents of memory, in indexed mode:

CP ay + 1

When comparing the two numbers, the most significant byte is com-
pared first, the least significant one second.

Note the extensive use of the indexing mechanism in this program,
which results in efficient code.

BUBBLE-SORT

Bubble-sort is a sorting technique used to arrange the elements of a
table in ascending or descending order. The bubble-sort technique de-
rives its name from the fact that the smallest element “‘bubbles up’’ to
the top of the table. Every time it ‘‘collides’” with a ‘‘heavier’’ element,
it jumps over it.

A practical example of a bubble-sort is shown on Figure 8.5 The list
to be sorted contains: (10, 5, 0, 2, 100), and must be sorted in descend-
ing order (*‘0’° on top). The algorithm is simple, and the flowchart is
shown on Figure 8.7

The top two (or else bottom two)elements are compared. If the lower
one is less (‘‘lighter’”) than the top one, they are exchanged. Otherwise
not. For practical purposes, the exchange, if it occurs, will be remem-
bered in a flag called “EXCHANGED’’. The process is then repeated
on the next pair of elements, etc., until all elements have been com-
pared two by two.

This first pass is illustrated by steps 1, 2, 3, 4, 5, 6 on Figure 8.5, go-
ing from the bottom up. (Equivalently we could go from the top down.)

If no elements have been exchanged, the sort is complete. If an ex-
change has occurred, we start all over again.

Looking at Figure 8.6, it can be seen that four passes are necessary in
this example.

The process is simple, and is widely used.

One additional complication resides in the actual mechanism of the

exchange.
When exchanging A and B, one may not write
A =B
B =A

as this wouid result in the loss of the previous value of A (try it on an
example).
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100 e

100> 2:
NO CHANGE

EXCHANGED

100> 2:
NO CHANGE

®

2410

EXCHANGE

100

2>0:
NO CHANGE

10 e— 1=t
o <t =2
5
2
100
0<10:
EXCHANGE!

2<5:
EXCHANGE!

EXCHANGED

O

10
5 bt— 1=
0 G |
2
100
0«5
EXCHANGE!

e

EXCHANGE 0
END OF PASS |

©

END OF PASS

0
10

]

100

EXCHANGED

2>0:
NO CHANGE

@

END OF PASS 2

Fig. 8.5: Bubble-Sort Example: Phases 1 to 12
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0 o 0

2 2 5

0 10 - — =3 5 ::]

5 — | 4 5 — =4 10

100 - | 5 100 100
NSOCO;ASNGE ExCHANGE! EXCHANGED

@) ©

0 0 e 1= | 0
2 - (=2 2 =2 5
5 — | =3 5 5
10 10 10 [ =4
100 100 100 [ =5
5.2: 2>0: 100 >10:
NO CHANGE NO CHANGE

NO CHANGE
®

END OF PASS 3

0 0 0 g =]
2 2 r— =2 2 - (=2
5 g =3 5 g =3 5
10 =4 10 10
100 100 100
10>5: 5> 2: 2>0:
NO CHANGE NO CHANGE NO CHANGE
@

END
Fig. 8.6: Bubble-Sort Example: Phases 13 to 21

The correct solution is to use a temporary variable or location to pre-
serve the value of A:

TEMP = A
A =B
B = TEMP

It works (try it on an example). This is called a circular permutation.

This is the way all programs implement the exchange. This technique
is illustrated on the flowchart of Figure 8.7.
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Y
[ EXCHANGED = 0

¥

GET NUMBER OF
ELEMENTS N
l=N

5 )
READ ELEMENT
£l

\
DECREMENT |

A READ E(1) DONE

EXCHANGE E AND £’
TEMP = ()
E(l) = E'(l)
E(l) = TEMP

¥
EXCHANGED = 1

. )

Fig. 8.7: Bubble-Sort Flowchart
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EXCHANGE/NOT

3 e

8| PTR || count e i S
of  ~ext ][ current e
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J il : I
IX[ : ¢___- ’ COUNT

/

Fig. 8.8: Bubble-Sort

The register and memory assignments are shown on Figure 8.8, and
the program is:

BUBBLE LD (TEMP), HL TEMP=(H, L)

AGAIN LD IX, (TEMP) (IX)=(HL)
RES FLAG, H EXCHANGED FLAG =0
LD B,C
DEC B

NEXT LD A, (IX)
LD DA D =CURRENT ENTRY
LD E, {dX+1) E=NEXT ENTRY
SUB E COMPARE

JR  NC, NOSWITCH GO TO NOSWITCH IF
CURRENT > NEXT

XCHANGE LD (IX), E STORE NEXT INTO
CURRENT
LD ((IX+1,D STORE CURRENT INTO
NEXT
SET FLAG, H EXCHANGED FLAG =1
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NOSWITCH INC IX NEXT ENTRY
DINZ NEXT DEC B, CONTINUE UNTIL
ZERO
BIT FLAG, H EXCHANGED =1?
JR NZ, AGAIN RESTART IF FLAG =1
RET
SUMMARY

Common utility routines have been presented in this chapter which
use combinations of the techniques we have described in the previous
chapters. They should allow you to start designing your own programs
now. Many of these routines have used a special data structure, the
table. Other possibilities exist for structuring data, and will now be re-
viewed.
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9
DATA STRUCTURES

PART I — THEORY

INTRODUCTION

The design of a good program involves two tasks: algorithm design
and data structures design. In most simple programs, no significant
data structures are involved, so the main objective in learning program-

ming is designing algorithms and coding them efficiently in a given
machine language. This is what we have accomplished here. However,
designing more complex programs also requires an understanding of
data structures. Two data structures have already been used through-
out the book: the tabie and the stack. The purpose of this chapter is to
present other, more general, data structures that you may want
to use. This chapter is completely independent of the microprocessor,
or even the computer, selected. It is theoretical and involves the logical
organization of data in the system. Specialized books exist on the topic
of data structures, just as specialized books exist on the subject of
efficient multiplication, division or other usual algorithms. This
chapter, therefore, will be limited to essentials only. It does not claim
to be complete. The most common data structures will now be reviewed.

POINTERS

A pointer is a number which is used to designate the location of the
actual data. Every pointer is an address. However, every address is not
necessarily called a pointer. An address is a pointer only if it points at
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some type of data or at structured information. We have. already en-
countered a typical pointer: the stack pointer, which points to the top
of the stack (or usually just over the top of the stack). We will see that
the stack is a common data structure, called an LIFO structure.

As another example, when using indirect addressing, the indirect ad-
dress is always a pointer to the data that one wishes to retrieve,

Exercise 9.1: Examine Fig. 9.1. At address 15 in the memory, there is a
pointer to Table T. Table T starts at address 500. What are the actual
contents of the pointer to T?

8
15
—  POINTERTOT
16
500
TABLE T

Fig. 9.1: An Indirection Pointer

LISTS

Almost all data structures are organized as lists of various kinds.

Sequential Lists

A sequential list, or table, or block, is probably the simplest data
structure, and is one that we have already used. Tables are normally
ordered in function of a specific criterion, such as alphabetical ordering
or numerical ordering. It is then easy to retrieve an element in a table,
using, for example, indexed addressing, as we have done. A block nor-
mally refers to a group of data which has definite limits but whose con-
tents are not ordered. It may contain a string of characters; it may
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be a sector on a disk; or it may be some logical area (called segment) of
the memory. In such cases, it may not be easy to access a random ele-
ment of the block.

In order to facilitate the retrieval of blocks of information, directo-
ries are used.

Directories

A directory is a list of tabies or blocks. For example, the file system
will normally use a directory structure. As a simple example, the master
directory of the system may include a list of the users’ names. This is il-
lustrated in Figure 9.2. The entry for user ‘‘John’’ points to John’s file
directory. The file directory is a table which contains the names of all of
John’s files and their location. This is, again, a table of pointers. In this
case, we have just designed a two-level directory. A flexible directory
system will allow the inclusion of additional intermediate directories, as
may be found convenient by the user.

USER DIRECTORY

JOHN'S
FiLE DIRECTORY

JOHN

JOHN'S FRE
ALPHA

ALPHA

SIGMA DATA

SIGMA

Fig. 9.2: A Directory Structure

Linked List

In a system there are often blocks of information which represent
data, events, or other structures which cannot be moved around eas-
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ily. If they could, we would probably assemble them in a table in order
to sort or structure them. The problem now is that we wish to leave
them where they are and still establish an ordering among them such as
first, second, third, fourth. A linked list will be used to solve this prob-
lem. The concept of a linked list is illustrated by Figure 9.3. On the il-
lustration, we see that a list pointer, called FIRSTBLOCK, points to the
beginning of the first block. A dedicated location within Block 1 such
as, perhaps, the first or the last word in it, contains a pointer to Block
2, called PTR1. The process is then repeated for Block 2 and Block 3.
Since Block 3 is the last entry in the list, PTR3, by convention, either
contains a special ““nil’” value, or points to itself, so that the end of the
list can be detected. This structure is economical, as it requires only a
few pointers (one per block) and frees the user from having to physi-
cally move the blocks in the memory.

FIRST
beppant BLOCK1
BLOCK

BLOCK 3

PTR 2

PIR3
L4

BLOCK 2

PTR1

Fig. 9.3: A Linked List

Let us examine, for example, how a new block will be inserted. This
is illustrated by Figure 9.4. Let us assume that the new block is at ad-
dress NEWBLOCK, and is to be inserted between Block | and Block 2.
Pointer PTR1 is simply changed to the value NEWBLOCK, so that it
now points to Block X. PTRX will contain the former value of PTRI,
i.e., it will point to Block 2. The other pointers in the structure are left
unchanged. We can see that the insertion of a new block has simply re-
quired updating two pointers in the structure. This is clearly efficient.

Exercise 9.2: Draw a diagram showing how Block 2 would be removed
Jrom this structure.

NEW BLOCK

BLOCK X

J L BLOCK2

Fig. 9.4: Inserting a New Block

PIR X

-

FIRST
—]
BLOCK

BLOCK 1

PTR 2

)
BLOCK 3 x ]
o

PIR Y
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Several types of lists have been developed to facilitate specific types
of access, insertions, and deletions to and from the list. Let us examine
some of the most frequently used types of linked lists.

Queue

A queue is formally called a FIFO, or first-in-first-out list. A queue
is illustrated in Figure 9.5. To clarify the diagram, we can assume, for
example, that the block on the left is a service routine for an output
device, such as a printer. The blocks appearing on the right are the re-
quest blocks from various programs or routines, to print characters.
The order in which they will be serviced is the order established by the
waiting queue. It can be seen that the first event which will obtain serv-
ice is Block 1, the next one is Block 2, and the following one is Block 3.
In a queue, the convention is that any new event arriving in the queue
will be inserted at the end. Here it will be inserted after PTR3. This
guarantees that the first block to be inserted in the queue will be the
first one to be serviced. It is quite common in a computer system to
have queues for a number of events whenever they must wait for a
scarce resource, such as the processor or some input/output device.

SERVICE ROUTINE BLOCK1
NEXT — PIR
ey
BLOCK 3
E PIR3
Lo
BLOCK 2
PTR2 ma—

Fig. 9.5: A Queue
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Stack

The stack structure has already been studied in detail throughout the
book. It is a last-in-first-out structure (LIFO). The last element depos-
ited on top is the first one to be removed. A stack may either be im-
plemented as a sorted block, or it may be implemented as a list. Because
most stacks in microprocessors are used for high-speed events, such as
subroutines and interrupts, a continuous biock is usually allocated to
the stack instead.of using a linked list.

Linked List vs. Block

Similarly, the queue could be implemented as a block of reserved
locations. The advantage of using a continuous block is fast retrieval
and the elimination of the pointers. The disadvantage is that it is usu-
ally necessary to dedicate a fairly large block to accommodate the
worst-case size of the structure. Also, it makes it difficult or impractical
to insert or remove elements from within the block. Since memory is
traditionally a scarce resource, blocks have usually been reserved for
fixed-size structures or structures requiring the maximum speed of re-
trieval, such as the stack.

Circular List

“‘Round robin’’ is a common name for a circular list. A circular list is
a linked list in which the last entry points back to the first one. This is il-
lustrated in Figure 9.6. In the case of a circular list, a current-block
pointer is often kept. In the case of events, or programs, waiting for
service, the current-event pointer will be moved by one position to the
left or to the right every time. A round robin usually corresponds to a
structure in which all blocks are assumed to have the same priority.
However, a circular list may also be used as a subcase of other struc-
tures simply to facilitate the retrieval of the first block after the last
one, when performing a search.

As an example of a circular list, a polling program usually goes in a
round robin fashion, interrogating all peripherals and then coming
back to the first one.

Trees

Whenever a logical relationship exists among all elements of a struc-
ture (this is usually called a syntax), a tree structure may be used. A sim-
ple example of a tree structure is a descendant, or genealogical, tree.
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t

CURRENT EVENT

Fig. 9.6: Round Robin is Circular List

This is illustrated in Figure 9.7. It can be seen that Smith has two chil-
dren: a son, Robert, and a daughter, Jane. Jane, in turn, has three
children: Liz, Tom and Phil. Tom, in turn, has two more children: Max
and Chris. However, Robert, on the left of the illustration, has no de-
scendants.

This is a structured tree. We have, in fact, already encountered an ex-
ample of a simple tree in Figure 9.2. The directory structure is a two-
level tree. Trees are used to advantage whenever elements may be classi-
fied according to a fixed structure. This facilitates insertion and re-
trieval. In addition, they may establish groups of information in a
structured way which may be required for iater processing, such asin a
compiler or interpreter design.

SMITH
/ \ B
ROBERT JANE
/ \
uz Tom PHIL
/ \\
MAX CHRIS

Fig. 9.7: Genealogical Tree

Doubly-Linked Lists

Additional links may be established between elements of a list. The
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simplest example is the doubly-linked list. This is illustrated in Figure
9.8. We can see that we have the usual sequence of links from left to
right, plus another sequence of links from right to left. The goal is to
allow easy retrieval of the element just before the one which is being
processed, as well as just after it. This costs an extra pointer per block.

BLOCK 1

PTR

BLOCK 3

PTR
PTR

BlOCK2  |E

Fig. 9.8: Doubly-Linked List

SEARCHING AND SORTING

Searching and sorting elements of a list depends directly on the type
of structure which has been used for the list. Many searching algo-
rithms have been developed for the most frequently used data struc-
tures. We have already used indexed addressing. This is possible when-
ever the elements of a table are ordered in function of a known
criterion. Such elements may then be retrieved by their numbers.

Sequential searching refers to the linear scanning of an entire block.
This is clearly inefficient but may have to be used when no better tech-
nique is available, for lack of ordering of the elements.

Binary, or logarithmic, searching attempts to find an element in a
sorted list by dividing the search interval in half at every step. Assum-
ing that we are searching an alphabetical list, one might start, for exam-
ple, in the middle of a table and determine if the name we are looking
for is before or after this point. If it is after this point, we will eliminate
the first half of the table and look at the middle element of the second
half. We compare this entry again to the one we are looking for, and we
restrict our search to one of the two halves, and so on. The maximum
length of a search is then guaranteed to be log.n, where n is the number
of elements in the table,

Many other search techniques exist.

SECTION SUMMARY

This section was intended as only a brief presentation of usual data
structures which may be used by a programmer. Although most com-
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mon data structures have been organized in types and given a name, the
overall organization of data in a complex system may use any combina-
tion of them, or require the programmer to invent more appropriate
structures. The array of possibilities is only limited by the imagination
of the programmer. Similarly, a number of well-known sorting and
searching techniques have been developed for coping with the usual
data structures. A comprehensive description is beyond the scope of
this book. The contents of this section were intended to stress the im-
portance of designing appropriate section structures for the data to be
manipulated and to provide the basic tools to that effect.
Actual programming examples will now be presented in detail.
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PART il — DESIGN EXAMPLES

INTRODUCTION

Actual design examples will be presented here for typical data struc-
tures: table, sorted list, linked list. Practical searching and insertion and
deletion algorithms will be programmed for these structures.

The reader interested in these advanced programming techniques is
encouraged to analyze in detail the programs presented in this section.

However, the beginning programmer may skip this section initially,
and come back to it when he feels ready for it.

A good understanding of the concepts presented in the first part of
this chapter is necessary to follow the design examples. Also, the pro-
grams will use all of the addressing modes of the Z80, and integrate
many of the concepts and techniques presented in the previous chapters.

Three structures will now be introduced: a simple list, an alphabetical
list and a linked-list plus directory. For each structure, three programs
will be developed: search, enter and delete.

DATA REPRESENTATION FOR THE LIST

Both the simple list and the alphabetic list will use a common repre-
sentation for each list element:

C C C D D ég D D

™ e e
3-byte label Data
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ENTLEN M LENG TH OF ENTRY
TABLEN Ne NUMBER OF ENTRIES
TAB BASE
LABEL
ENTRY MBYTES
DATA

/\/\/\/\/\ at———— ENTER NEW ELEMENT

Fig. 9.9: The Table Structure

, c b
c © LABEL
c )
D
ELEMENT ENTLEN
NNANANNN
( DATA
VAYAVAVAVAVANV AV \
S | S 1
C ) A
c ; LABEL
c )
ELEMENT ° ) ENTLEN
AANANNANINN
( DATA
AANANANANN
D
v

Fig 9.10: Typical List Entries in the Memory
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Each element, or “‘entry”’, includes a 3-byte label, and an n-byte block
of data, with n between 1 and 253. Thus, at most, each entry uses one
page (256 bytes). Within each list, all elements have the same length (see
Figure 9.10). The programs operating on these two simple lists use some
common variable conventions:

ENTLEN is the length of an element. For example, if each element
has 10 bytes of data, ENTLEN =3 + 10 = 13

TABASE  is the base of the list or table in the memory

POINTR  isarunning pointer to the current element

OBJECT  isthe current entry to be located, inserted or deleted

TABLEN is the number of entries.

All labels are assumed to be distinct. Changing this convention would
require a minor change in the programs.

TABASE ] ELEMENT § I LE?NGTTL?N:

ELEMENT 2

POINTR | CURRENT
ELEMENT

ELEMENT n (TABUEN =n)

FREE SPACE —_p,.| FREE SPACE

VAV Ve V'

INSERT

N NN

QBJECT
TO BE INSERTED

Fig. 9.11: The Simple List
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A SIMPLE LIST

The simple list is organized as a table of n elements. The elements are
not sorted (see Figure 9.11). When searching, one must scan through
the list until an entry is found or the end of the table is reached. When
inserting, new entries are appended to the existing ones. When an entry
is deleted, the entries in higher memory locations, if any, will be shifted
down to keep the table continuous.

Searching

A serial search technique is used. Each entry’s label field is compared
in turn to the OBJECT’s label, letter by letter.
The running pointer POINTR is initialized to the value of TABASE.

SEARCH

v

COUNTER =
NUMBER OF ENTRIES

READ ENTRY
{3 LETTERS)

FOUND
(SET A TO “FF")
¥ NO
COUNTER = COUNTER — |
FAILURE EXIT

Y NO
POINT TO NEXT ENTRY

Fig. 9.12: Table Search Flowchart
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The search proceeds in the obvious way, and the corresponding flow-
chart is shown on Figure 9.12. The program appears on Figure 9.16
at the end of this section (program ‘“‘SEARCH’’). A sample run of the
program is shown in Figure 9.17.

Inserting

When inserting a new element, the first available memory block of
(ENTLEN) bytes at the end of the list is used (see Figure 9.11).

The program first checks that the new entry is not already in the list
(all labels are assumed to be distinct in this example). If not, it incre-
ments the list length TABLEN, and moves the OBJECT to the end of
the list. The corresponding flowchart is shown in Figure 9.13.

The program is shown in Figure 9.16. It is called ““NEW’’ and resides
at memory locations 0135 to 015E.

The index register IY points to the source. HL and DE are destina-
tion pointers.

