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Hi. Welcome to another issue of Odyssey Adventure! One thing you may have 

noticed is that this has returned to a newsletter format. The magazine-type one was 

just too hard to make, and although I bet I could make this issue like it, I am lazy. 

Another thing that’s subtle is that I’m actually using a font that is like the Odyssey
2
 

uses. The previous one was a Commodore 64 look-alike. Well, enjoy the issue 

anyway! 

 

Mage review 

Well, I finally got my hands on Mage, 

and I feel a little disappointed. It’s still 

a good game, though. A bit on the hard 

side, but still good. Mage is a cross 

between Pac-Man and Adventure, in 

which you control Wizzy who must get 

some stones while evading enemies. 

One thing that does bug me is the 

collision detection for the walls. When 

Wizzy gets into one of those crevasses 

(like the one near the golden skull in the 

screenshot), if you press left, Wizzy will jump back and forth between not hitting 

the wall and kind of hitting it. My question is, why not make the wall collision like 

that in the KC Munchkin games where hitting a wall doesn’t do anything? Also, the 

game is too hard in that you only get one life. If you get hit by an enemy once, the 

screen goes to Game Over and 4 blue zeroes appear. I suppose this is where the 

code comes in to enter to the website, but I suck at this game so that’s all I ever get.  

 

Videopac news. 
Videopac.nl forum founder Janzl has uncovered a bit of information. 

“Back in around 1982/1983 Philips had organized a new division at their 

location in Eindhoven called: ‘Philips Special Projects’.  At that moment this group 

of people consisted of a number of programmers who were going to develop games 

for the Philips G7000 Videopac console. (Continued on page 2) 



One of their programmers, Graham Thomasson, was asked to write a programming-

course for the other developers to quicken their understanding of the G7000’s 

architecture and programming language. Mr. Thomasson did so and when he was 

finished he handed it over so Philips could make photocopies for all the other 

developers. Unfortunately they never did make those copies and the original course 

got lost. Fortunately, Mr. Thomasson still had made photocopies himself. 

During his stay at Philips Special Projects Mr. Thomasson developed three games: 

1: Super Cobra 

2: Neutron Star 

3: Robot City 

So now we finally know where the GT logo stands for. 

About 21 years later, Mr Thomasson contacted me if I was interested in taking over 

his work-equipment from the days that he was working as a programmer for 

Philips. 

I went over to visit him in Great Britain, listened to his stories and went home 

with a lot of awesome stuff. One of the items I brought home was a folder 

containing all the photocopies of Mr. Thomassons programming manual. I have 

scanned it and bound it in this .pdf file. I did my best to enhance the readability as 

clear as possible, unfortunately the photocopies aren’t all that clear. 

The Fifth anniversary of the Videopac/Odyssey2 forum seemed like a perfect 

occasion to release it to the world! 

Have fun with this Game Programming Crash Course and I hope some of you 

might even make real good use of it by learning even more 8048 programming 

skills. Get it here: http://videopac.nl/Crash_course_in_G7000_programming_v1.pdf 

More info about the Philips Special Projects division will be revealed in the future.” 

http://videopac.nl/Crash_course_in_G7000_programming_v1.pdf

