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MORE THAN FIFTY PROGRAMS

By MICHAEL HOWARD

So you want some more programs to key into your Sega? Well, this book
has over Fifty for you to tap out covering everything from games to
education, machine code and basic, short and long. (all programs will
run on a 16k or 32k cartridge). Pages of programs, each one disected
and explanations of how and why it worksl




INTRODUCTION

Dear Readers

In this issue you'll find that we have endeavoured to get back to basics
for the benefit of all new Sega owners. Many of our recent programs
have involved some form of machine code and although this makes
for a better program the majority of our readers are not quite at
machine code programmer level. We have had many letters asking
for more program disections and as usual the team has come up with

the goods.

Also featuring this month is the long overdue competition we've been

promising you, first prize a fabulous SP400 plotter printer.

Finally my apologies to the lady who wrote in complaining that she
had difficulty explaining away some of the wording used in the pro-
gram “Death of Philip Lloyd” to her eleven year old. Point taken,

family show and all that! The offender has been dealth with!

Happy Programming

: -

S Kenyon
DIVISIONAL MANAGER
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OVERSEAS SEGA USER's CLUBS
Camden Sega User's Club

Contact Steve MacDonald

2 Coolalie Ave

Camden 2570

Australia

LOCAL SEGA USERS CONTACTS

AUCKLAND CENTRAL SEGA USERS CLUB
C/o 287 Broadway Fumniture

Newmarket

Contact: Géorge Shaw

Ph. 547-543

B.O.P SEGA USERS CLUB
Sega 102B Hinewa Roaa
TAURANGA

Sec P.J. McDonald

Ph 64826 a/h

Tauranaa

CHRISTCHURCH USER'S 1UB
Contact Graham Rudman

29 Primrose Street
CHRISTCHURCH 5

GISBORNE AREA USER'S CLUB
Trevor Gardiner

Ph. 83-068 HM

or 87-175 WK

HAMILTON SEGA USER'S CLUB

P.O. Box 1548 Hamilton

President: Mr Colin Bell 73-826

Secretary: Mrs Anne Thrush Ph 437-312
Meetings held forinightly on Monday at Waikato
Technical Institute in Room F129.

HASTINGS AREA USER'S CLUB
Contact: Robin

8 Liverpool Cresent

Flaxmere

Hastings

Ph 798-116

NAPIER SEGA USERS CLUB

Sec E.P. Lins
41 Higgins Street
NAPI

PUKEKOHE SEGA USERS CLUB
C/e 4 Roose Avenue

FPukekohe

Contact: Selwyn

Ph. Pukekohe 86-583

ROTORUA SEGA USERS CLUB
C/- 61 Devon Street
ROTORUA

TOKDOROA SEGA USERS GROUP
C/o 1 Pio Pio Place

TOKOROA

Contact Geoff Phone Number 67-105
Tokoroa

SOUTH CANTERBURY USERS CLUB
P.O. Box 73 Timaru New Zealand
President: Geoff McCayghan

Secretary: Lloyd Van Der Krogt

Contact Phs: 60-756, 61-412 TIMARTJ

SOUTH COROMANDEL USERS CLUB
P.O. Box 133

WHANGAMATA

Contact: Sid

Ph. 58-775 Whangamata

SOUTH TARANAKI MICROCOMPUTER
SOCIETY

D.M. Beale

7A Clive Street

HAWERA

WELLINGTON USERS CLUB
Contact: Shaun Parsons

P.O. Box 1871

Postal Central

We ton

Ph 897-095 a/h

Ph 727-666 work

The above are contact names and addresses for
Sega Users Clubs. If you wish to have your club

advertised write to Sega Users Club P.O. Box
2353, Auckland.

I you have set up a local area user’s dlub and you
would like us to publish the details concemnin
your club please send them to us and we wi
publish the information for no charge.
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LETTERS TO THE EDITOR

DEAR KARYN KAY,

| have had a long love affair with my young Sega micro
computer for about 12 months now, and up until acbut
a month ago everything was working out well, until SHE
came into his life!

The SHE (or IT!) is a Zeta cassette recorder. | used to
tickle his (that's my Sega!) keys, and he'd giggle with
SOUND commands, and dance to LINE'’s, but that's all
finished now, now [ hardly tickle him, he has more time
for her now, as commercial programs are loaded from
cassette, | have no need to tickle him.

In other words, thanks for all that great cassette software!
PS Do you like the story?
Lisa J Applegate

EDITOR’'S REPLY

The story is absolutely silly!"! (You sound just the type
we need here at Grandstand HQ!!). Nice to see you like
the software!

DEAR EDITOR

Is it possible to buy cartridge games off you still, at the
knock down rate of $25?

EDITOR’'S REPLY

Just about every Person and their computer has asked
this!

Yes. . .! Just send us a list of what you want, (and a
small list of second favourites, just in case we run out
of stock) Plus a cheque, and then we'll rush off the pro-
ducts to you!

DEAR EDITOR

[ would like to know why my SP-400 Printer Plotter will
not print out graphics characters. It prints normal
characters easily, but when 1 try the characters from
128-255, a blank is placed instead of the symbol.

EDITORS REPLY

The answer is actually quite simple, if you look through
your handbook, you’ll see a list of characters, this is call-
ed the character set. The characters numbered O to 127
are called ASCII characters, and just about every com-
puter in the world uses these characters. The characters
from 128 onwards are non ACSII, and the characters
here vary from computer to computer. Now all printers
are designed to work with the ACSII character set, and
very few are designed to work with the non ASCII
characters. So whenever you use a character in the
range 128-255, you'll-get nothing, because the printer
does not know what the characters are shaped like,
because they are non standard.

If you have any more problems then just write to anyone
here at Grandstand.
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DEAR EDITOR,

[ would like to know if it is true that the price of the
SF-7000 disc drive is now down to $695.

Bill Serton, Auckland

EDITOR'S REPLY

Yes it is true, the original price was $995, now the price
is an extremely competitive $695.

It 's a shame that the drive has been underestimated for
so long. This drive has it's own Power supply, a built
in RS-232 interface, which allows you to talk to other
computers (Mike Greenan and myself quite often have
Amstrads and Segas talking to one another), also it has
a built in Centronics interface, this allows you to hook
up just about any printer on the market! Oh yes, it also
has a built in disc drive! This uses lightening fast 3 inch
discs. A typical program takes about b to 10 seconds
to load!

DEAR EDITOR

Please could vyou tell me how to convert decimal
numbers into binary, and vice verse so | can create sprites
a little easier.

Fred Burgess, Invercargill

EDITOR’S REPLY

If you wish to learn how to convert binary to hex to
decimal to binary etc, then | suggest you buy a copy
of “Teach Yourself Basic Games Programming” as this
explains ALL about games programming and number
bases. This program for converting binary to decimal
can be found in the book.

10 INPUT “ENTER A BINARY NUMBER “;B%

20 IF LEN(B%) < >8 THEN 10

30 DATA 128,64,32,16,8,4,2,1

40 RESTORE:T=0:FOR A=1 TO 8:READ B:IF
MID$(B%,A,1)=“1" THEN T=T+B

50 NEXT A

60 PRINT "DECIMAL =T

And to convert decimal to binary:-

10 INPUT “ENTER A NUMBER (0-255):";N:N=INT(N)
20 B$=":N1=N:IF N<° OR N>255 THEN 10

30 IF N1/2<0 THEN 60

40 N$=STR$(N1 MOD 2):N1=INT(N1/2)

50 N$=RIGHT$(N$,1):B$=N$+B$:GOTO 30

60 [F LEN(B%) < >8 THEN B$=0'+B%:GOTO 60
70 CL8:PRINT N;*=";B$

Note that in the first program, the length of your binary

data MUST be 8 digits long (eg 10100010 is 8 long,
111011 is not!).
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e all know that the English language is one of the most what happens is that the X after the R, will

convaluated and mixed up of all languages, in fact the hold a number and that number will deter-
Spanish and other foreign types find English murder to mine in what range the random numbers will
learn. So what do you think computers think of be. This probably sounds yuch so I'll give an
English? ... not a lot! example. If we want a number in the range
1-10, we would use FN R(10), this would call
Although English is a so mixed up, most sentences follow up our function R, and pass on the value 10
distinct rules. Most sentences are made up of articles, through the X variable.
nouns, adjectives, verbis, adverbs and prepositions. The You can just about have any function you
following program, which is taken from my book “More wish, it's just that in this case we want to use
than 50 programs for the Sega SC-3000,” shows how random numbers quite often.
sentences can be constructed by a computer. 80 This is one of the most important lines. This
Examples of the language produced is given below . . . holds how much data is being stored in lines
The Lazy Nerd Eats S]nwly on TDIJ of a Damaged 10 thmugh 60, and it is impﬂrtant that when
Computer you come to modify the program, you get
; these numbers correct, otherwise you'll mess
= _ up the results!
A Big Book Reads Awfully 90  This sets up the arrays that will hold all the
[ will now go into a quick dissection of the program, for data in lines 10-60. The RESTORE com-
all you code bunnies out there! mand makes sure that the first lot of data is
read in from line 10 onwards.
b Whak daes i do? 100 This line is the crux of the data reading. All

the data is read in from lines 10 to 60. Note
how the FOR ... NEXT loops use the
variables A1,N1,D1,V1,B1 and P1 to do the
counting. This is why it is important to get
the values of these variables correct.

10  This is the data for the articles. An article is
either “A” or “THE.”
This data is read by line 100, as and when
needed.

20  This is the data for the nouns. A noun is

something like “COMPUTER” or “CAT.” This L E:eisfaftf';i Ig;‘ xfﬂﬁtﬂﬁa?:tth}:ngn;nwﬂ;i e
data is read by line 100, as and when e e P

——— sentence.
30 This is the data for the adjectives. An adjec- 120 Al t.hE SV or cteating the fnewh_se _nt?:ce
tive is a word like “BIG” or “POOR”. it are in subroutines. The reason for this is that

. : 1 . it makes programming easier. The GOSURB's
describes something. As with the above lines 81 wim & tha pasts of the biogmm siEding

the data is read by line 100. at lines 1000 followed by 3000 followed by
40  This is the data for verbs. A verb is a word 4000

like “EAT” or “RUN", they are “action”

words, and are read by line 100 (again!) 130 When all of the routines jumped to in line

120 are complete, this line prints out the

50  Data for adverbs. An ﬂd'-’ETP IS a WDTd"?ﬂ“ value of S$. NB: the routines at lines 1000
place after a verb, such as "QUICKLY" or onwards actually alter the value of S$.
“SLOWLY?", it stresses the action of the verb, bk R e i vieh rerine o Yt i
and is read by line 100. PR e D

back to line 140.

60  This is the data for prepostions. A preposition ;54 ypo o key has been pressed, jump back to

is a word that describes where an object is, line 110
such as “ON TOP OF” or “BELOW?” efc. '
The data is read by line 100. (Not again!!) 1000 This is the routine that generates an article at

random. The random number function I
spoke of earlier is called into action, note that
the information is passed on by Al, and the
new random number goes into A. The bit of
information held in the array at that point is

70  In this program, a lot of random numbers will
be used, so, to save time | have defined a
function that allows the programmer to call
up random numbers as and wher: they are
needed. The function is

) then added to S$ ... our sentence is now
“DEF FN R” means Define a function, and 1010 It is a 50-50 chance that at this stage an ad-
call it R. The function is INT(RND(8)*X) =1, jective will be added to the sentence. If FN

3



R(10) > 5 (ie a random number in the range 1000, and starts to execute the program

1 ... 10 is greater than 5) then a random there. When the RETURN in line 1030 is
number is selected in the range 1 ... D1 (ie reached, the computer returns to the com-
the number of adjectives being stored) is mand AFTER the GOSUB 1000 in line 120,
selected, and the adjective corresponding to whichin this case is GOSUB 3000 and so
that number selected and added to the on ... get the idea? Good!

sentence. Note that spaces are added in bet- 3000 Firstly a verb is selected from the list of verbs,
ween words . .. the reason is quite obvious! and added 1o the sentence.

1020 At this stage a noun is added. A holds a ran- 010 Mind- thate 1 & 550 chance of dn-aileark
dom number in the range 1 ... Al, and by

. . ; being added after the verb. If one is added,
f;ng this a noun is selected from the array then a call is also made to line 4000

onwards.
1030 Exit this subroutine and commence with the

command, after the original GOSUB (sounds 3060 Same as in line 1030. Exit the current routine

d back to whence you came.
awful doesn't it?!) Here's a le to sh - y
what I mean. 1_ _ Jina e inti e 4000 There is a 50-50 chance that this line will not

be executed, this is governed by this line. If a

In the program, line 120 looks like this. . . random number leads to a value of over 5

120 GOSUB 1000:GOSUB 3000:GOSUB 4000 then the program RETURN's.

and lines 1000-1030 look like this. . . 4050 A preposition is added to the sentence at this
1000 A =77777777? BLAH BLAH BLAH stage. And then the program GOSUB’s line
lglU : 1000 onwards to add an article and noun.
1020

: Well, that just about wraps up the dissection of this pro-
1030 RETURN gram, to be honest with you, this is one of those pro-

Now what happens, is that when line 120 is grams | find really fascinating, mainly because it is small
reached, the command GOSUB 1000 is ex- yet quite powerful . . . and most of all full of fun! I hope

ecuted, the computer then jumps to line you like it!!