[ SAVE OLD TABLE LENGTH J]

{

I INCREMENT TABLE LENGTH l

!

POINT AFTER
END OF TABLE

l INSERT OBJECT T

END

Fig. 9.13: Table Insertion Flowchart
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Deleting

In order to delete an element from the list, the elements following it
in the list at higher addresses are merely moved up by one element posi-
tion. The length of the list is decremented. This is illustrated on Figure
9.14.

The corresponding program is straightforward and appears on Fig-
ure 9.16. It is called “DELETE’’", and resides at memory addresses
015F to 0187. The flowchart is shown in Figure 9.15. ‘

Memory location TEMPTR is used as a temporary pointer pointing
to the element to be moved up.

During the transfer, POINTR always points to the ‘‘hole’’ in the list,
i.e., the destination of the next block transfer.

The Z flag is used to indicate a successful deletion upon exit.

Note how the LDIR instruction is used for efficient automated block
transfer (refer to address 0178 in Figure 9.16).

LD A, B BLOCK COUNTER
NEWBLOC LD BC, (ENTLEN) BLOCK LENGTH

LDIR

DEC A

JP NZ, NEWBLOC

BEFORE

DELETE ——of
MOVE

TEMPTR ~————p

OBLIOGLO

MOVE

OB

N,

Fig. 9.14: Deleting an Entry (Simple List)
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i

FIND ENTRY

v

DECREMENT TABLE LENGTH

|
FIND NBR OF ENTRIES
AFTER OBJECT IN TABLE

SHIFT ONE ENTRY UP

v

DECREASE COUNT OF
ENTRIES REMAINING
AFTER THE ONE SHIFTED

!

Fig. 9.15: Table Deletion Flowchart
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0000 ORG 0100H

€0187) ENTLEN DL ENIER

(0189} TABLEN IL ENDER$2

{018a4) TABASE DL ENDER+3

0is8l) TEMP jus ENDER+D
0100 1600 SEARCH LIt Ity 0 JCLEAR D
0102  3A8901 Ln Ay (TABLEN) FCHECK FOR A ZERO TABLE LENGTH
0103 A7 ANT A F5ET FLAGS
0106 C8 RET Z
0107 47 Lo ErA iSTORE TABLE LENGTH
0108 [D2ABAO1 Lo IX» (TAEASE) $FUT RASE ADDR. IN IX
¢l10C  DR7EQO LOOF Lo Ar (IX+0) FCHECK FIRST LETTER OF ENTRY
010F FIEREOO cF (IY+0)
0112 C22701 JF NZ s NEXTONE
0115 TDIN7EOL LI A (IX+1s $CHECK 2NN LETTER
118 FLREOL CF (IY+12
O11B C2270% JF NZ s NEXTONE
011 DR7E02 Lo Ay (IX+2) sCHECK 3RO LETTER
0121 FOREO2 CF {(IY+2)
0124 CA3201 JF ZFDUND FEXIT IF ALL LETTERS MATCH
0127 05 NEXTONE DEC R FUECREMENT TARLE LENGTH COUNTER
0128 €8 RET Z FEXIT IF AT ENIN OF TABLE
0129 EDBSHB701 LD LEr (ENTLEN) FSET IX TO NEXT ENTRY ADDR.
Q12 npie AL IXyDE
012F C£30C01 JF LOGF 7 TRY AGAIN
0132 16FF FOUNI Lo [ OFFH FSET I1 TO SHOW IX CONTAINS AIDR.
0134 L9 RET #..0F ENTRY IN TARLE
0135 Cnooot NEW CALL SEARCH FSEE IF ORJECT IS YHERE
0138 14 INC It
0139 CASEO1 JF ZsOUTE FIF D WAS FFy EXIT
Q13C 3a8%01 Lo Ay {TABLEN)
013F &F Lo Erf FL0AD E WITH TABLE LENGTH
0140 3C ING A
0141 328901 Lo (TABLEN) rA $ INCREMENT TARBLE LENGTH
0144 14600 Lo 0y0
0146 248A01 Lo HL» (TARASEDY
0149 EI4H8701 LI BCy (ENTLEN) FSET R TO LENGTH OF AN ENTRY
0141 41 Lo HeC
O14E 19 LOOFE AL HL:DE
014F  10FD DJINZ  LOOFE FADD HL TO (ENTLEN:TABLEN)
0151 EDR4EB701 [81] BCy (ENTLEN)
0155 FLES FUSH  IY FMOVE IY TO DE
0157 Dt FOF IE
0158 ER £X DEsHL
0159 EIRO LDIR $MOVE MEMORY FROM OBJECT TO END
Q15R  OQIFFFF Lo RCyOFFFFH 7..0F TAHBLE
018E C9 QUTE RET

¢

O15F CLDO0001 DELETE c€ALL SEARCH sFIND ENTRY TO RE LDELETED
01582 14 INC L $SEE IF IT WAS FOUND
0153 C28401 JE NZyOUT
0166 3aB901 n Ay (TARLEN) FOECREMENT TABLE LENGTH
0169 3D REC A
Gléa 328901 Ly (TARLEN) »A
o160 05 DEC B B NOW=¥% OF ENTRIES LEFT IN TABLE
0146E CAB301 JE ZJEXIT i. AFTER ONE TO BE DELETED
0171 DDES FUSH IX PMOVE IX 71O DE
0173 1 FOF nE
0174 2aAB701% LI HL s (ENTLEN? FSET HL ONE ENTRY AHEADR OF IE
0177 19 ALD HL«DE
ol78 78 LD ArE $SET HLOCK COUNTER
0179 ED4BB701 NEWELOC LI ECy (ENTLEN) $SET BILOCK LENGTH COUNTER
0170 EDRO LDIR $SHIFT 1 ENTRY OF TABLE
017¢  3n nec A
0180 (27901 JE NZy NEWRLOC FSHIFT ANOTHER BLOCK
0183 OIFFFF EXIT Lo HCrOFFFFH FGHOW THAT IT WAS [ONE
0186 C9 ouT RET
0187 (0000 ENLER END

Fig. 9.16: Simple List—The Programs
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SYMROL TAELE

LIELETE O018F ENDER 0187 ENTLEN
1-00F 010€C LOOFE O14E NEW
ouTt 0186 QUTE Q1S5E SEARCH
TEHF 018C
.
Fig
Display Memory
~IH300
0300 S3 4F 4E 31 31 31 31 31
0310 44 41 44 32 32 32 32 3 2 32
0320 4D AF 4Dl 33 33 33 33 33-33 33
0330 S5 4E 43 34 34 34 34 34-34 34
0340 Al 4E 5S4 35 35 35 35 35-35 35
Q350 00 00 00 00 €O 00 00 00~00 00
03450 00 00 00 00 00 00 00 00~00 00
Q370 00 00 00 00 00 00 00 0000 00

556

~-§Y
Y=0000 300

-G193/194

F=0196 01967

~[M400

2400 G93
0410 00
0420 00
0430 00
0440 00
0450 00
Q460 00
0470 00

4F
00
00
00
00
00
00
00

-8Y
Y=0300 310

~G193/196
F=0194 01947
~DM400

0400 53 4aF
0410 32 32
0420 00 00
0430 00 00
Q440 00 00
0430 00 00
0460 00 00
0470 00 00
~IiMa00

0400 53 4F
0410 32 32
0420 34 34
0430 33 33
0440 35 00
04350 00 00
0440 00 00
0470 00 00

Set IY to 0300H (pointer to

aE
00
00
o0
00
00
00
00

31
00
00
Q0
00
00
00
00

Run ‘INSERT’

31
00
00
[¢1o]
00
00
00
00

31
00
00
00
o0
00
00
00

31
00
00
00
00
00
00
00

31-31
00-00
00-00
00-00
00~00
00-00
00~00
00-00

31
00
00
00
00
00
00
00

0187
0135
0100

31
32
33
34
33
00
00
00

31
00
00
00
Q0
00
00
00

31
32
33
34
35
00
00
00

31
32
33
34
35
00
00
00

EXIT

NEWRLO

0183 FOUND
0179 NEXTON
018Aa TARLEN 0189

TABASE

00
00
00
00
00
00
00
00

00
00
00
00
00
00
00
00

OBJECT)

31
00
00
00
00
Q0
00
00

31
00
00
00
00
00
00
00

Set IY to 0310H (next OBJECT)

4E
32
00
00
00

00
00

aE
32
34
33
00
00
00
00

31
32
00
00
00
00
00
00

31

Run ‘INSERT’

31
32
00
00
00
00
00
Q0

31
32
00
00
00
00
00
00

31
32
00
00
00
00
00
00

31-31
32-32
00~00
00-00
00-00
0000
00-00
00-00

31
32
00
00
00
Q0
00
00

(More insertions) *

31 31 31 31-31 31
32 32 32 32
34 34 34 an
41 4E 54 35
00 00 00 00
00 00 00 00
00 00 00 00
00 00 00 00

31
Q0
00
00
00
00
00
Q0

31
55
33
35
00
0
00
00

00
00
00
00
00
00
00

31
aE
33

35 3

00

00
00

00

31
00
Q0
00
00
00
00
00

00
Q0

00
00
00
00
00
00
00
00

24
00
00
00
00
00
00
00

00
00
00
00
00
00
00
00

41
00
00
00
0o
00
00
00

41
34
33
35
00
00
00
00

00
00
00
00
00
00
00
00

44
00

00
00
Q0
00
00

44
34
33
35
00
00
00
00

. 9.16: Simple List— The Programs (cont.)

Listing of Objects
with their locations
in memory

SONt11111111L..,

DAR2222222222

MOM3333333333., . .
UNCA444444444, . .

ANTOSGSS55555. .

Table configuration
after program run
SON1111111111.,.

brs sttty

Table configuration
after second insert

SON11111111110AD

PR

Table configuration
after several inserts

SON1111111111DAD
QRDR2222CIUNCA44
4444444M0M333333
3333ANTSSESSTSSS
Servvvnrenenrnnss

Fig. 9.17: Simple List—A Sample Run
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-5y
Y=0340 320
~G190/193
F=0193 0193 Run ‘SEARCH’

Reg D shows that Object was found

Register contents

-DR

7z N BL=02FF DE=FFOD HL=034I: 5=0100 193 01937 CaLlL 0135
B/=0000 It’=0000 H'=0000 X=0427 320 I=00 Q1357

\—EAddress of Object
~5196/199
=0199 0199 Run ‘DELETE’ ‘Table configuration
after deletion
~[M400

0400 53 AF 4E 31 31 31 31 31-31 31 31 31 31 44 41 44 SONL111111111DAD
0410 32 32 32 32 32 32 32 32-32 32 55 4E 43 34 34 34 2 D2D2DUNCAAA
0420 34 34 34 34 34 34 34 A1-4E S4 35 35 35 35 35 35  4444444ANTSSS555
0430 35 35 35 35 41 4E 54 35-35 35 35 35 35 35 35 35 SS5SANTSSE555555
0440 35 00 00 00 00 00 00 00-00 00 00 00 00 00 00 00 Suuurreesvureees
0450 00 00 00 00 00 00 00 00~00 00 00 00 00 00 00 00 +ovursssveraosss

Q440 00 00 00 00 00 00 00 00-00 00 00 00 00 00 00 Q0 i esvvsrsossssns

047G 00 00 00 00 00 00 00 00-00 00 00 00 00 00 00 00 +ivvvrrrvecrrves

-8y

Y=0240 3@0

-G194/199 Delete last entry in table Note: no apparent

F=0199 01997 change in table
configuration

~[H400

0400 53 4F 4E 31 31 31 31 31-31 31 31 31 31 44 41 44 SON11111111110AD
0410 32 32 32 32 32 32 32 32-32 32 55 4E 43 34 34 34 22R2DD2D22RTUNCA44
0420 34 34 34 34 34 34 34 41-4E 54 35 35 35 35 35 35 4444444ANTSHEESS
0430 35 35 35 35 41 4E 54 35~35 35 35 35 35 35 35 35 SUSHANTSS55555SS
0440 35 00 00 00 00 00 00 00-00 00 00 00 00 00 00 00 Heeivssrssseasss
0450 00 00 Q0 00 00 00 00 00-00 00 00 00 00 00 00 00 ..visevirennrrss

Q460 00 00 00 00 00 00 00 00-00 00 00 00 00 00 00 00 ....veverrarenas
0470 00 00 00 00 00 00 00 00~00 00 00 00 00 00 00 00 .. vivvversrasn
-IM189S1

0189 03 -<—— Memory location *TABLEN" — shows true length of table
~G190/193

F=0193 0193’ Run ‘SEARCH’ for deleted Object

D shows that Object was not found

55 BC=QO0FF DE=000D HL=0441 $=0100 F=0193 0193’ CALL 0135
A’=00 R’=0000 L1'=0000 H’=0000 X=0414 Y=0340 I=00 (01357

Fig. 9.17: Simple List— A Sample Run (cont.)
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ALPHABETIC LIST

The alphabetic iist, or ‘‘table,”” unlike the previous one, keeps all
its elements sorted in alphabetic order. This allows the use of fast-
er search techniques than the linear one. A binary search is used here.

Searching

The search algorithm is a classic binary search. Let us recall that
the technique is essentially analogous to the one used to find a name in
a telephone book. One usually starts somewhere in the middle of the
book, and then, depending on the entries found there, goes either back-
wards or forward to find the desired entry. This method is fast and
reasonably simple to implement.

The binary search flowchart is shown in and the program Fig. 9.18,
is shown in Fig. 9.23.

This list keeps the entries in alphabetical order and retrieves them by
using a binary or ‘‘logarithmic’’ search. An example is shown in Figure
9.19. The search is somewhat complicated by the need to keep track of
several conditions. The major problem to be avoided is searching for an
object that is not there. In such a case, the entries with immediately
higher and lower alphabetic values could be alternately tested forever.
To avoid this, a flag is maintained in the program to preserve the value
of the carry flag after an unsuccessful comparison. When the INCMNT
value, which shows by how much the pointer will next be incremented
reaches a value of *‘1”°, another flag called ““CLOSENOW?’’, which we
will abbreviate to ‘““CLOSE”’, is set to the value of the COMPRES
flag Thus, since all further increments will be ‘“1”°, if the pointer goes
past the point where the object should be, COMPRES will no longer
equal CLOSE and the search will terminate. This feature also enables
the NEW routine to determine where the logical and physical pointers
are located, relative to where the object will go.

Thus, if the OBJECT searched for is not in the table, and the running
pointer is incremented by one, the CLOSE flag will be set. On the next
pass of the routine, the result of the comparison will be opposite to the
previous one. The two flags will no longer match, and the program will
exit indicating ‘‘not found’’.
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[ FLAGS = 0

!

L POINT TO TABLE BASE

LOGICAL POSITION =
INCREMENT VALUE =
TABLE LENGTH / 2
(ADD 1 1F IT WAS ODD)

YES
NOT FOUND

NO

r POINT TO MIDDLE OF TABLE J

* r———————— (ENTRY)

{ INCREMENT VALUE = INCREMENT VALUE/2 I
l ADD ONE [F IT WAS ODD l
L

v

COMPARE OBJECT TO ENTRY J

P

FOUND

NO

PRESERVE CARRY (SIGN OF COMPARISON)
IN COMPRES FLAG

Y

1S INCREMENT
VALUE ONE?

(NEXT TEST)

(LAST ONE}

Fig. 9.18: Binary Search Flowchart
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(NEXT TEST}

{LAST ONE}

CLOSENOW =
COMPRES

560

BRANCH
ON COMPRES

WILL INCREMENT
GO PAST END
OF TABLE?

AT END
OF TABLE?

B NOT
FOUND

(TOOHN

UPDATE POINTERS

MOVE POINTERS
up 8Y !

(ENTRY)

WILL INCREMENT
GO PAST END
OF TABLE?

AT
BOTIOM OF
TABLE?

UPDATE POINTERS

{ENTRY}

{10010y
INCREMENT = 1
M%EN"S'B"“(“‘RS CLOSENOW = COMPRES

}

(ENTRY)

Fig. 9.18: Binary Search Flowchart (cont.)
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The other major problem that must be dealt with is the possibility of
running off one end of the table when adding or subtracting the incre-
ment value. This is solved by performing a test ‘‘add’’ or ‘‘subtract”’
using the logical pointer and length value which record the actual num-
ber of entries, not the physical positions in memory used by the physical
pointers. '

In summary, two flags are used by the program to memorize infor-

(0121) LD
SRL
ADC
LD

O o P p
@]

>

OBJECT
e ~SYB"

TABASE

BAC

(NO) (NO)

TES @— XYz

XYz

LASNANANANAS N

FIRST TRY SECOND TRY
SEARCH INTERVAL = § SEARCH INTERVAL = 2

Fig. 9.19: A Binary Search
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mation: COMPRES and CLOSE. The COMPRES flag is used to preserve
the fact that the carry was either 0’’ or “‘1’’ after the most recent com-
parison. This determines if the element under test was larger or smaller
than the one with which it was compared. The C indicates the relation.
Whenever the carry C was ‘“1°’, and the element was smaller than the
object COMPRES is set to ‘‘1°’. Whenever the carry C was ‘‘0”’, indi-
cating that the element was greater than the object, COMPRES will be
set to “FF”’.

The second flag used by the program is CLOSE. This flag is set equal
to COMPRESS when the search increment INCMNT becomes equal to
“1”’, It will detect the fact that the element has not been found if

COMPRES is not equal to CLOSE the next time around.
Other variables used by the program are:

LOGPOS which indicates the logical position in the table
(element number)

INCMNT  which represents the value by which the running
pointer will be incremented or decremented if
the next comparison fails

TABLEN represents as usual the total length of the list.

LOGPOS and INCMNT will be compared to TABLEN in order to
assure that the limits of the list are not exceeded.

The program called “SEARCH?"’ is shown on Figure 9.23. It resides
at memory locations 0100 to 01CF, and deserves to be studied with care,
as it is much more complex than in the case of a linear search.

An additional complication is due to the fact that the search interval
may at times be either even or odd. When it is odd, a correction must
be introduced. (It cannot, for instance, point to the middle element of a
four-element list.) When it is odd, a *‘trick’” is used to point to the
middle element: the division by 2 is accomplished by a right shift. The
bit “‘falling off’’ into the carry after the SRL instruction will be ““1’" if
the interval was odd. It is merely added to the pointer.

The OBJECT is then matched against the entry in the middle of the
new search interval. If the comparison succeeds, the program exits.
Otherwise (““NOGOOD”"), the carry is set to “‘0’" if the OBJECT is less
than the entry. Whenever the INCMNT becomes ““1’", the CLOSE flag
(which had been initialized to “‘0"") is then checked to see if it was set. If
it was not, it gets set. If it was set, a check is run to determine whether we
passed the location where the OBJECT should have been but is not.
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Also note that when the carry was ‘‘1’’, the running pointer will point
to the entry below the OBJECT.

Element Insertion

In order to insert a new element, a binary search is conducted. If the
element is found in the table, it does not need to be inserted. (We
assume here that all element are distinct). If the element was not found
in the table, it must be inserted immediately before or immediately after
the last element to which it was compared. The value of the COMPRES
flag after the search indicates whether it should be inserted immediately
before or immediately afterwards. All the elements following the new
location where it is going to be placed are moved down by one biock
position, and the new element is inserted.

BEFORE AFTER
TABASE —weemt AAA AAA
ABC ABC
BAT BAC e NEW
ELEMENT
TAR BAT
ZAP TAR
ZAP
v
OBJECT BAC MOVE DOWN

Fig. 9.20: Insert: “BAC”’

563



PROGRAMMING THE Z80

The insertion process is illustrated in Figure 9.20, and the corre-
sponding program appears in Figure 9.23.

The program is called NEW, and starts at memory location 01DO0.
Note that the automated Z80 instructions LDDR and LDIR are used for
efficient block transfers.

