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EDITORIAL

Wall hera we go with another exciting issue of Micro's Gazette and once
again | thank sveryone for their letters and support since the last issue.
We hawve received |ots of orders for programs from the software section
and if demand kesps we will mpand the rangs, so you will have a bigger
sajaction. Remember we are aways on the look out for programs written
in machine code and Basic for sither our listings section or the software
lists.

Sorry for the lateness of this issue, but we had a few problems with the
computer. Basically the software program we are using has some small
bugs which only bacome apparant when you start using big files {like this
magazine)

Once again ‘Basic Programming' has bean delayed and will have to ba
shaived for a latter date. Geoffrey unfortunately dosas not have the time
o finish his article at present. Also Alan Crawford was unfortunately late
with his article, which will be printed next issue. So not to starve you
adventurers out thera Tom Sanders has sent us his solution to King
Solomons Mines on the SVI-318/328 machines.

As mantioned in last months magazine we present the first of the articles
from Elektor Electronics magazine. This issues article is the first part of
constructing your own RAM expansion cartridge and will conclude in the
newt issue. Other projects will be slowly reprinted over further issues.

We have been sending out letters to all comers of the world seesking
more information and sources of software and hope to get some
answers soon. Some of our most promising contacts have been from

Japan.

Tum to the news saction for the latest update on MEX 2+ as well as the
axcifing information about the X'Press MSX computer being more than it
seems. And don't over look the lstters section were your problems are
solved (Well mostiyl)

Thats all from me this month, Happy reading...

Mlicro’s Gazette is published by tha following peopla-
Editor - Sebastian
Assistant Editor - Mark Packar
Technical Advisor - Tony Cruise
Artist - Vicki spaulding
Basic Programming - Geoffray Dickson
Printad By - PRO SET
Send all correspondence to-

MICRO'S GAZETTE

23 SALACIA AVENUE

HOWRAH 7018, TASMANIA PH (002) 442965
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MSX 2+
The Circula Head MSX and SVI Users Group
have ordered one of the Sanyo WAVYTOFD
MSX 2+ units from Japan. The machine they
have ordered is the cheaper of the three
models aveilable costing 78,000 Yen pius
another 5,000 Yen for a power conversion unit.
The manuals with the machine ars in Japaness
and a Basic Compiler is included on disk. This
makes the cost per unit about $830-00 and we
are unsure whether import duty will be placed
on units brought inte Australia individually. As
soon as the unit ammives (probably by the time
you read this) we will test it out and find out ali
of the features available and present a report
in our next Issue. We are also contacting the
Australia branches of the three manufacturers
to ses if they are importing the computers. At a
guess | would say the units would end up baing
1000, but remember this will include English
manuals and the correct powar supphy.

SVI-738 X'Press
MSX 27

information that has come to light confirms
earlier rumours that the SVI-738 X'Press was
onginally designed as an MSX 2 unit. The
computar already has the MSX 2 video pro-
eassor (VOP 9238) and anybody who has taken
the cover off their computer will have noticed
the emply places on the circuit board (espe-
cially under the disk drive). So what can be
done to the X'Press to tum it into an MSX 27

{a) You can upgrade the video RAM to 128K in
about twenty minutes with the right com-
ponents and a steady soldering iron

(b} Replace the MSX 1 ROM's with MSK 2
ROM's. The only problem is that the ROM’s are
not available in Australia. We have written o
about & dozen places overseas asking about
new ROM chips. We only need one set as
ROM's can be easily copied. (Can anyona out
there who has an MSX 2 help us with this
problem).

{c) Replace the single sided disk drive with a
double sided unit. This is only nacessary if you
want to run MS¥ 2 disk softwara.

(d) Upgrade the main memory to 128k, This is
not necessary to make the machine MSX 2
compatible, but it can be a useful upgrada.

So how can you upgrade your computer? Wall
for the moment we can only offer you the disk
drive upgrades as well as a slighty modifiad
ROM that allows you to use the new drives and
also fues the bug in the axsting X'Press
operating system which erases the occasional
disk and at the moment requires a software
patch to fi. The video memory upgrades we

hope to supply in kit form with full instructions,
new manuals and hopefully with a full set of
ROM chips, costing no more than $250 (or
$450 with a disk drive). The extra main memaory
we also hope to supply in kit form at a later
date, if we can succeed in getting the ROM
chips we can then access the huge range of
MSX 2 software being sold around the world
and further boost MSX support in Australia,

Japanese Software

We have got the prices (approximates only at
the stage) of some Japanese software on
cartridge and would like to test your intersst.
That is, if you are interasted in one or more of
the cartridges just drop us a line.

Castis Excellent ($50.00) MSX ROM - God
and the deWl co-edst in a fantasy word. A
puzzle and action game, it is playad out in the
castle which is the arena of action.

Red Zone ($40.00) MSX ROM - Thres
dimensional, real-time action game. Added 1o
the 3-0 image are a sense of speed and
simulation. All siktesn areas have to be cleared.

Topple Ap ($60.00) MSX 1MEGA ROM -
An adventura race game with pleasant charac-

ters continualty appearing.

Relics ($60.00) MSX 1MEGA ROM - At the
start of tha game, the player has no substance.
The story may be developed by the player. This
role-playing game is programmed with several
possible endings.

Snak It ($50.00) MSEX ROM - When a
four-leaf clover is saten, the snake begins to
grow and grow. When all the clovers is eaten,
you can move on to the next level. A comical
puzzle action game invohing a sweet snake.
Kick it ($50.00) MSX ROM - The heroine is a
beautifully proportioned girl called Sexy Sua. A
puzzie game in which a time bomb has to be
de-fused.

Pyro Man ($50.00) MSX ROM - The player is
a firafighter. A puzzle game in which the
firefighter has to extinguish the fires started by
a pyromaniac (a person who has an irresistable
impuise to start fires).

Also we can get the following hardware items:=
MS-10Z Mouse Controller ($140.00)

1: Read format: Optical Rotary Encoder

2: Resolution : 200 count per inch

3: Connector type : D-Sub 9 pin famals plug

4: Interface : Connection thru joystick port

5: Includes software

FE8-FD1A 3.5 inch floppy disk drive with
interface ($850.00) - This unit is very com-

pact having the disk drive built into the actual
controller card { This is the cheapest we can
get drives at the moment. i we can just get the
controliers we can add drives to them here in
Austraia, making them much cheaper)

High Scores

Antartic Adverture Damon Bum §7,660
Athistic Land Jared Hyland 122,600
Battleship Clapton Jason Vespa 70,400
Beam Rider Richard Johnson 81,112
Buck Rogers Jason Vespa 148,000
Circus Charfie Damon Bum 24,340
Dungeon Advent. Philip Brouwer Laval 3
Dorodon John Knight 45,540
Exa nnova Sean Davidson 75,180
Golf Damon Bumn § Under
Grean Beret Peter Cotter 116,300
H.E.R.O Temy Cruise 128,000
Hyper Sports P. Quinn 475,000
Kings Valley | Patar Cotter 48,300
Kright Tyme Craig Hursey 25%
Le Mans Matthew Hyland 35,250
Lede Runner Pater Cotter 279,575
Manic Mner Kevin Tate 86,663
Mousar John Rnight a6,300
Pinball B. Rankin 270,450
Fitfall 1l F.J. Christie 199,000
Raid on Bunging P.J. Christie 112,030
Road Fighter Craig Hursey 180,235
River Raid D. Olsen 56,650
Scion John Knight 131,400
Super Cobra Jared Hyland 113,440
Sweat Acom Jason Vespa 174,380
Track & Field | Peter Cotter 704,630
Wizarde Lair Damon Bum 94495 46%
Xroid Brian Lecnard 870,000
ZBopton John Knight 62,200
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. LEYTERS

MEX2+ Questions

| was glad to ses that you had uss for my
submission. i did occur to ma an reading cver
the Hints and Tips that perhaps | had assumed
readers to have more computer knowledge
than perhaps many of tham hawa, Never the
lass, it may heip drag some of them from those
never-anding Arcade games. I'm still addictad
to writing programs and the mental gymnastics
of soling complex programming problems.
Which is one way of leading into the subject of
MEA2+,

Yas, | am very interssted in obtaining MSX2+.
All my Japanese pan friends are raving about
it. You may add my name to the list of those
interasted. Of course, the avalability of mSK2
programs is important, The brightly coloured
brochures of software from Japan are one big
drool.

Please keep us informed of the progress of
MSX2+ in Australia, What extra equipment is
needed to cope with manipulating VIDEO?
Perhaps that side of tha system is pitchad
mora for semi-professional use. Also, what
form does the language faciity take? Is this
intended to load, say, Japanese KAMN.JI from
disk, or is the language built into a chip?

| haven't come up with any ideas for anything
to submit for publication. The frauma of moving
meant packing my MSX gear back into original
boxes and 've st now managed to get it all
going again. Although | have had very good
success with a random file program, | really do
not fesl qualified to write about it for others.

Bast wishes, and HOOROO!
Gordon A Browsi|
Grandville QLD

Thank you for your letter and | am sure
your articls was wall appraciated. Your
nama has besn added o the growing list of
people interested in M5¥2+ machines and
we will kesp you informed of our progress.
The MSX2+ machines come with MSX
BASIC 3.0 built into ROM and work much
the same as an MSX1. At this stage we can
only get the Japanesea versions of the
computers which have the ability to use a
sacond character set consisting of
Japanese characters. At the moment we
are not sure about what is needed to
connact Video equipment but from the
brochures we have it seams that this
featurs is widely usad. (None of us can
read Japaness yat)

e

More MSX2+ Quastions

Daar Sir

Further to your inferesting article in Micro's
Gazefte (Number 001) about the MSHZ+. |

would be extremely interasted in finding out
more about this machine.

| currently have a pionesr PX7 with SVI-707
MSX 5 1/4" disk drive, | would be interested to
know if softwars written for my cumrent machine
would be compatible with the MSX2+ and also
what software would be available for the
MEX2+ system. | have found by sheer hand
axparience that much in the computer game is
not technically supported and MSX seems to
be a dying format. The scant articles suggest a
laap forward for MSX in this country.

Keap up the good work with the magazine, |
would find an article on memaory swapping and
how to do R and also BASIC programming
structuring would be useful in the future,

D MacDonald
Bayswatar VIC

Yas all your software will run on the MSX2+
machines, sven some of the the pionesr
specific functions regarding Video seem to
have implemented in the new standard.
From the brochures that wa have thare are
about 20 tittes available for MSX2+ ranging
from state of the art shoot-em-ups and
racing car games to very powerful video
software. it is only early days yet, but
remamber that all MSX1 and MBX2 soft-
ware will run on the new machines and that
there are hundreds and hundreds of MSX2
titles available. Software Swap

Software Swap
Dear Sir

zood luck with the magazine and more details
on machine code pleasa, | am interested in the
MSX2+ and hope you have more details next
ISSLIE,

| have Pascal 80 complete with manual to swap
with Devpac 80 both by Hisoft. | also have
Knights Commander on tape which | have
transterred to disc but | am unable to use it. i
loads but does not run and | have strange
happenings afterwards. if | list a program a
57000 number comes up. | have to switch off
for 10 to 20 seconds to claar tha machine,

Arthur Cartwright
F.O Box 474
Mount Barker 5251

Thank you for your lstter. The Knights
commander will not work on disk without
quite a bit of modification as it uses areas
of the memory reserved for the disk drive. |

have trisd the modifications my seif but
have not had the time to continue. Has

anyone slse succeeded in this task? If so
let us know.

MEBK Addons
Daar Tomy

Please find data for the track ball | hope this is
of use to you. | am also enclosing a copy of a
st of programs | have on a CPM disk. |
obtained this disk with an SVI-738 | purchased
a couple of years ago off Pater Deckert.

Ag | no longer have a SVI-738, thess may be
of use to mambers, | am not famiiar with the
use of them, ¥ you would like a copy of the disk
piease let ma know.

| would also Bke to impart with a bit of
information for the magazine and to those
members whom may like to make add-ons.
Elektor Electronics produced five articles enti-
tiad MSX Extensions in their JAN BS, FEB 86,
MAR 88, JAN B7, MAR 87 and APRIL 87 issus,
These were an MSX Input/Output bus and
Digitizer plus an 8-Bit VO Port, Cartridge
Board with user programmable EPROM, Eight
Slot Bus Board, /O Timer and Cartridge,
EPROM Programmer. | obtained coples of
these articles via the state reference |ibrary, |
also obtained a book titted, easy add-ons for
the AMSTRAD CPC464-B64-6128 and MSX
Computers by B Banani, by ordering through
Birchalls Bookshop, K cost $12.95 and is a
small paperback, but is packed with informa-
tion and worth the money.

Hope thesa may be of use to you.
CPM Software

ASM.COM, BIOS ASM, CEBUG.COM, CFOR-
MAT.COM, CLS.COM, CSYSGEN.COM,
DDTE0.COM, DISK.COM, DSKMOD.COM,
DUMP.COM, FCOPY.COM, LOAD.COM,
MULFMT.COM, PIP.COM, READ.ME,
SD.COM, SUBMIT.COM, XSUB.COM,
Z8ID.COM, MFT.COM, ADHEX.COM,
BBC.COM, CBIOS.ASM, CBUGWS.DOX,
CHESS.COM, CP.COM, DODT.COM,
DEBLOCK.ASM, DISKDEF.LIB, DUMP.ASM,
ED.COM, FILECOPY.COM, MBASIC COM,
NSW.COM, PIPX.COM, REBOOT.COM,
STAT.COM, UNERA.COM, ZDT.COM, /.COM

Mark Sands
ST Leonards TAS

Thank you for your information, we are
looking at the track ball information and
hope to incorporats it into a future article.
You will notice that we have acqguired
permission to reprint the Elektor Elec-
tronics articles and will be showing them
for quite a few issues. The CPM disk you
have contains some standard programs as
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LETTERS

well as some unkown ones, if you would
like to send in a copy we will include the
programs in our public domain library.
Remember as a reward for supplying public
domain softwars you will receive a game of
your choice on disk or cassette.

Printers

Congratulations on your first issue, may there
e many more. I'm snclosing my cheque for 12
months subscrption with my thanks for con-
tinuing a much nesded senice. The paopls in
W.A did well but | have a fesling that they
wearan't very solent towards the end.

A selhsh sort of suggestion from me; | am
thinking of buying a printer, probably not an
MSX printer and | dont even know many
brands or which brands are compatible with my
X'Prese 738, Has anyons made up a fist of
printers compatible with our computers MSX
and Spectravideo? MNames and model num-
bars would be sufficient, but a list of ai
features such as tractorfead, friction feed, sic
would be so much better.

Another suggestion which may sound like a
complaint but isn't. When listings of programs
ara printad, I'd like to ses the name of the
person responsible, whether hefshe wrote the
program or adapted it from another one and
some sort of resume of its functions or in the
case of a gama it's final goals. In soma cases |
would have liked to contact the writers of some
programs 1o discuss various ideas. if the writer
i3 open to this approach the address could be
shown. I not his privacy would be respected

B Costello
Darmrale VIC

Thank you for your letter and subscription.
As long as you use an MSX printer cable
most IBM compatible printers will work on
your machine. For graphics make sure the
printer manual states that it is fully EPSON
MXBO/FXB0 graphics compatible as most
MSX software uses this format as well as
MSX format. We here at the magazine have
recently purchased one of the latest
EPSON modesls the LO-500 a very low cost
24 pin printer, this comes with tractor feed
as well as a single sheet fasder. Citizen
also make quite cost effective printers in
the 9 pin range. We have taken your
suggestions for the listings section and
now include the name of the programmer/
comverter and give mora details on sach
listing (You will notice we are using even
smaller text to fit all of this in)

MS DOS?
The Editor
| have several questions that | hope you can

answer, They are as follows:-(1) Can my
SVI-728 run MS DOS programs as wel as
MSX DOS?

