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.. Jutroduciion ...

While wusual Editor is busy moving into his new home and
taking care of the thousand and one details that always means,

I1’ve been asked to look after the November issue. On the software
front there is a very good program for 318/328 owners and one of equal
quality for our MSEX T"ers. As well there are some additions to our

Library list for CP/M users in the form of some games to play when the
programming gets out of hand and the dreaded BDOS Error on A: appears
to be coming up too often.

The reviews of the MSX games again bring home the point that
support for MSX is growing and many software houses are releasing new

packages that we could only dream about for 318/328 machines. That
much mentioned but never seen MSX Adaptor had better come out of the
closet soon. Our source of info® on the Adaptor has dried right up

s0o if any of the users has anything to add please don’t hesitate +to
get in touch.

M- L. A. Dunning of "Understanding BASIC" has been busy
again and the results are in this issue. Fleaze pay special atten-
tion to the point made about line 930 in the accompanying program.
There are more articles ready for this series so those members who
write in whenever the articles don’t appear can rest assured that they
will continue.

Warning ... Warning ... Warning

It has come to our notice from various sources and from our
own experience that the "ZEN" Assembler has a serious bug. If vou
spend several hours typing in a thousand line source program (not too
long for a serious machine-code program) and try to save it to tape as
the program says you can do then you will be in for a nasty shock.
The program is supposed to be able to write a standard ASCII file out
to tape using the inbuilt command "W". If you use the "W" command to
try and save your source program everything appears to work correctly
and something is definitely written out onte the cassette tape.
However, when you use either the "V" command o the "R" command to
Verify or Load back your source program you will find as I did that it
just does not work and your “thousand® lines of input have been lost
tforever. I =ay lost because although they are safely in memory they
may as well be lost if you can’t write them to tape. You have to
turn off vyour computer sometime. This is a real pain as you can
imagine and it means that should you ever want to change even one bvte
of the program you have to type it all in again. I+ yvou use the "WB"
command to save out the BINARY Object file first then that will be
okay, and you can run the program providing it is bug-free, however
next time you want to edit the program or correct a bug you are Ffaced
with the daunting task of entering it all over again. OZZISOFT have
promised me they will get this BUG corrected or will withdraw the
product from sale if it can’t be fixed. S0 hang off buying ZEN till
We can give vou better news. I would be very interested in hearing
from any more members who have found the same problem.
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Exploring Basic Ft—14
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by L.A. Dunning

This part deals with disk drives and how to cope with them. SV
Disk drives seem to come in two varieties, those that break down and

those that don®t. Assuming you have a system that works, the following
comments should be of use.

Before reading the rest of this article, 1 would suggest you
type in the listing in this issue. This will enable you look at disks
while reading the article. One word of warning when using the program,
it always assumes that there is a disk inside the disk drive to scan.
If there isn’t, it will hang until you place a formatted disk inside
the drive. A handy advantage of the program, one I discovered by

accident, is that it can be used to read CF/M disks as well, I will
talk about this later.

EORMATS

There are two ways to format a disk so that it can be used 1in
the disk drive. The first is in BASIC and the second is in CP/M. The
same CP/M program is used to format both. The difference is that on a
CP/M disk, the system file is the CP/M disk operating system; on a
BASIC disk it is the BASIC disk operating system. Alsp, a BASIC disk

has a seperate directory track. Each formatted disk is divided into
40 +*racks of 17 sectors each and each sector contains 256 bytes of
information. Thus, each disk can contain a maximum of 174,080 bytes.
O0f these, 4 tracks are reserved so this figure is reduced by 17,408
bytes to 156,672 bytes. The tracks are numbered from O to 29, with @
baing the lnnermust Uracl and 59 belng Lhe oulermont . The choice  of
number for sectors is really arbitrary however each track is set to
the same sequence from 1 to 17. Tracks O to 2 contain the system file
that is read when the system is booted up. Track 20 is the directory

track for a basic disk.

Before going any further, format a new disk in the normal manner
and setup the directory track as usual, but do not save any files on
the disk yet. Load the DISK SCANNER program into memory and insert the
newly formatted disk into drive 1, then run the program, Track 20 is
used to record three tables that are used to reference files on the
disk. These are the Directory table (DIR), the Disk Allocation Table
{(DAT) and the File Allocation Table (FAT).

DIRECTORY TAEBLE

The DIR starts at sector 1 and allowance is made to sector 13.
ODn a normal disk you wont use more than the first & sectors for the
DIR. On double sided drives with modified operating systems I can only
make an educated guess (not possessing one myself) however 13 sectors
would give enough room for all possible files plus more. If you are
running the program you will see that the intial sector is set to
track 20, sector 1, which is the start of the DIR. On the new disk
this set to a block of FFH bytes. There are no files yet.
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Each entry in the DIR consists of 146 bytes. The first % are used
for the +File name which is &6 characters plus and extension of 3
characters. Shorter file names are padded with blanks. The first
character has a special purpose. If it is FFH, it indicates the end of
the directory and only entries before this will be listed by FILES. If
it igs OOH, it indicates a deleted file and this is not listed either
by FILES. Such an entry is used for new files before creating a new
entry. The 10th byte is the attribute byte and is used to indicate
the type of file. It is easier to note this byte in octal instead of
hex. The following values indicate the types present:

alale ASC File or data file
001 Machine Code file
200 Binary File
In addition the following values indicate extra attributes:
010 Read after Write & - R
020 Write Frotect b ol
Q40 Screen Dump

A binary file is the normal method that a BASIC program is saved
to disk. It is a direct dump from what is in memory. All screen dumps
are also binary files. An ASC file is the method used to save a BASIC
program using the "A" option. It prints to disk in the same way a
program is LISTed to the screen. The advantage of ASCII files is that
they are easier to manipulate, but use more sectors than a binary
file. Data +Files using PRINT# and FUT# are also i1n ASCII format. A
Machine code file is really just a binary file and represents a dump
from memory. The difference is that it is dumped directly back to
mEemory . The 11th byte is used to point to the first entry in the FAT
for the file. Bytes 12 to 1& are "reserved for future use" which means

they are untouched by a normal operating system and are normally left
at FFH.

DISK ALLOCATION TAELE

This is sector 14 on track 20. 0Originally this is blanked to
O0H. This table has only two entries. The first byte is used for disk
attributes, for Read after Write and Write Frotect options. It is set
to the same wvalues as the attribute byte in a DIR entry. The
difference is that wvalues in the DIR entrvy apply only to that +Ffile,
whereas a value here applies to the entire disk. The second entry is
the string executed by the IFPL command. This is normally no more than
15 bytes long. Any shorter strings are padded by QO0H" s, The rest of
this sector is not used.