Element Deletion

Similarly, a binary search is conducted to find the object. If the
search fails, it does not need to be deleted. If the search succeeds, the
element is deleted, and all the following elements are moved up by one
block position. A corresponding example is shown in Figure 9.21, and
the program appears in Figure 9.23. The flowchart is shown in Fig.
9.22.

The program is called “DELETE’" and resides at address 0221.

A sample run of the above programs is shown in Fig. 9.24.

BEFORE AFTER
AAA AAA
MOVE UP ABC ABC
A
BAC — BAT
BAT TAR
— TAR ZAP
ZAP
v

DELETE

Fig. 9.21: Delete ‘‘BAC”’
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DELETE

v

ALREADY IN? LUlS

COUNT HOW MANY
ELEMENTS FOLLOW THE
ONE TO BE DELETED

!

s
NO
RESULT = COUNTER
(LOG POS ¥
— POINT TO NEXT ENIRY
- POINTER = TEMP (SOURCE
TRANSFER IT UP ONE BLOCK
POINT TO NEXT ENIRY
POINTER = POINTER (DESTINATION,
[ DECREMENT LOGPOS I
(DOWNTAB) g YES
L SET 2 FLAGS | I
i
RTS

Fig. 9.22: Deletion Flowchart (Alphabetic List)
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Q000 NRG
02409 CLOSENOW Tt
(02418 COMFRES 1l
024C) TABLEMN nL
02410 TARNGE I
(0245 ENTLEN o

3

0100 3E00 SEARCH

0102 324000

010%  324B02

0108 57

0109  2A4002

QLOC  3A4C02

0G10F  CR3F

G111 CEQO

0113 4F

0ita 47

OLL%  CABAOL

o118 SF

011e 1R

01ia  COEDOL

otin 19

OLLE  ES ENTRY

011F [DDE1L

0121 79

0122 CB3IF

G124 CEOO

0126 4F

0127 DO7ECO

012a FDREOO

0121 C242018

0130 DO7E0

0133 FLOREO1

0136 C£24201

0139 DO7E02

013C FUEEQZ

013F CARCO1

0142 3EOL NOGOOU

G144 [1A4901

0147  3EFF

0149  324BO2 TESTS

o14ac 79

¢Glan 30

O14E  €R6901

0151  3A4002

0154 A7

0135 CAé301

0198 &7

0159 3R84E02

o18C 92

QG180 CAGPO1L

0160 C3BAOL

01463  3A4R0D NOTCLOSE L

Q146 324402

Q0169 DRES NEXTEST

016 EL

016C 59

01600 CORDOL

0170 3A4R02

0173 3C

0174 29601

0177 78

0178 71

0179 CABS01

Q17C DABSOL

017F 47

0180 EDS2

0182 C31€01

0185 78 TOOLOW

o184 3D

0187 CABAOL

018A EDNSR4AFO2

018E 37

018F 3F

0190 EDOG2

0192 08

0193 C3AFO01

0100H
FNIET
ENDEIN
ENDET 2
ENDED+3
ENDEDHS

tey

HL s (TARASED
Ay (CTOABRLENY
A

[

Crir

Byt
ZyNODTFOUND

Cra

Ar (IXH0)
CIY+HO)
NZ»NOGOOD
Ay (IX+1
(IY+1D
NZNOGOOR
Ay (IX+2)
1Y+
ZsFOUND

Arl

CrTESTS
AOFFH
(COMFRES) v A
Are

a
NZyNEXTEST
A (CLOSENDOW)
A
ZNOTCLOSE
Tra

Ay (COMPRES)
g

ZyNEXTEST
NOTFOUND

Ar (COMPRES)
(CLOSENQW) s A
X

HL

£70

MULT

Ay (COMPRES)

A
NZrADDIT
Arl

8
Z,T00L0u
CyTOOLOW
Hel
HL» E
ENTRY
AR

fa
ZyNOTFOUNI
LE» (ENTLEN)

HL» IIE
B
REALCLOS

FZERD FLAG LOCATIONSG

FINTTIALTZE HL

sIIVIRE RY 2

SABD LS BIT BACK TN

FSTORE AS TNCREMENT VALUE

TORE AS LOGICAL FOSITION VALUE
FCHECK TF LENGTH I8 ZERO
FMULTIPLY (E-1)ENTLEN

FSET HL TO MIDILE OF TARLE
FLOAD HL INTD IX

FDIVINE INCREMENT UALUE BY TWO

FCOMFARE FIRST LETTER

FOOMFARE NI LETTER

iCOMFARE 3RD LEYTER

FSET COMPARE RESULT FLAG YO
i+ -RESULT OF COMFARE (1+FF

i 18 INCREMENY VALUE 1%

$YESy I8 CLOSE FLAG SET?

SYESsSEE IF HAVE PASSED WHERE
5+ ENTRY SHOULD BE RUT ISN'T

iSET CLOSE FLAG TO DIRECTION OF
i+ SEARCH TO FREVENT REFETITION
ARE HL AND DE FOR ADD QR
v. o SUR OF TNCREMENT VALUE

FTEST IF WANT TO ADD OR SUHR

FTEST TO SEE IF SUR WILL RUN
7.+ OFF BOTTOM OF TARLE

FSET NEW LOGICAL FOSITION VALUE
FCHANGE ADDRESS ITSELF
FSEE IF POSITION IS 1

»IF 80y EXIT
FJUST BUE 1 ENTRY FOSITION

FCHANGE LOGICAL FOSITION

Fig. 9.23: Binary Search Program
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0194
0199
0194
19K
G1PE
O19F
0140
0141
0167
0145
0146
01N
01Al
GLAE
O1AF
O1HI
Q1B
O1R7
O1RA
O1RC

Q1B
O1RE
O1RF
OLCY
nica
0ies
oLee
D1CA
01Ce
ni1ch
OiCE
OiCF

o1h0
D103
G104
o117
O10a
O1IE
O10E
(3!

3AAC02
20

@1
nAATSO 1
19

78

81

a7
£31E0L
81
CABAO1
EDGEAFOT
19

04
0EO1

15600
210000
EUARAFOD
41

19

10FD

c1

ER

B

oy

Cnooot

'
3naron
A7
£AQUon
3A4ROD
ac
Carnnt
ELSHAFOD

REE WO
S0
Laocon
GF
CIROOY
19

oK

ER
2AAF 02
19

ER
ENARAFOD
ENRG
3n

oron

23
FRES
Ie1

EH
EDARAF QT
ENRO
3A4COD
3C
324C02
OLFFFF
ce

ADDYT

TOOUIGH
REALCLOS
NOTFOUND
FOUND

H

MULT

AnE M

HIGIDE
SETUR

HOVEM

TNSERT

[

Ln
SUR
SUR
JE
AL
Ln
AL
L
JE
Al

Lo
nhh
NG
L
t.n
LIr
JE
L
INF T

FLIGH
FLUSH
i
LT
L
in
300
ILINY
FOF
EX
O
RET

ontt

AT
DEC
{25 ¢
Lo
AL
EX
LIt
(Rl

A CTARLEIN)
R

¢

CrTO0HIGH
HL» DE

Arit

C

Eipy

ENTRY

£

Ty NOTFOUND
E» CENTLEN)
Hi « LE

i

Crt

Ay LCOMPRFS)
(CHOBENOW) v A
ENTRY

Ty OFF 1

HI

BC

Ty 0

HEL» 0000
R CPMTLEND
By fD

HL I
ADIETH
B

IE 1L

Hi

SEARCH

it

NZ Ut

Ar (TARLEN)
A

73 INSERT

Ay (COMEPRES)
n

ZeHIS T
LE, CENTEHFRD
HLy ItE

SE TUE

1

Ay CTARLEN)
H

7y INSERT
Fra

MUOLT

Hi » ik

HL

ne e Hl

HL s CENTLEN)
HL e IIE

DE « HL

HE P CENTLENY

n

NZ,HOUEHM

HL

Iy

E

DIF y HL

BC P CENTLEN)

Ny (TABLEN)
A

(TARLEN) A
RO, OFFFFH

DATA STRUCTURES

STEST T0 IF CURRENT FOSITTON
L. PLUS ENCREMENT WTLL 5O PAST
P JENDCOF THE TAIM

15 ORs CHANGE ACTUAL ADDRESS
FOHANGE LOGTIUNAL FOS, vALUE

PSEE TR POSTTION 1S AT TOP OF
. TABLE (SAME A5 TARLEN-TO
PnlTE 1 ENTRY FOSTTION

s TNCREHENT LOGTCAL FOSTTION
FOFT INCREMENT 10 1

SGET CLOSE FLAG 10 CUMFARF
i RESULT

SMIHCTERLIES B MY (FNTLEN) »
fLLUALUE TN I ON FX1T

FGEEF ORHET 15 alkiAlY THERE

FOHFLN FODIRC O TaRLE

FCOMPRES <15 SET HL AROVE WHERE
P ORJECT SHOUL L GO

FCOMFRES=0y SET K FOR SUBTRACT
SSEE HOW MANY ENTRES ARE LEFT

oHL TO LAST FOSTITION TN LAST
§a G ENTRY

SGET DE 1 FNTRY ARDVE HL

FSHIFT UF ONE ENTRY OF MEMORY

PREFEAT TF NECCESSARY
FHLL 18 FRONT DF NOW EMPTY SFACE
FLOAD ORJECT INTO EMFTY SPACE

§ TNCREMENT TAHLE LENGTH

FSHOW THAT 1T WAS DONE

Fig. 9.23: Binary Search Program (cont.)
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0221 CDooO1 DELETE CALL  SEARCH FGET ADDRESS OF QRJECY

0224 14 INC i $SEE IF ORJECT IS THERE

0225 CA4902 JP ZyQUTE

0228 EDSHAFOZ Lo DEy (ENTLEN)

022C ER EX LEHL

o22p 19 AT HL» DE FDE IS LOC. OF OBJECTs HL IS
022E  3a4C02 Lo Ar {TARLEN) 7. ONE ENTRY OBOVE

0231 90 SUR R FSEE HOW MANY ENTRIES ARE LEFT
0232 CA3FO2 JE ZyLOWUNTAR

0235 ED4E4FO2  SHIFTIN LI RBCy (ENTLEN)

0239 EDRO LDIR $SHIFT DOWN 1 ENTRY LENGTH
023 3D DEC A

023C C23302 JE NZsSHIFTIN

023F  3A4ACOR2 IOWNTAE LD Ay (TARLEN) sRNECREMENT TAHLE LENGTH

0242 30 TEC a

0243 324002 Lo (TARLEN) s A

0246  OLFFFF Lo RCrOFFFFH FSHOW THAT ACTION WAS TAKREN
0249 C9 QUTE RET

024a (0000 ENDED END

SYMEOL TABLE

ALDEM 01Ce AT 0196 CLOSEN 0244 COMFRE 024B DELETE 0221
DOWNTA  023F ENDED 0244 ENTLEN 024F ENTRY 011E FOUNR 01BC

HISIDE O1ED INSERT 020C MOVEH 0201 MULT Q1BD NEW 0100
NEXTES 0169 NOGOOD 0142 NOTCLO 0163 NOTFOU O1EA our 0220
OuTE 0249 REALCL  Q1AF SEARCH 0100 SETUP O1EE SHIFTI 0235
TABASE 024D TABLEN 024C TESTS 0149 TOOHIG 01AS TOOLOW 0185

Fig. 9.23: Binary Search Program (cont.)

LINKED LIST

The linked list is assumed to contain, as usual, the three alphanu-
meric characters for the label, followed by one to 250 bytes of data, fol-
lowed by a two-byte pointer which contains the starting address of the
next entry, and lastly followed by a one-byte marker. Whenever this
one-byte marker is set to ‘1°", it will prevent the insert-routine from
substituting a new entry in the place of the existing one.

Further, a directory contains a pointer to the first entry for each let-
ter of the alphabet, in order to facilitate retrieval. It is assumed in the
program that the labels are ASCII alphabetic characters. All pointers at
the end of the list are set to a NIL value which has been chosen here to
be equal to the table base, as this value should never occur within the
linked list.

The insertion and the deletion program perform the obvious pointer
manipulations. They use the flag INDEXED to indicate if a pointer
pointing to an object came from a previous entry in the list or from the
directory table. The corresponding programs are shown in Figure 9.29.

The data structure is shown in Figure 9.25.
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-iMa00
0400 00
0410 00
0420 00
0430 00
0440 00
0450 00
Q4460 00
0470 00
~DH300
0300 53
0310 44
0320 AL
0330 59
0340 41
0350 00
0360 00
03720 00
-S5Y

00
00
00
00
00
00
00
00

aF
4t

4F
aF
aE
00
00
00

Y=0000 320

~G253/066

=066 0266

00
00
00
00
00
00
00
00

an
00
00
o0
00
00
00
00

44
33
00
00
00
00
00

~1tM400

2400 40 aF
0410 00 00
0420 00 00
0430 00 00
©440 00 00
0450 00 00
2450 00 00
Q470 00 00
~5Y

Y=0320 310
~GI&B/266
f=006d 0266
~HMa00

0400 44 41
0410 33 33
0420 00 00
G430 00 00
G440 00 00
0450 00 00
04450 00 00
047G 00 00

00

00 00
00 00
00 00
00 00
00 00
00 00
00 00
00 00

00
Q0
o0
00
00
00
00
00

00
00
00
00
[¢]e]
oo
00
00

00-00
00-00
00-00
00-00
Q0-00
00-00
00-00
00-00

31 31
32 32 3%
33 33
34 34
35 35
00 00
00 00
00 00

Q0
00
00

Run ‘INSERT’

33 13
00 00
00 00
00 00
00 00
cO 00
00 00
00 00

33
00
00
00
00

33
00
00
00
00

33-33
00-00
00-00
00-00
00-00
0000
00~00
00-00

00
00

00
0o

Run ‘INSERT’ on

32
33
00
00
[¢1¢]
[1d]
00
00

32
33
00
00
00
Q0
00
00

33 32
33 30
00
o0
00
00
[ole]
[34]

00

00-00

3535 3¢
00-00
00~-00
00-00

2032 3

* (additional inserts) *

00
00
00
00
00
00
00
00

00
00
00
00
00
00
00
00

00
00
00
00
a0
00
00
00

00
o0
00
00
Q0
o0
00
o0

00
00
00
00
Q0
00
o0
00

00

33
00
o0
00
00
00
00
00

33
00
00
00
00
00
00
00

33
00
00
00
00

o0
00
00
00
00
00
00
00

00
00

another Object

32
00
00
00
o0
00
00
o0

33
00
00
00
00
00

00 00

00
00
00
00
00
00
00
00

00
00
00
00

00
00

00
00

00
00

00

00
00
00
00
00
00

00
00
00
00
00
00
00
00

00
00
00
00
00

00
00

DATA STRUCTURES

Initial tahle

Listing of Objects
and their locations

0 MCmory

SON1111111111...

FAN2222222200,

UNCARA4444444 ., .,
ANTSS55555555 . . »

Table after insertion
MOM3333333333.

Listing of table after
insertion. Note: table
is kept alphabetic
DADD2RZ232222M0M
3333333333,

Fig. 9.24: Alphabetic List—A Sample Run
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570

Table configuration
after all Objects
have been inserted

~1M400

0400 41 4E S4 35 35 35 35 35-35 35 35 35 35 44 41 44 ANTOOSSSEL5SSDAL
0410 32 32 32 323 32 32 32 32-32 32 4D 4F 4D 33 33 33 2222M0M333
0420 33 33 33 33 33 33 33 S3-4F 4E 31 31 31 31 31 31 3333333s0Nii111l

1111UNCA44444444

Ao srannroass

0430 31 31 31 31 55 4E 43 34-34 34 34 34 34 34 34 34
0440 34 00 00 00 00 00 00 00-00 00 00 00 00 00 00 00
0450 00 00 00 00 00 00 00 00-00 00 00 00 00 00 00 00
0440 00 00 00 00 00 00 00 00-00 00 00 00 00 00 00 00
0470 00 Q0 00 00 00 00 00 00-00 00 00 00 00 0O 00 00

PR N I R I

;23340 300
~G260/263 Run ‘SEARCH’ for *“‘SON”’ (at address 0300)

F=0263 02637

~If E_:— Found
Z N A=4E BC=0401 DE=000D HL=0427 S5=0100.F=0263 0343’ CALL 01iDO
A‘=00 RB’/=0000 [’=0000 H’'=0000 X=0427 0300 I=00 (QLRo’ >
Address of Object in table
(verify in Table above that it is “*SON"")
~GR846/269

Run ‘DELETE’ on *‘SON"’
F=0269 02697 ‘Table configuration
after deletion. Note:
that UNC was shifted
up. The iast UNC
entry must be
disregarded

ANTSS5EE505550AD
nman

~IH400

0400 41 4E 5S4 35 35 3% 35 35-35 35 35 35 35 44 41 44
0410 32 31 32 32 32 32 32 33-32 32 Al 4F 4D 33 33 33
0420 33 33 33 33 33 33 33 S5-4E 43 34 34 34 34 34 34
0430 34 34 34 34 55 4E A3 34-34 34 34 34 34 34 34 34
0440 34 00 00 00 00 00 00 00-00 00 00 00 00 00 00 00
0450 00 00 00 00 00 00 00 00-00 00 00 00 00 00 00 00
0440 00 00 00 00 00 00 00 00-00 00 00 00 00 00 00 00 ...
0470 00 00 00 00 00 00 00 00~00 00 00 00 00 00 00 00

444444
4444UNCAAA444044
Arrreenesenees

~G260/263 " . " "
Try run of *‘SEARCH again (on **SON"")
F=02463F 02437
IR —— Not found
S N ASFE BC=0401 DE=FFOL HL=0427 §=0100 F=0263 0263 CALL 0110
A’=00 R'=0000 ['=0000 H’'=0000 X=0427 Y=0300 I=00 (0100’

-G243/264 X i
Re-insert Object (‘**'SON’")

F=0264 0266°
Current table

configuration.
Compare to the one
prior to the
DELETE

ANTESEE555S55DAN

-OMA00

0400 41 4E 54 35 35 35
0410 32 32 32 32 32 32
0420 33 33 33 33 33 33

35 35 35 35 44 41 44
2 32 ALt 4F 4D 33 33 33 22 22MOM333
4E 31 31 3t 31 31 31 333333350N111111
0430 31 31 31 31 S5 4E 34 34 34 34 34 34 34 1111UNC444444444
0440 34 00 00 00 00 00 Q0 00 00 00 00 00 00 Auvuerivvrrrnnss
0450 00 00 00 00 00 00 00 00-00 00 00 00 00 00 00 00
0460 00 00 00 00 00 00 00 Q0~00 00 00 0C 00 00 00 00 v
0470 00 00 00 00 00 00 00 00~00 00 00 00 00 00 GO 00

Shows that action was executed

bessaaass s e

-OR
A=05 BC=FFFF DE=0434 HL=030DI S=0100 F=0264 0244’ CALL 0221
A7=00 B/=0000 ['=0000 H'=0000 X=0427 Y=0300 I=00 (0221

Fig. 9.24: Alphabetic List—A Sample Run (cont.)



DATA STRUCTURES

DIRECTORY
AT POINTER
A
POINTER A
R NIL
R POINTER S
T

Fig. 9.25: Linked List Structure

An application for this data structure would be a computerized ad-
dress book, where each person is represented by a unique three-letter
code (perhaps the usual initials) and the data field contains a simplified
address, plus the telephone number (up to 250 characters). Let us exam-
ine the structure in more detail on Figure 9.23. The entry format is:

C C C D D gg D P P O
v

- - —— —
unique label data (1 to 250 bytes) pointer to
(ASCID) next .
occupied

As usual the conventions are:

ENTLEN: total element length (in bytes)
TABASE: address of base of list

The address of the OBJECT is always assumed to reside in the 1Y register
prior to entering the program. Here, REFBASE points to the base ad-
dress of the directory, or ‘‘reference table.”

