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May I thank Mr. K. Beattie for sending me a book on the language
specification for MSX BASIC. Although it is still not exactly the
same as our SV BASIC, with it and other literature we have gathered we
have the information necessary to create an accurate manual. It is
envisaged that the book we will create will be about 98¢ pages long.
But before we spend the time creating it I would like some feedback
fraom members to see how many would be interested to buy the finished
book. 1t won't be on glossy paper or in an expensive binding but it
will come out looking much like the present newsletter. Due to it's
size it will cost about %$2@.88 each. So if enough interest is shown
we will be more than happy to put the time into producing it.

Mext subject. To the person who borrowed my Nevada Filot Manual
and my Inside CP/M Bbook please return them as they are needed
desperately. I'm not loaning any other books until they are returned
so if you don’t want to ruin it for other members please return them
as so00On as you can.

Over the last manth we have received a large amount of programs
which we are sifting through, there are alot of good programs which
will appear in the newsletter in the next few months.

On my thank wou list for this month are Mr., L.A. Dunning for his
continued and informative article, Mr . D. French for two excellent
programs of the month and to Mr. M.J. Tyeson for his ever persistent
bashing of the keyboard till all hours of the morning. YAWN.

I have heard a rumor and mind you it's still only a rumor, that
=pme new models of the SV 318 and SV 328 are on the way soon {(month or
twol . It will be interesting to see the difference (P.S. can’'t say
anything at the moment).

We have run out of back issues of the newsletter and it will be a
few months before we have a reprint.

Well that's all from me for this month, hope you enjoy the
newsletter.

Sorry about it being late again.
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CSOOoL
by T. Calverd

Cscope is a program you run when You aren’'t running a
Try changing some of the RND functions.

REM ....COLOR-EYED-A-SCOPE....
SCREEN1,1
Di=@:D3=1:D4=1

DEF FNR(X)=INT (X¥RND(-TIME)+1):A=FNR(8):B=FNR(28)
GOTO225

IF RND(-TIME) >.&G0T0OZ18
DA=FNR (2) : DE=FNR (3}
A=A-DA+D3: : B=B-DBE+D4

IF RND(-TIME} >.Z2G0TOZ38@
CL=FNR {15}

IF ABS(A)>450R ABS(B) »450RD1>2860T0308
IF ABS(A)<=35 GOTO235
D3=-D3:D1=D1+1

IF ABS(B) »3STHEND4=-D4

PSET (130+2%A,9@+E) ,CL

PSET (138+2%A, 99-B),CL

PSET (138-2%A, 99-B) ,CL
PSET(13@-2%A,99+B) ,CL

PSET (130+2%B, 70+A) ,CL

FPSET (130+2%E,99-A),CL

PSET (130-2%B,98-A) ,CL

PSET (130-2%B,90+4),CL
GOTO19@

IF FNR(3) >1GO0TO3&
FORK=1TO4888: NEXTE
CLS

GOTO3I@

“You lelt vour computer in the kifchen and
toak the mirowave o work By muistake!”

program.

|'|'1
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EXPLORING EBOASIC £LE=J

by L.A. Dunning

Most of the early home computers had what was called a "Hemory
Mapped® screen - that is, one that used on-line RAM to store the
display =hown. A good example is the TRS-8@ Model I which held the
screen memary between 15368 and 16376, This enabled smart programmers

to use all sorts of tricks / routines to manipulate the display. on
the Spectravideo however the display is not memory mapped, rather a
custom built system is used. This svystem consists of a THMS

z9918/?8/29 Video Display Processor, 16k of Video Memory, interface
ports and software drivers.

The Video Display Processor comes in three variations so to work
with different TV systems, however the function remains the same for
sach type. The ports referred to are the ports enabled by the use of
a 789 as CPU, there are 2346 of these however the system only uses 4 Of
these for videoD. The drivers lie deep in the Basic language, however
1*ve uncovered enough of these to produce this article.

The 29988 series of processors were desighed to free RAM to the
user and simplify complex video displays. There are four modes oOf
display available, of which three are supported on the Spectravideo.
The modes are

GRAPHICS 1 : This is the unsupported mode. The screen is divided into
a grid of 32 % 24 positions, each position being 8 x 8 pixels across.
Up to 256 different patterns can be uszed and put into any position.
There are however only 32 diferent foreground/background colour
combinations and these are allocated to 32 groups of 8 patterns.

GRAFHICS 2 : This is screen 1. The display is divided in the same
manner as Graphics 1 however there are a total of 768 different
patterns, one for each different position. Also, rather than 32

colour combinations each pixel line of each position mwmay have a
different foreground or background colour.

TEXT : This is Screen . The display is divided into a 4@ x 249
grid, enabling maore words on the display that in either graphics mode.
Each position is & x 8 pixels across and there are only 256 different
patterns available. Only two colours are allowed.

MULTICOLOR ¢! This is Screen Z. The display is divided into a &4 x 48
grid of chunky 4 x 4 pixels. Al11 1S colours can be used +For any
pixel. This mode at first appears to be the most limited, however it
can be manipulated with great ease.

SPRITES - These can be used in all modes except Text Mode. The
sprite drivers can however be used in this mode, to the users
advantage.