FILE ALLOCATION TABLE

This table is repeated in sectors 15, 146 & 17 on track 20.
Mormally only the first 41 bytes are used. The first 40 bytes form a
*linked 1list® that indicates which tracks are used by which files.
Each entry corresponds to one track on the disk, the first being track

¢ and the last being track 3%. Originally each entry on this table has

one of two values. An FFH indicates a free track, a FEH indicates a
reserved track. At the start, only tracks 0, 1, 2 & 20 are reserved. A
reserved track is not used to store files on. As a file is created,

the system decides on which track to start placing that file. Normally
the system will pick unused tracks that are closest to the Directory
Tract and then work outwards. The 11th byte in a DIR entry will point
to the byte on the FAT corresponding to the first track used. If that
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entry is a number from O to 3%, it points to the next track and entry
used. The entry Ffor this next track will then point to the next
track/entry and so on, until the file ends. If a track is the last one
used for a file, its entry will be the number of sectors used (from 1
to 17) ORed with 3200 octal. While a file is deleted, the first byte
on the DIR entry is set to OOH and the entries on the FAT are set to
FFH indicating a free track. The Attribute and pointer bytes in the
DIR entry are untouched. The file itself is left on the tracks until
overwritten by another file. If you KILL a file by mistake, you can
use DISK SCANNER or a similar utility to restore the file, by altering
entries on the DIR and FAT. All that is required is a knowledge of
where the File starts and what it should look like. This will take
practice. The final byte in the FAT is set to 00OH and indicates the
end of the table. Presumerably on an 80 track disk, the FAT is 80
entries long followed by a zero byte. You will notice that the FAT is
repeated three times. I believe this is to reduce the chances of
losing files due to hardware or software bugs. I+ you wipe sector 195,
copy sectors 16 or 17 to it. The systenm also periodically copies Lhe
DIR, so you may find a copy of sector 1 in seciur 2. /S new enlries
are added, deleted or changed, the copy liecomes ohe=clete until once
again copied.

s e

Each file is saved to disk on a sector by sector basis. Each 256
bytes of the file is dumped to a sector of a track, starting at sector
1 and continuing until sector 17. When all sectors of a track are
used, a new track is picked and the process repeated. This is made
possible by first filling a buffer and then writting the contents to
the disk. This is not done until either the buffer is full, or the
file clomead. Cach file sliarts at mecter 1 and LT lass than 17 seclours
are used, the remaining sectors on that track are left unused except
for expansion of tha' file. The first byte of a screen dump file 15
used to indicate the type of screen saved. It will be either 0, 1 or
2 The +Ffirst six bytes of a machine code file are used to indicate
information about the dump. The first two indicate the start of the
dump, the second two indicate the length of the dump and the last two
indicate the entry point of the code. Each pair comes in the usual Low
byte/High byte manner of integer wvalues.

The use of a linked list in the FAT enables a file to be on any
available track of a disk instead of consecutive tracks. If you are
using a disk as a data disk and do not need the system file on it, use
DISK SCANNER or equivilant to change the entries for tracks 0 to 2 on
the FAT to FFH. This will give you an extra 51 sectors of storage.

SYSTEM FILES

Tracks O to 2 are the system file that is used when the system
is booted. If you look at track O you will see that the last 128 bytes
of every sector is identical. When the computer is booted, it scans
this track and loads its instructions from it, dumping the rest of the
file into memory. You might use DISK SCANNER to change the message
given when first displayed. You will find this on sectors 0/3 & 0/4.
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As the program also reads CP/M disks, you can alter both the directory
entries and function key definitions given on Track 0. These are 1in
sectors %/1 onwards, and 0/2 to 0/4 respectfully. Be very careful
altering the first of these, or you might lose some files. It does not
conform to the description given above!

DISK SCANNER

By now you have either saved some files to check the above, or
you want to do so now. I would suggest first saving DISK SCANNER in
normal format, then saving it in ASC. Then save the screen and dump a
segment of memory to disk using BSAVE. Then delete a file. After each
change, check the DIR and FAT to see how they are altered. In case
you were wondering, diagram 1 gives a listing of the MCR used in the
program. It works by dumping buffer #0 to the screen. Buffer #0 1is
used by the system for most disk input/output. The subroutine in lines
400-410 swap two NOP’s for the JR DUMP at 0016, thereby altering the
MCE flow. Limes 260-270 alter values in the MCR when it is being poked
inta buffer #1. You can place your own values here to change the
origin and width of the dump. The reason it was done in this manner
was =o that you could also use the routine for your oOwn purposes,
namely reading a segment of memory. All that 1is needed is the starting
byte and this is given by the argument in the J=USR({) statements.
Subroutines 700-710 read and restore the function keys to whatever
values they were before the program. This uses a string array B{A,MN)
where A is the number of the function key and N is the number of
definitions needed. You can read and restore any number of definitions
just by increasing N, A dummy string ,BD, 1is reguired in line 700 to
prevent an error from occuring.

Continuing on the subject of disks, I"11 show how to get
effective use of them from basic.

Disk ScannDer

Except for line 930 this is a standard SVI BASIC program and
can be entered using the INPUT program if you leave put line 930 until
you have finished typing in the rest of the program. Line 930 makes
special use of the Cursor Arrow Keys and you will have to follow suit.
Set up your function keys so that F1 to F4& equate to the four graphics
arrow characters as shown in your handbook to be ASCII characters 2172,
213, 214, and 215. When entering line 930 where an arrow character
is called for simply press the appropriate function key as you would
an ordinary keyboard key. *old® members of the group, and those with
the yearbook could refer to the short article in Newsletter 1 - 11 for
August,84. For new members and those too tired to leaf through the
past issues I offer this ray of hope :-

KEY1, CHRS (212)
KEYZ, CHR® (213)
KEYZ,CHR$ (214)
KEY#, CHR$ (215)
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DISKE SCanNnEFs:

by =

A
FH
0d

FO
HP

HP
AP
oA
IH
Id

IH
BB
AC
[A
IJ
0D
FF
ON
CA
AF
IH
EC
KD
I0
BC
B
BL

AL
EA
BN
CH
HA

CF
FI
AF
LK
ED
6D

oy
0
CE
Al
BD

L.A. Bunning.

10 REM DISK SCANNER

19 REM Initialisation

=20 WIDTHIS:MAXFILES=2:CLEARIOQCO:DEFINTA-Z:DEFSTR B:DIM DX (15) , DY {15} ,B{5)
,EHEIQ,I?,Iﬂl}iﬂ{I},T{l},5{1],HD:IﬁﬂUﬁHFTH{#ﬂ}+?:KE=UQHPTHC#1}+?=E="DI
Qs " PYX=14:FPY=2:D=1: T=20:8=1: DT=1: MT=0: AA=0: FORA=0TOB: READ DX {A) ,DY (A)

s NEXT: GOSUBZ210

=0 BS=CHR%(8): BC=CHR%(27) :DEF FNEH(X)=STRING® (Z2-LEN(HEX® (X)), "0")+HEX% (X)
1 DEF FHBDtKJ=5THINE$E3HLEN{DET${IIJ,“G"}+DET$(I3:¥K#4:U?=PT+E

40 N=0:G0SUB7O0: GOSUBRZ0:KEYL, " HEX ":0ONSTOPGDSUBZIOOO: STOF OM:kKEY ON:DEFU
SR=VARFPTR(#1)+9: GOSUB7I0: FIELD#O, 128A5B(0) , 128A5E(1)

S0 FORA=2TOD4L: READB{(A) : NEXT

99 REM Viewing Routines

100 D$=DSKI+(D,T,S)

110 Is=INEEY%: J=USR (XA

120 LOCATEFPX+1,FY+18,0:PRINTUSING"D:## T:#+# S:t##" D, T,5:605UB200: IFD1=0A
NDDZ=0G0OTO120

130 IFD2THEN D=3-D

180 TET+DY (D) e T=T—({T<OY—={T>321 )1 Xk40: 5=5+DX (D11 : 8=5-((G<1y—(5>17) Y ¥17

150 GOTO 100

199 REM General Foutines #1
200 FORTL=1TO10:NEXT:DI=STICE(M ORSTICE (1) :D2=5TRIG(D) ORSTRIG(1) : RETURN
210 ¥X=XB: CC=0
220 READ BV:L=LEN{BY)