Each two-byte address within this directory points to the first occur-
rence of the letter to which it corresponds in the list. Thus, each group
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of entries with an identical first letter in their labels actually forms a sep-
arate list within the whole structure. This feature facilitates searching
and is analogous to an address book. Note that no data are moved dur-
ing an insert or delete. Only pointers are changed, as in every well-
behaved linked list structure.

If no entry starting with a specific letter is found, or if there is no en-
try alphabetically following an existing one, their pointers will point to
the beginning of the table (= “NIL’’). At the bottom of the table, by
convention a value is stored such that the absolute value of the differ-
ence between it and ‘‘Z’’ is greater than the difference between ‘A"’
and ““Z”’. This represents an End Of Table (EOT) marker. The EOT
value is assumed here to occupy the same amount of memory as a nor-
mal entry but could be just one byte if desired. The letters are assumed
to be alphabetic letters in ASCII code. Changing this would re-
quire changing the constant in the PRETAB routine.

The end-of-table marker is set to the value of the beginning of the
table (‘‘NIL”).

By convention, the ‘“‘NIL pointers’’, found at the end of a string, or
within a directory location which does not point to a string, are set to
the value of the table base to provide a unique identification. Another
convention could be used. In particular, a different marker for EOT
results in some space savings, as no NIL entries need be kept for non-
existing entries.

Insertion and deletion are performed in the usual way (see Part I of
this chapter) by merely modifying the required pointers. The
INDEXED flag is used to indicate if the pointer to the object is in the
reference table or another string element.

Searching

The SEARCH program resides at memory locations 0100 to 0155
an uses subroutine PRETAB at address 01D2.

The search principle is straightforward:

1—Get the directory entry corresponding to the letter of the alphabet
in the first position of the OBJECT’s label.

2—QGet the pointer. Access the element. If NIL, the entry does not
exist.

3—If not NIL, match the element against the OBJECT. If a match is
found, the search has succeeded. If not, get the pointer to the next entry
down the list.

4—Go back to 2.
An example is shown in Figure 9.26.
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® ®

A-POINTER

AAA

B-POINTER

ABC AZC
s T

OBJECT ———p}

AZC

Inserting

{FOUND)

{4 STEPS REQUIRED)

Fig. 9.26: Linked List—A Search

The insertion is essentially a search followed by an insertion once a
““NIL’’ has been found.

A block of storage for the new entry is allocated past the EOT
marker by looking for an occupancy marker set at ‘‘available’’.

The program is called “NEW”’ in Figure 9.29 and resides at ad-
dresses 0156 to 1A3. An example is shown in Figure 9.27.

BEFORE

A-POINTER CAB _J-» czz
B-POINTER NIt
C-POINTER

€8BS et OBJECT

NIt

AFTER

A-POINTER cAB (73
B-POINTER Nit
C-POINTER

Fig. 9.27: Linked List: Example of Insertion
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Deleting

The element is deleted by setting its occupancy marker to ‘‘available”
and adjusting the pointer to it from the directory or else the previous

element.
The program is called ““DELETE”’, and resides at addresses 01A4 to

01D1.
An example of a deletion is shown in Figure 9.28.

{BEFORE}

oNnw»

DAF POINTER
L> “DAF” [—> ~DoC
DOC POINTER NIL

DELETE

(AFTER}

UNE>

Y
:

DOC POINTER

NIL

NOTE DAF iS NOT ERASED. BUT “INVISIBLE"

Fig. 9.28: Example of Deletion (Linked List)
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D000

2100
a1onr
Q103
0104
N1o?
010Aa
010R
0106
aren
O10E
G10F
0110
0112
D115
01t
0114
otin
0120

0135
01383
013K
G13E
0140
0141
01a4
0145
Dtads
Dtaz
0148
0149
O14R

O14%
0166
0167
0168
0169
DLAA
O14R
14

O16F
D170
(SR
G173
0177
0179
O17n
Q1720
0170
017k
O17F
9180
01814

ColE s
L0188
(O1EM
(OIEMD)
AEO0
47

3

A2 701
COnloy
ta

4F

3

i

&7

ES
ODE |
unzEoon
FEZC
FUREGO
DAJEO1

FUOREO1

DAZEQL
C 1
Hn7eoe?
FDREOD
CAS304
13501
HiE s
1
2AFCOY
e

4t

o3

A

951
DDE L
JE00
AP0
C31201
Q&6F)
"y

LDO00!
04
CAan3ot
5
PAESO Y
PR
2akron
BR1

1
23

e

4

St
LRG0T
13

o
EIEYy
3]

ChABECot

E RO
HOES
El
£EB
/3
23
11
X

3601

INDE X1 D
TARNGE

HEFRAST
FNTLEN

v

SEARCH

COMPART

NOGOOn

FOUND
NOTFOUND

HEX TOME

(Rineet
i
i
i
it

tir
i
(R0
i
[l
i
1o
THE
{u
tir
THSH
RO
1]

JE
L

N
FUSH
Far
[
Al
[
NG
[
TUSH
FOF
Ln
Lo
i
Lt
BT

PHSH
01

Ln

a1ronn
LSRRI R
R HIN RS
FNIIFRE S
FNI T

Avh
By

i

CINDE X
PRETAR
e (DY
[N

o

fie T
Hefy

Hi

T

fy LIXHOS
760

NEle NOTFOHMND
AN LTXEOY
(1Y
CeHatoan

NT NOTEOUND
IERRARD]
fIYHEDY

Cy NOGE

NZ e NOTEQUNS
Ny CEXEDY
CIY4)

T NUND
NC-NOTFOHRD
X

I

HU o (ONTH
Ht »DIE

e CHIE Y
Ht

Hy (1)
HC

[

N0
CINDEXT T o0
COMFARE

By OFFH

LR

LM

SEARCH
B

VAR R

I

HE = CEARASE Y
[E v HL

HE = (ENTHE D
H

Hi

Hi

Hi o

foe (HIL)

3]

7y NEXTHON

nr

UE

Ty

i
RUS(FNTLENY

i3

HI

DE s
fHLY S E
HE.

CHE D v I
HL

(HEL v Y
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CEHLTIAL BT P ans

sOET

B itin

ABTE OF  INDEYX FOINTER
POITNTER CONTENTS TO M

SURR AT FTRST
SGEF AP IS 70y

LETTER OF
MOl

ENTIY

PCOMPARE FIRST P ETTIRS

FEOMPARE

ONTE PE T TERS

FOOMIPORFE 3RD LFTTES

s MM T FOTNIFR OF

SENT ORDENTE UALUE TR BRI

sLOalc T WITHE OTHTER

SREGFT FLas

F9RE WHERE DIGIEDT SHOULD GO

SHTDRE ADDR. OF PREVIOUS ENTRY

FIND SPACE TN 1TARLE FOR NFW

SHODIT IO IR 01 HEXT ENTRY

saDhy 3 FNR REAL LENGTH 0D FNTEY

SIE SOMUETHING 1S THERE, TRY AGAIN
WWYE ROSTTION OF EMFTY SFACT

SMNVE 1Y 1O HI

FHOVE ORJFCT TNTHO TaRlE

UL AN OF ENTRY AF TER QFRJECT

saaol POTHNTER FOSTTION

FSLT OUCOMANCY HARKRED

Fig. 9.29: Linked List—The Programs
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0183 E1 FOF HL $GET ALK OF WHERE THIS SFACE 18
0184 3AE701 Lo Ay CINDEXED) FSEE WHAT FREVIOUS FOINTERS nUST
0187 3b LED a i BE SET
0188 CA%801L JE ZySETINX
018p E3 EX (58 sHL FGET ALK OF ENTRY FREVIOUS 10
018C EDBSBECOL Lo DEy (ENTLEN? 5. ORJECT & MOVE TO FDINTER AREA
0190 1% AT HL s DE
0191 1 POF DE FRETRIEVE ADDR OF QRJECT
0192 73 o (HLLY Y E FPUT IT AT EDINTER FOSITION
0193 23 INC HL
0194 72 Lo (HLL s T
QL?S  C3A001 JF FINTISH
0198 (€1 SETINX PO EBC FCLEAR OUT STACK
0199 CIMo1 FRETAR SGET INDEX a0
019 ER DE s HL FLOAD HL INTO I7
o1 73 (HLY P E
OL9E 23 HL
019F 72 (HL 39D
O1A0  OLFFFF FINISH Lo BCyOFFFFH SSHOW THAT 1T WAS DONE
01a3 L9 ouT RET
;
3
B
OlAaa CROOOL BELETE SEARCH POET ANDRESS OF ORJECT
01a7 04 B $GEE IF 1T 18§ THERE
0148  C2niol NZ»QUTE
O1aR  DOES X PSET HL 7O POINTER AREA OF ORJECT
olalr E1 HL
O1AE  EDARECOL BCY (ENTLEN)
Q1lR2 09 HE s BT
QLE3  4AE e (HL) FRETRIEVE FOINTER
O1Ra 23 HL.
Q1RE 44 By (HLD
O1R6 23
0187 3400 OCCUFANLCY MARRKER
Q1E?  32AE701 INDEX NEEDS CHANGING
OIRC 30

Q1R £2C701
01C0  Lnplol

SYES FUT ABDR INTO HI

0I1C3 ER
0104 C3CROL o 3
QIC?  2RECOL CHANGEM LD HLy (ENTLENY FGET HL TO FOINTER OF FREVIOUS
01CA apn HL » DE
01CR MOVIN LI (HL Y O FFUT ADGR OF NEXT INTO WHATEWER
01Ce TNE HL. . (ETTHER INDEX OR ENTRY)
0lEn 7o Ln (HL v R
DLCE  OIFFFF Lo BUrOFFFFH
niby  C9 DUTE RET
P

oinz ES PRETAR FUSH  HL
013 FLI7E0Q Lt A LTYHO) FGET FIRST LETTER OF OBRJECT
Oihg 30 DEC n FREMOVE ASCIT LEADER
[L3 UZEN (X 14) Uk A0H
01  CRDT 5LA A SMULTEIRLY RY
OInB  ZAEAOL LI HE  (REFRASE'}
QIDE 85 [ e i
OLIF  &F Lo Ly

LZEAGL R NE P FIXUF

24 TN H

ER FIXUF DE s HL

El H

(M4 RET

i

OLE?  {0000) ENDER END
SYMROL TABLE
CHANGE  01C7 COMFAR 0112 DELETE 0144 ENDER 01E7 ENTLEN OI1EC
FINISH 01A0 FIXUP Q1EA FOUND 0153 INRBEXE OQ1E7 MOVIN Q1CR
NEW Q1548 NEXTON 0141 NOGOOD  013F NOTFOU 0155 ain 01A3
OUTE oLnt FRETAE 01DD2 REFEAS O1En SEARCH 0100 SETINX 0199

TARASE  OLES

Fig. 9.29: Linked List—The Programs (cont.)
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Listing of Objects

The Objects in memory and their locations
in memory

JE 30 31 31 00 00 00 SONVTHILILLLDL. .
A2002 32 066 00 00 A
33 33 33 00 00 00 MOM. 3333
44034 34 00 00 00 1IHN(A44444449449, .,

";) 3% 3% 3% 00 00 00 ANINSEGESSHESG. ..
36 34 36 36 00 00 00 NAALLESEBEHAS. . .
3737 37 37 00 00 00 ﬁ77 7
38038 38 33 00 00 00 SThUHRSLsK’3ARH.

M3 00

0300 53 af
0310 44 4y
GADO ab 4

0310 55 4

0340 41 4L
0350 A1 4]
0360 41 5A
a3IV0 RERE RS

TIEIIE L

— EOT character in
witial table
THa00

0400 JHOOO 00 00 00 00 00 00-00 00 00 00 00 00 00 00 [
G410 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 N
D420 00 00 00 00 00 00 00 00-00 G0 00 00 00 00 00 00 e
D430 00 00 00 00 00 0O 00 00-00 00 G0 00 00 00 00 00 BN
Q440 60 00 Q0 00 00 00 00 00-00 00 00 060 00 00 00 00 see
G450 060 00 G0 00 00 00 00 0004 00 00 00 00 00 00 00 s
DAA0 00 G0 00 00 00 00 00 00 00 00 00 00 00 00 00 00 saas
D420 00 00 G0 00 00 00 00 0000 00 00 00 00 00 00 00

~ 500 Initial Directory

000 00 04 00 04 00 04 00 04-00 04 00 04 00 04 00 04 N T PN
G0 04 00 04 00 04 00 04-00 04 00 04 00 04 00 04 . orrrvenennrsen:s
B0 04 00 94 60 04 060 0400 04 0O 04 00 04 00 04 vaaa e asa s
00 04 060 04 00 00 00 00-00 00 00 00 00 00 00 00 s s aaaa e s s
00 00 00 00 00 20 00 00-00 00 00 060 00 00 00 00
00 00 00 00 006 00 00 00-00 00 00 00 00 00 00 00 .
05460 00 00 00 00 00 00 00 006-00 20 00 0O 00 00 00 00 e
G570 00 00 00 00 00 00 GO 00-00 00 00 060 00 00 00 00 e

QOccupancy markers —

Pointers -— Table configuration
after several
mserfions.

nra00

G400 TR G0 00 Q0 g0 0’) OO0 00 00 00 00 00 00 GO 00 0O
Gat0 a4t 4F T4 3N 0 SRR R4S A% 3% 70 04 01
A0 44 41 44 3732 00 04 0Of
0430 4L a1 4) 1O 04 01
D840 53 AF 4l 31 03t 00 04 01 SONITI | I 1 i l I s
D450 4Dn aF an 33 332 00 04 01 HOM3T 30

D460 53 49 44 EO38 40 04 0f xlll‘)‘i‘lﬂ“‘*)
D470 41 A G0 37037 00 04 0)

X 333
3938 3938

RV VIR YO 64

LY
Y0340

G247

0009 QIR

44710 Only change

0400 JHOOD 00 00 06600 00 00 00 00 00 00 00 P 6.,

GalG 41 AE 54 35 3% 70 04 .
D420 44 41 44 Soan G0 N4 f
D436 4l 41 Al 36 4 10 064 0f (\(\H‘u"ﬁ‘)\‘n‘)éﬂ)uﬁ

3440 LI oAb al
0450 afr 41 an
3406 53 49 aa
BA70 41 SA BN

31 1
43 033
38 18

37 17

DO 04 04 xﬂNHIIHIHlH,
G0 04 0| SRR K PN
40 04 01 18388498@ .
00 04 01 TIFIIIY, L

Fig. 9.30: Linked List—A Sample Run
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~G220/223

Run ‘SEARCH’ for deleted entry

-~ —Not found
N A=37 RC=00FF DE=0400 HL=0000 $=0100 F=0223 0223’ CALL 0171
A‘=00 B/ =0000 0’=0000 H’/=0000 X=0400 Y=0310 I=00 (0171
-§Y
Y=0310 340
Zg220s293 Run “‘SEARCH"’ for an existent entry
=203 02237 .
—Entry found
U
Z N A=54 BC=FF10 DE=0430 HL=0A3E 5=0100 F=0223 0223’ CALL 0171
A =00 E/=0000 I=0000 H’/=0000 X=0410 Y=0340 T=00 Q17172
~GR246/32 .
——Address of entry in fable

Delete

F=0229 02097

Note: Changes in

~1MA00 pointers.
0400 7R 00 00 00 00 00 00
0410 41 35 35 3 35 35 70 04 00
0420 44 232 32 3 32 32 00 04 00 AD2RZ
0430 4t 34 & 35 70 04 0F ANALEL6L64
0440 T3 3 31 006 04 01
QA4S0 AR 32 33 00 04 01
0460 33 38 40 04 01
DA70 4t 37 00 04 0%

Fig. 9.30: Linked List— A Sample Run (cont.)

SUMMARY

The beginning programmer need not concern himself yet with the
details of data structures implementation and management. However,
efficient programming of non-trivial algorithms requires a good under-
standing of data structures. The actual examples presented in this
chapter should help the reader achieve such an understanding and solve
all the common problems encountered with reasonable data structures.
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10
PROGRAM DEVELOPMENT

INTRODUCTION

All the programs we have studied and developed so far have been
developed by hand without the aid of any software or hardware re-
source. The only improvement over straight binary coding has been the
use of mnemonic symbols, those of the assembly language. For effec-
tive software development, it is necessary to understand the range of
hardware and software development aids. It is the purpose of this chap-
ter to present and evaluate these aids.

BASIC PROGRAMMING CHOICES

Three basic alternatives exist: writing a program in binary or hexa-
decimal, writing it in assembly-level language, or writing it in a high-
level language. Let us review these alternatives.

Hexadecimal Coding

The program will normally be written using assembly language mne-
monics. However, most low-cost, one-board computer systems do not
provide an assembler. The assembler is the program which will auto-
matically translate the mnemonics used for the program into the re-
quired binary codes. When no assembler is available, this translation
from mnemonics into binary must be performed by hand. Binary is
unpleasant to use and error-prone, so that hexadecimal is normally
used. It has been shown in Chapter 1 that one hexadecimal digit will
represent four binary bits. Two hexadecimal digits will, therefore, be
used to represent the contents of every byte. As an example, the table
showing the hexadecimal equivalent of the Z80 instructions appears in
the Appendix.
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In short, whenever the resources of the user are limited and no assem-
bler is available, he will have to translate the program by hand into hex-
adecimal. This can reasonably be done for a small number of instruc-
tions, such as, perhaps, 10 to 100. For larger programs, this process is
tedious and error-prone, so that it tends not to be used. However, near-
ly all single-board microcomputers require the entry of programs in
hexadecimal mode. They are not equipped with an assembler and a full
alphanumeric keyboard, in order to limit their cost.

In summary, hexadecimal coding is not a desirable way to enter a
program in a computer. It is simply an economical one. The cost of an
assembler and the required alphanumeric keyboard is traded-off
against increased labor required to enter the program in the memory.
However, this does not change the way the program itself is written.
The program is still written in assembly-level language so that it can be
examined by the human programmer and be meaningful.

Assembly Language Programming

Assembly-level programming covers both programs that may be
entered in hexadecimal and those that may be entered in symbolic
assembly-level form in the system. Let us now examine the entry of a
program directly in its assembly language representation. An assembler
program must be available. The assembler will read each of the mne-
monic instructions of the program and translate it into the required bit
pattern using 1 to 5 bytes, as specified by the encoding of the instruc-
tions. In addition, a good assembler will offer a number of additional
facilities for writing the program. These will be reviewed in the section
on the assembler below. In particular, directives are available which
will modify the value of symbols. Symbolic addressing may be used and
a branch to a symbolic location may be specified. During the debugging
phase, when a user may remove or add instructions, it will not be neces-
sary to rewrite the entire program if an extra instruction is inserted be-
tween a branch and the point to which it branches, as long as symbolic
labels are used. The assembler will take care of automatically adjusting
all the labels during the translation process. In addition, an assembler
allows the user to debug his program in symbolic form. A disassembler
may be used to examine the contents of a memory location and recon-
struct the assembly-level instruction that it represents. The various soft-
ware resources normally available on a system will be reviewed below.
Let us now examine the third alternative.
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POWER OF
THE
LANGUAGE

et

1 A )

.| cosoL

FORTRAN HIGH-LEVEL
L

1 Pm

1 rascaL

BASIC

MINI BASIC

B

—{ MACRO
SYMBOUIC [} CONDITIONAL

o ASSEMBLY

ASSEMBLY-LEVEL

HEXADECIMAL/ )
L ocTAL

MACHINE-LEVEL
BINARY

Fig. 10.1: Programming Levels

High-Level Language

A program may be written in a high-level language such as BASIC,
APL, PASCAL, or others. Techniques for programming in these vari-
ous languages are covered by specific books and will not be reviewed
here. We will, therefore, only briefly review this mode of program-
ming. A high-level language offers powerful instructions which make
programming much easier and faster. These instructions must then be
translated by a complex program into the final binary representation
that a microcomputer can execute. Typically, each high-level instruc-
tion will be translated into a large number of individual binary instruc-
tions. The program which performs this automatic translation is called
a compiler or an interpreter. A compiler will translate all the instruc-
tions of a program in sequence into object code. In a separate phase,
the resulting code will then be executed. By contrast, an interpreter will
interpret a single instruction, then execute it, then ‘‘translate’’ the next
one, then execute it. An interpreter offers the advantage of interactive
response, but results in low efficiency compared to a compiler. These
topics will not be studied further here. Let us revert to the programming
of an actual microprocessor in the assembly-level language.
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SOFTWARE SUPPORT

We will review here the main software facilities which are (or should
be) available in the complete system for convenient software develop-
ment. Some of the definitions have already been introduced. They will
be summarized here and the rest of the important programs will be de-
fined before we proceed.