To maintain the image, the 9989 reguires either 4k or 16k of
extra memory and uses £ accessable registers. Lets examine each of
these registers. Inspect table 1, this gives a schematic
representation of the registers and a key for each function !
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ri & e ! a3 s i a
5} [ & @ & & [} M3 EV
1 K BL 1E M1 Mz [} =ra MG
2 [ o o 5} M N M M
- c C c G C C C c
4 @ @ o a e F P P
5 5] S S = S 5 S =
& @ %} o} & 2 G G G
7 F F F F B B B E
VDP FL e} c X b # - X

M3, M2 & M1 Determine the mode of display as below

5] ] g - Graphics 1

1 5] 5] = Graphics 2

=} 1 & = Multicolor

(5] (%] 1 = Text

EV enables an external display, EV = 1 means the external display is
active, EV = @ means it’s inactive. K determines maximum memory used,
K = 1 means 1l&k, K = @ means 4k. BL is an enable for the display, BL
= @& means only border colour shows, EL = 1 enables the display. IE
enables the video interupt, IE = 1 is enabled, & equals disabled. &&
determines the sprite size, 52 =@ is B8 x B, SsZ = 1 is 32 »x 32, MG
determines sprite magnitude, MG = @ is normal, MG = 1 is double size.

NNMNN defines the base address for the NAME TABLEL (NTB), multiply
this by 489H to find it’s starting address iin Video Memory. CCCCCCCC
defines the base address for the CQLOR TABLE (COLB), multiply this by
494 to find it's starting address. PPP is the base address of the
PATTERN GENERATOR TRBLE (PGB, multiply this by E98H to +find it™s
starting address. S5555585 is the base address of the SPRITE
ATTRIBYUTE TABLE (SAB), multiply this by 80H to find 1it's starting
address. GGG is the base address of the SPRITL PATTERN GENERATOR
TABLE ({SPGE) , multiply this by 868H to find it's starting address.
FFFF defines the foreground colour while in text mode, EEBEE deftines
the background colour in text mode, or the border colour in other
modes.,

The VDP register is a read only register. FL is set to 1 at the
end of a raster scan and reset to & when a number of conditions are
met. C is a flag which is set to 1 if two sprites coincide. 35 is a
flag that is set to ! whenever there are 5 pr more sprites on the same
linei if there are then X¥XXX gives the number of the fifth sprite.

How is the processor connected to the computer? The ZBP uses
ports 128, 129, 1387131 & 132 to interface with the chip. There are
four operations posible using these ports; vyou can write a byte into
the register, write a byte to VRAM, read a byte Ffrom the status
register & read a byte from VRANM. The procedure® (in Basic) is per
TAEBLE 2.

e —
w__F
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TAaBLE =2

Write to Register ouT 129,D : 0OUT 129,RO

Write to VERAM ouT 129,LB : OUT 129,HO0 : ouT 128,D
Read VDFP D = INP(136) or INP(131)

Read from VRAM ouT 129,LBE : OUT 129,HA : D = INP{132)

Where : D = byte written/read; RO = the register writen to ORed with
1i28; LB = least significant byte of address, equal to address MOD 256&;
HO = most significant byte of address ORed with &4; HA = most
significant byte of address ANDed with &35 The most significant byte
is equal to address\25&, however ramembar that only 18k is used, SO
only & bits are used.

It's possible to manipulate the display using only these Ffour
routines. When writing or reading frm VRAM, you can use ah auto
incrementing function so that after each read/write, the VRAM address
is increased by one, requiring only the last operation (OUT 128,D or D
= INP(132)) to be performed once the address 1s set. Unfortunately
reading the status register is not practical in Basic due to its

slowness,
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Maxt month I skall look at =ach mode in more detail and explain
how the Spectravideo supports each.

Just +p keep those fingers typing, I've included listing I. This
is & simple display editor for SCREEN H. Just position the cursor
nsing the built in joystick and type in the desired characters. Fay
1% can be 's=ed *to Switch from commands ta characters. key 5 will show
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the current use of KEYS 1 - 2. The key prompts are turned off and
most keys nulled to reduce erroneous input. To Save a screen, type in
a2 Ffile npame and (after setting the cassette properly if using one)
then press the SAVE key. HNote that the cursor is turned ON during the
Fave, so0 position it correctly before saving. This program uses a
SPRITE® bug to enable input without disrupting the screen.

SWITCH is a statement that appears to be unique to the
Spectravideo. It allows the user to switch to another memory bank on
the same computer, thereby enabling a form of timesharing. The catch
is however that you need an extra memaory bank as only one is supplied
on an unexpanded SV. Assuming you DO have an extra bank, how do you
use the command? I+ everything is setup correctly, an initial SWITCH
command will dump you into the other bBank with an initialisation
message. This bank is identical to the original bank with one
important difference, it doesn’'t have a program there! This has to be
loaded in before anything can be done.

Assuming you've loaded the program in, what do you do now? This
will depend on your nee=ds. At some paoint in the program, you will
want to swap over to the other bank and do some other task. Insert
the SWITCH statement at the right location. When BASIC hits this, it
will swap back to the other banik. Since each bank is seperate the
other bank will still be in the same condition when you left it. This
has several implications. I+, on the bank swapped to, a program was
running, it will resume where it was stopped, otherwise control passes
back to the command level. Also, wvariables will not be the variables
you've just been using, but the variables used on that bank. This
means vyou must save needed information sither on tape or disk or even
YRAM and then recall that information when needed.

