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You'd expect one of the best-selling 
home computers in Japan to have a 
specification list as big as its memory. 

But the Toshiba HX10 doesn't just 
limit itself to that. 

lt was developed along with other 
Japanese home computers to operate 

on one language:MSX.You can swap prog
rams, games, cassettes, even peripherals 
like disk drives, printers, and joysticks: 
they're all compatible with every other 
MSX computer. 

All of which makes MSX the system 
of the future. 

So if you want a computer that won't 
be obsolete in a few years, buy an MSX. 
If you want one of the best-selling MSX 
computers in Japan, buy a Toshiba HX10. 

TOSHIBA 

FOR MORE INFORMATION ON THE TOSHIBA HX10 CONTACT TOSHIBA (UK) LTD., TOSHIBA HOUSE, FRIMLEY ROAD, FRIMLEY, SURREY GU16 5JJ. T$l: (0276) 681691. 
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anl1 up wetytJne wlltJ'I gill an MSX miettJ. Nm, nlll !Jatl NtJw... Nanl1 up IIIDie wlltJ'w 
1een mtJte fllan tJne malte tJI MSX maelline. Well I WIJn� need mtJte fllan file etJm!Jinel lingetl ani IIJ11 tJI file U1et elifiJrial naH fiJ etJunf ytJU lilt MSX i1n� exatJI/y !Jeing 

ltJree lel fiJ file WtJtll af file mtJmenf. Manuladurer1! Wllete are ytJu? Wllere'l flli1 mulfi
millitJn ptJund, mulfi-melia exltatt�ganza fllaf wa1 pttJmilel? Hall file prDipedive miertJ 11wner1 
eurrenfly elleelting file 11ene llaven� even lleattl tJI MSX lel altJne ltntJw wllaf H i1. lnlfanf 
aefitJn, plea1e, tJr Clltilfma111 aii !Jul pa11 ytJU IJy. � 

OK. N11w ltJt file eringing. StJiry a!JtJul file parlially tJIJiifetafetl pr11g lilfing1 in file launell 
iuue. We wenf a IJH etazy wHII allwtJtlt unlet fell anti plan fiJ tedily file 1ifuafi1Jn IJy 
teprinfing file 11ne1 mtJII eHedetl in Fe!J'I i1ll. Tllanftl ltJt file genetally ptJiifite relfltJnlel, 
le�pile fllat 

Baelt fiJ mtJaning. Will ltJme!JtJtly plea1e fell me wily MSX earlritlge1 are julf a1 expen1ive a1 
file generally igntJtel CtJmmtJtltJte tt�til!ly anti file i/1-lafetl Alari lype1 fllaf llal 111 muell ltJ tltJ 
wHII fllaf IIJmpany'l villual IIJIIaple . . DIII/I file ptiee, gllfl - fletJflle tltJn� wanf ltJ pay n5 + 

· wllen flley ean gei11Jmellling 1imilar tJn lllpe ltJt llall 
Only file 1eetJntl mag anti we 1ay gtJtJti/Jye ltJ Milte 'SeiHJp' JDIInlftJn. Auuie Milte wi/1/Je 

ltJte/y miuel (al lean IJy file /.antlltJrtl tJI file IDeal watering IIDie} !Jul we jull etJultln� 111mpele 
wHII file !Jrigld ligllfl anti/all filling 11/ Null $11, weletJme Sean... a well ltntJwn peuimilf wilD 
lla1 ntJ Nullwatl a1pitafi1Jn1 - yet 

Tile 1imilarly named (!Jul muell IJI!IIet IIHJlting} Jenniler JDIIn111n fllrtJWI in wHII u1 lr11m flli1 
mtJnfll. H i1 1lle wilD tle1igned, llantl made anti llantl enamelled file MSX !Jatlge 11!11, a1 
piduteti!JeltJw. Niee, ell? Welte gill ffJ 11/ fll11e ltJ give away wery mtJnfll ltJr file mtJII 
inferemng, amu1ing anti inltJrmafive ll!llet1 we teeeive - plu1 we'll tJeealitJnally llantl tJne tJulltJ 
a tle1ellling IJtJI wHIIin file intlunry. A/let 2fJfJ llave !Jeen tlillri!Juled, Jenniler'/1 ellange file 
le1ign ltJ lteep fllem exelu1ive. Tile 111/enletl JJ malte1 ltJatl1 tJI tliHerenf IJatlgei/IJriHJellel ltJ a 
1imilat llanlatl ani 1elll. fllem lttJm Sffl/1 21, Tile Apple Mat/till, CiJvenf fJartlen - tltJn� IIHJlt 
ltJr MSX 11ne1 �lltJugll: 1lle Dn/y malt11 fllem ltJr u1. 

Due ltJ unltJte1een (?} eiteumlfaneel, file ztJtliae 11/ MSX u1et1 will n11w appear nelf mtJnfll. � 
l.iz CtJ/ey 
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Programs! 
Over 20 -----=.__::P_:: ag�es of list; ngs. 

Reviews! . ectravideo's SV-728, JVC's HC-7 and oaewoo's 

Our team of experts gtve Sp r Overview and overki\\ . 
new baby the once and�tw�,c� e�o�v�e �· ���:...=..:..:.----� 

Features! 
A bit of this. MSX I · 

• 

P arned, MSXercise and P . Plus the cans and can'fs of N�;:�;�in� .
the dos, don'ts, daisy's and dots. 

_-.-----�--�. eries the further 
programmtn9 
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A bit of that.. . installment of our Adve��u;�
e usual mixture of news, 

The second gnpptng 
f MSX sound and a -----------

whats, whys an� ho�s o 
"'\lu�'v�e:_a�\�\ �he�a::r�d�b::e�fo�re.::.... ·---l 

. and bonng lokes y� 
gosstp 

And a bi�t Oft th;�th;::;;---lnto the futZre t'::rJ:ther? 
Msx Usert • 

At all newsagents, good or bad, January the 18th. Be there. 
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Anyone conversant with home 
computers will know· precisely why MSX 
was worth waiting for. 

The sheer proliferation of computer 
and software systems flooding the 
market loudly underlined the need for a 
unified standard. 

So the major companies jointly 
developed a single computer and 
software system. The result- MSX
the format that will be standard for all 
time. 

And those in the know will not be 
surprised that Mitsubishi are in the 
vanguard of the MSX movement. For, 
with the f .. series, Mitsubishi offers 
everything that MSX is and more. 

GRAPHICS 
Maximum resolution of 256 x 192 

pixels with alll6 colours available on the 
screen at the-same time. 32 sprites in two 
sizes and two magnifications allowing 
easy creation of '3D' graphics. 255 
pre.-defined characters all of which can 
be used as straight text or easily mixed 
with graphics. 

JOYSTICK AND CASSE 11 E PORTS 

EXPANSION 
BUS 

PRINTER MONITOR 
PORT OUTPORT 

• 

SOUND 
Three independent channels which 

can be output through the TV 
loudspeakers at any volume, individually 
or simultaneously, at any of the available 
8 octaves. All three channels can use the 
'noise' generator for stunning sound 
effects. 

KEYBOARD 
7 3 moving keys, ergonomically 

designed for many hours of fatigue free 
use. Large cursor control keys which are 
excellent for both programme editing 
and game playing. 5 function keys giving 
10 pre .. defined functions which can 
easily be redefined from 'BASIC' using 
the 'KEY' command. 

BASIC 
MSX BASIC is possibly the most 

comprehensive version of the original 
language. There is a complete set of 
commands for creating graphics and 
sounds, manipulating text and moving 
sprites. In addition to this there are 
'built.-in' interrupt routines for detecting 
sprite collisions, function key selections 
and joy.-stick fire buttons. 

EXPANSION 
The Mitsubishi 64k ML...F80 and 32k 

ML .. f48 are both equipped with 2 
cartridge ports, 2 joy.-stick ports and a 
centronics compatible parallel interface. 
It is through these devices that the MSX 
system can be expanded for use with 
disc .. drives, printers, serial interfaces, 
modems and other peripherals. 

SOFTWARE ON CASSETTE 
The MSX system can load and save 

data onto cassette at 1200 or 2400 baud 
and unlike certain other home 
computers, the Mitsubishi f .. series can 
be used with a normal domestic tape 
recorder for this purpose. 

When you put all of these features 
together, with the knowledge that 
Mitsubishi is the largest manufacturer of 
Mainframe computers in Japan, those in 
the know will immediately recognise the 
true potential of the Mitsubishi f ... series. 



The Mitsubishi MSX family 
' 

computer is everything you wanted to 
know about computers, but didn't know 
who to ask. 

It's friendly, it's fun and so simple, a 
grown man can use it. Yet so versatile 
even his computer ... versed children 
would be hard .-stretched to over .. tax it. 

It OJ?erates with any colour TV set. 
Just plug it in, and the full power of the 
computer is instantly at your fingertips. 

FOR FATHER 
The Mitsubishi MSX can do many 

things, from keeping a simple check on 
the bank balance to running a complete 
business with customer account files, 
stock control programmes and word 
processing. It is just as much at home 
keeping control of your record or stamp 
collection or playing 'strategy' games 
such as chess, othello or. contract bridge. 

FOR MOTHER 
There is the opportunity to store 

recipes and other household information 
or keeping record of the children's 
progress at school. Household accounts 
can also be recorded so that savings can 
be planned for holidays and other 
seasonal expenses. 

FOR THE CHILDREN 
There is education, particularly 

computer education. In a world where 
computer literacy is now of foremost 
importance, MSX offers a broad base of 
educational software. With simple 
programmes for the very young through 
to complex programmes for older 
students like language learning. 

Also, the graphics system of the 
Mitsubishi computer ensures that the 
MSX versions of your favourite games 
are reproduced with incredible 
speed and accuracy. 

Undoubtedly, MSX 
is the format for the 
future, and will 
become the byword 
for computer 

education and entertainment. 
And you can be secure in the 

knowledge that regardless of future 
developments, any investments made in 
MSX hardware, software and 
peripherals today will always be 
comparable with the Mitsubishi f ... series. 

So if you've waited until now to buy a 
computer, you couldn't have timed it 
more perfectly. Get to know one today. 

Mitsubishi Electric (UK) Ltd., Hertford Place, Den ham Way, 
Rickmansworth, Herts WD3 2BJ. Tel: 0923 770000. 

ML-F48 

I 

SPECIFICATIONS 
CPU: Special keys for 
ZBOA (3.6 MHz) screen editing 
Memory: Sound: 
ROM: 32 KB 8 octaves 
RAM: 64 KB (F80) 3 channels for 
RAM: 32 KB (F48) sound or ·noise' 
Video Ram: 16 KB Output by TV sound 
Screen Displays: or External Audio 
��Text Mode: Amplifier 
40 columns x24 Cassette 
lines Interface: 
��Graphics: 1200-2400 baud 
256 x 192 pixeJs Motor controlled 
Colours: 16 by CPU 
( 15 +transparent) Parallel 
Sprites: 32 Interface: 
Output: RF, Centronics 
Composite Video Joy-Stick: 
Keyboard: 2 x 9 pin 
73 moving-key connectors 
keyboard Rom·Cartridge: 
5 function keys 2 x 50 pin 
Cursor control keys connector 

*Subject to Scan of Mon1tor 
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eorge Orwell was right 
about MSX, even 
though he'd never 

heard of it when he wrote 
Animal Farm. Al l  MSX is 
equal, but some is more 
equal than others. Having 
had my sticky little fingers 
on most of the current 
models, I 've got to say that 
the Sony H it-Bit is the most 
equal of al l .  · 

1t is, if you wil l ,  the Rolls 
Royce of MSX - or wil l  be, 
unless someone comes up 
with something better. 

Of course, I hear you cry, 
it ought to be with a price 
tag of nearly three hundred 
green ones. 

But, I hear you add ,  what 
makes it worth all those 
extra smackers? 

Wel l ,  it's got many more 
bells and whistles than the 
simi larly priced Sanyo or 
M itsubishi. 

I could talk (and I will) 
about the built-in database. 
After al l ,  much has been 
made of the rather simi lar 
facility in Commodore's 
Plus-4, and that's much less 
friendly than the H it-Bit's. 

I also intend to talk about 
the tough little, solid-feeling, 
professional-style 31 in disk 
drive you can get for it -
right now! 

In due course I ' l l  go on 
about what an excellent, 
well-made, attractive looking 
machine it is, with sensible 
little touches . . .  l ike a red 
RESET button on the 
keyboard where it's easy to 
find, but recessed so you 
don't find it too easily . . .  l ike 
a SPART-style RGB 
Euroconnector for attaching 
it to a professional monitor, 
. . .  l ike the beautiful ,  big, 
arrow-shaped cursor control 
keys, . . .  l ike the two cartridge 

ports, with a l ittle Perspex 
guide you can fit on the rear 
one to make it easier to slide 
things into in. Great! 

But first, let me mention 
the one thing I don't l ike: the 
si l ly name. 

I think giving it a name 
rather than just a number 
was a good idea: it's easier 
to remember to call it a Hit
Bit than an H B-758, but 
what the hell does the name 
mean? " Bit" suggests 
something to do with bits 
and bytes, and no doubt it's 
going to be the hit of the 
MSX scene, but really, Akio 
Morita, is this the best your 
English associates can come 
up with? 

lt was bad enough writing 
off half the human race 
when you changed the name 
of the Stowaway personal 
stereo to the Walkman, but 
at least that had some kind 

MSX User January 1985 
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of meaning, disregarding the 
implicit sexism. 

But OK, it's the H it-Bit, 
and we're stuck with it, but 
sometimes a man's got to 
stand up and be counted for 
the things he bel ieves in, 
like names meaning 
something (Amen - Ed). 

I went crazy about the 
pseudo-computer lettering of 
the logo as wel l ,  which is 
emblazoned across the top 
in inch-high red and green 
letters - but was relieved to 
find that this was just a sales 
sticker, coming off to reveal 
the matt black paintwork 
familiar to mi l l ions of 
satisfied users of Sony video 
and audio equipment. The 
painted logo that you can't 
remove is less than half the 
height, and is in more 
tasteful  and restrained 
colours. 

So m uch for grousing . 

Tile !Jell MSX? 
Now let's start in on 
explaining why I th ink this is 
the best MSX mach ine so far 
available. 

,. 
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Well ,  the keyboard for a 
start. Most home computers 
get by with fairly tacky 
keyboards uust look at the 
Spectrum ,  but if you ' re 
allergic to the feel of half
sucked jel ly-babies .. .  be sure 
you don't touch!) an.d even 
well-tried semi-professional 
workhorses l i ke 
Commodore's redoubtable 
64 have a rather clacky feel 
alongside this Sony. 

Two versions of the 
keyboard are available, one 
with graphics symbols, the 
other without, but none of 
those with the graphics on 
them seems to be arouned . 
Anyway, I prefer them 
without. If you ' re a graphics 
freak, decals are produced 
for you to stick on the front 
of the keys, to remind you 
which is which. The 
R ETU RN key is a nice 
sensible large size on this 
version, too. 

In addition, the CODE 
keys are dupl icated on either 

•' 
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side of the SPACE bar, 
which makes sense, since 
CODE is often used in 
conjunction with SH IFT . . .  but 
then so is GRAPH,  which 
isn't dupl icated. 

lt's surprising that one of 
the things MSX hasn't 
standardised has been the 
keyboard layout, especial ly 
the top row of function keys 
and the bottom row of 
graphics/capitals selection 
keys. The order of the 
bottom row on the H it-Bit is:  
CAP - CODE - SPACE -
CODE - GRAPH - SELECT 
but on the JVC, Sanyo, and 
Tosh iba it 's: 
CAPS - GRAPH - SPACE -
CODE 
and on the Canon, it's: 
CAPS LOCK - GRAPH -
SPACE - SELECT - CODE 
while the Spectravideo has 
j ust: 
GRAPH - CODE - SPACE 
with CAPS LOCK stuck 
away above the SHIFT. 
Strange. Why not stick with 
one arrangement? 

Keeping SELECT out of 
the way makes sense, since 
it's not needed in MSX 
BASIC programs, but the 
differing positioning of 
CODE and GRAPH keys 
cou ld be confusing for 
people moving from one 
machine to another, not to 
mention poor dealers trying 
to demonstrate more than 
one mach ine. 

One thing I don't l ike on 
the H it-Bit is the way the 
HOME key, which also 
performs a clear screen if 
it's SH IFTed, carries no 
warning of the fact. The size 
and shape of the l ittle 
rectangle might have made 
the usual CLR/HOM label 
too much for it to carry, but I 
can envisage some fairly 
i rritated new users before 
they suss out why they' re 
inexplicably losing al l  their 
screen displays. 

I do really l ike that RESET 
key, though (we know, we 
know - Ed). lt' s red , for 
danger, and it's not tucked 
away among the 1/0 ports 
where you have to grope to 
find it ,  but it's sensibly 
recessed to prevent you 
h itting it by accident. 

Would you believe some 
MSX machines don't have 
RESET keys? An essential , I 

would have thought. A pity it 
couldn't have given you a 
warm start (ie without losing 

'•' 



any programs in memory), 
which is useful when you 're 
debugging a program which 
suddenly hangs (locks up 
and ignores you - Jargon 
Ed), but you can't have 
everything. Say after me -
the programmers' first 
commandment: 

ALWAYS SAVE BEFORE 
YOU RUN! 

One of the nicer things 
about the Japanese MSX 
machines I 've seen so far, is 
that you don't need to turn 
them off to fit a cartridge, 
because opening the 
cartridge port cover also 
performs a RESET, but this 
seems to have been 
abandoned on the British 
Hit-Bit, so pushing open the 
cart door doesn't do 
anyth ing. I wonder why? 

The Sony has two cart 
ports, but it needs to be 
emphasised that at this 
moment, at least, this is 
merely a dupl ication not an 
extra. Sony strongly advise 
against using both , though 
what' 11 happen when 
cartridges of extra memory 
need to be fitted in  systems 
with disk drives, I hate to 
imagine. Indeed, at least one 
cartridge-based word 
processor has plans to 
SAVE to RAM data 
cartridge, so it must be 
possible. 

The daftl carltidge 
Oh yes! The data cartridge. 

This is a small pack, about 
the size of an audio cassette 
box, which fits into the 
cartridge port and can hold 
about 4K of program or data 
files in  RAM. lt has a bui lt-in 
lith ium battery with a 

f(J 

projected l ife-span of about 
five years, so it 's effectively 
non-volatile memory for that 
t ime (ie you won't lose the 
contents when you switch off 
the computer). Plus,  of 
eau rse, it's the fastest LOAD 
and SAVE this side of Bi l ly 
the Kid's trigger finger. 

Faster than disk, even,  
and much, much faster than 
tape. But then it 's only 4K, 
which is 4096 characters or 
just 1 6  program l ines of 255 
characters (program l ines 
can't be longer than 255 
characters, remember). This 
is sufficient to store about 40 
to 50 entries in  the bui lt-in 
database, or databank as 
they call it, more correctly 
(since a database is a 
shared pool of data to 
computer purists - if any of 
them are reading this) . 

The Daftl!Janlt 
This databank is activated 

after the usual MSX sign-on 
screen, every time you turn
on, with a friendly l ittle 
d isplay which shows what 
look l ike a couple of 
unhappy aliens but turn out, 
on closer examination,  to be 
cassettes. There's a 4-option 
menu:  

Address, Schedule, 
Memo and Transfer, plus 
BASIC. 

I f  you've got a data 
cartridge inserted, the fourth 
menu option is Copy and 
there are two Basic options 
- BASIC + Data Cartridge 
or BASIC. 

If you go to the BASIC + 
Data Cartridge option, it 
seems l i ke you 're in ordinary 
BASIC, but you can save 
any programs to cartridge 
with the 
SAVE"CAT:filename" or 
BSAVE"CAT:fi/ename" 
commands and the OK 
prompt comes up quicker 
than you can bl ink,  to 
indicate it 's been done. 

The data cart can also be 
used for SAVEing data, and 
when you 're in  the databank 
this is done without you 
even realising it. 

Modulea 
Each of the three 

databank modules works in 
much the same way. A 
record consists of a ' 'card ' '  
with a 25-character heading, 
for name and telephone 
number in the address file, 
for date (yes! sti l l  25 
characters) in  schedule, and 
for subject in the memo file. 
Then there's room for nine 
l ines of 26 characters, which 
can be address plus 
comments in the address file 
or whatever you l ike in the 
other two. 

When you choose one of 
the first three options, you're 
given another four-choice 
menu: Files, Search, New 
and Return to Menu plus 
the prompt along the bottom 
of the screen:  Select with 
Cursor. Return. 

Like the man says, you 
move from one to the other 
with the left/right cursor 
control keys, but the 
movement is not continuous 
- ie left cursor when you 're 
on Files (the leftmost option) 
doesn't take you round to 
the rightmost choice, Menu. 

Files delivers an 
immediate l ist of al l  the 
entries, ten at a time, using 
the down cursor to move 
through them, and then on 
to the next screen at the end 
of each block of ten . Up 
cursor is used to move in 
the opposite direction, back 
to previous screens. 

Actually, there's a five
record overlap on each 
screen, so you can stil l see 
five from the previous screen � 

when you move on. 
Pressing RETURN when 

you're on the l ine of the 
record you want brings the 
entire contents of the record 
on to the screen. 

Search is very powerful .  
You can look for a record 
using its title, or a key word 
anywhere in  the title, or the 
remain ing 234 characters of 
comment, so it doesn't really 
matter that Bi l l  Adams wil l  
be fi led after Alan Bloggs, 
since everything is stored in  
the alphabetical order of the 
first letters. 

There is also a sort 

facility, offering the choice � 

between normal alphabetical 
sorting, capital letter sorting 
(which places ABC before 
abc) and numerical sorting, 
which wi 11 put telephone 
numbers, for instance, in 
rising order. 

This might be handy if you 
wanted to look at al l  the 
"061 -" records to find your 
friends in Manchester, for 
instance, but it comes in  
more useful in the schedule 
(or diary) databank, where it 
can sort events into date 
order. 

Records aren 't sorted 
automatically, so if you want 
to look at them in 
alphabetical order (if you're 
j ust checking phone 
numbers, for instance) you 
m ust conduct regular sort 
commands. 

Also, you've got to use 
exactly the same word 
format in  the search as was 
used in  the stored record, 
including capitalisation or 
lack of it. Searching for 
"data" as a keyword, when 
it was spelled " Data", won't 
get you anywhere. lt doesn't 
offer you the nearest 
equ ivalent it can find, as 
some databases wi l l .  

Sti l l ,  what do you expect 
for £70. Blood? 

When you 've found your 
record, you have four more 
options: Print, Update, 
Delete, or Stop (wh ich 
returns you to the previous 
screen). 

Not having an MSX printer 
cable with its d inky little non
standard D-plug ( 'though it's 
allegedly a Centronics 
Standard interface (it is, see 
First Aid - Technical Ed), I 
wasn't able to check out 
how the Print command 
works and the manual 
carries no info. I tried the 
option and the machine 
hung, so presumably there's  
no great choice of Print 
options, though I would h ave 
expected to be offered the 
chance to print one, som e  or 
all of the records. 
Presumably it's one at a 
time only. 

Since the manual says 
you can store about 50 
records (most databases are 
much larger than this) you 
have the option of SAVEing 
data from RAM to cassette, 
from data cartridge to 
cassette and, subsequently, 
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LOAD from cassette to 
memory or data cartridge. 
The manual says (page 7) 
that it's possible to copy 
from data cartridge to data 
cartridge but since there's 
no further explanation (to do 
this directly would entail 
either having two data 
cartridges fitted or taking out 
one and replacing it with 
another without turning off 
the machine - both definite 
no-no's, say Sony), I must 
assume you've got to 
transfer data from cartridge 
to tape, and then back from 
tape to another cartridge. 

This data cartridge is 
obviously a very valuable 
medium, despite its limited 
memory and rather high 
price (about £30), which 
must make it the most 
expensive data storage 
medium on a cost-per-bit 
basis. At this moment, it can 
only be used with the H it-Bit, 
because only Sony have 
included the necessary 1 6K 
of extra ROM to handle it. 

I 'm told that it's possible 
to write special software for 
other machines to manage 
the cartridges and 
Computermates say that this 
will be built into their word 
processor, but at the 
moment I 've been unable to 
obtain any in to on how it 
works. 

Dissapointingly, it 's 
impossible to LIST the 
contents of a data cartridge, 
as far as I can see, though if 
you could get into the Hit-Bit 
monitor it might be possible. 

Any supporting software 
not in ROM would ,  of 
course, use up memory -
though ,  i nterestingly, there's 
no difference in the amount 
of memory available o n  the 
Hit-Bit in BASIC mode if you 
don't choose the BASIC 
with Data Cartridge option 
from the opening menu. lt 's 
stil l 28815 bytes in both 
cases, same as usual with a 
64K MSX machine. 

The Di1k /Jrite 
Full marks to Sony for 
having got their disk drive on 
the market from day one . . .  
and for making it such a 
workmanl ike affair. 

I must confess I don' t  l ike 
having such a big interface 
poking out of the cartridge 
port but if you fit it o n  the 
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.. back it 's not so bad . The 
plug on the other end that 
fits into the rear of the drive 
strikes me as rather weak 
though, but perhaps this was 
an early sample. Anyway, I 
don't imagine most users 
wil l  be plugging this in  and 
out as frequently as I had to. 

There's also a socket at 
the back for daisychaining a 
second drive and I imagine 
more than two could be 
added. lt comes complete 
with the very powerful MSX 
Disk BASIC, but not with 
MSX-DOS, which is 
Microsoft 's version of MS
DOS as written for the I BM 
PC. This is in the pipeline, 
as is a version .of CP/M from 
Digital Research. 

There's nearly 360K of 
storage available on the 3 � in 
disk and in Disk BASIC 
mode, user memory goes 
down by about 5 � K, from 
288 1 5  to 23430. Not bad , 
eh? 

1JtJcume111alion 
The H it-Bit and its 
peripherals are �ell 
documented, perhaps even 
excessively so. There's a 
small booklet for each piece 
of hardware, plus a course 
on using the databank. 
There's an excessively jokey 
introduction to MSX BASIC, 
which personalises the H it-

I L IKED . . .  

Bit as a dog named Fido 
(don't ask me why - must be 
that inscrutable Oriental 
sense of h umour) and a 
comprehensive reference 

• 

guide to MSX BASIC. 
The disk drive didn't  come 

with any documentation on 
MSX Disk BASIC, but that 
wil l  be the subject of a 
separate publ ication. I 've 
seen the typescript, and it 

almost everything about this machine 

I DIDN'T LIKE . . . 

the name 
the jokey introduction to BASIC 

VERDICT 
Pricey, but worth the extra money 

seems first class (see this 
and the Dec issue for a 
rundown on MSX-DOS and 
Disk BASIC - Promotions 
Ed). 

What is lacking is any 
information on how to use 
the data cartridges on other 
machines, but perhaps this' l l  
come. Who's gonna be the 
first to break in  and f ind out 
how they work? 

,, 

• 



ow do we do it? Here we are, only our 
second issue, and now you can put your 
money back in your pocket - yep, we've got 

another MSX computer to give away. This time 
thanks to those wonderful Canon people (Hi, Nina), 
we've got a V-20 with joysticks, free to any good 
home. Cor, knock me down with a feather, blimey ... 
yes, we're so generous. All you've got to do to get 
your hands on it, is have an IQ higher than the 
editorial staff (shouldn't be difficult - Ed). As usual, 
ve vill ask ze questions. 

a OH 

Stored safely somewhere in the MSX User office is 
the Canon V-20. She-who-must-be-obeyed, as the 
editor likes to be called, knows where. When asked 
the whereabo�ts of the Canon (after a late lunch), 
she keeled over in a rather tired and emotional 
fashion and uttered: 

HJ AC CDX NQC ER BB CB 
Someone said it sounded like double dutch but I 

reckon it was more like a backward Rom.an's Latin. 
------------� What do you think she said? 

-SOFTWARE� 
the way to learn 

tl 

Figure it out and you'll know 
where the Canon is. Send the 
exact message to us, together with 
the MSX User logo from this page, . 
and you gets one entry in the 
Grand Draw. 

We've also got five runner-up 
prizes of match tickets (for any 

�,........ Now AVAILABLE oN Canon League soccer match, 

rHEMsx,AMsTRAo,sscs except, surprise, surprise, the Cup 

& AcoRN ELECTRON Final), so don't say we don't treat 

Fun for all 
the family with this fast 

moving arcade style game to improve 
mental arithmetic. Mr Painter can move 

around the screen at any speed you 
choose, picking up numbers to make a 
target number. Watch out for holes in 
the girders and don't waste time or 

you'll get covered in paint! 
Number Painter is 

widely available 
through High Street 
Stores, Independent 

Computer Retailers 
or direct from A.S.K. 

For further information contact: 
APPLIED SYSTEMS KNOWLEDGE LIMITED 
London House, 68 Upper Richmond Road, 
London SW15 2RP. Telephone 01-874 6046. 

you right. Just one more thing. If 
you're reading this and you're an 
employee of ASP, Canon UK or 
Alabaster Passmore and Son Ltd., 
feel free to enter we'll just 
throw away your letters! Closing 
date for the competition is first 
post January 14th 1985 and 
replies, abusive or otherwise, 
should be addressed to: Canon 
V-20 Competition, MSX User, 1, 
Golden Square, London W1 R 3AB 
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on't make the mistake 
of thinking that the 
differences between 

the various MSX machines 
are merely cosmetic. 

Anyway, who says 
'cosmetic' doesn't matter? 

You' re going to have to 
live with this thing, and 
you've paid over £200 for it, 
so it might as well be nice to 
have around, right? 

Also, some of the things 
you might write off as 
" merely cosmetic" are quite 
important, l ike the size, 
shape, placing and action of 
the keys. They' re actually 
what you might call 
ergonomic, meaning that 
they're nice to use. 

omic 

The Canon is a very 
ergonomic machine. 

Best known for their 
superb cameras, office 
copiers and computer 
printers, and most recently 
for their equally superb 
portable videos with video 
cameras, Canon are new to 
computers but· their track 
record led me to expect 
something rather nice from 
their MSX machine. 

I wasn't disappointed. 

Hardware 
In many ways, it's bog 

standard: two cartridge ports 
(the second on the side 
rather than the top or back), 
64K memory leaving 28815 
bytes for the user, the usual 
cassette, printer D-plug, 
video and audio and RF 
(aerial) sockets. There's no 
reset button (shame). 

lt's finished in a nice dark 
charcoal with light grey 

alpha keys, and even lighter 
control keys ( RETURN , 

SHIFT etc). The function 
keys are huge, big black 
5cm x 1 5mm slabs, and the 
up  and down. cursor keys are 
even larger. The STOP , 

INS , DEL , 
HOME/CLS and the left 

and right cursor keys are 
only slightly smaller. 

This makes the machine a 
joy to use, and should 
please touch typists who 
don't l ike hitting the wrong 
keys by accident when 
they' re not looking. The rake 
of the keyboard isn't quite 
up to professional standard, 
though. 

One of the things I didn't 
like was the intrusive key 
click through the monitor 
speaker. Presumably this 
can be turned off, but I 
searched the manual in vain 
for the command. 
Me, I pulled out the plug 
from the audio socket. If you 
were using the R F  socket, 
you could turn the TV 
volume down (we've found 
the command now - it's 
SCREEN,O). 

tl 
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I l iked the simple phono 
p lugs for audio and video 
output. I know single 6-pin 
DIN plugs are supposed to 
be better, but they' re not on 
the market yet. Both of these 
sockets are suppl ied 
covered with grey rubber 
plugs, which RF-users wil l 
no doubt leave alone. 

The side cart socket has a 
pul l-off cover, better than the 
unscrewing cover on the 
second Sony port, but it 
could have had a spring
loaded door l ike the top one, 
surely? 

The other useful thought is 
the front-placing of the two 
joystick ports. Why hasn 't 
anyone ever thought of this 
before? lt's a far more 
sensible place than round 
the side or (worse st i l l )  at the 
back. 

Something that you ' l l  only 
find out from constant use, 

14 

" """""' . . .. ..... .. . . ...... 

but far from unimportant is 
the fact that it runs very 
cool,  a tribute to the 
efficiency of its internal 
power supply. 

Apart from a £20 joystick 
( I 've not used one yet, 
though I hear with some 
surprise that it doesn't 
match the computer's 
restrained livery, but is some 
kind of garish white and 
green) there are no other 
peripherals avai lable. 
However, as al l current 
Canon printers are 
Centronics standard they 
should run from the MSX 
printer port. 

DoeumenftiNon 
The documentation is 

excellent: a clearly written, 
concise introduction to the 
machine and the concepts of 
programming, plus the best 

BASIC reference guide yet 
produced for MSX. lt's 355 
pages long, with at least a 
page devoted to each 
command or function (four 
on the SOUND command 
and its parameters), usually 
with an example. 

The appendices include 
two pages of derived 
functions, error messages, 
MSX-DOS and MSX Disk 
Basic commands, a two
page overview of the 
hardware, plus two pages on 
the sockets, a list of BIOS 
routines, over four pages of 
RAM variable addresses and 
their contents, reserved 
words, and a character code 
table. 

There was one mistake, 
which presumably indicates 

a last-minute change of 
mind. Appendix F says that 
audio and video comes out 
via a 5-pin DIN socket, and 
gives the pin-outs. But the 
V-20 uses a phono socket 
for audio and another for 
video, as I 've said. 

On the whole, I like this 
machine. 

When you consider that at 
£280 it's dearer than the 
GoldStar or the Spectravideo 
(though cheaper than most 
of the competition) and 
there's no free software 
supplied . . .  it 's no bargain, 
but if  you'  re prepared to pay 
for quality, then this should 
be wel l  up on your buying 
list. 
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The price tag. It's something rather special. 
When you take a look at the new Goldstar 

MSX you'll find an asking price of around £240 
Quite a bit less than most of the others. 

And since you' re choosing a micro that's 
designed and built to one standard, that'll leave 
you a whole lot more for the super new MSX 
games or business software. 

What is standard, of course, is the superb 
MSX specification . 

� GoldSI:ar t•r Jl!;.tJf>\AI ( OMI•U t t ft 
fiC �()0 

State-of-the-art feature like 64K of 'user' 
RAM and 32K of ROM and l6K Video RAM place 
the Goldstar right at the top of the MSX league. 

Sixteen vivid colours and eight octaves of 
sound make it a great games player's micro. 

And there's a powerful Z-BOA processor to 
take on a world of home office tasks. 

Goldstar MSX. The brightest new star 
among micros that's unbeatable value for money 

You'll find it at above standard computer 
dealers now. 

Distributed by:-

MICRO DEALER UK Ltd 
29 Burrowfield, Welwyn Garden City Herts AL7 4SS 

Tel: (07073) 28181 Telex: 23674 MDUKG 
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We're proud to announce the launch of our first computer. 
•MSX is a trademark of 
Microsoft Corporation 
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Starting with the lVISX out for some i l lustrations to 
accompany it. Just a simple 
d iagram would have made it 
so much easier to grasp the 
way that a sprite is 
designed, or the way that an 
animation procedure works. 
Alas, there are no 
i l lustrations at al l .  

published by Kuma 
Computers Ltd 
ISBN 07457-004-7 
Author� Tony Marriot 
Price - £5.95 
132 pages 

f aU MSX computers have 
a common standard, is 
t .•. e same true for books 

ab •· hem? Let's hope not, 
· unless they're a 

good deal better than this 
one, ... ey' l l  be a pretty poor 
bun 

Ton rriott's ' Starting 
with the MSX' is very much 
a do-it-yourself production. lt 
was written on a 

• 
.. - ... -.it: ���. • microcomputer runn1ng a 

word processing program 
and is ty =·· et d irect from 
the outp · . . a daisy-wheel 
printer. = 

· ·,· s nothing in 
the least wrong with this,  but 
the photo- · .

. 
uction of the 

printer ou · akes the 
letters in k 
uncomfortably small  and 
difficult to refJd and the 
appearance.\Qf 'words' such 
as ' R ETUpfinty' (on page · 
23) betray the books origins. 
The careless of a word 
processor ' nd 
replace' ope and poor 
proof read ing are obviously 
to blame. Even se 
shortcomings · • be 
forgiven if the 'were 
cheap, but at £5.95 - it isn't .  

Despite these 
shortcomings, the example 
programs do introduce MSX 
graphics and show off its 
capabi l ities pretty wel l .  After 
delving quite deeply into 
graphics, it 's disappointing 
to find that the MSX sound 
and music capabilities are 
dismissed in  only four 
pages . . .  right at the end of 
the book. In fact, we are told 
little more than how to 
convert very simple music 
notation so that it can be 
played by the computer. 

l t 's best to say as little as 
possible about the chapters 
that precede the graphics. 
They contain l i ttle that hasn't 
been said already, and 
better, in many introductory 
books. The bits that 
specifically relate to MSX 
computers are really just 

-�" ·what must appear in a 
lt has eleven chapters of a manual. Manual 

sort, although the chapter replacements we may need 
headings aren't  uniform in  ('though the Canon offering 
style and the head ing for the �s pretty good), manual 
final chapter was left out action replays we don 't .  
altogether! The author �=·= A catalogue of MSX error 
doesn't seem to want his messages comes very early 
readers to look at all of ... To start with a l ist of 
them, though, as his final =··· ost everything that could 
sentence in chapter 4 is an er go wrong shows very 
unconditional GOTO little understanding of the 
command, sending the psychology of introducing 
reader back to chapter 3!  programming to beginners. 

Assuming that this The longest chapter in the 
'suggestion' is  ignored, the book is again a catalogue, 
reader can get to much the this time of the keywords of 
best part of the book. This is M SX')3ASIC . Most of them 
the coverage of graphics are included and a short 
given in two chapters program is presented to 
towards the end. Here a i l l  the use of each. 
good run down of the MSX Ag ·.· e manufacturers 
commands for l ine graphics manu· s do this, and more. 
and sprites is given with In any case, such a half-
example programs to hearted approach doesn't 
demonstrate the creation of provid,e a satisfactory 
shapes, mobile graphics and introduction to programming 
animation. The programs at al l .  
themselves are repeated far So . .. a very disappointing 
more than is necessary. book, saved from complete 
Pages 1 06 to 1 09, for disaster only by the graphics 
example, contain no less section. If you really want a 
than four separate, complete new idea1f�r what to do with 
programs all of which are for your comp=uter, you could 
designing a simple sprite turn to page 81 , where the 
and placing it on the screen. running title reads 'Tarting 

The material here, as with the MSX'. The mind 
elsewhere in the book, cries boggles. 

11 
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RDIIca/1 
e've had so many 
requests for a 
complete listing of 

the number of Microsoft 
licencees (how many? -
Ed) . . .  oh,  okay, we've had 
one request for a complete 
listing of Microsoft 
licencees. So far, the total 
number is 22. Yes, it 
surprised us too. In 
alphabetical order, the 
companies are as follows; 
Canon, Casio, Dragon, 
Fujitsu, Generai-Paxon, 
GoldStar, Hitachi, Daewoo, 
Mitsubishi, Philips, 
Panasonic, Pioneer, 
Samsung, Sanyo, Sharp, 
Sony, Spectravideo, 
Thompson, Toshiba, 
Victor-JVC, Yamaha and 
Yashica-Kyocera. Looks 
like we' re going to be 
pretty busy over the next 
few months . . .  

Pllilip1 pllinlt 
again? 

e have just received 
a plain brown 
envelope from our 

informer at the British 
section of the MSX Working 
Group. Exactly why were 
electronics giants Phi l ips 
and Daewoo attending a 
meeting? We don't know but 
we think you should be 
told . . .  
STOP PRESS 
They didn't go ... and they 
made no excuses! 

f the n u  
th h 

ber of books 
<. een pub l is . . �'"" 

( . . :: 
.. : · :. : :, . . · ... . eduled 

ap .. · ) · · · 

ing to 
... ��ured of su 

.· . 

. . ·· uma h . · 

Starti .• 
The MS .9 

wh joins their prev ous 
twct.tjtles, Starting With The ;.;.· : ·:· 

-. •.?. M �!r::· ($ee review in this !··:·: ·:·.·?:: :·: -. .· . ' . :. : · ·  

iss·;�eJ;and The MSX Red 
Bd.bk. Pheonix have The 
M Program Book which 
s .. d be hot off the press 

oshiba are trying to 
make up for their 
h i lariously misguided 

ad campaign (see West -
Ed) which even company 
insiders have described as 
'pathetic ' .  In an effort to 
maximise Christmas sales 
they are offering an 
extended three year parts 
and labour guarantee on all 

pisode five in the 
ongoing Dragon 
collapse saga. They 

began work on a 64K MSX 
PC at the beginning of 
1 984 and a number of 
prototypes were definitely 
in existence by March. The 
Dragon reportedly 
resembles the Toshiba 
HX1 0 in configuration but 
has been styled quite 
conservatively to appeal 
more. to the business user 

as you read e author, 
Vince Apps, . ··. that one 
of the . rog · ""'�"' ''., _.i.iiii, ... �luded, 
P ilot, ·· 

pr . 

e Y 
ich bourne 

. . · .· Hou e MSX 
Gam · . . . ok ( ) by 
Andr · · cy an The 
Corn . e MSX 
Programmers Gu ide, 
compi led by Toshiyuki Sato, 
Paul Mepstone and lsabella 
Muriel ,  which wil l  retail at a 
cool £1 4.95. Wel l ,  they did 
say complete . . .  