The assembler is the program which translates the mnemonic repre-
sentation of instructions into their binary equivalent. It normally trans-
lates one symbolic instruction into one binary instruction (which may
occupy 1, 2 or 3 bytes). The resulting binary code is called object code.
It is directly executable by the microcomputer. As a side effect, the
assembler will also produce a complete symbolic listing of the program,
as well as the equivalence tables to be used by the programmer and the
symbol occurrence list in the program. Examples will be presented later
in this chapter.

In addition, the assembler will list syntax errors such as instructions
misspelled or illegal, branching errors, duplicate labels or missing
labels.

It will not delete logical errors (this is your problem).

A compiler is the program which translates high-level language in-
structions into their binary form.

An interpreter is a program similar to a compiler, which also trans-
lates high-level instructions into their binary form but does not keep the
intermediate representation and executes them immediately. In fact, it
often does not even generate any intermediate code, but rather executes
the high-level instructions directly.

A monitor is the basic program which is indispensable for using the
hardware resources of this system. It continuously monitors the input
devices for input and manages the rest of the devices. As an example, a
minimal monitor for a single-board microcomputer, equipped with a
keyboard and with LED’s, must continuously scan the keyboard for a
user input and display the specified contents on the light-emitting
diodes. In addition, it must be capable of understanding a number of
limited commands from the keyboard, such as START, STOP, CON-
TINUE, LOAD MEMORY, EXAMINE MEMORY. On a large sys-
tem, the monitor is often qualified as the executive program, when
complex file management or task scheduling is also provided. The over-
all set of facilities is called an operating system. If files are residing on a
disk, the operating system is qualified as the disk operating system, or
DOS.
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An editor is the program designed to facilitate the entry and the mod-
ification of text or progams. It allows the user to enter characters con-
veniently, append them, insert them, add lines, remove lines, search for
characters or strings. It is an important resource for convenient and ef-
fective text entry.

A debugger is a facility necessary for debugging programs. When a
program does not work correctly, there may typically be no indication
whatsoever of the cause. The programmer, therefore, wishes to insert
breakpoints in his program in order to suspend the execution of the
program at specified addresses, and to be able to examine the contents
of registers or memory at this point. This is the primary function of a
debugger. The debugger allows for the possibility of suspending a pro-
gram, resuming execution, examining, displaying and modifying the
contents of registers or memory. A good debugger will be equipped
with a number of additional facilities, such as the ability to examine
data in symbolic form, hex, binary, or other usual representations, as
well as to enter data in this format.

A loader, or linking loader, will place various blocks of object code
at specified positions in the memory and adjust their respective sym-
bolic pointers to that they can reference each other. It is used to relocate
programs or blocks in various memory areas. A simulator or an emu-
lator program is used to simulate the operation of a device, usually the
microprocessor, in its absence, when developing a program on a simu-
lated processor prior to placing it on the actual board. Using this ap-
proach, it becomes possible to suspend the program, modify it, and
keep it in RAM memory. The disadvantages of a simulator are that:

I—It usually simulates only the processor itself, not input/output
devices.

2—The execution speed is slow, and one operates in simulated time.
It is therefore not possible to test real-time devices, and synchronization
problems may still occur even though the logic of the program may be
found correct.

An emulator is essentially a simulator in real time. It uses one proces-
sor to simulate another one, and simulates it in complete detail.

Utility routines are essentially all the routines which are necessary in
most applications and that the user wishes the manufacturer had pro-
vided!

They may include multiplication, division and other arithmetic oper-
ations, block move routines, character tests, input/output device han-
dlers (or ‘‘drivers’’), and more.
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THE PROGRAM DEVELOPMENT SEQUENCE

We will now examine a typical sequence for developing an assembly-
level program. We will assume that all the usual software facilities are
available in order to demonstrate their value. If they should not be
available in a particular system, it will still be possible to develop pro-
grams, but the convenience will be decreased and, therefore, the
amount of time necessary to debug the program is likely to be in-
creased.

The normal approach is to first design an algorithm and define the
data structures for the problem to be solved. Next, a comprehensive set
of flowcharts is developed which represents the program flow. Finally,
the flowcharts are translated into the assembly-level language for the
microprocessor; this is the coding phase.

Next, the program has to be entered on the computer. We will exam-
ine in the next section the hardware options to be used in this phase.

The program is entered in RAM memory of the system under the
control of the editor. Once a section of the program, such as one or
more subroutines, has been entered, it will be tested.

First, the assembler will be used. If the assembler did not already
reside in the system, it would be loaded from an external memory, such
as a disk. Then, the program will be assembled, i.e., translated into a
binary code. This results in the object program, ready to be executed.

One does not normally expect a program to work correctly the first
time. To verify its correct operation, a number of breakpoints will nor-
mally be set at crucial locations where it is easy to test whether the inter-
mediate results are correct. The debugger will be used for this purpose.
Breakpoints will be specified at selected locations. A *“Go’’ command
will then be issued so that program execution is started. The program
will automatically stop at each of the specified breakpoints. The pro-
grammer can then verify, by examining the contents of the registers, or
memory, that the data so far is correct. If it is correct, we proceed until
the next breakpoint. Whenever we find incorrect data, an error in the
program has been detected. At this point, the programmer normally
refers to his program listing and verifies whether his coding has been
correct. 1f no error can be found in the programming, the error might
be a logical one and one might refer to the flowchart. We will assume
here that the flowcharts have been checked by hand and are assumed to
be reasonably correct. The error is likely to come from the coding. It
will, therefore, be necessary to modify a section of the program. If the
symbolic representation of the program is still in the memory, we will
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simply re-enter the editor and modify the required lines, then go
through the preceding sequence again. In some systems, the memory
available may not be large enough, so that it is necessary to flush out
the symbolic representation of the program onto a disk or cassette prior
to executing the object code. Naturally, in such a case, one would have
to reload the symbolic representation of the program from its support
medium prior to entering the editor again.

The above procedure will be repeated as long as necessary until the
results of the program are correct. Let us stress that prevention is much
more effective than cure. A correct design will typically result in a pro-
gram which runs correctly very soon after the usual typing mistakes or
obvious coding errors have been removed. However, sloppy design may
result in programs which will take an extremely long time to be de-
bugged. The debugging time is generally considered to be much longer
than the actual design time. In short, it is always worth investing more
time in the design in order to shorten the debugging phase.

However, using this approach, it is possible to test the overall organi-
zation of the program, but not to test it in real time with input/output
devices. If input/output devices are to be tested, the direct solution con-
sists of transferring the program onto EPROM’s and installing it on the
board and then watching whether it works.

There is a better solution. It is the use of an /n-circuit emulator. An
in-circuit emulator uses the Z80 microprocessor (or any other one) to
emulate a Z80 in (almost) real time. It emulates the Z80 physically. The
emulator is equipped with a cable terminated by a 40-pin connector, ex-
actly identical to the pin-out of a Z80. This connector can then be in-
serted on the real application board that one is developing. The signals
generated by the emulator will be exactly those of the Z80, only perhaps
a little slower. The essential advantage is that the program under test
will still reside in the RAM memory of the development system. It will
generate the real signals which will communicate with the real in-
put/output devices that one wishes to use. As a result, it becomes possi-
ble to keep developing the program using all the resources of the devel-
opment system (editor, debugger, symbolic facilities, file system) while
testing input/output in real time.

In addition, a good emulator will provide special facilities, such as a
frace. A trace is a recording of the last instructions or status of various
data busses in the system prior to a breakpoint. In short, a trace pro-
vides the film of the events that occurred prior to the breakpoint or the
malfunction. It may even trigger a scope at a specified address or upon
the occurrence of a specified combination of bits. Such a facility is of
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great value, since when an error is found it is usually too late. The in-
struction, or the data, which caused the error has occurred prior to the
detection, The availability of a trace allows the user to find which seg-
ment of the program caused the error to occur. If the trace is not long
enough, we will simply set an earlier breakpoint.

ROM RAM
ASSEMBLER
Or
COMPIER
BOOISIRAP
R O0TS or
INTERPRETER
KEYBOARD bOs
DRivER
fishle
oR
DIsPLAY
DEBUGGER
DRIVER oR
SIMULAIOR
Y SYSTEM
DRIVER WORKSPACE
(AND S1ACK)
CASSETIE USER
DRIVER PROGRAM
COMMAND USER
INTERPRETER WORKSPACE
unuiY
ROUTINES
ELEMENTARY
DEBUGGER
ELEMENTARY
EDHOR

Fig. 10.2: A Typical Memory Map

This completes our description of the usual sequence of events in-

volved in developing a program. Let us now review the hardware alter-
natives available for developing programs.
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HARDWARE ALTERNATIVES
Single-Board Microcomputer

The single-board microcomputer offers the lowest cost approach to
program development. It is normally equipped with a hexadecimal key-
board, plus some function keys, plus 6 LED’s which can display ad-
dress and data. Since it is equipped with a small amount of memory, an
assembler is not usually available. At best, it has a small monitor and
virtually no editing or debugging facilities, except for a very few com-
mands. All programs must, therefore, be entered in hexadecimal form.
They will also be displaved in hexadecimal form on the LED’s. A sin-
gle-board microcomputer has, in theory, the same hardware power as
any other computer. Simply because of its restricted memory size and
keyboard, it does not support all the usual facilities of a larger system
and makes program development much longer. Because it is tedious to
develop programs in hexadecimal format, a single board microcom-
puter is best suited for education and training where programs of lim-
ited length have to be developed and their short length is not an obstacle
to programming. Single-boards are probably the cheapest way to learn
programming by doing. However, they cannot be used for complex
program development unless additional memory boards are attached
and the usual software aids are made available.

The Development System

A development system is a microcomputer system equipped with a
significant amount of RAM memory (32K, 48K) as well as the required
input/output devices, such as a CRT display, a printer, disks, and, usu-
ally, a PROM programmer, as well as, perhaps, an in-circuit emulator.
A development system is specifically designed to facilitate program
development in an industrial environment. It normally offers all, or
most, of the software facilities that we have mentioned in the preceding
section. In principle, it is the ideal software development tool.

The limitation of a microcomputer development system is that it may
not be capable of supporting a compiler or an interpreter. This is be-
cause a compiler typically requires a very large amount of memory,
often more than is available on the system. However, for developing
programs in assembly-level language, it offers all the required facilities.
But because development systems sell in relatively small numbers com-
pared to hobby computers, their cost is significantly higher.

587



PROGRAMMING THE Z80

Hobby-Type Microcomputers

The hobby-type microcomputer hardware is naturally exactly analo-
gous to that of a development system. The main difference lies in the
fact that it is normally not equipped with the sophisticated software
development aids which are available on an industrial development sys-
tem. As an example, many hobby-type microcomputers offer only ele-
mentary assembilers, minimal editors, minimal file systems, no facilities
to attach a PROM programmer, no in-circuit emulator, no powerful
debugger. They represent, therefore, an intermediate step between the
single-board microcomputer and the full microprocessor development
system. For a user who wishes to develop programs of modest complex-
ity, they are probably the best compromise, since they offer the advan-
tage of low cost and a reasonable array of software development tools,
even though they are quite limited as to their convenience.

Time-Sharing System

It is possible to rent terminals from several companies which will con-
nect to time-sharing networks. These terminals share the time of the
larger computer and benefit from all the advantages of large installa-
tions. Cross assemblers are available for all microcomputers on vir-
tually all commercial time-sharing systems. A cross assembler is simply
an assembler for, say, a Z80 which resides, for example, in an IBM370.
Formally, a cross assembler is an assembler for microprocessor X,
which resides on processor Y. The nature of the computer being used is
irrelevant. The user still writes a program in Z80 assembly-level lan-
guage, and the cross assembler translates it into the appropriate binary
pattern. The difference, however, is that the program cannot be ex-
ecuted at this point. It can be executed by a simulated processor, if one
is available, provided it does not use any input/output resources. This
solution is used, therefore, only in industrial environments.

In-House Computer

Whenever a large in-house computer is available, cross assemblers
may also be available to facilitate program development. If such a com-
puter offers time-shared service, this option is essentially analogous to
the one above. If it offers only batch service, this is probably one of the
most inconvenient methods of program development, since submitting
programs in batch mode at the assembly level for a microprocessor re-
sults in a very long development time.
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Front Panel or No Front Panel?

The front panel is a hardware accessory often used to facilitate pro-
gram debugging. It has traditionally been a tool for conveniently dis-
playing the binary contents of a register or of memory. However, all the
functions of the control panel may be accomplished from a terminal,
and the dominance of CRT displays now offers a service almost equiva-
lent to the control panel by displaying the binary value of bits. The ad-
ditional advantage of using the CRT display is that one can switch at
will from binary representation to hexadecimal, to symbolic, to decimal
(if the appropriate conversion routines are available, naturally). The
disadvantage of the CRT is that one must hit several keys to obtain the
appropriate display rather than turn a knob. However, since the cost of
providing a control panel is quite substantial, most recent microcom-
puters have abandoned this debugging tool. The value of the control
panel is often considered more on the basis of emotional arguments in-
fluenced by one’s own past experience than by the use of reason. It is
not indispensable.

Summary of Hardware Resources

Three broad cases may be distinguished. If you have only a minimal
budget and if you wish to learn how to program, buy a single-board
microcomputer. Using it, you will be abie to develop all the simple pro-
grams in this book and many more. Eventually, however, when you
want to develop programs of more than a few hundred instructions,
you will feel the limitations of this approach.

If you are an industrial user, you will need a full development system.
Any solution short of the full development system will cause a signifi-
cantly longer development time. The trade-off is clear: hardware re-
sources vs. programming time. Naturally, if the programs to be devel-
oped are quite simple, a less expensive approach may be used. How-
ever, if complex programs are to be developed, it is difficult to justify
any hardware savings when buying a development system, since the
programming costs will be by far the dominant cost of the project.

For a personal computerist, a hobby-type microcomputer will typi-
cally offer sufficient, although minimal, facilities. Good development
software is still to come for many of the hobby computers. The user will
have to evaluate his system in view of the comments presented in this
chapter.

Let us now analyze in more detail the most indispensable resource:
the assembler.
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THE ASSEMBLER

We have used assembly-level language throughout this book without
presenting the formal syntax or definition of assembly-level language.
The time has come to present this definition. An assembler is designed
to allow the convenient symbolic representation of the user program,
and yet to make it simple for the assembler program to convert these
mnemonics into their binary representation.

Assembler Fields

When typing in a program for the assembler, we have seen that fieids
are used. They are:

The label field, optional, which may contain a symbolic address for
the instruction that follows.

The instruction field, which includes the opcode and any operands.
(A separate operand field may be distinguished.)

The comment field, far to the right, which is optional and is intended
to clarify the program.

These fields are shown on the programming form in Figure 10.3.

Once the program has been fed to the assembler, the assembler will
produce a /isting of it. When generating a listing, the assembler will
provide three additional fields, usually on the left of the page. An ex-
ample appears on Figure 10.4. On the far left is the line number. Each
line which has been typed by the programmer is assigned a symbolic line
number.

The next field to the right is the actual address field, which shows in
hexadecimal the value of the program counter which will point to that
instruction.

Moving still further to the right, we find the hexadecimal representa-
tion of the instruction.

This shows one of the possible uses of an assembler. Even if we are
designing programs for a single-board microcomputer which accepts
only hexadecimal, we should still write the program in assembly-ievel
language, providing we have access to a system equipped with an as-
sembler. We can then run the programs on the system, using the assem-
bler. The assembler will automatically generate the correct hexadecimal
codes on our system. This shows, in a simple example, the value of ad-
ditional software resources.
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Fig. 10.3: Microprocessor Programming Form
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Tables

When the assembler translates the symbolic program into its binary
representation, it performs two essential tasks:

1—It translates the mnemonic instructions into their binary en-
coding.

2—1t translates the symbols used for constants and addresses into
their binary representation.

In order to facilitate program debugging, the assembler shows at the
end of the listing the equivalence between the symbol used and its hexa-
decimal value. This is called the symbol table.

Some symbol tables will not only list the symbol and its value, but
also the line numbers where the symbol occurs, thereby providing an
additional facility.

Error Messages

During the assembly process, the assembler will detect syntax errors
and include them as part of the final listing. Typical diagnostics in-
clude: undefined symbols, label already defined, illegal opcode, illegal
address, illegal addressing mode. Many more detailed diagnostics are
naturally desirable and are usually provided. They vary with each as-
sembler.

The Assembly Language

Opcodes have already been defined. We will here define the symbols,
constants and operators which may be used as part of the assembler
syntax.

Symbols

Symbols are used to represent numerical values, either data or ad-
dresses. Symbols may include up to six characters, and must start with
an alphabetical character. The characters are restricted to letters of the
alphabet and numbers. Also, the user may not choose names identical
to the opcodes utilized by the Z80, the names of registers such as A,B,
C,D,E,H,L, BC, DE, HL, AF, BC, DE, IX, 1Y, SP, as well as the
various short names used as pseudo-operators by the assembler. The
names of these assembler ‘‘directives’ are listed below in the corre-
sponding sections. Also, the abbreviations used to designate the flags
should not be used as symbols: C,Z,N,PE,NC,P,PO.
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Assigning a Value to a Symbol

Labels are special symbols whose values do not need to be defined by
the programmer. The value will automatically be defined by the assem-
bier program whenever it finds that label. The label value thus auto-
matically corresponds to the number of the line where it appears.
Special pseudo-instructions are available to force a new starting
value for labels, or to assign them a specific value.

CROMEMCO CU0S 780 ASSTMBLER version 02.1% FAGE 00!
QOO0 0001 OReG GL00H
(0200) 0002 MPRAD jus O200H
02022 2003 MFPIAL DL Q202H
€004y 0004 RESAD nl al0at
D00 ¢
2100 EDAROGO2 O00S MFa88 Lo RCy (HFPRADD FLOAD MULTIFLTER

Qioa 0408 0007 Lo T8 in oI5 BIT € ER

0106 ERSROIODN 0008 LI DE y {HPBATD FLOAD MUTTIFLICAND INTO E
10A 1400 0009 LI Iy Q 4 Pl

Q100 210000 AR Lo HL -0 RESUL T 0

O1OF  CRE3Y QOJ L HULT GRL [ FGHTFT MULITIDLIER BT THTD CARRY
Otii 300! 0012 JR HE 7 NDO FTEET CARRY

0113 19 0013 NN .y OE FOHN RED TO RESULT

0114  CE23 0014 NOARD Sia i FEHTFT MFD LEFT

DILs LRID 0015 kL i HIT Lito

0118 0U D01é B o2 i CRPFRMEMY SHIF T OONTER
QH1% CR20F0) QDL i HIsHOLT IO OTE AAEN EY COBUTER )
BLIC 220400 [EhNR:] L LRESALD yHL FurORL RLEUL)

QLLF (00002 00Le END

Errors I

Fig. 10.4: Assembler Qutput—An Example
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However, other symbols used for constants or memory addresses
must be defined by the programmer prior to their use.

