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First things first WE NEED MORE ARTICLES FOR THE MEWSLETTER. I am
sure vyou are all sick by now of reading my stuf+, ep lets get some
life into this hews letter. I dont care i1+ wou are not a computer wiz
I want your articles anyway.

I+ wvou missed Mr L Dunnings articles over the past two news
letters dont worry they begin again next month.

We need programs for the news letter, not only big ones, but
small ones too. Space was a bit tight in this one to put some in but I
am running out fast anvway and would appreciate new stuf+t.

I notice Rose Music are now advertising the SV ZI18/328 Mk I1I
computers, they dont seem to be any different to the old model. I+ any
body has seen one in the flesh (Flastic) lets have a Feview from you.

Also if anvone attended the Computer Exibition in Melbourne I
would like to hear from you on the SPECTRAVIDEOD stand and how 1t
compared to the rest,

The BOOK is finished, but read about that later in this issue.
Alsa the Upgrade Ffor EY J12 computers to make them B8K 1Is now
available see belaow.

Thats all from me folks, The news letter is now an time again and
Wwith a bit of help from vyou (Lots of articles) it should stay on time.

SV JIIE8 UPSRERADE
Mr Richard Collett has kindly offered his services for the 5V 318
memory upgrade. We do hnot know the price but a simple call to him will

no doubt sort that out.

For further information you can contact Mr. Collet as follows.

ADDRESS:
Mr. R Collett,
C/0 Dreamdisk Ptw. Ltd.
171 Maray Street.
South Melbourne,
Vic. IZ2d5.
FHOME :

igZE) &%9d 82833
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I+ wou ewver look at aother computers (Shame on you) you will
notice that wost of them hawve a RESET Euttan. Well 1t has annhoyed me

ever since I have had my S.V. that such an important item is missing
from the Machine.

So I made up my mind, after turning off & on the computer for the

Millionth time, that if other computers could have a RESET Button so
could mine.

I took owut my trusty S.V. Techincal Manual and started to look
for a spot to cornect a Button. I noticed on the expansion slot a pin
mar ked RST (pin 7., I thought this is too easy to be true, but it was
worth a try, so I shorted the pin to ground (very brave), would you
bBelieve it the computer RESET (HURRAaY!!!).

Well here is what wou can do to add a reset to your Sepctravidea.
All wvou need are Two bits of insulated wire, a momentary contact
switch (push button) and a soldering iron.

PIN NAME PIN NAME
1 +5Y 2 CNTBL2
3 +12 4 - 12V
5 CNTRL1 6 WAIT
o RST 8 CPU CLK
s] ATS 10 Ald
11 Al13 12 Al12
13 A1 14 A10
15 Ag 16 AR
17 AT 18 AB
18 Ab 20 Ad
21 A3 22 A2
RESET 23 Al 24 AQ
25 RFSH 26 EXCSR
27 M1 28 EXCSW
29 WH 30 MREQ
31 |ORC 32 RD
33 DO 34 D1
35 D2 36 D3
37 D4 38 D5
39 D6 40 D7
41 CSOUND 42 INT
43 RAMDIS 44 ROMDIS
45 BK32 A6 BK31
47 BKZ2 48 BK21
WE GND 50 GND

As you can s2e the connections are made to pin 7 and pin 42 of

the 5.V, expansion bus. 1t is up to yvyou to decide how to do this but I
will explain what I did.

I decided »ot to solder the switch inside my computer but to add
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it to my Super Expander. The bus enters the Expander and the ~ RESET
Button works when the computer is plugged into the Expander.

Soldering to Pin 7 and Pin 49 inside the expander requires you to
remove the sheilding and unscrew the mother board to get to the
correct pins, but it is not hard and only takes a few minutes.

After spoldering on the wires I drilled a hole in the left of the
Expander Top (much to the horror of my wife who thought I had gone
mad) above the video cable inlet, I placed the push button into the
hole and connected it to the other end of the cable. Leaving enough
slack to be able to ppen the Expander when needed.

All Finiz=hed I connected it all up and turned on, everything
seemed normal so now for the big test, I pressed the button and the
computer happily reset for me. Since then all has worked well and the
OM/OFF switch on the side of my S.Y. has had a well deserved rest.