2720 IF L=3 BOTO 250 ELSE WW=VAL ("&H"+BV)
240 POKE XX+CC,WVWV:CC=CC+1:G60TOD22Z0
250 IF BY="END"THENRETURN
260 IF BVY="wi " THERNVYV=14
270 IF BV="vid"THENWW=40+FR+FY X400+
280 GOTOZ40

399 REM General Routines#l
400 IFDT=1 THEN FOEEXX+22,0:FOEEXX+23,0 ELSE FOEEXX+2Z,.%H18: POKEXX+Z3, &HF
410 DT=1-DT:KEY1," "+MIDs("ASCHEX", 1+DTI~._3'J =SSR (XA :RETURN

430 BEEF:B0OSUER 740:CX=0:CY=0: LOCATEVX-1,VY—-1:FRINT"Hex:0ct":LOCATEVX,VY+2:
PRIMT"Mod: " : RETURMN4 40

440 I1$=INKEY$:LOCATEFX+CX+1,PY+CY+1,1:5605UBZ200
450 GOSUBLSO:LOCATEVX,VY,0: PRINTFNBH (WVV) " "FNBO (VV) : GOTO440
499 REM Modification Routines
=10 LOCATEFRX+CX+1,PY+CY+1:PRINTEC"p"MID&{"HA", AR+l , 1) BC"g" s VWE=NH
S20 LOCATEVX+4,VY+2, 1:FPRINTWS; tBI=INKEY$: AC=( (FEEL (&ZHFD7DI)AND1&} =02 : IFACT
HEN AA=1-AA:GOTOSLIO
Bl IFBI=""GOTOS20
540 IFBI=CHR%{(Z7)GOTD&SD
=S=20 ON AA GOTO &30
S50 IFINSTR("O1Z2Z3454789ABCDEFabcdef ", BI) ANDLEN (WV$) < ZTHENYVS=VVS+E]
570 IF BI=BSANDLEMN (VW$) *OTHENVVS=LEFTH {VV%,LEN(YV%)~1)
=80 IFEBI=" "OREI=BES THEN IFLEN{U¥$}4lTHENUH$=v¥$+HEI${UUE1&} ELSE BOSUB&OD
s D1=J: 605UB&S0: GOTOS10O
5920 1IFBI<CHR${13)60O0TOS20
HO0 LL=LEMN (YV4) : NV=VAL ("&R"+UVS) 1 TFLL=2THERNVY =NV

&10 IFLL=1THENYV=VYVANDI1S: WW=VYVU+NVEL S
&20 FOEEXA+FF, VW BOT0O&A40
A&Z0 YW=AS5C (BI) :GOSURAZ0: D1=5:1 GOSUBSS0: GOTOS 1O



I
SV|&M AUSTRALASIAN USERS GROUI’

= SPECTRAVIDEO = — _ :
BJ &40 J=USR{XA):RETURN
CL 650 CY=CY+DY(D1) :CY=CY—-((CY<O)—(CY > 1S) ) %14 CX=CX+DX(D1) 1 CX=CX—((CX<O)—(CX®
15))Xx16: FPP=CX+CY%1&: VW=PEEK (XA+FF) : RETURN
IN &&60 DSKO*D,T,5:D%=DSKI%(D,T,S) : J=USR (XA} :RETURN
AE &70 BEEF:GOSUB730:RETURNIOO
HP 699 REM General FRoutines#3
M 700 JK=VARFTR(BD) :FPOKEJK, 16: FOKEJK+2, 250: FORA=1TO10: FOKEJE+1, 14+A%1&6: BE (A,
N)=BD:BE (A, N)=LEFTS (B (A, N}, INSTR(BK (A, N) ,CHR& (0D} ) —1}: HEET'EETUHN
FO 710 FORK=1TO10:KEYK, "": KEYK, BK (¥, }'NEIT:HETUEN
HE T30 HH=G=EUEUB?&$:LDEﬁTE¢.M FEINT“Tra:L ":LOCATES, 4: PRINT"Sector 2 KEY
2, "<COPY>":KEYZ, "<MOD. »":KEY4, "<HELP>":KEYS, "<{FREE " ; ONKEYGOSUB4 00, BOO
y 430, 1000, 870: RETURN .
1] 4 740 MM=1:G08UB7&0: L LOCATES, 3= FRINT"Up/Down": LOCATEZ, 4: FRINT"Left/Right " : KEY
2, "CCOPY X"t KEY I, "<VIEW:>":KEY4, "<{ALT. *":KEYS, "<BURN:" : ONKEYGOSUR4 OO0, BO0O
670,510, 460: RETURN
0A ?Eﬂ MM=2: EDEUH?&G LOCATES, 3: FRINT" " LOCATEZ, 4: FRINT™ " BEY
=y "<MOD. >": KEY2 « "AVIEW:": KEY4, "<SLCT >": KEYS, "<DUMP " : ONKEYGOSURBR4OO, 570
,4?3 860, B20: HETUHN
BJ 760 LDEHTEG,D:PHINTHID${“UIENHDD.CDP?”,1+HH14,4}” MODE" : FORA=3TOZ20: LOCATEC
yAZPRINTSFC (12) : LOCATEVX . VY:PFRINT" "::NEXT:RETURN
1D 799 REM Copy Routines
AK 800 BEEF:GOSUB7SO: I {(0)=0:1(1}=0:RETURNB1
BF 810 I$=INKEY$:G0TO 810
LA 820 IF I(O)ANDI(1) THEN D#%=DSEI%(D(0),T(0),S(0})):DSKO0$D(1),T(1),85(1):D=D¢(1
YiT=T(1):5=5(1):J=USR(XA):RETURN ELSE RETURN
AP 830 T=20:8=15:RETURN1O0
I6 840 PRINTEBS;BS; :LINEINFUTYVS: W=ABS (VAL (LEFT$(WW%$,2)) ) : IFINSTR(VVE, "%") THE
NI(E)=0:E=2:RETURNTZ0 ELSE RETURN
BB 860 FORE=0TO1
Al 870 LOCATEOQ,4+EX4, 1: FRINTMIDS ("FROMTD ", 1+EX4,4)":"
AE 880 PRINTUSING" DIGI::® "z D(E) ; 1 GOSUBBA40: D(E) =WV
A 890 PRINTUSING" TRACK:##":;T(E);:GOSUBBA0: T (E) =WV
FF FO0O PRINTUSING"SECTOR: ##" 3 S(E) ; : GOSUBBAO: S (E) =WV
NK P10 IC(EY=1+(D(E}<10RD(E) *20RT(E) >320RS(E)<10RS(E) »*3Z2}): IFI (E)=0G0TDB70 ELSE
D&=DSKI$(D(E),T(E},S(E)):J=USR{XA)
Al 20 MNEXT:LOCATE, ,0: RETURN
14 1000 CLS:PRINT" DISK SCANNER INSTRUCTIONS":FRINT:FRINT" This program allows
the user to view, modify and copy disk sectors onmn an SV 202 disk dri
ve."tFRINT
HE 1010 PRINT" There are 7 modes to use, prESE"-PPINT”'JP to return to VIEW":F
RINT"<12> for VIEW information":PRINT"<2> for MOD.":FRINT"<3Z> for COPY"
BB 1020 FRINT:PRINT" “~ETOFP to exit program":FRINT:FRINT" Each sector is displs
ved in a 1&x1l6 grid in either HEX or ASC display. HEX dumps each wval
ue as a straight patten”
BL 1030 PRINT"value. ASC shows ASCII characters in the proper manner and 1nw
erts values O to 31.'
o 1040 YWS=INPUT% (1) :VV=VAL (VV$) : IFVW=0THENGOSURZZ0: GOSURT7&0: J=USR { X&) : RETURN
ELSE ONWWGOTO1100, 1200, 1300
IN 1100 CLE:PRINTY VIEW MODE":PRINT:PRINT" This allows quick viewing of the di
sk sectors. The arrow keys ar joystick will alter the track/sector
viewed. The Spacebar or firebutton will alter which disk is viewed
n
E 1110 FRINT:FRINTEBA(A) :PFRINT:FRINTE(Z2) :FRINT"F2Z “"B{(Z) :FRINT"FZ "B(4) :PRINT"FA4
bo to HELP display":FRINT"F3 Bet Track/Sector to Z0/15"
AD 1140 GOTO1400
Fi 1200 CLS:FPRINT" MOD. MODE":FRINT:FRINT" This allows you to view the content