A special assembler directive may be used to assign a value to any
symbol. A directive is essentially an instruction to the assembler which
will not be translated into an executable statement. For example, the
constant LOG will be defined as:

LOG DFW 3002H

This assigns the value 3002 hexadecimal to the variable LOG. The
assembler directives will be examined in detail in a later section.

Constants or Literals

Constants may traditionally be expressed either in decimal, in hexa-
decimal, in octal, or in binary, or as alphanumeric strings. In order to
differentiate between the base used to represent the number, a symbol
must be used. To load ‘0’ into the accumulator, we will simply write:

LD A0

Optionally a ‘‘D’’ may be used at the end of the constant.
A hexadecimal number will be terminated by the symbol *““H’’. To
load the value “FF"’ into the accumulator, we will write:

LD A, FFH

An octal symbol is terminated by the symbol ““0°" or ““‘Q’’. A binary
symbol is terminated by “B”’.

For example, in order to load the value ‘11111111’ into the accumu-
lator, we will write:

LD A, I11111111B

Literal ASCII characters may also be used in the literal field. The
ASCII symbol must be enclosed in single quotes.

For example, in order to load the symbol ‘“S’’ into the accumulator,
we will write:

LD A, §

Exercise 10.1: Will the following two instructions load the same value
in the accumulator: LD A, ‘5°, and LD A, 5H?
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Note that in the Zilog convention, parentheses denote an address.
For example:

LD A, (10)

specifies that the accumulator is loaded from the contents of memory
location 10 (decimal).

Operators

In order to further facilitate the writing of symbolic programs, as-
semblers allow the use of operators. At a minimum, they should allow
plus and minus so that one can specify, for example:

LD A, (ADDRESS)
LD A, (ADDRESS +1)

It is important to understand that the expression ADDRESS + 1 will
be computed by the assembler in order to determine the actual memory
address which must be inserted as the binary equivalent. It will be com-
puted at assembly time, not at program-execution time.

In addition, more operators may be available, such as multiply and
divide, a convenience when accessing tables in memory. More special-
ized operators may be also available, such as greater than and less
than, which truncate a two-byte value respectively into its high and low
byte.

Naturally, an expression must eva/uate to a positive value. Negative
numbers may normally not be used and should be expressed in a hexa-
decimal format.

Finally, a special symbol is traditionally used to represent the current
value of the address of the line: “$’". This symbol should be interpreted
as “‘current location’’ (value of PC).

Exercise 10.2: What is the difference between the following instruc-
tions?

LD A, 10101010B
LD A, (10101010B)

Exercise 10.3: What is the effect of the following instruction?
JP NC,$ -2

Expressions

The Z80 assembler specifications allow a wide range of expressions
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with arithmetic and logical operations. The assembler will evaluate the
expressions in a left-to-right manner, using the priorities specified by
the table in Figure 10.5. Parentheses may be used to enforce a specific
order of evaluation. However, the outermost parentheses will denote
that the contents are to be treated as an address.

Assembler Directives

Directives are special orders given by the programmer to the assem-
bler, which result either in storing values into symbols or into the mem-
ory, or in controlling the execution or printing modes of the assembler.
The set of commands which specifically controls the printing modes of
the assembler is also called ‘‘commands’’ and is described in a separate

section.
To provide a specific example, let us review here the 11 assembler

directives available on the Zilog development system:

ORG nn

This directive will set the assembler address counter to the value nn. In
other words, the first executable instruction encountered after this
directive will reside at the value nn. It can be used to locate different
segments of a program at different memory locations.

EQU nn
This directive is used to assign a value to a label.
DEFL nn

This directive also assigns a value n to a label, but may be repeated
within the program with different values for the same iabel, whereas
EQU may be used only once.

DEFB n

This directive assigns eight-bit contents to a byte residing at the current
reference counter.

DFB ‘S’
assigns the ASCII value of “‘S”’ to the byte.
DEFW nn

This assigns the value nn to the two-byte word residing at the current
reference counter in the following location.
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OPERATOR FUNCTION PRIORITY
+ UNARY PLUS 1
- UNARY MINUS 1
.NOT. or \ LOGICALNOT i
.RES. RESULT 1
i EXPONENTIATION 2
* MULTIPLICATION 3
/ DIVISION 3
.MOD. MODULO 3
.SHR. LOGICAL SHIFT RIGHT 3
JSHL. LOGICAL SHIFT LEFT 3
+ ADDITION 4
- SUBTRACTION 4
.AND. or & LOGICALAND 5
.OR. or 1 LOGICALOR 6
XOR. LOGICAL XOR <]
EQ.or = EQUALS 7
.GT. or > GREATER THAN 7
AT or < LESS THAN 7
.UGT. UNSIGNED GREATER THAN 7
JULT. UNSIGNED LESS THAN 7

Fig. 10.5: Operator Precedence
DEFS nn

reserves a block of memory size nn bytes, starting at the current value
of the reference counter.

DEFM ‘S’

stores into memory the string ‘S’ starting at the current reference coun-
ter. It must be less than 63 in length.

MACRO PO PI...Pn

is used to define a label as a macro, and to define its formal parameter
list. Macros are defined in another section below.

END

indicates the end of the program. Any other statements following it will
be ignored.

ENDM

is used to mark the end of a macro definition.
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Assembler Commands

Commands are used to modify the format of the listing to control the
printing modes of the assembler. All commands start with a star in col-
umn one. Seven commands are provided by the Z80 assembler. Typical
examples are:

EJECT
which causes the listing to move to the top of the next page; and

LIST OFF

which causes the printing to be suspended, effective with this com-
mand. The others are: “*HEADING S”’, “*LIST ON”’, “*MACLIST
ON”’, “*MACLIST OFF”’, “*INCLUDE FILENAME”".

Macros

A macro is simply a name assigned to a group of instructions. Itis a
convenience to the programmer. If a group of instructions is used sev-
eral times in a program, we could define a macro to represent them, in-
stead of always having to write this group of instructions.

As an example, we could write:

SAVREG MACRO PUSH AF
PUSH BC
PUSH DE
PUSH HL
ENDM

then simply write the name ‘““SAVREG”’ instead of the above instruc-
tions. Any time that we write SAVREG, the five corresponding lines
will get substituted instead of the name. An assembler equipped with a
macro facility is called a macro-assembler. When the macro assembler
encounters a SAVREG, it performs a mere physical substitution of
equivalent lines.

Macro or Subroutine?

At this point, a macro may seem to operate in a way analogous to a
subroutine. This is not the case. When the assembler is used to produce
the object code, any time that a macro name is encountered, it will be
replaced by the actual instructions that it stands for. At execution time,
the group of instructions will appear as many times as the name of the
macro did.
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By contrast, a subroutine is defined only once, and then it can be
used repeatedly: the program will jump to the subroutine address. A
macro is called an assembly-time facility. A subroutine is an execution-
time facility. Their operation is quite different.

Macro Parameters

Each macro may be equipped with a number of parameters. As an
example, let us consider the following macro:

SWAP MACRO #M, #N, #T

LD A, IM M INTO A

LD #T, A A INTOT (=M)
LD A, #N N INTO A

LD #M, A A INTO M (=N)
LD A, #T T INTO A

LD #N, A A INTO N (=T)
END M

This macro will result in swapping (exchanging) the contents of mem-
ory locations M and N. A swap between two registers, or two memory
locations, is an operation which is not provided by the Z80. A macro
may be used to implement it. ““T’’ in this instance is simply the name
for a temporary storage location required by the program. As an exam-
ple, let us swap the contents of memory locations ALPHA and BETA.
The instruction which does this appears below:

SWAP (ALPHA), (BETA), (TEMP)

In this instruction, TEMP is the name of some temporary storage
location, which we know to be available and which can be used by the
macro. The resulting expansion of the macro appears below:

LD A, (ALPHA)
LD (TEMP), A
LD A, (BETA)
LD (ALPHA), A
LD A, (TEMP)
LD (BETA), A

The value of a macro should now be apparent: it is convenient for the
programimer to use pseudo-instructions, which have been defined with
macros. In this way, the apparent instruction set of the Z80 can be ex-
panded at will. Unfortunately, one must bear in mind that each macro
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directive will expand into whatever number of instructions were used. A
macro will, therefore, run more slowly than any single instruction. Be-
cause of its convenience for the development of any long program, a
macro facility is highly desirable for such applications.

Additional Macro Facilities

Many other directives and syntactic facilities may be added to a sim-
ple macro facility; macros may be nested, i.e., a macro call may appear
within a macro definition. Using this facility, a macro may modify it-
self with a nested definition! A first call will produce one expansion,
whereas subsequent calls will produce a modified expansion of the same
macro. This is allowed by the Z80 assembler, but nested definitions are
not allowed.

CONDITIONAL ASSEMBLY

Conditional assembly is another facility provided in the Z80 assem-
bly. With a conditional assembly facility, the programmer can devise
programs for a variety of cases, and then conditionally assemble the
segments of codes required by a specific application. As an example, an
industrial user might design programs to take care of any number of
traffic lights at an intersection, for a variety of control algorithms. He
will then receive the specifications from the local traffic engineer, who
specifies how many traffic lights there should be and which algorithms
should be used. The programmer will then simply set parameters in his
program and assemble conditionally. The conditional assembly will
result in a “‘customized’’ program which will retain only those routines
which are necessary for the solution to the problem.

Conditional assembly is, therefore, of specific value to industrial
program generation in an environment where many options exist and
where the programmer wishes to assemble portions of programs quick-
ly and automatically in response to external parameters.

Only two conditional pseudo-OPs are provided in the standard
micro-assembler version supplied by Zilog. They are respectively:

COND NN and ENDC

where NN represents an expression. The pseudo-OP ““COND NN’’ will
result in the evaluation of the expression NN. As long as the expression
evaluates to a true value (non-zero), the statement following the COND
will be assembled. However, if the expression should be false, i.e., eval-
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uate to a zero value, the assembly of all subsequent statements will be
disabled up to the ENDC instruction.

ENDC is used to terminate a COND, so that the assembly of subse-
quent statements is re-enabled. The COND pseudo-OP’s cannot be
nested.

In theory, more powerful conditional assembly facilities could exist,
with “IF’" and ‘““ELSE’" specification. They may become available in
future versions of the assembler.

SUMMARY

This chapter has presented the techniques and the hardware and soft-
ware tools required to develop a program, along with the various trade-
offs and alternatives.

These range at the hardware level from the single-board microcom-
puter to the full development system; at the software level, from binary
coding to high-level programming.

You will have to select them on the basis of your goals and resources.
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CHAPTER 11

CONCLUSION

We have now covered all important aspects of programming, from
definitions and basic concepts to the internal manipulation of the Z80
registers, to the management of input/output devices, as well as the
characteristics of software development aids. What is the next step?
Two views can be offered, the first one relating to the development of
technology, the second one relating to the development of your own
knowledge and skill. Let us address these two points.

TECHNOLOGICAL DEVELOPMENT

The progress of integration in MOS technology makes it possible to
implement more and more complex chips. The cost of implementing the
processor function itself is constantly decreasing. The result is that
many of the input/output chips or the peripheral-controller chips used
in a system now incorporate a simple processor. This means that most
LSI chips in the system are becoming programmable. An interesting
conceptual dilemma is now developing. In order to simplify the soft-
ware design task, as well as to reduce the component count, the new
1/0 chips now incorporate sophisticated programmable capabilities:
many programmed algorithms are now integrated within the chip.
However, as a result, the development of programs is complicated by
the fact that all these input/output chips are radically different and
need to be studied in detail by the programmer! Programming the
system is no longer programming the microprocessor alone, but also
programming all the other chips attached to it. The learning time for
every chip can be significant.

Naturally, this is only an apparent dilemma. If these chips were not
available, the complexity of the interface to be realized, as well as of the
corresponding programs, would be still greater. The new complexity
that is introduced is the need to program more than just a processor,
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and to learn the various features of the different chips in a system. How-
ever, it is hoped that the techniques and concepts presented in this book
will make this a reasonably easy task.

THE NEXT STEP

You have now learned the basic techniques required to program sim-
ple applications on paper. That was the goal of this book. The next step
is actual practice for which is no substitute. It is impossible to learn pro-
gramming completely on paper; experience is required. You should
now be in a position to start writing your own programs. It is hoped
that this journey will be a pleasant one.

For those who feel they would benefit from the guidance of an addi-
tional book, the companion volume to this one in the series is the Z80
Applications Book (refD380), which presents a range of actual appli-
cations which can be executed on a real microcomputer.
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HEXADECIMAL CONVERSION TABLE

HEx | o 31 2 3 4 5 6 7 8 9 A B C D E F 00 000
0 0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 0 0
1 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 3 256 | 4096
2 32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 512 | 8192
3 48 49 50 51 52 53 54 55 56 57 58 59 60 61 62 63 768 | 12288
4 64 65 66 67 68 69 70 71 72 73 74 75 76 77 78 79 1024 | 16384
5 80 81 82 83 B84 85 86 87 88 89 90 91 92 93 94 95 1280 | 20480
6 96 97 98 99 100 101 102 103 104 105 106 107 108 109 110 111 1536 | 24576
7 ] 112 113 114 115 116 117 118 119 120 121 122 123 124 125 126 127 1792 | 28672
8 | 128 129 130 131 132 133 134 135 136 137 138 139 140 141 142 143 2048 | 32768
9 | 144 145 1456 147 148 149 150 151 152 153 154 155 156 157 158 159 2304 | 36864
A | 160 161 162 163 164 165 166 167 168 169 170 171 172 173 174 175 2560 | 40960
B | 176 177 178 179 180 181 132 183 184 185 186 187 188 189 190 191 2816 | 45056
C | 192 193 194 195 196 197 198 199 200 201 202 203 204 205 206 207 3072 | 49152
D | 208 209 210 211 212 213 214 215 216 217 218 219 220 221 222 223 3328 | 53248
E | 224 225 226 227 228 229 230 231 232 233 234 235 236 237 238 239 3584 | 57344
F | 240 241 242 243 244 245 246 247 248 249 250 251 252 253 254 255 3840 | 61440
5 4 3 2 I 0
HEXI DEC HEX} DEC HEX[ DEC [HEX] DEC {HEX] DEC |HEX] DEC
0 of 0 0f 0 (¢ Y] o} 0 o1 o0 0
1 1,048,576] 1 65536] 1 4,0961 1 2561 1 161 1 1
2 2097152} 2 131,072 2 8,192 2 5121 2 324 2 2
3 3,145728f 3 196,608 3 12,288] 3 7681 3 48 | 3 3
4 4,194,304] 4 262144] 4 16,384] 4 1,024 | 4 64| 4 4
5 5242,880f 5 327.680] 5 20,480] 5 1280} 5 80| 5 5
6 6,291,456 6 393.216] 6 24,576] 6 1,536] 6 961 6 6
7 7.340,032] 7 458,752} 7 28,672y 7 1.792| 7 12437 7
8 8,388,608 8 524,288] 8 32768y 8 2,048] 8 1281 8 8
9 9,437,184] 9 589.824] 9 36.864] 9 2304} 9 1441 9 9
A 10.485760] A 6553601 A 40,9601 A 25601 A 160 1 A 10
B 11,534.336] B 72089} B 45056 B 2816} B 176 | B i
C 12.582,912] C 786,432} C 49,152] C 3,072 C 1921 C 12
D 13631,488] D 851,968 D 53248 D 3328| D 208 | D 13
E 14,680,064f E 917,504f E 57.344f E  3,584| E 2241 E 14
F 15728,640f F 983.040] F 61.4400 F  3,840] F 240 | F 15
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APPENDIX B

ASCII CONVERSION TABLE
HEX MSD 0 1 2 3 4 5 6 7
LSD BITS 000 001 010 011 100 101 110 111
0 0000 NUL DLE SPACE 0 @ P - p
1 0001 SOH DCH ! 1 A Q a q
2 0010~ STX DC2 " 2 B R b r
3 0011 ETX DC3 # 3 c S c s
4 0100 EOT DC4 $ 4 D T d t
5 0101 ENQ NAK % 5 E U e u
6 0110 ACK SYN & 6 F v i v
7 0111 BEL  ETB ’ 7 G W g w
8 1000 BS CAN ( 8 H X h X
9 1001 HT EM ) g ! Y i y
A 1010 LF SUB * : J z i z
B | 1011 VT ESC + o Ko k|
C 1100 FF FS y < L \ I --
D 1101 CR GS - = M ] m }
E 1110 SO RS > N A n ~
F 1111 Si us / ? e} « o DEL
THE ASCII SYMBOLS
NUL.  —Nuil DLE —Data Link Escape
SOH —Start of Heading DC  —~Device Control
STX - Start of Text NAK —Negative Acknowledge
ETX —End of Text SYN —Synchronous ldle
EOT —End of Transmission ETB —End of Transmigsion Block
ENQ -—Enquiry CAN —Cancel
ACK - Acknowledge EM —End of Medium
BEL —Bell SUB - Substitute
BS - Backspace ESC —Escape
HT  —Horizontal Tabulation FS  —File Separator
LF  —Line Feed GS  ~Group Separator
VT - \Vertical Tabulation RS —Record Separator
FF  —Form Feed US  —Unit Separator
CR —Carriage Return SP  —Space (Blank)
SO  —Shift Qut DEL —Delete

Sl —Shiftin

605




FORWARD RELATIVE BRANCH TABLE

APPENDIX C

RELATIVE BRANCH TABLES

b 0 2 3 4 s 6 7 8 e A B C D E ¥

MSD
olo 1+ 2 3 4 5 & 7 8B 9 10 11 12 13 14 15
| fte 7 18 19 30 21 22 23 24 25 2 27 28 29 30 3}
7 |32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 a7
3 |4 4 50 51 52 53 54 55 56 57 58 59 60 6l 62 43
T [ 6a 65 &6 o7 &8 &9 70 71 72 73 74 75 76 77 78 79
5 180 8 8 83 84 85 B6 87 88 89 90 91 92 93 94 95
6 9 97 98 99 100 101 102 103 104 305 106 107 108 109 110 113
7 112 13 14115 116 117 118 119 120 121 122 123 124 125 126 127

BACKWARD RELATIVE BRANCH TABLE
15D -

wedD © ! 2 3 4 5 & 7 8 9 A B C D E F
8 [128 127 126 125 124 123 122 121 120 119 118 117 16 15 114 113
9 |12 111 110 109 108 107 106 105 104 103 102 10} 100 99 98 97
A 196 o5 i 63 92 91 90 89 88 8 8 85 84 83 82 8l
8 |80 79 78 77 76 75 74 73 72 71 70 69 68 &7 66 65
C {64 63 62 61 &0 59 58 5 56 55 54 53 52 51 50 49
D [ 48 47 46 45 44 43 42 4l 40 39 38 37 36 35 34 33
€ 32 a1 30 2 2 2 26 25 24 23 22 21 20 19 18 17
Flw 15 4 13 12 n w0 9 8 7 & 5 4 3 2
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APPENDIX D

DECIMAL TO BCD CONVERSION

DECIMAL BCD DEC BCD DEC BCD
0 0000 10 00010000 90 10010000
1 0001 1 00010001 91 10010001
2 0010 12 00010010 92 10010010
3 0011 13 00010011 93 10010011
4 0100 14 00010100 94 10010100
5 0101 15 00010101 95 10010101
8 0110 16 00010110 9% 10010110
7 0111 17 00010111 97 10010111
8 1000 18 00011000 9 10011000
9 1001 19 00011001 99 10011001
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APPENDIX E

