i typical example of this can be found in Space

~ Invader type games. The program must keep the

~ aliens moving around the screen, all the while

~ checking whether the ‘fire’ button has been

. pressed. The program needs to do two things at
once, by switching rapidly between tasks.

The MSX solution is to designate certain things
as ‘events’. Instructions are provided to tell the
computer to look out for an event. When one

_ occurs, the computer automatically switches to a
subroutine to deal with the event.

The MSX graphics screen can display 16
colours with a resolution of 256 by 192 pixels. Up
to 32 eight by eight pixel sprites can be defined (or
16 sprites of 16 by 16 dots, or eight sprites of 32 by
32 dots). To make the most of the sprites, MSX
pasic includes a full set of dedicated commands,
such as SPRITE to define a sprite, and PUT SPRITE to
position one anywhere on the screen.

As the MSX manufacturers have claimed,
plenty of cartridge software is already available for
the machines. And the promise of compatibility

- appears to be true — software for the Toshiba
HX-10 works perfectly on the Sony Hit-Bit, and

| vice versa. This applies both to cartridge software

~ and cassette programs. After years of non-
compatible systems, it seems almost magical to
take a cartridge out of one computer and use it on
another. The MSX companies are relying on this
feature to make a wide range of software very
quickly available for all the machines.

Whether MSX will have the market impact that
the Japanese are hoping for remains to be seen.

- With strong competition ahead from Sinclair,
Commodore and Amstrad, among others, a sales
struggle looms. Nevertheless, the MSX machines
do live up to their manufacturers’ claims. They are
well-equipped, fun-to-use computers at a
reasonable price.

CHRIS STEVENS

PRICE

DIMENSIONS

CPU

MEMORY

SCREEN

INTERFACES

LANGUAGES AVAILABLE

KEYBOARD

DOCUMENTATION

STRENGTHS

WEAKNESSES

DIFFERENCES

THE HOME COMPUTER ADVANCED COURSE 671