Monetheless this is a powerful statement, effectively programs of
o& or &4k can be written with care. The relevant statements arel

SWITCH Switch to alternate banl

SWITCH ETOF As per SWITCH, but force a Control-5Stop
thersatter

X = SWITCH Returns @ if original bank ar

-1 if an alternate bBank

LIST LG 1

1 WIDTHa&d

2 MOTOROFF:SCREEN1,3:SCREENZ,d ) CLEARZ2GG®: ONERRORGOTO43: STOPON: ONSTOPGOSUB43:DIM
AR (I2) IKF=1:DVE="CAS" [CE=CHRE (27) 1 0F=CHE+"x5" 1 Z&=CE+"yS5" . SE=CE+"p" I ES=CH+"q" : GOSU
BZ24

= JHEE=INKEY®:PRINTIX%;

4 GOTO3

= DPE="SAVE".GOSUB3?: IFF&=""THENRETURN

& GOSUB3&:POKE-1532,25: IFDVS="CAS"ORLEFT®(F%,3)="CAS"THENGOSUE44: CSAVEF®, SELSEIF
DV$="DISK" THENSAVEFS, S

7 GOSUBI7:RETURN

B OPS="LOAD"IGOSUE3?: IFF$=""THENRETURN

? GOSURIS: IFDVS="CAS"ORLEFTS(F%, 3)="CAS"THENGOSUB44:CLOADFSELSEIFDVS="DISK"THENL
OADF®

19 GOSUEBZ7IRETURN
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11 GOSUB3&:LOCATE®,®:PRINTCS®"M"; I GOSUB37: RETURN
12 GOSUB3&:LOCATE®,@:PRINTCS"L"; GOSUB37: RETURN
13 RETURN

14 GOSUE 3&:GOSUB32:0NKFGOSUBL&,17,18:GOSUB4Z
15 GOSUB3I1:RETURN

16 LOCATE®, 1:PRINT"SAVE LOAD Seprollt Scrolld Menu”; :LOCATES, 3:PRINT"LNINFU
T CLS-END Scroll®* Scrollé& SWAP";:RETURN
17 LOCATEL1,1:PRINT" » “ - ¥ Menu®} :LOCATE®,3:PRINT"REVERSE
NORMAL C.OFF C.ON SWAP"; :RETURN :
18 LOCATEL, 1:PRINT"T s S d Menu"j :LOCATES, 3:PRINT" 'z

W % [ SWAFP"; :RETURN

19 LINEINFUTDD®:RETURN

28 PRINTC®"J"j:RETURN

21 GOSUB3&:GOSUB3I3:GOSUB3IS:0S=0:G605UB38: GOSUB3I7IRETURN

22 GOSUBI&:GOSUE3I4:GOSUBIS:0S=3%:G0SUB38: GOSUB3I7:RETURN

23 RETURN

24 KEYS,"":KEY1l@,""

25 IFKF=1THENFORA=1TO4:KEYA,CHRS(211+A) :NEXT:IKEY&,S5%:KEY?,ESIKEYB, 0%IKEY?, ZEIKN=
2

24 IFKF=2THEMFORA=1T04:KEYA,CHRS (215+A) :KEYA+S,CHRS(Z21F+A) I NEXT I KN=3

27 IFKF=3THENFORA=1TO4:KEYA, "":KEYA+S, " " INEXT:iKN=1

28 KEYON: IFKN< » 1 THENKEYOFF

=8 KEY(S)0ON:KEY({18)0N: ONKEYGOSUBS,8,11,12,14,19,20,21,22, 25: KF=KN: RETURN

3¢ GOSUBZA:FORA=4TOLSTEP-1:AS(A)=RIGHTS(SPRITE®(a43+A),31)+LEFTS({A®(A+1),1) ISPRIT
ES(563+A)=STRINGS (32, d) :NEXT:RETURN

31 FORA=1TOS:SPRITES(&43+A)=A%(A) :NEXT:G0SUB37:RETURN

32 PRINTS®;::FORA=1TOS:FORE=0TO1: LOCATES*(A-1) ,B¥2: PFRINTUSING" KeyHH"jA+B¥5; INEXTE
.A:PRINTESj : RETURN

3T FORA=1TO31:A$(A)=SPRITES(&3+A) INEXT:RETURN

%4 FORA=1TO3G: AS(A)=RIGHTS (SPRITES(&43+A) ,30) +LEFTH(SPRITE®(A+&4),2) iNEXT:RETURN
35 FORA=1TO3P:SPRITES(43+A)=A%(A) :NEXT:RETURN

34 CX=PEEK(-1532):CY=PEEK(-1533) :PRINTO%; :RETURN

37 POKE-1%32,CX:POKE-1533,CY:PRINTZ®; :RETURN

I8 FORA=OTOPZ@STEF4@: VPOKEA+0S, #: NEXT: RETURN

35 GOSUBIP:LOCATEZ,@:F$="":PRINT"FILENAME TO "OP%">"j:iLINEINPUTF®:GOSUB31

4% IFINSTR(F®,"cas:")=1THEN MID®(F%,1,4)="CAS:"

41 RETURN

42 MOTOROFF: IFINKEY®< >CHR® (13) GOTO42ELSERETURN

4% DEFUSR=4H34%92:J=USR (&) : SCREEN, 1:LOCATE, , 1 tEND

44 GOSUB3Z@:LOCATELl,@:PRINT*SET TAPE TO CORRECT LOCATION":PRINT" PRESS SPACEEAR W
HEN READY"

45 IFSTRIG(J)=060T04S

46 LOCATEL,@:FPRINT*PREFARE CASSETTE DECK ": IFOPS="SAVE"THENPRINT" PRESS PL
AY & RECORD '~ "ELSEFRINT" PRESS PLAY "

47 PRINT" PRESS ENTER WHEN DONE":GOSUB42:GOSUB3I1:RETURN
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I have been waiting for an above average Hangman program and I'm
pleased to say that Mr. Dennis French has submitted a real beaut.
He has also sent in a educational maths program for children. I
therefore am including both in this month's newsletter as they make a
good team.