e of individual sectors in greater detailand alter them. You may use
the select key to choose either Hex or ASC style of input while in AL
TER. "



|
4

SVI&M AUSTRALASIAN USERS GROUI®

HG

1210

PRINT:PRINTE(&) :FRINT:PRINTE(2) : PRINT"F2 "B(Z) :FRINT"FZ "B(3):FRINT"F4

ALTER a row in the buffer":PRINT"FS BURM the buffer to the sector”

CO 1220 PRINT® currently displayed®

AC 1240 GOTO1400

EM iZTO0 CLS:PRINT" COPY MODE":PRINT:FPRINT" This allows you to copy one sector
aof a disk to another sector on either the same or different disk.”

EC 1210 PRINT:PRINTEB(S) :FRINT: FRINTRB(2):PRINT"F2 "B(S}:PRINT"FZ "B{4):FPRINT"F4
SeleCT origin and destination sectors":PRINT"FS DUMF 1st sec
tor to 2nd sectar"™

KB 1340 GOTO1400

B0 1400 LOCATEC,21:FPRINT"PRESS <ENTER> TO CONTINUE"j

BF 1410 WeE=INFUTH(1): IFVWE >CHR$E(13)GOTOL1410ELSELROTO L1000

BB 1290 RETURN

AL 2000 DATA 0,0,0,-1,1,-1,1,0,1,1,0,1,~1514~1,0,~1,-1

Al 2010 DaTA CD,C3,1C,ES,DD,E1,01,00

CH 2020 DATA 00,11,28,00,21,vid,00,CD

EP 2030 DATA = ...".':f DD, 7E, 00, C5, 1E UF

bP 2040  DATA ﬁE_?E B, 50, ﬁﬁ_uE,:ﬂ BT

EB 2050 DATA IB8,03%,91,18,02,C6,60,D3

:ly| 2040 DATA B0O,C1,0C,DD, 25, 3E, Hlt BY

CE 2070 DATA Eﬂ,ﬂ&,i?,ﬂﬂ,?E,_?,QE 00

BF 2080 DATA 10,DH,C%,END

JC 2090 DATA F1 Change Display from HEX/ASC,Go to LOFY mode,bo to MOD. mode,.BGo
to VIEW mode,Function Keys will do the following-

EF 3000 LOCATE ©,20,1:60SUB710

END

This is line 920 - Type this in now and don’t forget about the arrows

930 CLS:LOCATEEX+1,0:PRINT"DISK SCANNER":LOCATEFX+1,1:PRINT"by L.A.Dunning
" LOCATEOQ, 3:PRINT"} } "1 PRINT" % 3" : LOCATEFX,FY:FRINT" ("STRINGS (16, " —")"
" :FORA=1TO146: LOCATERY, FY+A, 0: PRINT" | "SPACE$ (1&) " | "3t NEXT:LOCATEFX,FY+
17:PRINT" L"STRING® (14, " =")" 4" : RETURN

The other characters in line 930 are standard =EVI1 Graphics

accessed using the Left & Right Graph Keys plus the appropriate other
keys on the kevboard. l.ook them up in your handbook.



SVI&M AUSTRALASIAN USERS GROUP

=SPECTRAVIDEOD e
ARSTRAL &aTTalkE: LFor MSX )
by Andrew Lacey.

This program may be entered using the *INPUT" program froe Mewsletter 2 = 2 (NOV 84) or the Year Book,

LJ
CK
i}
CH
LN
Co
CP
EI

Ad

ED

d
BH
i
ol

[

DE
CC

DL
HM

AF
Lo

Hl

AN
Ll
BY

BH
Bl
Al
CF
AP
A
DK
AG
AF
CA

10

100
110
120
130
140
150
160
170

180

150

200
210
220
2Z0

270

=80
290

=00

ZF10
Z20
330
=40
50
S0
Z70
g0
A
4010
410
a420
430
440

FEM s W e e A
REM N L
REM HM MSX LASER BATTLE HM
REM N PRI
FEM I I R A T
REM

REM

COLOR1,1,1:SCREEN1,1:VDP (&) =VDF (4} :PUTSFRITEL, (20, 1®) ,7, 77: FUTSFEI
TEE,{EE,_E].E B3: FUTSPRITES, (44,34),9,88: FUTSFRITES, (48, 68),7, 80
:PUTSPRITES, (B@,B82) ,8 EE-FUTEFHITE&.(?u,?Eh.Q,??:PUTEPH[TET,ilﬂq
,1@4},1@,?1:PUT5PPITEE (1la,114),11,82 ,
PUTSPRITES, (128, 128), 12,65 : FUTSFRITELD, (140, 149), 13, 77:FORI=-0T017
H:PUTSFRITEL L, (200, I} .4, 28: FPUTSFRITEL1Z2, (212, 1), 4, 121:NEXTI: FORG=
1TO7S0:NEXT: SCEEENT, 1 1UDP{5}“UDF{ﬂJ-FUTHF‘TTELT.{h_l_“} 10,671 FU
TSPRITE14, (48,48),9,79

FUTSFRITE®?, (&4, 464) ,12, 745:PUTSPRITEL &, (80, 80) , 12,47 FUTSFEITElTr EFE
2y 96) .14, 79 PUTSPRITELB, (112, 112,10, 77:PUTSPRITER1, {128, 160), 173,
4?:PUTEPH1TE::,ci::,15@3,1:,:?.rv1rfrTrr1ﬂ (144, 16D), 13,56z PUTSE
RITEZ2®, (154, 149) , 13,57 : FORD=1TO1 254 s NEXT

KEYOFF: SCREENY, 2: COLOR1IS, 1,1

FORI=1TDB: READD: A$=A$+CHRE (1) s NEXT: SPRITES (0) =Ad: Ag=""

FORI=1TO32: READD: At=A%+CHRE (0) s NEXT: SERITES ¢ 1) =0t

DEFUSRA=LGDAA ' s DECITSEL &AL LR  POFESSR94) (@A CRERaR7T 1 POKES?R0R0
' T FORESYR99 !, 4: DEFUSRY=60220 1 : FORT=6A77¢ ! THAATAN ! : FEADO: FONEL,
Q:NEXT

FORI=1988TO13445TEFL4: FORI=ATO7 : READH: VFOREI+J, O:MEXT: NEXT
FUTSPRITEL, (102, 45) , 7t FUTSFRITE®, (127,100 , 11 : MM=T: ONSTRIG GDSUBA |
@

CLS:PRINT" LASER BATTLE":FORI=1TOIB:FRIMNT:HEXT:FEINT"HIT &MY EEY T
0 BEGIN"