HC-1 0' s and a free software 
pack (in selected stores) 
consisting of the topically 
named 'Manic Miner' , 
' Hunchback' and the 
presumably over-1 8's-only, 
'French Is Fun'. The HC-1 0 
is now in the major high 
street chains and Toshiba 
reckon they' l l  shift 1 5,000 by 
the New Year. ' 

than the games fanatic. 
Dragon Data is, of 

course, now owned by the 
Spanish computer 
manufacturer Euro Hard 
and whilst the ' Dragon' 
MSX could conceivably 
form the basis of the next 
Dragon range, Euro are a 
notoriously cautious 
company and the fate of 
the design is now 
uncertain. Next month, 
episode six? 

MDte Bifcbing 
ommodore have 
been slagging MSX 
off again. "We don't 

consider it a significant 
threat ' ' ,  they say. Sad 
really - like lambs to the 
slaughter and all that. But 
just which spokesman for 
a major Japanese company 
said ' 'Anyone who buys a 
Commodore needs their 
head examined' '?  Don't 
worry, Chris, we won't tell. 
For a nominal fee, of 
course. 

e>-n-. a 
now out with the usual 
m ixture of reviews, news, 
programs and features. MSX 
Tape Computing is available 
at all good newsagents price 
£3.99 (where's the cheque, 
Martin? - Sycophantic Ed). 
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Celluloid Ghostbusters 

• '  . . � ? \·: 

vety 
in the o 
calleCf A ISIOn. 

Scoop of the year must be 
the acquisition of the 
rights to develop and 
market Ghostbusters - the 
game, by Activision. The 
enormous success of 

MSX User January 

' •  .. . . . · . ·  

•· host · rs - the m 
· ·· already assured (we'v 

<·. 

seen it and it's great . . .  he 
first movie to get the 
audience shouting and 
cheering since Raiders, 
and the special effects are 
brain twisting!}, · 

Activision 's David Crane 

(of Pitfall and Decathlon 
fame) has excelled himself 
in producing an animated 
adventurish game that 

ttle plot of 
. . ·· . around a 

ough we 
van1t rsonally manned 

._. ..... l<eyboard, it looks set 
Oou� 

ice �
include the Ray Parker Jr 
penned Ghostbusters 
theme tune - with 
displayed lyrics. Great! We 
look forward to grappling 
with a review copy for the 
next issue. 

Tlltee dafl 
omputeraid Services, 
the independent 
maintenance 

organisation set up within 
Thorn EM I Information 
Technology, has announced 
an ambitious new gimmick 
promising to repair " any 
microcomputer ' '  within three 
days of it arriving at any 
depot. 

The service, according to 
general manager Maurice 
O'Brien, is a must for users 
who have their m icros up 
and running all day, every 

' day. 
Based in  Farnborough, CS 

specialises in  third party 
maintenance of installed 
micro and minicomputer 
systems and peripherals. CS 
has workshops in  London, 
Bristol, Belfast, Edinburgh,  
Harrogate, Newcastle, Mi lton 
Keynes, Manchester and 
Birmingham. For further 
details telephone (0252) 
548888. 

Baclt Up 
icro Dealer is backing 
up the November 
launch of its 64K 

MSX GoldStar micro in  
Britain with a new range of 
peripherals. 

To be distributed under 
the brand name SHADO, the 
range wil l  consist of the 
usual blank c�ssette tapes, 
cassette recorders, printers, 
floppy d isks, joysticks and 
interfaces. Machines for 
which the peripherals are 
designed varies, but they wil l  
cover most popular home 
micros including, of course, 
MSX. 

A liiHe !Jitd 
es, your friend 
and ours, the 
little bird, told us 

that thEt:Quick Disk (see 
EAST) ���w. cost fast 
access1 C:Iata atorage 

m Js about to be 
launcbed in Britain.  lt 

� ·. . .. ·· ont.y ·•*=whisper� •lna, 
. t 

.
.. ,,., ,.,. 

but the same ., ·· 
anonymous 
importer/distributor will 
ai�O,,::\be handling the 
majority of Japanese 
MSX robot gear. Watch 
tills space - No, this 

ne. 

,, 
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n the first part of 
MSXercise we looked at 
some simple loops and 

graphics commands to draw 
pretty patterns on the 
screen. Of course, your  MSX 
computer is capable of being 
much more than a glorified 
Spirograph. Perhaps one 
definition of ' intelligence' is 
the power to reason and 
make decisions. We make 
many decisions every day of 
our lives, such as 'shall I put 
on clean u nderwear today?' 
or 'shall I have rice 
crunchies or shreddibix for 
breakfast?' .  Decisions such 
as these are often based on 
intuition or personal 
feelings/preferences and not 
on undisputable fact. 
Someone may argue 
successfully for, or against, 
the wearing of clean 
u nderwear but not against 
the proposition that . . .  2 and 
2· are 4. Decisions based on 
mathematical propositions 
are m uch more 
straightforward and don't 
rely on personal emotions. 
For example, a decision 
m ight be made on the 
following proposition: ' If I 
have more than £1 .75 in  my 
pocket then I '  11 go to the 
cinema. ' The decision
making process isn't 
controlled here by feelings 
but by the amount of money 
in  the pocket - a 
mathematically testable 
quantity. 

So what has all this got to 
do with your  MSX micro? In  
this section of MSXercise 
we' re going to be looking at 
programming the MSX to 
make decisions. Don't tell 
anyone else, but computers 
work by moving numbers 
around their innards - even 
the letters that you see on 
the screen are put there and 
remembered by n umber 
codes, so, your  MSX can 

CtJnHnuing DUI 
inlrtJtlucfitJn ltJ 

Sltwe CtJ/wiii iiJIJfJI 
anti HIJWI 

only make decisions based 
on mathematical quantities 
(it's unl ikely that an MSX wil l  
decide to colour the screen 
green because it's just had 
an u nhappy love affair!) . All 
MSX decisions are taken by 
comparing numeric values. 

IF. .. THEN 
I n  Engl ish we usually state 

a decision to be taken by 
saying IF something THEN 
something. Because MSX 
BASIC tries to get fairly 
close to Engl ish in its 
construction, the instruction 
format is the same. Type in  
the following program: 

10 FOR X = 1 TO 20 

The diamond shaped box 
is used for questions that 
have YES/NO or 
TRUE/FALSE answers 

. (sometimes known as binary 
decisions as only two 
possible answers exist). The 
rectangular boxes represent 
actions or 'doing something ' .  
You don't have to draw out 
these diagrams when you 
program but they can be 
useful sometimes if your 
program has to make a 
number of complex 
decisions. 

Almost any instruction can 
be put after the THEN part 
of l ine 20. Here we have 
compared the value of X and 
the number 7 to see if they 
are mathematically equal to 
each other, but we could just 

20 IF X =  7 THEN PRINT ' ' I  FOUND SEVEN'' 
30 NEXT X 

This program uses a 
simple FOR . . .  NEXT loop to 
count up from 1 to 20. Each . 
time through the loop, the 
value of the counter is tested 
to see. if it's equal to 7. IF it 
is THEN the program 
PRINTs the words ' I  FOUND 
SEVEN' ,  before passing on 
to l ine 30. lt's important to 
realise at this stage that the 
logic of an I F  . . .  THEN 
statement goes something 
like this: 

IF something is true THEN 
do something before 
carrying on to the next l ine. 

Otherwise, if the something 
is false, then just carry on to 
the next l ine. 

Computer programmer's 
often draw out little diagrams 
to show how a decision 
works. The decision 
structure used in  this 
program, ' IF  X = 7  THEN 
PRINT a message, otherwise 
forget it' can be shown by 
this simple diagram: 

1 
IS 

X = 7 ?  
I 

as easily use other 
comparisons than something 
being equal to something 
else. We could use: 

Not Equal < >  
Less Than < 
Greater Than > 
Less Than or Equal < = 
Greater Than or Equal > = 

So, for example, we could 
replace l ine 20 in  the first 
program by: 

20 IF X<7 THEN PRINT"THE 
NUMBER IS LESS THAN 
SEVEN''  

IF. .. THEN. .. EUE 
In  the program example 

. given, we always want to do 
the instruction on l ine 30 no 
matter what the value of X 
is, but there are t imes when 
you want to do one thing if a 
test is true, and something 

Yes 

THEN 
PRINT "I 
FOUND 
SEVEN" 

l No ._ ___________ •------------� 

' 

Carry 
on 

' 
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else if the test is false. 
Unlike some BASICs I could 
mention , MSX BASIC allows 

10 FOR X = 1 TO 20 
-

you to do this very easily. 
Look at the following 
program: 

20 IF X<= 7 THEN PRINT X; ' 'IS 7 OR LESS' ' 
ELSE PRINT X; "IS MORE THAN 7" 

30 NEXT X 
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Several things are 
different from the fi rst 
program here. The test has 

- changed from 'equal to' to 
' less than or equal to' and 
we have added an ELSE 
part to our I F  . . .  THEN 
command. The instruction 
following the ELSE wil l  only 
be done if X is not less than 
or equal to 7. Also, the last 
t ime we used the PRINT 
command, we used it to 
display a message in  quotes 
(") .  This time we stil l have a 
message in quotes but there 
is also a part that's not in 
quotes: 
PRINT X;"IS 7 OR LESS" 

This firstly PRINTs the value 
of X and then follows up with 
a worded message. If the X 
had been in  quotes then the 
computer would have just 
PRINTed 'X' rather than its 
value. The semi-colon ( ;) , 

separating X from the 
message in  quotes, means 
that the value of X and the 
message wil l  be PRINTed 
next to each other. 

If we draw a diagram to 
show the decision structure 
here we can see the 
difference between 
I F  . . .  THEN and 
IF . . .  THEN . . .  ELSE 

ELSE 

PRINT No IS 

THEN 

PRINT 
X ;  " I S  MORE ._ 
THAN 7" 

X = 7  
? 

X ;  "IS 7 OR 

LESS" 

' 

Getting the computer to 
work out which numbers are 
less than, equal to, or 
greater than 7 isn't 
staggeringly interesting so 
let's look at a different use 
of decision programming 
that uses the CIRCLE 
command we met last 
month .  Just to remind you of 
how this command works: 

CIRCLE (x,y),r,c 

draws a circle x,y, of radius 
r and in a colour c. The 
colour codes were also given 
in last month's issue. We 
can design a simple program 
to draw· a series of smal l  
green circles across the 
screen , switching to larger 
red circles when the x 
coordinate of the centre 
exceeds 1 00. 

., 

1 
Carry 

on 

l 

. .  

. . . 

10 REM CIRCULAR DECISION MAKING 
20 SCREEN 2 
30 FOR X =  60 TO 140 STEP 5 
40 IF X<= 100 THEN CIRCLE (X, 100),50,3 

ELSE CIRCLE (X, 100),75,8 
50 NEXT X 
60 GOTO 60 

fJu111 My Num!Jet 
Now that we've learned a 

little about decision-making, 
we can design a simple little 
BASIC game where the 
player tries to guess the 
number that the computer's 
thinking of. In addition to 
being able to make 
decisions, the computer 
must be able to choose 

numbers at random and 
accept an input from the 
player via the keyboard . 
Let's look firstly at 
generating random numbers. 

Random numbers are 
generated by the AND 
command. RND(1)  wil l  
generate random numbers 
between 0 and 1 . Try 
RUNning this s imple 
program: 

10 REM PRINT RANDOM NUMBERS 
20 R = RND(1) 
30 PRINT R 
40 GOTO 20 

. 

tt 



You get a stream of 
decimals on the screen , al l 
between 0 and 1 . A simple 
alteration can make our 
MSX produce random 
numbers bigger than 1 . . .  by 
multiplying. Change l ine 20 
to produce random numbers 
between 0 and 1 0: 

20 R = RND( 1)* 10 

We can make the program 
produce whole random 
numbers by changing l ine 20 
to: . 

20 R = INT(RND( 1)* 10 

Run the program with this 
line in and a stream of whole 
numbers wil l  appear. 
However, these numbers wil l 
only be from 0 to 9, but 
never 1 0. This is because of 
the way AND and INT work. 
RND(1)  produces a random 
number between 0 and 1 ,  
but not including 1 ,  so the 
largest number it could 
produce would be 0.99999 . . .  
If we multiply this by 1 0  then 
the largest number would be 
9.9999 . . .  The INT command 
converts decimal numbers to 
whole numbers, but it 
doesn't round up to the 
nearest whole number, it just 
quietly forgets about the 
decimal part, so 
INT(9.99999 . . .  ) is 9, not 1 0. 
If we wanted whole numbers 
between 1 and 1 0  we could 
use this command: 

20 R = INT(RND)* 10) + 1 

Try running the whole 
number version of the 
program several t imes, 
making a note of the first ten 
numbers that appear. (You 
can stop the program by 
pressing CTRL and STOP 
together.) You should notice 
that although the numbers 
are randomly selected, they 
are the same numbers each 
time the program is run. 
They are not true random 
numbers and so are called 
'pseudo-random' numbers. 
The stream of numbers is 
randomly generated from the 
first number in the stream. 
This first number is known 
as the 'seed ' .  Unfortunately, 
each time the program is 
RUN, the same seed 
number is used. If we want , 

to devise a game where the 
player has no idea what the 
number to be guessed is, 

11 

then we must find a way of 
generating unpredictable 
number sequences. 
Fortunately, we can change 
the seed value of the 
random stream by using a 
negative number with the 
AND command. Like so: 

A =  RND( - 7) 

This wil l  alter the seed 
value and therefore produce 
a different set of random 
numbers. Type in :  

15 A =  RND( - 7) 

After running the program 
several t imes you ' l l  see that 
even though a different set 
of random numbers has 
been generated, it's sti l l  the 
same each time the program 
is RUN.  We've only half 
solved the problem of 
producing really 
unpredictable numbers. 
What we need is a way of 
selecting a random seed that 
wil l  be different each time 
the program is RUN.  The 
best way to do this is to use 
a special variable called 
TIME, which starts counting 
when your MSX is switched 
on. lt is almost certain that 
TIME wil l  have a different 
value each time the program 

is RUN.  Try changing l ine 1 5  
to: 

15 A =  RND( - TIME) 

RUN this new program a 
few times to convince 
yourself that your  MSX does, 
in  fact, produce a different 
set of random numbers each 
time. 

t:Dmmunielfing 
lt '  s very easy to input 

values to a program. We use 
the INPUT command (clever 
stuff, BASIC!) l ike so: 

INPUT A 

This waits for you to type 
in  a number and press 
RETURN before continu ing 
with the rest of the program. 
The variable A takes on the 
value of whatever number 
you typed in .  We can also 
include a little message to 
tell the user what sort of 
thing he/she/it is supposed 
to type in .  For example: 

INPUT"ENTER A NUMBER 
• 

BETWEEN 0 AND 9";A 

Dead easy isn't it? So, 
let's get on with a 'guess my 
number' program. 

10 REM GUESS MY NUMBER 
20 CLS 
30 A = RND( - TIME) 
40 R = INT(RND(1)*  10) 
50 INPUT"ENTER YOUR GUESS 0-9";G 
60 IF R<>GTHEN PRINT"WRONG":GOT050 
70 : 
80 CLS 
90 PRINTR;"IS CORRECT, TRY ANOTHER" 
100 GOTO 40 

-

• 

Line 20 CLS clears the 
screen 

Line 30 randomly selects 
the seed value 

Line 40 chooses a random 
number 

Line 50 asks for the 
player to enter a number 
between 0 and 9 

Line 60 tests to see if the 
guess is correct or not. If R 
is not equal to G then the 
message ' 'WRONG' '  is 
printed and the program 
goes to l ine 50, where the 
player is asked to make 
another g uess at the same 
number. Notice that two 
seperate instructions follow 
the THEN. This is allowed as 
long as they are separated 
by a colon (:) .  

Line 90 If the program 
didn't go back to line 50 
earlier, then the guess must 
have been correct so an 
appropriate message is 
printed. 

Line 1 00 the program is 
sent back to l ine 40 where a 
new random n umber wil l be 
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selected for the player to 
guess. 

This simple program has 
several ' bad' things about it. 
Firstly, the only way of 
getting out of the program is 
to break out of it using 
CTRL/STOP. Secondly, the 
program doesn't check to 
see if the INPUT made at 
line 60 is sensible or not. 
These two fau Its can be 
rectified by checking the 
INPUT. We can make the 
rule that the program wil l 
END if the number input i s  
negative. Add these two 
lines to your program: 

52 IFG<O THEN END 
54 IFG>9 THEN 50 

Keeping CtJunl 
To make the program 

more interesting we could 
keep a count of the total 
number of guesses and the 
number of correct guesses. 
Keeping a count is fairly 
straightforward. The 
instruction: 

0 = 0 + 1 

adds one to the value of C 
each time the instruction is 
met. Whenever you RUN an 
MSX program all variables 
are assumed to be zero unti l 
they are set, so a counter 
variable such as C is 
automatically set to zero at 
the beginning, when the 
program is RUN. By using 
NG for the number of 
guesses and NC for the 
number of correct guesses 
we can keep count of these 
two quantities. Type in this 
modified version of GUESS 
MY NUMBER: 

• 
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1 0  REM GUESS MY NUMBER MARK 2 
.-..�-:-1 r·Lc: .:;. - .... ·-;,;} 
:3t1 A=Rt·�It ( - T I t·1E ) 
40 R= I NT < RND ( 1 ) * 1 0 )  
50 I t�PI_IT " Et·�TE�� t·�l_lt·1E:E�: �z1-9 t]�� t·�ECi TtJ Et·4It 11 ; (; 
60 I F  G<0 THEN 200 
70 I F  G>9 THEN 50 
80 NG=NG+ t :  REM GUESSES COUNT -
90 I F  R(�>G THEt·� PF.: I t·�T . .  �Jf;.:Ctt·� tJ " : tJCtTCt5�3 
1 0t1 : 

1 1 0 c:L�:; 
1 20 PR I t·�T 1 1  C:CtJ;.:t;.: EC:T .• TR'r' At·�CtTHER 1 1  

1 30 NC=NC+ l : REM CORRECT GUESSES COUNT 
1 40 13(1T(I 40 

1 50 = 
200 REM END REPORT 
·:::-1 .-:1 ,-. L ·:· .... � -· ·;,;) 
220 F'R I t·�T . .  t·�l_lt·1E:ER CIF Cii_IE!3 ::;E:3 1 1  _; t·4t3 
2::::0 F'R I t·4T . .  t·JIJt1BE�: C:Ctf;.:t;.:EC:T . . . ; t·�C 
240 PR I t·�l- 1 1 1r'CI I_IR J;.�AT I t·4Ci : . . 
250 RA=NG/NC : REM CALCULTE GUESSES RAT I O  

26�3 I F  f;.�A<:5 THEt� F·�: I t·�T . ,  E::<PERT . . : Et·� It 
27�3 I F  RA<:? THEt·4 F·R I t·�T . . Cll< . .  : Et·4It 
28�1 I F  ��A·( 1 '.3 THEt·� F'R I t·�T . . t·1tJRE F·�:AC:T I CE t·4EEitEI1 " : Et·4It 
290 F'R I t·4T 1 1  �JFiLL •r• 13RAitE 7 . .  : Et·�II 

1 0  REM DOODLE BUG 
2�3 SCREEt·� 2 
30 A=RND ( -T I NE )  
40 OX= 1 00 
50 O'r'= 1 00 
60 DX= I NT ( RN D ( 1 ) * 1 0 )  
70 DY= I NT < RND ( 1 ) * 1 0 )  
80 CL= I NT < RND ( 1 ) * 1 0 )  
90 DR= I NT < RND ( 1 ) *2 )  
1 00 I F  DR=0 THEN NX=OX+DX ELSE NX=OX-DX 
1 1 0 DR= I NT < RND ( 1 ) *2 )  
1 20 I F  DR=0 THEN NY=OY+DY ELSE NY=OY-DY 
1 30 L I NE < OX � OY ) - ( NX � NY ) � CL 
1 4�3 O�<=t·�X 
1 50 O'T'=t·�'r' 
1 60 GOTO 60 

DINJI/e Bug 
To round off this month' s  

MSXercise, here is a 
short doodle program that 
uses some of the commands 
and techniques we've 
covered so far. Random 
l ines are drawn in random 
colours on the high 
resolution screen (screen 2). 
See if you can figure out 
how it works. When you 
think you've cracked it, why 
not try a random circle 
pattern program? 

11 
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PDB4 PDB2 PDBO 

PDB5 PDB3 PDB1 PSTB 

7 

14 

GND 

6 5 4 3 2 

13 1 2  1 1  1 0  9 

NC BUSY PDB7 

1 

8 

NC NC PDB6 

F igure 1 - MSX M icro 

1 9  36 
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0  

0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
1 18 

Figure 2 - Printer with Centronics 36-way connector 

PRINTER CABLE FOR MSX TO CENTRONICS (EPSON etc) 
Figure 3 

MSX 

14 PIN AMPHEBOL 

PIN 
PIN 
PIN 
PIN 
PIN 
PIN 
PIN 
PIN 
PIN 

1 PS TB . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . .  . 

2 PDB 0 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . 

3 PDB 1 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . 

4 PDB 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . 

5 PDB 3 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . 

6 PDB 4 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . 

7 PDB 5 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . 

8 PDB 6 . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . . . .  . 

9 PDB 7 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . 

PIN 10 Not connected 

EPSON 

36 WAY 

(CEB'rROBICS, PAR) 

PIN 1 DATA STROBE 
PIN 2 DATA 1 
PIN 3 DATA 2 
PIN 4 DATA 3 
PIN 5 DATA 4 
PIN 6 DATA 5 
PIN 7 DATA 6 
PIN 8 DATA 7 
PIN 9 DATA 8 

PIN 1 1  BUSY . . . . . . . . . . . . . . . . . . . . .  ." . . . . . . . . . . . . .  PIN 1 1  BUSY 
PIN 12 Not connected 
PIN 13 Not connected 
PIN 14 GND . . . . . . . . . . .  . . . .  . . . . . .  . . . . . . .  . . . . . . . . . .  PIN 16  GND 



UNBEATABLE DEALS ON 
SHARP & MSX 

FROM SCOTLANDS 
SOLE AXIS DEALER 

Mitsubishi MSX Micro I I I I I I I I I I I I I I I I I I I £  2 1 5 

Sanyo MSX Micro I I I I I I I I I I I I I I I I I I I I I I I I £ 260 

T oshiba MSX Micro I I I I I I I I I I I I I I I I I I I I I I £  242 

Sony 3 I Sin I Floppy Disk I I I I I I I I I I I I I I I I £  304 
Toshiba Plotter-Printer I I I I I I I I I I I I I I I I I I I £21 7 

T oshiba 1 0 5cps Printer I I I I I I I I I I I I I I I I I £  304 
£ 70 of software with every MSX 
Sharp MZ-700, built-in cassette 

recorder + 1 0 great games I I I I I I I I I I I I I £  1 29 

Sharp MZ-700, built-in cassette, 

4 Languages: Basic, Pascal, Forth 
machine code + 50 programs I I I I I I I I I £  1 69 

Sharp 4 Col Plotter-Printer I I I I I I I I I I I I I £  1 1  0 

Dear M icrofa ns, 

We have used M SX since its release in Japan last 
year. We are acknowledged as ex perts in  
Japanese computers by TOSH I BA, SANYO, 
MITS U B I S H I ,  A N D  SHARP who al l  buy K N I G HTS 
programs.  We a re also enth usiasts and w i l l  a lways 
help you - no other firm can match us for service 
or value for money. 

We have special deals on Sharp - where else 
can you get a fast, rel iable,  7 6 K  colour computer 
with a proper keyboard for £ 1 2 9 .  We have now 
released a FORTRAN compiler tape for the MZ 700 
series - the cost is £ 2 5  and that includes 1 0  
FORTRAN programs. FORTRAN commands in
clude Colour, Box, Fi l l ,  Sound, Joy etc. 

Ring or write and we wil l  rush you ful l  detai ls of 
our unbeatable deals.  I f  you are real ly desperate 
ring us with your Access or Visa n u mber as we 
can usually del iver a nywhere i n  the U K  within 24 _ 

hours .  We have sold thousands of Japa nese pro
ducts worldwide in the last 1 0 years and have 
never charged for a single repair .  We guarantee to 
beat any com petitors price on the spot. For per
sonal service ring and ask for Graham or N e i l .  

ha ppy computi n g ,  
Graham Knight and Nei l  H u nter 

PS: U.K. customers add 1 5% VAT. EXPORT only add £10 for freight 
PPS: Write for our massive SHARP and MSX SOFTWARE list. 

KNIGHTS TV & COM PUTERS 

16 

1 08 ROSEMOUNT PLACE, ABERDEEN 
TEL: 0224 630526 TELEX 739 1 69 1 1KNIGHTS" 

TOS H I BA 
avai lable fro m :  

Please ring for full details: 
2 HIGH STREET 

EAST GRINSTEAD, SUSSEX 
Telephone : 27787 

1 3  SOUTH ROAD 
HAYWARDS H EATH, SUSSEX 

Telephone: 450333 

PETER BONNER MUSICAL 
TH E N EW 

YAMAHA CXS 

.._ 

The first MSX music computer to 
be laun-ched in the UK 

I N  STOC K N OW ! !  
Cal l  in  for a demo, or g ive us a ring for 

fu rther detai ls 
1 2A GROVE ROAD, EASTBOURNE BN21 4TJ 

Tel : (0323) 639335 
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;, the tu ne, m l imitation is the · istle'. �·.· MSX BASIC allows us to 

the detriment� of my · , Because dogs can ·· near at- a refer to the note by ·n ame. 1 
w-:-· eardrums. With this in nd I higher frequenc� .. tnan will assume that your are 
t'f!  felt compelled to find an; � humans, they;.' re abJeift �  acquainted with the 
,, alternative form of office � -�- detect the whlstfe ev�n � convention of naming 

� $entertainment' and the MSXtt though we can't it musical notes, if not I 
rflicro provided the solutioa: .. #* ourselves .. So j suggest a quick looK- at the 

of:·:· tfle outstanding ::!' · .. , . .  ,.-··�¥? we can. �f h�ar a - � first few pages of 
. ! :¥ ,�: ... �r�s . Q( ttie sx rang .. 

· 
.··' �:; JJoesn•t m"� ""' ' ( f�dimentary musi 

·�'"'-�·· ·- . tion facil (it's really 
. ,., .. ,., ....... ' rst of a the· di ult. Honest! . ·S"""''. � to .. ''• 

-�, of . on the . 
, 

o.t.�, , pitCh referring start you off, the l!lll'\:l"'fo Qf 
�- �u,pjec't1 f l r f'Je < oducing r k to .- frequency ln t�rms of available notes 

you to tne BASIO commands musicaJ scales., Uke those of 
responsible. NeXt month I '  n the high and low notes of a 
look at the sound chip in *, piano keyboard. ifbese are c c # /Db D D # (Eb E F 
more detail and how to frequencies at fix� �d- regular F # /Gb G G #  /Jr.b A A 1t /Bb B 

,. ' access the hardware of the intervals. ah>t • 
,; • 

� .. soun9 generator ·...;. the Amplitude is the" }IClume J n  western music there 
·aenera1 lnstrqm�t)t < ·  ,. of a noise or .. ifhe ?:m exists a range� �o(� ' ?  notes, 

· �i 'A:Y-3-891 o. �\?:'� level _of · sound 
� · each being �ep���tecl by a 

.� First of all,  whci'ti is soun · . usted,�-oy 
�.,.:v · !Jemjton�- !n ����i�1 the 

........... · ow, this may seem a ve � .. i · · 

. .. . ... * r·, gap be�ee�r �f(gJ, �;�potes (A, 
simple question but sound 

. 

· 

i'J'nlero . .. . . -�� 8 etc) is �- J&ne: (tlttie , 
, 

has many complex 
Wh 

nd loud .. or " ·' · . . ,. 

· 

this ti�v indicatiOf\ ot �h,tQer a note 
properties, some of which ll1 · may seem to - ¥OU to be · the <-· goes up "a semitone or down 
leave, til l  the next article� For . end of tbe story�· �ut- - things Js usually sfiown� t;>y' either a 
the moment, I '  11 consider the"'. are never that sJmple.. · 

_,. sharp ( # )  or a flat (b) 
WJSimplest aspects whic.��-. form Different amQiitudes can be respectively. rne exceptions 

the building blocks of:' �. hidden ·awax within� sounas (there are a/way�, . 
production. lmagio and may not qe iiQ�eaiately exceptions) are tfi& intervals 

· sound. 1t doesntt ,� 

obvious to the listener� 
· V  

between 8 & C and E & F ., ,.:... .. � 
,_ 

.

. _ ' W,nat it is., it '\·::'· _, Th�se amplitude es which are eemtfortes. Tne · ... w • .  ' $Oft . 
· · 

. -�rEi _�enerany� ·. . .. ,\ n�Jes .. , 1 2, 
. ��

-
�ack, , .. , .,Jj, 

, 

,;j��rn.itontt�� .. A ... 
· Re leas� <>. examRI�e, · ar$ 
of these n the same ' is :$.� . .. : · · Finally, I . ,__ . · toe made up of 8 · ,.. ' in  the 
duration of a soti'n<;J� No order of: Tone, � rone. 

� prizes for guessr�g* t�at this SemiTone, Torie, Tone, 
� refers to the length of time a Tone, SemiTone. All major 

"'""' """��hj�r note is played. Ti.fl!e is scales follow this series of 
�' H'hd' 

,. crucial in the proouction of notes. The classic scale 
:�, 

· music - without it "� we �- example is tile white notes 
� ... . m . �11'!....,. _ wouldn't enjoy llle, · on a piano which wh�n 

rrb,ythOJS . th�� · . 
·. .· .· . , played in 

. 
. .. give the 

t:,:,,_,_. Now the/ int 
. 

� scafe of • . , , . . - �Y "  
. �..... :-. • .

· . .. ::;; : 
... ·: ·. ,:··QV$t· ··We Ca�.,,_., ... , .... 

,_ *rserious b. 
t%��·-.

. 
music. With .. your. ,micro . , 

'"1"11 it's a sheer · dej_ignt.w,.
Y\lhereas 

:�.. other machines mal<e you . � - �  :%' 

� = . 
C D E 

• 

ST 
"tJ. f?.· .. � � +  ' 

MSX User January �--· 

' ' 

. .  , 

&¥ 
. 

. ... 

_::=·.r®= 



NOTES 

1 CYC L E  

mV -----

w 
c 
::::> 
1-
-

..J 
c.. 
� 
<( 

C MAJOR F MAJOR 

• JJS T I M E  

DU RATION 

F R EQU ENCY IS M EASU R ED I N  H E RTZ (Hz}  = CYC LES P E R  SECOND 



X 
than it proved to be� the 'This i n  fa�t \IQW} 1 l'h'O.'( 'C!! •ale 
popular when western ·N .. ··· � . .·, •. ., of C Major. · 4 o und 

. • 
@ :  

notation was .. · .J" the ful l  Jange. of-',""'·���· 
hundreds of years · · tbis eo · 
music lesson . 

,• 

down: to 
� ,,.

r *X :�>. , 

�a ·sou..,. . ..... , 
the··P t.A, 

,, SOUND �" ......... rr'l..�1"11 t . 
left fOr the moment a� U$.,.,. whe.ni:< Cf€�an.,"-.,..,. 
concerned with the;t mo icaf sou nds • . 

:
. 

SUbtle intricacies of' the,�, .. ·. are arJOWS �s·· l{Jt., U:J.lPl 
� .. :<�� 

hardware. On ftrst stgtit . . a range of notes " .. ,or 

PLAY command may set::tm,:;. Ni't eight octaye range ... ·�·'"�·� 
complicated as a ·:r.� separate sound 
shows: annels oan .............. � 

. •' 

· .  �-, . 

J .. . PLAl'i�-. :CDE, CC . ·::;.' • '  . ..�. ·  :- .  
. · \ � 

h\l·� The letters-; stm � ·  . 
the musical s 
are available . in 
order from C to G ·(c D E F 
G A B  C). Te flatten or 
sharpen a note the signs 
' - ' or ' + ' are added ' ' 

respectively. Ttierefore, F 
sharp would be written as: 

'� "$ 

.,,, ' ·;, ��>�, . . :The notes . , ,'IJJCl�tw:�::!: ,..),'£)}\ 
:J's:::�. :.,.�.,� alwa�s be in · tn�\� . 

from ;e . • �·,,"",,,,,,, , middle G to B j· aBbv;e miadle 
we c unless you spec1fy a 

. ·  

certain octave <I know that's 
not a full  octave but ttiis is a 
convention of BASIC)� To do 
this you use the letter "0' 
followed by a number '{1  to 

. 8) , where 1 Js the )owest 
octave and 8 tf;te est. So . ·  .. . , ,. •' .( .. < ·S:::· '\ i f  w •  . . ... .. . 



' � .. � � 
4 

� J: ;:.. : • ...':� �'::· 

to�play · rwo octaves of lHe 
. , �� 

scale C Major from Je . 
C�· ·We might · write �th�· �,�l:. _  .... . 

program like this: \ 
. :..: � -� .. ;�-.. .. - �;.; &:.;.& .. .. .. 0 • t"""' .. .. .. .:+ • .. .. ''" • » . : . 

10 A.$ = "04CDEFGAB05 
1 CDEFG AB06C{� · ··· . ,:� .. ,�., , 

20 PLAY A$" 
. <  

< • ' '::· ..... ">} ="'� ":-(:' •  
G +  8). 

or· use the same data and --uses 
@:�· known atimr �..-jj; 

�--'"'-
..

. · Name Value 
1 
2 
4 

ju�t ins�r.t Jhe ne�� . . octfiie . . number, l ike' this: ·. � · w· ' ... ...... . .. be inserted use of . . . es, 
. .. � ")iYOU .; i�Et�9-�: i,j,»thEf ' R'  

commancf. When you use 

Rem�mbe�, t.h�� the ; 'q�fau lt 
OCtave " fg 4:(nliddJS C </R · 
onwards) but onq� � . ��� 
octave is spetifie<J, artf �tl1e 
notes fQllowitlQ tqe " '  
oommaf1·a will ' be� ptayett in 
the new oct�ve range less 
re·speeified.<� ·· · 

You may feel that th� is 
aJt too easy lfi - �a) scf to 
add a little excitement you 
can wrfte the� notes iA � their 
numeric form rather Uian by 
the fetter" ln  . . this .1Prni'Efit-)the 
octave and letter name are 
combined in  Lone tlum¥r. 
These range from N 1  to N96 
where N.1� is Jhe l�wes�f note 
and N96 the .. highest. This is 
useful ��erfJ1 J�rg� qu�ntities 
of data ·are berng-· used . A 
couRt�� �f PQints \!,Orth 
mentiontng is  that every note 
is %repr��ent��Q b� ta �umber, 
therefore each increment in  
va!ue i�.a S�!flitoq� up (ie D 
to D sliarp) i:i'nd that the 
length of th� note .. can be ·�· ' =* . � attereo By placing a 
semicolon ( ;) aftet· the 
numbet' ·and then�· lhe 
duration number. 

Going back to the first 

· command you wil hear 
no sound as 'R '  causes a 
silent period. The length of 
the rest can be altered by 
placing a number after it ie 
R10.  

The tempo of a 
music can also· "'-···"·4!-s-n,.,. .... . -tl�fn 
This mu 
with tne 
The ..... -� ..... 
ove 
played .·�'"" 
sloW; hne . 
are between 32 arw."" 
pla)tiitJ a)i�caJI:7 a1 
different speeds to sR� 
I� rru9Mn, UlEf tHi�� � 

.. . . .  
PL&� ·· , vr·35- s . . . 

method of writing notes (by ,. ;)_J3e carefu1 to ..... . 1J ::-.. • • 

�... ... .. "' 
� !": ,

. 
letter name), the length of �'ID , . � :) lem ·� of �he ... �,... 

note can be altered in two . 
ways. Firstly, any individual����::� .... · 
note can have its duration .... , changee ·by-placing ·a '\if.k* ... :� . 

· ' . 

number� in the range 1·i to q'·· 
6�, after the," lette� narite, 1 
PLAy; uC24". this Wil l only 
affect tHe duratiad\:.at t�·at · 
note and all subsequ · '� 10 DIMX$(14) 

20 PLAY "V15T255" 

SEMIBREVE 
MINIM 
CROTCHET 
QUAVER 
SEMIQUAVER 
THIRTY SECOND 
SIXTY F : ........ . 

' 

e. k�ys 
your  
ink 

-� the keys onla 
o �eyboard. Nothing l ike 
Eli'VERTY typewriter 

l t. But they do share 
features in  that 
can be depressed 

·-,-.,mean they're 
and each key 

nqtes win revert 
default value. which is 4. 
HQ,wev�r,  thls· def.utt JBrt 
can be changed by invokin 

30 S$ = "Q2W3ER5T6Y7UI" 
40 FOR Y = 1 TO 13  

the 'L' command�� .wnicn. hait�-.� � 
.,. '<::. '> ::C:: ... �-...:. :� � the same range or·values. ·· 

When �n ·' L�; J�ommandhhasw&, ... ·n-
.': *  . � S$;.. . "':V . ., � been specified all " ��. 

subseq�ent . 9ote� �iU ,�j� 

50 READ X$(Y) 
60 NEXT Y 
70 X$ = INKEY$: IF X$ = "" THEN 70 ELSE 80 
80 FIND = INSTR (S$,X$) 
90 PLAY X$ (FIND): GOTO 70 

100 DATA C,C + ,D,D + ,E,F,F + ,G,G + ,A,A + ,B,05C04 

as ' 
eh 
du·�··if'A 
alte ... L'11, 
be 
ve 
fut 
thi 



THE UNIQUE 

SYSTEM 
. AT THE FOREFRONT OF TECHNOLOGY 

SONY HIT BIT 

£299.95 

Model HC-7GB - £275.00 

J.. MITSUBISHI SERIES ML 

ML-F48 - £245.00 
ML-F80 £299.00 

.:�· .·· 
., .

. 

SOFTWARE PACKS 
KNIGHTS: 
KNIGHT-OTHELLO £5.95 
VICIOUS VIPER £5.95 
EXPLODING ATOMS £5.95 
SMASH OUT £5.95 
CAVE ADVENTURE £5.95 
MSX DEMONSTRATOR £5.95 
MSX GRAPHICS £5.95 
TYPING TUTOR £5.95 
JUNIOR MATHS £5.95 
MSX BASIC TUTORIAL PART 1 

£5.95 
MACHINE CODE 

LANGUAGE £5.95 
KNIGHTS MAIL LIST £14.95 
BUDGET ACCOUNTS £14.95 
IUMA: 

. DRILLER TANKS 
BINARY LAND 
FIRE RESCUE · 

ERIC & THE FLOATERS 
DOGFIGHTER 

£8.95 
£8.95 
£7.95 
£5.95 
£6.95 

HYPER VIPER E7 .95 
SPOOKS AND LADDERS £6.95 
COCO IN THE CASTLE £6.95 
CRIBBAGE £5.95 
HOLDFAST £5.95 
HOME BUDGET £14.95 
WDPRO:-Wordprocessor £29.95 
DATABASE £19.95 
ZEN MACHINE CODE 

PROGRAMMING SYSTEM 
£19.95 

KU MA FORTH £39.95 
COMMUNICATIONS WITH 

VIEWDATA £19.95 
SPEECH SYNTHESIS £69.50 

QUICKSILVA 
FRED 
BOOGABOO (The Flea) 
ANT ATTACK 
THE SNOWMAN 
GAMES DESIGNER 

£7.95 
£7.95 
£7.95 
£7.95 
£9.95 

Orders dealt with in strict rotation as . supplies arrive r ORDER I I 
. 

PRICE LIST I I I . 