NG 2N
by B, French

REM ....HANGMAN FPROGRAM....
REM

REM written by D.French
REM

COLOR 1,10, 1@
aCREEN 1,2
FOR T=1 TO 1é&

READ S%,T$
P1%$=P1%$+CHRS (VAL ( "&B" +S%) )
P2%=P2%+CHRS (VAL ( "&B" +T%) )

NEXT

1289 SPRITE® (@) =Pl%+P2%

11 FOR T=1 TO 1&

1268  READ Us, Vs

159 Bls=RlE+CHRE (VAL ("LB"+U%) )

1449 R2%=QRZ28+CHRE (VAL ("BB"+V&} )

158 MNEXT

169 SPRITE®(1)=Q1%+02%

178 FOR T=1 TO 16

188 READ W&, X%

199 Ris=R1$6+CHRS (VAL ("&B"+W%) }

2698 R2E=RZ2ZE+CHRS (VAL ("LEB" +X%) )

218 NMEXT

220 SPRITE$#(2)=R1%+R2%

239 COLOR 1,192,106

248 LOCATE 735,428 PRINT"¥¥¥% HANGMAN ¥Xx%"

238 PRINT:PRINTICOLOR4I:PRINTTAE(S)"This game improves a childs spelling”
269 PRINT

279 PRINTTAE(S) "skills and provides excitement at the”®
288 PRINT

298 PRINTTAE(S) "same time. The player must complete®
=22 PRINT

31% PRINTTAB(S) "the word before the "HAMGMANT drawing”
3280 PRINT

338 PRINTTAB(S)"i=s ¥inished! Have fun'"”

348 FPRINT:PRINT:PRINT:COLOR&:PRINTTAB(12) "PRESS ANY KEY TO CONTINUE"
359 AS=INKEY®:IF As="" GOTO 350

342 RESTORE

278 LET F=@:Z=@:B=@g:FE="Q"

I8P F=P7+INT(1@@%¥RND(=-TIME))

278 FOR D=1 TO F:READ C%:NEXT

4d@ LET B®="ABCDEFGHIJKLMNOPRRSTUVWXYZ"

418 PLAY "T240SZMIG08004L SELSALAGAEBL2BL4AAL ZAL4BOSLADLZD"
429 FPLAY "04LIPBL&AL4GABRELZEL4AABALILIG"

439 CLS:LOCATE @&,0

449 COLORLI:PRINTTAB(14) "¥X¥¥ HANGMAN ¥X¥%X":PRINT
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COLOR4:PRINT TAE(%)Bs

LET A=LEN(C%)

LOCATE &, 165

IF A=4 THEN PRINT TAB(iZ)"_ _ _ _"

IF A=S5 THEN PRINT TAB(17)"_ _ _ _ _ "

IF A=& THEN PRINT TAB(1Z}"'_ _ _ _ _ _ "
LOCATE @, 180

COLOR&: PRINTTAB(15) "CHOOSE A LETTER"

E$="E-

D$=INKEY®: IF D&="" GOTO S48

FOR C= 1 TO 26

IF MID®(F%,C,1)=D% THEN GOTO S3¢

NEXT C

F&=F$+D%

LOCATE 182, 168:COLORS

IF LEFT®(CS,1)=D% THEN PRINTDS:E=B+1

LOCATE 102, 140

IF MID®(C%,2,1)=D% THEN PRINTTAB(2)D%:B=B+1
LOCATE 102, 168

IF MID®(C%,3,1)=D0% THEN PRINTTAB(d4)D#$:B=E+1
LOCATE 182, 168

IF MIDS(C®,4,1)=D% THEN PRINTTAB(&)D$:B=B+l
LOCATE 192,140

IF MID®(C%,S,1)=D& THEN PRINTTAE(S)D%:B=B+1
LOCATE 192, 148

IF MID®(C%,6,1)=D% THEN PRINTTAB(19)D%$:B=B+1
LOCATE 48, 1&4:COLOR1S

FOR I=1 TO 2&

IF MID$(P®,I,1)=D$% THEN PRINTTAB(I)"I"

NEXT I

IF B=A GOTO 1448

FOR J= 1 TO &

IF MID®(C#,J,1)=D% THEN GOTO S3&

MEXT J

f=L+1

ON Z GOTO S1¢,849,860,880,9090,9206, 940,920, 1010, 1050, 1950, 1136, 1179, 1210, 1250
LINE (&, 158) - (256, 145) ,1, BF

GOTO 536

GOTO 538

LINE (98, 145)- (299, 149) , 13, BF
G0TO 534

LINE (98,148)-(18@,135),13,FF
GOTO S3€ _
LINE(9S,135)-(140,132),13,BF
GOTO 53
LINE{195,132)-(197,58),13,BF
GOTO S30
LINE(195,58)-(145,52),13,BF
GOTO 534
LINE(105,62)-(114,52),13

LINE(16S,61)-t113,521,13
LINE(105,63)-(115,52),13
GOTO 530
LINE(130,52)-(138,78) ,1
CIRCLE(139,7°0),3,1;,;:2

1g@gg GOTO 538
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PUT SPRITE &,
PUT SPRITE 1,

PUT SPRITE 2,
GOTO S3@

PUT SPRITE @,
PUT SPRITE 1,
PUT SPRITE 2,
GOTO 539

PUT SPRITE &,
PUT SPRITE 1,
PUT SPRITE 2,
GOTO 5398

PUT SPRITE @,
PUT SPRITE 1,
PUT SPRITE 2,
GOTO S30

PUT SPRITE &,
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(238,97),6,0
(239,113),4,1
(230,129),4,2

(208,97) ,6,0
(200,113) ,4,1
(208, 129) ,4,2

(182,92),6,0
(182,198} ,4,1
(182,124),4,2

{162,87),6,8
(162,183),4,1
(162,119),4,2

{146,82) ,6,0

FUT SPRITE 1,(148,98),4,1

PUT SPRITE 2,(14¢,114),4,2

GOTO S3@

PUT SPRITE 8, (123,84) 6,0

PUT SPRITE 1,(123,89),4,1

PUT SPRITE 2,{123,%&),4,2

LINE (S, 15@) - (256,192}, 198,BF

LOCATE &, 155

PLAY"T1S@S8Migee@04L 4C03L4GL 1 2GL4AGGRBO4C"

COLOR&: PRINTTAE(2) "Bad luck,you didn't find the secret word"
PRIMTTAB(3)"The word was!'!'!!"