If anyone wants a reset attached to-their computer 3I18/328 and
cannot bring themselves to point a live soldering iron at their
computer, I will be more than happy to do the job for them. %26 will
get vou a RESET button and return postage. Just send your computer or
expander to me care of the user's group address and I will fix,

SPECTRAV IDEC ROH BASITOC L£XPL097NLL0

1t sounds too good to be true but it is now finished and will be
back from the printers when vyou read this.

After many late nights and two late newsletters it is written.

Flease note that this manual is not a Teach It Yourself Book, but
a large and accurate reference to Spectravideo Basic. It is not
someone elses Basic it i=s not M.S5.X. Basic (which has differences to
our basic), but Spectravideo Basic. At last if it says in the book it
will work then it will work and if it is not in the book then dont
bother trying it. Also included is a very important Input and Output
Fort Map for Advanced Basic Programming and Machine Code Frogramming.

All disk commands are listed from LFILES to ATTR® and SETx,"n"...

The book may be purchased by sending #17.5¢ plus S8%c post and
pack, to S.A.U.G. Book, P.0. Box 191, South Launceston, TAS 724%.

The book is covered in a strong cardboard to make it last and
give it a neat finish.
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Rewviaw of "PITSTOF® by Epyx for the Spectravideo Coleco

Adaptor.

: The s=second in the series pf 'racing’ or "driwving' tvpe
games cartridges has recently been released here. The third
cartridge 1in the series, "DEMOLITION DEREBY®" has been promised +for
release very shortly. Anyhow, on to FITSTOP.

As 15 usual with Epyx software the packaging and
presentation of the product is wvery good &and the accompanying
documentation is up to their wsual standards also. A very unusual
feature of PITSTOP is that you can use either the TURBO DRIVING MODULE
or the normal Joystick Controllers or for that matter any standard
jaystick to completely contraol the game. It must be admitted here
that wsing the TURED MODULE certainly adds to the realitm of driving
but if wou only have a joystick then you can guite readily get used to
driving and controlling all af the features of the game with just the
sticlk.

n gstart-up vyou are presented with the selection menu.
¥You can have 1 to 4 players at three levels of difficulty which are
listed as Rookie, Semi-Frao, and Professional. Mumber of laps comes
nhext with choice of F; &6, or 9, Then comes type of race with three
options o©once again. You £an have a single race, g8 mini-circuiti{>
races), or Grand Circuit(s races). I+ you select the single race you
also have the choice of 6 different race tracks from the famous Grand
Frix circuits around the world. After this process is complete the
name ot selected circuit appears on the screen and yYou're away. LA
good tip for the novice here .... watch your speed on initial take-off
or wou'll be back in the pits for some new rear tyres before you go
too far.)

Once out on the track all is fairly straight forward and
the object is to make the fastest time while avoiding the other GF
cars on the track.....some of these give the distinct impression that
they are out to get vyou. Steering, braking, and overtaking are just
as you would expect. You can collide with as many other cars as you
like, or hit the track barrier fencing, but every collision takes a
toll of your tyres and very soon You notice them changing color from
blue to green to red and when that happens you must pit to make some
t¥re changes and perhaps take on some more fuel if this is necesary.
{you use fuel in relation to your speed guite realistically).

Te go into the pits you must wait till the pit sign
appears on the right side of the track and then steer ypur car to the
right until wvou enter the pits. Once there you move a cursor around
tc select either of two tyre handlers who will remove your worn tvyres
and replace them from a stack of new tyres just as fast as vyou can
manoeuvre them around. You can if you like, also have a fuel handler
refill your tank while you change the tyres but this is tricky because
1¥f vou forget and overfill your tank the whale thing explodes and sets
sou  back to zero fuel and vou have to start to fill up the tanmk all

B
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over again. Ornce the tyres are changed and the tank is full wou move
the cursor to a flag marshall who then signals when the track is clear
for you to re-enter the race, and you’re off again. All of this is
very realistic and vyou are timed from entering the pits +to leaving
again, this time is added to vyour total race time at the end and each
drivers’ time is compared on the final scoreboard which announces the
winner with margins and prizes stec.

There s a "Radar Map" shown on the left bottom of the
screen while vou are racing....this shows the track layout with all
the curves etc and also shows the start/finish line and wyour location

on the track at any time. You can see from this map exactly where
Yyou - are, where the pits are, and what tvype of curve 1Iis coming up
next....this is a big help and lets wyou plan vyour driving strategy
ahead of time. O0f course the map does not show any of the other

cars....these all appear quite randomly and they all want the best
line through any given corner so beware.