10 DAaATA A, THE

ZO DAaTAa COMPFUTER.FRINTER. FROGRAM, BUG . FRO
GRAMMER. NERD . FMONI TOR ., BOLU

=O DAaTa BEIG.FOOR, TIMY.LAZY  SHORT . MASS 1L YVYE
« CRAaZY . DAaMAaGED

40 DATA WRITES ., RUNS . DEBUGS . FRINTS . EATS,, K
EADS ., CLIMBS

=0 DATA SLOWLY . FAST.COUICKFLY NICEL Y .o AaAWFUL
LY . LAZILY

HO DAaTéaAa ONM, INgGUNDER, ON TOF OF

7O DEF FRN ROOXO>»=INI (KND (S) X > +1

S0 Al=2:N1=E8S:Dl=8Sz:V1i=7:Bl=&:z:F1=4%9

PO RESTORE:DIM A (A1)  NSsEd(N1) . DS (D1) ,VSE (W
1>’ .BS(BEB1)> . F®% (F1)

100 FOR a=1 TO Al: READ A (A =NEXT:=: FOR A=
1 TO NLI:FKREAD NS (A :NEXT=FOR aA=1 TO DI1=RE
AD DE (A sNEXT=FOR A=1 T0O Vi:READ WVsSs (A>:=N
EXT=FOR Aa=1 TO Bl: READ B$ (A ::RNEXT:= FOR A=
1 TO F1l=READ FE A sNMNEXT

1 1< Seemtt N

1220 GOSUER 1000 : GOSUER Z000z- GOSUEBE 4000

1 20 FRINT 5%

140 IF INEKEYS$S="" THEMN 140

1S5S0 GOTO 110

LOOO A=FMNR (A1) : SHE=SF+AS (AI>Q+" ¥
1O1O0 IF FRNR 10O 25 THERN A=FRNR (D1
BT (A>>-" "

1020 A=FNMNR (N1)> 2 SSES=SFH+N$E (A +"'" "

1 O=ECO RETURN

SeE=55S%+D

OO O Aa=FNR VL)Y = SEE=S%+VEe (A) +T "n
e B IF FNR 1O > = THEMN A=FRNR{(EBE1 > = SE—0F%5+R
% (&S e GOSUE GoOr o

S0O0O&680 RETUIRRN

LR 20D IF FNR (1O =25 THERN RETURRMN )
A4O1LO a=FNR(F1) :S$sEs=5S%+F% (A +" “* = GOSUB A Oy
3
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S Twelve Days of

On the first day of Christmas my computer gave to me
A boo boo on the video screen

o

One the second day of Christmas my computer gave
to me

Two keyboard seizures,

And a boo boo on the video screen.

On the third day of Christmas my computer gave to me
Three loose plugs,

Two kevboard seizures,

And a boo boo on the video screen.

On the fourth day of Christmas my computer gave to me
Four useless saves,

Three loose plugs,

Two keyboard seizures,

And a boo boo on the video screen.

On the fifth day of Christmas my computer gave to me
Five blank cassettes,

Four useless saves,

Three looose plugs,

Two keyboard seizures,

And a boo boo on the video screen.

On the sixth day of Christmas my computer gave to me
Six 1/0 spasms,

Five blank cassettes.

Four useless saves,

Three loose plugs,

Two keyboard seizures,

And a boo boo on the video screen.

On the seventh day of Christmas my computer gave to
me

Seven total resets,

Six I/0O spasms,

Five blank cassettes,

Four useless saves,

Three loose plugs,

Two keyboard seizures,

And a boo boo on the video screen.

On the eighth day of Christmas my computer gave to me
Eight worthless printouts,

Seven total resets,

Six 1/0 spasms,

Five blank cassettes,

Four useless saves,

Three loose plugs,

Two keyboard seizures,

And a boo boo on the video screen.

Christmas

On the ninth day of Christmas
my computer gave to me

Nine burnt-out fuses,

Eight worthless printouts,

Seven total resets,

Six 1/0 spasms,

Five blank cassettes,

Four useless saves,

Three loose plugs,

Two keyboard seizures,

And a boo boo on the video screen.

On the tenth day of Christmas my computer gave to me
Ten disc-drive lock ups,

Nine burnt-out fuses,

Eight worthless printouts,

Seven total resets,

Six [/O spasms,

Five blank cassettes,

Four useless saves,

Three loose plugs,

Two keyboard seizures,

And a boo boo on the video screen.

On the eleventh day of Christmas my computer gave
o me

Eleven damaged diskettes,

Ten disc-drive lock ups,

Nine burnt-out fuses,

Eight worthless printouts,

Seven total resets,

Six [/O spasms,

Five blank cassettes,

Four useless saves,

Three loose plugs,

Two keyboard seizures,

And a boo boo on the video screen.

On the twelfth day of Christmas my computer gave to
me

Twelve blown out chips,

Eleven damaged diskettes,

Ten disc-drive lock ups,

Nine burnt-out fuses,

Eight worthless printouts,

Seven total resets,

Six I/0 spasms,

Five blank cassettes,

Four useless saves,

Three loose plugs,

Two keyboard seizures,

And a boo boo on the video screen.




[ bet that just about none out there know what tessela-
tion is! Those who think that they know are probably
wrong anyway'

Well, let me explain ... You know those really fancy
patterns that you see on plastic flooring, you know the
ones where some impossible looking patterns seem to
interlock perfectly? If not then look at the pictures above.

This program allows you to create literally thousands
of these type of patterns in an instant!

All you do is enter the program and RUN it. To operate,
use these keys:-

(Q-to move up

Z-to move down

I-to move left

P-to move right

When the program starts, you'll see a square on the
screen and a small crosshair. When you use the Q, Z,
I or P keys you will see the crosshair move in the respec-
tive direction. The best way to explain how the program
is working is to use it! When you have the crosshair in
the position you want, just press the “CR"” key and the
square will alter its shape, it will literally “reach out” and
join the crosshair. Now another crosshair will appear,
use the keys once again to move the beastie to the

1 REM E-v MH

respective position, when it is in place press “CR”. Once
again, the “square” will change shape. This is now your
final shape. Now you must FILL the shape in, but
because the computer cannot work out the centre of the
object, you must specify it's centre, this is done by us-
ing another crosshair, just use the afore mentioned keys

to move the crosshair into the centre of the object, then
press “CR".

Finally, an “Okay . . .?” prompt will appear, if the shape
is what you want then press “Y” otherwise press “N”.

If, the shape is what you want then you will see it ap-
pear in it’s full glory all across the screen, to move onto
another shape just press any key.

As you can see the program is quite spectacular, but
quite simple, it is important that you stick to these little
guide lines:-

1) Try not to let any lines get crossed, otherwise the
shapes won't fit together properly.

2) Make sure that when it comes to filling the shape in

(by using PAINT) that the crosshairs are in the middle
of the object.

Other than those two rules, the program is very free . . .!

= REmM

= REM

A BIMALCT 2

20 DATAD, O, SOy 0y 200y ZCF, Oy 20D

=D FDRI—ﬁTD?ETEPﬁ READA&A (I o 1 ., ACT . 22 NEXT
GO FATTERMNSHO, " 40O OO0 30 030300y "

o1 SCREEN 2. 2=zC0L0OR, 15, s 92CLS:2 X=1350O: Y=84
SO LL.IMNMEX1LZ2O . 95> —<¢C(140, 115> .9,

Ty BFMITES g L X1 g W—1F g5 B

S0 GGCOSuURER4g SO

O ITFX =1 =28THERNX=1 =8

100 I F X< 122THERRRX=1 22

< W W IFY< 7S5 THEMNY =75

1 =20 IFY 1058 THERRY=112»¢%

150 IFf~Ads=—"" T EHREMNMNLTSO

144C GOTO 7O

150
S)— (1 =P, FP5)

PL.IMNE €121 4 1135 —4«<1L35%,

L 25y BERE_ LA X ) n P

Lty E_ A MNE- XX W2 s2L.XMNE~— i .EEJ, o2 2L _LWHE £ 12240 1 2
—r J — g N o ‘f+:t:1}=L_IMEu{14—i:i,ll }

1 7O :H:-—- £ % X X 3 8 W=ElLY- L 1 15— NWIaEAmELR y L X=X 2
(Ll a =Z222=Ya2ARAAl(S5Ss, 1))r=XsAal(S,22)=2 t:r+*'~r"

180 X=—14_2"=z %= 1-t3-r7‘

A0 SIPRITEO, CA—1 ., Y—123 a0, &

200 COosSsUEa34&80C

= 1 > IF X >0 THERNMX=1 55

=20 IR X< 126858 THEMNX =124

= =) IFY<{ BSOS THEMY=>=
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_ L)
) —
— P
P =~ 4
—_
s 41 >
el
—_ 1O

=)
o,
—e ) Y
=50
L)
— S D
— )
—_— PO
L
g 1 O
= F O
L O
s
EXT
y WA
L3 O
L. =50
L} &)
CMAS

IFY >115THERNY =1 15%5

ITFAs—" """ THERNMN 7O

SO0 T1T 0O 1L 0

ELINE(1Z20, 95— (120, 115> :=2EBELINE(140,9S
1, L 1D

L. INE— (X ¥):zLINE—(14940 95 2 LINE 120, 95
K=aZ &P o ™2 Z L. ENIE— L L0, 15>

K=XK—120:z2 yY=Yy— PSS sAlES . 1r)r=X=A{(S , 2= 7
=R —2O A, 2=

=122z v=— 14:3--(:1-

SFRITEQ, X q WLy g0,

GOSULUUE S &0

IFAs="" T THEMISO

GOTO:=E1LO

X 1L =X 1 20 = ¥Y1=%—9%5

CURSOR1<C, 102 FRINT "OKEAaY « == "

PME=INMNKEKEY %> I1IFas=""THERMNZ=7"O

IFASHLS=—"N""THERNSO

DATAZO, 40, 20,4940 20, 40, 20, 4C

COL OR)1 4, 3,,1‘E-=l:l_5

RES  TORE:=Z=9CO: FORY=20OTIT0O01&80OS TEFZ20== RFEADST
KX=STT0O2OO4%+ (ST —220O0)) STEF 4

FiET SACO, L2 %X o MAi, , 234+Y) .15

FORI=1TO7:=2L_INE—C(A(I 1>+ X, A{I 2>+ Y>asN
L=zl INE—{(A(O, 1L>+-X_.  A(O, 2> +Y)YsFAINT (X+X1
Yi1i)>>aNEXT X, Y

IFINEKEEYS=""THEN34

SO T OSSO

ASE=INKEYS$S>2 X=X+ {(aO%Es—""7J1T ")y —CASsS="F" ) = =Y+

="@A" ) —(AFE="Z") s RETURN

WE @gﬁ? oo Rudy Clavel

If there is one thing that really stands out about the Sega,
it has to be the quality of graphics.

This program is really neat, and produces an excellent
picture of a motorbike and a rider on it. So if you wish
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to type in the program, you'll be rewarded with a really
great piccy.

Well done Rudy!!