TOSHIBA 
HX1 0 COMPUTER £279.95 
HX-P750 PLO�ER PRINTER 

£249.00 
KPT22 CASSE�E RECORDER 

£29.95 
HXJ400 JOYSTICKS £12.95 
SOFTWARE STARTER PACK (5 
GAMES) SPECIAL PRICE! £30.00 

JVC 
HC-7GB COMPUTER £275.00 
HC-R1 07 DATA RECORDER £89.95 
HC-J61 5  JOYSTICKS £12.95 

1 I 
I 

• 

TOTAL £ . I All prices include VAT and post and packing. All items include a full year I guarantee. Products are stocked and usually despatched within 1 0  days. I Overseas customers add £4 post and packing. Cheques/Postal Order, etc. , I so�� 
B IT COM PUTER £299.95 I 

�r::�e
d
�

b
!:STOCK HI-FI LTD. Telephone orders (0234) 56323 

I HBD50 M ICRO FLOPPY Access/Barclaycard 
DISK UNIT £349.95 c d N b I JS 55 JOYSTICKS £19.95 I ar .urn er
��

�������������� 

SANYO TCM737 DATA RECORDER £39.95 Signature I 
MPC 1 00 COMPUTER £299.95 PRNIC41 PLO�ER PRINTER I Name ������������������� 
ML T 001 LIGHT PEN £89.95 £249•95 I Add I DR202 DATA RECORDER £44.95 · ress 
MJY002 JOYSTICKS £12.95 MITSUBISHI I 
DR101 CASSE�E RECORDER ML-F48 COMPUTER £245.00 I 

£34 95 M L-F80 COMPUTER £299 00 f.: 
___________ . ____________ · __. - - - - - - - - - -- - - - - - -

BUY FROM THE EXPERTS - WITH CONFIDENCE ':%:::: 
• 

21 THE BROADWAY, BEDFORD MK40 2TL 

Tel: Bedford (0234) 56323 
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anyo hau� 
huge SUCCt!SS 
Japan 

pen unit an 
followed u 
release of 
cartri 
larg�··"· 

�� ..... c rcuits re ........ 
the cartridge. 
comes throug 
speaker or, bett�r 
through a hi-fi syst, 
connected to the M 
audio output. lt's very easy 
to use as it simply lets you 
type standard text and 
outputs instant speech. 
Model number of this new 
Sanyo Speech Synthesiser 

------� M�----------- �----------- •---

Pearls of Japanese 

wisdom harboured 

by Graham Knight 

the -=- ·--·JI . .Jt .. 
fruit from 
the tree. At 'the 
tree a mini screen 
picture which il lust 
the word to be spel•�u 

For example, the mini 
screen shows a train as 
the voice says "TRAIN". 
The Konami kid, of Athletic 
Land fame, walks on 
screen and has to climb 
the tree to grab the letters 
in the order which make up 
the word. As each letter is 
chosen the voice says it 
and whether it is right or 

ng. As the game 
wwresses the Konami Kid 

climb to the higher 
��l"''l. .. .ea� .... nc:u: and avoid all the 

aced in the 
letter. 

a large 
.... ;),m ini 

to the 
speed of 
data transfer 

is igh - a 64K 
pro�ram can be read or 
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written in just 8 seconds. charge of all their MSX 
The DIR command gives projects. He showed me 

a directory of the programs production models of two 
and files on the disk. Due printers, one a dot matrix 
to the sequential nature of type and the other a 
the drive the Quick Disk plotter/printer. These have 
isn't suitable for business- both been available in 
type programs which need Japan for some time but 
constant updating of the models shown to me 
random files. This by Mr Terada had been 
sequential access means fitted with the European 
that if three programs, character generator ROMs. 
each of 20K, are saved to Japanese MSX micros and 
disk there is 4K free. If, printers have to be able to 
however, the second 20K print their special katakana 
program is deleted there is characters. 
stil l  only 4K free! , We don't need the 

The Quick Disk operating Japanese characters so we 
system gets around this get extra graphics instead 
problem by having a LOAD - can you think of any 
ALL command which loads other home computer with 
everything on one side of a a character set which 
disk into RAM memory and includes al l  the language, 
then uses SAVE ALL to mathematical and scientific 
write them onto a newly symbols? The dot matrix 
formatted disk. This model takes tractor and 
method SAVEs the fricti d paper, prints at 
remaining programs 1 0 Ch£\r�G.t;�rs per second 
sequentially on the new an it: c�u1�··· '" print t 
disk and leaves it with 24K th ig ns 
free. The old disk can then do'·., .• "'"'·\'''1�"� 
be reformatted as a blank 
64K disk. The Quick Disk&;;C; · · · · -� 4'IIS' • 'C-C.oCC':: 

them Ives, mar1u�a ··"' 

by Sh�rn .. 
for 
each 

as a separate unit, the four 
slots in the Toshiba 
expander could also 
accommodate four Yamaha 
interfaces l ike the Music 
Card Reader, the FM 
Sound Synthesiser unit, 
the FM BASIC Voice 
Program, and the FM 
Music Composer. The card 
reader reads Yamaha's 
play card music into the 
memory of the computer. 
The FM Sound Synthesiser 
gives Yamaha CX5M music 
capabilities and connects 
keyboards, via MIDI,  to any 
MSX micro. The BASIC 
Voice program cartridge 
adds extra commands to 
MSX BASIC to program 
tempo, instrument, track, 
and sound shape. The FM 
Music Composer draws the 
stave on-screen and allows 
the user to create music by 
placing the notation on the 
music. Each of the Yamaha 
-�rtridges cost about £30 

rd reader is 
� 

apanese computer 
op shows a board with 
ir top ten best selling 

i�\\\\US·X games. These are the 
···"''.\\\l\\\•W'·· •. •• current hits : 

itsumi 
comp!Jly, it's'· already built
In to,ttie new Sharp 

'';;'" ,e,. et • 

.. f4Z·
�
J�O O� -computer and will 

soon be available generally 
for MSX. Three companies 
- Sanyo, Toshiba and 
M itsubishi all showed MSX 
computers connected to 
their versions of the Quick 
Disk at the recent 
computer exhibition at 
Osaka. 

hut-Way THIIi!Ja 
On a visit to the new 

palatial Toshiba 
headquarters buildings I 
met Mr Terada, the man in 
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· xcell • 

1e 
sI nti�t-tt·� 
· . d black 

.. 

. . er��d���:ttltso showed 
tour��.Y.V _ay MSX 

. nder. This unit has its 
# own-- J)'ower supply and 

allows the user to have 
four extra MSX cartridge 
slots. As the MSX slot can 
be both an input and 
output device, the Toshiba 
4 way expander can be 
used for several 
applications. lt could be 
used to plug in four 64K 
memory cards giving an 
additional 256K of RAM. 

In fact there are so many 
things coming out in Japan 
which plug into MSX that 
those slot expanders from 
Toshiba will become very 
popular 

Yamalla Mu1ical 
M$1 

If Vamaha launch their 
FM music board in the UK 

Millu!Ji1lli'l M$1 
lam, 

Mr Taniguchi and Mr 
Ohtaki are the 
management team behind 
the Mitsubishi MSX project. 
When I visited the factory 
at Gunma, which is 80 
miles north of Tokyo, I was 
surprised to see that 
they'd already done a lot 
of research into the UK 
market. They had all the 
Sinclair computers, a BBC, 

a Commodore and even 
knew about Thomson 
computers from France. 

The MSX production line 
uses their own robots to 
automatically insert the 
components into the 
computer circuit boards. 
Assembly takes place in a 
' 'clean atmosphere area' '  
and visitors can only see 
the production process 
through glass panels. 

Every fourth person at 
the factory works for the 
quality control department 
and checks each assembly 
meticulously. A completed 
MSX computer is run 
continuously for 72 hours 
as a final test before it is 
packed into its box. lt was 
most interesting to see 
that this final test is 
controlled automatically by 
another MSX computer. 

The Gunma factory also 
makes all Mitsubishi's 
home appliances and it 
was no surprise to learn 
that they have plans to 
integrate their home 
systems with MSX. 
Mitsubishi have already 
developed a language 
called ROBOTY which is 
used to control the hi-fi, 
cassette, TV, video and 
robots connected to MSX. 
The ROBOTY language is 
akin to machine code and 

assembler but has special 
"labels" for control 
applications. 

Sexy M$1 
A new trend in computer 

games has reared its head 
in Japan. Gone are the 
days when computer users 
played adventure games 
involving dragons and 
dungeons - the latest 
Japanese adventures 
involve sex. See next 
months revealing issue! 

I$ 
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ust when you thought it 
was safe to go 
out. . .  along comes 

another computer magazine. 
But don't panic. MSX User 

won't attack your wallet or 
assault your senses - but 
it's l ikely to leap out and 
surprise you .  I n  fact, we' re 
hoping it wil l  give the all-too
dul l  and serious computer 
mag�zine industry the poke 
it needs. 

MSX, the product, is set to 
standardise and 
revolutionise home 

computing. 
MSX User, the magazine, 

wil l  not only inform and 
educate its readers about 
th ings MSX, but entertain ,  
advise and i nvolve you .  
We've got software and 
hardware reviews, 
interesting regu lar features, 
profiles on industry experts, 
news, gossip from J apan , 
U K  and Europe, 
comprehensive tutorials plus 
program l istings. 

MSX User's FI RST AID 
section deals with readers' 

problems and our special 
THERAPY section wi l l  
include program l istings 
submitted to us by you .  

Our articles are informed, 
technically accurate and 
written as simply as possible 
to cater for. both the fi rst
time user and the expert. 

MSXercise wi l l  give you 
BASIC tutorials, whi le high 
level tutorials on machine 
codes etc . ,  wil l  be featured 
i n  our MSXpertise section . 

But, we must warn you :  as 
one of the first and most 

informative magazines 
deal ing solely with MSX, 
issues aren't  going to last 
long on the newstand and 
we'd hate you to miss out. 

So, why not let us wing 
our way to you each month 
through the post. 

Whether your  interest is 
j ust in  the latest games, the 
latest hardware or you just 
l ike to keep in touch and up 
to date with the MSX 
computing world, just fi l l  in 
the form below, scribble a 
cheque and send it  off! 

r---- --������Noro�----------------------------- -1 
I Subscri pt ion Order Form : 1 I : I I Please commence my subscription to MSX User I 1 with the very next issue. I I I I I I I am enclosing my (delete as necessary) 1 I cheque/Postal Order/International Money I Order for £: . . . . . . . . .  . 
I (made payable to ASP Ltd) J Subscriptions, oR I lnfonet Ltd, Debit my Access/Barclaycard * I I ( *delete as necessary) J Times House, 

I Herts H P 1  1 BB Please use BLOCK CAPITALS and include post codes. I 
I � � 5 .  50 'tor 1 2 issues D NAME (Mr/Mrs/MissJ . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . . . . . . . . . . . . .  I 

£ 1 8.00 for 1 2  issues 
SUBSCRIPTION overseas surface mail • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 

. . . . . . . . . . . . . . . .  ,. . . . . . . . . . . . . . . .  POSTCODE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . 1
1 

RATES £ 50 . 50 for 1 2  issues D overseas airmail I (tick D as . Signature . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . 

I appropriate) ��!��r���� ���ues D Date . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . .  . I L ------ - -� 
- - � -- - - --- - - � - - - - - - - - - - �· - - - - - - - - - - - - - - - - -
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• ' '  
• 

HEY! YOU WITH THE MSX HEY !  · you WITH THE ME 
H THE MSX HEY! YOU WITH THE lVISX HEY !  YOU 

0 0 • . 
MSX HEY !  YOU WITH THE MSX HEY! YOU WITH TB 

0 

Fancy writing for MSX User? You have �he technology, if you thi n k  you have 
the ski l l  and flair  to Pen (or preferably typewrite) M�X articles for us,  or even 
if you just have a good idea, send us a letter (makes us feel wanted!)  and 
we' l l .send yo� detai ls of how to go about it.  Who knows, you could end up 
as a fu lly fledged corilputer journal ist (name in print,  world at your feet, 
head in the clouds, pen behind ear, etc. etc.)  If you f�ncy a gp,  write to Liz 
at the address below and we' l l  be back i n  touch as soo n  as you can 
say vhdflscweoisdgikdfvjxlag! 

Liz C�ley 
MSX User 
Argus Sp�cial ist Pub� ications 
No 1 Golden Square 
London W1 R 3AB 

:lE MSX HEY !  YOU WITH THE MSX HEY !  YOU WITH 1 ' . 
• 

rH THE MSX HEY !  YOU WITH THE MSX HEY !  YOU � 
• 

)U WITH THE MSX HEY !  YOU WITH THE MSX HE Y! l . 
' 

• 

ICrOS PRESENTS FOR MSX � 
• 

I. 
1 . I 0 0 . 0 0 Send S.A.E. Now f 
8 8 ·-< fo r New Software l ist. 

Designed for Rel iable Saving & Load ing of Computer Data 

eS1ze 200x130x50mm /1/fJ!l!J/L�ki:�./fj!l!IJ�.;.: ,., .,. 
e Monitor L¥fi••·· � •• • tJ/!/f!iJQf? \?t\"!tPlfJx .· >•• :.:::··�· ·� :0 \::: !F::: :ll'rij::�::Ji,:0:0::.. ... : o��:fi :h:rJ·:00\·:: �fio: 0 00:0:0 .:::: 0:0 .. : ·::.:0 .-:l-::::01° ... 0 0 o ,•oz.::��

o::o
< 0 , 0�:�.��0 0 o

�
:J o . . 0 000 0 

SW itch .,.. L 'i::L, :'!!if!J.f:i\:it ··
·;��: @W ...... .. ... :;;;, � • ftJ!/l!iti..(il!/jl 

e l n 
Out 
Remote . 
Jacks 

. . ... . 00 �-:0:::::::2.-o.: ... o(::oo :-:oo}::�t,/:o 

. .. .,;, . ·. ·:.: .:· .:·:· Allow 7- 1 4  days for d�livery 
U K  Sales only 

e S pin D I N  

MEOW MICROS 
6 Bakers Lane, 

e Battery or Mains Adaptor Braintree, 
e Auto Stop ( Adaptor inc l uded ) Essex CM7 8LB 

IP1:.;; �s�-: � oATAREcORoER(s) I e Load Level Sl ide Control 1 1  enclose Cheque/ PO for _ _ _  - - 1 ' 

e Tape Cou nter e Piezo Sounder 1 name :- _ _ __ _ _ _ _ _ _ _ _ _ _ _  
.

- _ I 
I address _ _ __ _ __ __ _ _ _ _ _ _ _ _ _ _ _ 

I 
-.- -.- -- --- --- -- --- � --- -- --- --- -..- -.- -..- .... -.-

• • I I 
I NCLUD I NG STAGE ,  PACKI NG &VAT ! - - ;;e;:;;r;:r;,;;x-:s; - - - - - - - � 

- - - - - - - - - - -  � 
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. ' 

The E-team. Mick Rouse�· ·  far right. 

• 

.. . . . 

Ele�tric'·s ' · ··
·. icX Rous�" . ,. ;; 

... <:�· -.-• •  : -;.· .  
: · : �· ·  

sparks off· a wired sam/_-�,· .. ···
· 

HearntoD · 
product and you can't do 
that from a bedroom or: 
even as an individual. ·· . . . . 
People who 

.. 
ar� . �:\l. &!)e!J�ful 

·· individuals doli � t 'f ,. rilmain . 
· ' ' '.;:; , .; .  .- ·�:;;•::::;:-.... ' .�::;.�:�. � ��:::::::: - r� ; :: :;.:'· ' . 

suocessf�1:�·i�������,:'!��f'! : �:r ·: . .  , . 
· they become: .s: ut?:n�sful ·. :. · 

heads of comRaiti,�S.f -
So there you haye the 

phi losophy behind Electric 
Software. Now for the 
background.  

Why MSX? Mick Rouse 
• aga1n.  . . .. 

Two reasons. First of all, 
it's a stan,da·rd� agg·� w�'re 
talking about . . � :: ��(li;tw�de

. $tandar�·-�n(f ·: �· �fi:si!��·· '� .
that · means a . fti\r§ifr·:: .. ::�::�·:=··: =:::- ,· ···· · 

: ·market. A markef·: :\Where ' We 
can run on anY"tliihg· a.nd 
where we're assu'�� good 
sales. You could say that 
MSX is the CP/f/J of home 
computing. ·%; 

Secondly, the hardware 
is quite nice. From a 
games point of view . ···:: : . -� -:-' .: 

omputer freakS ar9; 'a " ::, > · . "Let 's tace it J'm' h�� !i�, ; · · .. . 
.��e�����u!�1: ��!�u

c�::," 
strange bunch. Take .. ,�, , 

... teenageri ' . ' . ... :: �::':�·.;\.:_;;�· . '·===�. �:-·l.:;'''':f . .Ji:. ; :· . . ,
.··: · and a decent sound chip. 

Electric Software's ·:.. . Mld.k: Rouse So, if MSX hadn' t  
M ick Rouse. Late 20's, October 1984. happened, would Electric 
bearded , bespectacled - Software exist? 
grey suit for a grey day. He Born September 1 1 th I think so, but I don't 
looks like a typically 1 984. To GTS Computer think we would have been 
upwardly mobile young Systems, a son, Electric another company climbing 
executive . . .  yet this man has Software Ltd. Manag�ment onto the Spectrum or 
fathered a number of 3, Programmers 4.  . · · Commodore bandwagon. 
i nnovative computer games, Currently residin·g in . We would have been 
surely an activity at oddS. .·. . Willingham, Cambri.dge. writing for the QL or 
with h is appearance. ··· ·· i . . ::: �.. . ··· , . 1 1The future is /Eleotti�:.�· �. 1 1  Enterprise� We .,,�ant to 
perhaps the way hEr:-.dt:e��-�s" , . .. : .. . ... :·· . . . · . Eleat!;ic· :�(i:ttware . folio vi the tr�ndt==:.,of 
tS but a d isguise, a · ·SOp ., fd''' · ' �;. · . ·. handout, . Septerrl$eri t984. ... ·

:: · tomorrow' -�dti hjj: fj., .. _ 

the Moral Majority, for eve,ri' � . 

' · · ·· " ' · Very odd • . .  wti9··=·foJlo.w· 
i n  this supposedly Fast forward (Very NME - trends when you ?Sh set 
enl ightened day and age, Ed). Tea and biscuits in the them? Do Electric- Software 
respectable men Do Not boardroom.  play to win or play safe? 
Have Fun With Computers. You employ a lot of l t 's  i nteresting that you 
But wait - who is M ick programmers, M ick. mentioned the QL - I don't 
Rouse? And why Electric Yes, we're not one of th ink you would  dispute the 
Software? those companies that superiority of a 32-.bit (So 

really act as middlemen, U ncle Clive s .. . ·;:....,Ep) 
Mick Rouse, Te you know, : where ·· �ve · machine over· . · ·. S.X; ·s . 

. Manager, E-lect.ric n.tt-1w:;:nra .. ,,. . got a pool . .  9t · ·� 4 : '·· . · . . : . dJ�J5 · . : . 8-bit ZSOA but:·
. 

·. . · ·.· ·· · .. how 
��\�· . . . bimited . Married;·· ... . sitting in th

.
eir · . . . 

.

· •.. ···· .. . . s> ... :you feel abo·u , . 

.

.. . 
.;.. ':;;:',, ... . , 

children, mortgage. (s�J11 -• writing software� . .. •: :.re a Sinclair's reoe ·· ·  
· ·. · . tH·at 

detached), V reg Vau¥han professional company .. ·· · the Spectrum is fi · tirhes 
Astra . Hons. Degree This business is ·· about more powerful than any MSX 
Electronic Engineering. producing a good quality machine? . 

. · · ·  



I certainly find that an 
odd comment • . •  I ,don 't . . ,:::: 
know what justification 
Sinclair had t.o say that .. 
The Spectrum and MS>( 
both have a zao and 
anyway what makes a , ., 
machine powerful? Is it the 
width 9f the proce. $sor? . Is 
.. <· " ·,. :•

:
;}: :0  . , .  • at the execution speed, tile 

strength of the BASIC, the 
expansion capabilities or 
what? 

We were at the ZX . ' 

Microfair sometime ago 
and we were a little bit 
naughty. We' put a '' MSX � .. : . . 

machine on the stand 
alongside a .Spectrum . 
playing practically the 
same game. lt was no 
contest I don't want. to� 
knock the Seectrum too 
much � it 's. a .. go�. . · 
machine, but I halen't 
heard �nyon! quoting 28 
day deliverY< i)·n MSX 
machines yet! 

Mmmm. I love it � when .... . .. :::.,..;.:,; 
grown men bitcti� 

There's been some *' 
speculation recentl�' tharia 
MSX hasn 't been qu ite the 
success in Japan that it �as • . • . •• hoped it would be. Do you 
know anyth ing about tha�? 

Well, we don 't have afl 
operation in Japari yet 
(although it's a m.ct. r=Jtet that 
we're about to look into) 
but I 've heard that 350,000 
machines h&Ve been 
shifted. 

Sounds impressive but I 
wouldn't be surprised if that 
represented the n umber of 
machines manufactured for 
the launch, not the numbers 
sold. Do you th ink it's going 
to be a hit in the UK? I th ink 
most of the MSX machines 
seem overpriced - £300 for 
a 64K machine seems a bit 
steep when the CPU is the 
same as a Spectrum which 
is more than £1  00 cheaper. 

The zao might only have 
64K of direct addressing 
memocy, space but the 
MSX standard allows you 
to bank that in four slots, 
so straight away you 've: \ 

got a possible 256K. You 
can then expand each slot 
with four sub-slots and 
then you 've got a 1 . ... t· Megabyte total! Now, · 

that's not something the 
engineers are going to 
have to go home and work 
on the �itch en table with, 
that's built into the 
standard. So, you can buy 

. , . -: · :  

. . ··:. 

• 

.·: 

a slot expander from 
% Toshiba, *lug t.rato a& �any� 

machine, run Konami 
software on it and print the 
results ol'l a Nitlonal ��� . ..  
printer. "" Strange :for Mick, afler all .. ," 

· · his hard sell, to be promoting 
another software . 

·: manufacturer rather tilan 
Electric . . .  

Prograrn:·ming� takes � !>face .x·. 
in  a darkened room u p  the 

.. , . .. stairs from\*Micl(� offi��· 
Four  Toshiba HX-1 O's- �(lt 's 
not that we think the 

·� osfiiba's' * bette·r than� ·· the l �  

others, it's just the one we 
4j '!lanaged t.o get hold, . . of 

f1rst} are currently being 
,. used to test Electric's u p  

J.t:fand coming software. ·· 

Besides these there is a 
,,, .. Spec�rum ,  .. a CBM 64 and an. , . .  ,. unloved Atari sob which 

... , · 
occupy a bench next to the 
Phi l ips Un ix MultiUser&·' 
Development System .  Very 
• • ImpreSSIVe. 

As I 've already said, 
we're not bedroom 
programmers. We've got, I 
guess, getting on for 
£50,000's worth of 
development gear. We run 

· .:: 

MultiUser Systems running 
Unix with Winchester disks 
that al low 30 Megabyte 
main storage. lt's a five 
user system with real time 
in-circuit emulation, so it's 
a professional approach to 
come up with a 
professional product. 

Mick, you ' re repeating 
yourself again. Tell me how 
you construct a typical 
program instead. 

We write in Z80 
Assembler on the 
development machine. 
That permits us to l ink in 
standard things. Like, all 
our games have the 
Electric Software logo and 
theme tune. Things like 
that are written as separate 
standard modules and 

.. �· l inked in .  11's the only way 
to· get the most out of 

.,. tt'!ing� 'cause you 're not 
: -: . ' . . :-; ·:. . ;. .  .. :· tying up any memory · 

space on the target 
··· system. You've got an 
enormous amount of 

.,. t proc�ssing. pow�r behind 
···· that ··system and· that 
means at the end of the 

. � 
,.: day you 're· usin.g more of 
the MSX' s facilities 
beca�se you ' re . . not tying 

· up any of the target · 
machine to develop it. 

· . - · :  

D'you still enjoy 
programming, M icK? 

I enjoy all aspects 
produci,.ng a game, from 
thinking about the ·original 
concept to writing out the 
specifioationf":·to working 
out how we're going to ·get 
impossi.ble numbers of 
objects ·�on the screen and 
how we're going to make it 
lo,ok as Jhough it 's':··a ,. 

photograph instead of a 
lo�d of pixels flying 
around. · 1 even enjoy 
planning out the cassette 
inlay! ·., .. , \. 

· .' · . · . ·  
'·'It •as a 
w. on.derful :

�. 

� � ; �. • .  
da� . wJJ.en I 
t!lsC

'
Ov' 8red 

tbat ; I ·:could 
get p a�d �pr 

. � . 
writing and 

.· 
playing 
video g.ames' '  

We have a corporate · 
identity, a style. The black 
cassette inlay . . .  we carry 
that right across the range. 
All Electric Software 
games have a : title screen, 
so we take the inlay 
i l lustration and convert ' 

,. 
that into a screen 
i llustration. At the moment, 
game screens are largely 
designed by programmers. 
What we intend to do is , 
involve graphic designers 
in screen design. Already, 
'!le' re beginning to . do that 
by transferring the inlay 
artwork onto the game title 
page. The next stage is to 
actually have the screen 
game designed by a 
professional artist rather 
than a programmer. 
Obviously, we' 11 have to · 

work closely so that what 
he produces is suitable for 
putting into a computer. 
We're already using a 
Sanyo light pen .  What we 
want to come up with is a 
system · where the artist 
can sketch directly onto 
the screen from scratch. 
We can then take that 
image, process it in. some 
way to reduce memory size 
and put it straight into our 

· : ·  

· . ·  ' 

. hat way we'l l  get 
, a better quality product, 

faster. 
. Electric Software have five 'games in their catalogue at 

the moment. The first two 
releases were Buzz Off and 
Shark Hunter. Buzz Off is 
yet another variation on the 
'eat before you '  re eaten' 
theme: the object being to 
pi lot (?) Bertie the Bee and 
scoff as much fruit as 

. possible without tangling 
with the incredible 
expanding web or it 's 
occupant, a peculiarly 
luminescent purple Spider. lt 

,needs ski l l  but sustain your 
interest it wil l  not. Yawno. 

Far better, and .,., .. corespondingly more 
expensive, is Shark Hunter. 
The concept - an Eskimo 
engaged in  combat with 
Jaws and his blood relatives, 
1 1  and 30 - is not especially 
exciting. No, what makes 
this game stand out is it's 
superb graphics, quite the 

. _ best J 've seen on an M SX /· machine. 
The other three games are 

The Wreck, Norseman and 
Le Mans, The latter is the 
work of a certain Mr  Rouse 
and should be v. impressive 
(the program was not 

· complete when I saw it) but 
£1 0.95 (the projected price 
tag) seems , well out of order. 
For a company who're so 
convinced that M SX is going 
to be a massive success, al l 
of Electric Software's games 
seem overpriced, quality not 
withstanding. M ick Rouse 
cites f development costs' as 
the main reason but frankly, 
that's bul l .  Electric Software 
wil l  soon recover their costs 
but when they do, don't hold 
your  breath waiting for their 
prices to come crashing 
down. Sti l l ,  with Konami 
charging around £1 5.00 for 
their (adm ittedly, cartridge 
based) software, Efectric 
aren't  the only gu i lty party. 
Let 's  hope that Program 
Express is wideJy adopted -
unti l  then, buy between 
friends. 

As I departed, M ick 
announced with all the 
sincerity of a born again 
Christian, lt was a 
.wonderful day when I 
discovered that I could get 
paid for writing and playing 
video games. Amen to that, 
brother . 



4() 

- - - -.. 

Jeremy Vine checks a litt·le 
ray of sunshine 
Address: Sanyo, Sanyo House, Otterspool Way, Watford , 
Herts 

............ ������,;:.,... Price: £89.95 inc VAT 
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10 more 
programs 

from 
Steve Lucas 

here I was, motoring 
through Transylvania. 
My old car hasn't been 

very rel iable and when it 
gave up the ghost, I was 
very grateful when an old 
farmer gave me a lift in the 
back of his haycart. Night 
was falling as we drove 
through a desolate mountain . 
pass and suddenly a howling .. · .. 

wolf jumped out in  front of 
us. The horses were so 
frightened that they bolted, 
throwing me out of the cart. 
Now I '  m at the side of the 
road with nothing in  my 
pockets on an eerie moonlit 
night. Help me find ten items 
of treasures, find my car and ·· 

drive to safety. 
You must give me 

instructions ( in lower-case) in .•• 
the form of one or two word 
sentences l ike: drink wine. 

Hi nil 
Read these only if you are 
really stuck. · .. 

1 .  Oak panels often hide 
secret panels 

2. You could try jumping off 
cl iffs, but you ' l l  need a 
rope to c l imb up again 

3. Avoid quicksand . . .  there's 
no way out! 

4. The Wizard looks l ike he 
could do with a book of 
spells 

5. There is often something 
to be found by searching 
through rubbish 

6. Prayer can get you out of 
some difficult situations 

7. Use salt on pests 
8. You can get past 

vampires if you know how! 
9. You can swim if the 

water's not too deep 

• • • • • • • • • • • • • • • • • • • • •
• • • • • • • • • • • • • • 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 
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1 0  REM ** Vamp i r e ' s  revenge • • •  an adventure 
20 REM ** S . W .  Lucas Oc t .  1 984 * *  
30 SCREEN O : KEYOFF : COLOR 1 3 , 1 5  
40 P%=2 : D I M  G$ ( 60 ) , Q$ ( 90 ) , X $ ( 30 > , NS < 70 > , N% ( 7 0 > , B% C 60 , 1 ) , V$ C 4 >  , S% < 70 

' 4 )  

X 

50 CLS : LOCATE 9 , 2 : PR I NT " Vamp i r e ' s  Reven g e "  
60 PR I N T : PR I NT "  An adven t u r e  game f or MSX Comp uter s "  
70 PR I N T : PR I NT "  < C >  Steve W .  Luc a s  O c t ober 1 984 " 
80 FOR X = 1  TO 62 : FOR Y= l TO 4 : READ S% C X , Y > : NE X T  Y : READ Q$ ( X ) : N E X T  

90 FOR X = l  TO 5 1 : READ G$ < X > : B% < X , 1 > : NE X T  
1 00 FOR X = 1  TO 69 : READ N$ C X > , N% < X > : NE X T  
1 1 0 X $ ( 1 ) = " I ' m sor r y  I can ' t  understand you ! " 
1 20 DATA4 , 0 , 3 , 2 , at t h e  s i d e  of a qu i et road . Ther e ' s  a f ootpath to t 

h e  Nor t h , 0 , 0 , 1 , 0 , at the si d e  of t h e  r oad . A f a l l en t r e e  b l oc k �  t h e  
way west 

1 30 DATA o , o , o , l , on a road . There ' s  a howl i n g  wol f t o  t h e  east , 1 0 , 1 ,  
5 , 9 , at a f o r k  i n  t h e  p ath , 0 , 6 , 0 , 4 , i n  a dar k and g l oomy f or est 

1 40 DATA 5 , o , o , O , i n  a c l ear i ng i n  t h e  f or est , o , a , o , s , i n  a spooky f or 
est , 7 , o , o , o , by a c ave e n t r a nc e .  I t ' s  b l oc k ed b y  a l arge b ou l der 

1 50 DATA o , o , 4 , 0 , ou t s i d e  a l oc ked and shut t er ed c o t t a g e , 23 , 4 , 0  
, O , on a n ar r ow ·:f ootpath , 22 , 0 , 1 2 , 1 0 , on a wi d e  f ootpath 

1 60 DATA 2 1 , 0 , 0 , 1 1 , at a d i sused mar i n a , 1 8 , 1 5 , 0 , 0 , ou t s i de a hut , o , o , o  
, O , i n si de t h e  hut . I t ' s  f u l l of cobwebs , 1 3 , 0 , 6 l , O , at t h e  s i d e of a c o l  
d l a k e  

1 70 DATA 0 , 0 , 1 7 , 0 , at t h e  f ar si de of t h e  l a k e , o , o , 0 , 1 6 , by an o l d mot 
or l au n c h , 0 , 1 3 , 1 9 , 20 , on a n ar r ow towpath , O , O , O , l B , on a towp ath . The wa 
y east i s  b l oc k edby a p i l e  of bou l ders 

1 80 DATA 0 , 0 , 1 8 , 2 1 , on a towpath , 0 , 1 2 , 20 , 0 , on t h e  b a n k s  of a deep �nd 
f ou l  smel l i n g  c a n a l , 24 , 1 1 , 0 , 0 , on a steep h i l l s i de , O , l O , O , O , i n  a c 

l ear i n g f u l l of n et t l es 
1 90 DATA 34 , 22 , 25 , 33 , at t h e  top of a h i l l .  A g l oomy c a st l e l i es to t h  

e nor t h , 0 , 0 , 0 , 24 , at t h e  top of a steep c l i f f , 0 , 0 , 27 , 0 , on a sof t sandy 
beach . Ther e ' s  a steep c l i f f  here , 43 , 30 , 28 , 26 , on a beach . There ' s  

a not i c e here 
200 DATA 0 , 3 1 , 29 , 27 , at the e n t r a n c e  t o  some c h an g i ng rooms , 0 , 32 , 0 , 28 

, i n  t h e  sh ower s .  I ' m get t i n g very wet , o , o , o , 0 , 5 i n k i ng i n  some qui c k san 
d , 28 , 0 , 32 , 0 , i n si de t h e  chang i n g room , 29 , 0 , 0 , 3 1 , b y a ven d i n g  mac h i n e f u  
1 1  of b ot t l es of b l ood 

2 1 0  DATA 0 , 0 , 24 , 59 , at t h e  e n t r a n c e  to an o l d man s i on , 0 , 24 , 0 , 35 , i n  an 
oak p an e l l ed en t r an c e  r ootn , 0 , 0 , 34 , 0 , i n  a n a r r ow p assageway , 0 , 35 , 37 , 0 ,  

i n  a l ar g e  h a l l stret c h i n g  out of s i g h t  to t h e  east 
220 DATA 38 , 0 , 0 , 36 , at t h e  f ar end of a vast ha l l , 40 , 37 , 0 , 39 , i n  a wi d 

e passage , 0 , 0 , 38 , 0 , i n t h e  k i t c hen s , 0 , 38 , 0 , 4 1 , i n a g l oomy cor r i dor , O , O ,  
40 , 0 , i n  t h e  dungeon s .  The sme l l i s  t er r i b l e !  

230 DATA o , o , o , O , i n  a smal l sec ret c h amber , 4 4 , 27 , 0 , 0 , on a p ath l ead i 
n g  t h r ough some sand dunes , 0 , 43 , 45 , 5 1 , i n  a smal l v i l l ag e  squar e , 49 , 50 
, 46 , 4 4 , out si de a temp l e , 48 , 47 , 0 , 0 , i n si de a temp l e . There seems to be n 
oway out ! 

240 DATA 46 , 0 , 0 , 0 , b y a shr i ne , 0 , 46 , 0 , 0 , by some shel ves f u l l of vases 
, 54 , 45 , o , o , outsi de an o l d i n n .  Some men are sat h e r e  dr i n k i n g a l e , 45 , 0  
, o , O , i n  an overgrown gr aveyard 

250 DATA 53 , 52 , 44 , 0 , on a wi d e  road , 5 1 , 0 , o , o , ou t s i d e a smal l cottag e ,  
0 , 5 1 , 0 , 0 , on a road . My c ar i s  her e .  The boot i s  open f or me to d r op m 
y t r easur es , 0 , 49 , 55 , 56 , i n si de t h e  i n n .  T h e  b arman peers at me over h i  
s g l asses , o , o , 0 , 54 

260 DATA i n s i d e  t h e  t o i l et s , 0 , 0 , 54 , 57 , i n  t h e  m i d d l e  of a c r owd of p e  
op l e  who are dr i n k i ng 

270 DATA 0 , 0 , 55 , 58 , at t h e  b ar . Ther e ' s  no-body ser v i n g ! , 0 , 62 , 57 , 0 , b e 
h i n d the b ar . Some steps l ead southand down i i n to t h e  c e l l ar , 0 , 60 , 33 , 0  
, i n si de t h e  mansi on . I t ' s  f u l l of cobwebs 

280 DAT-A S9 , o , o , u , b y t h e  stai r s .  They l ook unsa f e  and I wou l d n ' t  l i  

ke to go south , o , o , 0 , 1 5 , on a quaysi d e .  There ' s  a b r o k e n  boat here , 58 , 0  
, o , O , i n  t h e  cel l ar .  I t ' s  f u l l of b ar r e l s of a l e  

290 DATA some * *  d i amond s  * * , 4 1 , some * *  j ewe l s ** , 42 ,  a ** beer tan 
k a r d  ** , 62 , a  ** f ood p a r c e l  ** , 56 , a  p i l e  of rub b i sh , 48 , a  ** book of sp 
e l l s  ** , 47 , a  * *  si l ver b u l l et ** , 8  

300 DATA a ** star t i n g h an d l e ** , 6 1 , a  * * c an of petrol * * 7 1 7 , a  ** g o  
l d  c r uc i f i x  ** 7 60 , a  g l ass of wi n e , 57 , a  c l ove of gar l i c , 6 , a  cup of c o f f  
e "? '?  e ' -..:> ..:.. 

3 1 0  DATA an o l d spong e , 29 , a  d i r t y  soc k , 3 2 , a  dusty mat , 59 , a  d ead body 
, 25 , a  rusty k n i f e , 39 , a  bott l e  of s p i r i t s , SB , an ol d woman , S2 , a  bar of s 
oap , 55 , some geese , 1 5 , some mushr ooms , 23 , a  vamp i r e , 35 , a  werewol f , B 

320 DATA a g i an t  l i z ar d , 27 , a  c an d l e , 36 , a  k n i f e , 1 4 , a  rope , 53 , some l oc 
k g a t e s , 20 , some pebb l es , 1 6 , a  wol f , 32 , an ax e , 33 , a  t a l l t r ee , 5 , a  g i an t  c 
r ab , 26 

330 DATA a p i ec e  of toast , 36 , a pot of j am , 39 , an enormous s l ug , l O , a  s 
a l t c e l l ar , 9 , a  l ar g e  l ever , 42 , some f r og spawn , 1 6 , a  wi z ar d , 5  

340 DATA an e v i l h o b g o b l i n , 23 , a  l ar g e  net t l e , 23 , a  s l i me t r a i l , 4 , a p i  
c k l ed on i on , 57 , an o l d t i n  bath , 38 , a  dwar f , 50 , a  bowl of soup , 39 , a  meat 
hoo�( 7 60 , a  l ar g e  h am , 39 

350 DATA d i amonds , 1 , j ewel s , 2 , beer , 3 , t an k ard , 3 , f ood , 4 , p ar c e l , 4 , ant i qu 
e , 5 , c as k e t , 5 , book , 6 , sp e l l s , 6 , s i l ver , 7 , c ruc i f i x , 7 , st ar t i n g , B , h an d l e , B , c  
an , 9 , p e t r o l , 9 , g ol d , 1 0 , c r u c i f i x , 1 0 , g l ass , 1 1 , w i n e , 1 1 , c l ove , 1 2 , g a r l i c , 1 2 

360 DATA cof f ee , 1 3 , c up , 1 3 , spong e , 1 4 , soc k , 1 5 , mat , 1 6 , b od y , 1 7 , k n i f e , 1 8 ,  
sp i r i t s , 1 9 , b ot t l e , 1 9 , woman , 20 , soap , 2 1 , b ar , 2 1 , geese , 22 , mushrooms , 23 , vam 
p i r e , 24 

370 DATA werewol f , 25 , l i z ar d , 26 , c a n d l e , 27 , k n i f e , 28 , r op e , 29 , 1 oc k , 30 , g a 
tes , 30 , pebb l es , 3 1 , wol f , 32 , ax e , 33 , t r ee , 34 , c r ab , 35 , toast , 36 , j am , 3 7 , p ot , 3  
7 

380 DATA s l ug , 38 , sa l t , 39 , ce l l ar , 39 , 1 ever , 40 , f r og , 4 1 , sp a wn , 4 1 , w i z ar d ,  
42 , hobgob l i n , 43 , n et t l e , 44 , s l i me , 45 , t r a i l , 45 , on i on , 46 , b a t h , 4 7 , d war f , 48 ,  
goup , 4 9 , h ook , 50 , h am , 5 1  

390 CLS 
400 P F< I N T "  I am : - " : PR I NTQ$ < PX > : PR I NT 
4 1 0  A$== " " : I F SX C P% , 1 > >0 THEN A$= " Nor t h "  
420 GOSUB 1 770 
430 I F  SI.. < P% , 2 > >0 AND LEN C A$ > >0 THEN A$=A$ + " , Sout h "  ELSE I F  S'l. < P% , 2 ) 

>O THEN A$= " South 11  



440 I F  S'Y. < P-1.. , 3 > >O AND LEI\l < A$ >  >O THEN A$=A$ + "  , East " ELSE I F  SI. < P'l. , 3 )  > 
0 THEN A$= " East " 

450 I F  S'l. < P% , 4 > >0 AND LEN ( A$ > >0 THEN A$=A$+ " , West " ELSE I F  S'l. < P% , 4 ) > 
0 THEN A$= 11 West 11 

460 I F  A$= " .. THEN A$= " nowhere obvi.ous" 
470 I F  A/.= 1 0  THEN 1 880 
480 PR I NT : PR I NT 11 I can go : = " : PR I NTA$ 
490 E=O : FOR T= l TO 5 1 : PP'l.=O : I F  B'l. < T , 1 > =P/. THEN PP/.= 1 
500 I F  PP%= 1 THEN 520 
5 1 0  NEX T : GOTO 540 
520 I F  E=O AND G$ < T > < > " "  THEN PR I NT " ! c:an see : - " 
530 PRI NTG$ < T > : E=E+ l : GOTO 5 1 0  
540 PR I NT : I NPUT 11 What shal l I do now " ; Z $ : CLS : B$=LEFT$ ( Z $ , 2 ) : C$=LEFT 

$ ( Z$ , 3 ) : D$=LEFT$ ( Z $ , 4 )  
550 I F  < B$= " n 11 OR D$= .. go n " )  AND S/. ( P% , 1 > >0 THEN P'Y.-=S'Y. < P'Y. , 1 > : GOTO 40 

0 
560 I F  < B$= " s "  OR D$= " go s " ) AND S'Y. < P% , 2 > >0 THEN P'l.-=S'l. < P'Y. , 2 > : GOTO 40 

0 
570 I F  ( 8$= " e 11 OR D$= " go e " )  AND S'Y. ( P% , 3 > >0 THEN P'Y.=S'l. < P'Y. , 3 > : GOTO 40 

0 
580 I F  < B$= .. w "  OR D$= 11 go w " ) AND S'l. < P% , 4 ) )0 THEN P'Y.=S'l. < P'Y. , 4 > : GOTO 40 

0 
590 I F  B$= " sc u  THEN PR I NT " You have scored " ; A'Y. ; " out of 1 0 " : GOTO 400 
600 I F  B$= " r e "  THEN PR I NT " ! f orgot to b r i n g my g l iilsses ! .. : GOTO 400 EL 

SE IF C$= " l i g "  THEN PR I NT " What w i t h  ? " : GOTO 400 
6 1 0  I F  C$= " bu y "  THEN PR I NT " !  have no money ! " : BOTO 400 ELSE I F  C$= 11 ge 

t "  OR C$= " tak " OR C$= " g r a "  THEN 830 
620 I F  C$= " dro " OR C$a: " p ut "  OR C$• " l ea "  THEN 990 ELSE I F  C$= " i nv "  TH 

� .... 1 :::S40 
630 I F  C$= " t hr " OR C$•" c h u "  THEN PR I N T " I ' m not throwi ng •nyt h i ng her 

e ! " : GOTO 400 ELSE I F  C$:z " pr a "  THEN 1 060 
640 I F  C$= .. g i v "  THEN 1 090 
650 I F  C$= " wai " THEN PR I NT " O . K . " : FOR X = 1  TO 1 000 : NE X T : GOTO 400 
660 I F  C$= " swi " THEN 1 1 30 ELSt I F  C$a: " r ow "  OR C$= " sai " THEN 1 1 70 
670 I F  C$= " jum" THEN 1 200 ELSE I F  C$= .. c l i 11 THEN 1 220 
680 I F  C$:z " up 11 OR D$-= " go u ..  THEN 1 250 
690 I F  D$= " g o d "  OR C$= " dow" THEN 1 270 
700 I F  C:f= " out " OR D$= " go 0 11 THEN 1 290 
7 1 0  I F  C$= " i n "  OR D$= .. go i "  THEN 1 3 1 0  ELSE I F  B$= " g o "  THEN PR I N T " Jus 

t use a d i rect i on " : GOTO 400 
720 I F  C$= " eat " THEN PR I NT " I ' m not hungry ! " : GOTO 400 ELSE I F  C$= " d r i  

" THEN 1 370 
730 I F  C$= " sh o "  OR C$= " k i l "  OR C$= " at t "  OR C$= " h i t "  THEN 1 430 
740 I F  C$= .. cho" THEN 1 520 
750 I F  C$= " hel " THEN PR I NT " I ' m sorry I haven ' t  a c: l ue ! " : GOTO 400 
760 I F  C$= " ex a "  THEN PR I NT " ! can ' t  see anyt h i ng spec i al " : GOTO 400 
770 I F  C$= " sea" THEN 1 550 ELSE I F  C$= " pul 11 THEN 1 580 ELSE I F  C$= " p us 

" THEN 1 600 

0 

780 I F  C$= " f ee "  THEN PR I NT " Don ' t  be daf t ! " : GOTO 400 
790 I F  C$= " use " THEN 1 620 ELSE I F  C$= " i ns "  THEN 1 670 
800 I F  B$= .. f u "  OR B$=" p i " THEN PR I NT " wat ch i t ! ! ! !  ! " : GOTO 400 
8 1 0  I F  B$= " n "  OR B$= " s "  OR B$= " e "  OR B$= " w "  THEN PR I N T " not here " : GOT 
400 
820 
830 
840 
850 
860 

PR I NT X $ ( 1 ) : GOTO 400 
GOSUB 1 680 
I F  L/.= 1 THEN 850 ELSE 400 

. 