LOCATELZ®, 144

COLOR 4:PRINT Cs

COLOR&:PRINTTAE(3) "Do vou want to play again? Fress T or N
GE=INKEY$: IF GH="" GOTO 132¢

IF GE="Y" GOTO 3&8

IF G$="N" GOTO 13598

LOCATE 28,118

SCREEN @&

PLAY"TZ200S2MS2@004L 2ZBLIBLBAL4AGLZD"
PLAY"LSDEF#DL4EDL_SDEF#DL4ED"
PLAY"LZ2EL3ELSAL4AGL2DLSDEFHGL4A0SDO4L1IG"

COLOR 13:PRINT:PRINT:PRINT:PRINTTAE(4)"THANK YOU FOR PLAYING!'!'!"
PRINT:PRINTTAE(4)"I HOFE YOU EMNJOYED IT!!!*®
PRINT:PRINT:PRINT:PRINTTAB(4) "GOODBYE.... TILL NEXT TIME!"
END

PLAY "T1S5@0S2MS0P0L&0SCLIZ2EL&DLIZFEGEL4C”

PLAY "L4AL&ADLIZFL4EC"

LOCATE 3@,42:COLORZ

PRIMT"WELL DONE!"

PRINT:PRINTTAB(3) "YOU SAVED ME!"
PRINT:PRINT:PRINTTAB(3) "Do you want to”

PRINTTAB(4) "play again?"IPRINT

FOR M=1 TO &

PUT SPRITE 9, (200,97),56,8

PUT SPRITE 1, {(200,113),4,1

PUT SPRITE 2, (200,12%9),4,2

FOR T=1 TO Z80:NEXT T

PUT SPRITE 0, (28@,87),6,0



157@
13588
1578
1480948
1619
1628
14838
1548
1458
1668
1878
15688
16789
1798
171&
1720
1738
17409
175¢
1764
1776
17840
179@
l1=dg
ig1¢@
182¢
183g
184gq¢
1854
1848
1879
i8eg
1898
1708
1218
1928
1938
1748
1956
1968
197@
19ga
1998
28y
26019
2829
2a3a
29499
2954
2g&e8
2007¢
2028
2095
2158
2119
2126
4
418
G F 20

PUT

PUT

FOR

PUT

PUT

PUT

COLO
GOTO
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
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SPRITE 1, (208,83),4,1
SPRITE 2, (200,99),4,2
T=1 TO Z2@@:NEXT T:INEXT M
SPRITE @, (200,97),6,0
SPRITE 1, (208,113),4,1
SPRITE 2, (200,12%9),4,72
R1:PRINTTAB(5)"Y or N"
1326
SO, FOHHOOHE
PAGAGAIR , FOPPIDAD
I ol T o o 0o . g e o Tu e fe e T
AOEANNOH , GBORTABS
PeOPAOTH , OOOSSSAD
CEG0Ee00, 0OBREaEE
@EeE0o11, 11006000
aoS00 100, 00 100808
QOO0 1000 , 300 10030
Hﬁﬂﬂlﬁlﬂ,ﬂlﬂlﬂﬂﬂﬂ
AOPE | OPE , A3 19803
GORO 1093, 0010000
SS9 1 900 , PO 1 OGOD
oaS0816d, 00 100000
ooGo0P1a, B1000000
GOCEEE1E, 61000000
e0111119,01111100
@1111111,11111110
11111111,11111111
11111111,11111111
11111188, 18821111
11#11111,11111911
11911111,11111811
11811111,11111811
11811111,11111@11
11911111,11111811
11911111,11111611
11911111,11111811
11911111,11111811
11911111,11111611
11911111,111110811
11611111,111811011
PeE11116,011110888
PPP11116,91111008
PPE11110, 31111800
PPE11119,01111000
POF11119,21111090
GE011119, 21111009
GEE11119, 51111000
@EE11115,01111000
FEG11115, 71111900
Gee11118,81111000
Gee11119, 51111908
P11 1118, 81111909
Pee11110,01111000
AeE11110,011110809
11111118, 1111111
1111111@,61111111
ECHO, MONKEY , DORANGE , AWAKE, KING, TABLE, ACROSS
ENERGY, FATHER, PALACE, ARTIST, TODAY
BALLET,LEMON,UNDER,ADULT, FRIEND, PIGEON




SXSVIRAVIDED.