SCREENZ, 2:CLS:COLORS8, 1, (O_0) —(O_,0O) , F=
e FRINTCHRS (172 = FORI=COT015+= CURSOR&SO , SO
INT""RUDY CLAVEL " S"" =z CURSOR10OS_ . 8Oz FRINT
CER""=NEXTI
SCREEN 2,23 CLS:COLOR S, 15, O, 00— (2SS,
;,3 s FRINT CHR$(1&8) :CIRCLE (SO, 155) , 18
CIRCLE (S50,
CIRCLE (SO,
CIRCLE (SO,
CIRLCLE (SO, 15%%)
I NE ( 45 - 1S5 D
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A FTHOS EEITRELE LLESECD., 1S3 2T sl B

1750 CIRCLE{(1&D4 155,19 ,1,1.2

1760 LINE(1&H8S, 128) — (1754, 130> 41 . BF

1770 CIRCLEILS, 128) .8, 14 -5

17680 CIRCLEC(L75S,12868) , 2.1, -5, 7S5 25

1 790 CIRCLE(L S . 1320) . &l 55

1800 CIRCLECL77S, LE2OY . B lle »n"Sjea77Sa a5

1810 LINE(170, 119 —(175.121>.,1.BF

1820 LINE(1&8&44, 157 —((15S6&, 127> ., 1

1830 LINE((1S9 _,157)— (151 ,127>,1

1840 CIRCLE(1&S1, 155) 9, 1. .5

180 LINE(177.1=2))—<C18=5.149449) .1

18&0C LINEC(L77, 1530 — (168, 135) , 1

1870 FAINT (174, 132> .1

18680 CIRCLE(182, 147) 073 1l,p caDPa 92, .12

1890 CIRCLEC(C199=, 14947) a7 l1l, P92, .62

1900 CIRCLE(1498, 154) , S, 14 a5, 51

1910 CIRCLE<<14948, 148) , .1, .5, =51

1920 CIRCLE(1S0O, 149) , S, 1, 25,.351

190 CIRCLE(1S3I, 142) 4 51, S, 51

1940 CIRCLEI(AS =S, 1880) . Sa ke 7Sy a7d

1950 CIRCLE(LAEBS, 137 i 7l PO -8

1960 CIRCLE(LIS9 , 145 ) o9, 1 .2, - 75, 0.1

1970 CIRCLE(1&7 ., 144) o9 ,.1 4,2 9. -2

1980 CIRCLE(1 70, 1494&8) 9.1, 2,20, o220

1990 CIRCLE(171.,1549) o 941.1,0, .30

2000 CIRCLEC(C171, 159,949, 1,1,°©0, .30

2010 CIRCLE (171 .188) 9, 1.,1,.-.28, .50

22020 CIRCLE(1&7 . 1700 09, 141430, 60

2030 CIRCLE((1&6=,172).149,.1,1, .49, .70

2040 CIRCLE(1S5S8, 170) .94, 1,1, .95, - 70

2050 CIRCLE((1S=,167) .S.1.,1, .50, - 70

PO&C CIRCLE((198, 159)) 4 S5 1y «aSe =1

22070 LINE(19492, 1&60) — (125,164 ) , 1

ZOB80O LINE (132, 165) — (12165 .1

2090 LINE<122.,.165) —(1 12,160 ,1

2100 DX=1&:=2DY=0: ZY=1%1

Z110 FORC=1TO15

2120 COLOKR e C e (CHDX—8,DY)—(C1®%DX4+7, LY
2130 NEXT

2140 FOR I=C TO 1

210 COLORZ2. 1458, (O, ,0) — (255, 191) , 2

21&0 COLDR2; 11, (O,0) —<C255s 1717 .,

2170 COLDODR2,2; (O,0)) — <2355, 171) 5 1=

2180 COLDODR1, 1S5, (O,0) — (255, 1912 , 190

2190 EOLORALL , 7Pe 10, 0)—LIE2BS4, 91 g 15

P00 COLDR11, 114 (0,0 <L23255, 1912 ,&

2210 NEXT I

2220 COLORS.,. 4, (1&68,0) — (255,65 ,8:LINE (1S
- e O) — (255, CIJ,4=I_INEZ(1?D,¢5-E}~—{EE-5,-&E},4=L
INE(I?G GJ—(l?G,&ﬁ},4=LINE(254,G}~(254,&
=) . 9= LINE(1?2,1)—(192,35),E=L1NE{1?3,1}+
(19, 55> . B8:LINE (194 _,1)> — (12949, =Z5) , 8:1INE (1
?5.11—(1?5 ETS) B8 LLINE(19&, 1) — (198, 35 .68
22X0 LINE{l?G,17}—(22&,1?J.E=LINE(170,1E
) — (220, 188 2 LINE (170, 19) — (220,193 L.INEC17
O, EG}—IEEG 20 LLINE(17O0,. 21— (220, 21> L 1IN
EII?D,I&)—(EEG.1&}ILINE(1?G,151—(220,15)
22400 L INE(170,0)— (218, 372z LINE(1&68&9,0)) — (2
18, S8 =LINE{(1&8,0) — (218, 32 ::LINE(1&7, O) —
(218, 40> e LLINE(1&6, 00— (2168, 4941)

2o2=c LINE(Z2Z20, O) — (170, ZFZ8):LINE (212,00 —C(1
HF,TE>LINE(Z218,0) — (168, 38 :LINE2Z217, O) —
(1E&7 .8 =2LINE(Z2186, O) — (167 . 58)

2248 CO PRINT CHRS (1 7)) : CURSOR2Z220 , SOe FPFRIMNT "
W' e CURSORZ24940, SOz FRINMNT ""W"'": CURSORZ:Z2SO, 10z F
RINT "W" = CURSORZ20O . SS=FRINT ""WwW*

2270  FORC=0T0O1l 100
2280 NEXTOC
2290 GOTOoO1O
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The Beginners

I know (and you do too!) that a hobby in computers can be very frustrating at first, what with words like “blowing
an EPROM” or even “booting up the system” flying all about the place!

The computer industry is so full of jargon that any beginner tends to curl up and die and disappear with the
rest of those unfortunate new-lings, well hopefully this new section, which will be appearing in every issue from

now on, will help put things straight. The Box of Bugs i

s meant to be a question and answer session, covering

the more technical topics, such as the art of programming or just write to me here at Grandstand . . . | promise

that I'll endevour to answer!
Okay, let’s get to work!

HELP! I NEED TO LEARN MACHINE CODE

“I've been using an SC-3000 for some time now, and
| have quite a firm grasp of BASIC. Now I want to
wander into the world of Machine Code, my main pro-
blem is where do | start. | wonder if you could help me?”

Before you can start to learn Machine Code on any com-
puter it is important to know which Machine Code your
computer uses. The type of Machine Code depends on
the type of Microprocessor used inside the beast. By far
the most common microprocessor used in the world to-
day is the Zilog Z80, this little black miracle is to be found
inside the Sega. In fact the one inside the Sega is known
as a Z80A and is a twice as fast as a Z80 but identical
otherwise.

The next step is to understand just what Machine Code
is. The best way to understand this is to compare a
Machine Code program with a program written in

BASIC.

In BASIC. what happens is that as you type in a pro-
gram, the program is stored in the computers memory,
and when you RUN the program, the processor (in our
case a Z80A) looks at each instruction and interprets

PRINTING ON

“There appear to be many methods of printing infor-
mation from a program on to the screen, but I do not
know what they all are, or which is the best to use! Could
you help untie this knot 'm in?”

The commonest, and most well known method of get-
ting data onto the screen is by using the PRINT com-
mand from BASIC. The Print command is very versatile,
and can tell the computer where to put the next lot of
information on the screen when used in conjunction with

the CURSOR command.

The micro (a term for a personal computer) keeps track
of where on the screen the current postion is, and at
the lowest level, PRINT will place the next lot of infor-
mation at that position. Oh by the way, unless other-
wise altered. the next lot of information will be printed
on the next line down. If you place a comma “,” at the
end of a Print the next lot of data will be printed half
a page across the screen eg:

it into a form understandable by the the computer. You
see, computers are really thick, when you type in a
BASIC program the computer does not know what on
Mars you are on about! It has to literally look up each
and every instruction one-by-one and interpret this in-
formation into a form it can understand! And this is a
very slow process! With Machine Code programs things
are a little different, when you tell the Sega to run (or
execute) a Machine Code program, the program is in
a form that is already understandable by the computer,
that is why it is called Machine Code, it is, in essence,
the machine’s own code, and is this fact that makes
Machine Code so blindlingly quick.

We now know what Machine Code is and roughly how
it works, it is beyond the scope of this magazine to give
a full lengthy run-down of Machine Code, but for those
who are really interested in learning this fabulous mode
of programming, then good news is availalbe, | am at
present working on a very easy introduction to Machine
Code, when it is complete, it will help ANYONE who

has an average understanding BASIC to add ZIP to their
programs! So hang around a while!

THE SCREEN

10 PRINT “hello !”
20 PRINT “good bye !”

will yield:
hello !
good bye !
but

10 PRINT “hello !",

20 PRINT *“good bye !”

will vield:

hello ! good bye!

Semi-colon “:” will cause the next lot of data to be
printed straight after the previous lot, thus:

10 PRINT “hello !'"’;
20 PRINT “good bye !”
will yield:
hello !goodbye!
11



Note that you may have to include spaces to stop text
from “Running into” one another! as has happened
above!

To alter the position of the next lot of data to be printed
on the screen, you use CURSOR. Try this little program:

10 CLS

20 INPUT “Enter a word”;A$

30 X =INT(RND(2) *36):Y =INT(RND(2) *22)
40 CURSOR X.Y:PRINT A%

50 GOTO 30

In the above program, line 10 clears the screen, line 20
asks you to enter a word, and stores it away in A$, line
30 generates two coordinates or locations on the screen,
these numbers are random and are stored in X and Y,
line 40 moves the current indicator of where text is to
be placed on the screen to the positionheld in X and
Y, the text held in A$ is then placed on the screen, line
50 goes back to line 30. It is worth noting that CLS not
only clears the screen but it also sets the next position
of printing to the top left of the screen.

The next, and probably one of most non-understood,
is the topic of CONTROL CHARACTERS. Control
characters are much the same as ordinary characters.
All CHARACTERS. Control characters are much the
same as ordinary characters. All characters are stored
in the computer as numbers, for example, the letter “A”
is stored as 65, so if you wanted to print an “A” on the
screen you could type either PRINT “A” or PRINT
CHR$(65), note that the latter is the control character.

HEX AND

“Can you tell me how to convert hexadecimal to
decimal? Why do programmers prefer hex?”

Hexadecimal is based on 16, and because of this hex
uses 16 digits — just as our normal decimal system us-
ed 10 digits (0 to 9). We use the letters A to F, in hex,
to represent the numbers 10 to 15.

As in any number system, the value of a hex digit
depends on its position. To understand this, try to
remember the time when you first learnt to count and
the idea of column values was introduced-units, tens,
hundreds and so on. Thus the digit 3 in the number 376
has the value 300 since it lies in the hundreds column,
while 7 means 70 and 6 means 60. As you can see,
each column moves up by a factor of 10 (1,10,100 and
so on). In hex the columns go up in steps of 16
(1,16,256,4096 and so on), luckily we don't have to
worry too much about this on the Sega, as the Sega
works in both hex and decimal. To convert a decimal
number to hex try the following:-

10 INPUT “Enter a decimal number ;D
20 B$ =HEX$(D)

30 PRINT D:” In hex is”";B$

40 Goto 10

As you can see HEX$( ) is used to convert a number
from decimal to hex. To go the other way (hex to

decimal) try:-
12

If you wish to see all the control characters, try the
following:-

10 CLS

20 FOR A=32 TO 255
30 PRINT A,CHR$(A)
40 NEXT A

This will print them all, see the “,” and “;” in the line
30? Good! The characters from 32 to 127 are known
as the ASCII letters and are standard on just about all
characters from 0 to 31? Well, these are set aside for
special purposes. Look at page 18 and 19 of the users
manual (or page 23 if you have the SF-7000 manual},
just ignore the first column for the moment because they
don’t interest us just yet. Look at the second column,

see all those numbers, well those are called control
codes, try the following:-

10 PRINT CHR$(12)

Now, run it see what happens? The screen cleared!
Nothing was actually placed on the screen, a function
happened instead! If you look down the list, you'll bump
into number 12, and lo and behold, 12 means Clear
the Screen! So if you wanted to shift to uppercase let-
ters from within your program (and this is the only sim-
ple way of doing it) you just type:-

10 PRINT CHR$(19)
and Bob’s your uncle.

As you can see the humble PRINT command is in fact
very powerful. I hope that this has cleared up a few of
your troubles!

DECIMAL

PRINT &H2A
this will print 42. &H signifies a number in hex.

The reason why Machine Code Programmers prefer hex
to decimal is that hex is much easier to convert to binary
than decimal to binary, and because binary is so fun-
damental to programming, this is important.

Especially in Machine Code, Programmers may need
to find the value of a single bit in a byte and because
hex is very close to binary, this can be done quite quickly.
Here’s an example:-

Imagine the number 245, this is F5 in hex, now Fis 1111
in binary, and 5 is 0101 in binary, so if we wanted to
know what the value of the left most bit was, we already
know, itis a “1”. Converting from decimal to binary is
extremely cumbersome.

For more info | suggest you grab a copy of both “Teach
Yourself Basic Games Programming” and a copy of
“The Sega Beginners Guide” both available from
Grandstand

Finally a joke. . .

Q: What did Shakespeare have to say about the hex
equivalent to 437
A: 2B or not 2B that is the question. . .

Well | thought it was funny!!



By W. Newsome

This game is truly brilliant, it is one of those rare programs that is written in BASIC and is still fast enough to
be totally addictive!

The object is really quite simple, if it moves . . . kill it, simple eh?! The beasties doing the moving are prisoners
of war, who are trying to escape from Grandstand . . . er .. .sorry Colditz! (theres not a lot of difference really!)

Okay, enough of this happiness, this program is almost serious! The object is to prevent POW'’s from breaking
out of the Colditz grounds, to do this you use a spotlight, which is moved by use of a joystick. When you see
a POW runnin’ for his life, you quickly press the fire button and end his existance on this planet. Actually, when
the bloke is snuffed out, there is a gory SPLAT sound!

It is important to keep an eye on the map on the bottom right of the screen, as this will show the relative position
of the POW who is currently trying to run away ('cos he didn't like the food. . .). Alsc watch out for the man
hiding behind trees and buildings.

So all I can say is ... type in this game, you'll love it!