E'Y.=O: FOR H= l TO 5 1 : I F  B'Y. < H , l > =P'l. AND B% < N'Y. < R > , 1 > =P'Y. THEN E%= 1 
NEX T : I F  E'Y.=O THEN 400 

870 I F  R=42 THEN AA= l ELSE I F  R=29 THEN AB= 1 ELSE I F  R=4 1 THEN AB= 1 
880 I F  R=26 THEN P R I NT " Not l i k e l y .  I t  smel l s  terr i b l e ! " : GOTO 400 ELS 

E I F  R=28 THEN PR I NT " I ' m not a vamp i r e ! " : GOTO 400 
890 I F  R=32 THEN PR I NT " Don ' t  be r i d i cu l ous ! " : GOTO 400 ELSE I F  R=59 0 

R R=60 THEN PR I NT " Don ' t  b e  daf t ! " : GOTO 400 
900 I F  P%= 1 0  AND R=53 THEN PR I N T " Aaagghhhh i t  cover s me i n  sl i me ! " : G  

OTO 1 730 
9 1 0  I F  R=38 OR R=37 THEN PR I NT " I t  doesn ' t  l i ke that ! " : GOTO 1 730 
920 I F  R=47 THEN AC= 1 ELSE I F  R=48 AND AD< > l  THEN PR I NT '' ! can ' t  carr 

y a tree ! " : GOTO 400 
930 IF R=56 THEN PR I NT " !  c an ' t  move i t ! " : GOTO 400 ELSE I F  R=54 OR R= 
940 I F  R=62 OR R=63 THEN PR I NT " Don ' t  be stup i d ! " : GOTO 400 
950 I F  < R= 1 9  OR R=20 ) THEN A8• 1 ELSE I F  < Rm 1 8  OR R= 1 7 >  THEN A I = l  ELS 

E I F  < R=9 OR R= 1 0 )  THEN AK= 1  
960 E/.=O : FOR D= 1 TO 3 : I F  V$ ( 0 ) = " "  THEN V$ < D > =G$ < N'Y. < R > > : E/.= 1 : D=6 
970 NEX T : I F  E/.=0 THENPR I NT " Sorry my hands are f ul l ! " : GOTO 400 
980 PR I NT " O . K . " : B'l. < N'l. < R > , 1 > =-0 a 80TO 400 
990 GOSUB 1 68 0 : I F  L%< > 1  THEN PR I NT •' I ' m sorr y .  I don ' t  have a '' ; L$ z GO 

TO 400 ' 
1000 E%=0 : FOR 0= 1 TO 3 z i F  V$ < D > =8$ ( N'Y. < R > > THEN V$ < D ) a: " " : E/.= 1 
1 0 1 0  NEX T : I F  E%< > 1  THEN PR I N T " I ' m sorry I don ' t  hiave i t ! " s GOTO 400 
1020 B'Y. <N'l. < R > , 1 > =P/.: I F  R=42 THEN AA=O ELSE I F  R•29 OR R•4 1 THEN AB=O 
1030 I F  R=47 THEN AC=O ELSE I F  R=54 OR R=55 THEN AE=O ELSE I F  R= 1 9  OR 
R=20 THEN AG=O 
1 040 I F  R=9 OR R• 1 0  THEN AK=O 
1 050 GOTO 400 
1 060 I F  PY.< >46 THEN PR I NT " O . K .  noth i ng h•ppens " J GOTO 400 
1070 PR I N T " WOW ! I ' ve never seen anyt h i ng so spec t •cul ar ! .. : PR I NT "  

A bol t of l i gh t en i ng has j ust smasheda Wiily out " 
1080 S% ( 46 , 4 > =45 : Q$ ( 46 ) • " i nsi de a temp l e  w i t h  iil l ar g ehol e i n  the wal 

l " : GOTO 400 
1090 I F  P%< >5 THEN PR I NT " Not her e " : 80TO 400 
1 1 00 80SUB 1 680 : I F  < R=-9 OR R• 1 0 >  AND AK< > 1 THEN PR I NT " ! don ' t  have i t "  

: GOTO 400 
1 1 1 0 I F  R=9 OR R= 1 0  THEN PRI NT '' The W i z ar d  t h•nks me , says a spel l f 

rom the book and g i ves t h •  back b �c k � : PR I NT c PR I NT M A  passage opens t o  t 
he east " : S% < 5 , 3 ) -=7 

1 1 20 GOTO 400 
1 1 30 I F  P%=21 OR P%= 1 8  OR P/.•22 THEN PR I NT " I t ' s  too dangerous here ! " a 

GOTO 400 
1 1 40 I F  P%== 1 5  THEN P%= 1 6 : PR I NT " That was f un � " : GOTO 400 
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1 1 50 I F  P/..= 1 6  THEN P/..= 1 5 :  PR I N T "  D .  t< .  " :  GOTO 400 
1 1 60 PR I NT " !  c an ' t  swi m here dummy ! " : GOTO 400 
1 1 70 I F  AH= 1 AND < P%= 1 5  OR P/..= 1 4 >  THEN PR I N T '' Th e  boat ' s  got a h o l e 1 n  
i t ! " : GOTO 400 
1 1 80 I F  P/..= 1 4  OR P/..= 1 5  THEN PR I N T " I ' ve n ot got a boat ! " : GOTO 400 
1 1 90 PR I NT " !  c an ' t  do that here ! " : GOTO 400 
1 200 I F  P%< >25 THEN PR I NT " O . K .  That was e>� c i t i n g but I d i d n ' t  get an 

ywher e " : GOTO 400 

0 
1 2 1 0  PR I NT " !  made i t !  I ' m sure g l ad t h e  sand wassof t ! " : P/.=26 : GOTO 40 

1 220 I F  P%< >26 THEN PR I N T " Don ' t  b e  si l l y ! " : GOTO 400 
1 230 I F  AA< > l  THEN PR I NT " !  don ' t  have a r op e ! " : GOTO 400 
1 240 PR I NT " O . K .  I t h r ow the r op e , i t  c at c hes on somet h i n g and I c l i mb 
up ! " : P/.=2 5 : GOTO 400 
1 250 I F  P%< >26 THEN PR I N T " Don ' t  b e  s i l l y ! " : GOTO 400 
1 260 PR I NT " ! suppose I cou l d  c l i mb up i f  I h ad a rop e " : GOTO 400 
1 270 I F  P%< >25 THEN PR I N T " Don ' t  b e  a b s u r d ! " : GOTO 400 
1 280 PR I NT " !  s l i p  and b r e a k  my nec k ! " : GOTO 1 7 30 
1 290 I F  P%< > 1 4  THEN PR I N T " Just how am I supposed to d o  t h at here7 " : GO 

TO 400 
1 300 
1 3 1 0  
1 -,. ,.., -. .:: . .... o 
1 -:r -:rl-> ._: . .._, 

P��== 1 3 :  P R I NT " O .  K .  " :  GOTO 400 
I F  P/..=33 THEN PR I N T " The way i n  i s  west ! " : GOTO 400 
I F  P%< > 1 3  THEN PR I N T " Don ' t  b e  si l l y ! " : GOTO 400 
P R I NT " O . I< .  " :  P/.= 1 4 :  GOTO 400 

1 340 PR I NT " !  am c a r r yi n g  : - " : PR I NT : F/.=O : FOR H= 1 TO 3 : I F  V$ ( H > < > " "  THE 
N P R I NTV$ ( H ) : F/.= 1 

1 :350 I\IE X T :  I F  F%=0 THEN PR I I\I T " Not h i n g  at a l l "  
1 360 P R I N T : GOTO 400 
1 370 GOSUB 1 680 : I F  AG< > i  AND < R= 1 9  !JR R=20 > THEN • PR I NT ' ' I h aven ' t  got 

i t ! " : GOTO 400 
1 380 I F  R= 1 9  OR R=20 THEN PR I NT " !  am very d r u n k ! " : G$ ( 1 1 ) = " an empty g l  

a ss " : GOTO 400 
1 390 I F  R=23 OR R=24 THEN PR I NT " ! c an ' t  stand cof f ee " : GOTO 400 
1 400 I F  R=30 OR R=3 1 THEN P R I N T " not l i k el y !  I ' d b e  p l astered ! " : GOTO 

400 
1 4 :1. 0  I F  H=67 THEN PR I N T "  I don ' t  1 i k e  soup ! " : GOTO 400 
1 420 PR I N T 11 Wh a t  am I sup p osed to dJ,.. i n k ? " : GOTO 400 
1 430 GOSUB 1 680 : I F  P/.=35 AND R=37 THEN PR I N T '' He s i n k s h i s f an g s  i n to 

my n ec k " : GOTO 1 730 
1 440 I F  P/.=8 AND R=38 THEN PR I N T " Aaaagggh h h .  I t  k i l l ed me ! " : GOTO 1 730 
1 450 I F  P/.=52 AND R=32 THEN PR I NT '' A  p o l i ceman arrests me f or a t t empte 

d murder ! " : GOTO 1. 730 
l.460 I F  F'/.=27 AND R=39 THEN PR I N T " O . K . " : G$ ( 26 > = " a  dead l i z ar d " : GOTO 4 

00 
l. 4 70 I F  P/.= 1 0  AND R=:3:8 THEN PR I NT " ! am covered w i th s l i me " : GOTO 1 730 
1 4 80 I F  P/.=23 AND R=60 AND AB= ! THEN PR I N T " O . K . " : G$ ( 43 ) = " a  dead gob l i  

n " : GOTO 400 
1 490 I F  P/.=23 AND R=60 THEN PR I NT '' ! h a ve n ot h i n g t o  k i l l  i t  w i th and 

h e k i l l s  me f i r st ! " : GOTO 1 730 
1 500 I F  R=59 OR R=66 THEN PR I N T " That wou l d  on l y  b r i n g  me b a d  l uc k ! " : G  

OTO 400 
1 5 1 0  PR I N T " Wh a t  wou l d  you l i k e me to a t t ac k ? " : GOTO 400 
1 520 I F  AC< > 1  THEN P R I N T "  I need an a>: e " : GOTO 400 
1 530 I F  PI.< >5 THEN PR I NT " Not here ! '' :  GOTO 400 
1 540 PR I N T " O . K . " : G$ ( 34 > = " a  p i l e  of f i r ewood " : N$ ( 48 > = " wood " : AD= l � GOTO 

400 
1 550 I F  P%< >48 THEN PR I NT " !  h a ven ' t  f ou n d  a n yt h i n g ! " : GOTO 400 
1 560 I F  AF=O THEN P R I NT " I ' ve f ound someth i ng !  ! " : G$ ( 5 ) = " an ** an t i que 

c a sket * * " : AF = 1  
1 570 GOTO 400 
1 580 I F  P'Y.<. >42 THEN P R I NT .. ! c a n ' t  see anyt h i n g  here to p u l l ! " � GOTO 40 

0 
1 590 PR I NT " O . t< . .. : PR I NT .. The p a n e l  swi n g s  asi d e  and I g o  out ! " : P/..= 34 : 80 

TO 400 
1 600 I F  Pl.< >34 THEN PR I NT " n ot h i n g h ap p ened ! " : GOTO 400 
1 6 1 0  PR I N T " The p a n e l  sw i n g s  asi d e  and d r a g s  me w i th i t ! " : P/.=42 : GOTO 4 

00 
1 620 GOSUB 1 680 : I F  P/.= 1 0  AND < R=54 OR R=55 > AND AE= l THEN PR I N T ' ' T h a t ' 

s done t h e  t r i c k ! " : S/. ( 1 0 , 3 > = 1 1 : G$ ( 38 > = " a · sh r i ve l l ed s l ug " : GOTO 400 
1 630 I F  < R=54 OR R=55 > AND AE=O THEN PR I NT " !  have no sa l t ! " : GOTO 400 
1 640 I F  P%=35 AND R= 1 8  AND A I = 1  THEN PR I N T " Th at ' s  done t h e  tr i c k ! " : S'Y. 

< 3 5 , 1 > =36 : G$ ( 24 ) = " a  c l oa k " : GOTO 400 
1 650 I F  P/..=35 AND R= 1 8  THEN PR I N T "  I h a ven ' t  got a c r u c  i f  i >: " :  GOTO 400 
1 660 PR I NT " !  c an ' t  use a " ; L$ ; " at t h e  moment ! " : GOTO 400 
1 670 PR I N T " n ot j u s t  yet ! " : GOTO 400 
1 680 L $ = " " : FOR H= l TO LEN < Z t: > : I F M I D$ ( Z $ , H , 1 > = " " THEN L$=R I GHT$ ( Z $ , ( 

LEN < Z $ > -H > > : H=900 
1 690 N E X T  
1 700 R=O : L/.=O : I F  LEN ( L$ ) ( 2  THEN RETURN 
1 7 1 0  FOR X = 1  TO 69 : I F  LEFT$ ( N$ ( X )  , LEN < L$ ) ) =L$ THEN L 'Y.= 1 : R= X  
1 720 NE X T : RETURN 
1 730 F'R I NT : F'R I NT : PR I NT .. I am dead . Do you want to p l ay a g a i n ? "  
1 740 A$= 1 Nt<EY$ : I F A$= " y "  OR A$= " Y "  THEN RUN 
1 750 I F  A$= " n "  OR A $= " N "  THEN END 
1 760 GOTO 1 740 
1 770 A/.=O : I F  B% < 1 , 1 > =53 THEN A'Y.=A/.+ 1 
1 780 I F  B/. ( 2 , 1 > =53 THEN A/.=A/.+ 1 
1 790 I F  B/.. ( 3 , 1 > =53 THEN A/.=A/.+ 1 
1 800 I F  B/. ( 4 , 1 > =53 THEN A/.=A/. + 1  
1 8 1 0  I F  B/.. ( 5 , 1 > =53 THEN A/.=A/. + 1  
1 820 I F  B% < 6 , 1 > =5 3  THEN A/..=A/..+ 1  
1 830 I F  B% < 7 , 1 > =53 THEN A/.=A% + 1  
1 840 I F  B% < 8 , 1 > =53 THEN A/.=A/.+ 1 
1 850 I F  B/. ( 9 , 1 ) =53 THEN A/.=A/. + 1 
1 860 I F  B% < 1 0 , 1 > =53 THEN A/.=A/.+ 1 
1 870 RETURN 
1 880 C L S : LOCATE 1 0 , 5 : PR I NT " W  e 1 1 D o n e "  
1 890 PR I N T : PR I NT : P R I N T ' ' You have f ound a l l the t r easures and f i l l ed yo 

ur c a r  wi t h  p et r o l . As you d r i ve out of t h e  l an d  of t er r or , you heave 
a s i gh of r e l i ef ! "  

---
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I 
ere, yoy., are given: .. a 

: · ·  �<-:::·.· · , • , ·  : ' ' .. .. ·:· ·� .. %: --·:":-: •': 

.
• series df-l; �nagratff$' · ·-ro . 

solve before Boris the 
Spider disembowels you! 
Each wrong gue,ss move$'. 
h im·:· dn·'� step eJ$�er! Yoq:�t;e ,: · 
only allowed to make a ' .  
l imited number of wrong 
guesses. ·· 

NOTE 
1 . To change the questions, 
just change the data l i n�$ to J.���-t-\/1 
inctyd..e ' the WO.f,fJs ,you'q.' l lf\e.. 
2.  The printer ' iJsed to Ust 
the program prints the hash 
sign ( ... SHIFT 3 ) as £. · 
3. Tne prograr�l .Js writ!e.J�).:·. in 
SCREEN 2 so , tnat Borrs and 
yourself can be defined as 
SPRITES. 

-�· 

Varia!Jie� u1ei 
X,  V ,Z . 
S$,T$ 
SCO/o 
A$ 
8$ 
C$ 
0$ 
SO/o,KLO/o , VO/o 

general control variables 
used for sprite definitions 
score 
word before turning into anagram 
anagram 
solution 
input letter 
used to place sprites and letters at 
correct screen location. Other 
variables are used to check the 
position of letters in string variables. 

PttJgllm BtealtitJWn 
40 
50 
60 
70-1 00 
1 1 0- 120 
1 30-1 40 
1 50-1 60 
1 70 

1 80-2 1 0  
220-270 
280-350 

360-390 
400-460 
470-490 
500-530 
540-630 
640 
650-730 

instructions 
select mode 
allows printing on HIRES screen 
sprite definition 
draw boxes on screen 
random start 
READ question 
set A o;o to position word at centre of 
screen 
create anagram 
main control loop 
check letter input and print at 
bottom of screen 
win game 
lose game 
place sprites 
data for sprite definition 
�ords for anagrams 
data for end of words 
titles and instructions 
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1 0  ** Bor i s � s  A n a g r ams ** 

20 
30 

REM 
REM 
REM 

** a n  e d u c a t i on a l  game 
** St eve W .  Luc a s  

f or M S X  c om p u t e r s  ** 
Oc t ober 1 984 ** 

40 
50 
60 

GOSUB 650 
SCREEN 2 , 2 , 0 : S$= " " : KEYOF F : COLOR 1 , 4  
OPEN .. g rp : " FOR OUTPUT AS £ 1  

70 
80 

FOR X = 1  TO 32 : READ Y : S$=S$+CHR$ < Y > : NE X T  

SPR I TE$ < 1 > =S$ 

90 T$=" " : FOR X = 1  TO S : READ Y : T$=$+CHR$ < Y > : NE X T  

1 00 SPR I TE$ < 2 > =T$ 

1 1 0 
1 20 
1 -=!0 -.J -

L I NE < 0 , 0 > - < 25 5 , 1 0 > , 7 , BF : L I NE < 0 , 1 5 1 > - < 25 5 , 1 6 1 > , 7 , BF 

L I NE < 0 , 0 > - < 1 0 , 1 6 1 > , 7 , BF : L I NE < 245 , 0 > - < 255 , 1 6 1 > , 7 , BF 

RESTORE 540 
1 40 
1 50 

SC/.=O : FOR Y = 1  TO X /. : READ A $ : NE X T  

B$= 11 11 : READ A $ :  C$=A$ 
1 60 I F  A$= " >� ;-� >� x " THEN RESTORE 5 4 0 :  READ A$ : C$=A$ 

1 70 A/.= ( 32-LEN ( A$ ) ) / 2 
1 80 FOR X = 1  TO LEN < A$ )  
1 90 Z = I NT < RND < l > *LEN < A$ ) ) + 1 

200 I F  M I 0$ { A$ , Z , 1 ) -< > " " THEN B$=8$+M I D$ ( A$ , Z , 1 > :  A$=LEFT$ ( A$ , Z - 1 > +  . .  
1 1 + R I GHT$ ( A $ , LEN ( A$ ) - Z )  ELSE 1 90 

2 1 0  NE X T  X 
220 PRESET < 75 , 30 > : COLOR 1 3 : PR I NT£ 1 , " The word 1 s  : - " 

2�0 COLOR 1 1 : PRESET < A% *8 , 50 > : PR I NT£ 1 , B$ 

240 COLOR 1 2 : PRESET < A%*8 , 5 8 > : PR I NT £ 1 , S T R I NG$ ( LEN < 8$ ) , " - " )  

250 COLOR 1 5 : PRESET < 75 , 8 0 > : PR I NT£ 1 , " Your A t t em p t  : - "  

260 GOSUB 280 
270 GOTO 1 50 
280 KL%=2 4 : 5/.=0: GOSUB 470 : T%=0 : U/.=LEN C B $ ) / 2+2 : V%= 1 : W/.=O 

290 D$= I NI<EY$ : I F  0$= 11 1 1  THEN 290 

300 COLOR 1 5 : PRESE T < KL % � 1 85 > : PR I NT£ 1 . D$ 

3 1 0  KL%=KL%+8 : I F M I D$ < C� , V% , 1 > =D$ TH�N PRESE T < A%*8+V'l.*8-8 , 1 00 ) : PR I NT 

£ 1 , D$ : V'l.=V/.+ 1 ELSE S%=S%+ 1 : GOSUB 470 

320 I F  V/.=LEN < C$ ) + 1  THEN T%= 1 

330 I F  S/.=U/. OR T%= 1 THEN 340 ELSE 290 

340 I F  T/.= 1 THEN GOSUB 360 ELSE GOSUB 4 1 0  

350 RETURN 
360 CLS : SC%=SC/.+ 1 : PRESET < 75 , 25 > : COLOR 1 : PR I NT£ 1 , " We l l Done .  You W i n ! "  

�70 PRESET < 0 , 1 80 ) : COLOR 1 5 : PR I NT£ 1 ,  . . Press Space Bar f or a n o t h er g ame " 

�80 A$= I Nt<EY $ :  I F  A$< > "  " THEN 380 

390 RUN 
400 GOTO 400 

4 1 0  CLS: GOSUB 4 7 0 : COLOR 1 : PRESET < 75 � 25 > : PR I NT£ 1 , " Yau Lose . • • . " 

420 PRESET < 1 5 , 50 ) : COLOR 4 : PR I NT£ 1 ,  .. l t  was : - .. 

430 PRESET < 75 , 75 ) : COLOR 1 1 : PR I NT £ 1 , C$ 

440 PRESET < 0 , 1 70 ) : COLOR 7 : PR I NT£ 1 , " Pr ess Sp a c e  Bar f ar anot her game .. 

450 D$= I Nt<EY$: I F  D$< > "  " THEN 450 

460 _ RUN 
�tf i 1 ' \. .... 

li U t t  ._, ·, t i .j . '-'" �-· \_. Sr R I 1 E  
1 ; c:::, * 'f 6' + 0.(1 1 '"")C: 1 i 1 ' .. "6-J I• J. L -� � . .A:- .,_} , !" .1. ... .L 

·:· , J.·-\1.\ 1- ....,c: )  7 -'') ...:... � ' ...:_ ,._1 ,_, !' .Ji:- �-� ' ; • .._ 

� c.:: .- 7 �c:: i 98 1 c- 1 o ';!' u ,�..._ .... �-.. .L.. 1 h 7 .-. 1 '-� ·--... -.J � ..:.. , � --• .J � .a. • _J � \..J � ·-· � � \..J '-..J !l ....., ....., '! '-' � ._;. L ' - ...::. • 

I I . -: 1:: .. � , ---, ;: .. ' "") -;. 4 .,. i .:.. 1 0 8 1 9 � ..:.. • .l -· "-l � 1 ·-· , .. ..._ --y "-' 'I ..:... .._ .. ...:_ ..1 \......1 ;: "' � 4 ._& 4 . •' . . .. . . . 
1 L (") 1 A 4  1- � 6  1 7 � 1 �� .L � .. 11 -r- , ·-' ' �· ...:_ !' ·-· ...:. .. 

>= i ,-, D;\ ,  A ..... => ' )(._\ 0 ; _, ,  0 ..., ,-) -::4.- t:. 5 8 --:·8 6'"") ,_j ! ,_; ,-, t L t-J '  a:: \.J ' L.• � .!. .&.- I ' \-I !I .L. ... _ !I �-· ' .I ' ' A- • � ....;_ ' 
0 0 � -. j ,-, ... ., .-,a= 4 � r= c:: j .·. ,  1 ,..-, .(.... i �,-. 1 .-, .-. 

,. w � L..! � -�· � • L 'f • k .J � L w .. __, ._ 1_; \::i 11 L L1 .tt ..a. L .L If L .L 
. . - . .. . .. .. -

c:-·•1 - D• ;"· TI\ -;. , , '":'t l  4( \ "'":'•t-\ .:.. 6' '"'J 'i L.J 7  ,, _ _, 1 =L -::4 1 7° ..., .- ,...... ,, 4 c  87 4 - 1 --. 1- - ·  1 ._j..:::_ .,._r ,,.., • ,..., ..;_"to_, � .L'-' , _, � ..L'-' � w � ..:.... ...,.. , u ,  � .L..._ , t-J\.J � ._. !' , � L 7 � .L .L ,  .....; , !' ::J � L !' �u .. 6 4 ' ·· -· ·. ·- 7 -, 4� ' .., --.8 --. - 1 1 1 · 4 1 c::- L. =o 1 -. 7 7 1 ,..,.(" 1 6e � b .t..j. • ..::. '-1 • (_, � =-· � b L. � / If I tj • .&. .. 6 , .. .&. J \....I " J , 'l / .I 1 .. L _J • � 
.· . . . . . . .. - .. . . . . 

�l30 DA f A  2 4 � i u 1 . 45 � 99 � 69 � 1 1 1 . 1 3 1 � 1 25 � 1 6 7 � 1 1 6 � 1 �� � 1 U4 � 2 0 J � 1 u 7 � �2 7 � 9 4 . . .. . . . . - . . . .. . - . 54(� DA I A  c omput er· , an a g r am , p h l l a t e l y , p h y s l c a l , buroc r ac y � n u m l smat i c s , a 
r c n a eo l ag v , i n d u s t r i a l � a d v a n c e d , c a b a r e t , p h o t o g r ap h y , a s c en t , ex p l a n a t i on 

5�0 DA l A  c h r l s t l an , gr·eenhouse , or d i n ar y , magaz i n e . d e a t h , i on os p h er e , ml c  
r osrope , g a r d �n i n g , h a p p i ness , p h i l osophy , r evea l ed , t h eocrat i c , soc i ab l e . l a  

yer , h l l st er , d i s l n t egr- at e � i r- r a t i on a l , p ec c ab l e , sen t l men t a l  

560 D A T A  sens a t i on a l � t anger i nP , wr a i t h , geron t o l og y , wombat , t r i n i t y , su s  

p 1 r i on !!  seque s t er , r e p e l l en t � a:,sort.ment , a d en o i d s ,  c h o c o l a t e ,  c o n e  1 1  i at i on ,  
e n w l n d o; h o st i J e � p ar l l amen t , r ea s on , p l aguP , penumbr a , or c h i d  

5 7 () DA T A  rlumer a l � n a v i g a t l on , mer i d i an , , l i g a ment . ma g n et i sm , l ea sh , j as m i  
flP � i n sec t , I mp � � s i oned , h umour , gener a l , d i s t r ac t i on , compasi t l on , d i �c or d a n  
r· e , p en i t e n c e , o v er t , t urlef u l  

58(: DATA rl a v i g a t e , d a msP J , b r ac a d e , a t t or r l e y , s t oma c h , r enew a l , mec h a n i sm ,  
l i n g u � l , j Ltmp�r , l i t mtJ s , p r escr i p t i on , a i r p o r t , f um l g a t e � l n f e s t a t l on � f or ebo 

..--4 • • · · , .c =· , � a · � .  ·oden• tm c on t - as""" u J. 1 I "':} !! ! c:-4 • .J ..&. !' U Lt I L' I I !' f \... 

590 DAl"A �ePd l l rl g � submer g e , vi o l a t i on , t em p e r a t u r e � e p r om , super c i l i ous , 
r - P t  ,- o ::;p e c  !: i v e  � p ur u l en t , democ r ac y , denomi n a t  1 on , s i  n e  er- i t  y :� t u r k e y ,  sho ul d e  
r . .  -. - · - - .-i . t -"' t = ' 1 . ._ erat LtrP � e-- t l- 1 e � '-:1 ., ci �_J � � t::" � ,_ \.. - ' '- ,., .&. 

6f)0 D A T A  l est i ma n i a l , secon d ar y � c u r r i c u l um , d e v e l opmen t , r e l at l on � rehab 
l l i l a t i Gl l , p P n t d g o n � i n c P n sP , c on t i- i t e , a d m i r a l , Lt n i t ed , b l az onr y , c a n a l , c l ea 
ver , h, ln e y , ou t s i d e � t h u mb , su i t ab l e , pend u l um 

6 1 0  L A T A  r PsPa;r e h , gr ammar , en v e l  op e ,  i n f  1 at i on ,  i n d e�{ � 1 angour � 1 mp etus � e 
� p r ess , d e v � l =�per � en l ar ger , vac u u m , ve l oc i t y , season a l � mus l c a l � g u i t ar· , p l a t 
1 n u m , -f u t u r e  

620 DA fA V Ph i c l e , p e t r o l eum � vapour , i nh a l e , i n i t i at e , p r ogre�s , h i st or l ca 
l , d i ��ona n t � d i st r a c t i on , c otJn c e l l or , r l ar i f y , c a l yx � as�or t m Pn t � ec l i p se , pr 
a yer , ad ep t � l i b er t y , �er t i on a l , t w i t t er 

630 D A T A  umb r e J  1 a ,  a mp l e ,  w e l  t Pr , vase I i n e ,  t in d er st an d i ng ,  t r an sp ar enc y ,  t 
ox i c ,� l ag y , t e � t l mon i a l , succ i n c t , r u f f i an , r e veren d , p r opor t i on a l � pantog r ap 
h , nper e t t a , d l sso� a n c e  

640 DATA ;-� ;.� _-{ >� 

.!. r= _ ... ) •-.i ,_ . ... �CREEN O : k E Y OFF : COLOR 1 � 1 5 : LUCA T E  1 0 . 2 - . 660 PR 1 N T 11 Bor i s :s s  A n a g r a m s u  
6 7 0  r'R I N T :  PR I N T :  PR I N T :  PR I NT " < C _:-- S t e v e  W .  Lucas Oc t ober 1 984 " 
680 PR I N T : PR I NT : PR I N T '' I n  t h 1 s  g ame � you w 1 l l  b e  shown a �er i es of 

a n ag r a m s .  You must t r y  t o  s o l ve t h e  a n a g r a m  bef or e  Bor i s  t h e  sp i de 
r ,_ ::::� + ,_. �-., ,� 5  "' O L' '' '-. 'C;" L � ! I C' Y '- •  • I 

6.:t'O LOCA T E  0 �  2 4 :  P!i i NT n P r ess t. h e  < SPACE 
7(�0 A$= I NK Y S : X %= I N T < RND ( 1 ) * 1 00 ) + 1  
I. 1.L 0 1 F" A $ < -;- 0 " THE N 7(-l() .L • . � J I ! I -' .. 

BAR .> t o  s t a r t  g a me . " 

7>'0 t-{ESTORE : COLOR 1 ,  4 47 ��-����.!_�) __ 

R_· E 
__ T_U_H_'�N����------�r---------�------�r-��-r--��--------���----�---· · ·  � ��· '. 

-- ---·- "'·� ��--�L _ ______ ., ____ � 
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h is game is played on 
a 5 x 4 board labelled 
1 -5 across and A to 0 

down. H idden on the board 
are 1 0 matching pairs of 
objects. Your task is to find 
them al l .  To make life 
difficult, you have only 20 
moves. 

You' re al lowed to view the 
objects hiding in  any two 
squares by entering the 
coordinates in the form of 
number-letter (eg: 40 NOT 
04). 

on before running the 
program. 

If the contents of the two 
squares are identical, they 
wil l  remain on the screen 
and your score wil l  be 

increased by one, otherwise 
they wil l  disappear before 
your  next turn . After each 
turn, you wil l  be asked to 
press the space bar to 
continue. Good luck! 

(these 
screen) 
coordinates of square < 

• 

,, number square f 
REMEMBER: the 

computer wil l  only accept 
upper case letters (0 NOT d) 
and you should make sure 
that the CAPS lock l ight is 

random 

> 
1 0  REM ** THE HUNT * *  
20 REM * *  A Game of ski l l  f or MSX Computers * *  
30 REM * *  < C >  Steve W .  Lucas September 1 984 * *  
40 REM ** For Argus Spec i al i st Publ i c at i ons * *  
50 SCREEN O : W I DTH 40 
60 KEYOFF : T I ME=O 

de objects 

70 CLS : LOCATE 1 5 , 0 : PR I N T " The Hunt "  
80 LOCATE 2 , 2 : PR I NT " < C >  Steve W.  Lucas September 1 984 " 
90 LOCATE 0 , 4 : PR I NT " Th i s  game i s  p l ayed on a S x 4 board l abel l e  

d 1 - 5 across and A to D down . .. 
1 00 PRINT"Hi dden i n  each square i s  an obj ect . There are 1 0  d i f f e  

rent types of obj ects h i dden on the board and you have t o  try to f i nd 
the ten mat ch i ng pai r s . " 

1 1 0 PR I N T " The computer wi l l  ask you to enter the coor d i nates of the 
square you wi sh to v i ew and you wi l l  on l y  be al l owed to l ook at 

two squares at any one t i me . " 
1 20 PR I N T '' I f  the two obj ects are i dent i c a l , they wi l l  rema i n  v i s i b l  

MSX User January 
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e and you wi 1 1  score one poi n t .  " 
130 P R I NT " You must enter t h e  coor d i n ates of the square you w i sh to 

v 1 ew i n  the f or m  of number l et t er < eg .  4E and not E4 ) . "  
140 P R I NT : PR I NT : PR I NT .. Press t h e  < Space Bar > t o  start t h e  game . " ;  
1 50 A$=INKEY$ : I F A$< > "  " THEN 1 50 
160 FOR X = 1  TO T I ME STEP 20 : P=RND < 1 > : NE X T  
1 70 CLS 
180 FOR Y=O TO 22: FOR X = 1  TO 6 
190 LOCATE X*5-5 , Y 
200 PRI NTCHR$ ( 1 98 > ; 
'"> 1 () .L. -
220 
230 
240 
250 

NE X T  X , Y  
FOR X=O TO 26 : FOR Y = 1  TO 22 
LOCATE X , Y : PR I NTCHR$ ( 95 > ; 
NE XT Y , X 
E/.=2 1 : SC=O : D I M  A < 2 0 )  

260 FOR X = 1  TO 20 
270 Y= I NT < RND < 1 > *20 ) + 1 
280 I F  A < Y > < >O THEN 270 
290 A < Y > = X 
300 NE X T  

STEP 5 

3 1 0  FOR X = 1  TO 20: I F  A < X > > 1 0  THEN A < X > =A < X > - 1 0  
320 NE X T  
330 FOR X = 1  TO 5 : LOCATE X*5-3 , 0 : PR I NT X ; : LOCATE X*5-3 , 22 : PR I NT X ; : NE 

XT 
340 FOR X = 1  TO 4 : LOCATE 26 , X *5- 1 : PR I NTCHR$ ( 64+X > ; : NE X T  
350 FOR Y=23 TO 2 STEP - ! : LOCATE 2 9 , Y : PR I NT CHR$ C 1 98 > ; : NE X T  
360 LOCATE 32 , 0 : PR I NT " The Hun t " ;  
370 E'l.=E'l.- 1 : LOCATE 3 0 , 3 : P R I N T " Turns l ef t  .. : F=FRE < .. " l  
380 LOCATE 32 , 5 : PR I NTE 7. : LOCATE 30 , 8 : F-'R I N r "Square 1 "  
390 AA$= I NKEY$ : I F AA$= 11 11 THEN 390 
400 AA=VAL < AA $ ) : I F AA< 1 OR AA>5 THEN 390 
4 1 0  LOCATE 32, 1 0 : PR I NTAA ; 
420 AB$= I NKEY$ : I F  AB$= 11 11 THEN 420 
430 I F  AB$= 11 A "  OR AB$=11 8 "  OR AB$= 1 1 C "  OR AB$= 11 011  THEN 440 ELSE 420 
440 LOCATE 3 4 , 1 0 : PR I NTAB$ ; : KK=O: AB=ASC <AB$) -64 
450 Z Z = < AB- 1 > *5+AA : REM ** POS I T I ON OF CHARACTER I N  ARRAY ** 
460 Z F = Z Z  
470 I F  A < Z Z > =O THEN LOCATE 30 , 1 : PR I NT " Si l l y ! 11 : KK= 1 : ZG=O : GOSUB 800 : 60 

TO 620 
480 GOSUB 880 : REM ** p l ot ob j ec t s  ** 
490 LOCATE 30, 1 3 : PR I NT .. Square 2 " ;  
500 AC$=I NKEY$ : I F AC$=11 11 THEN 500 
5 1 0  AC=VAL < AC$ ) 
520 I F  AC< 1 OR AC>5 THEN 500 
530 LOCATE 32 , 1 5 : PR I NTAC$; 
540 AD$= I NKEY$ : I F AD$= .. " THEN 540 

. 

550 I F  AD$= " A "  OR AD$= 1 1 8 11 OR AD$= 11 C 11 OR AD$=11011 THEN 560 ELSE 540 
560 AD=ASC < AD $ ) -64 
570 LOCATE 3 4 , 1 5 : PR I NTAD$ ; 
580 Z Z = < AD- 1 > *5+AC : Z G= Z Z : REM LOCA T I ON I N  ARRAY 
590 I F  ZF=ZG THEN LOCATE 30, 1 : PR I NT .. S i l l y ! " ; : GOSUB BOO: GOTO 620 
600 I F  A < Z Z > =O THEN LOCAJ"E 30 , 1 : PR I NT .. Si l l y ! " ; : GOTO 620 
6 1 0  GOSUB 880 : REM ** p l ot g r ap h i c s  ** 
620 LOCATE 2 9 , 20 : PR I NT ..  < Space Bar > 11 ; 
630 FA$= I NKEY$ : I F  FA$< > 11 " THEN 630 
640 LOCATE 3 0 , 1 3 : PR I NT "  .. ; 
650 LOCATE 30 , 8 : PR I NT 11 " ;  
660 LOCATE 3 2 , 1 5 : PR I NT "  " ;  
670 LOCATE 32 , 1 0 : PR I NT .. u ; 
680 LOCATE 29 , 1 : PR I NT 11 11 ;  
690 LOCATE 29, 20: PRI NT 11 u ; 
700 I F  KK< > 1  THEN GOSUB BOO: REM Erase graph i cs ** 
7 1 0  IF SC= 1 0  THEN 940 ELSE I F  E/.= 1 THEN 730 
720 GOTO 370 
730 CLS : LOCATE 1 3 , 2 : PR I NT " YOU LOST ! ! ! ! .. 
740 LOCATE 1 2 , 1 0 : PR I NT " You scored " ; SC 

1 · L t 1 ag a 1 n < Y IN > ....,_. 11 750 LOCATE 0 , 20 : PR I NT " Wou l d  you 1 r<e o p ay 
760 A$= I NKEY$ : I F  A$= " Y  .. OR A$= 11 y 11 THEN RUN 
770 I F  A$= " n  .. OR A$= " N "  THEN LOCATE 1 , 22 : PR I N T " Good b y e .  Th a n k  you f a  

r p l ay i n g . " : END 
780 GOTO 760 

0 

790 REM ** CHECK I F  OBJECTS ARE SAME , ADJUST SCORE ETC . * * 
800 DD=A < ZF > : DE=A < ZG >  
8 1 0  I F  ZF=ZG THEN 830 
820 I F  DD=DE THEN SC=SC+ l : A < ZF > =O : A < ZG > = O : RETURN 
0�(' U· .... • - '  

840 
850 
860 
870 
880 
890 
900 
9 1 0 
920 
o .... -• I ) , -..:.· "-

940 
740 
9SO 

RESTORE 
FOR V= l TO Z F : READ H'l. : NE X T : VPOKEH/. , 32 
RESTORE : FOR V = 1  TO Z G : READ H7. : NE X T : VPOKE H/. , 32 
RETURN 
REM ** rout i ne f or p l ot t i ng t h e  obj ec t s  ** 
RESTORE 
L=A < Z Z >  
RESTORE : FOR V= 1 T O  Z Z : REM ** read vpoke pos i t i on f or square ** 
READ HI. 
NE X T : VPOKE H'l. , L  
RETURN 
CLS : LOCATE (i <t >' : t-·R I N T '' Wel l Don e .  You f ound a l l t h e  objects ! .. : GOT 
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ou are flying your 
plane on a dangerous 
mission into enemy 

country and are just about to 
run out of fuel. Below you is 
the deserted ruins of an 
enemy city but you must 
land your plane safely or die. 
"Korks !" ,  you say. To do 
this you must bomb the 
buildings so there's a clear 
landing strip. The only 
control you need to use is 
the SPACE bar, which drops 
a bomb. 