{2} Is the M3X compatible with the IBM?

(3} In the programs | type in from your
magazine there are data lines that are made up
of letters, numbers and commas, or somatimas
st numbers and letters

e.g. DATA 3F,7F,ED,80,1C,0C etc or
DATA 070FDDOFOFODOEDFO702020 st

What does all this mean and how can | use it in
my programs?

| also have a tip for MSX owners, do you
sometimes find that when you fum on your
computer it has locked up and the computer
just displays a blank black screen? Wall nest
time this happens, tum thé computer off again,
ingart a gams carridge and twm the computer
back on. After waiting about 8 seconds tum
the computer off, remove the cartridge then
turn the computer back on. You will now find
that the computer is not locked up and R is
ready for usa.

Matthew Fislding

South Riana TAS

The answers to your guestions are:-(1}
You can only read MS DOS files but cannot
run actual programs becaussa MS DOS
machines uss a different CPU i.e B08S,
8086

{2) Sea answear one

{3) The data statements are used in the
programs to represent the shapes of
sprites and scresn patterns. The numbers
after the data statements are in hexadeci-
mal {base 16 not base 10) and are a more
afficiant way of storing data. The bast
method being to leave out the commas. i
you wish to use these data statements in
your own programs you will have to look at
tha saction of tha program that READ's tha
data into the sprite data saction. Consult
your manual on the use of sprites.

We are a bit worried about your computer,
it saams that you have a dirty connactor in
your cartridge port and you should clean
the contacts gently with a cotton bud and
meathylated spirits and then leave the com-
putar to dry for about half an hour.

Problem Solved

In answer to Rob Mewman's latter in issue
[iii ]

Rob,

| also have a CX5M and CX5M2/128 and | had
a lot of trouble initialky non music
programs to run until | fitted the Spectravideo

SVI-747 64k RAM carfridge for MSX. This has
shifted the memory around to the comect
places and now everything runs st fine. |
don't know what sort of problems you will face
in Australia getting this plece of sguipment, but
| can assure you of its value.

Deigh Davies

P.O Box 68

Papakura

New Zaaland
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G4Kbytiae Static RAM Extension
(Reprintad from Etextor Electronics September
188E)

Although the concept of MSX allows the
addressing of up to 1 Mbyta of mamory, the
number of computers that usa more then 128
Kbyte is surprisingly fow, and ready-made
RAM astsnsion modules thin on the ground.
We decided to do something about this, and
developed a plug-in RAM estension that
snables MSX users to increase the iotal
avedlable memory of the computer in steps of
32 or 64 Kbyte,

With a mere 64 Kbyte installed as a standard,
and 128 Kbyte available on newer modsls only,
MSX computers do not follow the trend
towards the use of vast amounts of system
memory, The diagram of Fig. 1 shows the
theoretical memory structure of the MSX con-
cept, which was onginally dasigned for 1 Mbyts
of addressable memory. In practice, however,
there 15 not a single MSX computer that
actually used all of the avaisble system
MBmaory.

in principke, amy MSX computer can have up to
four so-called primary slots, which are, in turn,
subdmded into four blocks of 16 Kbyte. The
BASIC and system ROM are |ocated in the
address range of the first slot (number 0). The
two ROMs use up haff the memory in this,
occupying address range O0OH to 7FFFH, ie.,
two blocks of 32 Kbyte. Random accecs
memaory is usually located in another slot, and
in address range 8000H to FFFFH. After a
resst, the control system runs a test routine to
axamine which slots hold RAM.

A slot can be expanded with the aid of
additonal hardware, Slot spansion makes it
possible to use four equal banks per slot. Like
the slot self, these banks ame in principle
composed of four blocks of 16 Kbyte, In
practice, a slot espander circuit enables
axtending the memory capacity of a primary
slot from 64 to 256 Kbyts.

Table 1 lists tha slot structure of a numbar of
MSX computars, and also shows which slots
are expanded internally. The function of the
so-called memory mapper in MSX-2 machinas
can be disregarded as far as the presant RAM
adtansion card is concemad, Most MSX com-—
puters have one or two non-ewpanded slots,
so that 64 or 128 Kbyts of RAM can ba added
without problems.

More memory, more works-

pace?

When running in BASIC. M8X computers have
ralatively lithe free memory - in practice, this
hardly ever amounts to more than 23 Kbyte, It
may coma as a surprise that adding 128 Kbyte
of RAM doas not resolve this lmitation, since
BASIC can not address this additional memory.

T T T el

Does this make any RAM extension useless?
Fortunately, the answer s no, Evidently, the
present circuit would not have been devaloped
if the computer could not benefit from it. Thers
are programs capable of using the exira
memory by by-passing the memory handiing
routines in MSX BASIC. Still other programs
can only work when additional memory is
installed, and the above limitations of BASIC
are, of course, unknown whan machine code is
used,

in a number of cases, the RAM extension card
describad makes it possible to run oider
programs on more racently introduced com-
puters, This is because the first releases of
some programs did not assume that the
G4kbyte of memory was divided over several
slots, This, however, is not strictly required
according to the MSX standard. In the case of
the prasent RAM exdension, this rule is, of
coursa observed.

in BASIC, the axtension card ofters an inter-
ashng featurs by allowing mamory to ba made
‘read-only’ for testing whather a machine code
or BASIC program can run from EFROM.
Programs developed by the user and intended
for storing in EPROM can, therefore, be tested
in RAM, obviating the need to clear and load
EPROMs for every minor change in the pro-
gram (an EPROM programmer for MSX com-
puters was describad in {1} ).

Bacauss the internal mermory is nearly always in
a "high' slot number, the control system doss
not encounter it until all other slots have been
examined for the . presence of RAM. The
control system uses the first RAM bank found.
Testing is donw in blocks of 16Kbyte, ie., in
areas CO00OH through FFFFH and 8000H
through BFFFH. This means that the 32 Kbyte
RAM may ba dvided over two slots,

When a lower slot is selectad, the confrol
system will find the exdension card bafore it
finds the internal one, and use it as workspace.
When, for axample, the intemal mamory is
located in slot 3, the RAM extension can be
used In siots 0,1 and 2. The slot allocation of
the intemnal memory is given in Table 1 for a
number of commonly usad MSX micros, For a
computer not listed, consult the technical
refarence manual supplied with it. The intamal
RAM is always selectad when it is in slot 0 or 1.

Circuit dascription

The circuit diagram of the RAM extension is
given in Fig 2. Composed of only two 32 Kbyte
static RAM chips, one CMOS |C, two restis-
tors, three capaciters and one FET, the
mamaory extension could hardly be simpler,

Connecter K1 is formed by the (pre-tnnad)
contact fingers of the double-sided, through
plated, printed circuit board. Gate N1 com=
bines SLTSL and MERQ to snable addressing
the memory chips. Since these have a capacity

of 32 Kbyte sach, and SLTSL is imtended for a
range of 64 Kbyte, the selected address block
neads to be divided in two 32Kbyte blocks.
This is accomplished by N2 and N4 combining
trua and inverted signal A15 and A1S with the
output of N1. Write protect switch 51 blocks
the WR signal for both memory chips via gate
N2.

HAMs IC1 and IC2 work independently, and
one of them may be omitted when only 32
Kbyte of exira RAM is required.

A compact module

The construction of the RAM extension module
on FCB Type 87311 is straight forward
because the board is through plated and
availabla ready-made. Bafore mounting the
parts, use a jgsaw 1o cut off the two comers
beside the slot connector along the fHnes
printed on the overlay. Do the same with the
area behind 51.

it is recommended to use good-guality IC
sockets for the RAM chips, IC1 and ICZ.
Alihough the solder resist mask on the ready-
made PCB affords protection against excess
solder short-circuiing pins or closely running
tracks, unexparenced constructors are well
advised to work carefully here, and use a low
powerad soldaring iron with a small tip, Switch
31 is preferably a miniature slide type that can
be fittad securely in the clearance at the rear of
tha PCE.

A problem may arise with MOSFET T1. The
Type BS170 may be supplied in a diffarent
enclosure under the type indication BS170P,
The P version also has a different pin-out -
so6 the circult diagram, The component over-
lay for the RAM extension is comect for the
standard BS170

Testing

The RAM exension should be tested before it
is fited in an enclosure. Figure 4 show the
listing of a test program typed in under MSX
BASIC. The actual test program is machine
code loaded as DATA with the aid of a POKE
instruction in a FOR/NEXT loop.

Before switching the computer on, close 51 tc
turn the extension card into a ROM block. After
the computer has finished its initialisation, open
§1, type in or load the test program, and makes
sure that n addresses the nght pnmary slot,
which comesponds to the value POKEd in line
130, it should be noted that the program tests
the antira 64 Kbyte space. When the RAM
axtension functions comectly, the program
show the message MEMORY OK in the top
isft-hand corner of the screen. When a fault is
encountered, it displays MEMORY ERROR in
the sama location,
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ADDONS

Finishing Fig 1. Theoratical mamory structure of MSX computar

The completsd pritsd circult board can be 0 =5
made into a compact and sturdy plug in

module by fiting it in a music cassetta baox -
see the drawang in Fig 3. After removing the
lower panel of the box, the PCB is fitted by
means of four screws and spacers, After
spraying the box with paint, the extension i
module is ready for use -

R
|

Rafarancea: Ll

(1) MSX Exteansions - 5: EPROM programmer, |
Part 1 Elektor Electronics March 1987; Part 2
Elektor Electronics April 1887,

—
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Table 1 Slot assignment of M3X computers
s¥X1 RAM SLOT REMARKS

VT Daswoo DPC-200 1
van 3
oldstar FC 200 2
C HC-7-gb 2
ubishi MFL=FX 1 3-2 Slot 3 expanded, 64Kb RAM
itsubishi MFL-48 1] J2Kb RAM
itsubishi MFL-E0 1
asonic CF2700 1
Philips VGE020 3
Philips VGBD10 0 32Kb RAM, slot 2 not useabla
VB 3=2
Sanyo MPC-100 3
Sony HB201p 3 16Kb ROM firmware in slot O
Sony HB75p 2 16K ROM firmware in slot 0
Sony HBSSp 0 16Kb RAM, 16Kb ROM firmware in slot 0
Sony HB10p 3
Sony HBS01p 3
[Spectrawdec 738 1 Slot 3 expanded, RS232/Diskrom
sctravideo 728 1
oshiba HX=10 2
amaha CXSM 0 32Kb RAM
amaha YC-64 3 Slot 1 not useabls
SX2 RAM SLOT REMARKS
VT Daswoo CPC-300 0=2 Slot 0 expanded. 128Kb Memory mapper
any HE-FS00P 0-0 0-2 Slot 0 expandsd
ony HB-FT00P 3-3 Slot 3 expanded, 256Kk Memory mapper
ony HE-F900P 0-0 0=2 Slot 0 expanded, Video
ony HE-Fa8pP 3-2 Slot 3 expanded, 128Kb Mamory mapper
16Kb ROM firmware
£ WEB220 3-2 Slot 3 expanded. 16KB ROM firmware
ps VG8230 3-2 Slot 3 expanded
ips VGB235/8245 3-2 Slot 3 expanded, 128Kb Memory mapper
lips VGB250/8255 3-2 Slot 3 expanded. 128Kb Memory mapper
ips WiE 8280 3-2 Slot 3 expanded. 128Kb Memory Mapper

Video digitizer

S e
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ADVENTURE

Cheat Notes for "The Search for King
Solomons Mine" [SV] Varsion]

The SV version of this adventure is differant to
the MEX version in quite a few points,

We still start out at TRADER JIMS QUTPQST,
on the 2ZAMBESI. Remember that typing 'L’ or
looking at something can reveal different
things.

Starting at the trading post. You can but five
mems, but you need only the ROPE, MATCHES
and CANTEEN. You can choose two other
things, [ usually take the RATIONS but | don't
think its really necessary. The other items have
no use that | can find,

From the trading post go SOUTH untl you
come to a BODY, if you MOVE the BODY you
will find a SPEAR and a JEWEL. You need to
GET the SPEAR (first you will have to EAT
RATIONS or DROP the unnecessary item, in
fact now is a good time to do both).

Mow go MORTH back to the river, and head
EAST until you come to a marsh. Now type I
and make sure that you have the ROPE,
MATCHES and CANTEEN, as once through
the marsh you cannot retum.

Once in the marsh you will be sinking fast,
quickly THROW ROPE, and then PULL ROPE
(thres timas), and you will be free. Don't fargst
to GET the ROPE as you will need it again

shortly.

From hare go SOUTH until you comea to a rope
bridge. You wil see a ZULU guarding the
bridge, if you try and cross he will throw a
spear and kil you, You will have to kil him, but
its quicker if you leave him for now.

Instaad if you LOOK at the BAVINE you will see
a ledge. JUMP or GO LEDGE. 'L' and you will
580 a ROCK, an OLD BLADE and a HAT, you
should TIE ROPE and GET BLADE.

Now CLIMB the CLIFF, and you are back by
the bridge. Go NORTH and ‘L' and you will see
a path so GO PATH. Here type 'L" and you will
sea vines hanging from tha trees, and a
SHOVEL, type CHOP VIME. You will need the
VINE and SHOVEL, but leave them for now and
CHOP JUNGLE, if you ‘L' you wil see an
opening, so GO OPENING. Now you are by a
dark lageon, your canteen is empty so FILL
CANTEEN. There is a sceptre at the bottom of
the lagoon, to get it you have to DIVE
LAGOON, GET BCEFTRE and SWIM, you will
have to be quick or you run out of alr. Go
NORTH the WEST and you are now by a rock
naxt to a stream. You use the scepira to MOVE
the ROCK and dam the stream. Now you can
DROP the SCEFTRE.

To get back to the lagoon go EAST and then
GO OPENING. Now you will see the skull on
the cliff face. The skulls mouth is a cave so GO

CAVE and 'L’, you will see a WEB and an
AMULET. To get past the web you need to
BURN WEB, and go SOUTH into the inner
cave before the spider retums and repairs the
wab. Here you will find a cobra and a box,
unlike the MSX version of this adventure you
must kill the cobra, so THROW SPEAR and
then GET BOX (Don% forget to GET your
SPEAR). Before you can leave the cave you
must first BURN the WEB again. To et the
cave go NORTH then EAST and then from the
lagoon go NORTH EAST and SOUTH. This will
bring you back to the bridge,

MNow you can kifl the Zulu, THROW the SPEAR
and the Zulu will topple into the ravine. GO
BRIDGE then RUN before the bridge collapses.
You are now on the edge of the ravine (you
didn't crfoss the bridge), the broken bridge is
hanging down the other side of the ravine.