7280 INSTRUCTION CODES

oBJ SOURCE osJ SOURCE
CODE STATEMENT CODE STATEMENT
8E ADC AHL) £620 AND n
DDBEO5 ADC A{IX+d) CB46 BIT 0.{HL)
FDBEQS ADC ALY +d) DDCBO546 BIT 0.{1X+d)
8F ADC AA FDCB0546 BIT 0.(1Y +d)
88 ADC AB cB47. BIT 0.A
89 ADC AL CB40 BIT 0.8
8A ADC AD CB41 BIT 0.c
8B ADC AE cB42 BIT 0.D
8c ADC AH CB43 BIT 0.E
8b ADC AL CB44 BIT OH
CE20 ADC An CB45 BIT oL
ED4A ADC HL.BC CB4E BIT 1 {HL)
ED5A ADC HL.DE DDCBOB4E BIT 1,{1X+d)
EDBA ADC HLHL FDCBOS4E BIT 141Y+d)
ED7A ADC HL,SP CB4F BIT 1.A
86 ADD A(HL) cB48 8IT 1.8
DD8605 ADD A{1X+d) cB4g BIT 1.¢
FDB60S ADD ALY +d) CB4A BIT 1.0
87 ADD AA cB4B BIT 1.E
80 ADD AB cB4C BIT 1.H
81 ADD AC CB4D BIT 1L
82 ADD AD cB56 BIT 2.(HL)
83 ADD AE DDCBO5S6 8IT 2,1X+d)
84 ADD AH FDCB0556 BIT 241Y+d)
85 ADD AL CB57 BIT 2,A
€620 ADD An CBSO BIT 28
09 ADD HL.BC CB51 BIT 2C
19 ADD HL,DE cB52 BIT 2,0
29 ADD HL HL cB53 BIT 2,E
39 ADD HL.SP cB54 BIT 2.H
D008 ADD 1X.BC CBS5 BIT 2L
DD19 ADD I1X.,DE CBSE BIT 3,(HL}
nD29 ADD X 1X DDCBOSSE BIT 3.(1X+d)
DD39 ADD 1X 5P FDCBOSSE BIT 3.(1Y+d)
FDO9 ADD  IY.BC CBSF BIT 3.A
FD19 ADD  IY,DE CB58 BIT 3.8
FD29 ADD V1Y CBS9 BIT 3.c
FD39 ADD  1YSP CB5A BIT 3.D
AG AND (HL) cB58 8IT 3.E
DDA605 AND {1X+d) CBSC BIT 3.H
FDAG05 AND (1Y+d) cBSD BIT 3L
A7 AND A CB66 BIT 4 (HL)
A0 AND B DDCBO566 BIT 4.(iX+d)
Al AND c FDCBOS66 BIT 4,01Y+d)
A2 AND D cB67 BIT 4.A
A3 AND E CB60 BIT 4,8
A4 AND # CB6&1 BIT 4,C
A5 AND L CB62 BIT 4,0
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APPENDIX

oBJ SOURCE oBJ SOURCE
CODE STATEMENT CODE STATEMENT
cB63 BIT 4E EDB1 CPIR
cB64 BIT 4H EDA1 cPi
CB65 BIT 4L 2F CPL
CBSE BIT 5.(HLI 27 DAA
DDCBOS6E  BIT B,(1X+d) 35 DEC  (HL)
FDOBOSGE aIT 5.(1Y+d) DD3505 DEC (1X+d}
CB6F BIT 5.A §g35°5 ggg ‘A'Y“‘”
cB68 BIT 58
cB69 BIT  scC 05 DEC B
c86A BIT 50 gg Bég gc
cB68 BIT 5E
cB6C BIT 5.H 15 beC D
18 DEC DE
CBED BIT 5.L 15 DEG £
CB76 BIT 6.(HL) 25 bEG o
DDCBO576 BIT 6,1 X+d} 28 DEG L
FDCBO576 BIT 6.(1Y+d) D28 beC ix
c877 8IT 6.A
FD2B DEC 1y
cB70 81T 6.8
2D DEC L
cB71 8IT 6.C 38 DEG o
c872 8IT 6.0 3 ol
CB73 BIT 6.E 102E DINZ e
cB74 BIT 6.H £8 El
cB75 BIT 6.L E3 EX {SP).HL
CB7E BIT 7AHL) DDE3 EX (SP1IX
DDCBOS7E BIT 7.(IX+d} FDE3 £X (SPIIY
FDCBOS7E BIT 7A1Y +d} 08 EX AF.AF*
CB7F BIT 7.A £B £X DE HL
CB78 BIT 7,8 D9 EXX
cB79 BIT 7. 76 HALT
CB7A BIT 7.0 ED46 M 0
cB7B BIT 7.E EDS6 M 1
cB7C BIT 7.H EDSE M 2
CB7D BIT 7L ED78 IN A(C)
DC8405 cALL  Con ED40 N 8.(C)
FCB405 CALL  Mmn £D48 IN c.ic
D48405 CALL  NC.n ED50 IN DAC)
£48405 CALL  NZnn EDSS IN E.(C)
F48405 CALL  Pun ED6O IN H.(C)
ECB405 CALL  PE.mn £D68 IN L(c)
E48405 CALL  POnn 34 INC {HLI
€C8405 CALL  Znn DD3405 INC (1X+d)
CD8405 CALL  an FD3405 INC (1Y +d)
3F CCE ac INC A
BE cP (HL) 04 INC B
DDBEQS cP (1X+d} 03 INC BC
FDBEOS cP (1Y+d) oc INC c
BF cp A 14 INC D
B8 cp 8 13 INC DE
B9 cp c 1c INC 3
BA cp D 24 INC H
BB cp 3 23 INC HL
BC cp H DD23 INC 1X
BD cp L FD23 INC 1y
FE20 ce n 2c INC L
EDAZ cPD 33 INC sp
EDBY CPDR DB20 IN Aln)
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PROGRAMMING THE Z80

osd SOURCE oBJ SOURCE

CODE STATEMENT CODE STATEMENT
EDAA IND DD7EQ0S LD AX+d)
EDBA INDR FD7E05 LD A (1Y +d)
EDA2 INI 3AB405 LD A {nni
£EDB2 INIR JF LD AA
38405 JP nn 78 Lo AB
£9 P (HL) 79 LD AC
DDEg JP {tX}) TA b AD
FDES Je () 78 LD AE
DA8405 JP C.an 7c LD AH
FAB405S Jp M, nn £DS7 LD Al
D28405 Je NC.nn 7D LD AL
C28405 Jp NZ nn 3E20 LD A.n
F28405 JP P.nn EDSFE LD AR
EAB405 Jp PE.nn 46 LD B,(HL)
E28405 Je PO nn DD4605 LD B.(IX+d)
CAB405 JpP Znn FD4605 LD B{1Y+d)
382€E JR Ce 47 LD B.A
302€ JR NC.e 40 LD 8.8
202E JR NZ e 41 LD 8.C
282E JR Ze 42 LD 8.0
182E JR e it 43 LD B.E
02 LD 8C),A 44 LD B.H
12 LD (DELA 45 Lo B.L
77 LD HLILA 0620 LD B.n
70 LD (HL1.B ED4B8405 LD BC {nn)
71 LD (HL).C 018405 LD BC.nn
72 LD (HL).D 4E LD CAHL)
73 LD (HLJ.E DD4EQS LD C 1X+d)
74 LD (HLHH FD4EQS LD ClY+d)
75 LD (HL).L 4F LD C.A
3620 LD (HLin 48 LD C.B
DD7705 LD {(IX+d} A 49 LD ccC
DD7005 LD (iX+d},B 4A LD c.D
DD7105 LD (1X+d),C 4B LD C.E
DD7205 LD (IX+d}.D 4C LD C.H
DD7305 LD (IX+d) E 4D LD c.L
DD7405 LD (1X+d).H 0E20 LD C.n
DD7505 LD (IX+d).L 56 LD DAHL)
DD360520 LD (1X+d),n DD5605 LD D.{I1X+d)
FD7705 LD {1Y+d),A FD5605 LD D {1Y+d}
FD7005 LD {1Y+d) B 57 LD D.A
FD710% LD (Y+d].C 50 LD D.B
FD7205 LD {1Y+d),D 51 LD D.C
FD7305 L {1Y+d).E 52 LD D.D
FD7405 LD (1Y+d} H 53 LD D.E
FD7505 LD (IY+d) L 54 LD D.H
FD360520 LD {1Y+d)n 55 LD DL
328405 LD {nn), A 1620 LD D.,n
ED438405 LD (nn},BC ED5BB405 LD DE (nn}
ED538405 LD {nn),DE 118405 LD DE.nn
228405 LD {nn} HL SE LD E(HL)
DD228405 LD (nn) X DDSEQS LD £,(1X+d)
£D228405 LD (i JY FDSEQS Lo E{IY+d)
ED738405 LD (nnj SP SF LD EA
0A LD A.(BC} 58 LD EB
1A LD A(DE) 59 LD EC
7E LD ALHL) SA LD ED
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APPENDIX

0BJ SOURCE oBJ SOURCE
CODE STATEMENT CODE STATEMENT

58 LD E.E EDB3 OTIR

5C LD EH £D79 ouT (c),A
5D LD EL ED41 ouT (1B
1£20 LD En EDA4Y ouT [cre

66 LD H.{HL) ED51 ouT (1,0
DD6605 LD H. {1X+d) ED59 ouT {CLE
FD6605 LD H,(1Y+d) ED61 ouT (CLH
67 LD H.A ED69 ouT ©),L
60 Lo H.B D320 ouTt (n},A
81 LD H.C EDAB ouTD

62 LD H.D EDA3 ouTI

63 LD H.E F1 POP AF

64 LD H.H o1 POP 8¢

65 Lo HL D1 POP DE
2620 LD H.n 1 POP HL
2A8405 LD HL (nn) DDEY POP Ix
218405 LD HL,nn FDE1 POP v
ED4T7 LD 1A F5 PUSH  AF
DD2A8405 LD 1X.{nn} cs PUSH  BC
DD218405 LD 1X.nn D5 PUSH DE
FD2A8405 LD 1Y {nni E5 PUSH  HL
FD218405 LD 1Y,nn DDES PUSH  IX

6E LD L (HL FDES PUSH 1Y
DDBEDS LD L{1X+d) cB86 RES 0,(HL}
FDEEQOS LD L {1Y+d) DDCB0586 RES 0,{1X+d}
5E LD LA FDCBO586 RES 0.(1Y+d)
68 LD LB cB87 RES 0.A

69 LD L.C cB80 RES 0.8

6A LD L.D cB81 RES 0c

68 LD LE cB82 RES 0,0

6C LD LH CB83 RES 0.E

60 Lb LL c884 RES 0H
2E20 LD L CB8S5 RES o.L
EDAF LD R.A fol::1 RES 14HL)
ED78B8405 LD SP.(nn) DDCBOSSE RES 1.(1X+d)
Fo LD SP.HL FDCBOSSE RES 1.{1Y+q}
DDFY LD SP.IX cB8F RES 1A
FOFQ L.D SP 1Y CcB8g RES 1.8
318405 LD SP.an cB8g RES 1€
EDAS LDD cBBA RES 1D
‘égi% thDR CBSB RES  1E

cB8C RES 1.H

EDBO LDIR cB8D RES 1.4
ED44 NEG :

00 NOP CBY6 RES 2,(HL)
BG oR (HL) DDCBO596 RES 2,(iX+d)
DDBES on (i X+d) FDCB0596 RES 2,(1Y+d)
FDBB0S OR {1Y+d) ca97 RES  2.A

87 on A CB9O RES 28

80 OR 8 cB91 RES 2.0

B1 OR c CBg2 RES 2.0

B2 OR 0 cB93 RES 2.

B3 OR £ CBg4 RES 2H

84 OR H CBg5 RES 2.L

85 OR L CB9E RES 3.(HL
F620 OR ,, DDCBOS9E RES 3,(1X+d)

£D8B OTDR FDCBOS9E RES 3,{1Y+d)
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PROGRAMMING THE Z80

oBJ SOURCE oBJ SOURCE
CODE STATEMENT CODE STATEMENT
CBOF RES 3.A ED4D RETI
cB98 RES 3.8 ED45 RETN
cB899 RES 3. CB16 RL {HL)
cB9A RES 3.0 DDCBO516 RL {1X+d)
cBoB RES 3.E FDCBO516 AL (1Y+d)
cBaC RES IH c817 RL A
cB9D RES 3L c810 RL 8
CBAG RES 4.{HL) cB11 RL c
DDCBOSAG  RES 4 {IX+d) cB12 RL D
FDCBOSAG RES 4,(1Y+d) cB13 RL £
cBA7 RES 4.A cB14 RL H
CBAO RES 4.8 c815 AL L
CBA1 RES 4c 17 RLA
CBA2 RES 4.0 CBOB RLC {HLI
DBA3 RES 4E DDCBO506 RLC {1X+d)
cBA4 RES 4R FDCBO506 RLC {1Y+d}
CBAS RES 4L cBO7 RLC A
CBAE RES 5,(HL) CBOO RLC B
DDCBOSAE  RES 5,(1X+d) CBo1 RLC c
FDCBOSAE  RES 5,(1Y+d) CBO2 RLC D
CBAF RES 5.A CBO3 RLC E
CBAS RES 5.8 cB04 RLC H
CBA9 RES 5.C CBOS RLC L
CBAA RES 5.0 07 RLCA
CBAB RES 5.E ED6F RLD
CBAC RES 5H CB1E RR (HL)
CBAD RES s,L DDCBOSIE AR (1X+d)
CBB6 RES 6.(HL) FDCBOS1E RR (1Y+d)
DDCBO5B6  RES  6.(1X+d) CB1F RR A
FDCBO586 RES 6.(1Y+d) cB18 RR 8
cBB7 RES 6.A cs19 RR c
cBBO RES 6.8 CB1A RR D
cBB1 RES 6.C ceiB RR E
CBB2 RES 6,0 cB1C RR H
CBB3 RES 6.E 1C::31D SSA L
g::g 2;3 2:': CBOE RRC (HL)
CBBE RES 7 U DDCBOS0E RRC (1X+d)
DDCBOSBE  RES  7.(iX+d) ;ggfosoe ggg /‘;Y“d’
FDCBOSBE RES 7.(1¥+d) 808 mhe a
CBBF RES 7.A
CBOY RRC C
c888 RES 7.8 CBOA NI
7
GobA Res 70 cs0s RRC
CBBB RES  7E ceoc RRC ~ H
. cB8OD RRC L
CBBC RES 7.H OF RROA
cBBD RES 7L EDG7 RRD
co RET c7 RST  OOH
D8 RET c CF RST o08H
78 RET ™ o7 RST 10H
DO RET NG DF RST 18H
co RET  NZ £7 RST  20H
FO RET p EF RST 28H
E8 RET PE E7 RST 30H
E0 RET PO £E RST 38H
c8 RET z DEZ0 S8C An
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oBJ SOURCE oBJ SOURCE

CODE STATEMENT CODE STATEMENT
9k SBC AL(HLY DDCBOSEGE  SET 4,01X+d)
DDYECS SBC AliX+d) FDCBO5EG SET 4.(1Y+d)
FDYEDS SBC Al1Y+d) CBE7 SET 4.A
9F SBC AA CBEO SET 48
98 SBC AB CBE1 SET ac
99 SBC AC cBE2 SET 4D
gA SBC A.D CBE3 SET 4.
98 SBC AE cBE4 SET aH
ac SBC AH CBES SET 4L
9p SBC AL CBEE SET 5.{HL]
ED42 SBC HL.BC DDCBOSEE  SET 5,(1X+d)
ED52 SBC HL.DE FDCBOSEE SET 5,(1Y+d)
ED62 SBC HLHL CBEF SET 5.A
ED72 SBC HL.SP CBES SET 5.8
37 SCF CBE9 SET 5.C
CBCS SET 0.(HL) CBEA SET 5D
DDCBOSCE SET 0, (1 X+d) CBEB SET 5.6
FDCBO5C6 SET 0,(1Y+d) CBEC SET 5 H
CBC7 SET 0.A CBED SET -
€BCO SET 0.8 CBF6 SET 6.(HL)
cBC1 SET 0.c DDCBOS5F6  SET 6.(1X+d)
CBC2 SET 0.0 FDCBOSE6  SET 6,(1Y+d)
CBC3 SET 0.8 CBE7 SET 5A
CBC4 SET O.H CBFO SET 6.8
CBCS SET o.L CBE1 SET 6.C
CBCE SET 1.(HU) cae2 SET 6.0
DDCBO5CE  SET 1,1X+d) CBF3 sET 6.6
FDCBOSCE SET 10Y+d) cBFa SET 6.H
CBCF SET 1A CBF5 SET 6.L
cBC8 SET 1.8 CBFE SET 7.{HLI
CBCY SET 1.C DDCBOSFE  SET 7.(1X+d)
CBCA SET 1.0 FDCBOSFE  SET 7,01Y+d)
CBCB SET 1.E CBEF SET 7 A
CBCC SET H CBF8 SET 7.8
CBCD SET 1L CBF9 SET 7.C
CBDS6 SET 2.(HL) CBEA SET 70
DDCBO5D6 SET 2,(1X+d) CBFB SET 7€
FDCBO5D6 SET 2.(1Y+d) CBEFC SET 7 H
€8on7 SET 2.A CBFD SET 7.L
CBDO SET 2.8 CB26 SLA (HL)
C8D1 SET 2C DDCB0526 SLA {1X+d)
CcBD2 SET 2.0 FDCB0526 SLA (1Y +d)
C8D3 SET 2.E cB27 SLA A
cBD4 SET 2.H CB20 SLA 8
CBDS SET 2.L CB21 SLA c
CBDS SET 38 cB22 SLA D
CBDE SET 3AHL} cB23 SLA £
DDCBOSDE  SET 3,(1X+d) cB24 SLA H
FDCBOSDE  SET 3.41Y+d) cB25 SLA .
CBDF SET 3A CB2E SRA HL)
CBD9 SET 3.C DDCBO52E SRA (1X+d)
CBDA SET 3.D FDCBO52E SRA {1Y+d)
BDB SET 3.E cB2F SRA A
CBDC SET 3H cB28 SRA a
CBDD SET 3L cB29 SRA c
CBE6 SET 4. (HL) CB2A SRA D
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PROGRAMMING THE Z80

oBJ SOURCE

CODE STATEMENT
CB28 SRA E
cB2C SRA H
CB2D SRA L
CB3E SRL (HL)
DDCBOS3E SRL {IX+d}
FDCBOS3E SRL (1Y +d)
CB3F SRL A
CB38 SRL 8
CB39 SRL C
CB3A SRL o]
CB3B SRL £
CB3C SRL H
CB3D SRL L
96 sus {HL)
DDY605 suB {1 X+d)
FDY605 sug {1Y+d}
97 SuB A
90 sus 8
91 sus Cc
92 SUB D
93 sSUB £
94 suB H
95 suB L
D620 SUB n
AE XOR (HL)
DDAEOCS XOR (IX+d)
FDAEQS XOR (1Y+d)
AF XOR A
AB XOR B
Ag XOR C
AA XOR o]
AB XOR £
AC XOR H
AD XOR L
EE20 XOR n

(Courtesy of Zilog Inc.)
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APPENDIX F