• 

NOTE 
1 .  The printer used to list 
this program prints the hash 
sign ( Shift 3 ) as a pound 
(£). 
2 .  The program is very short 
and shows just how 
sophisticated MSX BASIC is 
to allow us to write it using 
so few l ines. 
3 .  Each landing you make 
successful ly wil l  slow down 
your bombing abil ity, making 
the next landing much more 
difficult. 
4. Suggested improvements: 
you cou Id try to add the 
following features. a) more 
sound effects; b) a better 
display of the bomb being 
dropped (Sprite 3 is the 
bomb, whilst sprites 1 and 2 
make up the plane). 

VatiaiJ/111 u1ei 
X0/o ,V0/o 
QO/o 
AO/o 
A$ 

placing of plane sprites 
difficulty level 
check if bomb is being dropped 
used in sprite definitions 



10 REM ** Bomber Patrol • •  a game f or MSX Computers ** 
20 COLOR 1 5 , 1 : Q%= 1 0  
30 SCREEN 2 , 0 , 0 : KE Y  OFF 
40 RESTORE 
50 OPE N " gr p : " FOR OUTPUT AS £ 1  
60 FOR X = 1  TO 2 : A$= .. " : FOR Y= 1 TO 8 : READ D : A$=A$+CHR$ < D > : NE X T : SPR I TE 

$ < X ) =A$ : N E X T  X 
70 SOUND 6 , 34 
80 STR I G < O >  ON 
90 A$= " " : FOR X = 1  TO 8 : READ D $ : A$=A$+CHR$ ( VAL ( fxb " +D$ ) ) : NE X T : SPR I TE$ ( 

3 > =A$ 
1 00 ON STR I G  GOSUB 230 
1 1 0 FOR X = 1 0  TO 240 STEP 5 : L I NE < X , 1 9 1 ) - ( X +5 , 1 9 1 - I NT < RND < 1 > * 1 1 0+20 > > ,  

INT <RND < 1 > * 1 2+2 > , BF : NE X T  
120 XX=O: Y/.=0 
1 30 PUT SPR I TE 1 ,  < X /. ,  Y/. > , 1 5 ,  1 :  PUT SPR I TE 2 ,  ( X%+8 , Y% > , 1 5 ,  1 
140 I F  A/. > 1 9 1  THEN A%=0 
150 X Z=X/.+ 5 : A/.=Ai.-Q% : I F  X % >237 THEN Yi.=Y%+ 8 : X/.=O 
160 I F  Y% > 1 80 THEN GOSUB 240 
170 I F  PO I N T < X i. + 1 7 , Y/.+8 > < > 1 THEN STR I G < O >  OFF : GOSUB 220 
180 GOTO 1 30 , 

190 GOTO 1 90 
200 DATA 0 , 1 28 , 1 43 , 24 1 , 255, 1 27 , 3 , 2 , 0 , 0 , 0 , 8 , 23 2 , 252 , 8 , 8 
2 1 0  DATA 000 1 1 000, 1 1 1 1 1 1 1 1 , 1 1 1 1 1 1 1 1 , 1 000000 1 , 0 1 0000 1 0 , 00 1 00 1 00, 0 0 1 1 1  

100 , 00 1 1 1 1 00 
220 SCREEN O : PR I N T " Crash .. : END 
230 I F  Ai. >O THEN RETURN ELSE L I NE < X X , Yi. > - < X%+5, 1 9 1 > , 1 , BF : A/.= 1 0 : SOUND 

1 ,  4 :  RETURN 
240 PRESET < 0 , 1 0 ) : PR I NT£ 1 , " Wel l Done You have l anded saf e l y "  
250 PRESET < 0 , 40 > : PR I NT£ 1 , "  Press < y >  key t o  p l ay agai n "  
260 A$= 1 NKEY$ : 1 F  A$< > .. y "  THEN 260 
270 Q/.=Qi.- 1 : I F  Q/.( 1 THEN Q/.= 1 : CLOSE £ 1  
280 CLOSE £ 1 : GOTO 30 

PttJgflm BrealtdtJWn 
select colour for background 
choose screen mode 

• 

• • • • • • • • • 

• 

20 
30 
40 

50 
restore data pointer • • • •  

60 

80 
90 
1 00 
1 1 0  

1 20 
1 40-1 80 
1 70 
200-2 1 0  
220 

230 
240-280 

• 

• • 
• • • 

. . . . 

• 

allows printing of text on hiresolution 
screen 2 
define sprites 1 and 2 
allows the testing of the space bar • 

define sprite 3 
check space bar 
draw buildings 
place plane on screen 
move plane 
check for crash ' 
data for sprite definitions 
crash plane 
drop bomb . 
win game and make next 
game harder -· · .. :.. � . 
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et analysed ! The 
computer is your  
psychiatrist and you 

can confide your deepest 
secrets without any fears, 

.. -. .  : ·  · '' , . .  � ' {•: '• <·>: 
:·: . : ' �-:· ,.,:. .  . . •' 

· : ·: ;· . '<' h· :· '• ) /)!'f]:. ,•, 

' •  . . .  .;::�iii::it . . .;:'•' 
· ·: ·  ... : 

PttJgtlm BteakitJWn 

honest! The computer's 
been programmed not to 
argue, so don't fall into the 
trap of exchanging insults! 
This version responds to 

• .  . ..-·=· 
.,:· .. ;

. ·:. '!:f.t'i.i[:, .,,: : ' 

.;. 

certain keywords which must 
be typed in upper case. 

If you get ti red of the 
computer, you can end your 
consultation by tell ing it to 
SHUT UP!  

1 0-30 set up screen mode, choose colours 
and print titles .··· 

40-60 
70-80 
90-470 
480-760 

read data 
input your response 
analyse your input and respond to it 
data for responses and words 
understood 

. · . 
•, ' ('!'·�:::�·(' ' 

· . · :  
·.·. : :::; .. .; ::. ' •  

• 

_ ·::::.. . ·  . .  ·:. :  . . . ; . ... :-

· .· •'. 

· · ·· · ·  

· = ·  

· : ·· 

X,Y 
A1 ,A2,A3 
Z$ 
1$ 
L 
QO/o ,RO/o ,N°/o 

, 

used to control loops 
used to control sections of data 
responses 
your action 
checks position in string 
check response 

,.. Other variables are used to check position in strings. 
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' '  

[TING WE ' RE SOLICITING WE ' RE SOLICITING WE 'E  . 
'RE SOLICITING WE'RE SOLICITING WE ' RE SOLICJ 

UG WE 'RE SOLICITING WE ' RE SOLICITING WE 'RE S . . . 
Write MSX programs for us to pri nt in our THERAPY feature and you ' l l  not 
only . become incredi bly. famous, popu lar and big-headed but we ' l l  pay you 
as wel l !  Create you r  therapeutic masterpieces, send them to us and we ' l l  
give them the once-over. If they ' re good , we ' l l  l ist them i n  the mag . If not, 
we ·can give you advice on how to make them better. 
Supply - Cassette of prog 

List of variables used 
Brief explanation of program flow 
Printer l isti ng of prog (if possible) 
Explanation of how prog works/instructions 

Check out the TH ERAPY featu re i n  this issue for gu idance. 
Send to: 

MSX User 
Argus Special ist Publ ications 
No 1 Golden Square 
London W1 R 3AB 

. . 
ffi 'RE SOLICITING WE ' RE SOLICITING WE 'RE SOLICI 

ING WE ' RE SOLICIT·ING WE ' RE SOLICITING WE 'RE . . 
. . . 

THERE'S A� �YS SOMETHING EXCITING 
• 

· . IN THE ·ALLIGATAS JUNGLE 
• • •  

Platform programming at its 
best. Follow the exploits of 
Roger the Dodger, master 

burglar on seemingly endless 
looting of banks, shops and 
houses - robbing safe after 
safe, avoiding obstructions 

and alarm systems and 
dodging the nasty 

nightwatchmen. 30 screens. 

MSX User January 

1APE 
£7.95 

"· 

- ----
::- �  

• 

The ideal opportunity to improve 
your technique in a sophisticated 

program where the computer bids 
and plays the other three hands. 

Full  rubber scoring plus 
advanced play routine. 

Travel the 30 computer 
�complex alone armed only 
with your electrified 
"bouncing" discs. Blast holes 
through the electrified fences, 
defend yourself from the alien 
guards and robot canines as 
you search for the master key 
pieces and superbomb to blow 
the Master CPU to destruction. 
Keep an eye on your body clock 

.-� when time runs out you'l l  
�........, roam on. more. 

Send for full colour product leaflet (enclose a stamp) 
Alligata Software Ltd.,  1 Orange Street, Sheffield S 1 4DW 

• 
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UNE 
he LINE command is 
used to draw l ines, 
boxes or fi l led-in boxes 

in hi-res mode - SCREEN 2. 
The first two LINE co
ordinates {X, V) set the start 
position of the l ine. If these 
are left out, the current 
position on the graphic 
screen applies. The third 
parameter of Ll � E {C) 
selects the colour for the 
l ines or boxes, if it 's omitted 
the current foregrol:Jnd 
colour applies. The last 
parameter specifies a 
rectangle or fi l led-in box. To 
draw a rectangle enter B (for 
Box) or BF for a Box Fil led. 
If this parameter is omitted a 
l ine is drawn between the 
two specified co-ordinates. 

LINE (X,Y) - (X,Y), C ,  B/BF 

Program 1 0  draws a 
pattern on the screen simi lar 
to the 'nail and string' txpe 
pictures. Line 1 0  puts the 

• Program 1 0 - spirograph 

variable by 5 .  Line 80 stops 
the computer fror:n going 
straight back �nto text mode. 
To break out of the program, 
press the CTRL and STOP 
keys at the same time. Try · 

adding , B  onto the end of 
lines 30-60 and watch the 
result. (for l ine 30 add , B  
otherwise the computer wi l l  
interpret the B as a variable 
specifying the colour for the 
l ine) .. 

Program 1 1  draws 1 4  
d.ifferent coloured boxes 
inside each other, then 
displays the words ' MSX 
USER' diagonally within the 
centre box. Lines 1 1  0-1 30 
use the LINE Command with 
BF at the end wh ich fi l ls in 
all the boxes that are drawn . 
Line 1 50 OPENS a file to 
the hi-res screen wh ich the 

1 0  COLOR 1 5 , 0 , 0 : SCREEN 2 
20 FOR F%=0 TO 1 08 STEP 5 
30 L I NE < I , F% > - < F% , 1 00 )  
40 L I NE < F% ; 1 00 ) - ( 1 18 , 1 08-F% ) , 1 3 
50 L I NE < 1 10 , 1 00-F% > - < 1 10-F% , 0 )  , 2  
60 L I NE ( 1 80-FX , I > - < I , F% > , 6 ·  
7-0 NEX T  F% 
80 SOTO 80 

• Program 1 1  - colour boxes 

" • 

hi 
·:· · nd 

ard. 

rest of the program wi l l  use 
for displaying the letters. 
Line 1 60 is used for 
counting along the string 
variable that holds the 
message to be printed . Line 
1 70 sets the point at which 
the next letter is to be 
printed by the instruction in 
line 1 80. Line 1 90 loops 
back to l ine 1 70 unti l the 
whole string has been 
printed and then CLOSEs 
that fi le. Line 200 stops the 
computer going straight 
back into text mode. 

CIRClE 
The CIRCLE command 

(SCREEN 2 again) has 6 
parameters which are as 
follows: centre {X, V) Radius, 
Colour, Start Angle, End 
Angle and Aspect Ratio. The 

computer into hi-res mode 
and sets the current colours 
to white on black. Line 20 
counts from 0 to 1 00 in 

1 00 COLOR 1 5 , 1 3 , 0 : SCREEN 2 

steps of 5 .  Lines 30-60 draw 
the pattern , each quarter of 
it in a different colour. Note 
that they all specify a colour 
apart from line 30 which 
uses the current foreground 
colour - white. Line 70 
loops back to line 40 and 
increases the counter 

1 1 0 FOR K=2 TO 1 3  
1 20 L I NE < K*B , K*4 > - < 256-K*8 , 1 92-K*4 > , K , BF 
1 30 NEXT K 
1 40 A$= '' MSX USER '' 

� 

1 50 OPEN" BRP : '' FOR OUTPUT ASI 1 
1 60 FOR 6= 1 TO 8 
1 70 PRESET < 1 08+6*4 , 6*8+58 > . 
1 80 PR I NTI 1 , M I D$ ( A$ , G , 1 >  
1 90 NEXT 6 : CLOSE 1 1  
200 SOTO 200 
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last four of these parameters 
are optional. The start angle 
and end angles are used to 
draw arcs instead of 
complete circles and are 
measured in  rad ians (PI 
radians = 1 80 degrees). 
They can both range from 
- 2PI to 2P I .  The aspect 
ratio is the ratio of the height 
to the width. e .g .  a value of 
2 will make the shape twice 
as high as it is wide. 

CIRCLE (X,Y), R,  C ,  SA, EA, 
AR 

Program 1 2  draws a ring 
of randomly coloured circles. 

• Program 1 2  - circle ring 

complete edges, if there are 
any gaps the ' paint' wil l  
'spi l l '  out and colour the 
whole screen! 

DRAW 
This command also works 

on the h i-res screen. To 
make it versati le, various 
sub-commands are 
embedded with in  it. These 
allow you to draw shapes in  
d ifferent colours and sizes. 
DRAW "string expression" 

Program 1 3  draws a small 
letter E in the top left hand 
corner and then zooms it 
forward i n  twenty increasing 
sizes. The letter E is drawn 
by line 1 90, the sub 
commands used are as 
follows: BM moves the 
current graphics position 

1 00 COLOR 1 5 , 1 , 1 : SCREEN 2 

1 1 0 P I = 3 . 1 4 1 59 2654# : A=RND < -T I ME > 
1 20 FOR F l = l  TO 4 
1 30 FOR 5=0 TO 340 STEP 2 0  
1 4 0 X = 1 2 7 + 70*CDS < P I *S / 1 80 >  

1 50 Y = 96+60*S I N < P I * S / 1 80 )  

1 60 A=RND < 1 > * 1 4 + 2  

170 C I RCLE < X  , Y > , 2 4 , A 
1 80 PA I N T < X , Y > , A  : NE X T  
1 90 N E X T  F l  

200 GOTD 200 

Line 1 1 0  sets up the PI 
variable. lt also sets the 
seed of the random number 
generator so that every time 
the program's RUN,  the 
colours are different. Lines 
1 40 and 1 50 calculate the 
locations of the centres of 
the circles. Line 1 80 uses 
the PAINT command to fi l l  
the circles with their outl ine 
colour. PAINT starts at the 
point specified and then fi l ls 
in the area around it u nti l  the 
chosen colour is found. This 
means that anything you are 
filling in has to have 

MSX User January 

U n Up 
D n Down 
L n Left 
R n Right 
E n Diagonally Up & Right 
F n Diagonally Down & Right 
G n Diagonally Down & Left 
H n Diagonally Up & Left 
M x,y - Absolute or Relative 
Prefixes: B - plots no points 

N - returns to start point 

Cmd 
A n  
C n  
S n  -

x (string variable) 

Function 
Sets angle n 
Sets colour n 
Sets scale factor for movement 
commands 
executes another 
string from with in  
the first 

without drawing a l i ne, S 
sets the scale factor, U D L 
& R draw l i nes Up, Down, 
Left & Right respectively. 
The value of GO/o sets the 
scale. Change the numbers 
in line 1 70 to alter the size 

and speed of the zoom 
effect. 

$pecial ttJuline� 
I n  the last issue of MSX 

User, we told you that there 
is a way of displaying all 1 6  
colours on the screen at the 
same time in  SCREEN 1 
mode. This is different from 
the MSX specification which 
states that only three colours 
are possible in SCREEN 1 
mode: foreground, 
background and border. 
MSX BASIC only supports 
these three colours but with 
the use of the VPOKE 
command, all 1 6  colours can 
be displayed. 

Start to learn about the 
VPOKE command by typing 
in  and running Program 1 4. 
This displays all the 256 
characters in wh ite on blue 
then changes the display 
into random combinations of 
al l 1 6  colours. When the 
program has finished enter 
LIST and note that the 
program itself is now in 
different colours. Experiment 
by pressing character keys 
they also appear in  d ifferent 

51 



• Program 1 3  - Es 

1 00 COLOR 1 5 , 6 , 6 : SCREEN 2 
1 1 0  OPEN 11 6RP : " AS# 1 

1 20 PRESET ( 1 20 , 6 0 ) : PR I NT # 1 , .. THE SCALE COMMAND " 
1 3 0 PRESET < 1 2 0 , 70 > : PR I NT # 1 , .. CAN Z OOM A L E T TE R "  

1 40 PRESET < 1 46 , 80 )  : P R I NT # l , " U P  I N  S I Z E .. 
1 5 0 FOR F� = 1  TO 6 

1 60 L I NE ( 0 , 0 )  - ( 1 1  9 , 1 9 0  > , 6 , B F  

1 70 FOR 6 � = 8  TO 8 8  STEP 4 
1 80 X l =G� / 2 + 5 : Y � =Gl / 2 + 5  

1 90 DRAW " C 1 5BM= X l ; , = Y l ; S=G� ; R3DL2DRDLDR2DL3U5 11 
200 N E X T  G� : NE X T  F l  
2 1 0  GOT02 1 0  

colours. Press F6 (SH IFT 
with F 1 )  to set the colours 
back to the normal white on 
blue display. 

This is how program 1 4  
works: in SCREEN 1 mode, 
the 256 characters are 
internally split up into 32 
groups of 8. When entering 
this mode or when changing 
colour with in the mode, all 
these groups are set to the 
same colour combination . 
This effectively gives two 
colours for all the 
characters. 

The area of memory 
where the computer holds 
the colour data is given by 
the BASE ( ) command. To 
change the colour of the 
numbers 0 to 7, you would 
change the colour of group 
6. This is calculated by 
taking the ASCI I  code of the 
first character in the group 
( ' 0 ' has ASCII  code 48). 
Then divide this number by 
8. After having calculated 
the group number ( in this 
case 6), simply VPOKE the 
colours required. In our 
example the command 
would be: 
VPOKE BASE (6) + 6,&HF1 .  

This wou ld make the 
numbers 0 to 7 appear in  
p ink (the hex code for pink is 
F) on black (hex 1 ) .  

Now try l isting the 
program and note that the 
numbers between 0 and 7 
wil l be in pink on black 
dotted all over the screen. 
Clever use of VPOKE and 
BASE will allow much more 
colourful displays in your 
own programs without 
having to use the high 
resolution mode. 

Re-lelining 
ehaflcfel'l 

This facility is available in 
screen modes 0 and 1 but 
again there is no description 
of how to do this in  the MSX 
specification. When you 
enter mode 1 , the character 
set data is copied from the 
MSC BASIC ROM into the 
Video RAM. Normally it 
remains unchanged, giving 
the standard 256 MSX 
characters, but it is very 
easy to change these 
characters into any shape 
you want. 

• Program 1 4  - multicolour characters 
1 00 SCREEN 1 : COLOR 1 5 , 4 , 0 

1 1 0 LOCATE 5 , 1  

1 2 0 PR I N T 11 ALL 256 CHARACTERS .. 
1 30 FOR Y =0 TO 1 5 : F OR X = 0  TO 1 5  
1 4 0  VPOKE BASE ( 5 ) + 3 2 * Y + X + 1 36 , X * 1 6 + Y  

1 50 NE X T  X , Y 
1 6 0 LOCATE 5 , 2 1  

1 70 PR I NT " MS X  USER MAGA Z I NE "  

1 8 0 FOR GK= 1 TO 2000 : NE X T  
1 90 FOR N= 1 T O  1 00 
200 FOR GK=0 TO 3 1  

2 1 0  VPOKE BASE ( 6 ) +GK , RN D < 1 > *256 
220 N E X T  GK , N  

Each character is made 
u p  of a square of 8 by 8 dots 
called pixels. Each of these 
can be either on or off. If a 
pixel is on it wil l  be 
displayed in the foreground 
colour. If it is off, it wi l l  be 
displayed in the background 
colour. Thus, it only takes 
one bit (Binary digiT) to hold 
information about one pixel. 
Since there are 8 pixels in  
every row of a character, 
each row takes 8 bits of 
memory (a BYTE) and 
because there are 8 rows in  
every character, each 
character takes 8 bytes of 
memory. 

The data for the 256 
characters is held 
sequentially in memory 
starting at the address given 
by BASE (7). The character 
data is held in the same 
order as the characters in  
the ASCI I  table. So, for 
example, the address in 
memory where the data for 
the letter ' G '  is held is from 
ASC ("G") *8  to 
ASC("G") * 8 + 7 (because the 
data is 8 bytes long). 

Let's say we want to 
change the shape of the 
letter G to a more 'chunky' 
letter. First we have to draw 
out what we want the letter 
to look l ike.  Below, we have 
used the letter 0 for a pixel 
that is on (binary 1 ), and a 
dot for one that is off (binary 
0). 

Line 0 . 00000 . .  
Line 1 00 . . .  00 . 
Line 2 ' 00 . . . . . .  
Line 3 00 . .  000 . 
Line 4 00 . . .  00 . 
Line 5 00 . . .  00 . 
Line 6 . 00000 . .  
Line 7 . . . . . . . . 



• Program 1 5  - bigger G 
1 00 SCREEN 1 

equ ivalent of .ooooo . .  is 7C. 
This means that in  l ine 1 20 
of program 1 5  we could 
change the number after the 
comma to &H7C. 

1 1 0 A l = B A S E < 7 > +ASC ( 11 6 " ) *8 
1 20 VPOKE A ' + 0 , & B0 1 1 1 1 1 0 0 

1 3 0 VPOKE A ' + 1 , & B 1 1 00 0 1 1 0  

1 4 0 VPOKE A l + 2 , &B 1 1 000000 
1 5 0 VPOKE A l + 3 , &B 1 1 00 1 1 1 0 

1 60 VPOKE Al +4 , & B 1 1 000 1 1 0  

1 70 VPOKE A l + 5 , & B 1 1 00 0 1 1 0  

1 8� VPOKE A % + 6 , &80 1 1 1 1 1 0 0  

1 9 0 VPOKE Al + 7 , &B00000000 

Program 1 6  displays the 
standard characters first 
then re-defines the WHOLE 
Alphabet into chunky letters. 
The three BEEPs in  l ine 1 80 
allow you to watch as each 
letter is changed - remove 
the BEEPs and then re-RUN 
the program to see how fast 
you can change the shapes. 
lt would very, very laborious 
to use 208 VPOKE 
statements, so a Note that the right-most 

column and the bottom l ine 
of pixels are al l  off. This is 
so that letters don't touch 
when placed together on the 
screen. Program 1 5  uses 
this information to redefine 
the letter G .  lt can be written 
in a more efficient form, 
using hexadecimal numbers 
instead of binary and using a 
FOR . . .  NEXT loop to read in 
and store the numbers. lt 's 
written in its current form to 
allow you to u nderstand it 
more easi ly .  Below are the 

• 
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hexadecimal equivalents of 
the binary numbers 1 to 1 6  
in  the pixel representation 
used above: 

0 . . . . 8 0 . . .  
1 . . .  0 9 0 . .  0 
2 . .  o .  A o . o .  
3 . .  oo B o .  oo 
4 . 0 .  . c 00 . .  
5 . o .  o D oo . o 
6 . oo . E ooo . 
7 . ooo F oooo 

To express an 8 bit binary 
n unmber in hex, you split it 
u p  into two groups of 4 bits 
and take the hex equivalent 
of those two groups. For 
example, the first l ine of our 
new letter G is  .ooooo . .  
Looking u p  the hex· for .ooo 
we get 7, looking up oo . .  we 
get C. So, the hex 

FOR . . .  N EXT loop is used to 
read in the 208 (26 letters * 

8 bytes) of data. This is split 
up into l ines 1 90-2 1 4 ,  each 
of 1 6  bytes; have a go at 
making u p  your  own 
characters and entering the 
data into the program. 
Remember, you can do no 
harm experimenting. To get 
back to the standard MSX 
characters, simply type 
SCREEN 1 and press 
RETURN.  

• Program 1 6  - 2 alphabets 

1 00 SCREEN 1 : COLOR 1 5 , 1 , 6 : W I DTH 29 
1 1 0 LOCATE ! , 7 : PR I NT 11 TH I S  PROGRAM REDEF I NES THE '' 
1 1 5 LOCATE 1 , 9 :PR I NT •• SHAPE OF CHARACTERS A TO Z u 

1 1 6 LOCATE 1 , 1 1  : PR I NT '' FROM STANDARD TO CHUNK Y . .. 
1 1 8 LOCATE ! , 1 6  :PR I NT 11 ABCDEFGH I JKLHNOPQRSTUVW X Y Z  •• 
1 20 FORGK= l  TO 3000 :NEXT GK 
1 50 RESTORE 1 90 : FDR FX= 1  TO 26 
1 6 0  FOR X%=0 TO 7 : READ A$ 
1 7 0  VPOKE FX*8+X%+5 1 2 , VAL ( 11 �H '' +A$ ) 
1 80 BEEP : BEEP : BEEP : NE X T  X % :NEXT FX : END 
1 90 DATA 7C , C6 , C6 , FE , C6 , C6 , C6 , 0 , FC , C6 , C6 , FC , C6 , C� , FC , 0  
1 9 1  DATA 7C , C 6 , C0 , C0 , C0 , C6 , 7 C , 0 , FC , C6 , C6 , C6 , C6 , C6 , FC , 0  
1 92 DATA FE , C0 , C0 , FB , C0 , C0 , FE , 0 , FE , C0 , �0 , FB , C0 , C0 , C0 , 0  
1 93 DATA 7C , C6 , C0 , CE , C6 , C6 , 7C , 0 , C6 , C6 , C6 , FE , C6 , C6 , C6 , 0  
1 94 DATA 3C , 1 8 , 1 8 , 1 8 , 1 8 , 1 8 , 3C , 0 , 3C , 1 8 , 1 8 , 1 B , DB , DB , 70 , 0  
200 DATA C6 , C6 , CC , FB , CC , C6 , C6 , 0 , C0 , C0 , C0 , C0 , C0 , C0 , FE , 0  
20 1 DATA EE , D6 , D6 , C6 , C6 , C6 , C6 , 0 , C6 , E6 , E6 , D6 , CE , CE , C6 , 0  
202 DATA 7C , C6 , C6 , C6 , C6 , C6 , 7C , 0 , FC , C6 , C6 , FC , C0 , C0 , C0 , 0  
2 1 0  DATA 7C , C6 , C6 , C6 , D6 , CE , 7C , 0 , FC , C6 , C6 , FC , DB , CC , C6 , 0  
2 1 1 DATA 7C , C6 , C0 , 7C , 06 , C6 , 7C , 0 , 7E , 1 8 , 1 8 , 1 8 , 1 8 , 1 8 , 1 8 , 0 
2 1 2  DATA C6 , C6 , C6 , C6 , C6 , C6 , 7C , 0 , C6 , C6 , C6 , C6 , C6 , 6C , 38 , 0  
2 1 3  DATA C6 , C6 , C6 , C6 , D6 , D6 , EE , 0 , C6 , C6 , 6C , 7C , 6C , C6 , C6 , 0  
2 1 4  DATA 66 , 66 , 66 , 3C , 1 8  , 1 8  , 1 8  , 0 , ·FE , 6 , C , 1 8  , 30 , 60 , FE , 0 

$9 



Varia!Jiel Ulei 
X, V 
G 
S$ 
s 
GA 
S$ 

coordin�tes �o;
o�r�a�s x coo�dmat�

e definition used In sp� l 
tests joystick 
speed of rats 
score 

1 0  
20 
30 
40-60 
70 
80-1 1 0  . 

1 20-130 
1 40 
1 50 

1 60-1 70 
80 
90 
00-2 1 0  

220 

230-240 
250 
260 
27:0-320 
330-400 

turn off messages and set variables choose screen mode and define colours 
allows writing on hi-res screen defines sprites draw factory floors draw poles 

sprite collision detection test cursor keys sound effect. . .  very simple and could be 
changed to suit move Fred left or right go down goles move Fred 

move rats 
sound effects ott . • .  remove or change to suit 
yourself 
move more rats jump back to test joystick sprite definition DATA lose game 

Slide down poles 



I l 
' 

, 1 0  I<E YOFF : S%=0 : Z = 1 0  

I 2(1 
! 30 

SCREEN 2 , 0 , 0 : COLOR 1 0 , 4 : 6=20 : H= 30 : 6A=2 
OPE N '' g r p : '' FQR OUTPUT AS # 1  

' 

• 

• 

40 RESTORE : FOR X = 1  T O  8 : READ D : S$=S$ +CHR$ < D > : NE X T : SPR I TE$ < 1 > =S$ : S$= 
u u 'I 

' 50 S $= " " : F OR Y= 1 T O  8 : READ D : S$=S$ +CHR$ ( D J : NE X T  Y : SPR I TE$ ( 2 J =S$ : SPR 
I T�$ ( 4 ) =S$ : SPR I TE $ ( 6 J =S$ : SPR I TE$ < 8 > =S$ : SPR I T E $ ( 1 0 > =S$ : SPR I TE $ < 1 2 > =8$ : S  
PR I·TE$ < 1 4 >  =S$ · 

• 

60 S$= " " : FOR Y= 1 T O  8 : READ D : S$=S$ + CHR$ ( D J : NE X T  Y : SPR I TE$ < 3 > =S$ : pPR 
I TE$ < 5 > =S$ : SPR I TE$ < 7 > =S$ : SPR I TE$ ( 9 ) =S$ : SPR I TE $ ( 1 1 > =S$ : SPR I T E $ < 1 3 ) =S$ : S  

1 

PR I T E$ < 1 5 ) =S$ 
70 F OR X = 1 0  T O  1 90 S T EP 1 0 : L I NE l O , X , - t 2 55 , X )  , 1  : NE X T : X = l O : Y = O  
80 L I NE < 1 00 , 1 0 > - < 1 0 2 , 20 > , 7 , BF : L I NE ( 1 5 0 , 30 > - < 1 52 , 50 > , 7 , BF 
90 L I NE < 22 , 60 > - < 24 , 80 )  , 7 , BF : L I NE < 1 70 , 90 > - < 1 72 , 1 1 0 > , 7 , BF 

1 qo · L I NE < 1 2 2 , 1 20 J - ( 1 24 , 1 40 > , 7 , BF : L I NE < 70 , 1 50 > - < 72 , 1 70 > , 7 , BF · 

1 1 0 L I NE < 1 22 , 80 ) - ( 1 24 , 1 00 ) , 7 , BF 
1 20 SPR I TE ON 
1 30 ON SPR I T E 60SUB 2 7 0  
1 40 S=ST I CI< < O >  
1 50 SOUND 8 , 5  
1 60 I F  S=3 THEN X = X + Z : I F X >247 T HEN Y=Y + t O : X = O : I F  Y > 1 80 THEN 

: GA=6A+2 : Y=O : X = 5  ' 
1 70 I F  S=7 T HE N  X = X - Z : I F  X < O  THEN Y=Y- 1 0 : X = 255 : I F  Y < 1 0  THEN Y=O 
1 80 I F  < S= 4  OR S=5 OR S=6 > THEN 60SUB 330 
1 90 PUT SPR I T E 1 , ( X  , Y )  , 1 , 1 

• 

200 PUT SPR I T E 3 , < 6 , H > , 1 4 , 3 : PUT SPR I T E 2 , < 6-8 , H > , 1 4 , 2 : PUT SPR I T E 5 , ( 
6- 1 0 , �+ 4 0 > , 1 5 , 5 : PUT SPR I TE 4 , < 6- 1 8 , H+40 > , 1 5 , 4 : 6=6+6A : 

2 1 0  PUT SPR I T E 6 , < -G , H+50 > , 1 1 , 6 : PUT SPR I TE 7 , < -6+8 , H+50 ) , 1 1 , 7 : PUT SP 
R I TE 8 , < -6 + 4 0 , H+90 > , 5 , 8 : PUT SPR I T E 9 , < -G + 4 8 , H+90 > , 5 , 9  

220 .. SOUND 0 , 0 
230 PUT SPR I T E 1 0 , ( -6 + 1 50 , 20 >  , 2 , 2 : PUT SPR I T E 1 1 , < -6 + 1 58 , 20 > , 2 , 3 : PUT 

�R I T E  1 2 , < -G + 7 0 , 1 4 0 > , 1 2 , 1 0 : PUT SPR I T E 1 3 , < -6+78 , 1 40 > , 1 2 , 1 1  
240 PUT SPR I T E 20 , < G+ 2 00 , 1 30 > , 1 3 , 3 : PUT SPR I T E 1 4 , < 8 + 1 92 , 1 30 )  , 1 3 , 2 : PU 

T SPR I T E 1 5 , < 6- 1 1 0 , 1 60 > , 1 5 , 5 : PUT SPR I T E 1 6 , < G - 1 1 8 , 1 60 J , 1 5 , 4 : G=G+GA 
250 GOTO 1 40 
260 DATA 28 , 28 , 8 , 1 2 7 , 8 , 20 , 34 , 65 , 0 , 0 , 7 , 1 59 , 1 9 1 , 1 27 , 5 1 , 1 6 , 0 , 0 , 8 , 2 1 6 , 24 

, 254 , 36 , 32 . 
270 SCREEN 0 :  PR I NT " You 1 ose . . .  you h a v e  scor ed " ;  S% 

· 

280 LOCATE 0 , 20 : PR I N T " Do you want t o  p l ay a g a i n < Y I N >  ? "  
290 A$= I NKEY$ 
300 I F  A$ = "  N "  OR A$= " n "  THEN CI,.-S : PR I NT "  Goodb ye . " : END 
3 1 0  I F  A$= " Y "  OR A$= " y "  THEN RUN 
320 GOTO 290 . 
330 I F  Y=O AND < X >94 AND X < 1 04 > THEN Y=20 : RETURN ELSE I F  Y=O THEN RE 

I F  Y = 20 AND X > 1 45 AND X < 1 55 THE N  Y=50 : RETURN 
I F  Y=50 AND X > 1 3  AND X < 2 3 T HE N  Y=80 : RETURN 
I F  Y=80 AND X >85 AND X < 95 THEN Y= 1 1 0  
I F  Y= 1 1 0 AND < X > 1 1 4  AND X < 1 24 >  THEN Y= 1 40 
I F  Y= 1 40 AND X >65 AND X < 75 THEN Y= l 70 
I F  Y=70 AND < X > 1 1 7  AND X < 1 27 >  �HEN Y= 1 00 
RETURN 
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.. 
· ou remember, 
fore you bought 
ur  MSX, when you 

e to play games l i ke 
uences? In  this 

ve n you have two 
options, either �llow the 
computer to use the OAT A 
held in  memory to create the 
stories or enter the DATA . . 

from the keyboard (don' t  
forget MSXs bui lt-in AUTO 
CENSOR! - Ed) . When the 
program is RUN,  a menu is 
displayed. Press the 
appropriate letter to make 
your choice . . 

. . 

20 clear string space for words 
select colours and screen mode 
DIMension arrays 

VariaiJ/e� u1ei 
30 
40 
50 
60-1 1 0  
1 80-220 
240 
250-280 
290 
300-320 
330-520 
530 

titles 
main menu 
print story 
title . 
make up story 
print story 
use DATA in computer's memory 
enter DATA from keyboard 
DATA for stories 

M$(x) 
F$(x) 
L$(x) 
S$(x) 
V$(x) 
C$(x) 
W$(x) 
G$ 
A$ 
NO/o 

boy's name 
girl's name 
place name 
he said 
she said 
the consequence is 
the world said 
wait for key pressed 
option from menu 
pointer for word 

1 0  REM * *  Con s e q u en c e s  • • •  a g a me f or M S X  Comp u t er s * *  
2<) CLEAR 5<)(H) · 

30 KEYOFF : SCREEN 0 :  W I Dl··� 4 0 : NX=O : COLOR 4 , 1 5  
4 0  D I M  M$ ( 6 0 ) , F$ ( 60 > , L$ ( 6 0 )  , S$ ( 60 ) , Y $ ( 60 >  , C$ ( 6 0 >  , W :� ( 6 0 )  
5(> GOSUB 2 4 (> 
6() F'R I f\J T : F'R I NT : PR I N l' " F'r e s s  : - " 
7 (> F'R I N T : F'R I N'f " E .  T o  en t e r n e\1� t e �·! t  a t  t h e  k ey b o a r d " 
BC> F'R I N'T : F'R I N T : PR I N T " M .  l·o l o ad t e �·{ t f r om t h e  c om p Lt t er ' s  

mor y "  
• 

9 <) F' R I N T : F· R I N ·r " Q • T o  q Lt i t " 
l (H) F'R I N 'f : F'R I Nl' " A .  T o  a d d  t o  t h e  e>t i s t i n g t eH t "  
1 1  () A$= I I'J�< E Y $ : I F  A$= " q "  (JR A $ = " Q "  THEN C L S : END 
1 2<) I F  A$= ..  m "  OR A $ =  . .  M "  THEN GO SUB 3C>O : GOTO 1 8C, 

me 

61 MSX User January 

• 



1 �3(> F· = R N D  < 1 > 
1 4<) I F  A $ = " e ., OR A$= " E 1 1  1" HEf\J N'Y.=c) :  GOTO 3 3 (> 
1 5() I F  < A $= " a 11 OR A :t: = " A " ) AND N/.=(> THEN GOSUB 2 4 () J F'R I NT " YoLt h ave n o  

t e>t t t o  a d d  t . ' " : FOR X =  1 TO l. (>(H) : I'JE X l. :  GOTO 5() ---- :l �� A 
. . 

R A$= 1 1  A 1 1  THEN GOTO 3 :30 
1 v �() tao , .. o . . 
1 80 GOSUB 2 4 0 : GOSUB· 25C> : GOSUB 29C> 
1 9C) F*R I N "f : F·R I Ntr : F· R I NT " D o  yoLt w a n t  a n ot h er g o  < y l n > ? 11  
2(H) A :$ =  1 N �::: E Y,$ : I F  A :f. = " y "  OR A$= " Y 1 1  1"1-iEf\J 1 8(> 
2 1  c) I F  A:t.= " n  " o•� A $ =  1 1  N "  THEN 5c) 
22C> Gcrro 2 C>C> 
,., ""!t" · END .._ . .::. () 
24(> CLS : L OCA'fE 8 ,  '2 •. F'R I "''1. " C  " F R I  "'1T c E 'T UF" N - "'' n s e q Ll e n c e s : ·· �'-' : P! _ ·< 

• 

2 50 M$=M $ < I N�(RNB < · . = � :t < I N T < RN D < l > * N% > + 1 > : S$ = S $ ( I NT < RND < 1 >  
. :-·-.--. . 

*Ni:. ) + 1 � >,� .. �' Y :t=:� C !�* �? R :==:;;;=· :"'""' C$ < I N·r < RND < 1 > *NI. ) + 1 > : W$=W$ < I NT ( RND < 
1 > *f'l% >

,
t 1 J : t.:JI=L$ f l N T  . _, , 

. .  

26C> ·-S t:.1:'= = M $H- "  m�tt 1 1  _ _ $ + C  ... R :� ( .,. >. +CHR:t. < � J: 3 > + " At " + L $ +CHR$ ( 1 C> > +CHa:t < 1 3  > � .. 
�--'�-ie s a i a t o  h er ,� ' " £8$ ·'· :.• +CHR$ ( O > �CIM�R $: � · 1 :3: > 

2 7 C> S ·r $ = S T $ -+· " S h e s a  i d t o h i m , ' " + Y $ ·+- " I " + c �·iR $ < 1 C> > + c �·� r� $ < 1 3 > -+· . . 1· h e c on s e  q 
uen c e  w a s  : - '· '  +C$+CHR$ ( 1 <) > +C,..iR$ ( 1 :3 > ·+- •• An d t h e  wor· l d s a i d · 1 1  + W:$ 

28C> R E 1" LJRN 
290 PR I N T S T $ : RE TURN 
300 N %= 5 : RESTORE : F OR 1 = 1  1"0 5 
3 1  CJ : RE A D  ,.1 $ (�l > , F $ ( I ') , � $ < I ) , S $�,. I > , Y $ < I�) , C $ < I > , W$ ( I > 

lE X T : R E  .T._RI\1 . « , ... ;·. · .. ,., . *= . .::-.,:, . 