JUMF down to the ledge and DROF cne item
(it doesnt matter what, you wil get it again
shortly). Now CLIMB CLIFF and go back to
where you cut tha vines, GET the VINES and
SHOVEL and return to the ledge, CLIMB the
ROPE and you will find yoursel on the river
bank. Type 'L’ and you will see ROCKS, RIVER
and PEBBLES, you should GO ROCKS. You
are on the rocks in the middle of the river, this
is where you need the vine, if you THROW
VINE you can CLIMB VIMNE, and you are on the
other side of the river. Before you CLIMB VINE
you must go back to the ledge and GET the
item you dropped. To get from the rocks back
to the bank type GO BANK then CLIMB ROPE
to the ledge and GET tha tem you dropped.
Cross the mear and LOOK at the CLIFF and you
will see the broken bridge. CLIMB the BRIDGE
and you will find yourself on a plateau. Check
that you are carmying the Showvel, Matches, Box,
Amulet and Canteen. Now go SOUTH and you
will see a hut and a native. If you are not
wearing the amulet the native will kill you {if you
do not have the box you must do five things,
after which the native will ask you to bring him
the serpents nest )

DROP the BOX and tha native will rise, grab the
bor and drop a stone. GET STONE and head
EAST, towards the dasert,

SIDE TWO, PART ONE (THREE)

From here on the SV version has litle in
comimon with the MSX.

We head into the desert. Two moves SOUTH,
ons EAST and another two SOUTH and you
will be very thirsty, DRINK from the CANTEEN
and then DROP CANTEEN and go EAST. This
should bring you to a MOUND, go SOUTH and
you will see a PALM TREE, SHAKE the PALM
and when you awaken GET FRONDS. Now go
back to tha MOUND and DIG using the showvel,
you will see an ARTIFACT. GET the ARTIFACT,
and GO MOUND to crater and EAST again

E———— =it

into the crater. Here you are beside a lake with
an island. To get to the island DROP the
FRONDS and GO to the ISLAND on the
fioating fronds. On the island is a large status,
CLIMB the STATUE and on top you will find a
hollow filled with frash water. Do not drink the
watar as it is poisoned, if you ‘L' you will see a
hole where you should INSERT the STONE that
you took from the native. You will hear a noise
and should now CLIMB down the STATUE
where you will see a hole. if you LOOK in the
HOLE thers is a PARCHMENT that you must
GET and READ, ¥ you dont READ the
PARCHMENT you wall not live much longer.

You are finished on the island so GO from
ISLAND on tha fronds and go WEST to the
mound, then SOUTH untl you meet an old
man, if you TALK to the old MAN for a while he
will give you a lamp. DROP the PARCHMENT,
GET the LAMP and go SOUTH, your path will
be blocked by steep ciffs. 'L" and you see a
thicket, so GO THICKET, if you 'L' all you can
see is trees. it will take you three aftempts to
CLIMB a TREE, after which you will bs on a
rocky ledge, ‘L' and you will see a rock and a
cravice. GET the ROCK and keep going EAST
along the winding path until you come to a
wide ledge, if you LOOK at the CLIFF a few
times you wil 588 a star shaped hollow into
which you can INSERT something.

Before entering the cave that has appearad,
you should LIGHT the LAMP and then GO
CAVE. Inside the cave there is a crystal that
you must GET and in a tunned to the WEST is a
message on the wall that you can READ, than
from the cave go SOUTH out ento a wide
ledge. if you 'L’ you will see a valley, white road
and some staps, Before going down the steps,
check that you are camying the CRYSTAL,
MATCHES, LAMP, AMULET and ROCK. K so
GO dewn the STEPS.

SIDE TWO, PART TWO (FIVE}

You are captured by natves, tied up and
thrown into a hut. To escape you CUT the
ROPE three times, you use the sharp crystal.
Once free you BREAK WALL and then GO
HOLE. You are now on the white road by a
statue of a lion. GO STATLUE and you are now
behind the statue with the natives hat on your
tra,

Remembering the message in the tunnal you
PAT LICN, a slab of stone slides aside and you
GO DOOR loosing the natives.

You are in a dim chamber with steps leading
up into the darkness, you cannot climb the
staps, but if you 'L’ you will see & ROPE which
you need to GET, but first you have to DROP
the AMULET. Now go WEST then SOUTH and
you are back ocutside the hut, going SOUTH
and then EAST will bring you to an ancient city,
Go East again and you will be at the city walls,
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ADVENTURE

the only way to go 15 a window, three metres
above your head. To reach it you have to TIE
ROPE, to what? the ROCK and now THROW
ROPE, it will catch in the window and you can
then CLIMB the ROPE.

You are in along room with stone pillars, ‘L'
and you will ses an um. LOOK URM and it will
be full of oil (for the lamp), so GET URN. Go
EAST again brings vou 1o a chambar with four
doors, if you GO DOOR you are asked for a
number, 1-4. Doors 1, 2 and 4 will bring your
kfe to a sudden end, so try door number 3,

You are in the freasure room and a chest site
ageingt the wall. You cannot get the freasurs
but you can EMPTY the CHEST and then
MOVE the CHEST and L' to ses some stairs.
LIGHT the LAMP and GO STAIRS, you are in a
vaull where there 5 a table and a wooden
throne, if you LOCK at the THRONE you will
sea Tall Regal Skeletons, Don't hang around or
the Skeletons will come to fife and tear you
apart, the lamp may also run out of oil, so go
straight through SOUTH, where you will be
confrented by & huge ancient door carvad with
a lons head, To open the door you will have to
answer two riddles, when you get tha answers
comrect you are asked if you are brave snough
ta enter, and to LOOK FOR PART TWO, as in
the MSX version. In the immortal words of that
great adventurer Alan Crawford "“What a load
of bat droppings™ it really is a rotten ending,
after all the work in getling so far to not ba
able 1o even finish, its almost enough to make
you buy a COOMADOOR| Has anyone out
there got a copy of KING SOLOMONS MINES,
PART TWO.

H anysne does have a copy (SVI or MSK) that
they would iike to sell, would they please drop
me a lins.

Tom Sanders, 7 Bambara Road, Hurstbridge,
VIC 3093,

TR

Memory Pointers
Every once in a whila it is useful to reprint the following memory locations for new comers among
our readsrs.

Label MSX Addr SVI Addr Bytes Explanation

USRTAB F39A F52B USR Routine Adressess (10}
LINLEN F3BOD F543 Screen WIDTH Stored hers
CLIKSW F2DB FAD2 Kayclick Flag © - OFF

C3RY F3DC FAD3 Cursor ¥ location

CSR{  Fa0D FAD4
CHNSDFG FIDE FADG

Cursor X location
Bottom of screen protect

SCNCNT FaF6 FEYS input dalay
FORCLR F3Ea FADA Foreground colour
BAKCLR F3EA FADB Background colour
BDRCLR F3EB FADC Border colour

CURLIN F41C Fad4d
TIYPOS F6G1 FIa

Current line number
Cursor position in screan line

MEMSIZ FE72 Fraz2 Mamory size

STKTOP F&74 Fo46 Top of stack

THXTTABR FEBE76 Foaa, Program statement table
TEMPFT FBTE F7Ad Meaxt available addr in LEFT
TEMPST FG7A F7AB Literal string pooi

EMDFOR FBA1 FICD End line with current FOR

DATLIN FBA3 FICF
AUTFLG FBAA F7DB
AUTLIN FBAB F7D7
AUTING FBAD FrDa AUTO ncrement

SAVTXT FBAF F7DB Addr of string during input

Ramamber 1o ba carsful when you use these locations, as they can effact any program that you
have in memory.

Last DATA line read
AUTO flag 0 - OFF, 1 - ON
ALUTO Ena numbar

MMM-LMMEMMMM_LMF;"|+4_LJ.LJ.LE

Pitfall If the Map|
Hars is complate map of Ftfall || for MSX machines. Hopefully it will halp you achieve the perfect
score. (| have not seen anyona do this yetl)

The following symbols are used
B = Bat someatimes Balloon
C = Condor
S = Scorpion
E = Eo
¥ = Cross
& = Gold
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- Beyond Basic

Beyond Basic (Part 4) by Tony Cruise

This issue | will start to cover some of the routines that will be used in our extended Basic. We will start off with the
new sprita commands.

You can have up to 32 sprites on the screen at once but if you want to move more than about five or six, your
program siows down considarably. The routinaes this issua allow you to gpacify X and Y velocities for aach of tha 32
sprites and then they will be moved independently of your Basic program.

| have included an assembler listing explaining how it works as well as a basic loader program for those people who
do not have assembiers and a demonstration program.

Machi W

Program to move sprites by velocity

D000
Doo2
D005
Doog
DooB

DooC
DOOF
D013

DOt4
ooi7
0oig
DO1A
Do1D
DOIF
Doz0
Doz3
DOzZe
D029
DozC
DOZF
D03t

D034

Do37
D039
DO3A
DO3B
Do3C
DO3E

SEC3
3Z29FFD
210CD0
2ZA0FD
Co

CD14D0
F787T9CT7
Ca

3AAFFC
FE0O
CH
3A47D1
FEQQ
c8
210018
118700
018000
CD78D0
2187D0
0620
110701
7E
FEDI
ZB1A
4F

1A

B
FEDC
3804

1;
3
3 ORIGIN
4 =

ORG DOOOH

2 ; Labsl settings

B;

7§ HTIMI:

8 SCAMCD
9 SETWRT
10 SETRD
B

12 START
13

14

15

16

17 ;

18 QUE
18

20

21 :

22 SPRMOV

23
24
25
26
27
28
23
30
3
32

LOOP1

NEBEBYEHREE

EQU FDIFH
EQU FCAFH
EQU 0053H
EGU Q0S0H

LD A C3H

LD (HTIMI).A
LD HL QUE

LD (HTIMI+1).HL
RET

CALL SPRMOV
DEFB F7H,87H,9CH,77TH
RET

LD A,{SCRMOD)
CPO

RET 2

LD A (MOVFLG)
CPO

RET 2

LD HL, 1B00H
LD DE,SPARTBL
LD BC.128
CALL LDIRVM
LD HL,SPRTBL
LD B.32

LD DE, SPRVEL
LD A,(HL)

CP 209

JR Z,LOOPZ
LD C.A

LD A.(DE}

ADD A.C

cP 220

JA C.LOOP3

. Hook jump - Timar

- RAM storage - Screen mode

- ROM routine - Sat video write
- ROM routine - Set video read

- Yalue for JUMP instruction
» Load into Hook

; Address to jump 1o

: Load into Hook

. Call SPRMOY routina
. Disk delay routine, remove if you do
, not have a disk drive

. Get screen moda

- Make sure not scraan

, Get move flag

‘Haturn if mova set to off

. Get sprite table

. 38t pointer 1o sprite table
. S8t loop countar

; Sat pointar to velocitias

. Is the sprite on screen?

: No skip

. Gat Y velocity

; Add Y velocity

; Off Top of screan
; No skip
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DO4A
D048
DO4C

DO4E
DO4F

D051

D053
D054
D055

DOS7

DOSA
Dosc
DOSF
Dosz

DO&C

DOGF
D070
DO71
Do72
DO73
DO7s
DO77

Do78
DO7B
DO7D
DO7E
DO7F

Do81
D082
D084

3ECO
1805
FECD
3801

AF

rEd

23

13

7TE

4F

1A

81

'

2B

1B

13

13

23

23

23

23

0s
2008
210018
1187D0
018000
CD83D0
c9

CD5300
1A

13
0B
7B
Bi
FEQD
20F5
ca

CD5000
DBgs
12

13

o8

78

B

FEOQD
20F5

43
44
45 LOOP3
46
47
48 LOOP4
45
S0
o1
52
53
54
55
56
o7
58 LOOP2
29

g

61

74 LDIRMV
79 LP1

76

7

7B

73

80

81

82

83

LD A 192 . Yes, corract value
JR LOOP4 :

CP 1%2 . Off bottom of screen?
JR C.LOOP4 ; No skip

XORA . Yas, correct value
LD {(HL).A : Store new valua
INC HL :

INC DE ; Incremant pointers
LD A (HL) .

LD CA ;

LD A,(DE) . Get X velocity
ADD AC , Add X velocity

LD {HL),A : Stora new valua
DEC HL 3

DEC DE ; Rastore peintars
INC DE 2

INC DE ;

INC HL :

INC HL

INC HL '

INC HL ; Update pointers
DECB , Dacrease loop counter
JA N2 LOOP1 ; Next ioop

LD HL,1BO0OH :

LD DE,SPRTBL :

LD BC, 128 ;

CALL LDIBMV . Save sprite table
RET 3

Move a block of mameory from vidao RAM

CALL SETWRT
LD A.(DE)
QUT (9BH).A
INC DE

DEC BC

LD A.B

ORC

CPO

JR NZ,LP1

RET

Move a bleck a memory to video RAM

CALL SETRD
IN A,(98H)
LD (DE),A
INC DE

DEC BC

LD AB

ORC

CPO
JANZ,LP2
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- Beyond Basic

SESLE S S

DOBE C39 95 RET

a7 :

98 ; Data storage

99 ;
DOB7 100 SPRTBL DEFS 128
D107 101 SPRVEL DEFS 64
D147 00 102 MOVFLG DEFBO

103 END

Basic Loadear
10 CLS:CLEAR 200,&HCFFF:DEFINT A-Z:A=8&HD0O00D
20 READ A$.IF A$<>"@" THEN POKE A VAL("&H"+A%)A=A+1:GOTO 20
30 POKE &HD147.0
40 PRINT® INSERT DISK/TAPE TO SAVE PROGRAM"
50 PRINT AND PHRESS ANY KEY"
B0 AS=INPUTS{1 ). PRINT-PRINT" SAVING ...."
70 BSAVE"SPRITE OBJ" &HDOOO &HD147

80 END
100 DATA 3E.C3.32,9F FD,21,0C,D0,22,A0,FD,C9.CD,14.00
110 DATA F7,87,9C.77 {or DATA 00,00,00,00 if you do not have a disk drive)

120 DATA C93AAF FCFE,00,C83A 47,D1,FE00,CB,21,00
130 DATA 1B.11,87,D0,01,80,00,CD,78,D0,21,87,D0,06,20
140 DATA 11.,07.D1.7E.FE.D1,28,1A.4F,1A.81 FE.DC,38,04
150 DATA 3E,C0,18,05FE.C0,38,01 AF,77.23,13,7E4F. 1A
160 DATA B1,77.2B,1B,13,13,23,23,23,23,05,20,08,21,00
170 DATA 1B.11.87,D0,01,80,00,CD,69.00,C9,CD,53.00,1A
180 DATA D3,98,13.08,78,B1,FE 00,20,F5,C8,CD,50,00,DB
190 DATA 98,12,13.0B,78,B1.FE 00,20,F5,C9

Basic Program Example
10 COLCR 15,1, 9. SCREEN 2,2: SPAITE$(0) = STRING${32.255):DEF FNA(X) = INT(RND({1)*X}+1:A = AND(-TIME)
20 STOP ON:ON STOP GOSUB 110
30 POKE &HD147 1:FOR A=0 TO 31
40 PUT SPRITE A.{128.96),FNA(15).0
50 XV=FNA(S)-3:IF V<0 THEN XV=XV+256
60 YV=FNA[S5)-3.IF YV<O THEN YV=YV+Z56
70 IF XV+¥V=0 THEN 50
80 POKE &HD107+A*2 YV:POKE &HD10B+A*2 XV NEXT
20 IF NOT{STRIG(0)} THEN 90 ELSE POKE &HD147.0
100 IF NOT(STRIG{O}) THEN 100 ELSE POKE &HD147,1:GOTO 80
110 POKE &HD147 0.END