10 MAGS=FPaATTERNCH1SO, "OCECEC7C7CFCFRFCFROC™
20O FATTERRNCH#H14&1 , "COFOFOFSFSFCFRFOCRFRC®Y
= PFPAT TERNCH1A2, "FCFCFC7OC7CE=CTCoOoC ™
4 FAaAaTTERMNMCH1OSES, "FOCOCFCFOCF8FsFoOoFOocCoOo™
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» * Updated and :
L ] . .
 Reduced Prices =
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Kypynr
pieces of software please contact Grandstand Computers
enclosing a cheque or postal order.
CARTRIDGES PRICE GAME CASSETTES PRICE
— BASIC LEVEL 1B $25.50 [ TOWERS OF HANOI $13.30
] MUSIC $50.00 T~ HANGMAN $13.30
I N/ISUB $25.00 — BUGALOO $13.30
| BORDER LINE $25.00 [ LASER BLAST 13.30
1 CONGO BONGO $25.00 — MUNCHMAN $13.30
1 YAMATO $25.00 _ ENTERPRISE ESCAPE $13.30
1 STAR JACKER $25.00 _ MARSMOBILE $13.30
] CHAMPION TENNIS $25.00 — MARS ADVENTURER $13.30
_ MONACO GP $25.00 . KALAH $13.30
[1 CHAMPION BASEBALL $£25.00 — CHESS $13.30
[ SINBAD MYSTERY $25.00 | BIT BYTE $13.30
[ VIDEO FLIPPER $25.00 1 CODE BREAKER $13.30
— PACAR $25.00 | BACKGAMMON $13.30
— POP FLAMER $25.00 1 LUMBER JACK $13.30
[ ORGUS $25.00 1 TRAMPMAN $83.30
] HELP! $£13.30
HOME/PERSONAL/FINANCE CASSETTES
1 FILE SYSTEM $13.00 EDUCATIONAL CASSETTES PRICE
1 CHEQUE BOOK RECONCILIATION $13.00 1 ROCKET MATHS £19.95
| LOAN & MORTGAGE CALCULATION $13.00 "1 LEARNING ALPHABET £18.95
1 GRAPH AND CHART $13.30 ] WATCH ME DRAW $19.95
"1 HUCAL $99.97 disc only spread sheet [ ] SPELLING 13.30
1 SEGA BASE $99.97 disc only database 1 ADDITION $13.30
— LOGO $72 22 disc only language 1 SUBTRACTION $13.30
™ MULTIPLICATION $13.30
SPRITE EDITOR $13.30
e EEG%E:;@ ~ TYPING TUTOR $13.30
_ LEARNING TO COUNT $13.30
TEACH YOURSELF BASIC GAMES PROGRAMMING $£39 95 1 SHAPE & COLOUR QUIZ $13.30
MORE THAN 50 PROGRAMS FOR THE SEGA SC-3000 $£24 .95 ] SEGA GRAPHIC DESIGNER $13.30
SEGA BEGINNERS GUIDE £14.95 ' GEQGRAPHY QUIZ | $13.30
SELECTED BACK ISSUES OF SEGA MAGAZINE $ 695 1 MATHS HANG UP $13.30
T S S W S S S S S S— — — — — _-—_—————-——————————————ﬁ
Il enclose payment |
| _ | . |
| | Cash | Cheque Postal order 1 Visa Bankcard |
| I
| NAME CARD NUMBER =
I ! : | I
| ADDRESS L3 8 by 01 i I
|
| CARD EXPIRY DATE. . l
J | .
I SIGNATURE CHEQUE BB ... v o vorisinn mn aom s ..
GRANDSTAND COMPUTERS LTD P.O. BOX 2353 AUCKLAND |

L————--———--——-——-———————————-—-——-—___-__'-
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SOFTWARE REVIEW

The following programs were all going to be reviewed in the previous issue, but unfortunately, arrived, a little late!

But not to worry, here they are. All these programs, and more information about can be obtained from:-
Poseidon Software PO Box 784 Hamilton.
Right . . . on with the reviews!

Time Capsule

This adventure game is a little bit different to the other two in that it is not gothic, instead you play the part
of an adventurer who must travel to the past and the future, and collect 3 objects to give to Doctor What? to
prevent the holocaust that is threatening our dear planet!

The scene starts as you are stood in front of the house of Dr. What?, next to me was a sign so I thought I'd

give it a read, It said “Beware of the mad scientist!” ... well [ thought should I go in or not, well 1 did, and
you know what I discovered? One of the most original and funny adventures I'd played in ages! Especially when
you get into the bathroom and type in “Go toilet” . .. but I'll let you discover what happens!

In the game you have got to travel to 10 different time zones, and hopefully here you will find the objects you
seek! The producers have even gone as far as to say that the game is like 10 adventures in one!

Once again ... a great game!

NOTE: The previous 3 games have all been adventure games, now it is just about impossible to review fully
an adventure game without sitting down for a few weeks with a dozen beers and a couple of tanks of coftee
on hand, so the reviews themselves are scanty and by no means complete . . . the point | am trying to make
is that they are all much much more complex and involved than say at first meet the eye . .. so please accept
my apologies if they are needed!

Vermin Invaders

It's funny really, this program needs no real introduction! Everybody knows what Invaders is and this is the Sega
version. One thing that is true is that this program is just as mean as the original and just as addictive!

There, as with the above game, to be heaps of screens, all full of nasties waiting to devour, destroy and generally
mutilate you!

One thing | did really like, is that in the original game of Spacies, you could help yourself by destroying the
beasties on the ends first and prolong vour life . .. well you can do that in this as well . . . Good stulff!

Zivorx Adventure (32k) From Flexisoft

A massive 88 room, user friendly adventure that is handsomly packaged with a price tag of only $14.95.

This must be the cheapest Sega game on the market but by no means sacrifices price for quality.

The game itself loads with a great graphic presentation screen which has the title printed in large red letters with
blood dripping from it (really neat and gory stuff!).

The adventure puts you on a baren island in your Viper shuttle with a distinct lack of fuel (oh dear!). Your mis-
sion is to infiltrate the great city of Zivorg which lies across the island. When (if!) you reach the city, you must
get in contact with an agent who will give you the identity of a rebel traitor whom you must dispose of. The
traitor is thought to have been receiving secret transmissions from Zivorx to Earth, and plans to give his vital
information to the evil Zivorx Federation who will, with the information, crush Earth and the rebel bases.

You know. there’s something about a good text adventure, and this one is no exception. It's like reading a very
good book, except you decide your own fate, and the descriptions of the locations are beautifully recreated in
your own mind! If you want a good, enthralling adventure, then go and get a copy of this!

All in all. a brilliant text adventure and another gem of a program from Flexisoft

Castle of Fear 32K only

The obiject of this Graphics Adventure, is to find Count Drugular (any relation to Vanessa ze Vampire or Count
Dracula?? I dunno!) so that you can save the world from his evil. Well, I'll be honest with you, I think that vam-
pires are brilliant and not evil. Right now back to the game. The graphics are quite good really, although | must
admit [ found the previous adventure a little easier to get into, but nonetheless this is a superb programming
effort, that is guaranteed to keep you on your toes for a few weeks!
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The Youngins (32k) From Flexisoft

The double decker bus with Rick, Neil, Vyvyan and Mike smashes through the Cliff banner and plunges down
a cliff and blows up! (Bad Karma man!)

Very sad, now that the “Young Ones” TV series is over, and the possibility that the boys are dead is even more
depressing'

Well cheer up! As this is just the beginning. Yes, all your favourite characters are back in this brilliantly funny
32k adventure. If you are a fan of the TV series (which you will be if you eat lentils!) then you will split your
sides over this game.

You play the part of Neil the pathetic long haired hippy who wakes up inside a space shuttle and must find
a way out! To make life worse you must get presents for Mike, Vyv and Rick.
Hilarious fun and puzzles as you try to find all the presents.

The things that really struck me about this adventure is the originality! It is really funny and original, with no
dragons to fight or pincesses to save. Just get Vyv some vodkal! etc.

If you did like the series and can relate to think you’ll make a good student hippy/anarchist/Punk/cool person
then vou'll adore this program, but only play the game whilst eating either the TV. lentils or curry!

Vortex Blaster 32K only

NO doubt, you have all seen the adverts for this program in previous issues of this humble magazine! So at last
| can tell you what it's all about!

Basically, the game is a very fast, and very exciting “lf-it-moves-shoot-it” type game! With the added bonus of
speech, ves that's right SPEECH, the program introduces itself as “Vortex Blaster” complete with an Aussie twang!
and when you start a new pattern (of which there seems to be many!) the Sega yells “Red Alert” all with outstan-
ding reality, and not a trace “alienation” that is so common with software voice synthesis.

To make you sweat that little bit more, you have to keep an eye on your shields and you laser heat!

All in all, vou'll love it! 1 did

NOTE that this will only work on the 32K model, but a 16K version is available but it does not have the voice
synthesis.

Transylvania Castle of Horror

This is a real el-neato game . .. | just love good adventures, and this is probably the best text-only adventure
on the Sega on the market to date.

Believe it or not the first room has no less than 4 puzzles in it! Good stuff, this is what adventures are all about!
(I'll give you a clue OPEN CUPBOARD)). | can’t recommend this game enough. What? What's the plot . . . real
simple, do away with Count Dracula before the rise of the full moon! But as you all know, all adventures are
murder to complete, and this one is no exception!

All | can say is if you like a bit of intellectual stimulation and puzzles once in a while, then buy a dozen copies
of this game!

Now. where was |, ah what does the duck head do?

A few years ago, there was a program called Hamurabi, and this became extremely popular in schools and with
people in general, the reason for this was very simple, the game was both addictive AND educational ... a
very rare combination indeed!

Well, this program is an updated version of that classic game, and what a game it is!

Okay, no doubt you are wondering how you are to play the game . . . well, I may as well quote from the
instructions:-
You are the ruler of a 15th century ltalian city state. If you rule well, you will receive higher titles. The
life expectantly then was shart, so you may not live long enough to win! The computer will draw a map
of the state. The size of the area in the wall grows as you buy more land. The size of the guard tower in
the upper left corner shows how adequate your defences are, if it shrinks, equip more soldiers! If the horse
and ploughman is touching the top wall, all your land is in production. Otherwise you need more serfs
who will migrate to your state if you distribute more grain than the minimum demand. If you distribute
less grain, some of the people will starve, and you will have a high death rate. High taxes raise money,
but slow down ecenomic growth. How long will it take you to become KING or QUEEN?

As you can see the game is really complex, but it is this complexity, that lifts the game above all other versions
| have seen on ANY computer. . .!
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Well, that just about wraps it up ... but here is a small list of some of the software that will be available shortly
from Aussie.
Power play chess:- currently undergoing tests in Australia and according to them it is really good. It is beating

the popular chess computer “Novag”. The program has speech and if it says it will checkmate you inside 20
moves [T WILL and there is nothing you can do about it! It has 8 levels of play.

Trillion Interceptor:- Sega’s answer to Scramble . .. but better.

Lightening Disc Basic:- a new disc version of the Sega’s BASIC is being written, this version, is about 20 times
quicker than the BASIC at the moment, and leaves the user with about 40K free . . . Not bad eh!?

Okay, what's the damage? $19.95 for Vermin Invaders, Kingdom, Text adventures
$24 95 for Graphic adventure (Castle of Fear)
$27.95 for Vortex Blaster

IN SHOCK !

Isn’t it funny how aliens and other evil nasties always seem to be nabbing harmless programmers (like you and
me!) and saying “No ... You can't escape until you complete. . .” and the task they give you is just about
impossible!? Well, sorry folks, but once again a nasty race of aliens called Kamikaze Kombat Katerpillars has
grabbed you, sedated you, (with a sledge hammer!) and thrown you on “The Grid.”

To escape, you must move around and collect numbers, then reach the exit with a score of 0! AND race against
time AND in the fewest number of moves! How on Pluto do you do it?

Well, let me explain. You start off with a total of (), then you can move up, left, right or down by using the
Q. 1, P and Z keys respectively, and in doing so you land on a number and that number is added to your score,
that square is then made 0. Now, if you have a score of say, 7 and you land on a square with the value of
6, your score does not become 13, but 3. This is called adding without canry. S ome other examples are 3+ 9 =2,

6+5=1, and 94+ 8=7. As you can see if the number goes over 10 then the “1” at the beginning of the number
is removed.
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Jr ... Vanessa’s Revenge

Many people have asked me how | got all those rooms
into “The House!” (There are over 200!) Well, [ won’t
tell you my coding techniques, but I will give you a hint!

The following program produces a system of doors and
rooms identical to those found in “The House!”
(Although “The House!” is a lot more complex, with pur-
ple people eaters, spells, gold, potions, fighting etc. .
). When you are in a given room, doors are shown,
leading North, South, East or West or any combination
thereof. If there is a door to the North, then you may
exit that door (Pretty obvious!!).

The object of this cut down version is simple. . .find the
ring. All the time the location of the ring is given and
your location is also given, so as soon as locations match,
you have found the ring. The program itself is very easy
and simple, so you can add as much as you like, thus
creating your very own version of “The House!”. . .!

Okay, as stated beforehand, here is how the doors are
stored. The only problem with explaining it, is that it
involves binary and bits/bytes. Now I'm not going to
give a lecture on binary math, so if you really want to
get stuck into programming, then | suggest you buy
“Teach Yourself Basic Games Programming, which is
a cassette and booklet combination, (Do | hear you say.
. .“He’s getting a lot of free adverts?” Oh well!l!). Well,
the book explains in full graphic detail the in’s and out’s
of binary and hex efc., etc., etc.