IFINKEY®=""THEND=USR1 (1) s FORI=1TO1P@: NEXT: FLAY" 1 ®m10@@s1 40T " : GOTD
24

CLS:FUTSFRITEL, (140, 203)

VFOKEB299, 255: VPOEEB21P, 47 VFOKES211, 177 s VFOFERDL D, 97 UPOKER? LY, 74
1

FORI=&72OTDA7EL s VPOREL L 1 36 NEXT s FOR I =681 &TARS s VP OKFE L, 23 MEZ T :
TE&?E? 15@ VFOKE&TFY, 160: VPOKESSLT, 140

PE=15: GOSUEL230: FUTSFRITED, (120, 150) L 15: STRIE (23 (N
FDHEE????!,ﬂ-D—““PMEHF.FF INT(VFEEK (4917) /8)

IFFH=2THEN GODSUB1AZ@ELSE IFFH=ATHENGOSUR: 490 GOTOTS:

GOSUBR7RM

IFRND (1) < . 21 ANDFH=1 THEMFH=2

IFFH=ATHENZS®

IFRND (1)< . BORFH=2THENI?

GOSUESZED

IFVFEEE (21 2) =200 THEN1 P99

LOTODZZ

D=RND {1} :STRIG () OFF: FLAY"1PM1 GRS 40103
IH=DM I2=liFORI1=1TD4: IFGE {11 ,3) =PEGTHEMI®=T1

NEH‘T s FOEES9G01 | ' Cp
IFIZS ARTHEMNIEP=6144+32%E8 (12, 20 +PG: TH=2: GOTO 220
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= SPECTRAVIDED
EA 450
BA &40
AN 470
EA 480
DA 4590
BO =00
BF S10
€& o il
ad S0
BA =540
AN b e
CH S&60
EQ S70
CA =80
BK 590
FE SO0
L{1] &H10
EN &H20
Ce &30
BL &40
FN &S0
BM S&0
JA &70
1e &80
JD &0
B0 700
JE 710
Al 720
EF 7IE0
GH 740
EB 7a0
JE rr=1e)
CA 770
Cd 780
BL 790
ED BOO
Ch 810
I 820
CF 8I0
CK 840
CB 850
i]1] B&O
£G g70
BI 880

IM=VPEEE (£T17}: IF=FG%B
IFIF<IM+20RIF-IM>&0RVPEEK (6F1&) =200 THENISF=4144+FG: GOTO480

IH=1: ISF=4L20B+FG
FUHEE???E!,IEPMDDEE&:PBHEE???E!;IEP\25&=IE=E?Eﬂ+PE:PDHEE???4!,IEHD
D2596: FOKESS?995 !, IZ\N2T4: D=USR2 (D)

'PORKES?971 !, 32:FORIZ=1TOZ0: NEXT: D=USRZ (D}

IF IH=1THENGOSURTSM
IF IH=2THENGOSUE1 /2D
STRIG () ON: RETURN
IFGS (1, 1)=PANDGS (2, 1) =0ANDGS (T, 1) =0ANDGS (4, 1) =@ THENRETURNEL SESTR 16
(@) OFF
FE=FG+1: IFFG=5THENFG=1
IFGS (FB, 1) =pTHENS A3
FL=P: K1=0: POKESF291 |, 152: I=61746+T2465 (F5, 2) +6S(FG, 1) 1 FOKES9992! , IM
OD25&: POKESS9RI !, I\256
IFVFEEK (&720+G8 (FG, 1)) =136 THENI=67524G5 (FG, 1) : GOTOL2G
J 681 6+68 (FG, 1) : IFGS { (FG, 1) =PGTHENK1=1

=GS(FG, 1) : IFK=20RK=150RK=2BTHENFL=1
PﬂkEﬁ??ﬂql JMODZ2546: FOKESP995! , J2546: D=USR2 (D) : IFFL=1THENFORJ=1TO1%:
COLORL, 15, 15: FORT=1TOZ0: NEXT: PLAY" | T9MS90@0SEND " : COLOR1S .1, 1:FDR
T=1TDIO: NEXT: NEXT:GOTO1090
IFK1=1THENFUTSFRITED, (100, 200) : FORK=1TO7: FLAY"1 44M12G0S 1 4ANTEND 1 NZP
NZ1"sNEXT
PLAY"119MIBAS1ONS2" : POKESS991 !
STRIG (D) ON: RETURN
IFGS (1, 1) < *PTHEN&LD
I=INT(RND (1) %31+1): IFI=6S(2, 1) ORI=GS(3, 1) ORI=6G5(4, 1) THEN&SHEL SEGS ¢
1,1)=1:GHS(1,2)=0: VFOKEL144+1, 144 RETURN
IFGS (2, 1) < *HTHEN&LES
I=INT(RND (1) %31+1): IFI=GS (1, 1) ORI=6GS(3, 1) ORI=6GS (4, 1) THEN&THEL SEGS ¢
2y 1)=116G5(2,2) =0: VFOFEA144+T, 144 RETURN
IFEE:?,1J OTHEN7 D@
I=INT(HNDE1]#jl+1}:IFI=EEE1,l}DHI=EE{E,1?DRIEEE{4,1}THEMﬁ?ﬂELEEESF
2y1)=1:65(3,2)=0: VPOKE&144+1, 144: RETURN
IFGS(4, 1)< *0THEN7Z2®
I=INT(RND (1) ¥T1+1) : IFI=6S(1, 1) ORI= G5 (2, 1) 0RI=6S (3, 1) THENT 1 AEL SEGS ¢
4,1)=1:65(4,2)=0: VFOKE&144+1, 1442 RETURN
IFEE(1,:}=1ﬁNDEEf:,:}+1ﬁwnﬁsr3,3}=1ﬁNnG$t4,:}=1THEHPH:1:HETUHN
J=INT(RND (1) ¥4+1) ; IFGS(J, 3) =1 THENT =P
VPOKEGS (J, 1) +32%6S (J “>+&144,32:ESEJ,E} =GE (I, 2) +1
IFGS(J, 1) < *OTHENVEOREGS (.1, 1) +7 TRGS(J, D) +4144, 144
IFHHDEI?m.IDHEStJ,E}}=”THEMES{J,HJ=1
RETURN
IFVFEEK (6914) < » 2@ THENS D@
MC=2: PUTSFRITEL, (@, 15) : RETURN
POKESF997 !, 1: FOKES?998! , Z1 FOKESS999 1, £: D=USK1 (D) : IFVFEER (4517) »251
THENFUTSFRITEL, (200, 208) : RETURN
MC=INT ( (VPEEK (47171 +8) /8) 1 IFRND (1) <. 85 THENRE TURN
IFMC<>GS (1, 1) ANDMC< >G5 (2, 1} ANDME< >6S (3, 1) ANDME < >6S (4, 1) THENGOSUEE4
@
RETURN
PLAY"124M1 60SBNETY
STRIG(M OFF: FL=0: K1=0: POKESS991 !, 1521 I=4240+MC: POKES99921, IMOD2S b
POKESS993 1, T\256
IFVPEEK (MC+&720) =1 34THENI=67524+MC : GOTOSSA
J=4814+MC: IFMC=S0RMC=1S0RMC=28THENFL =1
IFMEC=FGETHENK 1=1

s 23 D=USR2(D)
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SPECTRAVIDED =