• 

OSUEt 2 4 ly, l;*f=- R l: �: ir :  .. rtrf=: r�·F:R I Nf "· En -": d a t·a i .'\ er s e  < Ma k e  s Lu': e  •'o . . & .. , .. .. t.-J c a; ;, . • 

·==· t t h e  � ::='P· S  i oc ��� · g n t  ,.,,:i:Z $f;:?- P f  f > • • 
340 F O R  T= 1 T O  l OOO � N X T  T 
350 N % = N % + 1 : GOSUB 2 4 0  
36t) I F'  NI. >5C> THEN N/.::5 (> : F'F� I NT : F'R I N'f : F'R I N·r " My memor y i s f Lt 1 1  � 1 1  : FOR ·r= 

1 TO 1 000 : NE X T  T : RE TURN . 
37() F'R I N T : I NPu·r " Bo y  'flir<?f, a me ·' ;� M :.t- < N I. )  

%"{ • 

38<) F·R I N .T :  I NPU'f " G i  tr l�s n a me :t:)..:. u ;  F $  < NI. >  
·<· � .· • 

3 9t) x PR I NT :  I NF'UT " F· l a c e  n a me : ....::_" ; l_ $ ( N/. )  . . 

4(H=,� ,p � I N·r :
�

!. J-U T
_ 

... l-ie s .· ._.d . · .. : - :, � 
.

. ; ,,_S :f: < N% �,�,: 
4 1 (it.l\ 1:::· R I N � •· · . .  1::..:..-r-. , t T\11 s h . d . • . . · y .• ( 1\.l�.l) :X=�- ' 
42� �R t NT ; ��(ff,"

•
'
· fh e" · 

. .  
n Se

,
� <+ w:s

··�; ; C$ ( 1\1% )  

43(> F·R I N l' : I 1\IF· U T " 'T h e  wor 1 d s a i d : - " ; W$ < t"'Y. > • 

440 I F  LEN < M$ ( N /. ) ) �·LEN < F $ ( N % ) ) �·LEN < L $ ( N% ) ) +LEN < 9$ ( N/. ) ) +LEN < Y :$ ( N% > > +L 

EN < C $ ( N/. ) ) +·LEN < W$ < N % > > > 1 60 THEN PR l Nr • • v our t ex t i s  t oo l on g . Tr y a g a i n 
" ·:  FOR dJ-:;:: .1 T O  1 (H)(> : NE X T :  G(J T O  37() 

�::::�-==:{:::.:. 
· 45(> $% 1=- R I N T : F'R I NT "  I s  t h i s c or r ec t  < Y  I N >  ? "  

460 G:f= I NI< E. Y $ : I F  G� " n  .. OF( a$·�· t ' N " THEN 3 7() .............. . .. ,. 

47(> I F  G$ = u y u  OR G$= " Y 11 1"HEN . GOSUB 240 : GOTO 49 Cl 
.:.. ;: 

.___, �SO GOTtJ 4 
,,, 

I . ... :;;.,.. 49f)t0f?.� l  N 't  � _,:... • .  ,;:· l £?.�;. �� \>1 1' " D o . • 

5()() .·.z,., G :t= I Nt< : F G*- = 1 1  y ' 1 0 

.: ;.: 

5 1 () I F  G$= .,  n "  OR G:t.= 1 1  N 1 1  T ��EN GO'TO 1 8C> 
5 2 (> GOTO 5 (H) 

,., . .  * 

530 D A T A  Ton y B e n rl , T w i g g y , S i d ' s  C a f e , ! wan t t o  k i s s y ou , Never ! , t hey 
el oped , We g t.t e  ed � Q = ···.::.: .• , 

54(> D A T A  A w' ·Llr SC ci\ . ··,·, ��,� 1 1 ' Mr s;f:f!:�· h· a t c h e r  ' m i d n i g h t  o n  t h e  b a l c o n y ' Wh a t  I s 
a n i c: e  g i r l  1 k e  y ou" o i n g  i n·· ·:'·\C\ p l a c: e  l i k e t h i s , Come Ltp a n d  see me · so 

••• ",J'.r"" 

met i me , s h e  s l a p p ed h i m  a c r o s � . t h e  f ac e , I t ' l l  e n d  i n  t e ar s . 
55t) D A T A  �:: i lj_g K on g , '', r- b ar a Wq,�d h oLt s e , Emp i r· e St.,,a t e s  BLt i l _d i  n g , G g g g r � r r  

, Wa 1 �� i e s ' T h ey r;;::;: � �=.:� 1 ·i ': .:, ·:. · · e " I t::l�;· � · . y oLt s o  :: \ : . . ,., , « · . . ,��- • < ,,> - �  

560 DAl' A  Bug s Bun n y , Nor a Ba t t y , Th e  Rover s Ret ur n , Wh a t s  up d oc ? , Get a 
way w i  t t1 yoLt. , a p Ltn c h  Ltp , I t o l d yoLt so 

570 DATA F r e d  Gee , Sue E l l en , b eh i n d t h e  b i k e  s h ed s , Wh a t ' s  up ? , I  p r e f e 
r Bob b y , s h e  r an away , y o u  n ever c a n t e l l ! 

MSX User January 

l 
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PttJgram BtealtdtJwn 

ou 've just been given 
a job as a stunt man 
on a new movie and 

must practice your  driving by 
j umping over airplanes, 
moving boats, fences and 
u nderneath an evil bone 
crusher. Each screen you 
complete increases your 
score by one and makes 
your engine run faster, so 
your next stunt is more 
difficult. 

There are just 3 controls 

s - brakes 
• • 

J - JUmp 
accelerator 

30 

40-50 
60 
70-1 50 
1 60-200 
2 1 0  
220 
230 
250-270 
290 
300 
31 0-320 
330 
340 
350-360 
370-390 
400 
41 0-420 
430 
440-540 

allows printing of text on graphics 
screen 
set variables 
select screen mode 
sprite definition 
draw lines 
detect space bar 
set variables 
detect sprite collisions 
place stationary sprites 
start location for car 
play music (?) 
move car 
change co-ordinates 
detect key for braking (s) 
move boat and bone crusher sprites 
change co-ordinates 
jump routine 
go back to move car 
accelerate 
crash routine 

space bar 
Vatiab/eg 111ed 

NOTE 
1 you can only jump if your  
wheels are on the ground,  
2 the printer used to l ist the 
program prints the hash sign 
as £ (pound). You should 
make sure that these are 
typed in  correctly (SHIFT 3) . 
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S0/o 
X0/oVO/o 
Fo/oG0/oTO/o 
Z0/o 
KK0/o 
A$ 
DPXV 
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score 
co-ordinates of Stunt Man 
movement of sprites 
speed of Stunt Man 
check if Stunt Man is jumping 
sprite definition 
general variables in loops 
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10 REM Stunt Man an arcade game f or MSX Computers ** .. 
20 REM ** Steve W. Lucas October 1 984 ** 
30 OPEN 11grp : 11 FOR OUTPUT AS £ 1  
40 SY,=O: P=2: GY.=20 
50 DIM Z$ ( 20 >  
60 SCREEN 2 , 0 , 0 : KEYOFF 
70 REM ** Spr i te def i n i t i on ** 
80 FOR X = 1  TO 1 6 : A$= 11 " : FOR V=1 TO 8 
90 READ D: A$=A$+CHR$ C D > : NEXT : SPR I TE$ C X > �A$ 

100 NEXT 
110 REM ** data for spr i tes ** 

� 

120 DATA 1 , 1 , 1 , 1 , 255 , 1 27 , 63 , 3 1 , 1 28 , 224 , 0 , 0 , 25� , 234 , 252 , 248 , 0 , 1 28 , 1 43 
,241 , 253 , 1 27 , 3 , 2 , 0 , o , o , 8 , 232 , 252 , 8 , 8  

130 DATA 0 , 0 , 1 5 , 24 , 1 27 , 2S5 , 24 , 24 , 0 , 0 , 1 92 , 48 , 2S2 , 25� , 24 , 24 , 7 , 28 , 1 5 , 9 ,  
9 , 4 , 4 , 3 , 240 , 1 56 , 248 , 7 2 , 72 , 1 6 , 1 44 , 224 

140 DATA 247 , 0 , 0 , 3 , 1 4 , 1 0 , 1 1 , 25 , 1 6 , 128 , 1 28 , 224 , 56 , 40 , 236 , 1 96 , 1 32 , 255 , 
136 , 255 , 1 36 , 255 , 255 , 24 , 24 

150 DATA 255 , 1 33 , 255 , 5 , 255 , 255 , 1 2 , 1 2 , 1 , 3 , 3 , 3 , 1 5 , 25 , 56 , 58 , 1 92 , 224 , 224 
,224 , 248 , 204 , 1 4 , 1 74 , 49 , 5 1 , 3 , 3 , 2 , 6 , 4 , 1 2 , 1 98 , 230 , 224 , 224 , 32 , 48 , 1 6 , 24 

160 L I NE < 0 , 20 > - C255 , 24 > , 7 , BF 
170 L I NE C 0 , 60 ) - C 255 , 64 ) , 7 , BF 
180 L I NE C 0 , 1 00 > - C 255 , 1 0 4 > , 7 , BF 
190 L I NE C 0 , 1 40 ) - C 2SS , 1 4 4 > , 7 , BF 
200 L I NE C 0 , 1 80 > - < 25S , 1 8 4 > , 7 , BF 
210 STR I S C O >  ON 
220 FY.=400 
230 SPR I TE ON 
240 ON STR I 8  GOSUB 430 
250 PUT SPR I TE 4 , < 1 33 , 1 0 > , 1 3 , 4 : PUT SPR ITE 3 , < 1 25 , 1 0 > , 1 3 , 3  
260 PUT SPR I TE 1 1 , C 202 , 90 > , 1 0 , 1 1 a PUT SPR I TE 1 2 , < 2 1 0 , 90 > , 1 0 , 1 2 
270 PUT SPR I TE 1 5 , C 45 , 1 7 0 > , 2 , 1 5 : PUT SPR I TE 1 6 , < 53 , 1 7 0 ) , 2 , 1 6 
280 ON SPR I TE GOSUB 440 
290 XY.= 1 0 : YY.= 1 1  
300 PLAV''ccdcedcf dcdc '' 
310 PUT SPR I TE 2 , C XY.+8 , YY.-KY. > , 1 , 6 : PUT SPR I TE 1 , C XY. , VY.-KY.> , 1 , 5 
320 I F  XY. >250 THEN XY.=O: YY.=YY.+40 1 I F  YY. > 1 80 THEN VY.= 1 1 : SY.=SY.+ 1 : P=P+ 1 :  

Z7.=Z%+1 
330 XY.=XY.+ZY.: T7.=TY.+2 
340 A$= I NKEY$: I F  A$= " s "  OR AS=''S" THEN ZY.=ZY.- 1 :  I F  ZY.< 1 THEN ZY.=O 
350 PUT SPR ITE 6 , C TY.+8 , 50 > , 1 5 , 2 : PUT SPR I TE 5 , CTY. , 5 0 > , 1 S , 1 
360 PUT SPR I TE 7 , C 1 02 , 1 20+ I NT C FY./S0> > , 1 4 , 7 : PUT SPR I TE S , C 1 1 0 , 1 20+ I NT 

<FX/50> > , 1 4 , 8  
370 FY.=5+FY.-6Y. : I F FY.<-400 THEN 67.•-20 
380 I F  FY. >400 THEN 67.=20 
390 KKY.=KK7.- 1 0 : I F  KKY.< 1 THEN KKY.=O 
400 I F  CA$=11 j 11 OR A$= " J 11 )  AND KKY.=O THEN KKY.•900 
410 KY.= I NT CKKY./50> 
420 SOTO 3 1 0  
430 SOUND 7 , 5 : SOUND 8 , 7 : SOUND 6 , 9 : ZY.•ZY.+P: RETURN 
440 CLS: PRESET C 70 , 35 )  : STR I S < O >  OFF : SPR I TE OFF 
450 PR I NT £ 1  '� " C  R A S H "  
460 PRESET C 1 0 , 70 > : COLOR 1 5 : PR I NT£ 1 , "you scored a - " : PRESET ( 1 20 , 70 > : �� 

PRINT £ 1 , SY. 
470 PUT SPR I TE 1 , C 0 , 0 > , 0 , 1 : PUT SPR I TE 2 , C 8 , 0 > , 0 , 2  
480 PUT SPR I TE 3 , C 1 00 , 20 > , 0 , 3 : PUT SPRITE 4 , < 1 08 , 20 > , 0 , 4 : PUT SPR I TE 5 

, < 1 1 6 , 20 > , 0 , 5 : PUT SPR I TE 6 , < 1 26 , 20 > , 0 , 6  
490 PRESET < 0 , 180> : COLOR 1 : PR I NT£ 1 , " Do you want another game < Y I N > ? 

,-r , . .  ,. I ... ,i r 
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I 
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500 Z%=0 
510 A$= I NKEV$ 
520 IF A$= " y "  OR A$= " Y "  THEN CLS: SOTO 1 60 
530 I F  A$= 11 N" OR A$= " n "  THEN END 
540 SOTO 5 1 0  
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Jim IJregtJty ilemi111 
IJIIiienfll 111iienfl 

- -------

ast month I was happy to bring you the story of MSX to 
date i n  a general positive sort of way. But this month 

e need to put things in  perspective and to be aware 
that all is not roses in  the MSX garden. First of al l ,  I 'm  
beginning to wonder how many people who buy computer 
magazines can read, or at least understand English (MSX 
Users excepted - Ed). 

For example; one company is currently runn ing an ad 
which i nvites people to send off for an MSX Launch pack. 
Now, wouldn't you th ink that by this time, people would 
know what MSX is? You'd be wrong 'cos at least 250/o of the 
letters received are from non MSX owners. They al l  say 
something l i ke:  " Can you send me details of MSX 
software for the Spectrum?"!  

I sometimes think that the world is ful l  of micro WALLIES 
who believe that the Spectrum will run anything. Well the 
cruel fact is that all the owners of non MSX machines are 
out in  the cold. Or if I really must spell it out for anyone who 
sti l l  can 't get it through their ports: MSX IS ONLY 
COMPATIBLE WITH MSX. OK, lets really hammer it home: 
MSX software does not work with the Spectrum, the BBC, 
the CBM 64, the Dragon, the VIC 20 or ANYTH ING that 
hasn't got the three magic letters on it - OOPS I came close 
there, I bet someone might get the idea that any three letters 
wil l  do. NO THEY WILL NOT . . .  if it doesn't say MSX on the 
computer, then it isn't MSX. 

Some hopeful computer manufacturers are even 
encouraging the situation because their machines 
MSX and don't want to be left out. The Tatung Ei 
not MSX but its salesmen are happily saying th-�'"'-�·-�'l'> 
hardware MSX compatible - because it uses oJ�-· 

same bits inside. They're even promising a 
but unti l  you see MSX on the machine it i · 

machine. 
NelltJ TIJIII - irtJppei a 

Not that MSX manufacturers ar 
their advertising. Take a close I 
advert. See what I mean . A few 
ad in  support of their bel ief th 
interchangeable! When I tell t 
they say ' ' but it says it's got a 
BBC and it says that it � ... . -

they add tr iumphantly ' '  
cartridge slot is the 
admit that when I rea 
comments, I could 
idea. 

The list also con 
wrote the copy -
has a bui lt in p 
is an 'external' 
that Toshiba h!;I,.,Q' 
surprisingly, it 
one Tosh,  Sir C l  

• campa1gn 
authority m 
and Spectr '""''lili& 

lt seem 
convinced- the 
and the JQg,,. 
Publ ic d 
it's a n 
trade 

In  f 
large 
ask 
feat 



was the reply - but thars not al l  folks. 
Just the other week I was the proud recipient of a 

telephone sales call from a young advertising executive wh 
announced ' 'Our magazine is bringing out a special M 
supplement" .  "Great" I said "What is MXS? He 
to be able to answer ' 'A sort of Japanese BAS 
computers l ike th� Spectrum and CBM 
same tapes" .  I cou ldn't help mi lking th 
work with VHS?" I asked, enjoying 
will do with an adaptor . . .  ' '  Need 
interested in  his magazin 

No one wil l  believe this 
since he now knows t 
that we were app 
want to stock 
MSX we ea 
market a 
distribu 
p 



nee u pon a time there 
as a miller who was 

so poor that when he 
died, all he left was his mi l l ,  
his donkey and his cat. The 
mi l l ,  of course, was left to 
the eldest son, the donkey to 
the second son and all that 
remained for the you ngest 
son was the cat. Now, this 
was no ordinary cat and you 
can imagine the reaction of 
the miller's son when the cat 
spoke to h im:  " Find me a 
leather bag and a pair of 
Doe Marten's boots and I ' l l  
solve all your  problems, dear 
master", it said. Being a 
naive sort of chap, the 
mi l ler's son agreed . . .  

I n  this version of the 
famil iar panto tale, the 
computer plays the role of 
Puss and you are the 
mi l ler's youngest son .  You 
must give Puss instructions 
as to what you want to do in 
the form of two word 
sentences or just a single 
letter (N,S,E,W). Remember 
that cats have a very l imited 
vocabulary, even cool cats, 
and if Puss doesn't seem to 
understand you ,  try another 
approach. This game follows 
the plot of the fairytale very 
closely and if you get stuck, 
you could always try reading 
the book. Although,  typing 
help will sometimes give you 
a clue. Don't forget! Lower 
case only. 

Vatis!Jie� u1ei 
P0/o 
V$(X) 
SO/o(x,y) 
UO/o 
AA-AZ 
Q$(x) 
G$(x) 
N$(x) 
Z$,C$, B$,D$ 
L$ 
EO/o ,FO/o 
N°/o(x) 
Bo/o(x,y) 

current location 
inventory 
holds map 
check if you are carrying the ring 
flags 
locations 
objects 
words understood 
action 
second word entered 
check for objects 
pointer to words understood 
pointer to objects 

''"""' BtealttiiJWII 
1 0-90 

1 00-500 
1 20 
1 30-200 
21 0-240 
250 
260-540 
51 0-550 
560 

• 

initialise screen mode, variables and 
arrays 
main control loop 
describe location 
describe directions 
describe objects 
input action 
select subroutine 
win game 
subroutines for actions 
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260 I F  C$= " as k " OR C$= " say " OR C$= " t a l " THEN GOSUB 1 640 

270 I F  C$= " l oo "  THEN K= 1 ELSE I F  C$= " sc o "  THEN K= 1 : GOSUB 1 220 ELSE I 

F C$= " eat " THEN K= 1 :  PR I N T "  I '  m abso l ut e l y f u l l and c a u l  dn ' t eat an at -----...... _J 

her th i ng ' "  

:.e:80 I F  C$= " r ub " THt:.N PR I NT " Don ' t b e  r i d i c u l ous ! " : K= 1  ELSE I F  C$= " d r i  

" THEN PR I N T " I ' m  not t h i r s t y  at t h e  moment t h a n k  you ' " : K= l  ELSE I F  C$= 

" t f l r H T HEN PR I NT " I ' m  n ot t hr ow i ng an y t h i ng here ! " : K= 1  

290 I t- C$= " h e l " THEN K= l : GOSUB 1 230 
300 I F  C $= " r u n "  THEN K= 1 : GOSUB 1 :":80 ELSE I F  C$= " wea " OR C$= " tr y "  THE 

N k = 1 : G03UB 1 400 
3 1 0  I F  C$= " p r a " OR C$= " c r y "  THEN K= l : GOSUB 1 1 60 ELSE I F  C$= " ph o "  THE 

N PR I NT " Don ' t  b e  absurd ! " : K= l  
:<;20 I F  ( B$= " n " OR D$= " g o  n " >  AND S'Y. < P% , 1 > >0 THEN P'Y.=S'Y. < P% , 1 > : 1<= 1  

:":30 I F  ( B$= " s "  OR D$= " go s " ) AND 

:0::40 I F  < B$= " e "  OR D$= " go e " } AND 

350 I F  ( B$= " w "  OR D$= " go w " > AND 

S'/. ( P% , 2 > >0 
S'l. < P% , 3 ) >0 

S'l. < P % , 4 > >0 

THEN 
THEN 

THEN 

P'Y.=S'Y. < P% , 2 > : 1<= 1  

P/.=S% < P% ,  3 ) : 1<= 1 

P'Y.=S'Y. < P % , 4 > : 1<= 1 

E I t- B$= " r e "  THEN PR I NT " Ca t s  c an ' t  r ead vou k now ! " : f0::= 1  ' 

ELS 

360 I F  < B$= " n "  OR B$ = '· e "  OR B$= " s "  OR B$= " w "  > AND K=O THEN PR I NT "  I c 
an ' t  g o  t h a t  way ! ;' : 1<= 1  

370 I F  C$= " en t " OR C $= " d i n "  OR C$= " f ee "  OR C$= " l un "  OR C$= " b an " THEN 
K= 1 : GOSUB 1 7 1 0  ELSE I F  B$= " f u "  OK B$= " p i " THEN 1<= 1 : PR I NT " Don ' t  b e  so r 

ude � "  ELSE. I F  C$= '' 1 ; i d "  THEN l<= l : GOSUB 1 590 

380 I F  C$= '' b u y '' THEN K= 1 : PR I NT '' Wh a t  do you t h i n k I am •
•

• made of man 

ey? " ELSE I F  C$= " i nv "  THEN K= 1 : GOSUB 1 040 ELSt:. I F  C$= " r ow " OR C$= " sa i " 

THEN K= 1 : PR I NT " I don ' t  h ave a boat " 

390 I F  B$= " up "  OR C$= " c l i "  OR D$= " go u "  THEN K= 1 : GOSUB 560 ELSE I F  C 

$ = " d ow "  OR D$= " go d "  THEN K= l : GOSUB 580 
400 I F  C$= " out " OR D$= " go o "  THEN K= l : GOSUB 600 ELSE I F  C$= " i n "  OR D 

$= " go i "  THEN K= l : GOSUB 6 1 0  
4 1 0  I F  C$= " was " THEN PR I NT " I ' m  n ot a ser vant you k n ow ' " : K= l  ELSE I F  

C$= " pus " THEN GOSUB 1 340 
420 I F  C$= " d an "  THEN PR I NT " O . K .  I d a n c e  b u t  nobody seems t o  pay a 

ny a t t en t i on . " : !<= ! ELSE I F  C$= " r i d "  OR D$= " go r "  THEN PR I NT " not yet ! " : 
1<= 1 

430 I F  C$= " wa i " THEN 1<= 1 : GOSUB 1 350 ELSE I F  C$= " j um "  OR C$= " d i v "  THE 

N K= 1 : PR I N T " NOT L I KELY . I N I GHT BREAK M Y  NECK ! "  

440 I F  C$= " get " OR C$= " t a k " OR C$= " gr a "  THEN K= 1 : GOSUB 750 ELSE I F  C 

$= " dr o "  OR C$= " I ea "  OR C$= " put " THEN K= l : GOSUB 960 
450 I F  C$= " swe " THEN K= 1 : PR I NT " Don ' t  b e  s i l l y ! " ELSE I F  C$= " op e "  THE 

N K= 1 : PR I NT " Not yet ! "  ELSE I F  C$= " un l " THEN K= l : GOSUB 1 560 

460 I F  C$= " k i s "  THEN K= 1 : GOSUB 1 070 ELSE I F  C$= " g i v "  THEN K= 1 : GOSUB 

1 080 
470 I F  C$= " sea " THEN K= 1 : PR I NT " I  h aven ' t  f ound anyth i ng h e r e ! "  ELSE 

' 
I F  C$= " k i l "  OR C$= " h i t "  OR C$= " de s "  THEN K= l : GOSUB 1 090 

480 I F  C$= " sw i " THEN PR I NT " ! h aven ' t  l ear n t  t o  swi m yet ' " : K= l  ELSE I 

F C$= " pu l " THEN PR I NT " ! c an ' t  d o  t h a t  j ust yet ! " : K= l  ELSE I F  C$= " ex a "  
THEN K= 1 : PR I NT " I  c an ' t  see a n y t h i ng spec i a l " 

• 
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490 I F  K=O THEN PR I N  " m  sor r y  I c an " t  u n d e r s  and you . '' 
500 I F  W'l-< > 1 0  THEN 1 00 

• 

5 1 0  GOTO 530 
520 END 

530 CLS : PR I NT : PR I NT "  We l l Done • • • • • • •  You h ave 

540 PR I NT " ad ven-tur e .  The M i l l er ' s  son h a s  
f u l  pr i n c ess and you l i ve hap p i l y  ever af t er i n  

550 END 

560 I F  P'l.=8 THEN P'l.=9 : PR I NT " O . K . " : RETURN ELSE 
• 

I NT " O . K . " : RETURN 

570 PR I NT " Now t h en d on • t  b e  s i l l y ! " : RETURN 

580 I F  P'Y..=9 THEN P'Y..=8 : PR I NT " O . K . " : RETURN ELSE 
I NT '' O . K . '' : RETURN 

590 PR I N T " Don " t  b e  s t up i d ! " : RETURN 

sol ved t h i s  " 

marr i ed t h e  beaut i 

t h e  r oy a l  p a l ac e . '' 

I F  P'Y..= 1 8  THEN P'Y..=22 : PR 

I F  P'Y..=22 THEN P'Y..= 1 8 : PR 

600 I F  P'Y..=2 1 THEN P'Y..=4 : PR I NT " O . K . " : RETURN ELSE I F  P'Y..=8 THEN P'Y..= 2 : PR I 
NT " O .  K .  " : RE TURN ELSE PR I NT " Not n ow ! ,; : RETURN 

6 1 0  I F  P'l.=4 THEN P'Y..=2 1 : PR I NT '' O . K . '' : RETURN ELSE I F  P'Y..=2 THEN P'Y..=8 : PR 1 
NT " O . K . " : RETURN ELSE PR I NT " not h er e " : RETURN 

· 620 uATA out s i d e  an o l d r- un d own mi l l , 2 , 5 , 7 , 3 , out s i de an o l d b ar- n , O , l 
, O , O , on an over gr own f oo t p a t h , 0 , 4 , 1 , 0 , out s i d e  t h e  v i l l age shop , 3 , 0 , 0 , 0  
, i n s i de t h e  mi l l .  I t  i s  f u l l of c ob webs , 1 , 6 , o , o  

630 DATA i n  t h e  l i v i ng quar t er s .  I t " s d eser t ed , 5 , 0 , 1 0 , 0 , i n  an ov�r gr 

own garden . A l ar g e  app l e  t r ee gr ows i n  one c o r n er , 0 , 0 , 1 1 , 1 , i n s i d e  t 

h e  o l d b ar n . A l ad der l eads up i nt o  t h e  h a y l of t , o , o , o , o 

640 DATA i ns i d e  t h e  h a y l of t .  The l ad d er l eads d own f r om h er e , O , O , 

O , O , i n  a b ed r oom . I t " s  t h i c k  w i t h dust , 0 , 0 , 0 , 6 , on a n a r r ow f ootpat h .  I 

t • s  t oo mud d y  t o  go East w i t h out b oot s , o , o , o , 7 , b y a r abb i t  h o l e , 0 , 1 3 , 0 

, 1 1  
650 DATA out s i d e  an o l d  c ast l e .  The guard w i l l  n ot l et me pass Sou 

t h , 1 2 , 0 , 0 , 0 , i n  an eer i e  c our t yar d .  The guard w i l l  not l et me go Nor t h , 

0 , 1 5 , 0 , 0 , at t h e  en t r an c e  t o  t h e  Ki n g ' s  c hamber , 1 4 , 1 8 , 1 6 , 1 9  

660 DATA at t h e  Nor t h er n  end of t h e  K i n g ' s  c h amber , 0 , 1 7 , 0 , 1 5 , a 

t t h e  K i n g " s  b ed s i d e .  Two l ar g e  d og s  pr event me g o i ng East , 1 6 , o , o , o ,  

at t h e  b o t t om of some step s , 1 5 , 0 , 0 , 0  

670 DATA on a f oot p a t h  l ead i ng i nt o  t h e  c oun t r y , 0 , 20 , 1 5 , 0 , on a b r a c k 

en c ov er ed h i l l s i d e .  There are p heasan t s  t o  be seen , 1 9 , 0 , 0 , 0 , i ns i d e  a 

sma l l v i l l ag e  shop , 4 , 0 , 0 , 0 , at t h e  t op of a f l i gh t  of sta i r s , 0 , 23 , 0 , 0 , i 

n a l ong passage , 22 , 26 , 24 , 27 
680 DATA i n  a n a r r ow passage l i t  b y  cand l e l i g h t , 0 , 0 , 25 , 23 , i n  a sma l l 

dust y r oo m .  A l l t h e  f ur n i turei s covered w i t h  sheet s , 0 , 0 , 0 , 24 , on t h e  b 

a t t l emen t s .  I c an see f i e l ds i n  t h e  d i stanc e , 2� , o , o , O , i n  a wi de passag 

e , 0 , 28 , 2� , 29 

690 DATA i n  an emp t y  c h amber , 27 , 0 , 0 , 0 , i n  a l ar g e  r oom f u l l of o l d  f u  

r n i tur e , 0 , 0 , 27 , 0 , i n  t h e  r oy a l  k i t c h en s , 0 , 0 , 3 1 , 1 7 , i n  a c ourtyard < b y t h  
e r o y a l  dust b i n s > , 0 , 32 , 0 , 30 , on a f oo t p a t h , 3 1 , 33 , 0 , 0 , b y a l oc ked gate , 3  

2 , 0 , 0 , 0  

.... 

71 
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1550 PR I NT " Th e  K i ng t h a n k s  me and c a l l s  h i s  d og s  out of t h e  way to 
l et me p a ss . " :  S'Y. < 1 7 ,  3 )  =30 : SB= 1 : W'Y.=W/.+ 1 : Q$ < 1 7 >  =LEFT$ ( Q$ < 1 7 > , 22 > : RETURN 

1560 I F  P%< >33 THEN PR I N T " Not h e r e � " : RETURN 
1570 I F  AG< > 1  THEN PR I NT " ! n eed t h e  k ey � " : RETURN 

-
-------

--·� 1580 PR I NT " O . I< .  t h e  g a t e  i s  now open � " :  Q$ ( 33 >  = " by an open g a t e " :  S'Y. ( 3  • 
3 , 2 > =34 : W'Y.=W'Y.+ 1 : RETURN 

1 590 I F  P%< >36 THEN PR I NT " ! c an ' t  h i de anyt h i ng h er e � " : RETURN 
1 600 I F  AH< > 1  THEN PR I NT " ! h aven ' t  got anyth i ng to h i de � " : RETURN 
1 6 1 0  FOR X = 1  TO 3 : I F  V$ < X > =G$ ( 1 0 )  THEN V$ C X > = '' '' 
1 620 NE X T : AH=O : W'Y.=W'Y.+ 1 : PR I NT " Th e  K i ng 

"
r i des p ast your master < The 

Mi l l er ' s  son ) and sees t h a t  he i s  i n  d i stress . He t akes h i m  f or a r 
i de i n  t h eRoyal Coach and I run on ahead . " 

1 630 P'Y.=37 : RETURN 

1 640 1< = 1 : I F P%< >39 THEN PR I NT " !  d on ' t  see much p o i nt 1 n  t a l k i ng her e � 
" : RETURN 

1 650 I F  SD< >O THEN PR I NT " Not h i ng happens ! " : RETURN 

1 660 CLS : PR I NT " O . I< .  I a s k  the Ogre i f  he c an t u r n  i nt o  somet h i ng e l se 
.. 

• 

1 670 PR I NT : PR I N T : PR I NT " He says ' Of c ourse I c an ! What wou l d you l i  
k e  me t o  turn i nt o ? ' '' 

1 680 SD= 1 : PR I NT : PR I NT : PR I NT :  I NPUT Z $ :  I F  LEFT$ C Z$ , 3 > < > " mou " THEN X$ C 1 >  

= " He t u r n s  i n to a t i g er and devours me ! ! " : GOTO 1 1 00 

1 690 CLS : PR I NT " Th e  Ogr e  t u r n s  i nt o  a t i ny mouse . I pounc e  on i t  

and k i l l  i t ! '' : G$ C 1 2 > = '' a  dead mouse'' : S/. ( 39 , 2 ) =40 

1 700 W'Y.=W'Y.+ 1 : N$ C 1 5 ) = " mouse " : N$ ( 1 6 > = " dead " : Q$ ( 39 ) =LEFT$ C Q$ ( 39 > , 46 > : RET 

URN 

1 7 1 0  I F  P%< >44 THEN PR I NT ''Don ' t  b e  s i l l y � '' : RETURN 
1 720 W'Y.=W'Y.+ 1 : P'Y.=45 : PR I NT '' O . K . '' : PR I NT '' I i nv i t e  t h e  k i ng and h i s  d aught 

er i n t o  t h e  Ogre ' s  c o t t ag e . The ser vants prepare a mag n i f i cent b an quet 
I n 

1 7:":0 PR I NT : PR I NT " Th e  K i ng i s  most i mp r essed . He must 

y master provi ded i t � " : RETURN 

1 740 CLS : LOCATE 1 4 , 2 : PR I NT " Puss i n  Boot s "  

1 750 PR I NT : PR I NT " < C >  Steve Luc as Sept 1 98 4 "  

1 760 PR I NT : PR I NT : PR I NT " Once upon a t i me there l i ved a 

d t h r e e  son s .  He was so p oor t h at when h e  d i ed h e  l ef t  
M i l l ,  h i s  don key and h i s  c at . '' 

1 T10 PR I NT : PR I NT " Th e  m i l l ,  ·of c our s e , h ad t o  b e  l ef t  
on , t h e  donkey t o  h i s  secondand a l l t h at was l ef t  f or 

n was h i s f at h e r s  c at . •• 

t h i n k  t h at m 

m i l l er 

noth i ng 

who ha 

but h i s  

t o  

t h e  

h i s  e l de�t s 
youngest so 

1 780 PR I NT : PR I NT : PR I NT " 

1 790 A$= I NKEY$ : 1 F  A$< > '' 

Pr ess t h e  < Sp a c e  

" THEN 1 790 

Bar > t o  c o nt i nue . '' 

1 800 CLS : PR I NT " ' Do not wor r y  dear master ' ,  s a i d t h e  c at ' g i ve me a p a  

i r  of boots and a bag and I sha l l sol ve a l l your p r ob l ems ' " 

1 8 1 0  PR I NT : PR I NT : PR I NT " My name i s  Puss and you are t h e  youngestson of 

t h e  m i l l er .  You must h e l p me t o  h e l p you . '' 

1 820 RETURN 

1S 



' 

*- h t .  

.· . hs of 
d my 

e sunny island 
ut I rather wish I 

· ... 
··. ·-lThere was a baggage strike 

at the airport, which delayed 
my flight, and then when I 
arrived, I was so tired that I 
slept for 48 hours. Despite 
the fact the island holds the 

record for sunshine, the rain 
has been torrential and 
many areas of the island are 
flooded. When I awoke this 
morning, my hotel was 
flooded and to cap it al l ,  the 
island had been invaded by 
the Mad Emperor of 
Zoblovia, who is threatening 
to blow up the island if the 
locals don 't deliver the 
famed Diamond of Kol . 

I seem to be the only 

• 

person left alive and am 
stuck on the hotel roof. 
There are only 1 50 minutes 
left in  which to either deliver 
the diamond or, if I am brave 
enough, kil l  the Emperor. 
Each move takes one minute 
and you should give me the 
instructions in  the form of 
two word sentences such as 
ki l l  emperor. 

NOTE your  instructions 
should be in lower case. 



1 0  REM ** The Emperor of Zob l ovi a * *  

20 REM * *  an adven t ur e  game f or MSX comput er s  
30 REM ** Steve Lucas September 1 984 ** 

,·. 
40 SCREEN 0 :  W I DTH 4 0 :  COLOR 1 5 ,  1 :  KEYOFF 

/M,.. . • � 
50 G/.=0: P/.=54 : D I M  S'l. < 1 03 " 4 > • X$ < 35 > • N'l. < 7 0 ) • Q$ < 1 03 > " G$ < bO � • V$ ( 4 . .... . " .. .. . ·:·. 
1 ) ,  N$ < 1 0 1  > 
60 BOSUB 2060 
70 RESTORE: FOR X = l  TO 1 03 :  READ Q$ < X > : FOR Y= 1 TO 
: NEXT X ,. 

80 FOR X = 1  TO 35: READ X$ C X > : NEX T  X :  FOR X = 1  TO 20 : READ 
) : NEXT 
90 FOR X = 1  TO 27:  READ N$ < X > , N'Y. < X > : NE X T  
100 LOCATE 5 ,  20 : PR I N T " Do you want i nstruc t i ons < yl n >  ? "  

1 1 0  AA$= I NKEY $ :  I F  AA$=" .. THEN 1 1  0 1•iftf.rr-.-�::::��J.'A 
120 I F  AA$= " y "  OR AA$= " Y "  THEN GOSUB 2 1 00 
130 CLS r 
140 PR I NT: PR I NT "  I am : - .. : PR I NT : PR I NT Q$ < P'Y. > : A$= .. ;.,.: GH.lFRE < .. '' ) 
150 I F  S'Y. <P'Y.,  1 > >O THEN A$= " North 11 
160 I F  S'Y. <P'Y., 2 >  >O AND LEN <A$> =0 THEN A$= " South "  ELSE I F  
N A$=A$+ .. , South "  
170 IF S'l. < P'Y. ,  3 >  >O AND LEN ( A$ )  =0 THEN A$= " East 11 
A$=A$+" , East " 

180 IF S'Y. < P'Y. , 4 > >O AND LEN <A$> =0 THEN A$= 11 West 11 
A$=A$+ .. , West 11 

190 IF A$= " "  THEN A$="nowhere obvi ous .. 
200 IF P'Y.= 1 03 AND AA= 1 THEN CLS : GOTO 7 1 0 :  REM 
210 IF G'Y. > 1 49 THEN X$=" You ran out of t i me and 
up ! " : · GOTO 2230 
220 PR I N T :  PR I NT :  PR I N T "  I can go : - " : PR I NT :  PR I NT A$ 
230 PR I N T :  PR I N T "  I have n ; 1 50-G'Y.; 11 moves 1 eft 11 
240 E=O: FOR x = 1  TO 20 
250 PP'Y.=O : I F  B'Y. < X , 1 > =P'Y. THEN PP'Y.=1 
260 IF PP/.=1 THEN 280 
270 NEXT :  GOTO 300 
280 I F  E=O THEN PR I NT :  PR I NT .. I can see : _ .. 

290 PR INT G$ < x > :  E=E+ 1 : GOTO 270 
300 PRI NT :  PR I NT :  I NPUT .. What shou1 d I d o  now 11 ; l$ 
310 B$=LEFT$ ( Z$ , 2 ) : C$=LEFT$ ( Z $ , 3 )  
320 CLS : G'Y.=G'Y.+1 
330 I F  C$= 11 1 oo 11 THEN 1 30 
340 I F  C$="sco" THEN PR I NT " Th i s  i sn " t  a game you know � 11 :  
350 I F  C$= .. eat .. THEN PR I NT x $  < 9 > : GOTO 1 40 

GOTO 1 40 

) 

• • 

• 

• 

I I 
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• 
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720 PR I NT : PR I NT : PR I NT : PR I N T "  You have sol ved t h i s  adventur e . " 

730 END 

740 I F  P/.=29 THEN PR I N T  X $ < 7 > : PX=30: GOTO 1 40 

750 I F  P%= 1 00 THEN PR I NT X$ < 7 > : P%= 1 0 1 : GOTO 1 40 

760 I F  Pi.= 1 �  THEN PR I NT " !  keep s l i pp i ng b a c k  ! " : GOTO 1 40 

770 I F  P%=60 THEN PR I N T  X $ < 7 > : GOTO 1 40 

780 I F  P/.=4 1 THEN PR I N T  X $ < 7 > : p%=40 : GOTO 1 40 

790 PR I N T 11 I c an ::o t  do t h a t  here ! 11 :  GOTO 1 40 

800 I F  P%=30 THEN PR I NT X$ ( 8 ) : PX=29: GOTO 1 40 

8 1 0  I F  P%=40 THEN P/.=4 1 :  PR I NT X S < B > : GOTO 1 40 

820 I F  P%= 1 0 1  THEN PR I NT X $ < B > : P%= 1 00 :  GOTO 1 40 

830 I F  P%=6 1 THEN PR I NT X$ < 8 > : PX=60: GOTO 1 40 

840 GOTO 790 

860 

8 -, , '  I ,_. 