Now, where was [? Oh! That's right. . .binary. Well those
of you who understand binary...read on. Those who

don’t, type in the program THEN rush out and buy a
copy of the set (PLEASE!)

» | REM MH
1O ERASE=DIMA ((ZS 1D

Well, we know that binary numbers are made up of “17s

and “0"'s, and there are 8-bits to a byte, thus:—
bit no..... > 76343210
i DY 21 9

Note how the bits are numbered 0—7 and not 1—8.
In “The House!” bits 0-3 held the data for the position
of doors in any given room. Bit 0 was North, 1 the
South, 2 the east, and 3 the West. If a bit was reset to

0 then there was no door, if it was 1 then there was
a door. So here we go: —

bit O North 1. . .a door, 0. . .no door

bit 1 South 1. . .a door, .. .no door

bit 2 East 1. . .a door, 0. . .no door

bit 3 West 1. . .a door, 0. ..no door

So in the following example (bits 7 through 4 are
ignored)

The room with the data 9, which is binaryis 1 0 0 1,
has a North door and a West door, because bit 3=1.
which is West. and bit 0 = 1, which is North, the other
bits are all 0, therefore they have no doors in that
direction.

.. 1011, (11 decimal)

Let's take another example.
has: —

bit3=1, bit 2=0, bit 1=1, bit 0=1

Therefore, this room has doors to the North, South and
West, but none to the East.

In the program, the data for all the doors is stored in
the array A, in “The House!” The data is stored in
machine code. The data for the doors is stored in data
at the end of the program ... Okay! Understand?
GOOD!!

2 RESTORE: FORJ=0T0ZS1: READEB$z B=VAL ("2H"
+B%$) = A(J))=E=:=NEXT.J

= P FPF=INT {(RND{(S) #2550 : FIR=INT (KND (8> 250
40 SCREENZ.Z2:COLOR4A4 , 15, .49 CLS=LINEC( 100, 7
O) " (1S5S0, 120) . . BEzLINE(9S,.65) —(155.125) , .E
s FAINT (9.6 = FAT TERNSHO, *"FFFFFFFFFFFFFF
FF """ =M=z COL.ORK1-=

= CURSOR SO, 170 FRINT"Ring
K

HTO FRES TORE 10O FORJIJ=OTOS3:SFRITEJ, » «s ©:= RE
ADE., X, Y2 IF (AFF>ANDE? =E=ETHENSFRITEJ, (X, ¥
s e 15

ZO NEXTJ

SO COLOR1:EBLINE(SO, 1S50) — (0, 158> .. .BFzBLI
NE(SO, 180) —<(1&4, 188> . «. BF = CURSORZ20, 150:= PR
INT ""Moves"sM=:CURSORKRSO ., 180z FRINIT "“"You are
im room" s FF:z IFFF=FR THEN CURSOR&OCO., 10:=FKRI1
NT"You have fFfound the rinmng! ! "= BEEF: GOTOSBS
L

SO I$S—INKEYS$S: IFI$S< >""F"ANDIS< >"I""ANDI%$=< >
Q""anND IsSs< >"Z""THENSO

1 OO I=<(—1AaNDI$s="I"" >+ <(1ANDI1IsSs="F"" > + (—1494ANMND
IsS="A" )+ (1 49AND I%=""2Z")

11O I FI+FFRP<OORI+FF>=251THENZO
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IFISs=""AND (A FFY>YAND1 > < 1 THENYO

1 50O IFI$S="Z"AND (A FF))AND2=2)> < >22THENSO

14O IFIE=—"I""AaND (A FF)ANDA4)> < >4 THEMNYO

1 50O IFIS="F""AnND (A (FF>)ANDS > < 28 THENYO

160 SOUNDL ., L1O00O, 1S: FR=FF<+I:1M=M+1: SOUNDO:
CGOTO&SO

10000 DATAA,C,C., E,.E,E,EsCsg & . A, C. E,. &,2,3,
B E o Fally 7B, e SR Sy P By 35, B E e,
T iE g P gy Fg 1 gD o o E i S e BB B Py Sy FTasFoFaF,
i o I o o F aBe T e Ty e e P F By Ba B . B DB, F s
& W o D E D e By P Byt 3,8, 7B e P 7B,
= e

10010 DATAA, S5, P 7es BaF  F oF, 7, B, 7, B, C,7,=,
A E,;, 7ae B Do F . D Fo D, FyFiEyg SagSe=» B . FF o Foa
CesSOsFAFg = .y Dr "E"r F.F . B, P B.S, 29 E.F, 7. -,
S Ay Dy P o F o FoE,. S5, B, F,7:,2:sD,F&,3,A,C,F,D,
Dt Be 7+ 8, . E e 7o 35 LaBsC i FaE Oy, FsS, 1.0y
B s

10020 DATAA, F  C . F . 7.,.8,7:sB,F,C37,.8,C,&,%,
Dy, Eg Do Do EoF D . F,oG, B, &, 2sS5,2.8,D,C,C,S, B,
D, e DiDe P ol o e e g S, P D, iy S,
—

1000 DATAL, 120 &2, 2,120,118, 4,94, 90,6, 1
O, PO

If, like me, you are a bit of a Tolkein nut, then you’ll appreciate the following program.

It changes all the lower case (a, b, c,. . .z) letters into the Elven runes, although of course, you could alter the
program to u:se the upper case letters (A,B.C. . .Z) or perhaps sprites.

A couple of things must be kept in mind, the runes I and J are the same as are U and V.

The program could be used for, say, an adventure game you are doing or as a puzzle that needs to be de-coded.
1O DATA 8S8OoCOAOBSOCOACBO0O0

20 DATA COAOSOEOSOAOCCOOO

SO DATA S8O8080COAORO8s800

40 DATA 88838 DhsAsDSssssou

=0 DAaTaAa sS88aDsAaAsAaAs8ABasesea0 0

HOY DATA ASCSYOEO880808000O

7O DATA 8888020508888 00

80 DAaTAa SsCsSasdDaeaAagaagassoo

O DATA 1010101010101 000

100 DATA 1 O1O0O1O01O1O1 01 Q00

11O DAaTA O0A0DOFOo88aes88s800

120 DATA SOoCOoOAOOOo80808000

1 =0 DAaTA DSsAgDsssssseseasoon

19490 DAaTAaE Z2Z0A0686020530282000

1 =0 DATA S8O0ODOAOSODOAOBSO0O0OU

1650 DATA DOAOBOBSOBSUOAODOOO

170 DATA AOBOESBOACOACADOO

180 DAaTA SOoCOACCOAOOFOFOOO

190 DATA B8Oo8O0OEODOSO1 01000

200 DATA Z2070AB82020202000

210 DATA S8OoOCOAOFO88888800

220 DAaTA 8S8oCOoOAOoO88888800

o=O DATA COAOOSOAOCOB8O8000

240 DATA ASABAS 70202022000

== DAaTA F888F8SABABAB8ABOO

SEO DATA Z2ZO20202070A8AB00

=OCO RESTORE: FORA=OTOZES:®: READASsS = FATTERRNMC®A

+P7 A NEXT
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The Competition
of the Year!!!

- Well, here it is . . . the competition you've all been waiting for'

So, what's the Pnze’f‘ Well, were giving away a new, shiny SP-400 Printer Plotter! Valued at $4?5

The SP-400 is a very sophisticated printer, not only does it print letters, like all printers do, it also
draws lines, allows you to write text in ANY size, in any of four directions, in any of four colours and in
dotted lines if you like!

———

Below you can see a few of the possible print outs that are available, as you can see. the result is exceptional
. and now you have the chance of winning one of them . . . !

TR
ST IRl
..-_-._' F ._,._.:ll...... ..,"i‘
R T o
Ng el e -
G --
"_1; i
I"-‘:w-" _-.1-"'-_._\_ r':'l il
. Sy I-“‘Jl‘,..r £

bl Pty
- T

Well what do you do?

_5In the array of letters below, are hidden 15 words, you 1234567898012 345€8
= have to find them all! And then answer a few questions. ; . DV y (] . I_‘ ° A OL U U
: 0 ]
: Heremtheanap,.,glggﬁ 'E ﬂJ,._
=- Right, now here are the questions: E ﬁ P }B- 1 ',:B: _*“;‘*ﬁ.\a,’ E
. 1 J ]
=: 1] What does RAM stand for? g N A ¥%| I1H M P X R """-" J
_ oes stand for: 8 T E olIlala H -1 - E G A
=- 2] What is the SJ-3007? 3 f& U MIUMRLE P14 RD L
' ? 10 A U RIPIEICTR_AND € A NI
- 3] What is the SF-7000 11 1S/ M X A %% K DD HY
- 4] How many colours does the SP-400 have? 12 F B 3‘% W /R '." C Y Z K ﬁ
' 5] What does the “H” denote on the SC-3000H 13 E\H R 2 [E) T E/ R £ B NRPL .
-1: computer? 15TT¥FCJHBSPC %F
=: And that’s it Now the rules. . . 16 v WJHFCHNYOAGQ M

1) Only one application may be made per family.

2) The judges decision will be final.

3) No correspondance will be entered into.

4) The winner, is the first person whose name is drawn from a “hat”, who has all 15 words correctly
located, and answers all the questions correctly.

5) The winner will be notified by post on or before the second week of February.

6) The closing date for the competition is 5.00pm on January the 31st 1986.

If you don’t wish to cut up your mag, then photo copy the square, put a ring around all 15 words, send
it with your name and address, and the answers to the questions to:

The Competition
Grandstand Computers Ltd
CPO Box 2353

Auckland

Well that’s it! So get to work, and who
knows, YOU might be the proud owner
—of a brand new SP 400 Printer Plotter!

Competition . .. solution ﬁ?‘ﬁ
Words to look tor. . . \:
# “ .‘me ru“.,’r r m HIHT -t , f‘“%’u‘; i {/’WWH/'{W';;;E: LﬁfW I‘—

[T LRRLRERELRY “' ‘“”

-\--\_

GRANDSTAND#DISCDRIVE! CARTRIDGE INTEREACECOMPUTER? CASSETTEr MACHINE L
PROGRAM, PRINTER: PLOTTER-MONITOR MICROSEGAr CODE-TV & . ..

AL \
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o
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R T TLUARUUUCRYANRENRL AR RRULARARRA AR NN\




The Purple People Eaters Weed Garden

Michael Howard

Once more tolks, the PPE’s are wreaking havoc on Earth! This time they have planted some nauseus plants
called “Colinus Vulgaris” (a bit of Latin culture there!), commonly known as “Yuchweed”. After some 3 weeks,
the green horror had spread all over the land, devouring and smothering kiwifruit crops, grape crops and even
television aerials, but the crunch came when potato crops were threatened. Parliament debated the situation
for 72 hrs. With such questions raised as. . . “Where are we gonna get the chips for Fish and Chips?” So that
was it! That was enough! It's one thing threatening the boom Kiwi fruit crop, but threatening spuds was pushing

things too far. You have been summoned to combat the crazed chlorophyllic creepies! (The reason you’ve been
chosen is that you're expendable! Ha Ha!)

Okay, enough of the waffle. In this game, you steer a bucket full of super, multicoloured, megaterrific, hyperfan-
tastic, all singing, all dancing, overpriced, weed exterminator by using the “P” and “G” keys to steer right and
left respectively. If you hold down the shift key as well as “P” and “G” you’ll move the bucket at double speed.
To drop the contents of the bucket, press the space bar and the weed underneath will wither away ... well
for awhile anyway!! Because after a short while it will grow back! With over 15 plants to choose from all growing
at random speeds.. .this game is fun and not for the faint hearted!

The game ends when a weed hits the top rail on which you travel.
The High score is 646, attained by my cat “MegaPuss.”

1< KKEM MH

= ERaAasSE

iy IDEMM X 173

Q4O FPFP=2HICDC

a0 S=0O

SO 2= HRsS$ (1 494494)

L0 LS

S0 CURSOR S. 1= FRINT"The FFE = Weed Gar de
I_.' L |

O CURSOR 2 E R EIPNT " 2 - s

s FORAa=& T0

- P
o™ —

1S FRINT ==

s CURSOR .A=FPRINT"*™
NEXT = CURSOR 2.