BE B90 FDKEE???#!,JHGDEE&=PDHE5?$?5!,JKEE&:DzUEHEtE}

i} 200 IFFL=1THENFDHJ=1TD1§:EDLEHl,15}1E=FDRT#1TDEB=NEKT:FLA?“ljﬁHE?ﬁﬁﬂﬂﬂ
NE“:EDLDHIE,l,1:FDHT=1TD3@:NEKT:MEET:EDTDIE?Q

ca 210 PLAY"1Z24M1&6088NET"

BF Q20 IFK1=1THENPUTEPHITE¢,{Iﬁﬂ,Eﬂ@}:FDHJziTD?:PLﬁ?L&ﬁﬁlﬂﬁmEI4NE¢NE!N?¢N
21" NEXT

AE 930 POKESS991!,32:D=USRZ (D)

v 940 STRIG(H)ON: RETURN

Bl 950 SC=SC+5@: GOSURLIZTE

DB 260 FLQ?“l&4H&ﬂ@@ﬁ58N:mNE1N2ﬂHEEN4®M4EMﬂEH:9NE¢M1ELENIB“

EC Q@70 FDHI4=1TD&B:UPBHE1ﬂ365+INTtHMDtl)#?@},IHTLHMDiiﬁtEES}:NEKT:EFRITEi
(1)=A%

BL 980 PUTSFRITEL, (Z20@,200)

CA 220 RETURM

HF 1000 UPDKE5144+EE{IE,1}+TE#EE£IE,2},l&ﬂ:EEﬁEﬁ+1ﬂ:EUEUEEE?4:FDFT=;TD3G:HE
XT

DN 1010 VPOKESLL144+65 (12, 11 +32%6S112,2),32:68(12, 1) =1

BD 1020 RETURN

bL 1 O30 IFEEtz,imi}mmﬁﬁaaz,ijﬁwmuﬁas{j,ja{ﬁﬂﬂﬁﬁgqq,uzqvaHENETHIE{mquF:SDT
01052

DM 1040 FORJ=1TO4:55(J,2)=0:NEXT: FH=0: RETURN

BC 1050 J=INT (RND (1) %4+1) : IFGS(J, 1) =PTHEN1AS@ELSESTHIG (210N

EQ 1060 VFOKEALA4+G5(T, 1) +32%65(J, 2 L I2: IFGS(J, 2 SOTHENGE (J, 21 =68 (J, 20 —1

LA 1070 UPDHE&144+GEEJ,1]+EE#EE{J,2},144:IFEE{J,:i:ﬂTHEHvFDHE&144+EE{J,i?.3
2:G65(J,1)=0

BJ 1080 RETURN

i3 1090 IFVPEEE (6912 < ZP@THEMN117A

HE 1100 STRIG(M OFF:FORT=1TO150@: NEXT

CL 1110 CLS:PUTSPRITER, (100, 7@) :PUTSFRITEL, (10, P00) : FRINTE | SR RO
TTLE" t PRINT:FRINT: FRTNT

BY 1120 NM=NM—1z IFNM=ATHER 200

W 1130 PRINT" MEM LEFT: ' i1hM

bo 1140 FORJ=1TOZ500: NEXT

BA 1150 FORJ=1TO4:G5(J, 1) =0:NEXT:FH=©

CN 11460 GOTOZ2ER

HJ 1170 STRIG(P)OFF: FORT=1TD1T@@: NEXT

E 1180 CLS:PUTSPRITED, (100, 200) : FUTEFRITEL, (10@, 2000 :FRINTE LABER
BATTLE" : PRINT: FRINT: FRINT

RC 1190 PRINT"YOUR FOWER FLAMT HAS BEEMN 0 BEIMTYDESTROYED " : PRINT: PRINT::GOTO

1120
HC 1200 PRINT:PRINT:FRIMT
Bl 1210 PRINT™ YOUR SCORE WAS "iSC
Bb 1220 IFINEEY#$=""THENENDESLE&ZR
AE 2l FDHIﬂlTﬂEE:FHTHT:HEET:PHIHT“SCDPE:”;Sﬂ;ﬁHPﬁfEIW:

ED 1240 RETURN
oM 1250 DATA 24,480,24,480,24,52, oo PEs

€ 1760 DATA 15, 1k,32,32,9, 198, 203,254, 255, 207, 199,79, 75, 48,156, 15,240,8, 3, 4, °
198,99, ,211, 127,255,243, 227,198, 172,12, 8,240
a1 1270 DATA 42,88,234,58,87,774,79,20%,44,275, 17,70, 2,09, 0F7, 01,90, 204, 1.9

186,194,487, 235, 125, 187, 194, 67, 275, 20
fE 1280 DATA 99, 165,99,165,70,165, 64,1027
X 1290 DATA T4,126,217,171, 055, 66, 60, 24
B 1300 DATA 24,.74,24,74,24,24,24,24
. 1T10 DATA 24,356,99.185,219, 165,217,255
58 1320 DATA 2,184,4,17,64,4,161,8
END

o
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= SPECTRAVIDEOD

MACHINE —-CODE SURFFORTER . CFior MSXD
Ly ¢ Andrew Lacey.
This prograa may be entered using the "INFUT® program fros Newsletter 2 - 2 (NDV B4) or the Year Book,
BJ 100 CLS
LC 110 FRINT"™ MACHINE % % % & 3 % % %
PL 120 PRIMNT"# % % CODE % #% & & # @ o
J CE 120 FRINT" % % % % # SUFFORT @& & & an
; oc 140 FRINT"® £ af &% % & 2 & PROGRAM
Ad 150 FOR 1 = &0a2@!'7T0 a2l 7 s READR«FOEET , Cr NEXT
3 BD 160 DATA 219,170, 270, 242,37, 92,274, 94,246,8,0,0,0,0,2,0,0,0,0, 8,8, 21 1,
170,219,16%9,71,0,0,0,0.0,0,0, ¢ ' |
1A 170 DATA ©,0,0,270,128, 194,151,234, 203, 91,202, 151,234, 42, 2,50, 94, 234, 1
?5,2@?,234,129*23ﬁ,ﬁﬂ,1?4.1?ﬁjﬁiﬂ.:E3,H:,:D:,1?&,:34,52,:
EE 180 DATA G0, 74,074, 195, 209,234, 120, 250,32, 194, 189, 274, 7903, 67, 202, 1894 0
58, 62,8,50,74,274, 195, 209, 214,120, 2320, 16, 194, 208, 254, 703, 7S, 202,
208, 234, 462,1,59, 94,234, 1959, 209, 234, 201,42, 0,50, 93,274, 58
BA 190 DATA 93,274, 2403,59,203,39,79,6,0,33,0,27,9,58, 95,734, 71,58, 94, 274,
87,254,90, 174,282,234, 205,27, 235, 121, 152, 79, 195, 44, 275, 2543
WM <00 DATA 1,194,6,235,259, 205, 27,235, 195, 244,234,254, 2, 194, 29, 275, 205, 27
+ 235,121,128,79,195, 44,235, 35, 205,27, 235,195, 14, 275, 125,243, 211
DA 210 DATA 153,1024,211,153,9,0,90,0,219,152,79,183, 251,201, 125,243,211, 1S
3.124,206,64, 211,157, 121,211,155, 251, 201
END
IMSTRUCTIONS TO MSX USERS
- Enter the Machine Code Supporter Frogram first and when sure
it is bug-free save it to tape. (note that you can have these MSX
programs on disk and load and save them normally, but they will not
. run once you are in disk-BASIC mode....they must be runm from Cassette
BASIC mode only). When sure that the support program is working type
in and save the main program on cassette immediately following the
support program. To use, you simply load and run the support program
and then load and run the main program. Joysticks are not supported

by the machine-code support program but keyboard cursor keys are.
The same machine-code support program is used for controlling many
more MSX games so keep it handy. We intend to publish further MSX
games by Andrew Lacey.
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SFEEDY

Lty & Buthor unknown
This Progras say be entered using the *INPUT® program from Newsletter 7 - 2 (HOV. B4.0 or The Year Book.