The other modes all add extra difficulty and reqguire
more skill and daring and good driving practices. Every lewvel can be
enjoyed and up to 4 drivers can take part. Sound effects are wvery
good though not overdone.....Graphics are excellent as is usual and
the action in the pits is really well done and can raise a sweat when
you're looking for that last second of elapsed time..«.aoa.!

I would rate FITSTOP from Epyx as Five Star or nine out

of ten. Very good wvalue for around %45.09 depending on where wyou do
vour shopping.

More reviews S00N..:-:::8::

\

My kidd made it for me af cormpuler camp
... its a floppy disk belt.




SSCUIRRVIDEL,

B L P S e S R L S A P e e T A T
M ST ROAL ASTAN (FISERS GRO;-

PROGRAM CF 7THE MmMoN7H

18 REM ¥¥¥Bv W.Szapirko ¥¥%*

2¢ ' Hungry snake is a game where

@ ' vyou use a joystick to contrpol the
4# * dot which i=s the head of the snake.
S&F * when the dot hits the boxi{snake's
&8 " food) the tail grows.

78 ' As vou move the snake on the

8¢ ' screen you can not hit the boarder
28 * or the tail of the snake

19@ * To change from joystick to keys
118 ' on the keyboard change line lag
12¢ * to JD=£

1Z¢ DIM A(229) ,B(2249)

148 W=4:iK=201Y=20:S=J:NUM=4:5S0=1&

150 RESTORE

164 JO=1

170 DL=Z2:000=G:D%=""F%g=""

1886 FOR T=1 TO 7 STEP 2

198 READ FOLT)  IN(T)

208 NMEXT T

210 DATA 2,-2,68,2,2,6,-2,2

228 COLOR 19,1,3

238 SCREEN 1,2

24@ SPRITE OM

258 ON SPRITE GOSLB &30

269 FOR T=1 TO 3

279 READ A

Z8@ De=DE+CHEZE(A)

2o NE:TT

=BC SFRITES () =1%

!9 DATA 24,6&8,126,126,126,1246,69,24
IZ28 FOR T=1 TO 32

338 FE=FF+CHR®(235)

Z48 MEXT T

358 SPRITES(1)=F=%

368 FOR T=1 TO 7 STEP 2

=78 READ X{T),¥I(T)

88 NEXT

397 DATA B,-1,1,9,9,1,-1,9

498 GOTO 748

41g CLS

428 LIME(16,39)1-(13,178),12,8BF

438 LINE(16,5)~-(24@,9),12,BF

44 LIMNE(249,3)-(243,179) ,12, BF

45F LINE(1&6, 178 -(298,1&87),12,BF

4583 LOCATE 1#,176:FRINT"SCORE "3i000
478 LOCATE 14@, 17&8:PRINT "SCORE TO BEAT:"3FFF
d8¢ FPUT SPRITE 1, (1728,96),2,1

49% FOR T=2Z2 TO DL

5038 Z=STICK(JOQ):IF Z=@ OR Z=2 0OR Z=4 OR Z=6& OR Z=8 THEN S52&
olg 5=

S2F X=ERK+X(SI1EWIY=SY+Y (S) #W

S389 LINE(AIT)-@,B(T)-2)-{A{T)+Z,E(TI+3),1,8BF
addF BITI=sXIBI(TI=ST

S98 IF POINT(X+PO{S),Y+IN(S))=12 THEN W=&
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S0 IF W(XOTHEN S59¢
S8 SOUND 2,8:50UND @, S0:DL=DL~-1