= — k- K - F-_§ % 3§ ¥ 5 & ¥ " SLL

100 VFPFOKE P, 229

1 1O AE=IRNNT (KND (8> 1 7> +1 =2 HA—=HH(A)+1=zs CU——~RSO
F A+, 1656 HOA 2 FRINTZSE=2 I FHA)Y 1 O0OTHERN1LSO

1 20 IF RND{(8S8) . & THERM 1 1>

1530 AsSs=INKEYsS$s: F1={(A$et=""Q@'" ) —(ASsS=""F" ) +2 (A%
=" Q") —X2% {AS s —~ Ml L~ F+FF 1< 2E-H==CD 4 O -1 -
Z2EH=Z=CESY THERN 1 OO0

14940 IFAS TTHENSOUNDL , 200,
= G=0INRNT (A" D4OD)

-

1O A=F —&HSC O

SO

s R=(A— (2[00 ) —TFGa 5=5-+rH(G) =2 CLIK
LO, 1 8=FRINTS=FORASTOLS:: CURSORQAQ~2 A

RIMNT "™ TaNEXTaHQGQ)))=0: F1=0Cz SOLIINDO

150 I FF1L=C0THEN1OOD

160 VPOKEFRF, 129 P=FP4+F 1

170 GOT0O : S 8 L&

180 FORA=OTO1O:=: BEEF=NEXT

19C CURSORO, 21

200 FRINT"Oh dear - - it " = all owver ' ' '

=21 FPRINT:=FRINT"Fress a kEkey to contimue"
220 IF INKEYS="" THEN 220 ;,'n,

Lo

30 GOTO 1O lyﬁﬂﬁ:’l
RO ¢ AT
P A LR
Ko A DA ni%"‘la"'%;
I RAAT - SIS )
%%i “’# hﬁ%‘ s "F""ﬁ, (3t a SCE — qﬁ?ﬁ'ﬁ?ﬂh 2T A0 B e OOy *E’ hﬁ_&?ﬁtﬁ%ﬁi
S R P L e T R R B e S A R R A L s L s
R a0 7§ raTh 0 S B B W S 2 0 e 0 D S O M B 4 W > W2 SAS O NS v
ﬁf;,l-.#;ﬁ a'eﬁqzagl!:,;g’s;g l@fi? 163 hﬁ"-wi_i.-.**ﬁt-;ﬁ:.l g;ﬂﬁ-i;;%!};g%@ "’E:'..QE‘; 5 L o s : ﬂ".&jﬁmi:‘; 1407 %
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Paala ano

her Qoest

For Ballofos ...

The Earth stood still the day Paula decided to declare
war (for no apparent reason) on an Innocent, pacist

race of Balloids on the planet Pentes. Balloids are small
furry spheres of good intent, and look somewhat like
“tribbles” from Star Trek” ... small, cute and cuddly!
Paula on the other hand, is mean and evil, totally
malevolent with a cackle similar to that of a witch, that
could easily raise the dead!

Now. no matter what Maria (she thought she was perfect
and anyone wishing to destory innocent creepies is
mean. . .(she’s right!) did to stop Paula from tulfilling
her hateful quest was in vain. There is no way that Paula,
the evil boss of Mutant apples, (and the sworn foe of
Kamifaze Kombat Katerpillars — who are the sworn foe
of Purple People Eaters — who are the sworn foe of
Siddy Superspook — who is the sworn foe of Vanessa
the Vampire — who is the sworn foe of Fearless Fred!)
was going to relinquish her campaign of slaughter. As
soon as she had got a couple of bottles of B ourbon and
placed them in the cargo hold of her Triumph powered-
Meta galactic, fuel injection, turbo space vehicle (called
“Trike”) along with her cookies and black
leathers . .. she was off! Off on a destory crazy trip to
Pentes. Luckily for the Balloids they detected her com-
ing on their DATIDAB scanner (Detect All That Is D
opey And Brainless), and managed to assemble an ar-

10 RREM MH
=20 CLS=FAT I TERNCHY. 9.

my of elite Balloids. As soon as Paula landed on the
planet surface she could tell that something was amiss.
“So this is where Vicks Vapo rub comes from!”, she said
giggling to herself, as she sniffed the atmosphere. Then,
on the horizon came an army of muscly Balloids, arm-
ed to the teeth with knitting needles, but Paula wasn't
scared.

The battle that commenced, is controlled by YOU! You
must (as Boss in Chief) move your army of Balloids to
completely contain Paula, by entering some coordinates.
You can move 1 Balloid at a time in any direction in-
cluding diagonal, but only to an adjacent square. The
computer plays the part of Paula, and uses Artificial In-
telligence (which makes up for her lack!) to move
around. She eats Balloids by jumping over them (similar
to draughts or checkers). Your job is to make it impossi-
ble for Paula to move, by pinning her in a corner and
completely surrounding her. From whence you can do
lots of nasty things to her, like torture her, to name but
a few things!

Some Notes: The coordinates are given in the fashion
E2D3, ie. you want to move from EZ to D3.

In the listing, the “@" ’s are in fact solid black squares,
and the *“+ " is a small man. The funny looking “e” in
lines 210 and 270. is also a black square.

OO 7TODS8ABABD8 SO0 0 Y 2 FA

TTERNMCH#2S=, "D8DS8OO200088 70" e FAT TERNOCHAS4S,
T OOOOOO S S 22000000 CURSOR2,O=2FRINT "Faul a
2 her ggquest for Balloids'

=0 As=—"
o i R e i Ui
1245657

40 DIMAET (80) . F$ (4) =
CA$S.A. 1)) 2NEXT

=0 Z==Z:G0T0110

12244567 AEE,
- - = - DEOOOOOOOEFEE000EaEaEFGGEaza000E=E2i6

- - BEAaEEE.

- -EEBE- - - .

FORA=1TOSO=AS (AY)=MID%

HO DE=1:CURSOR11 . &:FORA=1TO71STEF2:z FORE=

OTOS: FRINTTAB(E+11)sA (A+B)) § =

O"" THENDE=CO
7O NEXT:FPRINT:=NEXT

IFAsS (A+BY ="

S0 PRINTSFC(12) 3$ "1 234567 "= FORA=15STOZ1 2 CU
RSORO . At FRINTCHRS (5) = NEXT

S0 IFDETHENCURSOR1Z2, 18z:FRINT"I win!!"zsEN
D

100 CURSORO., 1Sz RETURN

110 GOSUE&O

120 INFPUTGS

1 =20 IFLEN((GS) < >4THEN1Z2ZO

140 FORA=1TO4:FS (A)=MID$S (GH, A, 1)z NEXT: G=

P (ASC (FS$ (1) ) —&EG4 ) +ASC (RS (2 ) —4 7

10 H=9# (ASC (FS$ (=) ) —&4) +ASC(F$ (4)> » —47
1650 I FAS (G < >"0O0"ORASsS (H) < =" . "ORAEBS CASC (Fs$
(1)) —ASC(FS (S22 ) > 1ORABS (ASC (F$ (2> ) —ASC (F

% (494> ) ) 21 THEN1 2O

170 AS(GY)="_"=2Ass (H)=""0" :: GOSUESO

180
13 (zg<)>)FZ1s§ =" _, X))
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190 FORX=1T0O8:=N=/AmSC {(MI1ID*$ {(B% ., X,

12> >—50O: IFZ

+=2Z2Z¥whN< 10RZ+2Z2Z2N>-BOTHERNIZZO

=00
O

210 A% (£ )>=""._.
GCi= 1 =

IFAS (Z4+N> < >2"ODO0"ORAS (Z+2xN)> < =" . "THERN2Z22

T eSS (Z-NN)Y=""_ "2ASS (Z+2%)="&"3
Z=F 4+ GOSUESO:=2 BEEEF =2 GOTO1L90O

22T NEXTX

. L IFE=1 THERNN1L ZO

—gy FORX=1T1T02=

250 N=ASC (MIDS (B$ . X . 1> ) SOz IFZ+MN< 10RZ+N >
SO THENIZE8O

260 I FASs (Z-+IN) < . T"THENZ28O

270 AS(Z)="_"asAaS(Z+N)="é@" 2 Z=2Z2-+rNe:G0O0T7T0110O
280 NEXTX

290 CURSOR1I1IZ.18=2FRINT "You win"= ERND

N

This program (small it may be) does one thing. It takes a while, but the result is worth waiting for . . . it draws
a 3D picture of Saturn, and Saturn rings. It also incorporates a simple, but interesting, form of shading.

10 SCREEN Z2,2:COLOR149, 1, . 1:2CLS

20 X=1268: ¥Y=90:z IN=_.08: R2=226

=EO FOR R1=100 T0O &5 STEP—S

4O RZ=R2Z2—1

SO FOR TH=0O TO Z#FI—IN STEF INC

SO LINE(RLI*COS(TH)Y) +X_ RZ*SINC(TH) =Y )>»)—(R1»C
OS(TH+INC) +X_RZ2H#SIN(TH+INC) +Y)

27O NEXT TH

S0 LLINE—(R1L4+X, Y)

O NEXT K1

100 BLIRCLE(L1LZ2Z28, 90 ) 4 59043 g 1 g a DS 1 BF

d 10O RE2EwmBNO:ST=.01l05:1 CIRCLE(LZE, 0O . S0, § 1 1
o

-

120 FOR R1=4&& T0O 1é& STEP—45

150 FOR TH=FI/Z2Z2 TO 1 «a I STEFE 23257

190 FSET (IR1¥OCOS (CTHY X . RESINC(TH)Y Y

150 NEXT TH: ST=ST=+_.0OO0O%9::NEXT K1

Merlin the Cat

This program is in remembrance of the best cat who ever lived . . . Merlin the black cat! Those of you who have
seen the front cover of “More Than 50 Programs” will have seen the cat, well that is little old Merl-Merl!

Just run the program and see the result.

Do cats get to eat mice in heaven? | hope so!

1 REM MH

10 DATA Z7F7F 7FFFFFFFDFCF" |, "C3CO&60&60CIFO
TOO" , "FBFEBFBF 7F&F&SECES" . "FFFFOOOOOOB87FF 7
8", "O00O0O0OOOOO0OO0OOOOO0O" . "O10SZ0O07070F1F1F3SF™"
s "TOOOOOO0OOOOOOO1FFF" "FFFFFFFFFESBEZ77FB"
20 DATA" Z77ESES IS8 38387058 " . "1ECCO0O0000COF
S8, "S000000000000000" . "OOO0OO0OOOOOO0OOOO
O, "OO0OOOO0OOOOIZOFFFFF" . "FFFEFEFEFC7B7B77"
s "O10Z20EFEFEFCFEF&Y . "F&FC7C3I81EFFFEEO"
=0 FORA=OTO1S: READA$: FATTERNSH®#A, AS: NEXT
40 MAGlL: SFRITEO, (SO,S0) , O, 1:SFRITE1, (SO,
=4) 4, 1:SPRITEZ2, (6&8,S0) .8, 1:SFPFRITES, (&&,
=4 12, 1
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Book Reviews

Instant Programming on your Sega SC-3000

At last a book is available that enables the absolute begin-
ner to learn the art of programming. In fact here is a
quote from the introduction ...

“This is a book for beginners. It's for people who
have just acquired their Sega SC3000 and want
to write their own programs for it. It takes you step
by step through the functions of the computer’s
keys, introduces you to the BASIC commands
you'll need to write your own programs and shows
you how to put them together into programs that
really work.”

And that just about sums it up! The book is extremely
easy to read and is laid out in what | would call quite

a unique manner. The first half of the page is called the
“action” column, whilst the right hand side is called the
“result” column, so by cross-referencing the two columns
you get a true insight into what is going on! When you

do something, by following what is written in the action
column, you get a result, and that result is already
available in the result column, so you can check if you
have made a mistake or not!

Another really nice touch is the way that new topics and
major commands are shown by the use of mice. The
first cartoon demonstrates the use of the CLS instruc-
tion (Clear the Screen), it displays firstly a load of mice
on a mock-up TV screen gobbling up cheese (it only
| had my cats, Saskutz, Merlin or Megapuss here!!), then
as soon as you press the CLS key the mice all disap-
pear! (Good job) and that's it ... | mean you couldn’t
really expect an easier way of describing the command,
could you?!

This book covers everything from simple uses like the
delete key to nested loops and data storage ... all in all
a great book!

21 Fabulous Programs for your Sega SC-300 Computer

Here we have another one of those most useful of
books, the book of programs. | mean, it's all well to teach
someone how to program, but a book of programs
shows a person how to implement those skills ... that's
why [ like books of programs!!

This book, contains twenty one medium sized programs
and gives a “How to use” sections, a “Notes on the pro-
gram  section, a “Changes you can make” section and
a program listing (of course!!). The book contains such

programs as lic-Tac-Toe, light show, horse race and
Sega poet.

The two books are going to be priced about the $25
mark and further information can be gained from:-

Watt's Bookshop Ltd
Books ‘A’ Plenty
PO Box 383

Tauranga

ANOTHER SEGA BREAKTHROUGH

From Flexisoft

NEW! Zivorx adventure 32k
A truly epic space adventure. Only $14.95.
(review in this issue)

Dungeons Beneath Cairo 16k/32k

The game that became a classic in it's own
time. A true Dungeons and Drgaons ex-
travaganza $29.95.

NEWI!! The Youngins adventure 32k only.

The hillarious adventure of Rick, Neil, Vyvyan
and Mike! Only $24.95.
(review in this issue)

.One Day Cricket 16k/32k

NZ vs Australia. This topseller is now back in

stock. A mere $29.95 for true family fun at
Christmas.

Available now from:

Softshop 421 Queen Street.

South Auckland Computers and Electronics, 214 Great South Road, Papakura

FTC in Hobson Street.
or use our express mail order system.

Cheque, Postal/Money order, Visa and Bankcard accepted. P & P included in Price. Send to
South Auckland Computers and Electronics P.O. Box 720, Papakura.

