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/‘Averiqda, pero se pudo arreglar



justificar su presencia. Por su parte,
Enrique Zarco y José Maria Arribas, |
de NIEMER, llevaron al A.T.E. dos

videos de indudable éxito, como son
“EL FIN DEL TIEMPO" y el juego de
“LAS 4 EN RAYA", maquinas que
N tuvieron expuetas en el estand de
ELECTROCOIN, firma con la que han
establecido interesantes contactos
: J para la venta en el extranjero de
b gl estos videos, si es que llegan con
- B g ella a un acuerdo, pues también se
han interesado en ellos las famosas
CENTURY y UNIVERSAL. Igualmen-
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12812-2532.bin
12813-2716.bin 26/02/2018 9:55 Kod
12814-2532.bin

12815-2532.bin 26/02/2018 9:55 Kod
12816-2532.bin
12817-2532.bin
12818-2532.bin
12819-2532.bin
12820-2532.bin 26/02/2018 9:55 Kod
12821-2532.bin
12822-2532.bin
22801-2532.bin
22802-2532.bin
22805-2532.bin
22806-2532.bin
22807-2532.bin
22808-2532.bin
FT1-tbp28I22n.bin
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® Pero algunas no se dejaban leer -> Viaje a Barcelona y

vuelta



r PROM.
d for 6802 CPU & AY8910

OMHZ (used for Z80 CPU).
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\\; EL FIN DEL TIEMPO

780
® Cédigo valido en O0h, 38h y 66h
® 22805.bin

sequent RO

O

ROUTIHE ===

SUBROUTINE =

; CODE ¥REF: ROM:RAa7tp

: ROW:o0OFTp ...

sub_B: CODE XREF: ROM:12414p .
ROH:19924p ...

5 FUHCTION CHUHE B&D BYTES
FUHCTION CHUHE 2 00oBBeA3 BYTES
FUHCTION CHUHK 3 0000DOTE BYTES
FUHCTIOH CHUHK AT RO 2B SIZE 00000011 BYTES
FUNCTION CHUMK BYTES

loc_NE: CODE XREF: sub_dge12t]
(hyte_span), ;

1
loc_51: : CODE XREF: sub_38+9%§

UBROUTIHE === popom

ret
; End of function sub_38

CODE XREF: ROM:1AFOLp
ROM:S6UFp ...

(h1), a
a

n1
(1), a
a

hl, de

rel
; End of Function sub 8

rst ash

§ mmm———— SUBROUTIHE-

sub_1 ; CODE XREF: sub_18+2,j
; ROM:=BM13A4p ...

loc_S78
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ROM_LOAD(
ROM_LOAD(

!
ROM_REGION( ©x9000, "gfx1", @ )
ROM_LOAD( "12822.j3", @x2000, 0x1000, C
ROM_LOAD( "12821.j4", @x1000, @x1000, CRC(b7ef75a6) SHA1(@57f : 8
ROM_LOAD( "12820.j5", @x@000, ©x1000, CRC(70126c8d) SHA1(f380868f3afad2898c136b15210aaa6231f1d3c2) )
ROM_LOAD( "12819.j6", @x5000, ©x1000, CRC(2987b5b6) SHA1(@e57aae21e674155e407512f1ledfb3dsb31d1fa3) )
ROM_LOAD( "12818.j7", @x4000, 0x1000, CRC(e@a61419) SHA1(65caade270@a@bec9el05dc763e9fe6ldae8c3de) )
ROM_LOAD( "12817.73 0x1000, CRC(856a2537) SHA1(5e8f96239721a0dd64b37267bb3b343ac3034898) )
ROM_LOAD( "12816. 5 0x1000, CRC(69664044) SHA1(57465c4c37be2ba846b49al13dec9e354dabbl55a) )
ROM_LOAD( "12815.j10", @x7000, 0x1000, CRC(abe7a7b6) SHA1(e3bc6aa3a74lfcfaleafbld6dbe3ch5437d5Fd90) )
ROM_LOAD( "12814.j11", @x6000, 0x1000, CRC(6cO6f746) SHA1(c7e80c5dde733e9ef520b9afa78bed902f0ab74d) )

ROM_REGION( ©x800, "gfx2", )
ROM_LOAD( "12813.h10", @x@000, ©x0800, CRC(ea®3c5a8) SHA1(7ce385b43a24chbc780162ed89031d1cc1boboef))




 MAME [ Fin Dl Timpo et

P—
Llec_ZE2F: : CODE XREF:
loc_ZE3%

(T8

program space me

gane_start

CODE XREF
5P point

sub_0:loc_2¢
to bottom of

ag0an

RON:ZETH o
RON:ZETP 1d
ROM:ZEIC

by 3 : Load B

set ta FE

lead 1 and the same walue rotated right 2 times more

ROM:2ESB
ROM:2ESE call
ROM:2E&1

sub_BePEFILf

call dravsomethi
call sub_2E2%
ROM:ZESD 14 a, e

ROM: 21

z, 2
loc_ZE6F

delay
clrtnap?

ub_ e 2E9E, |

1 n, B lec_ZE7C:

a, o

b_BeTEREL| ;
lec_2E81:

RON:ZERN

o
By File “Wo\IDeeividevida.ide”