209 S0=5S0+1:IF DL<1 THEM SOUND B,@:GO0TO 749

59¢ PUT SPRITE @, (X-2,Y-3),2,8

&89 LIME (XYY = {X+3,Y+3)1,12,BF

&S18 MEXT T

628 GOTO 498

&£78 SPRITE OFF

649 BEEF

&5@ IF DL»29d THEN NUM=NUM+Z2:GOTO 968

&89 SPRITE OFF

&78 D00=000+183

488 DL=DL+3

49 PUT SPRITE 1, (RMND(-TIME)}#21@+15,RND(-TIME})¥14@+18), INT(RND(-TIME)*¥13+2),1
7@2 LINE (41,175)-(198,185),1,BF

71@ LOCATE 42, 176:PRINT 00O

72@ SPRITE ON

738 RETURN

748 CLS

7208 FORE LL=g TO DL+2

Fed A(LLY=PIBI(LL)=0

778 NEXT LL

780 SO0=10:DL=1:X=20:Y=20:S=3: k=4

72d@ IFO0OO>FFF THEM FFF=000:NEg="n

80@ NUM=NUM- 1

819 IF NUM=8 THEN B8%¢

82¢ SPRITE ON

832 LOCATE 59,5@0:PRINT "YOUR SCORE IS: ";000

848 LOCATE S50, 7@8:PRINT "SNAKES LEFT: "jNUM

95¢ LOCATE S@,8%:FPRINT "SCORE TO BEAT: “3;FFF:NEMS
8469 LOCATE 58, 116:PRINT "PRESS SPACE TO CONTINUE"
87@ HHS=INPUT®{1):IF HH&<>" " THEN 378

BE2g GOTO 419

89¢ SCREEM ©

°@@ LOCATE 1@,é

21¢ PRINT "GAME OVER"™

92¢ IFO00=>FFF THEN INPUT "TYFE IN YOUR MWAME";NES:FFF=000
93¢ INPUT "PRESS <ENTER> FOR NEXT GAME":Ks

949 IF FFF=000 THEN NEMS=" BY "+NES$

®5@ GOTO 149

2@ CLS :COLOR @

97% LOCATE 50, 30:PRINT "EXTRA SNAKE"

2868 COLOR 15:G0OT0O 7S@

L TTF7FLE BIT7T

F COLOR I.I

I SCREENI

w CIRCLE (CIFP,10F) ,58,6,-3,2

& CIRCLE (ISF IPF) ,EF,8,-2,4

.-? ﬂfﬁf[f ffﬁﬁ;fﬁﬁ-’:59:5!‘5.3515-23
2F GO0TOZg

Rurn this Iitéle grogram, To Find ocut how (0 r5 done bLbuy the book.
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It has finally happened. SPECTRAVIDEQ has released 7 new games
for the Spectravideo Computer. All I can say is WOW!!! they are the
best software I have seen ih a long time. That includes Colecovision
Games. The company who created these games is a Japanese Firm called
MASS TAEL (Which I am told translates to "Worth it's Weight in Gold").

We have the good news and we have the bad hews!

First the good news : The programs come on Cassette which means
they are good value for money They Retail for
F29.494, I would not mind paying 48 to $35&
for these games they are that good!

Mow for the bad news : All you 2128 users have a problem the games
WILL NOT WORK on a standard 318 computer you
will need to buy the SVI-S€3/807 lék/adk Ram
cartridge. Either one will do.

{See the &4K expansion offer in this issue)

Mow to business I All the games are in machine code making them
very fast and of very high guality graphics (I cant get my son off the
computer} and good sound effects (with background music). I have
given all the games a rating in stars next to there headings. NOTE
this i=s my taste only and you should see the programs far your own
opinion.

¥E¥¥X Excellent
¥R Above Average
* Good

All the programs are waorth the money and if vou think SPECTRON is
good then the one star (#) games will blow your mind,

NKELING FL5 mMmMAas7T ER i

Kung Fu Master is a one player Fighting game with 2 pages. The
main character of this game is the Kung Fu Master who can kill the
wooden dummies by his side-kick(s) and punchies),

In the +Ffirst page, the Master must try to kill a number of
dummies and Ffinish by passing through a wooden pole tunnel. After
finishing this job;, he can go to page Z.

The game play of the second page is different from the +$irst
page. He searches for parts of a broken key stored behind big cups.
Atter he Finds a Lkey part, he should move it top the appointed
position and try to combine it. Moreaver, he must kill a number of
wooden dummies. After finishing this he can go back to page | and play
agair.

TR B O 7 = e



SXS\NIRAVIDELD.

IS T RAL AS T AN FTSERS GROS
N R R TR T 12 el e L L R T (T Y S SE

TURBOAT i=s basically a one plaver shooting game with three stages.
The mission Ffor the main character, TURBOAT, is to pick up enemy
zsecret radars for our scientists to analyse.

On the first stage, turboat is armed with unlimited bullets to
penetrate the enemy's perimeter. The enemy head-quarter ordered
Jetfoils and side Forts armed with missiles to prevent TURBOAT from
passing., TURBOAT must destroy 18 Jetfoils tp pass this stage.

