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Project








Title:	International EXTREME Volleyball 1996 (


	No Whiners or those faint of heart	








High Level Description:





	A two player, 1 on 1, Volleyball game in which you may choose the country you represent, the ranking level (speed) at which you want to play, and the type of court you want to play on (Beach, Grass, NYC Street, Water and Fire etc.). There are a set of hands, one per player. Each player controls his or her own hands, by moving it right or left. 


	There will be a net in between the players and the background will represent the type of court you choose to play on. All games are indoors. Everything is fair game except the back walls. If the ball hits the side walls, each player must play the ball as it comes off the wall. To gain a point a player must hit the ball so that the other player is unable to stop the ball from hitting their back wall. If the ball hits the net it bounces back to the player. The game is played up to the score of 15. The score will be kept on screen.








Technical Description:





ASM.BAT MUST BE CALLED BEFORE GAME CAN BE PLAYED. GAME REQUIRES RANDAM.COM BE CALLED WHICH IS DONE IN ASM.BAT.


Game1a.asm: Saves old vector and sets up new interrupt vector for game.asm


Game2a.asm: Creates display mode, which includes country and type of court game is played on. In addition it draws the ball.


Game2b.asm: Contains Timer Tick Procedure which is used to control the speed at which the game is paid. 	 


Game3a.asm: Beep procedure, call a certain frequency when ball hits wall or net.


Game3b.asm: Contains ball movement, and net and boundary checks. 


Game3c.asm: Contains keyboard interrupt procedure and saves keyboard vector.


Game3d.asm: Contains procedures to draw and move left hands. In moving hands it updates them.


Game3e.asm: Contains procedures to draw and move right hands. In moving hands it updates them.


Score.asm: Keeps track of both players’ score, and displays them.


Country.asm: Contains display country procedure, displays the country chosen on player’s side of court.


Prompt2.asm: Contains question procedure, that determines the type of court, countries that the players represent and speed at which they would like to play.


Game.asm: Main procedure that calls rounds and links to all other procedures.








Credits:





Assembly Language Programming and Organization of the IBM PC, by Ytha Yu and Charles Marut





Many procedures were based upon the logic and format found with chapter	 16 of the book. The procedures that were directly taken from the book were:


game1a.asm: pgm15_2a.asm (pg.319)


game2b.asm: pgm16_2b.asm (pg. 344)


game3a.asm: pgm16_3a.asm (pg. 348)


game3c.asm: pgm16_3c.asm (pg. 350)





In score.asm and country.asm, we utilized Hull’s game96.asm’s method and procedures for printing text on the screen.





We use