890 
9ou 
9 1 0  
9":1() .L. • 

l f  P%= 7 4  l HEN PR I N T  X $ ( 2 7 ) : P%=73 : GO TO 1 40 

i F  Psi..=:L8 THEN P/.=2 7 :  PR I NT X $  ( 27 > : GOTO 1 40 

PR I N i " Haw can I d o  t h a t  here ? " :  GOTO 1 40 

PR I N-T " Now who :- s a S I LLY B I LLY t h en ? " :  GOTO 1 40 

I F  P%= 2 7  l HEN P%=�8 : PR I NT X $ ( 2 7 1 : GOTO 1 40 

I F  r-·/. = 7 -S THEN P/.= 7 4 :  PR I NT X$ < 2 7 ) : GOTO 1 40 

PR I N r ll i  c an " t  do t h a t  here � " :  GOTO 1 40 

I F  F'7.==26 THEN PR I N T " Ther e :o s not a bus i n  s i g h t  t h at ;o s  

g • " : so r o  1 40 

runn 1 n  

93u I F  PI.=-�8 THEN PR I N 'f X $ ( 2 7 > : PR I NT " !  get of f a t  t h e  nex t stop . .  : PI.= 

26 : GOTO 1 40 

940 PR I Nl " Don Ji t  b e  absurd ! " : GOTO 1 40 

950 I F  P%=90 THEN PR I NT X$ ( 27 ) : P/.=89: GOTO 1 40 

960 I F  P/.=89 THEN P/.=90 : PR I NT " Phew j us t  made i t � " : GOTO 1 40 

9 7 0  I F  P/.=63 OR P/.=59 THEN PR I N T " SPLASH � " : P/.= 1 5 : GOTO 1 40 

980 PR I N f  .. Now who ::o s  a S I LLY B I LLY then ? " : GOTO 1 40 

990 I F  SE= 1 THEN PR I N T  X$ < 25 > : G O T O  1 40 

1 000 GOSUB 1 230 

1 0 1 0  I F  L/.=1 THEN 1 030 

1 020 GO TO 1 40 

1 030 E/.=0 

1040 FOR X = 1  TO 20 : I F  BX < X � 1 > =P% AND B'l. < NI. < R > , l > =P/. THEN E%= 1 

1 050 NE X T  X 

1 060 I F  E/.=0 THEN 1 40 

1 070 I F  P/.= 1 03 AND < R = 1  OR R=2 > THEN PR I NT X $ ( 1 9 > : GOTO 1 40 

1 080 I F  R=B THEN SA=1 

1 090 I F  R= 1 8  THEN SB= 1 

1 1 00 I F  R=26 THEN SC= l  

1 1 1 0 I F  R=25 THEN 58= 1 



1 530 I F  P%=64 AND SA< > 1  THEN P R I NT X $ ( 1 5 ) : GOTO 1 40 
1 540 I F  P%=�5 THEN PR I NT .. The p ad l oc k  i s  too rusty to un l oc k  wi t h  t h is���;���D 
key ! " :  GOTO 1 40 � 
1 550 I F  SE=O THEN 1 560 ELSE PR I NT X $ < 25 > : GOTO 1 40 
1 560 SE= l :  PR I N T  X $  < 29 > : PR I NT X $  < 30 ) : G$ < 1 6 >  = .. The D I AMOND'�·- .. 

1 570 I F  P%< >36 THEN PR I NT 11 l c an " t  do t hat here .. : GOTO 14Q>·.· 
$ (27 > :  PR I NT .. She smi 1 es f or a second .. : GOTO 1 40 ;��;�0.Wf,i£]�k� 1 580 I F  P/.=53 OR P/.=52 THEN 1 590 ELSE PR I NT "  I can " t do t t�l�'·��::.� 
TO 1 40 .. ,,:����,,'Of 
1 590 I F  P%=52 THEN PR I NT X $ ( 27 > : PR I NT 11 l sai l t h e  boat ,. : P'l.::i53 
=53: GOTO 1 40 �-'? 
1600 PR I N f " I padd l e  t h e  d i ng h y " :  P/.=52: B/. ( 6 � 1 ) =52 : GOTO 1 40 
1 6 1 0  IF P%< > 1 03 THEN PR I NT " !  c an " t  g i ve the d i amond t o  t h e  empel""" Or 
E ! " : GOT 0 1 40 
1 620 I F  SS< > 1  fHEN X$= " He not i c es that I don " t  have 
l J s  me w i t h  h i s  sword � ,. :  GOTO 2230 
1630 CLS : GOTO 7 1 0  
1 640 I F  P/.=23 THEN PR I N f " Don � t  be so c r ue l ! .. : GOTO 

1 650 IF P/.=36 THEN PR I N T " What do you t a k e  me f or • • •  a 
1 40 
1 660 I F  P%< > 1 03 THEN PR I N T " Not her e ! .. : GOTO 1 40 
1 67 0  I F  SB< > 1  T HEN PR I NT " !  have no weapon ! " : GOTO 

1 680 I F  t)C :: . . > 1  fHEN PR I NT "  I p u l l out t h e  gun • .  but . . --���;�x; 
t ! '• : X $= " 1  don ;t t t h i n k  He l i k ed that " :  GOTO :i .... _. 

1 690 PR I N T "  I qui c k l y  1 oad the gun and k i  1 1  t h e  1 .. ···'·�· 
0 200U: NE X T  X :  GOTO 7 1 0  . 

1700 DATA i n  t h e  mai n  shop p i n g  street , 22 , 2 , 23 , 27, i n  a 
, 3 , 0 , 0 , by a str eet stal l .  I t " s  empt y , 2 , 4 , 8 , 7 , out s i de .,. .... �,;.,, . y , 3 , 5 � 0 , 6 , i n  t h e  c i v i c  centre , 4 , 1 6 , 1 2 , 0 , by t h e  che 
brary , 0 , 0 , 4 , 86 
1 7 1 0  DATA i n  a smal l chemi st � s  shop . The shel ves 4� 

a ma i n  road . Ther e " s not a car i n  s i ght , o , o , �; 3  
1 720 DATA on t h e  ma i n  road , O , O , t O , B , by some t r af f i c  l i gh t s  wh i ch seem 
to be out of order , 26 , 0 , 1 1 , 9 , by a workman " s  hut . Th er e " s a deep h o l e  h 
ere 
1 730 DATA o , o , o , t o , at t h e  ent r an c e  t o  a sw i mm i ng pool , o , o , o , 5 , at the b 
attorn of a muddy h o l e .  I keep s l i pp i n g i n  t h e  mud � , o , o , o , o  
1 740 DATA at t h e  shal l ow end of a swi m m i n g  pool , 1 2 , 0 , 0 � 0 , swi mm i ng i n  d 
eep water , 0 , 5B , O , O , i n  t h e  vi l l age squar e .  I t � s  f u l l of caf e � s  
1 750 DATA 5 , 0 , 0 , 1 7 , ou t s i de the Hotel Col rosa, 0 , 2 1 , 1 6 , 1 8 , wa l k i ng a l ong 
a narrow f ootpath wi t h  woods on ei ther s i de , 0 , 0 , 1 7 , 1 9 , deep i n  t h e  f 
crest . Ther e � s  a tal l t r e e  her e , 0 , 0 , 1 8 , 0 
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he wal l s , 75 , o , o , o , at the end of the g l oomy caver n .  A dead body l i es on 
the f l oor , 85, 74, 76, 80 

1 900 DATA i n  a w i de passage l i t  by torches o, 77, 0, 75, i n  
twi sty passage , 76 , 0 , 7B , O , i n  a wi ndi ng passage, 79,  
mber , 88 , 78, 0, 0 , by a subterran i an water f a l l , 84 , 8 1 , 75 , ��:=:��f 
1 9 1 0  DATA on a narrow l edge at the s i de of the wat 

..,.�····'· sma 1 1 

paddl i ng i n  the water . I t � s  too deep to g o  f urther , o , o , 
end , B l , O , O , O , i n  a narrow passage wh i ch i s  b l oc k ed to th 
rge boul der of i ce , o , so , o , o  
1 920 DA rA i n  a cavern of sol i d  i ce, 0 , 75 , 0 , 0 , i n  the ref eren 
A book l i es open ON a page show i ng some " I ce Caves " , 0 , 0 , 6 ,p7;._?L read i no room . A s1 qn reads " S I LENCE" . 0 . 0 . 86. 0 . �t thR P.nrl of a����o�riW7 

assage, CJ'i, 7 9 ,  o , 0 �/' f 
1 930 DATA i n  a smal l chamber . Ther e " s a narrow ravi ne to tha n 
, o , ss, o , o , on a narrow l edge . There " s  a rav i ne to t�� _ South �d l 
j u�t �a J.: e  o�t � passage, 9 t , o, o, o , i n  a passage/A-� P-J},jrtj · i�Z:tma 
ta1 n ,  u ,  90 , 9� , 9.�- 1// f,-;- .1 '- �/; 1940 DATA �n a smal l cavern where passages l ead of f i n ' � l l  d 1 rec 
s , 97 , 96 , 9 1 , 0 , i n  a tunnel l i ned w i t h  strange carvi ngs , 94 , 9S , 0 , 9 1 , i n 
ast underground chamber , 0 , 93 , 0 , 0 , i n  a cavern where the sta l ��- �-·�·· 

enormous , 93 , o , o , o  
1 950 DATA i n  a smal l of f i ce.  I t  seems strange to 
! , 92, 0 , 0 , 0 , i n  a man made corr i dor . The wal l s  are 
, 0 , 92 , 0 , 98 , i n  a wi de passage wh i ch bends to the 
1960 DATA i n  a g l ass corr i dor l i t  w i t h  f l uoresc 

a sheer wa l l  of i ce .  A t h i c k  rope hangs down 
n a smal l room chamber . There " s  a sheer drop her A ���� 
he edge . I t " s  f astened to a metal r i ng ,.�'*" ., .. ,_,; 1970 DATA o , 0 , 1 02 , 0 , i n  a w i de passage , 0 , 1 03 , 0 , 1 0 1 , �n �t n a �al q he 
Mad Emperor of Zob l ov i  a " . He i s  here ! ! ! ! , 1 02 ,_p�� ; :Oft � '\ '' � 
1 980 DATA 11 11 ., ·t\"· f r� ,, fl � 

1 990 DATA that." s f ar t oo dangerous , I t "  s far to h EJ��y !t o
. 1 i f t ,  I "  m s_hrt\y 

I don " t  speak the l anguage , I " m  sorry I don " t  seem to understand you ! ,  
I t " s  stuc k , I c l i mb up , I c l i mb down , I " m  not hungry thank you 
2000 DATA Sor r y .  That word i s  not i n  my vocabul ar y , AAA6666HHHH i t  got 
me ! , What a stup i d  suggest i on � � �  a l ready know that dummy � , I , m  near l y  th 
ere � I don � t  have the key, Sor r y .  I don " t  have a c l ue , Ti me i s  run n i ng ou 
t 
20 1 0  DATA r � l l  try i t  i f  you l i ke , I wou l dn � t  r ec qmmend i t ! , How ug l y  i t  

l ooks ! � Not Bl oomi n 7  Li kel y  ! , How dare you speak to me l i ke that ! , Don 
� t  be s� rude ! � I t sai d  you are a stup i d  ££££££ , I t , s  a l ready open dummy 
I 
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10 BADDOW ROAD, CHELMSFORD, ESSEX. TEL (0245) 352490 
202 NEW KINGS ROAD, FULHAM, LONDON SW6. TEL. (01) 731 5993 

104/106 ELM GROVE, SOUTHSEA, PORTSMOUTH, HANTS. TEL. (0705) 820595 
85 ST I MA RV'S STREET' SOUTHAMPTON. TEL. (0703) 26798 

If you're looking for a personal computer to make music, look no further! Yamaha's amazing CX5 offers the same 
incredible FM sound synthesizer qual ity as its famous OX synthesizer series! Plus al l  the features of the innovated 
MSX computer system! 

CX5M Music Computer 
The CXSM IS an extremely versatile computer spec1f1cally 
des1gned for a w1de range of mus1c generat1on. programmmg 
and ed1tmg tasks. and for mterfacmg w1th other Yamaha 
d1g1tal Instruments and components. The CXSM IS a MIDI 
compatible computer. allowmg 1t to serve as a control centre 
for playback and automatic sequencmg of the Yamaha OX 
senes synthestzers. RX drum mach1nes and other M!DI 
compatible equipment 

The CXSM also has a Yamaha d1gital FM vo1ce generator 
bu111-1n - the same type of vo1ce generator that has put our 
OX serres D1g1tal Programmable Algorrthm Synthesizers at 
the forefront of the d1g1tal keyboard fteld That means 1t IS 
capable of producmg nch. realistic sounds that are almost 
tnd1stlngu1shable from acoustiC mstruments In fact. 46 fme 
votces are provided pre-programmed But you can also 
program your own to create vtrtually any votce you like And 
you can save your orrg1nal votces on a standard cassette 
tape. 

A wide range of appllcat1ons pro9rams, Interface umts and 
accessories expand its music mak1ng potential enormously. 
Sophisticated Music Software YRM101 FM Music Com
poser 
Th1s optional program cartndge IS a must for all composers 
and arrangers. 1t IS s1mply the most sophtshcated, versatile. 
easy-to-use music compos1t1on and arrangement package in 
1ts class You get an on-screen mus1c staff onto wh1ch you 
·wrrte· notes by mputtmg them either from the computer 
keyboard or d1rectly from the mus1c keyboard The ab1l1ty to 
mput notes from a ptano-type keyboard IS a real bonus for 
mus1c1ans Up to e1ght parts can be entered , and each part 
can be ass1gned a different ·mstrument" You can use the 
superb pre-programmed FM vo1ces m the CXSM. or voices 
you have programmed yourself. You also have full control 
over t1me Signature, key s1gnature. tempo, dynam1cs and 
phrasing. What' s more. any parameter can be changed at 
any time during the p1ece Of course. your compositions can 
be saved on a standard cassette recorder and reloaded 
whenever needed 

Furthermore. compos1ttons wrrtten on the FM Music 
Composer can be used to ·sequence· MIDI synthesizers. 
drum mach1nes. etc v1a the CXSM's MIDI mterface The 
POSSibilities of th1s software package are v1rtually endless 
YRM102 FM Voicing Program 
This program gives you prec1s'e control over the CXSM digital 

FM vo1ce generator to eolt and alter the pre-programmed 
vo1ces or create totally new vo1ces of your own. The FM vo1ce 
generator employs 4 operators. each w1th a sophisticated 
envelope generator. and a choice of 8 algorithms (different 
configurahons of operators with different modulator-to
carrier relationships). The YRM1 02 FM Voice Program lets 
you prec1sely set all parameters relating to the operators and 
algorrthms. as well as extras like amplitude and pttch 
modulation. LFO waveform. keyboard scaling. transpose. 
etc With a little practice you should be eastly able to program 
JUSt about any vo1ce you can 1magrne Save your ong1nal 
vo1ces on any standard cassette recorder. and build up an 
ongtnal vo1ce library Voices you create can be used rn 
arrangements created w1th the FM Music Composer 
program 
YRM103 DX7 Voicing Program 
DX7 owner's, here Is the key to easy DX7 voice 
programming. This program displays all DX7 
voice parameters right on the video monitor. 
and letsJou program from the CXSM computer 
keyboar The data is transferred to the DX7 via 
the built-in MIDI interface Voice parameters 
are dtsplayed in easy-to-understand graph 
form For example, when programmtng en
velope generator parameters you can actually 
see what the programmed envelope curve looks 
like, rather than having to thtnk enttrely tn terms 
of numbers. The DX7 votctng program makes 
proqrammmg the DX7 so easy. that even tf 
you re not 1nterested m the CXSM's other 
capabtltt1es, 1t's worth havtng one JUSt to 
program your OX. 
YRM104 Music Macro 
The Mus1c Macro is for people who want to 
mcorporate top-quality mustcal votces tnto thetr 
BASIC computer programs The Music Macro 
adds a spectal set of commands to the CXSM 
MSX BASIC language, perm11t1ng control of the 
d1g1tal FM vo1ce generator from w1th1n BASIC 
programs Th1s makes tl possible to program 
games or audiO/VISUal type programs mcorpor
atlng mus1c or sound effects usrng FM vo1ces 
for real quality and impact 

£599 inc 
VAT 

System includes CX5 
MSX computer, YK01 

Min i  keyboard , YRM 1 2  
FM voicing software 

and FM cartridge 
hardware! 

I NTELLI GENT 
XV PLOTTERS 

Incredible sophistication and unbeatable price of £699 inc VAT 

Quick and Accurate. The DXY-880's max1mum plottmg speed 1s 200 millimetres per second tn all plotttng dtrechdns Thus, the DXY-880 
ensures stable line quality at all t1mes The DXY-880 plots with a resolution of 0.05 millimetres per step. The graphtcs produced by the 
DXY-880 are excellent, even when projected on a screen by an overhead projector. 
Compact. The DXY-880 has an effecttve plottmg area of 380 x 270 millimetres (AN SI B or DIN A3 Size) But the complete unit Is only 553 
millimetres w1de and 435 millimetres deep. Furthermore. the DXY-880 can operate on a 60-degree tncllne to mtntmtse 1nstallat10n space 
us1ng a stand. The stand can be folded up tnslde the body when not tn use. And the DXY-880 we1ghs only 4 3 kilograms so you can 
eas1ly carry tt anywhere 
Compatibility. The DXY-880 has both Centron1cs parallel and RS-232C senal mterfaces it ts compatible wtth the IBM PC, Apple 
and other m1cros. The DXY-880 can also operate on most programs wntten for the H-P 7470. H-P 7475. and our DXY-800 The 
Lotus 1-2-3. pfs Graph. and BPS are only a few examples New software wtll be mtroduced to the market contmually. For the use1 
who wants to wnte a program by h1mself. DXY and RD-Gl commands are provtded 
And Much More. Roland DG also supplies a vanety of optiOns. tncludtng an overhead transparancy ktt. several kinds of pens and 
connection cables Use the Roland DG's opttonaf accessones to create beautiful graphtcs 

DXY-880 SPECIFICATIONS. Plotting area: X-ax1s 380mm, Y-axts 270mm Plotting speed: 200mtsec In all dtrecttons 
Recording paper size: 420 x 297mm (ISO A3l 17 x 1 1  in (AN SI B). Recording paper setting: Paper holder and magnet 
stnp Resolution: O. OSmm/step Distance accuracy: +0 5% or less of travelling d1stance. Repeatablllty: +0 3mm or 
less. Switches: Pen up/down. Home. Pause. P1. P2. Enter. PositiOn( . < .  >. ), Fast. Power DIP switches: SW-1, 
SW-2. LEDs: Power/Error. Pen up Data buffer: 3K bytes (expandable to 10K bytes International character font sets: 
English. German/French. Scandtnavtan. Spanishtlattn, Japanese Spec1al Symbols Number of pens: 8 (black. red. blue. 
green, purple, brown. orange ptnk) Power supply: AC adapter (DC 9V 28V) Power consumption: 35W Operation 
tem�erature: O"C to 400C (32°F to 104°F) Oneratlon rtlatlve humidity: 20% to 80% (no dew formmg) Dimensions: 
533 W) x 90(H) x 430(0) mm (21 0" x 31/2" x 161!:1/16 ') Weight: 4 3kg (9.5lb) wtthout AG adapter Accessories: 
XY· SPB-WN pen set x i . XY-4S�C-WN pen set x 1 ,  Magnet stnp for holdmg paper x 2. Pos1ttontng seal x 1 .  XY-4PH 
pen holder set x 1 ,  AC adapter x 1 ,  V1nyl cover x 1 DXY ·880 INTERFACE SPECIFICATIONS. Centronlcs Parallel 
Interface. Input signal: STROBE (1 bit), DATA (8 bits) Output signal: BUSY (1 bit), ACK (1 btt) l/0 signai level: TTL 
level. Transfer system: Asynchronous RS-232C Seraal Interface. Transfer system: Asynchronous, Half-duplex data 
commumcation. Baud rate: 50. 70. 110. 134.5, 200. 300. 600. 1200. 1800. 2000. 2400. 3600, 4800. 7200 or 9600 
baud Stop bit: 1 or 2 b1ts Parity check: Odd, Even. None Data bits: 7 or 8 bits. Connector: DB-25S 

REAR PANEL 

I I 

DXY 1 00R 
PLOTTERS 

Ideal for BBC, Apple, Spectrum, etc now only £299 inc VAT 

• 

Bulk purchases make these Roland DG DYX1 00 A3 
Plotters available at under HALF PRICE!! With free 
extension ROM 30 software and one year warranty! 
Future Music is a main agent for Roland DG 
computer peripherals. Call us for further 
Information, demonstrations or advice! !  

e Plotting speed of 70mm/s, Plots up to 360 x 260mm (14.2" x 10.2") built-in mode c�mmand. Smce each command IS very. stmple, programs are easy to 
master, even w1th BASIC. tn add1tton. the DXY-100R mcludes a self-test function to 
quickly check 8erformance and operation. e Optional R M tor expanded Intelligent functions 
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The OXY-100R, the first of tls ktnd, IS offered at an extremely reasonable price. Th1s 
revolutronary plotter 1s characterised by full htgh-performance plottmg and tabulattng 
capacity. QUiet operation is an absolute requrrement for a pract1cal plotter. The 
OXY-100R successfully reduces mechanical n01se to a minimum it ts suitable for use 
either at home or in the small-scale oH1ce Effective plott1ng and tabulating s1ze 1s. up �o 
360 x 260mm. Since each step equals 0.1 mm. calculation dunng programmmg IS 
s1mple e Multiple Intelligent functions . . 
Fourteen control commands are included 1n the DXY-100R The DXY-100R also prov1des 
e1ght vector commands for plottmg and tabulating as well as draftmQ contmuous lines. 
dotted lines and coordinates; f1ve character commands to select English capttal or small 
letters. numerals, vanous other symbols. and to set thetr s1ze and slant There IS also a 

The DXY-100R has an added intelhge�t function for graphing, including Circular arcs, 
curves, hatchmgs, etc. w1th the optiOnal ROM #1 (XY-OR1) . Th1s allows s1mple 
programming to generate more sophisticated tabulating Moreover. w1th the DXY·100R, 
1t IS poss1ble to tabulate onginal characters such as trade marks and symbols s1mply by 
wntmg them into the PROM (2716) 
e Compatible with virtually any personal computer 
The DXY·100R can be connected to any computer with Centromcs spec1f1cat1on printer 
compatabtltty S1nce computer output connectors d1ffer. the DXY·100R 1s not supplied 
with connecting cords Use appropriate connecttng cords available separately 
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ACTIVISION, 1 5  Harley 
House, Marylebone Rd, 
London, NW1 : 

Beamrider - game 
Decathlon - game 
Pitfall 1 1  - game 
River Raid - game 
Space Shuttle - game 
Zenji - game - £1 1 .99 

each 

A&F SOFTWARE, 8 
Camalside lnd. Estate, 
Woodbine St East, 
Rochdale: 

Chuckie Egg - game -
£7.90 * 

ALL I GAT A, 1 Orange St, 
Sheffield, S1  4DW: 

Blagger - game - 7.95 * 
Contract Bridge - game -
£9.95* 
Disc Warrior - game -
£7.95* 

AMPALSOFT, Ampal 
Computer Services, 
Woodbridge Rd, Derby 
Green, Surrey: 

Fun Words - educational 
(four progs) - £9.95 

ANIROG, 8 The High St, 
Horley, Surrey, RH6 7AY: 

Flightpath 737 - game -
£7.95* 

ARTIC, Brandesburton, 
Driffield, North Humberside, 
Y025 8RL: 

Mr  Wongs Loopy Laundry 
- game - £6.95 

A.S.K. ,  London House, 68 
Upper Richmond Rd, 
London, SW1 5 2RP: 

Number Painter -
educational, 5-1 4  years. 

BUBBLE BUS, 87 High St, 
Tonbridge, Kent, TN9 1 RX: 

Hustler - game - £6.99 * 

COS MICROSYSTEMS, 
Silver House, Silver St, 
Doncaster, Sth Yorkshire: 

French Is Fun -
educational 
German Is Fun -
educational 
Italian Is Fun -
educational 
Spanish Is Fun -
educational - £7.95 ea. 

COMPUTER MATES, PO 
Box 2, Stockbridge, 
Hampshire: 

Word Processor -
business - £49* 
Cards System - business 
- £49* 
Cash Accounts System -
business - £99 * 
Double Entry Accounts 
business - £99 * 
Word Processing & Cards 
System combined -
business - £75 * 

CRL, CRL House, 9 Kings 
Yard, London, E 1 5  2HD: 

Glug Glug - gme - £7.95 
War Of The Worlds -
game - £7.95 

D.K. TRONICS, Saffon 
Walden, Essex, CB1 1 3AQ: 

Minder - game 
Popeye - game 
Hagar The Horrible -
game - £5.95 ea. 

G.S. T ./ELECTRIC 
SOFTWARE, 8 Gleen St, 
Will ingham: 

Buzz Off ·- game - £8.95 * 
Shark H unter - game -
£9.95 * 
Le Mans - game - £9.95 
Norseman - game - £8.95 
Backgammon - game -
£9.95 



HEWSON, 56B Mi lton 
Trading Estate, Mi lton,  
Abingdon, Essex, OX1 4RX: 

Bazam - game* 

HI-SOFT, 1 80 High St Nth,  
Dunstable, Beds, LU6 1 AT: 

Devpac - util ity - £1 9 .95 
Pascal Compiler - ut i l ity -
£29.95 

KEMP, 43 Muswi l l  H i l l ,  
London, N1  D 3PN: 

Stock Control - business -
£34.95 

KONAMI, Television House, 
269 Fieldend Ad, Eastcote, 
Middlesex: 

Super Cobra - game* 
Athletic Land - game* 
Circus Charlie - game* 
Antarctic Adventure -
game* 
Cosmic Bakery - game* 
Monkey Academy -
game * 
Time Pi lot - game* 
Hyper Olympic 1 - game* 
Hyper Olympic 2 - game* 
Hyper Sports 1 - game -
£1 4.99 ea. *  

KUMA, 1 2  Horseshoe Park, 
Pangbourne, RG7 7JW: 

Binary Land - game -
£8.95 * 
Eric & The Floaters - · 

game - £8.95 * 
Hy·per Vipers - game -
£7.95 * 
Spooks & Ladders - game 
- £6.95 * 
Holdfast - game - £5.95 * 
Home Budget - business 
- £1 4.95 
WDPRO-Wordprocessor -
business - £29.95 
Database - business 
£1 9.95 
Starting With The MSX -
utility - £5.95 * 
The MSX Red Book -
utility - £8.95 * 

Star Avenger - game -
£8.95 
Super Chess - game -
£8.95 
Stop The Express - game -
£6.95 
N inja - game - £6.95 
Mean Streets - game -
£6.95 
Colour Fantasia - game -
£9.95 
Logs Turtle Graphics -
£1 9.95 
Spread Sheet - £29.95 
WDPRO - business 
Spread Sheet - business 
d isc 
Zen Assembler - business 
disc 
Data Base - business disc 
Kuma Forth - disc -
£39.95ea. 

LLAMASOFT, 429 Mt 
Pleasant, Tadley, Hants: 

Grid Runner - game - £5 
• 

MASTERTRONIC, Park 
Lorne, Park Ad, London 
NW8 7J L: 

Space Walk - game 
Magic Carpet - game -
£1 .99 each 

MICRO-AID, 25 Fore St, 
Praze Camborne, Cornwal l ,  
TR1 4  OJX:  

Cashbook - business -
£ 1 4.95 * 
Memo-Gale - business -
£1 4.95 * 
Payrol l  - business -
£29 .95 * 

MR MICRO, 69 Partington 
Lane, Swinton, Manchester, 
M27 3AL: 

Punchy - game* 
Humphrey - game * 

Cubit - game* 
Crazy Golf - game* 
Zakil Wood - game* -
£6.90 ea. 

MIRRORSOFT, Holborn 
Circus, London ECP 1 DQ: 

737 Flight Simulator - game 
- £9.95 

MORWOOD, Maple Walk, 
Bexh i l l ,  East Su�sex: 

Cannon Fighter - game 
Panic Junction - game 
Super Mind - game 
Super Maze - game 
Super Puzzle - game -
£6.95 ea. 
I ntra. To Numbers -
educational 
Calculation 1 -
educational 
Calcu lation 2 -
educational 
Memory - educational 
Reasoning - educational 
Reflexes - educational -
£ 1 4.95 ea. 

PREMIER 
MICROSYSTEMS, 208 
Croydon Ad, London, SE20 
7YX: 

Wordmate - business -
£24.95 
Cribbage - game - £6.95 
MSXMON - uti l ity - £9.95 
Home Accounts -
business - £7.95 
Spel l ing - educational -
£6.95 
Plant - educational -
£6.95 
French Verbs -
educational - £7.95 
Gambling Pack - game -
£6.95 
Maths Games Pack -
educational - £7.95 
House Of Horrors - game 
- £6.95 
Cabins of Doom - game -
£6.95 
Dragon Tower - game -
£7.95 
Dungeon of Death - game 
- £7.95 
Adventure Plus - game -
£7.95 

PSS, 452 Stoney Stanton 
Ad, Coventry, CV6 5DG: 

Champ - util ity - £1 2.95 * 
Maxima - game - £7.95 * 
Time Bandits - game -
£7.95* 
Les Flies - game - £7.95 * 

QUICKSILVA, Palmeston 
Hse, Palmeston Ad, 
Southampton, S01 1 LL: 

Games Designer - uti l ity 
£9.95 
Ant Attack - game 
The Snowman - game 
Fred - game 
Bugaboo - game - £7.95 
ea. 

SOFTCAT, Woodbridge Ad, 
Derby Green, Blackwater, 
Camberley, Surrey: 

Challenge My Bluff 
educational - £8.95 
Kriss Kross Kwiz -
educational (twin pack) -
£8.95 

TOSHIBA, Tos� iba Hse, 
Frimley Ad, Frimley, 
Camberley, Surrey: 

30 Golf - game 
Polar Star - game 
Pinball - game 
Pyramid Warp - game 
Battleship Clapton 1 1  -
game - £7.95ea. 

TASMAN, Springfield 
House, Hyde Terrace, 
Leeds, LS2 9LN: 

Tasword - business -
£1 3.90 
Tasprint - util ity - £9.90 
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Address - Mitsubishi (UK) Ltd, Hertfor 
Way, Rickmansworth ,  Herts. 

Price - £299 inc VAT 

t is hard to see what 
makes this 64K MSX 
computer worth more 

than most of the competition 
and as much as the superb 
Sony Hit-Bit. The 32K 
version, the ML .F48, is also 
expensive at £249. 

lt carries a good name -
though one that's not so 
well-known here as back 
home in Japan, where they 

are the largest manufacturer 
of mainframes - but so do 
most of the rest. lt carries no 
extra 'goodies' l ike the Hit
Bit's extra 1 6K ROM-based 
databank facility. 

lt has the usual two 
cartridge ports, one on the 
top and one at the back, but 
then so have JVC and 
Canon, and they' re £20 
cheaper. 

lt 's a good, workmanlike 
machine, and though it 
came with no documentation 
- the manual's sti l l  being 
translated from the 

Japanese - I 'm  assured it 
wil l  be a thick 300 pages, 
with lots of worked 
examples. It ' l l  also come 
with four cassette-based 
games. 

The look of the machine is 
sober - much more sober 
than the same company's 
products for the N ipponese 
market: black, with l ight grey 
alphanumeric keys and 
charcoal function and editing 
keys. The keyboard wi l l  
please most typists, with its 
nicely contoured keys, 

though the rake is not steep 
enough to really suit them, 
and the touch of the keys is 
rather l ight for a really heavy 
pounder l ike myself. Proper 
touch typists should prefer it, 
however. 

lt was a l ittle alarming to 
be able to see the printed 
circu itry between the keys. 
lt 's never a good idea to go 
spi l l ing cups of coffee or 
cigarette ash on to your 
keyboard , and a dustcover is 
a reasonable investment for 
any computer, but this did 
seem rather exposed! 

Simi larly, the rear 
cartridge port was 
unshrouded and therefore 
unprotected. 

Also, when I opened the 
machine up,  one of the 
securing I ugs was broken 
and there were some other 
small bits of plastic floating 
around, which seems· to 
indicate someone's been 
rather heavy-handed - or it 
really is as fragile as its 
rather th in casing seems to 
indicate. 

Another negative factor 
that must be taken into 
account is that its video 
socket, for connection to a 
monitor, seems to produce 
less signal than some of its 
competitors. lt couldn't 
generate colour on my 
Panasonic monitor, anyway. 
1t worked fine on a Profeel 
monitor . . .  but that's a more 

MSX User January 



powerful beastie than most 
hackers wil l  be using with 
their MSX, I 'd guess. 

The cursor control keys 
are good and large - big 
enough to be able to run a 
game l ike Konami 's  "Time 
Pilot" without having to look 
at the keys all the time. I 
actually preferred them to 
the Mitsubishi joystick which 
was lent to me at the same 
time. The stick was rather 
stiff, and didn't have the 
ease of response of the 
cursor keys. But this was 
1 00 times better than the 
data recorder, which was 
also lent with the computer, 
because I couldn't  get that 
to do anything at al l .  

Ca11elle Unil 
lt was a Japanese 1 00-volt 

model, labelled in  Japanese, 
but none of the controls did 
anything apart from power 
on/off. I tried the MOTOR 
ON/OFF commands to 
transfer control from 
computer to the recorder 
keys, but they sti l l  wou ldn't 
work. I tried disconnecting 
the remote contro l ,  but 
likewise. So, I went back to 
the trusty Sharp cassette 
player I use for all 
computers that don't have a 
dedicated recorder. A pity, 
because the absence of any 
kind of volume control and 
with soft-touch keys, which 
suggested logic control, did 
raise the hope that here 
might be the sort of recorder 
we' re all waiting for: one 
which would work in  a 
manner entirely transparent 
to the user, winding forwards 
and backwards under 
computer control, setting its 
own record and playback 
levels, finding named 
program or data files, and 
generally acting almost l ike 
a disk. 

In  the absence of any 
documentation (again!), 
this' l l  have to be a forlorn 
hope. But not an impossible 
one, I trust. 

Back to the keyboard. 

The function and editing 
keys are l ined u p  along the 
top of the keyboard, and are 
all fairly smal l .  I l iked the 
placing of the STOP key 
at the extreme left, and thus 
close to the CTRL key, 
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l ine out, 1 4-pin Centronics 
printer socket, and second 
cartridge socket along the 
back. The on/off switch is on 
the left. There is no reset 
button. 

Incidentally, talking about 
the printer socket, when are 
they going to make available 
a 1 4-pin to standard 
Centronics 36-pin adaptor 
cable? With MSX printers 
fairly thin on the ground, and 
lots of people with Epson 
and similar Centronics-type 
printers they could run with 
MSX, the cables just cannot 
be bought separately (yes 
they can, see First Aid -
Ed), and if you want to make 
one up,  that 1 4-pin socJs_et is 
unusual enough to pr;q.ve a 
bit of a hassle (agai.ff �--.:se� 

• • � . . .. . .:·: .. .'<' ·:·. ., . . , • ,  F1rst Atd - �:;d). .. · :-· .. · '·-· /':::- _:;:;, .. : , 
At the moment, ybu': ,:: :get a 

cable if you buy an MSX 
printer, and that's it. Not · 
good enough, M SX! 

making the 
CTRL + STOP key

strokes to abort a program a 
one-handed, thumb-and
forefinger operation� 

The ACCENT key - in 
its usual place next to the 
right-hand SHIFT - was 
blank, but it worked fine with 
the CODE and/or 

-: 

SH IFT . Perhaps the lack 
of label l ing was because it 
was a pre-production model .  
(The serial number label 
even claimed it was a 1 00 
volt machine, though it 
p lugged into the 240 volt 
mains and didn't explode!) 

lnpiii/OIIIJIIII 
The rest of the 1/0 sockets 

are fairly standard, to MSX 
at l east, including two Atari· 
style nine-pin joystick 
sockets and 8-pin cassette 
socket on the right, the 
video RF, audio and video 

Mitsubishi have been 
talking abou't producing a 
48K machine for something 
l ike £250, but since there 
are 64K machines around at 
that price, there doesn't 
seem much point. Certainly, 
it 's hard to see what makes 
this 64K machine worth 
nearly 50 quid more either. 

lt looks l i ke a solid and 
robust enough mach ine,  but 
a glance at what lies 
beneath the six Phi l l ips 
screws securing top to 
bottom belies that 
impression. Tacky. 

The power supply runs 
n ice and cool, though ,  which 
implies a certain efficiency. 

Taken all-in-al l ,  anyone 
price and quality conscious 
who compares it with the 
value for money offered by 
the eight other MSXs on the 
market would be tempted to 
give this one a miss. 

And I ' d  have to agree with 
them. 

8$ 
·. 
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Write your own text-based adventure 

games. Steve Lucas leads us along the 

path of righteousness. 
Writing an adventure game 

n adventure game is a 

program that a\\ows tor your MSX computer is a 

cha\\enge which \s 
guaranteed to keep you busy 

you ,  the user, to p\ay 

a ro\e in a story with many 

different possib\e sub-p\ots. 

The outcome of the game 

depends \arge\y on your 

responses to a set of 

circumstances outlined by 

the computer in text. 

Probab\y the most famous 

adventure game of a\\ is 

'Co\ossa\ Cave' , which is a 

version of the origina\ ,  

written tor mainframe 

computers. This has been 

adapted to run on most 

m icros by Leve\ 9 
computing. The game is 

text-on\y and you have to 

enter (bY proxy) a labyrinth 

of caves, whose positions 

and contents are 
remembered by the 

for many weeks - or even 

months, but it's well worth 

the effort because you' 11 not 

only get a great deal of 

satisfaction from your 

achievement, but you'll also 

learn how to use many of 

the special features of MSX 

BAS\C in the process. 

The Pllll 
Perhaps the hardest task is 

choosing a p\ot tor your 

game. This is in fact the 

most important aspect, tor 

without a good p\ot your 

game will be dull and 

uninspiring to play. Early 

adventures for 
microcomputers involved 

computer, and recover 

various items of treasure. 

Instructions are given to the 

computer by entering two

word sentences such as GO 

NORTH or EAT FOOD.  The 

computer responds by telling 

you the result of such 

setting out in search of 

treasure and bringing it back 

to the start point of the 

game. Games of this type 

must be carefully thought 

out and the descriptions of 

\ocations need to be very 

if your game is to 
� :lin�tbratnng and fun to . . . _ . . i.�, 

actions. This might sound . . · 

easy, but after two 
stH\ haven't · 

ete�a 

end game 
start f\oodin 

Leve\ 9 hav 

�es'· and l no{"$ 

��w.�- , .. _ release MSX ·. 

Other software. 

- have started to 

iu�e nove\ features l)�·l'1'''' 

��J ,1es_� sound 
e ability s 
n g Hs h �fir�ta.r '""-

vourite • \S 

\'m sure it won't be \ong 

before we see some 

exce\\ent adventures for 

MSX computers which a\so 
th.e . ·.• . • • 

... �·"'' \0$� ,. 
me� why· · 

:$ta·rt at writing your 
. :

· 
·=::. 

e a 
? 

• 

,...,.,. • rii·L.;I· best of the mol!e· ·. 

' 
.. 

gam�s 
nave· a· ' :,:,:.: ... ,;t.t." 

. .: 

\t's often 
fo\\ow the p 

sh \·""'·' ;dfn.,., . .  v·< ::. 

,.,_no, when 
. �;�):·Hi 

· iS to p\ot .. ·� 

....... ,. · ma\ n locations 
. This need not �"""., 

�tan��o and. f\gur� 1 
l:tli;g,�·&tes the pas\c,, i<iea�! 

MSX machi ·�� 

memory 
bytes fre 
so it's ___ , 

1 50 \ocat 
\f \t' s wri+'6� 
contains no arctOnu.u· 

strongly recom ·;...;;:;;�===.,•�';; 

your first attempt 
no more than 25 
or you' \\ find yourse 

lost in the complexities of , 
• 

programmtng .  

Note that there's on\y 4 

compass rose directions 

(N .S .E. and I've used 

w\gg\y a.n1 
\ocat\o · •.. .- -

by other \  
as swimming� 

• 



Gsme 
The next task is to convert 

this map into the OAT A for 

your game. This is best 

placed at the very end of 

your game and l usuaUy 

stick it in from line 1 0000 

t 
NORTH 1 

GO SOUTH 

GO NORTH 

GO WEST 7 
GO SOUTH 

GO NORTH 

8 
CLIMB UP 

9 

BOTTOM 
OF A 
TREE 

CLIMB DOWN 

2 
GO SOUTH 

GO 
NORTH 

GO SOUTH 

3 

..--�GO::.:_N.ORTH 

4 GO EAST 
GO WEST 

·.·:·· 

liiLI�STTilitJN�G:-111----------�--�---�-.----=--· 
Locations 

10000 DATA on the banks of a fast flowing riVer,0,7 ,0,0 
. · -�·, 1 

10010 DATA on the far side of the river,0,3,0 ,0 
· 

onwards. LlSTlNG 1 shows 

how l would convert the map 

shown in diagram 1 . 

2 
3 
4 

10020 DATA on a narrow footpath,2,4,0,0 

10030 DATA in a dark forest 3 0 5 0 
' 

' ' ' , 
\ 

10040 DATA outside a small foresters hut ,0,0 ,0,4 . 

10050 DATA in a small hut. A paint pot stands in one corner 0 0 0 0 

10060 DATA in the woods , 1 ,8 ,0 ,10 

' ' ' ' 

5 
6 
7 

10070 DATA at the bottom of a tall tree,7 ,0,0,0 

10080 DATA at the top of a tree,O,O ,O,O 

8 
9 

Each Hne of OAT A contains 

a description of the location, 

followed by four numbers. 

These numbers represent 

the location you get to if you 

go North,  South, East or 

west respectively (not the 

wiggly Hnes though). \ have 

used the number 0 to 

.
. 

represent a compass 
u can't take. ln a 

. . . .. . . ···•··. ·· you should then 
. � 

. 
wnte AT A lines for the 

objects which you wHl come 

across, as in LlSTlNG 2.  