Dealer enquiries welcome




WALLYJACK

Michael Howard

This is the best dice simulation yet! (Well, I like it!"!) You can have up to 5 mates play against the computer
(who is called Wally). Firstly you enter all your initials, (up to 3 digits long), then the game starts.

The object is simple. Either roll the dice 10 times without getting a score of over 31, — this gives a cheat and
pays heaps, — or get a score of 31 with 10 rolls, thus getting a Wallyjack cheat, which pays megabucks!

You can bet after the two rolls . . . which are given to you automatically. To roll the dice again press D, to stop
press S. When you stop the next person has his/her go. Wally goes last. If no one gets a cheat or Wallyjack
then the person with the highest score wins.

The game finishes when someone gets to be $1,000,000 or someane has no money!
The game is really addictive. | hope you like it!

10 DEFFNR{(X)=INT{(RND(8) *X) +1

20 SCREEN 1,1:CLS

30 INFUT"How many players?(1-5) "iNF: IFNF<10RNF>3THENZO

40 NP=NF+1:PRINT"And me makes"iNFi"!!"

o0 ERASE:DIMM(NF) ,SC(NF) ,F (NF) N® (NF) ,R&(NF) ,CI(NF) ,BI(NF):N$&(1)="Wal ":EF=0
S0 FORI=1TONP:M(I)=100:C(I)=2:NEXT

70 PRINT"My name is Wally!'!"

80 PRINT"Flease now enter players names":FRINT"Flayer# 1 Me...!!'"
0 FORI=Z2TONF

100 PRINT"FPlayer#":13

110 INPUTNS(I): IFLEN(N®(I))>3 OR LEN(N$(I))<1THENBEEFPZ2: GOTO100
120 NEXTI

130 CLS:FRINT"Fleased to meet you ":FORI=ZTONF:FRINTNEC(I) :NEXT
140 PRINT"Okay,because I'm so brainy I°11 deal!'"”

150 PRINT"I?11 deal to all plavyers,then to me"

160 PRINT"Press "D° to Deal,.’5" to Stick"

170 BU=0: PRINT:FORI=2TONF:SC(I)=0:FRINT"Get ready "iN$(I):PRINT"You have $"iM(1)
180 J=1:605UB840

190 J=Z: 6AOSUB8B40

200 INFUT"How much do you bet™ "SMB

210 IFMB<10RMEB>M(I) THENBEEFZ: GOTOZ00

220 M(I)=M(I)-MB:B(I)=MB

230 BEEF: BEEF: BEEF

240 AS=INEEY®$: IFA$< >"D"ANDA$< *"5" THENZ4Q

250 IFAS="5"THEN320O

260 J=J+1:C(I1)=J:6G0SUB8B40

270 IFSCC(I) >*31THENC(I)=-1:FRINT"Busted. ": BU=BU+1: GOTOZ20

280 IFSC(I)=31ANDC(I) >9THENFRINT"You"ve got a WallyJack..% a cheat!!'":60T0320
290 IFSC(I)=31THENFRINT"You ve got a WallwyJdack!'!":60T0320

300 IFC(I)>9THENFRINT"You®ve got a cheat!!'":60TO3Z0

310 GOTO230

320 BEEP:FORX=0TO300:NEXTX,I

230 PRINT"Dkay my go...'!"11=1:15C(1)=0

340 FRINT"I have $"iM(1)

200 J=1:605UB840

360 J=2:608UBB40Q

570 PRINT"I"11l bet &"j

80 MBE=M(1)#%*,2

SS90 IFSC(1)<BTHENMB=M(1)#*.25

400 IFSC(1)<6THENMB=M{(1)*.5

410 IFSC(1)<4THENMB=M(1)%*.75

420 IFSC(1)<3THENMB=M(1)*,85

430 MB=INT (MB) : IFMB< 1 THENMEB=1

440 PRINTMB:M(1)=M(1)-MB: X=2:B(1)=MB

450 Fl1=0:F2=0:FORI=2TONF

460 IFSCA(I)=31THENF1=1

470 IFC(I1) >9THENFZ=1

480 NEXT

490 I=1:X=X+1:J=X:C(1)=X:G0OSUEB40

500 IFSC(1) »31THENPRINT"Busted...Huh!":C(1)==1:607T05%0

510 IFSC(1)=31ANDX>FTHENFRINT"Ha Ha,l1’ve got a WallyJdack % a cheat!":60T0390
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920
-
=40
290
=T=18
970
=80
o970
&00
&£10
&£20
&30
&40
Ho0)
a&0
&70
=1=18
&£90
700
710
720
£330
740
7320
760
770
Fga0
790
8OO
B10O
B20
B3O
8B40
BS0O
B&O
B70
880
890
QOO0

IFEBC(1)=31THENFPRINT"I*ve got a Wallydack!!":6G0TOS%0
IFX>9THENFRINT"1°ve got a cheat!":60T05%0
[FBU=NP—-1THENS?0

IFFZ DR F1 THEN4%0

FORF=2TONF

IFSC(F) >SC (1) THEN490

NEXTF: GOTOS90

FORX=0TOD400: NEXT

CLS:FRINT"Okay here’s a rundown"
FORI=2Z2TONF

FRINTNS (I) ; : GOSUBBSO

FRINT:NEXT

PRINT"Wal"3:I=1:5605UB850

FRINT:FRINT

FORI=1TONF: IFF (1) THEN73O

NEXT

X=0:FORI=30TOOSTEF-1

FORJ=1TONF

IFSC(J)=ITHENF (J)=2: X=1

NEXTJd: IFXTHENZ30

NEXTI

DF=0:FORI=1TONF

FRINTN&(I)3" “"3:As="lost "1 IFF(I)<>OTHENA®="wins"tM(I)=M(I)+B([)*(F(1)+1)
FRINTA®:"..now. . $"iM(I) " left": IFM(I)<=0THENDF=I

IFM(1) »=999999THENEF=1I

NEXT: IFDFTHENBZO

IFEF THENB3IO

FRINT"Fress a key for next game"

IF INKEYS$=""THENSQO

CLS:GOTO150

FPRINTN${(DF)1" Has lost....... "rFORI=1L3STOOSTEF-.25:SOUND1,110O,I:sNEXT: END
FRINT"We have a Millionaire! !":FRINTN®(EF)3:" can you lend me $5S7":END
S=FNK (&) :PRINT"Roll1#"3Jd3"..."3853i" Total.."::SC(I)=5C(I)+S:FRINTSC(1):RETURN
FRINT" Total"ijSC(I)s5:F(I)=0

IFC{l1)=-1THENFRINT"...Ha Ha..."isTAB(Z3)§"$";B(I1)§" bet"
IFC(I)<>—1THENFPRINT" Off"3C(I)s" dice";sTAB(Z2S):"$";B(I):" bet"

IFC(I) >9THENF (1)=2

IFSC(I)=31THENF (I)=F(I)+5

RETURN

ANOTHER SEGA BREAKTHROUGH

now available for your Sega

Gold Mind ($29.95) A challenging new game taking you to the depths of an old haunted gold
mine. Your aim is to escape from the mine with as much gold as you can.
This new fast action game features excellent graphical animation and four screens of action.

See the review in the next magazine.

Froggy ($29.95) Help Froggy cross a busy road of traffic and across a raging river. This game
features smooth animation and high speed action.
See the August issue of the magazine for a review of Froggy.

These two games are available at the following stores:

Farmers (Hobson Street)

South Auckland Computers and Electronics: P.O. Box 720, Papakura

Softshop: 421 Queen Street

or use our Express Mail Service:

Send cheque UTo: South Auckland Computers and Electronics

money order P.O. Box 720
Visa, Bankcard Papakura
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This program is another one in my list of Artificial Intelligence series, and let me warn you now...this little gem
is a real pain in the “You know what!”..it gets a code of 4 digits, that you make up, in less than 7 moves!

Now, I know that you know how to play Mastermind, you know the peg game? Good! Well, instead of some
lousy computer setting up the hidden code and you trying to guess the answer (or at least work it out), YOU
make up the code and the computer tries to work out the code!

You firstly write down a 4 digit code using the digits 1,2,3, and 4 (eg 1422). Then RUN the program. Once
the Sega has made a guess, enter it's score as follows: The first digit is the number of “blacks”, these represent
a correct digit in the correct place, the second digit being the “whites”, these showing a correct peg but in the
wrong place.

As an example if the code you made up is 1234, and the computer guesses 2231, then the answer is 21, because

there are Z numbers in the right place and the right number (numbers 2 and 3), and one number is correct but
in the wrong place (that number is the number I). The game finishes when you give a score of 40 (all numbers
in the right places).

The program is quite slow, but sometimes it can be quick so please bare with it! If for some reason you enter
a wrong score, the computer will actually be able to tell you at the end of the game! (depressing isn’t it?).

The reason for using only the digits 1, 2, 3 and 4 is because it strikes a balance between speed and difficulty.
Anyway I hope you like it, and it certainly is a lot of fun at a small gathering of computerniks.

1 EMM MH

10O CLS=FPRINTTAE(BS?> 5 ""BEl1 ac k= Whaite"

=20 DIMACLO, S5 . Z2% (4)

=) Z=TNT (RND (8> 4> +1 = (O%F—MMI1D% < ""1>=Z41=>2=
L g 12— L2 2 FORA=1TOAz: Z (A)=MIDSBSB (2SS _ . ~. 1> =
T

L3 ) S=—1=GG=1= =1

= FORZI=STO94: FORY=ST0O09 = FORX=ST049:=FORW=ST

o
NE X

SO A(G, 1) =72:s A(G.2=YeARARA(G, 3 )=X=zA(G, 494) =W
O I FGE=1THEMN1S8O

SO FORT=11T0G—1

For E=—4

100 E=ACT, 12 2L=ACT .2 2M=AC(T.5):siN=ACT . 9>
1 1< FORF=1T04%

120 R=AaddG.F2>

1 530 E=E+ (K< FF.ANDFR-= 2LanNDR-< =ManNnD~-< >IND)

140 NEXTFHF

150 E=E4+9% (—(Z=F.) — (Y=|_) — ({(X=M> — {W=NID> )

1 &0 ITFES AT S5 THEN =SSO

17O NEXTT

180 CURSORO G=FRINTZ$SSC(CZ)> 5 * ot B R Bt BB L e 4
€ (X)) 5 " s Zs (W) 3

190 A=
=00 FORF=OT0O1

Z10C EBE$Ss=INEKEKEYS$S: IFB$< "O"ORES ~"4 " THERN=Z1O
—20 BEEF

250 As—As+EBE$

— LR D IFINKEYS: =>""THENZ299O

2990 NEXTF

260 I FVAL(LEF TS (A$, 1) )+ VAL (RKRIGHTS (A, 1) )
=G THEMNL SO

=raa PRINT*" "SR LEFTS (A%, 1>»s5 * CTISIRIGHT
T (A, 1)

280 AG, S =VAal. (ASs )

=900 O=0O=G=0GC+1

=00 IFG=11THENFRINT"I giwve uUpPp...'!'!"“apBnND
=10 I FVAL (AT) =40 THENFRINT,. . "I guessed th
e code 1 Nn""sG6G—1:35 " goes''= ERrnND

== I FVAL (AsS) ==OTHENS=S+ 1

== IFVAL. . (AT ) - 1OTHERNS=S2O

=S40 I FVAaL (AsSs) << Z2Z0O0THEN=ZSZSO

a
N




SO IFVAL (A% ) < SOTHERNS 7O
2SO0 NE X TW

70 NEXTX

=80 NEXTY

=50 NEXTZ

4O0 FRINT"You cheated. - ' ' "

Maths

Maths can be fun at times! 1 REM MH

Have you ever wondered how some loopy mathemati- 10 CLS ¢ 3
cian has been able to guess a number you are holding 20 INPUT “Please enter a number (111-999)":x

in your head by asking you a few simple divisions and 30 IF x>999 or x<111 THEN 10

then telling you what the number is? 40 x$=5STR$(x)

50 =xXd+
Well if so, then this little program will be of interest to 60 :$= Vifl_(:;

you. To run the program just enter a number in the 70 PRINT “Step A...":
range 111..999, and after a few steps the computer will Bg xE- o, e ¥
have got the number you entered! 90 PRINT “Step B...":x

| won't explain how it works, just play around with it. 100 x=x/11
I'd like to hear from anyone who comes up with some 110 PRINT “Step C...";x

similar maths puzzles. 120 x=x/13
Math  fl 130 PRINT “Last step”;x;”.....";
b g ode 140 PRINT*WOW!!” St Mass 12

=7

The Earth bv Andrew Upjohn

This little program (in fact there are two of them) is one of my favorites, and | take my hat off to Mr Up john
for his work on this.

The smaller of the two programs is a demo showing the moon revolving around the Earth against a back drop
of stars (isn’t it romantic!?).

The program could be used for many things ranging from education to the basis of a global warfare game or
some such manic game.

Any way, I'd like to see any programs that arise from this brilliant code, just send them to Me (Michael) at Grands-
tand, and I'll gladly publish them.