B
F,

Type in the machine code loader first and save it to disk or tape. Now type in the Basic example program and save

it fo tape or disk. Then use BLOAD"SPRITE.CBJ".A to run the machine cods program and than RUN the axampla Basic
program,

Mex1 month | will cover the collision testing routines. Bya for now!
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USER CROUPS

s

SYDNEY
Contact Malcolm Samuels on 888 7684 after hours

QUEENSLAND

BRISBANE SPECTRAVIDEO and MSX USERS GROUP
C/- Lucille Parker (Secretary)

25 Primrose Stresat
Woodbridge Queensland 4114

VICTORIA

MELBOURNE MSX and SPECTRAVIDEO USERS GROUP

INGC.
C/- Mitch Raitt
Phone {03) 438 2687

We meet on the first Sunday afternoon of sach month
{except January) at the Nunawading Civic Centre 12.00 -

5.00

GIPPSLAND MSX USER GROUP
Cf- Ross Johnson

Phene (09) 417 3323

WESTERN AUSTRALIA

THE MSX and SPECTRAVIDEO USERS GROUP OF W_A
C/- Max Cowin

PO Box 87

Mount Hawthern

Wastarn Australia 6018

Phone (09) 417 3323

Tasmania

CIRCLULA HEAD MSX and SVI USERS GROUP
P.O Box 46
Stanley 7331

NEW ZEALAND

WELLINGTON SPECTRAVIDEO USERS GROUP
P.O Box 26-050

Newlands, Weallington

New Zealand 6004

CANADA

SMUG of Montral

20 - 153th Avenus

N.D. lla Parrot, Quabec
J7Y 5V6 Canada

FINLAND

SVIMSX Club/Turku
C/- Mika Ristolainen
Lumikonkatu 7H 272 SF-20240

Turka Finland

THE NETHERLANDS

MSX-Gids

P.C Box 518

8200 AM LELYSTAD

THE NETHERLANDS

MsX SVI Computer Usears Club
P.O Box 202

2300 AE LEIDEN

THE NETHERLANDS

MSX-Info

P.O Box 43048

1009 ZA AMSTERDAM

THE NETHERLANDS

MSX Mozaik

Battarijiaan 39

1402 SM BUSSUM

THE NETHERLANDS

MSX/MS - DOS Computer Magazine
P.O Box 5142

1007 AC AMSTERDAM

THE NETHERLANDS
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MICRO’S GAZETTE

THE MAGAZINE FOR M3X AND SPECTRAVIDEOC COMPUTERS

WHAT!

YOU’RE NOT SUBSCRIBED TO MICRO’S GAZETTE
IF YOU ARE NOT SUBSCRIBED YOU RISK MISSING OUT ON..

MSX/SVI PROGRAMMING TUTORIALS

+ We have articles covering all aspects programming from simple BASIC
programs to machine code programs.

SOFTWARE REVIEWS
+ Read about the latest, greatest and value—for-money software before
you buy it.

HARDWARE NEWS AND REVIEWS

+ We bring you practical up—to—date information about equipment for your
computer, and we might even save you some money.

PROGRAM LISTINGS
« Use our program listings and increase your software library.

PROBLEM SOLVING
« Hints and Tips for our readers

SOFTWARE LISTS
« Extensive software lists for you to choose from

PLUS - informative articles and items of intertest about YOUR computer
Why not use the subscription form and have your copy home delivered?

SUBSCRIPTION FORM

NAME:
ADDRESS:

for siX ISsues

ustralia AS24

var Seas
- Surface A%$30

-—

COMPUTER TYPE: - Air Mail A$3s |
START AT ISSUE NUMBER
| ENCLOSE A CHEQUE/MONEY ORDER TO THE VALUE
OF $A
FOR SIX ISSUES OF MICRO'S GAZETTE.
SEND YOUR SUBSCRIPTIONS TO -

MICRO’S GAZETTE, 23 SALACIA AVENUE, HOWRAH 7018, TASMANIA




BACK ISSUES

COMPUTER FORUM Velume 1 No.1

Background to Computer Farum, Basic Tutorial {Part 1),
listings- Easter Bunny, Date Generator, World War |

COMPUTER FORUM Volume 1 No.2

Free software catalog, Basic twtorial (Part 2), Nstings-
GOPHER HOME FINANCE

COMPUTER FORUM Yelume 1 No.3

sanyo M3X exclusive, Basic tutorial {Part 3), listings-
CONVOY MATHS

COMPUTER FORUM Volume 1 No.4

Your computars’ anatomy, Basic tutorial (Part 4), listing-
DATABASE

COMPUTER FORUM Volumea 1 No.5

Super softwara special, Basic tutorial (Part 5), listings-
EXTRA MORTGAGE PAYMENTS, CONCENTRATION

COMPUTER FORUM Yolume 1 No.B

Spectravideo robotarm, memeory upgrade, Basic tutorial
{Part 6}, listing- CITY BOMBER

COMPUTER FORUM Velume 1 No.7

CXSM examined, software reviews, Basic tutorial (Part
), Iistings- CLOCK. DENTURE ADVENTURE

COMPUTER FORUM Yolume 1 No.B

Introducing the X'press 16, software reviews, Basic
tutorial (Part 8), listing- MUSIC

COMPUTER FORUM Volume 1 No.S

MSXZ in Australia, software reviews, Basic tutorial {Part
9), understanding machine code (Part 1), listings- BIKER,
SPRITE DEFINER

COMPUTER FORUM Volume 1 No. 10

Basic tutorial (Part 10), understanding machine code

(Part 2), software reviews, listing- STRAWBERRY CAT-
CHER

COMPUTER FORUM Yolume 1 No.11

Printers reviawad, Basic tuterial (Part 11), understanding
gﬁétgrjra code (Part 3), listings- MINI-BACING, DUCK

COMPUTER FORUM Volume 1 No. 12

One year on.., Basic tutorial [Part 12), understanding
machine code (Part 4), listing- REAL MARTIANS DONT
EAT APPLES

COMPUTER FORUM Volume 2 No.1

Software reviews, Basic tutorial (Conclusion). listings-
ROAD RUNNER, MINEFIELD. GRAPHICS UNLIMITED, HOME
BANKING MANAGER

COMPUTER FORUM Yolume 2 No.2

Adventures anonymous, CX voice masters, listings-
WORDSQUARE COMPILER, AIR CHOPPER COMPUTER
FORUM Yolume 2 No.3

Modems, computer jargon, advaniurars anonymous,
listings- SPRITE CONVERTER, MISSILE COMMAND

COMPUTER FORUM Volume 2 No.4

Computer histery, Screen and cursor control, Wordstora,
Sorting maethods (Part 1), Adventurars ancnymous, list-
ings- INVADER ZONE, MANKALA

COMPUTER FORUM Voluma 2 No.S

Sorting methods (Part Z), copy.com patch, MSX basic
Ltgaﬁal, listings- CHIN, SOUND.ED, CPMCSR.BAS, BAN-

COMPUTER FORUM Volume 2 No &

Sorting methods ({Part 3), Cartridge reviews, ASCI

corporation, MSX basic tutorial, listings- OTHELLO,
MENL}

COMPUTER FORUM Yolume 2 No.7

Cassetta interfacing, Programming sprites (Part 1), MSX
basic tutorial, listings- DIAMOND MINE, FIRE PANIC

COMPUTER FORUM Volume 2 No.B

Knight Tyme guide, Programming Sprites (Part 2), MSX
basic tutorial MSX technical books, listings- INPUT.SVI,
INFUT.MSX, BIRD

COMPUTER FORUM Volume 2 No.9

Programming Sprites (Part 3), Input Article, Lathe Castie
Released. Cartridge Reviews, User Group Listing List-
ings - BATTLE, JOUST

COMPUTER FORUM Volume 2 No.10

Beyond Basic (Part 1), Programming Sprites (Part 4).
Another Reset Switch, MSX Basic Tutcrial, Listings -
FEAK HOUR, CHRISTMAS. ALLIGATOR

COMPUTER FORUM Valume 2 No. 11

Bayond Basic {Part 2), MSX Basic Tutorial , Design ‘A’
Sprite, Usar Group Listing, Listings- PUZZLE, MENU
MICRO'S GAZETTE Issua 000

Beyond Basic (Part 3), Create your own gamas (Part 1),
Jack the Nippar Solution, Listings - JUMPMAN, SKI| JUMP,
TIC TAC TOE, JOYSTICK TESTER

MICRO'S GAZETTE Issus 001
Elite Players Guide, MSX 2 Plus Raleased, Listings -
EGBERT. LONG JUMP, MATHS

NAME:
ADDRESS:

Pleasa supply the following issues

Total Number of issuas x$300=%
Add $2.00 Post and Packaging $ 200
Total $
Overseas Buyers Please include $5.00 (Surface Mail) or
$10.00 (Air Mail)



Frogram Pack | (MSX/SVI $10.00 Tape $15.00 Digk)
mmunh?mwahmmmuiahmulmdigmnduhmmw

make a safe landing on the moon, but boy are some of those landing
pads in strange places.

Galactic Assault - Tha alien invaders are coming to attack Earth, try
and destroy them as they break formation and attack, For 1 or 2 playars.

Road Racer - Try and survive on the road as long as possible without
crashing into tha other cars.

Sprite Dafinar - Design sprites to use in your own programs, with this
useful utility. it caters for both sprite sizes and can rotate your shapes
for you.

Program Pack Il (MSX/SV1 $10.00 Tape $15.00 Disk)

Hopper - Help the frogs find their way home past a busy highway, a
croc infested river and deadly snakes.

Space War - Two players fight it out in the space arena, the first player
to hit the other ten times wins the game.
Othello Challenger - Play the computer or anather player in this classic

mind game where you must out flank your opponent to capture his
piaces.

Painter - Explore the flaxibifty of your computers colours with this on
screen paint brush,

Program Pack Il {MSX/SVI $10.00 Tape $15.00 Disk)

Dungeon Adventure - Are you brave enough to sxplore the deep and
dangerous dungeon, where many monsters lerk, but the gains are great.
Dungeons and Dragons styie game, where you have to build up your
character to succeed and capture the Great Orb on the fourth laval,

Bomb Scare - Quickl you have to defuse the five bombs In a factory
before they explode. Unfortunately some of the machinery has been left
on, making your job very dangerous indeed!

Program Pack IV (M3X/3V]1 $10.00 Tape $15.00 Disk)

Explorer - Watch out for the Pitfalls of this game as you search
through the fifty screans for the goid bars, dodging crocs, scorpions,
roling logs and quick sand,

Parachute - Catch the paratroapers in your boat as they jump from a
helicopter into a shark-infested lagoon. The more you catch, the fastar
they jump.

Android Alert - Move around the rooms collecting treasurss and
finding the key to the next level, but watch out for the kiler androids,

Program Pack V (MSX/SV1 $10.00 Tape $15.00 Disk}

Space Invaders - Shoot the aliens before they invade your planst,
Move your ship left and shoot missies at the aliens. Shoot the
mathership which passes over head for bonus points.

Sub Hunt - Drop depth charges on the attacking subs, while avoiding
their missiles. The deeper the sub you hit, the more points you score

Chicken - Dodge the peak hour traffic with your chicken in this hectic
game.

Program Pack VI (MSX/SVI $10.00 Tape $15.00 Disk)

Demon Attack - Shoot the demon attackers as they swoop in to attack
you, but look out for their rain of fire. What's this | they seem to be
imvincible until fully formed.

Sea Diver - Dive to the bottom of the river to collact the sunken freasure
as scores of under water creatures try and attack you.

Death City - Battle it out in a maze of death against the computer in this
fast paced game.

 SOFTWARE

S¥1 $10.00 Tape $15.00 Disk)
Lunar Rescue - Rescue the astronauts stranded on the surface «
moon in an asterold shower. Drop defenseless to the surface, do
the astercids and pick up each man. You can now blast your
through as you slowly climb back to the rescus ship.

Sky Base - Shoot the kamakasi aliens as they swirl around the sc
Wipe out two waves, dock your ship and with your added fire
move on 1o attack the giant mothership.,

Quasimodo - Jump and dodge the guards and traps as you try fc
the bell at the right of sach screen. Great fun with six different scr
and multipls levels.

Program Pack Vill {MSX/SV] €10.00 Tape §16.00 Disk)

Munch Man - Race Munch Man around the maze dodging the |
ghosts and eating the dots. Grab a power pill and revenge yourself
short ime.

Escape from Planet Beta - Can you sscape from the Planat

before the planet explodes. Puzzle your way through this text adve:
where you instruct the computer with two word commands light SH
GUN, GO NORTH.

Program Pack IX (MSX/SV] $10.00 Tape $15.00 Disk)

Artillery Fire - Two players take tumns at firing there artillery piec:
each other over a mountain range. The first one to hit the other ten 1
wins,

Tennis - This is a version of the classic Pong tennis game.

Number Puzzle - Slide the puzzle pieces around to get them in orc
the least number of moves.

Towers of Hanoi - Try and mave the different size disks from one o
three towers to the other in the least number of moves. A
challenging puzzle.

Gold Rush - Collect all the gold nuggets scattersd all cver the scr
but to get to each one you have to get past disohing platfo
radioactive plants and boauncing balls,

Pyramid - Find the fabled gem hidden in a pyramid lost desp
desert. Another challenging text adventurs game where you comi
the computer with two word commands ke DRINK WATER, THF
STICE.

Frogram Pack X| (MSX/SVI $10.00 Tape $15.00 Disk)

Missile Command - Stop the missiles from hitting your cities with
anti missiles. Be careful how many you use as you only have a s
supply.

Master Mind - Try and guess the hidden colour code the computer
chasan with cluss the computer gives you.

Leaky Roof - Cuickl Catch the rain drops in your bucket before
room is filled to overfiowing with water, but make sure you empty 1
bucket out of the windows.

Program Pack Xli (MSX/SV] $10.00 Tape $15.00 Disk)

Mini Golf ~ Flay alone or with a friend on this mini golf course where
have to putt the ball around obstacles and into the hole.

BlackJack - Build up your money total as you pit your skills and
against the computer banker

Break Out - Bust down the brick wall with your bat and ball, but lock
it's harder than you think.



Program Pack Xl (MEX/EY] $10.00 Tape $15.00 Disk)

Space Fighter - Shoot the alien attackers as they race attack you in
formation.

3D-Maze - See if you can find your way out of this maze which is
displayed on the screen in 30,

Surround - Play against an opponent trying to surround them with your
maoving wal,
Program Pack XIV (MSX/SVI $10.00 Tape $15.00 Disk)

Crazy Kong - Jump the barrels as you make your way up the screen to
rascus the giri, Newt dodge moving platforms and girders and then finally
collect all the bolts holding the Crazy Kong in place at the top of the
BCrean,

Star Base | - Be amazed at the number of alisns and bullsts that mave
about the screen in this very difficult space game.

Lunar Lander Il - A brilliant saguel to the onginal Lunar Landing game

which allows you to design your own landscapes to try and land your
craft on,

Program Pack XV (MSX/SV] $10.00 Tape $15.00 Disk)

Twister - Like a two dimensional Rubiks cube, this game . displays nine
different coloured squares each containing feur smaller squares, These
36 squares are then jumbled around on the screen and you must rebuild
the original display. its very simple and very addictive.

Reverse - Your task is to amange the ten umbled numbers into
ascending order by reversing soms or all of them. Check it out - its not
aasy!