T g N T P S o Tt o B e N Ay T R T S R PN
DS TRAL BS TN ISERS GROLS
R R A e T e e R e P i o SN T

4838 DATA AFRAID,GARDEN,PLATE,BLACK,LUCKY,VISIT

4849 DATA ANCHOR, GOLDEN,RUICK,CHAIR,MAGIC,WATER

4@5@ DATA BACON,GLUE,RRESCUE,CLOUD,MOTHER, WINDOW

4@4@ DATA BATTLE BASKET,HOME,RIFLE,CIRCUS,NAME, YELLOW

4@7¢ DATA BRAVE,BUCKET, INSIDE,SCREAM, DANCE, NURSE, ZEBRA
4@8¢ DATA BROWN,CANOE, JUNGLE,SIGNAL, DONKEY,OF TEN, YAWN

4@09@ DATA CAMERA,KITTEN, SMOKE, ENGINE,ENTER,FIRST,PARTY
41@% DATA FLOWER,PENCIL,GRAPE,PIRATE,CACTUS,KNIFE

4119 DATA SEBUARE,CHERRY,KOALA, TAXI,GUESS, QUEEN

412@ DATA HORSE,HUNGRY,ROUND,CIRCLE,LIZARD,LUNCH, TRIF

413¢ DATA COME,MARCH,UGLY,DAISY,VOICE,SCHOOL

414@ DATA ISLAND,SILVER,JOKE,SMILE,JUMP,SPELL

4158 DATA MINUTE, WASH, DINGO, NEWS,WHITE

2O T S
by D. French

1&g REM ##d MATHS PROGRAM HHH

22 REHM

38 REM Written by D.French

48 REM

58 REM 19/3/84

&8 REM

78 REM

8¢ SCREEN, o

2 COLOR 4,1, 18:SCREEN 2

1@d PLAY"TI12551 iM280@888L803G6GABGBADGGABGGLAG-"

117 PLAY"LB8GGABO4CO3IBAGG-DEG-L4GLEG"

12¢ PRINTIPRINT "#% MOON %"

132 PRINT:PRINT"¥%¥ MATHS *%"

148 FOR T=1 TOBEPINEXT T

15¢ COLOR13,1,1

14@ SCREEN 1:GOSUE 13&¢

1780 PRINTTAB(12) "¥¥% MOON MATHS ¥*"

188 PRINT:PRINT:COLOR4:PRINTTAE(4)"HI THERE, KIDS!"
128 PRINT:COLOR&:PRINTTAE(4)"THE MOONMAN NEEDS YOUR HELP"
2080 PRINTTAB(4)"TO LAUNCH HIS SFPACESHIP."

218 PRINT:PRINT:COLOR4:PRINTTAB(4) "YOUR SCORE, OR COUNTDOWN, STARTS AT 5.°"

223 PRINT:COLOR&:PRINTTAB(4) “EVERY TIME YOU GET A CORRECT ANSWER, ONE FOIN
T IS TAKEN OFF THE COUNTDOWM. ™

238 PRINT:COLOR4:PRINTTAB(4)"IF YOU GET A WRONG ANSWER, THE COUNTDOW
N STARTS OVER AGAIN!"

7?48 PRINT:COLOR&:PRINTTAR(4)"WHEN YOU GET S5 CORRECT ANSWERS, THE SPACESHI

F WILL BLAST OFF!"

256 PRINT:PRINT:COLORIZ:PRINTTAB(1Z2)“PRESS C TO CONTINUE"
268 LET Ss=INKEYS

278 IF S$="C"THENGOTOZ?&

2280 GOTO 269

298 GOSUEB 770

J@@ LOCATES, &

Z10 PRIMTTAB{(1Z) “%¥%¢¥ MOOMNMATHS #*¥x"

I2¢ IF AA=@ GOTO 340

338 IF A=Z THEN GOSUBS@SELSEGOSUBSIE

248 LET AA=1

350 LOCATE 5,&8:COLOR1

368 PRINT:PRINTTAEBE(S) "Choose the type of sum you wanhbt....'
378 PRINTTAB(2) "Faor Addition type: A

I8 PRINTTAB(S) "For Subtraction type: T

I9x PRINTTABIS!)"For Multiplication typei: M"
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493 PRINTTAB(8) "For Division type! n"

41& LET S%=INKEY®

429 IF S#$="A" THEN GOSUB 112&.G0T04-7¢9

43@ IF S%="S" THEN GOSUB 118@:G0T0478&

4498 IF Ss="M" THEN GOSUB 1248:60T047@

458 IF S%="D" THEN GOSUEB 13@@.G0T0479%

458 GOTO 418

479 SCREEN 1,2

488 GOSUE 778

49¢ GOTO F19

5@¢ COLOR 1S:LOCATE 34,38:PRINT"THAT'S RIGHT!":ILET C=C-1:LET XKX=XX-28
=18 PLAY O%+P%

52 IF C=08 GOTO 768

238 IF sSs="A" THENGOTOS7E

2947 IF S#E="S" THENGOTOSE2S

o53¢ IF SHE="NM" THENGOTOSTE

568 IF SE="D" THENGOTO&E&

S-8 LOCATEL3E, I@iPRINTX"+"Y"="2:6G0T0&418

S8@ LOCATE138,32:PRINTX"-"Y¥"="2:60TO0s18

599 LOCATELI3IZ, 3@ IPRINTX"%"Y"="Z:160T0518

edd LOCATELLS,J@IPRINTX"DIVIDED BY"Y"="Z

51@ COLORL®:LOCATE34,45:PRINT"YOUR SCORE 1S "C"SECS TO BLASTOFF!!"
628 RETURN

&3¢ COLOR1IS:LOCATE 24,38:FPRINT"BAD LUCK";