Fd g0 REM THIS IE - SFEEDY —

L g1 REM INSTRUCTIONS ARE IN THE gOoDY . OF THE FROGRAM

DP g2 REM SEE HOW vou MATCH UF GEATNST —-999-

DE 100 CLS: LOCATE 18,8: FRINT"FREESE

*1* FOR ITMEORMATION
»g* TO START AT OMCE

BH 110 A% = INKEY$: IF A% = v THEWN 116

&GN 120 IF A% = nir THEM GOSUE 1 D

CN 1{=0 LO = 7979 .

BF 140 X = 24P: Y = 170 NO = Z0@: GC = @

IC 150 COLOR 13,1,5: SCREEN 1

BE 140 LOCATE 0, 30

bH 170 RN = INT(HMDtFTTWE}#53+4: FOR T = 1 TO FN: ERIMNTY "3: MEXT: B8C =
SC+RN

LE 180 RN = INTEHNEL"TIHE?#4?+2: FEOR T = 1 TD RNz FRINT":: NEXT: SC =
SC+RM

Ce 190 IF SC < &89 THEM 178

Cd =00 RESTORE oy FOR T = 1 THD Bz READ A: 2% = IiF% * CHE$(A): MNEXT: SF
RITES(®) = Z%

AN 210 EIHELE(i&,l&).15,?,,,1.3: FAINT(16,14),%: FUT SFRITE By (R, ¥Y 3

6 =20 LOCATE 1, 184: COLDR St PRINT"BEST GCORE"LO

BK 230 AL = INKEY$: IF A% = nin THEN 238

Ch 240 IF A% <> "R" THEN 2250 ELBE COLOR, 14: SOREFM P FOE T = 1 TR Sdd:
NEXT: GOTO 14@

ED 250 H1 = INT(TIME/ &M

Ak 260 D = STICK (L)

oc =70 PUT SFRITE D, (XY 3

cL sE0 ¥ = X + (D = 7142 — (D = 3J)¥2

oc 290 ¥ = Y + (D = 132 — (D = S)Y*2

i]» 00 IF % « 2 OR X w o5h THEN X = oaAm: Y = 178

to 10 IF ¥ « 2 DR v > 189 THEM X = —~An: ¥ = 170

i) 320 IF FOINT (X+3, Y+3) <% 1 AND FOINT (X+3,¥+IY %2 = THEN 4400

fH 30 NO = NO - Aap: 1IF MO < &8 THEN MO = Z99

A8 =40 SOUND ©,MO: SouND B, &: BOTO 26

FH 400 1IF FOIMT(X+3,¥+3) = {3 THEHN ¥ = 24Pp3 Y = {7¢: BOTO F30

N 410 SCREEM, Dz SCREEM @

BH 470 FOR 2 = 1 T0O —::FOR X = 220 TO @ STERP—18: FOR W = 1 T0O 2

Bl a=0 COLOR,a4%Z: SOUND P, Xz SOUND 8, 6+3%1

E0 A40 MNEXT W, X, Z: SoUND 8,01 COLOR1S,8

AH A50 H2 = INT(TIME/&D) & FRINT"YOUFR SCORE 1G: " {H2=H1)

&d 450 1F LLO <= (H2-H1) THEM FRINT: FRINT"THE BEET SCORE IS" LU

FA 470 IF LO > (H2-H1}] THEMN FRINMT: FRINT"YDUR SCORE 18 THE LOWEST": LO
= (H2-H1)

Kd 480 PRINT: FRINT"ANODTHER BAME (type YES/MO and press EE
MTERI) "

A0 490 INFUT G

BI soo IF 0% = "no" 0 3% = "nNOY THERM PPIHTTHHilﬁj"EDDDETE”: L CICATE wai
: EMD

KE s10 IF GO% <% neg" O O% <7 O THEM CLS: COLOR 12,1z LOCATE 19.18:

PRIMNT"stand by": FOR T = 1 TO Sod: NEXT: GOTO |44
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CE 700 DATA 0,68,0,146,0,468,8,0

AA 1000 COLOR, 15,5: SCREEN 1

BH 1010 LOCATE 39,92: COLOR 17: FRINT"ARE YOU READY FOR ACTION WITH"
B 1020 FOR T = 1 TD 1900: NEXT :

FL 1030 COLOR ,1,2: SCREEN 2

Ak 1040 LOCATE 59,9@: COLOR 9: PRINT"SPEEDY"

Bk 1050 FOR T = 1 TO 19@0: NEXT

BH  10&0 COLOR 15,1,5: SCREEM 1

DA 1070 LOCATEL®,8: FRINT"USING THE CURSOR CONTROLS OR JOYSTICK"

BC 1071 LOCATE 16,14: FRINT"MOVE THE FLAYER, THE '"3: COLOR 3: PRINTYGREE

N "pr COLOR 135: FPRINT“DOTS. IN THE"™
BF 1072 LOCATE 19,242 FPRIMT"BOTTOM RIGHT HAND CDRMEFR OF THE SCREEN"
Al 1080 LOCATE 19,32: FRINT"ALOMG THE black PATH THROUGH THE MAZE TO"

BK 1081 LOCATE 19,.4@: FRINT"THE "3: COLOR 9: PRINT"RED "::COLOR 1S5: PRIN

T*CIRCLE IN THE TOF LEFT CORNER."

IC 1090 LOCATEZD,Sé6&: COLDR 1¢: FRINT"THE CENTRE DOT IS THE IMPDRTANT ONE

i

FL 1091 LOCATE 18,641 PRINT"IF IT HITS A ";:COLOR 13: FPRINT"WALL *":: COL

UR 19 FPRINTY"OR GOES TOOD CLOSE TO ™
FH 1092 LOCATE 28,72Z: FRINT"THE SCREEN EDGE, BACK TO THE START."
Al 1100 LOCATE S9,%6: COLOR 7: FPRINT"TRY FOR THE LOWEST SCORE"

L)

FA 1110 LOCATE &6,112: COLOR 15: FRIMT"press any key when you are ready t

o start"
FN 1111 LOCATE 1#4,128: PRINT"IF THE MAZE IS IMFDOSSIEBELE, FRESS *R° "
CN 1112 LOCATE 49,1734&: PRINTVBREFORE YOU MOVE THE FLAYEFR."

EE 1120 A% = INKEY4: IF A% = "" THEN 1128
BD 1130 RETURM
END

How T o play SEEEDY

Once you are sure vyou have the program typed 1in
correctly save it to tape or disk then type RUN. A MAZE will be
created on your screen and down in the bottom right-hand corner vyou
will see a shape made of five dots. This is your playing piece, and
I will ¢tell you now that the center dot is the only one of any
significance. ANy of the other four dots may be allowed to touch any
other part of the maze but keep the center dot well away. Object of
the game is to negotiate through the maze, in the gquickest possible
time and touch the glowing ball in the top left corner of the screen.
This just might prove slightly harder than it sounds. One
pagint to remember is that if the game produces a maze which is too
hard or is in fact impossible you can get it improved by typing R
before striking any other key. Have fun.