Fox and Geese - Can you as the Fox penetrate the line of advancing
geese and get to the other side of the board before they comer you,

Program Pack XVI (MSX/3V] $10.00 Tape $15.00 Disk)

Grand Prix - You are in the drivers seat in a race to the chequsred flag
while avoiding slower cars. Hitting another car or two wheels off the track
will slow you down and lose points.

Substrike - Drop depth charges on the enamy below. The deeper or
faster the target the mora points you will score,

Snake - Move the snake around to eat the diamonds, but mind you do
not cross your awn tal,

Program Fack AVI (MSX/2V] $10.00 Tape $15.00 Disk)

City Bomber - You must destroy the towerng buildings of the city
before you can land safely.

Spectra Derby - Place your bets and have a day at the races. Even if
you lose its painless.

Bug Catcher - Two players move around the garden and the one with
the most buge caught - wins. Great for younger children.

Program Pack XVill (MSX/SV| $10.00 Tape $15.00 Disk)

Spectra Kong - Win the lady’s heart by getting to the top of the scresn
- but watch out for the falling barrels

Tennis - A colour version of the original black and white TV game.

Musical Keyboard - This program tums your camputer keyboard into a
musical keyboard and allows you to select note length and octave.

Program Pack XIX (MSX/SVI] $10.00 Tape $15.00 Disk)

Bombs Away - Daestroy targsts in the ravine below. Be wamed - it gets
harder the more targets you hit.

Mirkwood Forest - Graphics adventure where you must escape from
the forest by finding four keys, eating food to maintain energy, while
ayoiding spiders. This one will really test your adventure gaming ability.

Chopper Pilot - The fourteen levels of this game make it very

compeling. Keeping clear of canyon walls, fiy your helicopter 1o do
battle with the anemy fighters, bombers, missiles and UFO's. Graat skils

required

Program Pack XX (MSX/SVI $10.00 Tape $15.00 Disk)

Jumping Cowboy - A ‘platform’ game of nine screens where you must
collect all the opals to get to the next screen

Super Smasher - Mave the bat to smash the ball through the two brick
walls. Has three levels of difficulty.

Fruit Catcher - Catch falling fruit in your cart. As you catch more, the
types of frut will change and fall at a faster rate.

Program Pack XXI (M3X/SV] $10.00 Tape $15.00 Disk)

Pro Golf - Play a round of golf on this sighteen hole golf course with a
selaction of clubs.

Astro Fighter - Zap those alien invaders as they try and take over the
Earth.

Asteroid Shower - Dodge the asteroids as they hurle towards you
down the screen.

Edu-Pack | {MSX/SV] $10.00 Tape $15.00 Disk)

Copy Cat - How long can you survive as you try and repeat the
coloured sequences back that the computer plays to you,

Memory - Based on the card game memory, you have to try and collect
more pairs than the computer can.

Edu=Pack Il (M3X/SVI $10.00 Tape $15.00 Disk)

Monkey Maths - Heip the monkey climb the tree and get the coconut by
answering the maths sums correctly. Fifteen levels of play are available,

Missing Latters - Fill in the missing letters in the words the computer
gwves you, Over 300 stored words and the ability for you to enter more
make this an excellant program

Edu-Pack Il (MSX/SVI $10.00 Taps $15.00 Disk)

Table Invaders - Shoot the invaders as they fry and attack the Earth,
but what's thisl Your gun only seems to fire wnen you answer a tables

problem corectly

Hangman - Try and guess the word before the man is fully hanged.
Great version of a classic game

Edu-Pack IV {(MSX/SV] $10.00 Tape $15.00 Disk)

OZMap - You must drive the car around Austraka finding the places
required as quickly as you can,

02Quiz - Answer general knowledge questions about Australia and her
paople.

Math Duel - Makes practising maths fun! Has 4 levels of addition as |
subtraction maths.

U.F.O (M3X Tape Only $10.00)

In this machine code game, you are under attack from UFO's. Watch out
for the alien unit moving across the bottom of the scresn - this will fire
smart bombs. Watch out for the meteor shower and refusl when the
truck appears on the screen. Requires 16k of RAM and has smooth
scrolling, fast response with good sound effects.

Metsor Swarm & Birds of Orion (MSX/SVI $15.00 Tape, $20.00
Disk)

Two machine code games on one tape/disk! Meteor Swarm has you
stuck in a meteor belt and you must blast your way out, Other ships are
caught in the belt and will try and shoot you if you do not shoot them
first. In Birds of Orion you must defend your Galawy and against the alisn
invaders, but what's this| They look like birds,

Munch Mania (M3X/SVI] $15.00 Tape. $20.00 Disk)

Race munchy around the screen chomping the pills and dodging the
ghosts. Grab a power pill and get your revenge against the ghosts, Four
diffarant speed levels, written completsly in machine code.

Pyxidis (MSX/5VI $15.00 Tape. $20.00 Disk)
Fast, action packed vertically scrolling shoot-em-up with three com-
pletely different screens, two speed levels, extra weapons and challenge

stages. Written in machine code and using MSX/SVI graphics to the
fullest.



Video Graffiti (MSX/SVI] $20.00 Tapes, MSX $25.00 Disk )

Draw colourful pictures with this easy to use painting package. 1t uses
pull down menus and includes a zoom function for you to get the most
out of your MSX/SVI computer. Written in BASIC and machine code,

Stranded (MSX/SVI $15.00 Tapa, $20.00 Disk)

Your have been shipwrecked on a deserted island and have to find a way
the leave before night falls. This is a tewt adventure where you instruct
the computer with two word commands like GO NORTH, CLIMB ROPE
(Requires Exira Memary on the SVI-318)

Specira-trivia & Compu-Trivia (MSX/SV] $10.00 Tape)

The famous trivia game now on your computer. Thase are trivia quiz
games for up to four players. The computer rolis the dice and each
player moves in tum, At certain points you will be asked questions. There
is & provision for you to create your own question and answer file

Lethe Castle (M3X Only $15.00 Tape)

Try and solve the mystery of Lethe Castle in this graphics adventure of
high standard,

Best of the Basics | (MEX/SVI Disk $60.00)

Super Basic Compilation including - Sprite Designer, Lunar Lander,
Road Racer, Galactic Assault, Hopper, Space War, Othello Challenger,
Painter, Dungeon Adventurer, Bomb Scare, Pifall, Android Alert,
Parachute, Space Irvaders, Sea Diver, Memory, Copy Cat

Best of the Basics Il (M3X/3V] Disk $60.00)

sSuper Basic Compilation including - Death City, Lunar Rescue, Sky
Base, Quasimodo, Munch Man, Escape from Planst Beta, Arillery Fire,
Tennis, Number Puzzie, Towers of Hanoi, Gold Rush, Pyramid, Monkey
Mathematics, Missing Letters

Best of the Basics Il (M3X/3Y] Disk $60.00)

Missile Command, Master Mind, Leaky Roof, Mini Golf, Black Jack, Break
Out, Space Fighter, 30-Maze, Surround, Crazy Kong, Star Base |, Lunar
Lander Il, Tabéa Invaders, Hangman

Hardware

A'prass ROM version 1.2 ($40.00) - Eiminates the need for the
patch and allows you to use double sided 3 1/2" disk drives external
internally. Comes complets with full installation instructions

MSX Printer cable ($60.00) - Full 2 metres long allowing yo
connect up to any Centronics campatible printer,

Add on Double Sided 3 1/2" Disk Drive ($299.00) - Connects u
your X'press computer letting you store and exra 720k of data. Orir
the drive inside your computer and use the cable o use the single «
already in the machine. Please note you require ROM version 1.2 to
thasa drives.

Internal Double Sided 3 1/2" Disk Drive ($240.00) - Bare drive
raplaces the single sided drive currently in the machine latting you s
720k on each disk instead of 360k. Pleass note you require ROM ver
1.2 to usa thesa drives,

MSX Cassette Cable ($15.00) - Connect your MSX up to star
tape recorders.

Box of 10 Blank 3 1/2® Disk ($30.00) - Doubla sided, double de:
disks. (Will fit single sided drives as well)

CPM Software (Al $10.00)

ORMATS AVAILABLE - SVI-318/328 SINGLE SIDED 5 1/4", |
SINGLE SIDED 3 1/6", MEX DOUBLE SIDED 5 1/4"

LS80 Assamblar
Z80 Disassamblar
Fast Full Screen Text Editor

Utilities Disk 1~ Includes FCOPY, NULL, NULU.DOC, MFT, NSV
CLE

Liilities Disk 2- Includes ADM3, ADM3A, NULU12, CPME
CPMCALC, CPMPOWER, MEM24, MEM32, MEME, MEMS, SORT
SS/DR-B, SUPERZAP, SURVEY, WASH, XDIRS (Supplied by .
Rudzinski)

Flease note that some of these Utilities are SVI-318/328 specific.
Advent80 - The original 128k adventure game

ORDER FORM

NAME:

ADDRESS:

PLEASE RUSH ME THE FOLLOWING TITLES:-

IF YOUR ORDER IS UNDER $30.00 PLEASE ADD $2.00

SEND YOUR CHEQUE OR MONEY ORDER TO -

J—

L O ORI B

TOTAL

MICRO'S GAZETTE, 23 SALACIA AVENUE, HOWRAH 7018, TASMANIA
OVERSEAS BUYERS PLEASE INCLUDE $2.00 PER PROGRAM (SURFACE MAIL — MAX
$10.00), $5.00 PER PROGRAM (AIR MAIL — MAX $25.00)
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The listings in sach issue have to be printed,
most of the time for the two different machines.
When this happens the complete listing for
MSX owners will be printed and then the lines
you should repiace for the program to work on
SV1-318/328 machines. This way space is not
wasted by printing the same line bwice, since
the two machines only have slight differences.

You will notice each new line of a listing has
two lettars to the left of the Ene. If you are
typing in a listing and not using the program
INPUT (ewplained next) DO NOT TYPE
THESE IN as the computer will not under-
stand. Also when you enter istngs be carsful
not to get the letter 'O" and the number T
mized up. Tha number "0’ is now printed with &
slash /' acroes it to help you recognise it.

The only errors that can be in our lstings are
afther ones that were in the original program
and mistakes made when you type them in.
Each listing is taken straight from the computer
using a listng program and pasted into the
MBga2 e,

Program input

Program Input aflows you to enter the listings
using the two letter checksum at the stari of
sach line. After you have typed in a line, the
program will tell you if you have made any
mistakes and let you comect them. Only the
spaces marked by the small inangles are
countad (usually in PRINT statements) by the
program, sc you can |eave out all other spaces
if you want. Basic does not really care where
you put spaces except if they are in the middle
of a statement a.g LOCATE not LO CATE

The line must be exactly the same otherwse
the pragram will not accept it. We will update
the INPUT program gradually so it becomes
gasiar o use.

To use the program, type it in siowly making
sure you do not make any mistakes. Save it to
a tape {as detailed below) and then type RLUM
and press the [ENTER] key. Now the program
will ask you if you want to load a program you
have been working on previously. Just press
‘W' if you are staring a new program. The
scraan will now clear and details of which line
you are on and where the cursor is on the
screen are shown at the top of the scraen, You
can now type in one of the listings, make sure
you have a blank tape handy to save the
program on.

¥ you are editing a program you have been
working on previously insert the tape or disk
you saved the program on and follow the
instructions on screen. This featura allows you
to type the program in over several sessions
instead of all in one go.

After typing in a program type MOTOR ON
and press the [ENTER] key

You can now posifion your tape to the place
you want to save your program, As a general
rule, lsave at least two counts on your tape
counter at the start of each new tape.

To save your program type.
CSAVE"NAME"

(MAME should be the nams of the program
you are saving e.g SKI-JUMP) and press the
PLAY and RECORD buttons on your tape
recorder. Let the tape wind for a couple of
seconds and then press [ENTER].

After a period of time, which depends on the
length of the program the Ok prompt will come
up on the screen. Your program is now saved
to cassetts. But how do you know it was saved
comecty? Easy you can check by doing the
foliowing.

Type MOTOR ON and press the [ENTER]
ey,

You can now rewind your tape to where you
saved the program.

Now type CLOAD? and press the PLAY
button on your tape recorder and then press
tha [ENTER] key.

After a couple of seconds the computer
should print FOUND:NAME and then after a
short while the Ok prompt will appear.

i the computer printed up DEVICE IO
ERROR or VERIFY ERROR you know that the
program has not saved to the tape comectly.
this happens, try saving the program one more
time. If the error happens again and in the
same place, the tape you are using is dama-
ged and you should use another. If you get an
arror but in a different place on the tape your
tape recordsr may need cleanmg.

Saving Programs 1o Disk

To save a program to disk use the followng
command.

SAVE “NAME" for MEX machines
SAVE "1:NAME" for SVI-318/228 machines

Reloading Programs

Te load a program that you have typs in using
program input from tape, nsert the tape you
were using, positioning the tape to the spot
whera you recorded the program and type.

LOAD"CAS:" and press the [ENTER] key

You can now save the program using CSAVE
so it loads quicker and uses |ess tape.

To load a program that you have typed in using
program input from disk, insert the disk you

A

were using and typs.
LOAD™ :NAME"® for SVI=-318/328 users
LOAD"MAME" for MSX users

Onece loaded your program can be saved
mormally so it takes up less disk apace.

To load a program from tape that you have
saved using the CSAVE command st insert

you tape, positioning the tape to the spot you
saved the program at and type.

CLOAD*NAME® and press the [ENTER] key

To a load a program from digk that you have
saved using the SAVE command st insert
your disk and typr.

LOAD™ :NAME" for SWV1-318/328 users
LOAD"MAME"® for MEX users
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Mini - Advent {(M5X and SVYI-318/328)

Written by Tony Cruise for an infroduction into writing adventures and
previously published in the local users group newsletter in Hobart for the
SVI-318/328 machines. Baing a text adventure the conversions between
the machines are minor, Using the program as a shell more commands
and locations can ba sasily added to make your own adventure games.