LISTING 2 
20000 REM * * data for objects * * 

20010 DATA an old sock, 6 ,  sock 

20020 DATA a kite ,9 ,kite 

20030 DATA an old man,3 ,man 

. ·-:-· 

. of OAT A contains 
·.·· . . ion of the object, 

l'¥t··ner of the location in 

wh it \s found and the 

word· the computer 
as�;c . .  , 

tes with the object. 
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Progfllll Strueture 

Many programmers try to 

avoid drawing flowcharts and 

prefer to develop their 

programs at the keyboard. 

Time spent drawing a 

flowchart for a program as 

complex as an adventure 

game is well spent and the 

flowchart, Hke the map, 

needs only to shoW the basic 

outHne. \f you prefer to go 

straight to the keyboard, 

your program will probably 

end up as a typical 
'Spaghetti' program which is 

· almost impossible to debug. 

Figure 2 illustrates the sort 

of flowchart that's needed. 

Next month we'\\ work at 

converting this flowchart into 

a we\\ structured control 

\oop. So, work out your 

maps and flow charts and 

stand by. 

I AM :-
IN A SMALL HUT 
I CAN SEE :-
AN OLD SOCK 
WHAT SHALL I DO NOW? 0 

5 

' 

OUTSIDE 
HUT 

-,. 

6 

,,----START ; � _/ 

R EAD DATA AND F I L L  AR RAYS >1, 

PR INT T ITLES AND INSTRUCTIONS 
' 

D ESC R IBE LOCAT ION AND OBJECTS 

I NPUT ACTION 

PERFORM ACT ION/ SUBROUTI N E  

IS SCORE  NO 
1 00% ? 

r Y ES 

W I N  GAM E 

/,--...1---END ' . 
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Unless you order 
0 

-= -��---·--· ----

rom your newsagent 

' 

this is what you're in danger of missing= 
t tell  yo u what to watch for 

Latest software revi ews o u r  exper s . 
. . . and what to;:..:a�v;.o :..:' d:..,_,_....,._._.....-.... -....._ 

�������� 
Qual ity-tested l isti ngs for a l l  po p u lar home com puters 

-.....--............._.-- - games uti l it ies and ed ucational  

f the micro scene 
u p-to-date n ews o . 

.,.,.,.. The l ivel i est letters page arou n d 

Software charts see what's sel l i ng best for yo u r  com p u t�r ' . , I 

. 
u .s. scene our man i n  Cal i forn ia brings you reg u lar reports 

Spot the bargai ns on o u r  classif ied pages 
- - --- -

• 

Free s u p p lements on th i ngs you need to know 
... __ - -- -

--

Free.-to-enter com petitions. 
our  readers have won prizes worth tens of thousands of pounds 

' 

-

-

� ................. ....J 

You can't  afford to be without Home Computing weekly. And a l l  you have to do 
to make sure you get your copy is to f i l l  in  the form below and hand it to you r  
newsagent. 

. 
- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -1 , · , I I Dear newsagent I I · - I I Please deliver/reserve for me a copy of Home Computing Weekly every week 1 I I I Name . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · I I Address . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . .  · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · I I . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  '. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . I I . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . I 
I 1 2- 1 4 Pau1Stree• London EC2A 4JS. Phone: 0 1 -247 8233 , I I " 
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1 1  

ere, for your coznput1ng 
pleasure, 1s part one of 
a t-w-o part d1ct1onary of 

coznputer terzns. It 's ne1ther 
coznplete nor extens1ve, but 1:f 
you are just start1ng out 1t 
should expla1n most o:f the 
jargon used 1n lVISX User. We 
try to a vo1d unnecessary use o:f 
spec1al terzns - th1ngs can 
usually be expla1ned s1znply, 
but there 1s al -w-ays a core o:f 
una vo1da ble buzz--w-ords. 
In -w-ardly d1gest the :follo-w-1ng 
and you '11 be a ble to cope -w-1th 
znost con versat1ons concern1ng 
lVISX (and other zn1cros). 
114 Ul'/111 id illlliN 11'1 11/llidltl ll.tMII'I id 
1/Je 

Address - A number that 
identifies a s ingle location in 
a computer's memory. By 
specifying an address in  an 
instruction you can cause 
the computer to ' read ' the 
contents of the specified 
memory location or in the 
case of Random Access 
Memory (RAM) change the 
contents if required as wel l .  

Adventure game - A role
playing, generally, text 
based game where the 
computer constructs a 
'world ' that the player can 
explore and take part i n .  
Usually this involves a quest 
to collect treasure where the 
player must first locate items 
of value and then figure out 
ways to obtain them from a 
'guardian' or release them 
from a magic spell ,  etc. Most 

commands the game 
understands are given 
(others you m ust find out). 
For example - EAST, 
WEST, NORTH , SOUTH, 
UP,  DOWN, to d i rect 
movement, PICK UP ,  DIG, 
DROP, etc. for the use of 
tools and SAY for 
communication. Most 
Adventures follow formats 
simi lar to the 'Dungeons & 
Dragons' type fantasy 
games. 

Algorithm - A description of 
how a specific task may be 
accompl ished. In  computing 
terms it is a computational 
method, usually involving 
mathematical formulae, to 
achieve a programming goal . 

Alphanumeric - Concerning 
characters that are either 
numbers or letters. 

Analogue - An expression 
of a quantity that 
continuously varies. A simple 
example is the volume 
control of a radio/TV /etc . 

. 

The volume changes 
smoothly as you turn the 
knob. In  contrast, a digital 
volume control wou ld 
change the volume in  steps. 

Analogue-to-digital 
converter - Converts 
analogue signals into digital 
equivalents for interpretation 
by a computer. 

Animation - The creation of 
moving images for display 
on the computer screen. 

Architecture - The way in 
which the various parts of 
the computer are arranged 
and connected together. 

Array - Variable information 
held in  computer memory in 
a row and column format for 
easy access. 

Artificial Intelligence {AI) -
A term applied to special 
programs that are deemed 
to ' learn ' and apply the 
learned experience in  their 
operation. For example, it's 
possible to construct a 
program that recognises 
digital patterns derived from 
speech and so react to a 
spoken word that it has 
' learned ' .  

ASCII - American Standard 
Code for Information 
Interchange. This is a code 
that is used to represent 
letters, numbers and 
symbols that can be entered 
from !he computer's 
keyboard. 

Assembly language - A 
programming language in 
which Machine Code 
commands are represented 
by m nemonic names that 
suggest their function . For 
example - LOA stands for 
LoaD Accumulator. 

Bar Code - A way of storing 
information as a set of thick 
and thin l ines. The resulting 
pattern can be read by a 
light pen or a bar code 
reader for input to a 
computer. Bar codes are 
often found on the 
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packaging of consumer 
goods for stock control 
purposes. 

BASIC - Beginners All
purpose Symbolic Instruction 
Code. The broad term for 
the type of language most 
commonly bui lt-in to home 
computers that is easy to 
learn and use, such as M SX 
BASIC. 

Baud - The unit of 
measurement used to 
represent the rate at which 
digital information is 
transmitted over the 
telephone network. 

Binary system - A number 
system that uses 2 as its 
base as opposed to 1 0 for 
the decimal system. Al l 
numbers can be represented 
with just two digits, 0 & 1 .  
These digits are assigned 
values according to their 
position, l ike so: 

Bug - A programming or 
system design fault .  

Bus - A channel for 
transferring data through.  

Byte - Eight bits. The 
number of bits an MSX 
computer can deal with at 
once. Can be any binary 
number from 00000000 to 
1 1 1 1 1 1 1 1  (0-255). 

CAD - Computer Aided 
Design .  Using computers for 
graphic design work. 

1 28 64 32 
1 1 1 

1 6  8 4 2 1 
0 1 0 1 0 

Assigned values 
Digits 

1 28 + 64 + 32 + 8  + 2  = 234 
-

So, assigning the decimal 
value written above the 
occurence of a ' 1 '  i n  the 
binary number 1 1 1  01  01  0 
gives it an equ ivalent 
decimal value of 234. Using 
eight bits in this manner 
al lows you to represent 
whole numbers u p  to 255 
( 1 28 + 64 + 32 + 1 6  + 8 + 4 + 2 + 
1 ) . 

Binary number - A number 
expressed in  binary notation. 

Bit - One of the two digits, 1 
& 0, used in the binary 
system. Shortened form of 
Binary digiT. 

Boot - The implementation 
of instructions held in  
firmware when the computer 
is switched on.  Usually to 
LOAD a program. 

Buffer - A portion of 
computer memory assigned 
as a temporary store for data 
being transferred from one 
part of the system to 
another. A good example is 
a printer buffer. The purpose 
is to even out differences in  
response rate - the 
computer sends print data 
very fast, the printer 
responds slowly. 

9() 

Cartridge - A package of 
memory chips that can be 
inserted in  the cartridge slot. 
Usually ROM containing 
software but can be RAM. 

Character - Any symbol that 
can be displayed on a 
computer screen. 

Character cell - The matrix 
of dots that make up a 
character on the screen .  

Character set - All the 
characters that can be 
treated as one item - l ike a 
word or group of words. 

Chip - A slice of si l icon that 
contains complex integrated 
circuitry. 

Clock - The master t iming 
pu lse that synchronises 
system operation. 

Code - Often used to 
describe the instructions that 
make up a program but also 
means the pattern of binary 
digits stored in  memory. 

Command - A computer 
language instruction .  

Compiler - A special 
program that converts 

English-l ike languages to 
machine code. 

Computer literacy -
Broadly, understanding how 
computers work and what 
they can do. 

CP/M - Control Program for 
Microprocessors. A proven 
operating system soon to be 
available for MSX. 
CPU - Central Processing 
Unit .  The part of a 
microprocessor that 
responds to programmed 
i nstructions. 

Cursor - The flashing 
square on the screen that 
indicates where the next 
character wil l  appear. 

Cursor control keys - The 
group of four arrow-shaped 
keys at the right hand side 
of the keyboard. Used to 
move the cursor or control a 
character/sprite i n  a 
program. 

-· 

Daisy-wheel printer - A 
printer that works in  a similar 
manner to a 'golf bal l '  
typewriter to produce letter 
qual ity print. 

Data - Information 

Database - A collection of 
data stored in such a way 
that it 's easy to extract, 
i nsert and alter individual 
records. 

Debugging - El iminating 
bugs from a program. 
Correcting mistakes. 

Digital - A term used to 
describe a quantity that 
changes in steps as 
opposed to continuously. 
See analogue. 
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Diskette - A flat circle of 
plastic coated with a 
magnetic material that is 
used to store computer data. 
Data storage and retrieval 
using disk i s  in the order of 
10 times faster than tape. 
Also, the magnetic coating is 
'formatted ' into an 
arrangement of concentric 
tracks, each further divided 
into sectors which can 
usually store 256 bytes of 
data. See Disk drive. 

Disk drive - The disk 
equivalent of a cassette 
deck. Th is un it contains the 
magnetic read/write head 
and associated circuitry that 
stores/retrieves data on/from 
a spinning diskette. 

Documentation -
Reference/set-up/instruction 
manuals suppl ied with 
software or hardware. 

Download - In a network of 
computers, the transfer of 
data from the main 
control l ing computer to one 
of the many micros acting as 
a terminal for a user to 
access the network. 
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Disk Operating System 
(DOS) - The control l ing 
program that organises the 
operation of a disk system. 

Dot matrix - The 
arrangement of dots, usually 
8 x 8, that is used to make 
characters on a display 
screen or printer. Selecting 
appropriate dots as 'on' 
makes the shape of the 
character required. 

Editing - Making changes to 
text, programs or data. 

EPROM - Erasable 
Programmable Read Only 
Memory. As for PROM 
except the data stored can 
be erased using u ltra violet 
l ight allowing new data to be 
stored. 

Expert system - A program, 
or set of programs, that 
contains a store of facts 
relating to a particular 
subject, compi led and 

arranged by a human expert. 
The system can then provide 
advice or instructions 
relating to the subject on 
demand. 

Expression - A formula that 
performs a specific 
calculation on data within a 
program. Gate - The lowest level 

bui ld in-g blocks for a 
computer system. Gates 
perform logical binary 

Fifth generation - The term 
used to describe computer 
systems currently under 
development. They wil l  be 
much easier to use than 
current systems, using input 
devices that relate more 
readily to people, such as 
speech , and incorporate a 
form of artificial intelligence. 

File - A collection of data 
stored external from the 
computer on cassette tape 
or disk. 

Firmware - A popular piece 
of jargon used to describe 
software stored on a chip. ie 
a program stored in  a ROM. 

Fixed point number - A 
n umber that is stored and 
used within a computer with 
the decimal point i n  a fixed 
posit ion. 

Floppy disk - Just what it 
says, a floppy disk. Usually 
3" , 3 � "  or 5 l "  in diameter, 
housed in a stiff plastic 
envelope with a slot cut in i t  
that al lows the disk drive 
read/write head to contact 
the d isk. This is the most 
popular disk construction 
and wil l  be widely used for 
MSX. 

Flowchart - The exact 
arrangement of steps, 
expressions and procedures 
that make up a program, in  
the form of a d iagram. The 
flowchart can then be used 
for reference when 
construct ing a program at 
the keyboard. 

operations on several i nputs 
to provide a single required 
output. For example, an 
AND gate provides a logical 
' 1 '  output when a l l  i nputs 
are ' 1  ' ( input 1 AND input 2 
AND i nput 3 are ' 1  ' ) . Also 
known as logical operators. 

Graphics - The construction 
and display of pictures by a 
computer, either on the 
screen or as hard copy from 
a printer. 

Graphics character - A 
character constructed to be 
useful as a bui lding block for 
simple picture creation in 
conjunction with other, 
different but all ied, graphics 
characters. 

Graphics tablet - An 
external device or peripheral 
that can be used to convert 
drawn pictures into a 
sequence of digits that can 
be understood, manipu lated 
and stored by the computer 
and, of course, displayed. 
Sometimes known as a 
digitiser. 

Handshaking - An 
exchange of coded 
messages between 
computers or computer and 
peripheral to allow the 
swapping of data to be 
synchronised. 

Hard copy - A printout on 
paper of data, programs, 
graphics or text. 

Hardware - The physical 

, 



parts of a computer. Both 
mechanical and electronic. 

Hexadecimal - A  numbering 
system constructed around a 
base of 1 6  as opposed to 
decimal's 1 0. The units that 
make up the base 1 6  are 1 2 
3 4 5 6 7 8 9 A B C D E and 
F, where F is 1 6. This 
system is used constantly in  
assembly language and 
machine code programming. 
Example: 42B can be broken 
down to 
( 4 X 1 62) + ( 2 X 1 6) + ( 1 1  X 1 ) 

= 1 56 + 32 + 1 1  = 1 99. 

High level language - An 
intermediate language that 
converts or interprets 
commands and instructions 
that are easily understood by 
people into the computers 
own language - machine 
code. There are many high 
level languages but the most 
popular at the moment is 
BASIC. 

Icon - A complex graphic 
shape mimicking the action 
that a portion of a program 
can carry out - such as a 
dustbin graphic for a routine 
that erases or 'throws away' 
data that's no longer 
required . Used in 
conjunction with mouse 
option selection. 

Initial ise - To set variables 
to specific values before the 
start of a calculation or 
routine. 

Input - Any data that is 
supplied to the computer, 
wherever it comes from. 

Instruction - see Command 

Integrated circuit - A very 
large number of components 
contained on a single sliver 
of si l icon .  

Interactive - Perm its an 
exchange of information 
between the user and 
computer where the 
knowledge of a reply affects 
the next exchange. 
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Input/Output (1/0) - The 
part of the computer system 
that deals with 
communication between the 
microprocessor and its 
associated components and 
peripherals. 

Joystick - A term that 
describes a device that uses 
a stick-like control to indicate 
directions to the computer. 
ie N ,  S ,  E, W. Usually used 
to control the movement of 
graphic characters i n  games. 

K - An abbreviation for Kilo 
( x 1 00) in the metric system 
of measurement. In  the case 
of computing it is, 
confusingly, used to 
represent x 210, which is 
1 024, not x 1 000. This is 
because current computers 
use the binary number 
system. So, 64K of RAM as 
supplied with your average 
MSX is actually 64 x 1 024, 
which is 65536 bytes. 

Light pen - an input 
device/ peripheral that is 
shaped l ike a pen with an 
attached length of cable 

that, when pointed at a part 
of the screen display, tells 
the computer which screen 
cell is being indicated. Used 
in  conjunction with a special 
program. 

Line number - The means 
by which different groups of 
instructions are differentiated 
and ordered for processing. 
In  the case of BASIC these 
are decimal numbers from 1 
up.  Programs in BASIC are 
usually numbered from 1 0, 
with spaces of 1 0 to allow 
for easy program 
modification and expansion . 

Logical operators - See 
Gate. 

Loop - A set of instructions 
that are cont inual ly carried 
out by the computer unti l  
certain conditions are 
satisfied. 

Low-level language -
assembly language. See 
High level language. 

Large Scale Integration 
(LSI) - Packing a vast 
amount of electronic 
components onto one tiny 
sl iver of si l icon. VLSI (the V 
stands for Very) is the basis 
of fifth generation 
computers. 

Machine code - The 
language used by the 
computer system 
microprocessor. I n  the case 
of MSX, the Z80A. All 
instructions are in  the form 
of binary 1 's and O's. 

Mainframe - An enormous, 
complicated and very 
expensive computer. 

Matrix - Data represented in  
the form of a grid, l ike city 
A-Z's  and road maps, where 
each segment of the matrix 
is i ndividually addressable 
by using X and Y co
ordinates. 

Memory - A data store 
where the location of each 
p iece of information can be 
'read' (and in  the case of 
RAM, written to) when its 
address number is called. 

Memory map - A list of the 
individual memory locations 
avai lable to the computer 
and their usual contents. 

Menu - As its restaurant 
equ ivalent - a list of options, 
usually presented on-screen, 
that allow the user to direct 
program flow. 

Microprocessor - The 
'thinking' part of your  
computer. This is the thing 
that, u lt imately, you give all 
your i nstructions to when 
you program a computer. 
The heart of the system. For 
MSX, a Z80A. 

Modem - A contracted form 
of the words 
Modulator/Demodulator. A 
piece of equipment that 
allows you to connect your  
computer to the telephone 
system and, if you have the 
required operating software, 
communicate with computer 
networks. 

Monitor - A specially 
constructed computer video 
display unit. Also used to 
describe a program that 
provides a fundamental set 
of commands required to 
operate a computer system. 

Mouse - A device that 
relays movement instructions 
to the computer by sensing 
the directions the mouse 
itself is moved in .  Used to 
point arrows at icons on a 
screen d isplay. Named 
mouse because its shape is 
remin iscent of a mouse. Also 
includes function select 
button/s. 

MSX - A standard 
specification agreed and 
adopted by 1 6, mainly 
Japanese, consumer 
electronics manfacturers in 
early 1 982 for the 
manufacture of home 
computers. Current MSX 
licensee compan ies exceeds 
20. 

Next month . . .  N-Z! 
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Peter Green and Adam 
Haylett batter buttons and 
juggle joysticks together 

Less than 4h1J - Dead 
4ft1J - So So 
1ho - Healthy 
lftiJ - In the pink 
9ft1J - Effervescent 

tiJhfJ - Immortal! 

A2'BLII2'IC LARD 

by Konami 
£14.95 
MSX 
Cartridge 

thletic Land is the 
MSX user's answer to 
the popular VHS 

classic Pitfall by Activision. 

• 

• 

I n  this multi-screen arcade 
game - and I reached 
screen 23 - you control a 
young sprog on a romp 
through a child's park. There 
are too many hazards to list 
in al l ,  but a few you're likely 
to meet are wasps, 
trampolines, l i lleypads, ropes 
fountains, spikes, bouncing 
balls and giant building 
blocks. The graphics, 
general movement, colour, 

sound and attention to detail 
are unsurpassed and the 
game, though easy to play, 
is extremely challenging and 
addictive at any level. In a 
word Athletic Land is childs 
play and highly 
recommended from toddlers 
to grandparents. 

AH 9/I(J 
IIORKBY ACADIIIIY 

by Konami 
£14.95 
MSX 
Cartridge 

ow this one is rather 
jolly. Monkey 
Academy is an 

educational program, on 
cartridge, designed to teach 
young children arithmetic. 
Your hosts are a couple of 
chimpanzees, who inhabit a 
four-level group of platforms. 
There are five levels of 
difficulty, from simple 
addition to bracketed 
expressions. At the start of a 
round, a bunch of balloons 
float up the screen and burst 
at the top to reveal an 
equation with one digit 
missing. You manoeuvre the 
chimp around the platforms 
pulling down ' roller blinds' 
which have a digit inscribed 
on them. When you've found 
the correct digit you press 
Select, which drops the blind 
into the chimp's hand so 
that he can carry it up to his 
companion on the top level, 
who inserts the answer in 
place and does a little 
dance. There is a time 
bonus alotted for each group 
of three answers, and then 
you are prompted whether 
you wish to change level. 
Life isn't quite that simple, of 
course: crabs keep dropping 
from the ceiling and crawl 
down to the bottom of the 
screen. They'l l  kill the chimp 
if they touch it, but they can 
be destroyed for 500 bonus 
points by hitting them with a 
piece of the fruit that grows 
on the platforms. I '  m not 
sure abut the biological 
accuracy of all this, but the 
program is a lot of fun even 
for an adult. Your kids will 
love it, and learn at the 
same time. Recommended. 

PG 9/I(J 
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737 FLIGHT SIMULATOR 

by Mirrorsoft/Salamander 
£9.95 
MSX 
Tape 

t's difficult to know how to 
rate this piece of 
software. I was able to 

land the plane adequately at 
my first attempt - on every 
other flight simulator that 
I've ever played I end by 
spreading plane, passengers 
and myself al l over the 
landscape in a rather messy 
crash. Does this mean that 
I 'm getting better, or that 
Mirrorsoft 's game is too 
easy? Probably the latter� 
After al l ,  among the controls 
are a couple of buttons that, 
when pressed, cause you to 
' maintain current height' and 
'cancel any rol l ' .  Just l ike 
that! - on real planes, you 
normally have to cancel 
these things out with careful 
application of the relevant 
controls. Apart from that, the 
aircraft controls seem to be 
represented fairly accurately: 
compass, altimeter, vertical 
airspeed, two navigation 
beacons for calculating your  
position and heading, 

HUSTLER 

by Bubble Bus 
£6.99 
MSX 
Tape 

landing gear and flaps 
control and so on. The only 
jarring note is that the 
runway, visible during 
takeoff and landing through 
the windscreen,  is replaced 
by a radar map showing the 
aircraft 's ground track once 
you fly above a certain 
height. I 'm  sure real p i lots 
would love a feature l ike 
this, but they don't have it 
and ,neither should a true 
flight simulator. Like many 
similar programs, this game 
suffers frO"m ' real time ··· 
boredom' ,  where an event 
that takes the ' real ' amount 
of time to happen seems to 
be in slow motion by arcade 
game standards. A gdod ··· 

game for people who l ike to 
have lots of controls to worry 
about at once, but playing 
this won 't earn you a pi lot 's 
licence. The documentation 
includes a very detailed 
ground p.lan of the terrain .·. 

around Alicante airport, 
which seems to have no 
relevance whatsoever to the 
game. 

< . . ; . .  .: 

PG 6/f() 
· ' •  

n Hustler you take the role of a pool player, attempting to 
sink the balls on the computerised green baize of the TV 
screen. I found the graphics rather disappointing 

considering what can be done using MSX hardware. The 
plan view of the table is very flat and the bal ls are two
dimensional as wel l :  I see no reason why shadows couldn't 
have been provided to give a solid effect and improve the 
whole feel of the game. Only six balls are provided (besides 
the cue ball) which is also l ike the real thing. A variety of 
game options is provided: potting balls in any pocket, potting 
the numbered balls in numerical order and potting the 
numbered balls in the correct numbered pockets. One and 
two player options are provided but the one-player isn't you 
against the computer: you merely keep hitting the balls and 
try to minimize your  total number of shots. Cueing di rection 
is set by moving a cross-hair cursor around (the cue ball can 
have spin applied) and the strength of shot is controlled by 
pressing FIRE when the power ind icator at the bottom of the 
screen is at the right level. I quickly got bored with this 
game, which is marginally less interesting than watching Cliff 
Thorburn prepare for a pot. lt might appeal to people fed up 
with wanton ki l l ing, though.  One oddity: on my version most 
of the letters had the vertical bar missing ,  so reading the 
instructions was a game in  itself. 

PG 6/f() 
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KYPEll VIPER 

by Kuma 
Price 
MSX 
Tape 

,•, 

ow this one I l iked. 
Hyper Viper is a 
maze-type game, with 

slight Pacman overtones, in 
which you rnove a ' head' 
round the maze trying to eat 
the snakes within .  You can 
do this by chasing them · 
from behind and devouring 
them 'tai l-first ' .  Unfortunately 
they can be qu ite agile and 
if. they about-.face in  a tricky 
maze corner 'you can find 
yourself disappearing down 
their throats. Occasional 
pieces of fruit can be 
swallowed for a bonus: as 
an additional '' hazard a small 
insect runs around laying 
eggs which hatch into 
psychopathic Pac-people 
who chase yqu with 
cannibal ism on their minds. 
Animation is fast and smooth 
-· the rttaze at any level is 
qu ite a bit larger than the TV 
screen ,  which provides a 
sort of 'window' that moves 
over the play area as you 
search out your  prey. The 
title screen is n ice, the on
screen instructions are clear 
and comprehensive and if 
you don't touch the 

I ·· keyboard between .games, 
the program drops jnto a 
very nice demo routine that 
shows exactly what's 
supposed to be happening. 
Well  done, Kuma. · · 

PG ' •  . ,  < 

' . ,, 
HOT SHOE 

by Eclipse Software 
. . , • ,  £5 .95 • '  

MSX 
Tape ·. , 

ot Shoe is a ·combination of a 

9/f() 

space arcade shoot
em-up and Q-bert - a game 
that involves hopping from 
square to square whi lst 
avoiding numerous bouncing 
mutants. Your m ission is to 
deactivate numerous nuclear 
activators orbiting in  space. 
These reactor� are reputedly 
unstable and if not dealt with 
wil l blow the galaxy to 
kingdom-come. Each reactor 
is surrounded by an asteroid 
b�Jt whjch u pon contact w!th 

V ' 

your ship drains your  shield 
strength. Get the picture? 
Great! ,  then I ' l l  continue. To 
stabilise the reactor you 
must jump between the 
coloured discs which make 
u p  its volatile core. Every 
jump into a disc brings it one 
step closer to safety. When 
a disc turns green it wi l l  
remain that way unti l a 
neighbouring disc explodes 
or Ron The Robot j umps 
onto it. Roaming atoms 
patrol the discs and contact 
with them saps your 
precious energy level. 
Contact with Ron is fatal and 
he can only be deterred, 
momentarily, by firing at 

··· him. The object i-s of course 
to turn all the discs green, 
thus saving the galaxy and 
becoming the mega-hero of 
all t ime. Sounds great 
doesn't  it? The graphics are 
fairly simple though effective 
and .colour has been used to 
good effect. The nauseating 
theme tune can be switched 
on or off at wil l  and control 
is via keyboard or joystick. 
Hot Shoe is in  fact two 
games in one. The first 
screen is reminiscent of AD 
Astra on the Spectrum and 
the second is a Q-Bert 
variant. A game that, I feel ,  
should appeal to the 
younger user and as such, 

, not one of my faves. · 

· ··· - API 1/f(J 

ANTAB..TIC ADVENTURE 

by Konami 
£ 1 4.95 

··· MSX 
Cartridge 

( 

n this antarctic arcade ice 
race you control a cute 
pengu in  - via keyboard or 

joystick - on a trek across 
Antarctica. There are nine 
courses or so to master and 
each section becomes 
progressively harder with 
n umerous hazards to 
contend with. The central 
character, to whom I will 
refer_ to as Percy - for 
arguments sake, is 
beautifu l ly ani mated and the 
use of colour throughout the 
game is excellent. The ··· 

object of Antarctic 
Adventure is to successfully 
manoeuvre Percy past the 
cracks in the ice and jump 
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the numerous crevices en 
route to the fin ish l ine. Along 
fhe way you may coHect red 
fish - presumably herring -
and green flags for extra 
points. As if that were not 
hard enough there's a 
sealion who keeps popping 
his head out of crevices 
whom col l ision with wil l  
hinder your progress. Each 
race is played against the 

clock and a warning s iren 
indicates when you '  re 
approaching the end of your  
time period. Attention to 
detai l  is superb with the 
smooth scroll ing landscape 
depicted in  grey and white 
with crevices picked out in 
various shades of blue. 
Percy is a smooth mover 
and flaps his wings 
beautifu l ly as he 
precariously jumps the 
yawning crevices. Simi larly, 
if he collides with the sealion 
he staggers uncontrollably 
from side to side whilst he 
regains control of his move
ments. At the end of each 
course, Percy does a l ittle 
victory dance and the 
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appropriate flag is hoisted to 
mark his success. The 
sound is rich and 
comparable to the popular 
stand-alone arcade games. 
All i n  al l ,  Antarctic 
Adventure is without a 
doubt one of the finest, 
addictive, amusing and well 
produced non-violent arcade 

games I 've come across. lt 's 
l ikely to appeal to a wide 
range of users and is the 
ideal family game. 

AH 9/f(J 
HYPER SPOB.TS 1 

by Konami 
£14.95 
MSX 
Cartridge 

yper Sports 1 is a 
game cartridge from 
Konami ,  Japanese 

arcade specialists, and is 
adapted from their own 

arcade video game. lt 
consists of four sporting 
events, the first two being 
h igh diving and the vaulting 
horse. I don't know what the 
next two are because I 
couldn't qualify for the vault, 
and fai lure to complete on 
an event ends the game -
you can't jump to a 
particular event to practice 
at it .  Bad news. Control of 

your spritely (groan) athlete 
requires two buttons: hitting 
the left cursor repeatedly 
makes your  player run (or 
somersault when diving) 
whi le the SPACE bar makes 
him jump or straighten out 
the dive. From the 
programming viewpoint the 
game is very good: the 
swimming pool and sports 
stadium are drawn in  
perspective, the judges 
produce score cards, the 
player animation is very 
detailed, right down to the 
victory salute, and there's a 
cheering crowd in  the 
background. As far as 
playing the game goes, it's 
fairly tedious, and I couldn't  

grasp the winning strategy 
(no Engl ish instructions were 
included in  the review 
sample, and despite 
watching Shogun I only 
know that Hai means ' 'yes' ') . 
Consequently I spent my 
t ime battering the keyboard 
and hoping for the best. Do I 
think there's room for 
improvement in Japanese 
software? Hai. 

PG 
OH MUMMY 

by Eclipse Software 
£5.95 
MSX 
Tape 

$/f(J 

h Mummy is a multi
level arcade game in 
which you explore a 

pyramid in  an effort to 
col lect treasure and recover 
each of the royal mummies 
on each of the five levels. 
Part of the pyramid, which is 
a maze, has al ready been 
uncovered and it's your task 
to finish the dig.  
Unfortunately, the workers 
have awoken the guardians 
left behind by the Pharaohs 
and they pursue you with 
tire less ease. Each maze is 
viewed from above and 
consists of twenty boxes 
which must be circumvented 
in order to access the next 
screen. Doubtless to say that 
coll ision with any of your 
bandaged adversaries 
results in  the loss of a life, 
unless of course you have 
managed to uncover the 
magic scrol l ,  in which case 
you've adequate protection. 
The higher you go, the more 
intell igent, profuse and 
faster the mummies become. 
The graphics are competent 
and colourful and the sound 
effects are simple. Needless 
to say there's an 
accompanying Egyptian 
theme tune that thankfully 
can be switched off if 
required. There are five 
speed levels from mummy 
shuffle to fl ippin' 'eck and 
control is via keyboard or 
joystick. Overall a simple, 
addictive game that is l ikely 
to appeal to the younger 
player and simple-minded 
alike. 

AH 1/f(J 
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CIRCUS CHAJlLIE 

by Konami 
£14.96 
MSX 
Cartridge . 

. } 

ircus Charlie is a 
multi-screen arcade 
game set inside the 

Big Top. The object of the . 
game is to successfully ·· 

negotiate each screen to · .· 
achieve hj-score. The first 
screen has you manoeuvring 
elf-like Charlie astride a l ion 
through flaming hoops and 
over burning pots of oi l .  The · 
second screen has Charlie 
teetering along a tightrope 
whilst avoiding jumping 
monkeys and the third 
screen requires h is ski l lfuJ · 
balance atop n umerous ,. ·· 
rol l ing barreJs. I n  the fourth 
screen , Charlie's required to 
leap from his horse over 
hurdles ensuring a safe 
landing firmly on t�e horses 
back and the fifth screen .... . ·· .. 
has h im swinging from ro'pe 
to rope - tarzan style - over 
a pre-set distance. Needless 
to say, collision with any of 
the hazards loses a life and 
eventually returns you to tQe 
beginning of the garne. ··· . 

Sound, colour, graphics, 
general movement and 
attention to detail are very 
good indeed . Circus Charlie 
is a well produced .,. 
entertaining game and is · . 

l ikely to prove a challenge· to 
the games player. I only 
managed to reach screen 
two after half an hour on 
screen one. 

·. AH 8/IIJ 
COMIC BAKERY 

by Konami 
£14.95 
MSX 
Cartridge 

·: . .  . . .  · . 
:: .;. 

omic Bakery is a 
scrol l ing screen - l�ft 
to right - arcade · · 

i .. , ·· 
game, in  which you _, ,  

manoeuvre a chef in  an 
effort to keep the bread-line 
rolling. The game is divid�d 
into two screens, the �· . production ·· Une and the · · ··:·· J? · 
despatch dept. The first · 
screen consists of three 
machines which must be 
kept switched on in  order to 
keep the bread rol l ing out. 
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. .  Sounds a doddle doesn't it. 
Not so .. The factory is over
run with Racoons, of al l  
things --::- must be Maca�pons 
(groan-J;d) � which he,ve .. a . nasty habit of pinchinlr'your 
loaves and switching the 
machinery off with their tails. 
Do not fret, for our comic 
baker is armed with a 
speci.al .. gizmo that en�ples .. 
h im to· ston the offendifig . 
rodents? long enough to . 
boot them off the factory 
floor. If the production l ine is 
kept rol l iQg long enough, the 
game swi, tghes to an ·> ••••. : 
• interval '· , .screen in ···which .:·· 
you view a clutch of pae. kers 
frantically dispatching t�e 
goodies to the outside world. 
Again,  the colour, sound and 
attention .. to detail is t ' riffic . 
and · the'" sprol l. ing )· altbqQ·gh,,. a •' 

l ittle staccato, is more than 
bearable. The baker, who 
shall remain nameless, is 
beautifully animated and on 
collision with the Racoons 
taUs flat .on . his back witb .. an . . · 
exclamation mark appe'a(ing 
atop his noggin .  Subsequent 
screens become 
progressively more difficult, 
with mo�e intell igent .. Racoons. to .contend wUfL ····· . 
Overal (� 9omtc Bakery,: l§' 'a · · 
laugh-a-minute and is ···· 
destined to become a · 

, . 

x¥:P:s:a oLYMPio a 

by Konami 
£14.96 
MSX .. · 

' 
S UPEB. COBRA . 

by Konami 
£14.99 
MSX 

:, . .  : : : : :  . 
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. . ,)i .. . .... r,:,· ., ., . · : ::::: : :  .:: .... :: ::;:::::.·· • , • '  :· ·  : . ... ·.::} ., .. ,·.:· -:· ;.::; .. .. 
· ·:: �t i l l · · on a sporting tack, · · �per Cobra is another 

this cartridge is s imilar of Konami's arcade 
to HS1 , with four  favourites which has 

different sports: 1 1 0  metre made the transition to the 
. hurd l�s, javel i n ,  hig.n jump . .. smaH screen of the M SX 
arid '·;· 1:;:6.eo m·etres. ·�::o··r1·c·e ·· ·· ·· ·· tQa�gin�s� In· c.��� you don't · 
again·:-:· y'ou have two=thutton khow the plot, you are 
control :  the faster you · p iloting a hel icopter from left 
hammer the cursor key, the to right across a scrol l ing 
faster you run.  I hate to think terrain covered in  tanks, 
what: ao enthusiastic ·c hild m i$siles and fuel pumps .  
woul·a::;: d(J:: to a .c om�.ut�r · . .Y Q'�':�,.'J<nock o�t · .. \.11·�. rnissiles, . · . , 
-runrifng · this game ...... 'p. erhaps tanks and other assorted , 
it's ali a fiendish oriental plot nasties which appear at later 
to sell more M SX machines. stages, using your  forward-
Konami do offer a box with firing cannon and by 
two beefed-up buttons which dropping bom bs. ·.By some 
pi ugs�) i pto.,:

.the Jq.�sti��:R:· ... Q.ort qy;:tiQ_ �s .l aw of phM��cs your  
and StibstftuteS ·for·· ffle ·· poor, . .., ·: ··· CQ�l)per is refueltetf . 

·.·.·. abused keyboard (price whenever you destroy an 
u nknown at present). enemy fuel dump.  
(Perhaps it's a com puterised Graphically the game is not 
antidote to frustration; l ike too· spectacu lar and Konami 

... t�.� tmPb�gement .dum:mies . . .  : tl�¥e �dded a . .  plH! .. t�ist that 
that>�J�panese Wbrk:ef_s · beat . · .,. m·akes life a lot· n·�raer. . · .: 
u p  every day with bas.eball I nstead of flying straight u p  .. 
bats). Again ,  great graphics, the screen when they 
but after knackering my right launch, the m issiles bounce 
arm with a three-mi nute siq�ways across the screen 
P09Q.€tiqg to comp�et@ ;the tow�rds you ,  anq )f you miss . · ···· t 50CJ:;·. tne.tres, . , be.gafi� .Jb s·ee . them; . they pass.;· :O.ut: of sight ·• 

. '�>� 
why the MSX companies to the left, behind you ,  and 
hope 'B ritish software houses then reappear on· the right in  
wi l l  start producing games. front of you .  Some sort of h i larious fam ily game. 

_ The home-grown stuff is space-time warp, I suppose . 
. : ·, . · ,. ·

·liiiA natf. ·· :. ·· · ··· . . .. ;) :Hq;r. P ing the _joys�t r. �. over to . AFI , ., . . •.- ·
, �: .. · ·:: r:·: . .  • '  . .  

' 

., 
· · . ·· ·7J·r" . · · · · ·... . . · ·a Hardened arcade····.. . ../ ··· , ,  

Pd 
. .  

· ' $/f(J ������� .P.�o
n
d��;�b��� . 

Rather on the harsh side, I 
think, but not one of the 
be.t.fer .versions of this game . 

· ·  · · -tf.fatt l tve seen .... . .  , . .. . . ::�·:··· · ·. . ..  · 
. ·:; ······· ·  . ...: .: /·\·:· . 

. . . '• . ' 
.,: . ·::...... '• . . . .  . .. . .  

RG 6/IIJ 
..· :·: 
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• 1r, 
We have just read vo,rJI.I 

Jenkins' review of the 

�,; tn:sr��revl�ew, we 
r,, of �tli't:l'rtA� oOi't!"f:l!' 

' ��aqJr6itl ns to �""· ·� . .-� .. , ,�··· 

., . . .......... ,.aners of ' · .... � .. 1'� 

� :rne CX5ME 
•�"" built for sale 

UK) is a powerful FM 
Synthesizer built into an " ., 
MSX computer .  We bellevil ' 

• 

tnat this musical instru 
· 

wl\l not only be used by 
musicians, but by 

h to - -·� ·" 

.......,.0: 
, � Since the C-�·,. 
mus\cal instrument,� ., 
togtcat that it shoutd be ..... ..... ... , .. . 

through music shops .. 

any mus\c shop, ·'"""'··-..< 

speeiaUy selected 
dea,ers arouno the·, 
of these music , 

�,.,h . • 

, ,  
' 

-·····'""" � ?'fM!� 
"&. ...,... ...... ' to r.� ""'-'"', ,l<! ae::Jlli 

. �' 

,')01QUe vd.LJ�UtUi 
CX5ME. 

The CX5ME -,-

consists of the MSX 
computer with buUt in rM --

mustc synthesizer 1 

HH I/I 

computer AJ&:.I I:' 

make a few --·-

software and reJa;t£i 

marketing a 

"' JS rPn .,. .. "" 
would be w,.J.fl ... 

machioe in an}( 
, 

* �very situation 

-� · �stan'dard was ,. ,....., _ _ ; 

� 

w i t h o u t  

1269520 
f. McKenna ts..l:*' r· 

Y o u ' r e  

t h e m t o  

o u  d i d  

• 

<;,.,�:i�i.c<;:::, 

and two on, tR;:t.tt.:·zt: 
think they'll get 
mark� 

·V.I·fJ.:. 
0 

' 

PS I ' V  e g o t  
f i n d  

a boxt of 
f9r' 1t'l. f_ .J. .J. .J.  

c O r r e c t i o . � J. n  Be� 
n.  r 1 b b ' 

� an eng · 
l n s  b u t  

1 n e a r t 
n o  

== .  

o p u t  t h e  m i n .  ....... 
...r 

e e  

f 
@ 

on 

• 
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or 

� .... .,.; �· . �· --". . . 
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