15
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by J. Collins.

val 1 BABA AND THE FORTY THIEVES" CATCH THE "CRALZY TRAIN"

While last in Launceston I visited the computer section of our

local Myer Store and browsed through the range of MS5X software. Two
titles particularly caught my eye and they are now being destruction-
tested by my son, his friends, my wife, and myself. First to be
looked at is ALI BABA & THE FORTY THIEVES. This is a Dodgem and
Catchem type game. There's a maze type screen, a horrible green Head
Thief called DON, up to forty of his subordinate thieves, some Magic
Dust, and of course there’s yourself, or should I say Ali-Baba. The

scene is that you have some treasure, the thieves want it and will
steal it unless you can prevent them, and DON is there to help them by

chasing wvery accurately after Ali—-Baba. You have =ome magic dust
which vyou can sprinkle in Dons’ path and this is very effective
although its® effect 1s very short lived. Supply of this dust
appears to be unlimited. fAfter a certain time limit an area of the

maze becomes a mystery zone and if you can direct &li—Baba through the
right part of this zone he carn Furn at twice his normal speed which 1is
very handy. Running +h-ough another part of t,.= aystery zone can
turn Ali~Baba into a giant with the power to dong wvon, but run through
the wrong part and Don becomes the giant from whom Ali-Baba must flee.
Final part of the mystery zone will cause the thieves vault to open
and Ali-Baba can enter and recover his stolen treasure. Action
continues on each screen in much the same way except that you need to
eliminate 10 thieves, then 20, then 30, then 40 in the final level.
A= expected, 10 thieves is relatively easy, 20 can gilve you tendonitis
of the wrist joint, 30 goes close to breaking the joystick, arin]l T 7 ve
only got the word of the cartridge manufacturer that catching 40 1is
even possible ! The movement of all charac e - is wvery fast,
response to the joysticks is excellent, and the keyboard cursor keys
can be used as well. The background music and sound effects are well
done. A simple game theme but well done and most en jovable. This
is a SONY HIT-BIT game in Cartridge format only and is excellent value
at around %25.00.

The other game I purchased is the SONY HIT-BIT cartridge version
of CRAZY TRAIN by Konami. Like all Konami games this one is adapted
from the original Arcade Version and 1s excellent. What vyou get
first up is a small screen with various seemingly unconnected railway
lines. The screen is made up of different colored squares, each with
a portion of the tracks. On your screen there is one black or blank
square and you can move other portions of the screen around to +ill up
this sguare and by so doing you create new and different patterns of

track. A1l the while vyour engine is puffing merrily along the
tracks you create. Object is to pass as many of the Stations as you
can in the guickest time. 1¥f you take too long the whole screen
turns nasty black and you are driving your engine in the dark, which
is not easy. On the first screen there are siy stations. There
are ales Black Ghost Trains and these must be avoided at all costs.
Collision costs you a life. Also fatal is leaving sections of track
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unfinished by not watching where your blank square is. A train will
run off the end of a block quite happily with dire results. Fassing
all the stations moves you on to the second level and here the rail
system 1s larger, vyou still have the blank section, there are more

stationgs and of course there are more ghost trains to be avoided.

These can be shunted to continuous loops of track if you are
quick but watching a speeding train while dodging ghost engines and
trying to work two or three squares ahead is gquite tricky and demands
a lot of concentration. The third and fourth screens introduce
clever touches like more of everything, lines that end in buffers in
the middle of nowhere and of course more ghost trains. I really like
this game. The concept is very good and very well executed. Music
is excellent and sound effects are true to life. I¥f you are a real
masochist you can hold down the trigger and make everything happen at
double speed. Cost of Crazy Train is around %25.00.

Both of these games are highly recommended.

CE/sM GAMES DISKE OFEFER
As mentioned in the introduction we have some games to offer
in the CFP/M Format. They certainly aren”t full of mind-boggling
graphics nor do they have-sound effects or bells and whistles. They
are bhandy for whiling away some spare time and they just might save
"your sanity one dark night when the program you are working on wont
and the whole box of bugs appears to have taken up residence in your
e There’s chess and checkers and a maze game and more. Send in
a formatted CFP/M disk with your system on it and include $56.00 for
post and handling or send #$12.00 if you want us to supply the disk as
well. Also available for MSEX CP/M systems. Flease be sure to state
which computer you want them for.
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ASKING PRICE OUR MEDIA YOUR MEDIA

EEEEQE;;:EEEQ::::::Z:::::::::::::::::::::::::::::::::::::::::::
and Post. CASSETTE DISK CASSETTE DISK
g;jgﬁ;;“;é?g;_":::::::::::::::éfagz::%E?EE::Z:::::é?ég::::é?gg
CALENDARS $3.00 7.00 9.00 3. 00 Z.00
MURDER $10.00 ## 14,00  14.00 10.00  10.00
MYSTERIOUS MANOR %5.00 2.00 11.00 =00 9. 00
COUNT DRACULAR $10.00 14,00 16.00 10.00  10.00
CRUNCH %10, 00 H# 14.00  16.00 10.00 10,00
DISASSEMBLER $5.00 H# 9.00 11.00 5. 00 5. 00
ELIZA $10.00 4 14.00 1&6.00 10.00  10.00
MARVYN $10.00 ## 14.00 16.00 10.00  10.00
MIGHTY MORMAR %5.00 Q.00 11.00 Sia 00 5. 00
HOUSE OF FRANKENSTEIN $5.00 9.00 11.00 5. 00 5. 00
PACMAN $10. 00 14,00 16.00 10,00 10,00
SUFPER IMF/ED %1G.00 14.00 146,00 10.00 10.00
JOYSTICK SPRITE $10.00 ## 14. 00 165.00 10.00 10.00
FILES $5.00 §.00 11.00 5. 00 5. 00
RUBIKS CUBE $10.00 14,00 14.00 10.00 10.00
X* BERT $10.00 14.00 16.00 10.00  10.00
FIVE GAME PACK %&.00 10.00 12.00 .00 6.00
ASMED/LOADER $11.00 15.00 ———- 11,00 ————m
WP318/WP328 $5.00 .00 11.00 5. 00 5. 00
MSX GAMES PACKAGE %7.50 11.50 13.50 7.50 7.50
BASIC UTILITIES $#&4.230 9 ————— yREg 00 memmT L. 50
DRAW-2 $7.50 11.50 13.50 7.50 7.50
SVI ARTIST $7.50 11.50 13.50 7.50 7.50
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The programs shown with two hash marks after the name are

available for both SVIZ1B/328 computers and also have been ported
across to MSX.

Flease be sure when ordering that you specify which computer
you want the software for.

— - i e ey [ fr— S A L e

UNERA.COM 10,00
ADHEX . COM 10,00
DISK.COM $10.00
ADVENT.COM x $ 5.00
MODEM7.COM % ¥ 3.00 (Also available for MSX MACHINES)
YaM. COM X $ 5.00
XADIR.COM $ 5.00
ICPR2 ¥ 5.00
CATALOG.COM ¥ 5.00
CF/M GAMES DISK $ 46,00

All CP/M software is suitable for DISK use only and the
prices shown do not include cost of media.

I+ you don’t supply disks please add normal $&.00 media
charge to the price shown against the item you want.

If you are supplying disks please FORMAT each disk.
Those CP/M items with an asterisk after the program

name Ffill a normal SS/DD disk and other items can not be included on

. the disk. Example......if you want MODEM7 and XDIR.COM you will need
two disks.

19