S48 LET C=S5:iLET XX=228

&9 PLAY Q%

ooy FUT SFPRITE &, (XX,1768) ,18,8

&78 IF SE="A" GOTO 71@

&8F IF Sg="5" GOTO 729

69d IF SE="M" GOTO 7J@

S8 IF S%E="DL" GOTO 748

219 PRINTX"+"Y"="Z" NOT"A:GOTO&19

28 PRINTX"=-"Y"="Z" NOT"A:GOTO&1@

738 PRINTXK"®%"Y"=+*gZ" NOT"A:GOTO&1E

749 PRINTX"DIVIDED BY"Y"mn"Z"® NMOT"A:GOTO&S1H

769 SOUND 7,7

779 PUT SPRITE 9,(9,178),4,8

7889 FOR ¥Y¥Y=176 TO @ STEP-1.5

79@¢ PUT SPRITE 1,(138,YY=?),1,1

2988 PUT SPRITE 2,(138,YY}),1,2

818 PUT SPRITE 3,1(138,YY+8),6,3

8260 FOR T=1TOJZ:NEXT T

838 NEXT ¥YY

84¢ SOUND OFF

85@¢ COLOR 4,1, 1:SCREEN 1

868 PRINT:PRINT:PRINT:PRINTTAB(14) “"CONGRATULATIONS!'"
878 FPRINT:PRINT:PRINT:COLOR&:PRINTTAE(S) "YOU ANSWERED S SUMS CORRECTLY"
888 FRINTTAB(S)"AMND THE MOOMMAN HAS EBLASTED OFF'"
898 PRINT:PRINT:PRINT:COLOR4:PRINTTAB(S) "Do vou want to play again? ¥ or N"
808 LET C=5ILET XX=Z2Z@:LET AA=0

P18 LET SE=INKEY®

228 IF S%="Y" THEN GOTOZ?O

3@ IF SE="N" THEN GOTO %59

4@ GOTO 915

298 SCREEN &
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&8 SCREEN, 1
978 COLOR1S5,4,49

288 END

998 COLOR1,4,4:CLS

19@@ FOR I=1TO039

1818 V=INT(2S&¥RND(1}) iW=INT{122¥RND(1))

1828 PSET((V,W), 15

1838 NEXT I

1949 LINE(S,192)-(25&8,185),2,BF

1PSy SPRITE$(@)=BE:SPRITE®(1)=D®:SPRITE®(Z2)=F%:5PRITE$(3)=HS$
18468 PUT SPRITE &, (XX,17&8),18,8

187@ PUT SPRITE 1, (130,168),1,1

ige@ PUT SPRITE 2,1(138,175),1,2

199@ CIRCLE(&@,149),18,6

110 FAINT (&€, 149) ,6

i11% RETURN

1125 CLS:COLOR 15,5,58:SCREEN P&

1138 LET Z=@:LET X=S+INT(4S¥RND(-TIME))}:LET Y=5+INT{45¥RND(-TIME))
1148 Z=X+Y

1158 LOCATE 18,5:PRINTX"+"Y"="

1148 LOCATE 18,8: INPUT"WHAT IS THE ANSWER"; A
1178 RETURN

1189 CLS:COLOR 15,6,6:5SCREEN @

1198 LET X=P:LET Z=S5+INT(4S¥RND(-TIME}}:LET Y=S+INT (45#RND(-TIME)})
1208 K=Z+Y

1218 LOCATE 18,S:PRINTX"-"Y"=!

12268 LOCATE 1&,8:INPUT"WHAT IS THE ANSWER"IA
12386 RETURN

1249 CLS:COLOR 15,4,6:SCREEN &

1258 LET Z=@:LET X=2+INT(11¥RND(-TIME)):LET Y=2+INT{11XRND(-TIME))
1268 Z=X¥Y

1278 LOCATE 19,S:PRINTX"%"Y"="

1288 LOCATE 19,8:INPUT"WHAT IS THE ANSWER";A
1298 RETURM

1388 CLS:COLOR 15,6,4:5CREEN &

1317 LET X=@:LET Z=2+INT{({11¥RND{(~-TIME)}):LET Y=Z2+INT ({11 X¥RND(-TIME))
13209 X=Z¥Y

1335 LOCATE 1&8,5:PRINTX"DIVIDED BY"Y"="

1348 LOCATE 18,8:INPUT"WHAT IS THE ANSWER";A
13586 RETURN

iZafF REM Define variables & read data

137@ DEFINT A-Z

1388 LET S$=INKEYS

i39¢ LET OE="TIS00SL&aCLI12ELSDLLIZ2FEGELAC"

148@ LET Pe="TI1S5805L4ALsDL12FL4ELBC"

141i@ LET @S="T1@g804L8CO3L I 2GL32GLEAL4GLEEO4L1&4C"
1426 RESTORE

14730 FOR I=1TOS:READ A%

14949 BE=B&+CHR& (VAL ("&EB"+A%) ) INEXT I

1458 FOR I=1TO2:READ C%

148 DE=DHE+CHRE (VAL ("REB"+CE) ) INEXT I

147@ FOR I=1TOS:READ E%

1489 FE=FE+CHRB(VAL{("EE"+E$) ) INEXT I

1499 FOR I=1TO8:READ G%

1588 HE=HE+CHRE(VALI("BE"+G%H) ) IiNEXT I

1518 LET AA=@LET C=5:xx=22¢



1528
153&
13542
13559
1559
157@
1586
13598
1&88
1618
1628
1&83@
14499
1658
1669
1678
1480
1570
1700
171¢
1728
1730
1746
1758
1768
1778
179
1798
1829
181
1828
1338
154
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RETURN