10M:2DF3
I0M:2DF3
10M:2DF3
10M:2DF6
i0M:2DF8
10M:2DFA
10M:2DFB
10M:2DFC
10M:2DFE
10M:2EBD
10H:2E01
10M:2EB2
10M:2EBY
10M:2E06
10H:2E07
OM:2EB8
10M:2EBA
10H:2E0B
i10M:2EBD
10M:2EBE
10M:2EBF
10H:2E11
I0M:2E13
I0M:2E14
10M:2E15
I0M:2E17
10M:2E19
10M:2E1A
10M:2E1B
R0M:2E1D
10M:2E1F
10M:2E20
R0M:2E21
Q0M:2E23
H0M:2E23
R0M:2E23

drawsomething:

; End of function drawsomething

1d
ret

’

CODE XREF: sub_8:loc_2E67.p

. HL is A188 here

Q+2->5S

; space

N+2->P

G+ 2 ->1

B+ 2->D

(]

-AOM
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ACOB-AFFF - 1bpp

video

00
00
00
00
00
00
00
00

00
00
00
00
00
00
00
00

ile

register

o1
o1
o1
00
o1
o1
00
00

FF
FF
FF
FF
FF
FF
FF
FF

o1
o1
o1
o1
00
o1
o1
o1

dumps

o1
00
o1
o1
o1
o1
00
00

00
02
03
04
o1
05
o1
o1

t e interrupt

\ stage, and it has

screen and the niemer text is on

ites bank? always set to the same than Tile
2]

_-'(&,2) and are related to the 1bpp bitmap palette color.

ract, when the bomb explodes, they cycle 1,2,3,3,3,3,4,5,6 to cycle
n, when it says "Fin del tiempo", the "Niemer" letters must be orange/brown, these are
t ; et to e survival stage (red laser)
B805 - Always 0@
B806 - Always 00
B807 - Always 00
(B400) :
- first attract screen, starfield on, scroll not used, 1bpp layer used (for explosion)
first level (scrolling) , starfield on, scroll used, 1lbpp layer not used
2nd level (survival), starfield on, scroll not used, 1bpp layer used (for laser)
3rd level (rescue), starfield off, scroll not used, 1lbpp layer used (for tentacles)
4rd level (galaxian), starfield on, scroll used, 1bpp layer used (red lines)
last level, starfield on, scroll not used, 1bpp layer not used
Logo screen, starfield off, scroll not used, 1lbpp layer used (niemer logo)
Scoring, starfield off, scroll used, 1bpp layer not used
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map (0x9400, 0x9400) .rw(
map (0x9600, 0x9600).w("ay2", F

map (9xe000, exffff).rom().region("audiocbﬁ"; 0);
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ROM:1829 loc_ 1829: : CODE XREF:
ROM:1829 1d

a, 1
ROM:1 02E (B147h), a

ROM:1831
ROM:1834
ROM:1837
ROM:183A

FRd L - ik

loc_1829:
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® Garoy, King of f ighters 99

® Scrambling de datos, direcciones y bankswitch
® King of Fighters 2003
/ ® Conversion de paletas RGB <> Neogeo




. ROM B puntero a | OM Ay bitmask de > si el pixel es transparente

® ROM A: solo los plxels opacos, S5BPP empaquetando 6 en 32 bits (y
2 bits no usados)
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®* Bloques « bloques grandes sin

estructura de tiles, aparentemente comprimidos.

® No podiamos correr cédigo en la placa




- que habia en
Iq —

® Tras el paso de sus’rl’rucmn siel S|gwen’re bit era 1, los demds bits
[ (de 0 a 63) indicaban las veces que se repetia el siguiente byte
/3 (RLE)




® Paso m’rermel onectarse a "didq del DSP

.
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PLAYSTATION 1 ODE

SCPH-5500 SERIES BLOCK DIAGRAM

C301 IC102 1c201
ge D:RA MASH MO SG-RAM

€103
67MHz] CPU 4B

Al Terminal

0 pi I i

MOD E'...Ls:.rs.a.s.w........ P ;

prssnsans Bessssanes
I

e G SYLE

VIDEO OUT

Ic102:
IC103:CXDB606Q(LS! Logic)
IC201:

IC202:TDAB771AH
IC203:CX0B857 1Q( Toshiba)
IC301:

1C303:
1C304:MC68HCOSGE(Motorala)
IC305:CXD1815Q(SONY)
1C308:CXD2925Q(SONY)
IC310:

IC402:AK4309(Asahi Kasei)
ICS01:CXA1645M(SONY)
IC701:CXD2545Q(SONY)
IC703:CXA1 791 N(SONY)
IC704:BA6392F P(ROHM)

\

‘

Datos y audio en formato
serie normal (Similar a 125):
DATA, CLOCK, LR (datasheet)
Comandos: DATA, CLOCK,
XLAT, SENSE (datasheet)
Subcanal: SUBQ, SQCK,
SCOR (datasheet)
Proteccion (puerto serie):
GATE, PDATA

Otros: switch de tapa de cd,
switch de fin de carrera
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3905150
39052695
39053779
39056984
39065446
39066640
39067725
39073140

488:

4881.72ms

4882.12ms
4883.18ms
4883.33ms
4883 .47ms
4884 .14ms

SENSE

SENSE
SENSE
SENSE
SENSE

e
AY

A GFS ©
50 FOK 1
A® GFS @
A® GFS @




O

c : rach 'g"'Error) de la pista

en el Lead-in

® Devuelve SCEA, SCEE o SCEI en funcion de la region, con su bit de
S start, de stop, ...




SUIC

(f ® Activa eI s’rream ‘de datos.
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