M3X LISTING

16 COLOR15,4,5: 5CREENE:WIDTRI : KEYORF: DEFINTA-Z: DEFFNA(L)=INT
(RND{LIX |+ 1:DIMRDS (LN} RO1E,4),0B8(13) ,0B(13,2],08(18]

29 LOCATELR,8:PRINT"NINI-ADVENT":LOCATER,22:PRINT"Press, any,k
ev.to.start the,adventure” :A$=INPUTS(1]

39 CLE:LOCATELZ,8:PRINT"PLEASE,WAIT" :FORA=ITOI9: READRDS (A ):FO
RE=1TC4 :READR(A,B) :HEXTH,A: FORA=ITOLS : READORY (A),0B(4,1),0
BAZ):MEXT:B=1:FORA=1T05:0B(A)=8:E[4)=8:NEXT:FORA=1TOLE B
EADCS [ A):NEXT

4§ CLE:PRINT",..Your.task,is,to.find the gold.crown,which.has
Jbeen,stolen. The.gold crown,,is hidden, somevhere, cloge, by
»4GOODLOCE! " : PRINT: PRINT: PRINT: PRINT

59 PRINT:PRIKT"Vou,are,:":PRINTRDY(R):IFR=2ANDE(L|=#THEKPRINT
"There,is,a.nagician,here,with,a,8pell, for, sale"BLEEIFR=]
ANDE(2)=#THENPRINT" e, 5eens,to,be,shivering”

§F IFR=4ANDE(3)=UTHENPRINT"There,ig,a, large, tree, ovarhanging,
the,  ravine "ELSEIFR=4ANDE(3 | =1THENFRINT " There, iz, 0, rocent]
y.felled, try.across, bhe, ravine"ELSEIFR=5ANDE(4 )= THENPRIN
T There, i, 4, gianthere, gusrding a.chest”

T8 IFR=GANDE(4|=1THENPRINT"There,is,a, sleeping.giant, hore"ELS
EIFR=1@AKDE(5 }=FTHENPRINT A, huge, red, dragon,blocks, the vay
"ELSEIFR=1PANDE(5)=1THENPRINT A buge, red,dragon,lies, aglee
p.here”

B A4="":PRINT:PRINT"Possible Bxits,:."::TFR(R,1)>0THENAS="No
rth"

89 TFRIR, 2] >BTHENIRLEN(AS |=THENAS ="South " ELEEAS=A%4", South”
8% TFR{E, 3> ATHERIFLEN{AS [=ATHERAS="East "ELAEAS=AS+" East"
[1f TFR(R, 4| *ATHENIELENAS )=FTRENAS="Vesat "ELSEAS=A%+" West"
120 PRINTAS:F=@:PRINT: PRINT" You, gee:”

13§ FORA=1T083:IFOB(A,1)=RTHENF=1:PRINTTAB(G | ;0B5(4)

PAE NEXT:IFF=JTHENPRINTTABIG)"Nathing"

[5§ PRINT:LINEINPUT"Y,";C4:IFCE=""THE¥PRINT" Beg,your pardon!":

GOT015R

16§ FORA=ITOLEN(CY|: IFMIDS(CS, A, L] 2="A"ANDMIDS(CY,A,11¢="L"THE
WHID§(CH, A4, 1 )=CHRECASC(NIDS[CS,4,1])432]

17§ RELT

18§ FORA=ITOLEN{CS|: IPKIDS(CS, &, 1|=" " THENCCY=LEFTS{CY A-1):C4
=RIGET${CS, LEN(CY -4 |ELSERELT COE=CS CY=""

15§ FORA=1TOL8:TRCCE=LEFTS(CS(A), LEN(CCH) | THENZFRELSENENT  AS=C
$:GOSUBEER: PRINT " Vou nust supply.a.verh!! " :GOTOIGH

28 OMAGOTOZ1G, 219,210, 210,230 249,00, 200,200 309,300,348, 360,
J90, 410,468 490,520

S1F TFR{R,A)=FTHERPRINT"You,cannot o, that way” :GOTOISRELSELER
(R, A)=-1THERPRINT Your wey, iz, blocked® : GOTOISH

22§ R=R(R,A):GOTOSY

Hi

IN

HL
PI

B

Lp

PG

L¥

HO
EB

BG
LB

NG
HP

LK

JK

JE

Al

AL

DF

AP

AN

]
GA

239 FORA=1T04:IFCS=LEFTS (A}, LEN{CS ) TRENZFAELSENBLT: PRINT"S
orey, [ do,not understand,you": GOTC15H

240 P=§:PRINT"Tou,are,carrying: " :FORA=1T05: TPOH(A ) #THERPRINTT
AH(G);OBS(0H[A)):F=1

25§ NEXT:I[PF=4THENPRINT" ,.ssnaNothing” :GOTOISRELSELSS

260 A$=CS:COSUBSER: TROB(A, 1} ¢>RTHENPRINT "L do not.see bhe," :0B
§(4);" here® GOTOLSH

8T8 IEA=11ANDOB(11,2)=0THENPRINT "It looks,as.though.it can.be,
unscrewed” :GOTO1SWELSEIPA=GANDE| 2 ) <#THENPRINT " The Dwarf,is
Jvery, cold”:GOT015RELSEIFA=13THERPRINT It looks dry enough
Jfor fire,waod” :GOTO15E

20§ [FA=1ITHENPRINT"The,barrel hag, had,its.lid,screved of I™:60
10158

29F PRINT®I, see, nothing,special about, the” :PRINTTAB{15];0B8(4)
GOTOLI5H

10§ A$=C4:GOSURGEE: [FOR{A,2)=-TTHENPRINT You,cannot get that "
BOTOIGFELSEIFOR (A, 2)=-ETHENPRINT " The "OBS{4) " gets, angry,a
nd kills.you" :GOTOSTRELSEIROR(A, 2 ) ATHENPRINT The,"0B4 (4)"
Jig.too heavy, to carry” :GOTO15M

31§ F=§:FORB=1T05: TFOR(B|»ATHENF=F+0B{CH(B],2)

100 WEXT:TFF+0B(A, 2|5 THENPRINT " Your,load, i, too, heavy! " :GOTOL
SUELSEFORD=1T05 : TFOR{B)=FTHENOH[B)=A:0B(A,1|=F:GOTO154

330 WEXT:GOTOISH

140 A$=C3 GOSURSGH:FORB=1T05: IFOH(B)=ATHENISFELSENELT: PRINT" Ve
ware.not,carrying.the,"0B§[A] 0OTOL5H

150 PRINT™0. k.you.drop.the"OBS(A):00(R]|=F:08(4,1}=R: 0070158

168 IFC$<»"barrel "THENPRINT"Vau,cannat unserew that"”: GOTOL5HEL
SEIFOR(I1,2)=TTHENPRINT "The barrel, iz, already, open” :G0T015
§

178 PRAINT"Vou,unscrev, the barrel and, find,a,gold, ey, ingide!!®
OB{11,2)=T:0B(3,1)=R:GOTOSS

180 A$=CY:GOSUBSEF: IFA<> TANDAS > 1 ITHENPRINT  You,cannot chop, tha
£ GOTOISPELSERFORB=1TO05: IFOH( B | =2THENIIPELSENEXT : PRINT Y
ou,do, mot, kave the axe!” GOTOLSE

S99 IFOB(A,1)C>ATHENPRINT"L do not see,a,"0BY(A|" here® : GOTALS
§:IFA=3ANDORS{&)="kindiing"THENPRINT"You have, already cho
pped, the,log" :GOTO1SFRLSEIFA=TARDE(] | =1 THENPRIKT® You, have,
already, felled,the bree™ GOTOLSH

{8 TFA=I3THENPRINT"You,chop,up.the,log.into,kindling":0B(13,2
b=2:0B$ {13 )="kindling":GOTOSHELSEPRINT "You chap,down,the,t
ree” :B(3)=1:R{4,4)=5:G0TO5H

£10 FORA=1TOS:TFOH(A}=1THEN42FELSE: NEXT : PRINT " You, do,not have,
the matches” :GOTO15H

§29 TPCY="natch"THEKPRINT A, natch,flares, and,then goes, out”: G0
TOISPELSEIRCS <) kindling "THENPRINT "Tou,.cannot, light that":
GOTG15#

3§ FORA=1TO5:IFOR{4)=13TREN44FELSENERT : PRINT You do.not.have,
the kindling" :GOTOLSH

449 PRINT"You,light,the kindling,and s fire, ... .5tarts, to bur
n":0B4(13)="blaging, Fire® 0B{13,1}=R:0B(13,2]=-1 :IFR=3THE)
E{2)=1:PRINT" The Dwarf seens, pleased”:QB(4,1 =R

45§ OH(A)=9:G0T050

{6 [FCH<y"apall "THENPRINT"You,cannat buy,that " GOTOISBELSELFE
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{»20RE(1)=1THENFRINT [ ,see, no, one, to, buy,the spell of £%: 60
T0154

479 BORA=1705: IF0B(4)=4THEN4 SARLSENEXT: PRINT® You, da not have,a
ny.money, ta.pay.for. . the,spell”: GOTOISH

489 PRINT"The magician,sells, you,a,8leeping,spall®: (0B${4)="sl
eep, spell”:E(1)=1:PRINT"and diseppears,in,a,blinding, f1legh
0f . light, leughing":08(5,1]=0: 60050

§99 IFCHCy"spel 1" THENPRINT" You,cannot cast, that” ;GOTOLSFRLSERD
BA=1T05: [FOB(A)=d THENSPRELSENEXT  PRINT "Tou do, not have, the
J5pell”:GOTOLSH

G509 OHEA)=0: PRINT" Tou, cagt the spell and, there, 18,8, . 00.b1ind
ing flash,of 1ight": IFRC)SANDRC IATHENPRINT but, nathing,se
ens, o, happen”:GOTOLEH

519 IFA=STHEMPRINT"The.giant, falls, down, asleep”:E(4]=1:COTO5HE
LSRPRINT" The (dragan.falls, down,agleep,allowing, you. to,pas
8" R(18,1)=3:E(5)=1:G0T05§

IF A$=C4:GOSUBSGH: [FOB(A, 1) ¢ RTHENPRINT"L do, not gee, it here!
" GOTOLEPELSEIFA=ETHENPRINT The box, i, nailed, shut and, can
not be,,opened”:GOTO1SEELSEIRAC »ITHERPRINT You cannat ape
nthat™:GOTOLSP

519 FORB=1TOS:TFOH(B)=ITHENS 4 §ELSENELT: PRINT  You do not have,t
he ey GOTOLSH

54§ IFE{4)=PTHENPRINT  The giant does not,like you, trying, ta,,0
pen,his,chest and, kills, you®" :GOTORTH

559 PRINT"You,open,the chest, and, find,the gold,,  .crown,inside,
vove tPRINT:PRINT:PRINTTAR(8)" 700 HAVE NON" :PRINT:PRINT:PR
INT:PRINT:GOTOSEH

60 FORA=ITOLI;IFIKSTR(OBS(4) A% @THENRETURNELSEMEXT : PRINT I,
da not understand,the,word,"AS :RETURN1S)

578 PRINT:PRINT:PRINT"Vou,seen.to have,gotten.me,killed!!":PRI
NT:PRINT: PRINT

588 PRINT"Do,you,want bo.play.again,[T/N]. " :A$=INPUTH (1] : IFAS
="y " 0RA$="V"THENRUNELSEEKD

599 DATA "in,s.dense wood., There,is,a,cave,to,thelarth” 6,20,
d,"in,a,clearing, There iz, a hut, to,the,,  Bagt" [, 8,3,4,"1
ngide,a,9nall hot. A, Dwarf gits,in, thacorner® 8,0.0,2

G889 DATA "on,the,edge,of ,a,deep, ravine” ,§,8,1,-1, "in,n,field,o

f.grass, near,a ravine” @,9,4,0, "in,a,cave, There, iz, an,0pe

ning,in,the, Bast wall® 8,1,7,F, "at, the entrance,to, a,tunn
el 0,8,4,6

DATA “in,a dark,tunnel”, 10,8,9,7,"at 2, dead, end" §,8,0,8,"

in,a,light,airy,cavern”,-1,8,F,8

DATA "matches",3,1,"small exe” 9,1, "gold, key" ,§,1, silver,

coing" ,F,1,"0ld nagician® ,2,-2, "black, dwarf” 3,-2, "large,t

ree” 4,-1,"1arge, box", 5,6, "chogt" 5,6, "Tearsome giant” §,-

2, "wine barrel”, 7,8, "huge.red deagon”, 1§,-2, "dey.log", 1,6

DATA marth,south,east,west,go,inventory,look,exanine,get,t

ake, pickup,drop,unscrew,chop, light,buy,cast,open

SYI-318/328 Conversions

1§ COLORLS, 4,5 SCREEND, §:WIDTHIY: DEPTNTA-Z: DERFRAIX ) =INT(RNDI
11831 #1:DIKROS{R],R{19,4),085(13],08(13,2),08(18)

810

HY )

LEL

N
AF
HE
HG
ok
Elf
G4
FI
3
i
HE
N
GA

LN

B0
LD
Al
HE
FL
Gl
EX
i}
H
Bd
Gl
s
JE
Bl
CB
FG
Al
KL
CH
BA
Cd
P
BH
EN

Cavern Rascue (MSX Only)

Orginal program by Cliff Walters, published in MSX Computing
October/Movember 1986. Typed in and comected by Brian Leonard.

Guide foclhardy potholers to the waiting ambulances as the cave
network floods.  But watch out for falling debris. Laft and right cursor
keys control the action.

This game makes good use of MSX screen mode 1 and fts
programmable character set, unfortunately this fmits its use to MSX
CWTIErs,

MSX LISTING

1§ SCEEENT, Z:WIDTHIL: REVOFF

2 O STOP GOSUR 135§:5T00 ON

50 DEPINT -1

4F DEFUSRA=RAI56:DEFUSE] =AHS4

50 N=RND(-TINE)

b8 COLOR 15,1,6:%=17648:00800 86

T4 VRORE 8192412, &HB8

80 VROLE 8192413 8401

99 VROKE S192+11,8451
1F§ VEGKE 8192423, 4451
116 VROYE 819%2+24,&H51
120 MLz@:NS=@:MT=1§
130 LOCATE 3, F:PREKT NEN.TOGAVE'MT;LOCATE 22,0:PRINT"SPEED 3P

14§ LOCATE 3,23:PRINT"MEN,SAVED"NS;:LOCATE 19.23:PRINT"NEN,LOS
T'NL:

50 FOR I=f TO 21:LOCATE §,L;PRINTSTRINGS(32,175¢1 | :NEXT [

168 FOR I=F T0O 1Z:VPGEE 6298+1, 104 :VPORE 622741, L4 NEXT I

LT8 FOR I=F 30 31:VPOKE GB48+I,57:NEXT [

18F R=192:F0R I:1 19 4

L9 G=INT(RNDI1)%3|¢5

S6F L-=INT(AND{I}*23)41

L1F FOR J=F TO 31:IF JoL AND J¢L+G THEN 234

Jif VEORE GIL4+K+], 06

038 NEXT J;E=K#128:NEXT I

248 PUTSPRITE 2.[2,8],15,11

dof F=B:W=128:M=167:G0508 G449

J6W PUTSERITE 1, [M#6,K}, 14,9

270 FOR D=1 TO 75B:KEIT D

289 REM START FLOODING AMD MAIN LOOP

299 FOR E=197#8 TO 197#8-4 STEP-I

198 FOR D=1 TO 25%5P:NEXT D:VPOKE X,285:NEIT

318 FOR X=197#8-4 70 17848 STER-1

J4f VPGKE X,255:VPOLEG31a,H:K=K-1

339 BOR %=1 TO SP:S5=STICK(§]

149 VPOKE G918, (X MOD 2)%4

JOF M=M-£3(5=] AND M<Q4§|+4%[5=7 AND M>3):VPORE 6917,M+6

16F [F VPEER[328(N\S)+M\B+G145)¢1T6 THEN 504

IT9 IF B=1 THEN 3394

186 IF RND(L]».95 THEN INTERVAL ON:PUTSPRITE §,,15:8=1
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nh
&l
EN
ik
OF
GA
FA
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EM
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398 NEXT ¥.1

{FF SPRITE OFF

41§ FOR W=X T0 X-§ STER-§

2 PUTSPRITE 1,(M+6,N],,¥ KOD 2

438 VPORE W,255:N=H-1

44§ FOR D=1 TO 25%8R:NEXT D,

454 FOR W=M#G TO 182 37EP-3

{60 PUTSPRITE I, (W, Nt1),,¥ KOD 2

479 FOR D=1 TO {@#SP:NEYT D,V

44§ FOR W=1@2 70 15 STEP-)