TUREOAT enters the central waters on the second stage. It loses
all its firing power, The purpose of TURBOAT here is to pick up the
anemy secret radars. Jet Aeroplanes armed with bombs and Torpedoes
Wwill attempt to stop TUREBOAT.

When 5 radars have been obtained, TUREBOAT completes the second
stage and enters the final stage of the mission. In this stage, enemy
guided missiles and torpedos prevent TURBEOAT's escape. TURBOAT must
stay alive and escape to a friendly zone.

S A5 5 L o e

SASA is basically a one playver shooting game with four page=s. The
main character is &a robot, named SASA, who has been assigned to
complete a mission. SASA i1is armed with a gun which has limited
bullets, it can be recharged from certain types of energy sources. Due
to the resaction of shots, SASA can move to different areas instead of
only walking on the grpund.

The mission reguires SASA to obtain enough energy to fight with

astro-monsters in an astro=-ring.
' In order to obtain enough energy SASA must Ffirstly enter an
arsenal, The arsenal has only one entrance with a thick door.
Moreover, helicopters armed with missiles flving to and fro near the
entrance protect the arsenal.

Atter entering the arsenal SASA should try to destroy the power
generators. This will not be an esasy tashk since flying saucers in the
arsenal will chase SASA and will try to capture him.

Destroying all the power generators will cause the arsenal to
explode into pieces and drop all energy bottles into the sea. However
these energy bottles will alwavys be eaten by octopi. Thus SASA has to
shoot the octopi and pick up the bottles left by them.

When enough energy bottles have been obtained, SASA can enter the
final stage of its mission, namely, +$ighting with astro-monsters in
the astro-ring. In this stage SASA has unlimited bullets and should
try to shoot down as many astro-monsters as he can in a certain period
of time. During this period, astro-beatles will appear and f1lv across
the astro-ring. These creatures harm both astro-monsters and SASA.
Therefore whenever the beatles appear astro-monsters will 1y out of
the ring. However SASA will stay and try to kill these harmful astro-
beatles,

FE L EBLNVNYY L

The aobject of this game is to help the turtle to get out of the
maze. The turtle must cross a certain amount of fruit in order to get
out of the maze.

Chasing snakes appear in the maze. They try to catch you, but do
no harm to the turtle. You, the rabbit must stay away from the snakes.
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To survive 0'Mac must clear the "Bug eggs"” from his land to grow
Crops. The big bugs will not give up protecting their eggs. They
attack O'Mac if given a chance. With his little respources, 0'Mac
purchased a limited supply of super insecticide shots to fight back.

After clearing the field, 0"Mac must awvoid nasty birds. Watch out
for the ducks. They will destroy his valuable crop.

Ancther season! This vear the birds and bugs seem to cooperate.
O0'Mac can’t afford insecticide. Life is hard for a farmer. 5o gather
vour tools and help O0°Mac get through the years.

NI TH AR D

MINJA 1is basically & one plaver game with four pages. The main
character is a NINJA. His purpose is to get diamonds placed inside an
underground castle. MNIMNJA is armed with a sword and darts which are
used in different pages.

Firstly, NINJA has to pass through a tunnel which leades to the
castle. In the tunnel are many bats. They fly up and down and drop
stones randomly. Also & Knife-car which passes from right to left is a
dangerous weapan.

To gain the diamonds NINJA has to kill all his opponents in  the
castle. A diamaond will appear when its protecting oppenent is killed.

After gaining all B2 diamonds, MNINJA must escap# from the castle.
The tunnel which is the same as the first, except for B8 keys hanging
from the roof, leads to the exit of the castle. To open the door NINJA
has to get all B kevys,.

The exit is built on the top of a well. There 18 a string in the
middle of the well, MIMNIJA can use it for climbing up. Also NINJA must
avoid the bats and attackers on the left and right.

FETRH HFORROR L

TETRA HORROR is &a one plaver game with 3 pages. The main
character is an adventurer (temporarily named TAMO) who has got a
treasure map of an old city, TETRA, which existed many thousand years
ago in the middle of South America.

TAMO i1is armed with a fire gun (Flame thrower) with no fuel at
first, He must go to a place in FROG-STEF to get enough fuel before
entering TETREA CASTE to find the great treasure.

