


Foreword. 
 
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. 
 
One of there 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 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 best as possible, unfortunately the photocopies aren’t all that clear. 
 
The Fifth anniversary of the Videopac/Oddysey2 forum seemed like a perfect occasion to release it 
to the world! 
 
Have fun 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. 
 
 
 
Robbert Jansen (janzl) 
http://www.videopac.nl/forum 
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