498 POTSPRITE 1, (W,K-5),.0 MOD 2+2

509 FOR D=1 TO S@%3P;MEXT D,¥

519 FOR D=1 TO 254:NEXT D

go8 FUTSPRITEL,(-16,8)

T3 MS=MS+1:LOCATE 12,23 :PRINT N3,

548 MT=MT-1:LOCATE [4.8:PRINT NT:

050 FOR D=1 70 [W@F:NELT D

Go@ PUTSPRITEZ,[-16,8):IF MS+NL=1§ THEN 774
570 CLS:GOSUR 75:00T0 134

580 THTERVAL OF®:SPRITE OFF

G9F PLAY"1284cle" ;PUTEPRITER,[-18,0})

GAF FOR D=l TO TH:MEIT D

if FOR I=1 B0 2@:CO=RND{T)%3414:H=N+]

G2F PUTSERITEL, [M+6,8),C0 RNDI )22

i1 SCUNDE, [E18: SOUNDI,INODA: SOUNDT, #:SOUKDE, If
G4E FOR D=1 TO 49:NEXT D,I

G50 PUTEPRITEL,|-16,§)

G569 ML=WL+1:LOCATE 27,21:PRINT ML

GTH U=USRI{9):60T0 544

b2g OF INTEAYAL=Z GOBUR TM

299 ON SPRITE GOSIE G8§:SPRITE ON

THE A= D=N+6:F=9: P=RND{ 1 )49+

14 PUTSPRITE F,(B,A), B, P

148 RETURM

TH VMOKE G312, A:A=A+4:1F A»17H THEW TNTERVAL OFF:GOSUR TH4
149 RETURN

76§ FOR 4=X-8 TO 19748

T68 VPOKE &,9:NELT A:RETURN

118 FOR D=1 TO 1§#8:MEXT D

748 CLS:LOCATE 12,6:PRINT"GAME,OVER"

190 LOCATR 12, 7: PRIy "o Tnensms

808 LOCATE 11,1:PRINT"MEN.LOST, "ML

810 LOCATE 11,12:PRINTMEN SAVED"NS

REF GOSUB THE:BEER

63§ LOCATE 2,28 :PRINT"PRESS SPACE B4R, TO, PLAT AGAIN"
B4§ IF WOT STRIG(®) THEN 840

85§ CLA:GOSUB 1§5:G0T0 11§

SER GOSUR 1299

§TF PRINT:PRINTTAB(9) "CAVERN,RESCUE" , TAR|§ ) rrrrnrmmssssn
884 PRINT" .., YOUR,JOB,[5,T0,RESCUE,TEN"

899 PRINT:PRINT", POTHOLERS WO, HAVE GOT STOCE"
909 PRINT:PRINT®,.. LN, TEN,DIFFERENT, CAVENS"
41§ PRINT:PRINT" UNFORTUWATELY, EACH,CAVERN,IS"

D4
BL
EK
AF
M
G
CR
DK
Al
AF
Gl
AL
GL
AC
AF
BH
Ri
i
4l
Gl
Ed
B
CH
AE
AE
BO
BN
B
80
Al
CP
M
B
AM
AF
i
A

FR
FK
F¥
FL

920 PRINT:PRINT", ABOUT,TO,START, FLOODING,AND®

934 PEIHT:PEIHT',iLﬂGSE.EI?E,AEE,F!LLIHEiDDIH'

94§ PRINT:PRINT",,USE,THE,CURSOR,KEYS,T0,60IDE"

459 PRINT:PRINT",,..EACH POTHOLER,TO,SAFETY"

96§ FOR I=1 TO J:READ A

G078 READ A$:FOR B=1 T0 LEN(A$|STEPZ

U8F VPOKE A#8+B\2,VALI"SE"+MID$(A%,5,2)]

99§ NEIT B,I

0§ GOSUR 754

1F16 FOR A<B TO 13:5$="":READ A4

142§ FOR B=1 T0 LEN{A§|STEP 2

150 S§=S§+CHRS (VAL "&H"+MTD${A$.B,2))]

If49 NEXT B:SPRITES(A)=54:HEXT A

1§56 LOCATE 4,28:PRINT"SPRED,OF, FLOODING, [1-4]"

196§ LOCATE 4,22:PRINT™1, FASTER, . .uud. SLOWER,":

1§78 BREP:U=USK(F|

1FBG I$=TNPUT$[1]:8P=VAL[LS)

I§9§ EF3P¢1 OF 8P4 THEN 1678

190 BRINT CHE${8);SP:FOR D=1 TO T54:KEIT D

111§ CLE:RETURN

| 120 DATA 96, ABFFEARFARFFEAFF

1139 DATA 97, AAAAARARAAARAAAA

| 14§ DaT& 164,73FAS5EFFERFERER

1159 DATA 3838127C99282420

| 16§ DATA 3838987012284888

1178 DATA 1318483C14182642

L1849 DATA 1818485014186404

| 199 DATA 3042994545994230

[36F DATA ICAEBBEFBDFTAEIC

121§ DATA JCTERTRREDCITEAC

L3Ef DATA IOTETEFFFFTETELS

{219 DATA IB34TEEDIFTRICHS

D340 DATA ZIB4LB4RER224014

[250 DATA JA429DAIA1GD4234

126F DATA ICTEFEETETEFIZIC

1278 DATA JCGEBREPBIFTSEIC

DO8E DATA GROOREEIFLARLGIEIFFLISIIFFOE44IHGABPRFEFEEERER2EERE]
EFEFFGREZZIC

129§ FOB T=48%8 TO 99%4

L3§F VPOKE I,VPEEL(I]OR VPEER({L)/2

131§ NERT I

126 POR I=48%8 T 5844

JE 1339 VPOEE I,VPEER(I)OK VPEERII]/Z AND 15

G0
HE

1340 NEXT T:RETORM
1358 T=USR1(§|:SCREEN:COLOR 15,4.4
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Eliminator (MSX and SV!-318/328)

Written by Tony Cruise in the first year of his owning a SVI-318, this
game 5 quita an snpyable shoot-em-up that is definitely worth the
typing effort. The only modification from the original game Is the use of
the condensed sprite data instead of the decimal values,

MSX LISTING
1§ COLORIS,I:SCREENZ,2:A=RND(-TIKE]:DEFINTA-Y: DEFSKGL ,Z:ZH=1F

@§:DINPX(),PY(5),T{3]):0PEN"GRE: " 4551

26 DERFRAIX)=INT(RND{1)#2)40: A14="01454BMA, 1B5EIGRIEF1HRIFESH
RIGF4GRIBR2GRIFFE"

10 FORA=1T05:84="" READAS : FORB=1TOLEN{ A% | STERZ : 5§=S4+CHRE (VAL
("&E"+MID§(A$ B,2)}):NEXT:SPRITES{4)=5%:NEXT

{0 CLS:LINE{®,185|-1256,192),14 BF :DRAWALS :PALNT(19,184|,14:7
RESET{8@, 78| :PRINTE, "PRESS, TRE, TRIGGER"

§§ PRESET(RF,28):PRINT"RI.SCORE="HT:POTSPRETEL, (60,59), 11,10
UTSPRITER, [76,58],11,2

G PUTSPRITEL, (118,50 ,9,5:PUTSPRITES, (112,98),7,4: PUTSPRITES
(32,138),7,4:PUTSPRITET, (192, 118],7,4

TF PUTSPRITED, (L3§,581,3,

8§ IENOT({STRIG(F)+STRIG(1)|THENSPELSECLS:SC=0:GOSUBGTH

9F RESTORET3F:FORA=1TOD:READPE[A),PY[4) :T(A)=1:NERT :H=F:0=10:
B=@:hl=g:M=2:CA=0:L=1:A0=0:K1=1:B1=f:LH=0

DFd LINE(§,185)-(256,192), 14, BF:DRAWALS :PATNT{16,184), 14 :FORA=
1703 PUTSERITE +4, (PX(A),PT(A]), 7 4 :NEXT:X=1:¥=3¢

118 IFAL=FTRENAX=FNAL LR )+ 100 AY=5:A1=1:G0TO160

129 IFAI=0THENAT=AY-L:PUTSPRITEI+M, [AX, AT+8), 7,4 IFAYC-2ETHENN
sN=1:41=§:G0TOLSFELSELGH

13§ [PAXSPYIM | THENAL=AX-5:G0T0L5E

14§ [FAX¢PEIM)THENAY=AX+S

150 AT=AY#5:TPAY =PY(M|ANDT(K)¢>@THENAL=2:T(K|=0

[6@ PUTSPALTEZ, (AX,AY),3,3

178 SOUNDS, §: [FLE>BTRENLE=LH-1:LINE(®, 180~ (29@,136],14 ,BF :LIN
E(§,180)-(LHed, 198),3,BF : TFLE4ATHENR=H+1:C=C-1

(8@ IPLH>2OTHENSOUNDS, B :SOUNDY, 209 :S00KDL, 1

19§ IFB=GTHENNI=AX:N¥=AT:B=15:G0T0250

SA# TENEETHENMI=NY-3:60T0R%0

10 TFNXCITHENMI=NY+]

220 [FMT:YTHENWT=NY-1:GOTOL4d

230 [FMTCYTHENNY=NT+]

94§ B=B-1:IFB-§THEMPOTSERITED, (1,269 ) :G0TOLER

35§ PUTSPRLTEZ, (MX,MY),9,5: IRKX<X+32ANDMX K- AANDNT<T+BANDNY > ¥~
{THEKPUTSPRITED, (1,209 :B=f:H=H+1:0=C-1

S6@ COSUBGER: [FY=PORN=J0RN1=30R3-M+H1=ITHEN4 4§

998 Y=X+1§:A=STICK(F|+5TICE(1)

chg IFY»20aTHENN=X-255

999 TPA=1THENY=Y-8:[FY<5THENT=5

J0F TRA=ITHENY=1+5

J1F TPA=STHENY=T+10: [EY) BFTHENT=180

120 [PA=TTHENI=1-5

139 PUTSPRITER, (X,¥),C,0:POTSPRITEL, (X416,7],C,2

34§ IENOT(STRIG(§)+8TRIG(1))ORY> 1§GTHENILY

DL
AN
AF

BJ
BE
Ed

EF
CE
AD
&0

ED
G
M
BK
LG
EG
BP

Bl
A7
Hi
LL
EC
Bi3
H
a
ge
BX
LD

K
Gl

Ell

Ch

ED
LN
Al
EX
i}
H

50 LE=LH+5 LINE[T+32,T46])-(256,V+6]

368 SOUNDE,8:SOUNDS,8:SOUND1,3:S00NDF, 255: SOUNDI, 1 : SOUNDE, 255

378 IFAL I+ 28ANDATCY+0ANDAYY-STHENPUTSPALITED, (1,209} :L=L+.1:4
8=1:50=8C+1@: [FAL=2THENPOTSPRITEI 4N, (PX(K|,PY(M)),T,4:50=5
G4 T(H]=1

188 [FA3=1THENGOSUBEEF: Al=f

199 Ki=§

408 [FWE N4 20ARDMT<T+RANDNT»T-STHERPUTSPRITED, (1,289 ) :50=5045:
b=y

{16 GOSUBGAR: AZ§=TNRETS

{26 LINE{X+32,V+6)-(256,T+6),]

43§ SOUNDA, §:SOUNDY, B:GOTOILE

49 SOUNDS, F:SOUNDY, @ :S0UNDLE,9: PORK=1T0 16§48 NEXT: PRESET( 16§, 8
B1:PRINTED, "GAME, OVER®

459 PRESET(I#9,1P0) :PRINTEL, "SCORE="5C

68 [FSCOHITHENHI=5C: GOSURL LY

47§ PORA=1TO4RFR:NEXT: GOSUBGTE: GOTOLR

A00 PLAY""," ", "LLAM2@FRSLINLE" :RETURN

438 PLAT"LIPOSA-A-G-03G-"RETURN

00 [FAS=ATHENXI=FNA(L89)+0100:Y1=5:4%=1:60T0050

518 [PA9=2THENY1=Y1-L:PUTSPRITEI4ML, (X1, T1+48),7,4:TFY1¢25THENN
=141 49=F:GOTOSRRELIRGSE

520 [FX1>DE(M1|THENEE=EL-5:G0T0540

539 [FXLCPEINL)THENXI=XI+E

548 YI=Y1+5:IFT1PT(NI|ANDT(NI | <> BTHENAG=2  T(NI )=}

E5@ POTSPRITRT, (X1,¥1),3,3

56§ [FBI-ATHENXZ=E1:V2:=V1:F1=15:00T062F

578 [FXZ)ATHENKZ=X2-3:GOTO504

584 IFX2<ATHENXZ=12+3

509 [FT2:VTHENTZ=T2-3:GOTOG LY

S8 IPY2LTTHENTL=V2+)

G18 Bl=B1-1:1FB=FTHENPUTSERITES, (1,209} :G0T063R

52§ POTSPRITER, (E2,792),9, 5 TFRE<X+JRANDED E-dANDYZCY+AANDTEIT-
ATHENPUTSPRITES, (1,209 :B1=F:B=Hs] 0=0-1

538 RETURN

G4 IFX1vE+20ANDYL<T+3ANDTL>T-ATHERPOTSPRITET, (1,208} :0=0L+.1:8
C=SC+10:GOSURLEH: TFAS=ETHENPUTSPRITE 441, (BX(ML ) PY(NL}),T
30250440 TINL =1 A9=FRLSEAS=D

BEE IFA2)Me20ANDTR<T+RANDTZ:T-RTHERPUTSPRLTES, [1,209):50=5045;
Bizg

E6@ HETURN

67§ FORA=PTOIL:VPOREGI[2+A%4, 209: NEXT: RETURN

B8H DATA FRIFAEQTRAIRTEFGRARIRRARTRRANIGURCUFAFCEERFEFFRRS

699 DATA BOGFIFFSEGFFECFORGPRUASRARRREARFIARARICHRERR

THE DATA JFGICICITRLCRTAIRGRROpRRanFREARprECCRAIRIFRIBEACH

T18 DATA F139BDBBYLFETCICIAINIRGR4CLL44CE

28 DATA [CICR4CTEIZF3838

TIF DATA 112,98,32,138,192,118
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EC

|

di

Ak

CN

LISTINGS

1§ COLORLS,1:SCREEN],2:A=RND(-TINE); DEFINTA-Y: DEFSNGL L 1H=18
§8:DIMPY{3],P7(3), T3]

4§ CLS:LINE(#, L85 )-(256,192), 14 BF:DRAMATS :EAINT( 18,184}, 14:L
OCATESE, T9:PRINT"PRESS  THE, TRIGGER"

5§ LOCATER§,28:PRINT"UI, SCORE="RI:PUTSPRITEL, [6#,58),11,1:PUT
SPRITEZ,{76,54],11,2

4E0 SOUNDE,§:50UNDY, B:SOUNDIR, F:FORA=1T0]F40 NEXT: LOCATELRE B0
' PRINT"GAME OVER"

{58 LOCATEIFA, 190 :PRINT"SCORE="5C

EProgram input (MSX Listing)

I CLEAREQ0®: DEF INTA-C: COLORLS 4, 5: SCREERD: WIDTHIZ  DINLE {16W)
sHe="A: "1 ALPHAS="ABCDEFGH LI K LHNCEQRSTUVWEY Zabe def ghi jkinno
Barstuveiyi-/

20 CLE; LOCATES, 2 *PHiH‘ PrUGRAK INPUT ™3 LOCATEL
ik FILE.LY /8L .47

o Ag=INRUTS i A= IhaTR " Yolin ™, &

¢ THENL= 10T o0

CRTED B FRINTLOAD FRi .- "1 PRINT Lou L1 DISK ™1 PRINT ...