When TAMDO enters the outer part of TETEA CASTLE, he must try to
destroy all the skulls floating at the holes. When TAMO destrovys the
"Golden Skull® which appears at the top of the castle, he can enter
the inner part of TETRA CASTLE to hunt for his treasures.

In the inner part TAMO will encounter attacks from some monsters.
This time TAMO has to avoid the monsters and destroy more skulls.
Finally the treasure will appear at the top of the castle and TAMO has
to climb up there to take it back.

TETRA CASTE has been constructed with stairs and narrow roads. So
one mistake will cause TAMD to fall into a deep deep hole and another
nightmare beginS.: s i nssnssaas
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ZCPFR - a4 889 FReplacement +tor the CF/M CCF

Documentation on ZCFPR - A Z898 Replacement for the CP/M CCF

ICFR is a replacement for the CP/M Caonsole Command Frocessor
(CCFPF} which is designed to run as part of CP/M on Z88-based
microcaomputers. In most cases it is upward-caompatible with the
original CP/M Yersion 2.2 CCP.

ZCFPR, howewvear, provides many extensions to the CFPF/M CCF.
Included in these extensions are the following features:

The TYPE function can be made to page or not page its
gutput at the user™s discretion

A LIST function is available which sends its output
to the CP/M LST: Device and does MNOT page

i The DIR command has been extended to allow the dis-
play of the system files or all files

« The ERA command now prints out the names of the files
it is erasing

. The current user number may be included as part of
the command promptj] if the user iz under a hnumber other than &,
the prompt is of the form "du?' {(like "AZ>' or "EBl1&:'), and, i+
the user is under &, the prompt may be "d>' aor 'dd>" as per his
choice

« The ZSLUBMIT facility has been changed in two basic

mays!

- the prompt changes to 'du%’ or "'d&' when the
SUBMIT command is printed

- the $%$%,5UF is executed from drive Al (note that
the original SUBMIT problem now exists, but the new SUEB.COM
facility corrects it)j the CCP-GROUP definitian of an Indirect
Command Fila now applies, and this lefinition iz that any
sequence of commands which may be issued +rom the console 1s also
3 walid seqguentce of commands for execution from an Indirect
Command File: hence, the sequence:!

DIR
E:
DIR
A

ms s be is=uerd from 2ither tke console or an Indirect Command



SXCVIRAVIDELD.

IS T RS, AAS FTANY (FSERS SGR/OEL=
T A P T T e g e A T e e e R P )

File, and the results of the execution of this segquence are the
same. Basically, this SaS that Indirect Command Files are
upward-compatible to the console input {but not necessarily that
the contents of an Indirect Command File may be issued at the
console without modification).

. A command-search hierarchy 1is now implemented which

is executed roughly as follows:

- the user's command is checked against the CPR-
resident commands and executed immediately if & match is found

- failing that, the current user number on the
current disk is scanned far the COM file; the COM file is loaded
and executed if found

- failing that, & default user number (initially @
but can be reset with the DFU CPR-resident command) on the cur-
rent disk is scanned for the COM filej the COM file is loaded and
executed i+ found

- finally, +failing that, the default user number
on disk A: iz scanned for the COM filej the COM file is lpaded
and executed if found or an error message (COMMAND?Y, when COMMAND
was the user's command name) is printed

. The numeric argument for the SAVE command can be
specified in hexadecimal so that the uszer may employ the wvalues
presented by tools such as DDT exactly as they are given

«» A GET command which lpads a file at a specified
memory address and a JUMP command which "calls® the subroutine at
a specified memory address have been addedi a GO caoammand which
"calls" +the subroutine at 189PH (subset of the JUMP capability)
has also been added

This document provides the user of ZCFR with the +Following
information:

Fart A: Installation Instructions
Part BI Usage Instructions and Explanation of Commands
Fart C: ZCFR Command Levels and How to Use Them
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This routine demonstrates how to open, put and get from a random
file on the SPECTRAVIDEOD using a disk drive. I hope it helps a few
users as the manual only vaugely refers to opening random files.