7380 to 8080 EQUIVALENCE

z80 8080 z80 8080 z80 8080
ADCA, (HL)  ADCM EX (SP), HL XTHL ORn ORI [B2]
ADCA, n ACI[B2) HALT HLT ORr ORA¢
ADCA, ¢ ADCr INA, (n} IN[B2] OR (HL) ORAM
ADD A, (HL)  ADDM INC BC INX B OUT(n), A OUT [82]
ADDA, n ADI[B2] INC DE INX D POP AF POP PSW
ADD A, r ADD ¢ INC HL INX H POP BC POPB
ADDHL, BC  DADB INCr INR ¢ POP DE POPD
ADD HL, DE DAD D INC SP INX SP POP HL POPH
ADD HL, HL DADH INC (ML) INR M PUSH AF PUSH PSW
ADD HL, SP DAD SP JPC, nn JC [B2} (B3] PUSH BC PUSH B
AND n ANI[B2] JPM, nn JM [B2][B3] PUSH DE PUSHD
AND ¢ ANAT JPNC, nn JINC [B2] [B3] PUSH HL PUSH H
AND (HL) ANA M JPnn IMP [B2] [B3] RET RET
CALLC, nn CC 821 [B3] JPNZ, an JNZ [B2] [B3] RETC RC
CALLM, nn CM [B2] (B3] JPP, nn 1P (B2][B3} RETM RM
CALLNC, nn CNC [B2] [B3] JPPE, na JPE [B2)[B3] RET NC RNC
CALL nn CALL JPPO, nn JPO [B2](B3] RETNZ RNZ
CAILNZ, nn  CNZ[B2][B3] JPZ nn 12 {82] B3] RETP RP
CALLP, an CP[82] (B3] JP{HL) PCHL RET PE RPE
CALLPE nn  CPE[B2] (B3] LD A, (DE) LDAX RETPO RPO
CALLPO. nn  CPO [B2] (B3] LDA, {nn) LDA [B2] [B3] RETZ Rz
CALLZ, nn CZ (821 (B3] LD DE, na LXID, [B2] [B3] RLA RAL
CCF e LDSP, nn LXI SP, [82] (83] RLCA RIC
CPr CMmPr LD (BC), A STAXB RRA RAR
CP(HL) CMPM LD (DE}, A STAX D RRCA RRC
CcpL CMA LD (HL), r MOV M, r RSTP RSTP
CPn CPi [B2] LD (nn, A STA [82] [B3] SBCA. (H)  SBBM
DAA DAA D(nn), ML SHLD [B2] [B3] SBCA. n 581 (82]
DECBC DCX B DA, (BC)  LDAXB SBCA, v SBB ¢
DEC DE DCX D LDBC, an LX18, (82] [B3] SCF s1C
DEC HL DCX H (DHL (nn)  LMLD {B2] (B3] SUB n SurB2]
DECt DCR 7 IDHL, an LXI H (B2) (B3] SUBr Sus«
DECSP DCX SP LD, (HC) MOV 1. M SUB (HL) SUB M
DEC (HL) DCR M WDrn MVir, (B2] XORn XRi [B2]
b DI o ¢ MOV, 12 XORr XRA ¢
] 3] LD SP, HL SPHL XOR (HL) XRA M
EX DE, HL XCHG NOP NOP
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8080 to Z80 EQUIVALENCE

8080 Z80 8080 Z80 8080 280
ACH[B2] ADCA, n IN[82] INA, (n} POP H POP HL
ADC M ADCA, (HL) INR M INC (HL) POP PSW POP AF
ADCr ADCA, ¢ INRT INCr PUSH 8 PUSH BC
ADD M ADD A, (HL) INX B INC BC PUSH D PUSH DE
ADD ADD A, ¢ INX D INC DE PUSHH PUSH HL
ADI [B82] ADDA, n INX H INC HL PUSH PSW PUSH AF
ANA M AND {HL) INX SP INC SP RAL RLA
ANA T AND r JC[B2}[B3] JPC, nn RAR RRA
ANLB2] AND n IJM{B21{B3]  JPM, nn RC RETC
CALL CALL nn JMP (B2} (B3] JPnn RET RET
CC[B2](B3] CAUC nn INC [B2] (B3] JPNC, nn RLC RLCA
CM[B2]([B3] CALLM, an INZ [B2][B3] JPNZ, nn RM RET M
CMA CPL JP[B2](B3]  JPP, nn RNC RETNC
cme CCF JPE{B2}{B3] JPPE, mn RNZ RETNZ
CMP M CP(HL) JPO([B2] (B3] JPPO, an RP RETP
CMP ¢ CPr JZ([B2]18B3]  JPZan RPE RETPE
CNC [B2]{B3] CALLNC, an LDA [B2][B3] LD A, (nn) RPO RETPO
CNZ [B2]{B3] CALLNZ, nn LDAX B 1D A, {BC) RRC RRCA
CP(B2](B3] CALLP, nn LDAX D LD A, (DE) RST RSTP
CPE[B2][B3]  CALLPE an LHLD [B82][B3] LD HL, (nn} RZ RET Z
CPi [B2] CPn LXI8(B2][B3] LDBC, nn S88 M SBCA, (HL)
CPO {B2] [B3] CALLPO, nn LDID [82]{B3] LD DE, nn SBBr SBCA, r
CZ[B2](B3] CAUZ nn X1 H (B2} [B3] LDHL, nn SBI [B2] SBCA, n
DAA DAA LXI SP [B2] [B3] LD SP, nn SHLD [B2] (B3] LD (nn), HL
DAD B ADD H, BC MOV M, 1 LD (HL), © SPHL LDSP, HL
DADD ADD HL, DE MOV r, M (D, (HL) STA[B2}{B3] LD{nn}, A
DADH ADD HL, HL MOV (1, 52 W, STAX B LD (BC), A
DAD SP ADD HL, SP MV A 10 (HL}, n STAXD LD (DE), A
DCR M DEC (HL) MVir (B2} D n STC SCF
DCR DECr NOP NOP SUB M SUB (HL)
DCX B DEC BC ORA M OR (HL) SuBr SUBr
DCX D DEC DE ORA ¢ ORr SUI (B2] SUBn
DCX H DEC HL ORI {B2) ORn XCHG EX DE, HL
DCX SP DEC SP ouT (B2} ouT (n), A XRAM XOR (HL)
bl Dt PCHL P (HL) XRA T XORr
El £t POP B POPBC XRI [B2] XOR n
HALT HLT POPD POP DE XTHL EX (SP), HL
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A

absolute addressing

ACT
accumulator
ADC

ADC, A, s

ADC HL, ss
ADD

ADD A, (HL)
ADD A, (IX + d)
ADD A, (1Y + d)
ADDA n
ADDA,r

ADD HL, ss
ADDIX, r
ADDI1Y, r
addition

address bus
address registers
addressing
addressing modes

INDEX

108, 439, 446
61

439

101

190

192

101

84, 194

196

198

67, 200
67,75,76, 201
203

205

207

58,95, 100, 105
47

51

438,442

438, 440, 444, 445

addressing techniques 438
algorithm 15,16, 114,539
alphabetic list 558, 565, 569, 570
alphanumeric data 39
ALU 46, 77, 85
AND 166, 167
AND s 209
application examples 520
arithmetic-logical unit 46, 61
arithmetic programs 94
arithmetic shift 119
ASCII 39, 524, 525
ASClI conversion table 40
assembler 96, 582, 590
assembler directives 596, 598
assembler fields 590
assembly-language 67, 580, 592
assigning a value 593
asynchronous 471,496,518
automated Z80

instructions 142, 453, 455

B

B 62
banks of registers 62
BASIC 24
basic architecture 46
basic concepts 15
basic programming choices 579
basic programming techniques 94
BCD 35,137,525
BCD addition 107, 110
BCD arithmetic 107
BCD block transfers 530
BCD flags 112
BCD representation 35
BCD subtraction i10
BCD table 35
benchmark 470
binary 20,21, 22,41, 45
binary code 19
binary digit 18
binary division 133
binary fogic 18
binary representation 41

546, 558, 559, 560,
561, 566, 567, 568

binary search

BIT b, (HL) 211
BIT b, (IX + d) 213
BITb, (IY + d) 215
BITb, r 217
bit 18,20,41
bit addressing 448
bit manipulation 172,173
bit serial transfer 471,472

block 540, 542, 544
block transfer 450,451, 453,458,530
block transfer

instructions 163, 450, 452
bootstrap 48
bracket testing 523
branch instruction 44]
branching point 115
break character 467
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breakpoint 584, 586
bubble-sort 533, 534, 535, 536, 537
buffer register 59, 61
buffered 49
buffers 61
bus request 497
BUSRQ 92, 497
byte 18, 19, 41, 444
C

C 28, 30,31,62,73
CALL 145, 156, 446, 500
CALLcc, pg 219
CALL pg 222
CCF 224
CALLSUB 143, 144, 145
carry 22,23, 26, 28,30, 174
central-processing unit 46
checksum computation 528
circular list 544, 545
classes of instructions 154
clearing memory 520
clock 47
clock cycles 69
clock-synchronous logic 86
code conversion 525
coding 16
combination chips 48
commands 16
comment field 590
compare 531
compiler 545, 581, 582
COND 600
conclusion 602
conditional assembly 600
conditional instruction 50
constants 439, 445, 594
control box 49
control bus 47
control instructions 157,185
control registers 512,513,515
control signals 91
control unit 46
count the zeroes 529
counter 463, 465
cp 166
CPs 225
CPD 227
CPDR 229
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CP1 231
CPIR 233
CPL 165, 235
CPU 46, 187
critical race 60
CRT display 44, 587
crystal 47
CuU 46
D

D 62,74
DAA 109, 236
data buffer 511
data bus 47
data counters 51
data direction register 512
data processing 155
data processing instructions 164
data ready 469
data representation 548
data structures 539
data transfers 154, 158, 160
debugger 583
debugging 18
decimal 20,21, 22
DECm 238
DEC 1r 240
DEC IX 242
DECI1Y 243
decode 71, 86
decoding 56
decoding logic 49
decrement 164, 442
DEFB 596
DEFL 596
DEFM 597
DEFS 597
DEFW 596
delay generation 463
delay loop 464, 483
deleting 553, 565,574
design examples 548
destination register 67
development systems 587
DFB 596
DI 244
direct addressing 439, 441
direct binary 19
direction register 515



directives
directories
disk operating system
displacement
displacement field
DINZe

DMA

documenting

DOS

doubly-linked lists
double-precision format
drivers

E

E

EBCDIC

echo

editor

El

8-bit addition

8-bit division

element deletion

element insertion

emulator

END

ENDC

ENDM

EPROM’s

EQU

error

£rTor messages

EX AF, AF!

exchange instructions

Exclusive ORing

EX DE, HL

executable statements

execute

execution

execution cycle

exponent

EX (SP), HL

EX(SP), IX

EX (SP), 1Y

extended addressing

external representation
of information

EXX

146, 571, 580, 594

541, 545
541, 582
63

442

245
491, 498
97

582

545, 546
34

49

62

39

486

583

247

95
134,137
564
550, 563
583

597

600

597

585

596

586

592

162

162

31

249

16

71
56,69, 599
55
37,38
250

252

254

160, 441, 446

41,44
256

INDEX

F

F 61
fetch 55,70, 84
fetch-execute overlap 78
FIFO 543
file directory 541
flags 31,50, 51, 179, 180
flags register 61
flip-flops 51

floating point representation 37, 38

flowcharting 16,17, 114,
450, 464, 469, 494, 559
front panel 45, 589
G
general purpose registers 51
getting characters in 522
H
H 62, 176
half-carry flag (H) 176
HALT 92, 185, 257
handshaking 477, 478, 511
hardware 93
hardware delays 465
hardware organization 46
hardware resources 587, 589
HEX 525
hexadecimal 41, 42, 481
hexadecimal coding 43,579
high byte 103
high level language 581
I
I 63
IFF1 499
IFF2 499
illegal code 107
IMO 258
IMi 259
M2 260
immediate addressing 108,159,439,445
immediate operation 69
implicit addressing 438, 445
implied addressing 438
improved multiplication 126, 128, 129
INT, (C) 261
INA,(N) 263
in-circuit emulator 585
INC (HL) 267
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INCr 264
increment 164, 442
incrementer 57
INCrr 265
INC (IX + d) 268
INCIY + d) 270
INCIX 272
INC1Y 273
IND 274
index register 53,63,441, 442
indexed addressing 160, 441, 447, 540
indexing 63
indirect addressing 443, 444, 448, 540
indirect indexed addressing 443
indirect memory access 499
INDR 276
information representation 18
in-house computer 588
INI 278
INIR 280
input/output 157, 460, 518
input/output devices 511, 521
input/output instructions 183, 460
input register 466
inserting 552,573
instruction 96
instruction field 590
instruction formats 66
instruction register 55, 64
instruction set 154
instruction types 112
INT 91
internal control registers 51,513
internal representation
of information 18
interpreted 69
interpreter 545, 581, 582
interrupt 466, 496, 497, 500, 505,
508, 509, 511
interrupt acknowledge 500
interrupt flag 187
interrupt handler 502
interrupt logic 510
interrupt-mask-bit 499
interrupt mode 0 500
interrupt mode 1 503
interrupt mode 2 504
interrupt overhead 504

interrupt-page addressing register 63
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interrupt table
interrupt vector
interrupts

1/0 control
IORQ

IR

IX

1Y

J

JP cc, pg
JP nn
JPpg
JP (HL)
JP(IX)
JP (1Y)
JRcc. e
JRe
JUMP

jump instruction
jump relative (JR)

1K

L

L

labet field
largest element
LD A, (n,n)
LDD,C

LDD

LDDR

LDI

L.DIR

LD dd, (nn)
LDdd, nn
LDr,n

ILDr,

LD, 1
LD(BC), A
LD (DE), A
LD (HL),n
LD(HL), r
LDr, (HL)
LDr, (IX + d)
LDr, (1Y + d)
LD({IX + d),n
LDIY + d),n

504
498
495

92

92, 500
55
53,63
63

282

89

284

285

286

287

288

290

90, 172, 179, 441
156, 182
446, 447

24

62
590
526, 527
69, 86
72
164
164
164
142, 164
291
293
295
66
297
299
300
301
303
356
305
307
309
311



LD(IX + d), 1 313
LDAY + d),r 315
LD (nn), A 317
LD (nn), A 319
LD (nn), dd 321
LD (nn), HL 323
LD (nn), IX 325
LD (nn), 1Y 327
LD A, (BC) 329
LD A, (DE) 330
LDA,I 331
LDLA 332
LDA,R 333
LD HL, (nn) 334
LDIX, nn 336
LD IX, (nn) 338
LDI1Y, (nn) 340
LDIY, nn 342
LDR. A 344
LD SP, HL. 345
LDSP, IX 346
LDSP, 1Y 347
LDD 348
LDDR 350
LDI 352
LDIR 354
LED 41, 480
LIFO structure 540, 544
light emitting diodes 41

linked list 542, 544, 568, 571, 573,
574,577,578

linked loader 583

list 540, 548, 549, 550, 555, 556, 557
listing 590
list pointer 542
literal 69, 439, 455, 594
ioad 96, 106
loader 583
logarithmic searching 546, 562
logical 166, 558
logical errors 582
logical operations 141

logical shift 119
long addressing 449
longer delay 464
M

machine cycle 69
MACRO 597, 598, 600

INDEX

mantissa 38
MASK 168, 522
memory cycles 55
memory map 453, 586
memory-mapped I/0 157
memory-refresh register 64
micro instructions 86
mnemonic 67,579
M1 92
modes 444
monitor 48, 582
monitoring 467
MOS Technology 6502 452
MPU 52,59
MPU pinout 91
MREQ 92
multiple devices 506
multiple LED’s 482
multiple precision 98
multiplexer 52,62

multiplication 113,114,115, 116,

124,151,152, 153

MUX 52,62
N

N 34
NEG 358
negative 24,26, 32
nested calls 145
nibble 18, 36
NMI 91, 92, 498
nonmaskable interrupt 498
nonrestoring method 133
NOP 359
NOPs 92
normalize 37
normalized mantissa 37
0

octal 41,42
odometer 465
one’s complement 25
one-shot 466
opcode 66, 86, 439, 444, 446
operand 100, 102,438,439
operating system 582
operator precedence 587
OR 166, 168
ORs 360
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ORG

OTDR

OTIR
OUT(C), r
OUT(N), A
OouTD

QUTI

output register
overdraw
overflow
overlap technique

P

packed BCD

packed BCD subtract
paper-tape readers
parallel input/output
parallel work transfer
parity bit

parity generation
parity/overflow (P/V)
PC

PIC

596
362
364
366
368
369
371
461
133
28,30, 31,32
19

36,107
110,111

494

48

467, 468, 469
39,40

524

175

52

446, 506

PIO  48,511,512,513,514,515,518
pointers 51, 62, 444, 539, 544, 550, 551

polling 466, 469, 492, 521, 544
polling loop 493, 494
POP qq 373
POPIX 375
POPIY 3711
pop 53,76, 154
port 511,515,516
positional notation 20
positive 24,26, 32
post-indexing 442, 443
power faijlures 48
pre-indexing 442
printer 44, 479, 495
program 16, 48
program counter 52
program development 579,584
program loops 63,121

programmable input/output chip 511

programmable interval

timer (PIT) 463, 465
programmer’s model 94
programming 15, 16, 515, 518, 602
programming language 16
pseudo-instructions 98
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pulse

pulse counting
punch

PUSH qq
PUSH IX
PUSHIY
push

Q

queue

R

R

RAM

random element
RLCA

RD

read operation

read-only memory
read-write memory

recursion
reference table

register addressing

462, 467
466

495

379

381

383
53,76, 154

543, 544

64
48,75, 584, 587
541
385

92

96, 515
48
48,75
148
571
438

register indirect addressing 444, 448

register-interrupt

register pairs
registers

relative addressing

relative jump
relays

request blocks
RESb, s
RESET

restoring method

RET

RETcc

RETI

RETN
RETURN
RFSH

RLs

RLA

RLCr
RLC(HL)
RLC{IX + d)
RLC(IY + d)
RLD

ROM
rotation

184
51

31,51, 149,439,474

441, 446
156

461, 462
543

386

92

133

389

391

181, 393, 501
181, 395, 499
144, 145
93

397

399

103

402

404

406

408

48

120, 155, 170, 171



rotate 50, 156
round robin 544, 545
RRs 410
RR A 412
RRCs 413
RRCA 415
RRD 416
RST 183, 500
RSTp 418
rubout 467
S
S 178
saving the registers 502
SBCA,s 420
SBC HL, ss 422
SCF 424
scheduling 491
searching 551, 558,572
segment drivers 484
segments 480,541
sensing pulses 466
sequential lists 540
sequential searching 546
service routing 492
SETb, s 425
seven-segment light-emitting

diode (LED) 480, 481
shift 50, 118, 120, 155, 156
short addressing 441, 446, 449
short instruction 19
sign 178
signal 461
signed binary 24,25
signed numbers 532
simple list 551
simulator 583
simultaneous interrupts 507
single-board microcomputers 587
16-bit accumulator 103
16 by 8 division 134, 135
16 by 16 multiplication 130, 131
skew operations 169
skip 157
SLAs 428
software aids 582, 587
SP 53
special digit instructions 172
speed 476

INDEX

SRA s - 430
SRLs 432
stack 53, 146, 149, 496, 508, 539, 544
stack pointer 53, 540
standard architecture 49
standard P10 511
status 31, 85,476, 515
status bits 50, 512
status register 50
storing operands 102
string of characters 490
SUBA,s 434
subroutine call 143, 146
subroutine library 150
subroutine mechanism 144
subroutine parameters 149
‘subroutines 142, 147, 443, 598
subtraction 104
subtract (N) 175
sum of N elements 527, 528
symbolic 41,44
symbols 592, 593
synchronous 471, 496
syntactic ambiguity 16
syntax 544
system architecture 46
T

tables 526, 539, 540, 551, 554, 592
technological development 602
teletype 466, 485, 487, 488, 489
temporary register 61
test 16, 156, 172
testing a character 523
timer 465
time-sharing system 588
timing 463
trace 585
transfers 52
trees 544, 545
truncating 34
truth table 167
two’s complement 25,26,27,29
two-level directory 541
U

UART 477, 518
underflow 32
utility routines 583
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A\
Vv
3

vectoring of interrupts

w

“I

WAIT

working registers
WR

624

28, 30, 31
137
504

87
92
496
92

XOR
XORs

VA

4

Z80 registers

Zero

zero page addressing
Zilog Z80 P10

Zilog Z80 SIO

166, 169
436

87,177
95
177
441, 446
516,517
518
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