DATA 0009110982
DATA 20811209
DATA #11111192
DATA S1011218
DATA S191181@
DATA @2111109
DATA @PloP1o9
DATA @£11202119
DATA 22210009
DATA SE@10009
DATA 22111298
DATA @2111809
DATA @2111099
DATA @811120@
DATA 99111002
DATA 22111002
DATA 29111088
DATA 29111989
DATA 12111219
DATA 11111119
DATA 11111119
DATA 121119219
DATA 18111819
DATA 12@29d@19
DATA @@111000
DATA 21111189
DATA 211191689
DATA 11111118
DATA @11111@@
DATA 181119219
DATA O00@ 10008
DATA 000000

"It eliminates the need to scroll...'
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by 5. Watson

Club members who are interested in 3-d displays on the SV318/3Z8
may +<ind a few interesting listings in the February 1984 issue of
“Creative Computing”. To make these listings, written for TRS-8£
Mod I/II, suitable for the SV machines it is necessary to modify the

subroutines and program it into the computer before entering the main

pProgram.
This is the subroutine for the SV J18/7/3Z28.

o REM "GRAPHIC" (Put in MAME vyou wish here)

15 SCREEN 1 (Leave Line MNumbers as +ollows)
14 COLOR 15 (or any other)

17 XC=128 . YC=%9& (Centres program ohn screen)

18 ¥M=.8 | YM=.45 (Sealing factor - adjust within)

(limite .65 - 1.3}
1998 XP=X%¥xXM+XC I XP=19Z2- (Y¥YM+YC)
1g1e IF As="MOVE" THEN X@=XP i Y&=YP : RETURN
1928 LINE (X@,Yd)-(XF,YF)
1638 X@=XP ! ¥Y&=YF ! ERETURN

I hope this is of some interest to members. The displays include
hyperbola (2D), stars (2D), sphere (3D}, toroidal shapes (3D},
distorted planes (3D}, etc.

¥%¥ "I have been unable to find a Creative Computing for Feb. 1984
could someone send me a photocopy of the article please.” (Ed.)

Two functions available on the SV that do not seem to be
documented are integer division and modulus. Both functions can be
very useful in programming bpard games or disc files.

Interger division is performed by using the backslash "\" instead

af the normal division slash "/fY. The backslash is not well marked on

the 328 kevboard: it lookes like an accent mark and is just above the
ENTER kev. In integer division, the two numbers or variables being
manipulated are treated as integers and the result is given as an
integer. Thus 5.7V\2.6 would give the result 2.

The modulus function is entered in the format X MOD ¥ and 9gives
the remainder that is left when X is divided by ¥. Again, the numbers
or variaables are treated as integers.

Here 15 an sxample !

19 L=227
289 x=L MOD 189
3@ Y=Lh1@

Thiz will give the result X=7 and Y=%.

As these are integer functians, an error Wil result if they are
used on humbers cor variables with values greater than 32767 or less
than -327aa.

scagm
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by 7. Colverd

The program Pattern should allow the user to get a painting into
the Mational Gallery. I'm sure I've seen some of the results there.

18 CLS:SCREEN1,1

20 G=255:H=191

=@ A=RND(-TIME)¥G:C=RND{-TIME)#G:D=RND{-TIME)*H:E=RND(-TIME)#H:F=RND (-TIME)¥H
46 L=RND(-TIME):CO=RND{-TIME)¥1&:CL=RND(-TIME)#*16:COL=RND(-TIME)*16
S& COLOR,CO,CL

&2 LINE(A,D)-(B,F),CO,B

86 COLORCL,CO

3 LINE(C,F)-(A,D),COILINE-(B,E),CL:LINE~(C,F),CO
198 IFP=2THENZ10

12¢ A=RND(-TIME}%A:D=RND(-TIME)*D

138 CIRCLE(A,E),D,COL,CO/3

149 IFF>@THEN PAINT(A,E),P+1,COL

168 IFP=1THEN1&@

17¢ IFP=3THEN1SPELSEZ200

18¢ LINE(BR,F)-(C,D),CO0,BF:GOTOZSE

2@@ LINE(B,F)-(C,D),CL,BF:GOTO23Q

218 PLAY"A"

22¢ LINE(E,F)=(C,D),CO0,BF:GOTO268

23% FORG=1TOA STEP28:SOUND?,G:NEXT:GOTO248

249 PCOPY COL TO CL

?5@ FORG=CTO1STEP-20:S0UND1,G:NEXT

268 BGOTOZH

The following are some good commands found in our Disc BASIC that
are not documented particularly well.

Ry oCoOMMANE

What is so exciting about this simple command you ask. Well if
you have a disc system the RUN command can be used as follows.
Mormally to excecute a program that is on disc you would type .
LOoAD “"1:FRED"
RLIN
Well the following works as well :
RUN "1:iFRED"

Saves a bit of typing and every little bit helps. But the main
advantage of using RUN in the above form is inside & program. That
is, you can excecute another program from the current program. An

example is I
18 INPUT "GIVE ME A NUMBER"jA
28 ON A GOTO 39,40,50, 409
28 RUN "1:0NE"
4 RUNM "1:IFRED"
5@ RIUN *1:SPECTRON"
ag RUN "I1:iMARK
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Another command some people don®t know about is the KILL command.
It is used to remove a program you no longer want on a disc.
For example if vou have the program FRED on a disc and you don’t
want it any more all you do is type .
KILL "1:FRED™
The program is gone forever and you can reuse the disc space for
another program.

NOBME COrIMOaND
S0 you saved a program on disc and you called it FRID but it was
supposed to be called FRED. All you have to do is type :
NAME "1:FRID"™ AS "1:FRED"
Thus FRID becomes FRED. Use the FILES command to verifty the
change has taken place.

COPY COMMAND PF

T T e e e e e

HELF!! anvyone know how to use this command. It is part of our
reserved words and I just don’t seem to get the syntax right,