% REM FRaMNDOM FILE HaNDLING

THUERF R FEF R EXEEF AL R B LR LR
2 “# C, J. COMPUTER SYSTEMS *
4 “% 190 FAIRY STREET ®
5 “* WaRRNaMBOOL 3280 Vic *
& T *
7

EEEEEEEEEFEREFEEREREEE LR RS EERE R

10 GOSUB 1000

20 CLS:PRINT" MERU Mo on FILE "LR

23 LOCATE 5,4:PRINT"1. DISPLAY RECORD"®

30 LOCATE S,8:PRINT"2. ADD RECORD"

40 LOCATE 5,8:PRINT"3. CHANGE RECORD"

S0 LOCATE S,12:PRINTCHR#(S) :PRINT"ENTER No of CHOICE";:

&0 INPUT"" jas1A=VAal(a%) 1 IF A<l OR A>3 THEN PRINTCHR®(7) :GOTO S0

70 Aas="":0N A GOTO 100,200,200

80 KEY 7," cload"

0 KEY 8," cont "+CHR${13)

100 REM LOOK AT A& RECORD

110 CLS:LOCATE 5,8:INPUT"ENTER RECORD NUMBER " ijA®:iRN=UalL(a%):1IF RN<1l OR RN:LR
120 GET #1,RN THEN i1
130 PRINT:PRINT NM% PH%

140 PRINT:PRINT:INPUT"Press any kKey to continue”;A%:G0T0O 20
200 REM aDD TO FILE _

210 CLS:LOCATE S5,S5:INPUT"ENTER NAME "iN1%$

220 LOCATE S5,71INPUT" /7 PHONE No."jPls

230 LOCATE S,10:PRINT CHR%(S5);:INPUT" A" TO ABORT <CR» TO ACCEPT "j;&a%

240 IF Ag="A" GOTO 20

230 IF Aa$="" THEN GOTO 2830

270 GOTO 230

280 LR=LR+1:RN=LR:GOSUB 400:G0TDO 20

300 REM MODIFY RECORD

310 CLS:LOCATE 10,5:IMPUT"ENTER RECORD NUMBER "i;A®:RN=ValL{A%):IF RN{1 OR RN:LR
320 GET #1,RN

330 PRINT:PRINT:PRINT HNM$ FPH$ THEN 310
340 :LOCATE S5,12:INPUT"ENTER NaME "iNI1%
350 LOCATE 5,14:INPUT" ~/ PHONE No."iFl#%

340 A$="":LOCATE S,1&4:PRINT CHR#(S);:INPUT"“4’ TO ABORT <CR»> TO ACCEPT " ;~%
370 IF Aas="A" GOTO 20

380 IF As="" GOTO 370

3853 GOTO 340

3?0 GOSUB 400

3¥% GOTO 20

400 REM PUT TO FILE

410 LSET NMeE=N1#%:LSET FH$#=Fi%

420 PUT #1,RN

490 RETURN

1000 REM OPEN FILE REM MAX 128 BYTES PER RECORD

1010 OPEN "1:TEST" AS #1

1020 LR=LOFC1)

1030 FIELD #1,20 AS NM$,15 AS FH$

1040 RETURN

L
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Following 1is
1¥ you do not send a

After a long break the library
the 1list of current programs. FRKemember
cassette and %6 i¥ you do not send a disk.

METECR STORM Shooting s1E. 68
SFACE PILOT Shooting 1. 50
= MAZE Graphic Maze & S.8969
MORMAF Adventure £ 5.808
FACMAN Chomp Chomp 10,0
ELTZA Word Response £ 7.09
RESCUE Shooting 16,00
SKYBASE Shooting F10.08
DISASSEMELER Utility £ Z2.949
UMNERA . COM Utility (CPM) H£16.89
DISK.COM Utility (CPM} E1d. 98
ADHEX . COM Htility (CPHM} £18.00
CRUNCH Basic Utility ®10.00
HOUSE 0OF FRAMENSTEIMN Adventure % 5.00
MaRWh See A.P.C. ¥ F.04
MYSTERIQUZS MANOE Adventure = 5.00
MET. COM Copy Utility (CPM) % Z2.0¢
*DIR.COM Sorted Dir {iCPM) % 2Z2.0208
<CFE.AEM BETTER CCP (CPM ® 2.09 (Full Disk:
ADVENT . COM Adventure (CPHM) ¢ 2.09 (Full Disik)
ALEDILM, COM Algol Ianguage (CPFMI$ 2.89 (Full Disk)

ALL MAIN PROGRAMS APPEARING IM PREVIOUS MEWSLETTERS (Mo Charge)
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