1O REM HEMI —SFHERES
20 SCREEN Z.21CLS=COLOR3,1, (O,0»—(2Z255.1%9
12 , 1 =sFP=5200

X CIRCLE (9 S, 2%) . 27 3353 1,0, 1 CIRCLECLS S, 2
Y g il Al &

4O FOR I=S8T0 1Z2Z99: FREAD AF. X. Y FAT TERNMCHFE
n AS: CURSORX 470,  ¥Y+S5S e FRINTCHRS (F aNEXT L

=0 DAaTA S8O0O9000484048 0 4 57 ,001098FES 71 00F 51
s 10O, —2, 0101001 CCE7"FOCO181 ., 18, —<=. S8S8FFCOC ZEgsS .S
SOSE . &6 . —1 _

HO DATA S81CO40440406O0=0O10, 18, S D7 7949060049045
OQ4oOoOC7 8, 266 .  EEBSSP1FOE, 21 .14, 4000 7000000
F&9ES8 . 29, 19

7O Datea 08981018080 CO&802 28, 22, COSOZ0 580
EOSO10S, 537 .20, 10020216 7SCFOEO, 51 , 30,021
S1070C0O080 , =29 .29

SO DAaAaTA EQCosSo, 0o, EZg8, SECEOSOCOogOogo

g - e I .
OCYOEOZO038, 2S5 .45, 01070F0C1O0SF&1CL . 62, 6
S0 DATA 18000 2ECDSSFE., 79,0, EEDEFO, 78,
Z7FCO, 88, O, COS080BOEOZ203Z4=52,96. 1

100 DATA EOZIS8280CAaA4aA4FD1S1 S, 70 .8, C0O040400CCG0C
DAOAOTE . 6O, 14, SOS8O0COA4040404060 .66, 22 ,82C
HER24TZTCIS, &8 SO

110 DATA COoOSOSOCOS8D8Y8P0. 794. 4. B7 D750
=C1810=0, 75, 16, COZ7O0FEE==181 , 78. 13, 1C76CE
C181200201 .88, 15

120 DATA 7Z71SBOAZEISOSO6B8.95.9. ECA4CaA4EC418
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Y EA. T4, 15 . A4 2780200050581 0C .94, 2494, 20O 70
CO4DODO /7O10O, 102 249

1 =20 DATA 4qO04930480FCOSO/7 0204 , P86, 5329409048000
S0, 10494 =2, OSOE=ZS8Z20404080 , 789499 8CRF8,. 82494
B L. BOFO1CO40O0580=, 88, 4=

14940 KREM EARTH

150 FOR I=1 T0O 8S7 =2 READ A% . X, Y FAal TERNCHFF
s A CULUIRSORX+5S5S . Y+ 70: FRINTCHRS (F>=NEXTI
150 DAaATA 10O0C1CO85050800C00 , 78, HS&E C8H8,, 65,51
s ODOSOF 18 =50OE008080C0O . 58 .52, FODS780COSH5SOT0 S5O 1
-n O S22 . AOAFFBOHO, S&E . HO

170 DaTAa OI1IC15EZ225E000CO04 854, H0O, OC5818E8
FE8,8%9 .9, BOFO10C , 95 S OCOCOCOOBECFSES, 1921 , 1 , D
CEBECE4OOCCO77COogoC, 107, 1

180 DATA E4949E0O0OE4944C14F4pEC .11 5,1 . B8010C=Z01C
SOoDB7870, 119, 1, CO&O0OFO778ESLOHE7B, 125, 2, L1070
COsSCEBOoOCSSO0O440 , . 89 .9.7CC480, 9511

190 DATA SOCOsSsSO7TO508 ., 101 12, O0O400C08080004
11X, 9. 06898000000000C0O78, 119,99, 7EOSEOBS9EL
OJ4OCO, 125 .. COHOEOFO10O0EZ8css8o0o ., 131, 14

=20 DATA FOSOXO0OZ20Z208680480860 , 105, 171831900,
119, 17.8CE87410C18508504940 , 125,17, 005050100
AODOAOBOS , 107 . 2595, 9C 181090, 115,350

21O DAaATA O40C18Fo001uao89 ., 1 1 , 2854, 20DO  7FC S,
1 15, 3353, 18CH9CO8S0OEOSH5OZ2010 ., 1 A s 7_5'-1-,. SO200000 7
scCccea ., 127, 549, f;rlt:Jlt"_lEGEEbeﬂl- O&E , L2041

2220 DATA BOFO18O0O800CO4 , 155, 90 EO0OS0O1808818 =
OZ2020, 1 29 1415, . 8080 CO&OSO01 01010, 126, 48, O50
C1l1850&85040C0O80, 1 5&.5S953.49080404308474545658CE 412
8. 9596

PEO DATA 4Ca48aq48sSesSoDEerFRF0 , 127 8684 CEEO7O, 12
8. 71. SOFOQOCOOOOOOOO4304 , 5, 7, 08182818049, . 10.
OUCOS0CO04001 01010, 5, 25

2494OCO DATA SOZ20656048404840Cog00oCo,, =, 51 ,.50201008,
Zeg = e O40COCOCBS8S84CBCC Y, 10, E8Y8 700050 50K
O&ED o 9 e 1 7, . COLOCFA4849 , 90295

=50 DAatTey F8oOCOOO4044044 72,4941 , 0058860002981 40D
474 15.S.E44COoOSFSO0O0O0OEOEREO, 15, = . DB86eCEZ82s
4OOOOC0CODC . 15 .21 79 15,29

=20 DATAa S8O0O80800080CO404 0, 154942, 40008080
SO0o8eos8OoC ==, 15, 50, 6628282, 15,5958 .00 /70770000
BE . 21 . 5S5.CO407808080o808, =21 4,22

270 DATA FgrraZC==491828082800049 21 (@ 27, 04{"_11: 18810

CNN

d

101070480, 21,49, O40COCOJ34O0O0O0O5C 70CO 27,2, 101
OPC80C 86 EBEBEFO, 27, 20, Ef.:l'F'f:?EiZI'EiD-&-rJECJEGBC) . = F
=8

Z2Z8C DATA 80808080, 27 09468 Z20O0850OE0O0OAOOAOEOQOC OO0
e e O, 10O0ECOCOOOOO4O0OCSHSBFC, 5.0, CO788C 98440
g4 2L F0O_ _Ca49DCSODOEBROEO, Z828. 9

=22 DATA COE49ACESSB8:Z28 =810, 529, 2300 0O ZCEOg0
S0, 44, 1 . 7ODOQOCO40CO80 , 45, :-._3 . -&QFBQELIE
e , T3 El_‘:i'f_-pt_b:{_!-__:-{_llat POV L 483 ., D 1

SO0 DAaTA O4947C4080855020E040 , 51 (0 22.9YOFRF4a, 568,
e 2ODCSBSC @ . O . 2. E42420202056500C0OA0 , 568,26, O0C
OCOOOCESEO  H2, 2

=10 DAThA O1 1 E7BECO . &89, 11 650807414881 4854664900
e O . 1S .. 848E081 88 /78F 080 H2, 25, AOFOOOBORF O
180C. . &8. 1. Ca4a840C1C1491 8310, 70,12

=20 DnﬂuTﬂ. SFF8SOOOO3ZPEPAF 10O, 726 . FOFESCC1C
O, 80,686, 0942020201098 168,.5S57. Eu_ SOHEGESEULC SO0
*—?Dc_jq-, '54,. 4 1 . 1:1-::1-::.11214-::114'::.:2, HEHO .41 Eq4ESDOOo8 ., 56,
TS e 4O00O080J4O0O0O0O00O08000020 , 7T 2491

S 53 PPSET ({1458, LO0O5) ., 22 FSET (92, 1490 ., =5

290 REM GRAFH LI NES

O FOR O=S32.9D TO 210 STEF L2 .. s LI MNE CLy .
ZED) — €00, A0 s MNMEXT

=S5O DATA 70.810., 100, 1150150, 150

=770 FOR I=1 T &SH=2READ Ez L _INE (SZ2..E) — 202,
E>»=2MNEXT

=80 FPAT T TERNCHAg9S ., "" 7ogggaogsaagcCcagsg 7o

31



EAaRTH DEMO

1O SCREEN

o2 e o el M

=0 Voa=1

=3 U

B o K g LEPLEPF — L. LDy AR D o 2
e L FOR E=— 1 T O et 2 FFSE T (RMND (1L > 255, KND < 1
> 191> . 19=2=NEXT
= CIRCLE (=10 . 146, 5.2 , O, 12, BF
SO C IRCLE (S 1,50 20, 14, . 20 «a B, - 555
7O COLOR S=zCURSOR 100, 180 = FRINMITCHKS 1 7)) 5
"SEGA"Y = CURSORK 1549, 180=2COLOR 14=FIRINITCHRS

(14& D) R

""Earth—Demo ™"

80 GOSsSuUE 490
O MAG 1

1 OO0 SFRITE Oy, (147 . 1235 aq O, 1

1 1O GOsSsuUupRp 250

120 FOR I=1 T0O 7.229STEF.OS

L =D =G TINCI ) BS0O4+ 125 Y=0C0S (1 )W 00T

1 9O 9 INT (X > < 149 7AMND ENT €Y 2> < &S THERN WVS=44)
= IT=1

15O I F X2 18585ANDY -8 7AND X =129 1T HENGOSUE =940

1 & O IFX=1:20O0ANDY - &ZAND X 5 THERNGOSDUUES 9O

1 7O IF X 1 845ANDY = 2955ANRND Y & T HENGOSUE 29900
1530 IF X< SEB8AND Y - 95SanNnND Y "SS5S T HENGOSUE S 2O

181 IFFX ==7494AanNDY =95S5AanND X< 18565 THENGOSUEA4 20O

1 9O IFT =1 THEM L INT X)) <85 AlND IMNT CY D> -5
< THEN VoS=1

=0 IF VS=1THENSFRITE O, {({(XX.%)) aO, 149

21O IF VE=O THEN SFRITE 9O, (Z255. 2535 .0, 1

it TNEX T s iI3ST DA 010
2 BCIRCLEC1Z5, 792
L L2225y 79) g E&7F g g d a0, 1
40 FOR I=887T0 102: READ A$, X, Y2Fal TERNCH
Sl . As: CURSORX+ 100, Y+35o 5= FRRIMNT et a NEXT=RE
ey DAaTA SO40004 040000000, G, AT a D0 F CFSEN- B
TACCOF 51 s A —i» O1O01001CC27FOo181 . 18, —2 4 02008
BEFEFCOC2EBZ220TE . 26 4, —= _ .
D DAaTA S8S1CO0O40404060Z010, 185, 0. D7 7 A4S0
GOGOoOC 78, 2686 0 S, EEBERESSY1FOSOOOODO0O0 , 21 . 1 49 . A0
ZOOCCOCF&EI8, 29. 1 9%

=y DAaTA O8981018080C0&602, 28 .. 2.
OEOIO108 , . B 7 .20, 10330201 HTSCFOEO,
181070CO800000D , =29 4,28

=280 DATA EOCOSOO0OOOOOO0OO0O000 , S0, =8.
COS0O800C0C, 194945, OCRPOEOZ203EZ8000000

ey R uCEy L BB

e L PR =

CONHO2OFTS
=l L D OB

OOESCEO&O
o= L 45

o0 FATTERNSH#HO, "OOOTOE16HZEB1FRFSS7ET
=00 FATTERNSH1 . "S=72A170DO701 "

=10 FPFATTERRNSH®#:2_, "OO8SO0OFO78586560BEEA™
=2y FATTERNSH =, "S8EO44404<98EE0C0"Y
==0 RETURN

=40 FPATTERNSHO., "OOOOQOOOO70B1AISFZF Y
=50 FPATTERNSH#H 1, "=E=B29010EK01 7

=0 FAT TERRNS#HZ2., "OOOOOOCOAOFOTSOFRFOY
=70 FATTERNS#=, "DOQOEOSOCO™

=80 RKETURRN

=90 FATTERNS#O, "OOOSOC1F33IASSSFDASR Y
GO0 FATTERNSH#H1, "SF2S27131FoO0o701 "
410 FATTERNS#Z2. "OOS80OEODOFOFa498AaA ™
420 FATTERNS#=S, "O0O89294464D8 78A0CCO Y
43O RETURRN

440 FATTERNSHO, "OOOOOOO1O071D1 71D
40 FATTERNS#1, "1 7050F0O0&S50OST

ALc FATTERNSHZ., "OOO0OOOOCOAODOFODS Y
470 FATTERRNSH#:=, "SgsBp8DhoAcCo™

4830 RETURRN

490 FATTERN SH#O0O, "OZOF1FSEBEZF7BE7ECGS™Y
=00 FATTERN SH#1l1 . "FE2S0ZTAZ2E310p0 701 Y
S1O FAT T TERRNN SH=. "COBOABSBEA4ASZ2CZ2ZO0SEE"
=20 FATTERN S#3."414182000050E080"
S0 RETURRN

32
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The Fuel for thousands of Sega Users up and down the country
No serious Sega owner should be without

The complete range of the official Sega User Club magazines.
Are you missing any?