(2] TARE “:PRINT" . YOUR CHOICE L1 .or 2] .2

"THENSRELSEPRINTAS: IFAd="1"THE

A FRINT "LOAD O
§i7 [FA=UTRENSORLSEFRINTAR: IFA

i I

S HEFIHFJTSI:i:ifﬁi'qi"ﬂﬁhifhi
hE§=hSELLEFd="LAS: "

bd LICATEL . LU Pﬁ[d?“flLE_HnﬂE “vE=Q:bg=5TRINGE 4, 32)

b LUCATEL IO BRINTRE: LOCATET 2 +B, 10; Ei—IHTUlti I ]Fﬁ;'LHEE

 TaN [P THERBEEE; GOIOTRELSEN DS hig P GOTur
CHHE I B THENIF INETR I ALEHAS , A8 i =UTHERBEEE; GOTOTEELSEL
CRERBLER G TOINELSEP= Pl K10 108 .2, LI =A% GUTOTY

a0 lJLr.tﬁi-h.Fnth LOADING, , " F=FS+NE; OPERFSFORINPUTASHL L

it '”ﬁs

1
g LIkel) F #1.u3 L IFRGIEGE 1 THENLOCATELY, L2 PRINTYSING "8
gL L eI IELSECLGSE: L=1+ 1 FORA=1TOL=-1: I[FLEN (L3 LA} )
4 ..tLhLi Ai=LE AN eSTRINGS 1 JA5-LEN (L8 LA ) . 321 REXTELSENEX
i
I CLE IFLE (Li=""THENLS (L1 =3TRINGE (245,32}
M PR PYs R P LOCATELY @ PRINTUSIRG FREE #s¥k " FREL""¥: L0
CRERZD M FRINT "INSERT OFF"; LOCATE! . 1s PRINTUSING™L INE 437 L

100 FURA=TOE: LOCATEL ,A+Z: PRIKTHIDS (L3 (L), AR35+1, 351 NEXT

Ja¢ LOCATE! G PRINTUSING X ed Youe " X, BY; LOCATEL, 2+PY: PRINTHI
DS OLE L) PY%5+1, 450 : LOCATE 4B, 2+PY: A$=INPUTS (1)1 [Fas=CHE
3G THENA =P X~ aSuB 983 NIDs L8 (L), PYe38ePRel  1)=" s GOT
Ul &g

Sf IFA=CRRES (181 THENFX=PY+[:GOSURIUBI:GOTOI4M

bod IFAd=CHES (29 THENFA=F¥=1: QGOSUR 1080 ]T10148

179 IFAE=CHES (30} THENEY=FY-1; GOSUR IGO0 GOTO14E

1 IFAB=CHRS ()] THENPY=EY+1: GOSUR 080 GOTO14

138 IFAS=CHEE(127) THENIFPA=J0ANDFY= aTHEHE‘EP GOTOL4GELSEIFFY=0
ANDPY=OTHERLS (L =RIGHTS (L3 (L1, 244+ " GOTOLJCELIELS {Li=LE
FTslbttiJ PX+PY%35) «RIGHTS (LS (L), 244~ (PK+PYRIG! 1+ " GOTO!

195 TFA$=CARY (18 THENIFF=FTHENF=1:LOCATEIZ, B PRINT"ON,":C0TOL4
JELSEF=F:LOCATEIR, B:PRINT"OFF" : GOTO1 44

L0 TFAS<OCHR4{ 13 )TEENTFF=GTHENNIDS (L$ (L), PX+PY*IG41,1)=A8: P2z
PI+1:GOSUBLORY: GOTOLIPELSEIFPL+PY=FTHENLS (L) =A$+LEFTS(LY (L
| 244 ) :GOTOLIRRLERLS (L) =LEFTS(LS(L), P4PT#I5) +AS+KTDY (LS (L
| PL+PYRIEHT, 244 [PL+PYEIG || PR=DE41:GOSUBIORG: GOTO134

S1F CI§=LERTS(L${L),1):C24=MEDS( LY (L), 2,1 ] : IFINSTRI LEFTS(ALPHA
§,54),018)=FORINSTR(LEFTS [ALPRAS, 54 ), 028 | =ATHENLOCATEL, 1§:
PRINT"CHECK,CODE,INCORRECT,- PRESS, ANY, KBV : A§=INPUT$[1):0
0Tol1@

20 LOCATE! 8:PRINT"WAIT...":F=§:11=1:F1=0:FORI=JTOLEN|LS(L)):
C=ASC(MIDS(LY (L}, T, 1)) :IPC=34THENIFR1=0THENF1=1ELSRR]=F

230 TFC=32ANDF1=FTHEN2SGRLSEIFI]/2=11 2 THENF=F+CELSEF=F-C

2§ T1=I1#1

25F NEXTI:P=ABS(F|MOD2SE:FI=P\16+65:P2=FNOD16+E5: [PCIE< CHRE[F
L|ORC24<2CHRS (F2) THENLOCATEL, 18 : PRINT"LINE, INCORRECT- ,PRES
S ANY,ERY®: A$=TNPUTS(1]:00T0118

269 LOCATEL,19:PRINT"LINE,CORRECT":LOCATE, 12:PRINT"[1],00T0,N
EXT,LINE":LOCATEZ, 13:PRINT"[2] GOTO, PREVIOUS, LINE" : LOCATES
L PRINT [ 3] L EXIT AND, SAVE" : LOCATER, 15 PRINT"VYOUR CHOICE,
i]'g]x-h?';

ATH A§=INPUTS(1):IPA4< 1 0RAS " I THEN2 THRLSEPRINTAS : IFAS="1"TH
ENL=L41: G001 10ELSEIRAS="2" THENTFL =1 THENDERP: GOTO2 THRLSEL:
L-1:GOTOL1E

8§ CLS:LOCATEZ,6:PRINT"LOAD, FRON,-" PRINT" ,..[1].DISE":PRINT
*asal L] TAPE" :PRINT", YOURLCHOLCR. 1 or 210"

290 AS=INPOTS(1):IFA$<"1"0RAS> "2 " THEN2Z9GELSERRINTAS ; [FAS="1"FY
ENF$=H$ELSEF="CAS: "

18 LOCATEZ, 1@: PRINT"FLLE NAME:":P=§:N$=5TRINGS(0,12]

31§ LOCATEIZ, J0: PRINTNS : LOCATEIZ4P, I :A$=INPUTS( 1) : IPAS=CHRS (8
| THENIFP=THENDEEP : GOTOI1PELSEMIDS (NS P, 1)=". " P=P-1:G0%03
14

S0 TFA$<CHRS(13 )THENTPINSTR(ALPHAS 4§ |=ATHENBEEP: GOTO31AELSE
[FP=ATHENHEEP: GOTO] LGELSEP=P+1:MIDS (N$,P, 1 =48 :G0T03 14

338 LOCATEZ,12:PRINT"CONDENSING.." :FORA=1TOSEE:; IFLS(A)¢>" "THEN
FORB=245TOISTED-1; TPMIDS (LY (A}, E,1)=" . "THENNERTB:L§(A)=""E
LSELY(A)=MIDS (LY(A),3,B-2):HRLTA

14§ LOCATES, 12 PRINT"SAVING...... ":F$=F§+N : OPENFSFOROUTPUTASE
| :PORA=ITOS@R: TFLY(4)=""THENCLOSE  END

15 PRINTE!, RIGATH(LE(A), 241 :LOCATEL, 12:PRINTUSING SLE" : A NE
1T:CLOSE:END

1F§E [FPECHTHENPY=35:PY=PY-1ELSELPPY: IETHENPY=F: PY=PT+]
[g10 [PPYC@THENPY=6RLSEIRPY)GTHENPY =4
1628 RETURK

Program Inpui {SVI Convearsions)

10 CLEARSFRE DEFINTA-Z; COLORLG 4.5 SCREENE ; WIDTRIS; DIMLY( 1#§)
tBg="1:" (ALPHAS="ARCDERGE I JELMROPQRSTOVWYYZabedefghi jklane
paretuvexyz-/,"
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LPG SOFTWARE

SVI-728 PACK

INCLUDES - SVI-728 Keyboard
- Cassette Recorder
- Four Programs
- Joystick Controller
— Freight to Your Door

Now Only $1 BO""M

e

Printers

tari SMMB04 9 Pin Printer with cable

Now Only $450-*“" inc Freight

oshiba 4 Colour Pen Plotter with cable

Now Only $280—““ inc Freight

SVI - 738 X'Press

LNGLUDES - BOK COMPUTER

- 360K 3 '/, Disk Drive

- 80 Column Text

- R5-232 Interface

- Carry Case & Five Manuals

Now Only $430_ﬂﬂ inc Freight

Assorted Hardware

SX
1/4" Disk Drive SVI707 (Suit SVI-728)............. $420-00
2% Connector for SVITO7 ... $32-00
COIUMN CaID ..o issersersasiivssisssssrissinisies oo 3 1 5500
k Bam EXPANSION .......c.ccocoooivervieirasirinneesecns. 319900
S-PA2C NTBFFACE ..oovovvrveeeeeeeeresisinnerenr e 39500

Vi-318/328
ini Exander... e e v ek R
Expandar - 1 Drive . e eeeenenn 332000
Expander - 2 Double Sided Drives................ $620-00
Eantrunlcs intarface... :Eﬂ-ﬂﬂ
entronics Cable ... ﬂ?-‘“ﬂ
18k Ram EXPANSION ..........c..cocoiemrvrrirsiecconsenn. $90-00
64k Ram EXPansion ..., $105-00

FS-232 INTBITACE. ... cvvinisricr e siieiirsssnnsanimanceeneess S ED=00

Erapmcs Tablet... S S . -
eplacemant I{Byhuard A . $105-00

Centronics Cable [Suit EDE Expandar} ....$27-00

ALL PRICES INCLUDE FREIGHT

ORDER FORM
NAME:
ADDRESS:

Pleasa send ma the following items $
$
$

Total $

| enclose a Cheque/Money Order (Payable to LPG Software) for $
or Charge my Bankcard/Mastercard/Visa with §

CARD NUMBER:

Expiry Datle: Signed:

SEND YOUR ORDER TO - LPG SOFTWARE, GPO BOX 521F, HOBART 7001

PHONE (002) 342530



FOR SALE
Spectravideo 328 Mark Il
Colour Monitor
6058 axpandar with
= Two Double Sided Disk Drives
= Disk Controller
- 80 Column Card
- Gk RAM Card
- 16k RAM Card
- RS 232 nterface Card
- Centronics interface
Modified Coleco Games Adapter Mark One
HBtr:';m Parker’s Telephone Modem inc VIATEL

803 Cassette with microphane
200 Disks with lockable disk bowes
50 cassettes with games

Frnter Cable

MSX Corverter Disk and AACKOSOFT chess
game

instruction books and manuals including
- Parsonal Computer users manual

- BASIC Refarance manual

- Spectravideo Sprites

- Service Technical manual

sadsheets, Wordprocessors,
gg:asa. Manuals .

Ledgers,
MNumerous Business and educational programs
Approximately 500 games, 42 Coleco Games

5 Joysticks including Quickshot [X rollerball

H it belongs to Spectravidec it's included. |
believe this is the most complete system
available. AN this for the unbelievable low price

of oniy $1100-00
Il First to see this unit will buy it 1]

Where aise can you buy a beautiful computer
with colour montor two double sided disk
drives and itwo telephone modems (Today
these modems cost $350-00 each) atc, stc,
atc

Ring Hank (02) 7245051 any time
Hank ZUYDAM, 241 Hamiton Road
P.O Box 285, FAIRFIELD NSW 2165

FOR SALE
Sony HB-F700D MBX 2 computer with
- 206k RAM, 128k Video RAM
- Double Sided 3 1/2" Disk Drive

- Separats plug in keyboard

- Mousa Controdler

- Sar}d High Resolution colour monitor (Model
EX=-14CP|

= Toshiba HP 550 MSX Printer

- Software with the machine includes the
Konami game “Salamander”, plus "Wordstar"”,
"DBase” and the HiBrid i ated software
matdnm with ﬂdeEJ-E unit. HiBrid includes a
wWor ocessor, datebase, graphics Al
7, e, O S

"Pril 55" - a ubdishi -
gram for M3X and tgcpgﬂ"-ﬁwfgﬂ
assambler, monitor and text aditor for MSX.

- Manuals for all the above software plus extra
"how 10" books on DBase and Wordstar.

- A ete set of “Computer Forum" and
"hﬁcr?mzm" magazines

- 27 Separate ttles on MSX programming
including machine code as well as Basic
programming. The price for all the above Is

$2000 excluding postage

For W.A enquiries also included is a desk with
m&gam shelves and an ergonomic chair,
{Unfortunately it would cost too much to post
thase Hems over to the Eastern States)

Plaase direct your enguiries to:-Bryan Connell
53 Weshiew Strest
SCARBOROUGH W. A 6019
phone (09} 341-5179
FOR SALE
Ritron Green Screan Monitor
80 Column Card (For 501 Expander)
$170-00
RS232 Interface
Cicada 300 Baud Modam
$120-00

Spectravdec SV-328 with SVE01 Expander
and Disk Drive Controller Card. This controller
has besn modified to take up to Four Disk
Drives Mitsubishi Standard interface for 80
Track or 40 Track. This will not take Spectravi-
deo Drives, A ulility on the disk alows selection
of drives as 80 or 40 track double sided or 40
track single sided formats. The single sided

format is transferable batween Spectravide:
machinas. | will add the CPM Operating systen

disks, and all the original Spectravideo m
$500-00

win disk drive case and power fitte

with an 80 track Mitsubishi 4853 Floppy drive

and a 40 Track Mitsubishi Floppy disk "

$350-00

-l

:

CPM and tha Pargsonal Gm'n}:um Dvwye
and Critchfield. The best book for matgeglnnu
on CPM | have ever found $20-00

inside CPM by David Cortesi. A must for th
;a:;:uh:nl'll::uﬁly minded, CPM programmers Bibl

DBASEIN Manual $10-00

introduction to Wordstar by Arthur Naiman
An introduction as well as many tips and traps
who needs a manual? $15-00

Spactravideo Technical Manual. Contains a
the circuits for the 5V318 and 328 $10-00

Speciravidec Basic. Produced the olc
Tasmanian Users Group, a good referance for
Spetravideo Basic $10-00

Basic Referance Manual, Spectravideo Pub-
lication $10-00

or $1200-00 tha lot

Phone Chris Smith after hours on (049) 83120¢
{Newcastie NSW)

FOR SALE
Spectravideo 328 Computer

601 Expander with one disk drive and printer
imtarface.

Lots of software including

- MEX Emulator

- Editor Assambler

- Lots of Games (inciuding sducational tites)
All for only $400.00

Contact through Micro’s Gazette

Something to Sell ?
Why not use our add service.

Just send a copy of your add and a cheque/money order to the value of five dollars. Your
add will be set out so it is easy to read and we can even forward enquiries to you if you do
not want to show your address.

Send your add to:- Classified Advertisement,
Micro’'s Gazette,
23 Salacia Avenus,

Howrah 7018. Tasmania



