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A Protext enhancer, this time by Sentinel
Software. It's probably werth comparing
it with Pro Print. Let's do that, then.

Technical

if you don't know your CPU from the local
branch of MFI, this is the place to come
for all manner of arcane knowledge.

. Hard Drive

ly. after all these long years, there's
.mmmluhruwm.nndirs
reviewed here on page 25. Hurrah.

Assembly
Line
Another instalment of the machine code
tutorial. We're reaching the point where

And this is, er, one. Of them. CreAte
beAutiful pictures on your CPC. TodAy.

. Type-ins

There was a time, long ago, when these
things were the only source of decent
programs. Get nostalgic - get typing.
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it's time to duue that crazy robot - page 44.

Frivolous

. Family Ties

The complete and utter history of the video
game. What is it? Where did it come from?
Where is it going? Whe IS that man?

Venture
Forth

NMearly finished now. This is part, er, three
{or four, maybe) of the Write Your Own
Adventures series. Or something. Probably.

e

Adventures

it's back, back! BACK! The Balrog has
sloped off in a south westerly direction
but we've found someone to fill his shoes.

o Public Image

The great, the good, the free, the nearly
free, and monster loads of gossip besides.
It's really lovely. Would we lie to you?

= F“r“'r'ﬂ'r"r"r"r"r—'--—'r*-:*—*rw

il ot ol -t il il -
il il - *r‘r’*r*’r’;
it il Canl o L o v e
= T E e g s T

F}Jr""iw--‘“r'r-"r*rﬁ"

{ [ il i ol -l ol Sl -l e

H*ﬂr*“z e sl ot ™

i ittt ol - it ol et gL

| gl il o il el o ol gl g

G skl ol o el e el el el

""r"'r' F" E**F""‘!“'!"‘ F'E"’E""I—""'F"‘l’"":‘-‘"‘;’

("2l kel el il -l ol Al r:""r"'r’r":—r"‘

e s RERREE e
Creapy and kooky and all that stuff - p 46.

Pictures of us. The charts. Some jokes,
Some references to Simon's wig. Or not.

. Trakers

independent programmers, eh? They
write excellent arcade adventures and
then expect us to review them. Tch.

The Addams
Family
Oh no, another Addams Family intro. Any

minute now we're going to say 'creepy,
koohky, spooky, coky’'. Nah, not us, mate.

. Cheat Mode

i doesn’'t matter whether you win or lose,
as long as you cheat like mad. More cheats,
hints and POKEs than you thought possible.

Masses and masses of mass storage - p 25.



There's more usefulness than you ever
dreamed possible on this month's
covertape. But how do you use it? Just
turn to page four and we’ll tell you.

There's no such thing as old news. Or is it
that there are no old bold news readers?
Who cares? Here, in living, er, black and
white, is all the news that's fit to print.

10

Whatever you want (duh duh duh duh),
Whatever you need (etc). But there's no
need to wear a pony tail and a filthy old
waistcoat to enjoy our free reader ads.

These are the back issues. The issues that
are, as it were, behind us. You should

make strenuous efforts to ensure that you
AA collection is complete in every respect.

And if those are the back issues, then
these, by inference (or something) must be
the front issues. You can escape this
philosophical puzzle by filling in the form.

Everyone's got an opinion on something.
And if they've got an opinion on the CPC
then they'il share it with you right here,
on these very pages, It's almost magical.

Just think about it rationally. If we knew
what was going to be in next month's
issue we'd have written it already and
taken the month off. Now wouldn't we?
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'Classic’ Collection? ‘Utterly fab and groovy, completely

excellent and marvellous’ Collection, more like. One of the

most useful things - a spreadsheet. And a cracking game.

MasterCalc

Mere months ago (in AA93
to be exact), we ran a little
piece about all the great
things you can do with so-called
serious software.

We talked about organizing your
record collection with a database
{and then we gave you a database
program last month).

We talked about spreadsheets.
You can use them for home
accounts, making decisions
(particularly buying decisions),
making lists (the ed sorts out the
original plan for the mag with a
spreadsheet), keeping an eye on
share prices, keeping track of
sports tables and loads, gquite
frankly, more.

And now, cor blimey, in our
continuing efforts to give you all
that's utterly funky in terms of
stuff for your CPC, here's a

spreadsheet to get you going.

-
Biff

if the rigors of the working

day have left you tired and

listless, you need a way to
relax. You need something that'll
take your mind off the cares and
worries of your life and focus it on
something jolly and fun.

What you need is a nice puzziey
arcade adventure starring a
criminally insane biggish ape of
some indeterminate variety. You

4 &0 u
D.: Bek oployns,,

They're quite complex things so
we're going to be giving a few
hints and tips as the months drag
on. ('Fly by’, surely. - Ed)

There are hundreds of uses for
these marvellous things and we're
still after the best and most
entertaining ones.

it's likke this, you see: you write
to us at the usual address with
your novel idea for using a
spreadsheet or database (or both,
even) and we’'ll bung £25 in the
pocket of the one we like the best.

Who said you can’t get
something for nothing?

need a game full of puzzies and
conundra. You'll need a lie down
after this one, | can tell you.

There is, as they say, going to be
a hot time in the old town tonight.
There'll be a rumble in the jungle.
Nellie the Elephant will, by the
time you've finished playing this
one, have packed her trunk and
trundled back to the jungle to see
what all the fuss is about. She'll
have hrought the Head of the Herd
with her and... er...

in the years to come [ shall be
telling my children about this one.
I'll say, I remember when | was on
AR and we had the most amazingly
brilliant covertape game.’ And
they'll ask to borrow the car again
and that'll be the last we see of
them till Sunday lunchtime. Kids,
eh? Don't appreciate a good game.

turn the page for all the details =

o
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GOVERTAPE

We really are good to you.
This time, it's a full
spreadsheet package!

Hurry up, times a-wasting. If you want to
know exactly what a spreadsheet does,
you'll just have to dig out a copy of issue

93, or order it from back issues. If | were to

explain the full ins and outs of what a
spreadsheet is and how it could be useful to
you, we'd run clean out of space. The
‘Creative Counting’ feature contains pretty
much everything you'll want to know.

This explanation is going to work as

follows: this month, these two pages will be

given over to getting you started with the
package, and knocking up a very basic

‘spreadsheet, Next month, there'll be
“another couple of pages clearing up all the

hnseend:and:umgmafnwuiﬂla
more Irrh*l:mparts hutfur nmr, here's

Just move the box around and enter all the

values you need. It really is that easy.

Here we can see a really nice use of the
facility for calculating column totals.

August 1992 AMSTRAD ACTION
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how to bosh together a simple but

useful spreadsheet.

® Okay, the first thing you need to do is
load MasterCalc, and press N to select a
new plan. You will be asked for dimensions,

50 state 15 rows and 14 columns. Presto!
‘You can now see your blank sheet {well,

maost of it).

® You'll notice that the top left square on

the spreadsheet gird is black. This is
actually our cursor. Funnily enough, this

cursor can be moved around using the
cursor keys, letting you refer to absolutely
any cell on the grid.

‘However, you should also have found
that the cell can't move off the screen, and
let you see the columns from 10 to 14.
Well, the screen can be scrolled by holding
down the SHIFT key and using the arrows.

@ MNow take a look at the bottom of the
screen. You should see a little line telling
you that you can press CTRL & K for a little
keypress menu. So try it out. You can press
ENTER to return to your spreadsheet.

@ The first of these keypress commands
we're going to use is CTRL S. This will give
the free bytes, which'll be really high,
considering we've just started.

® Let's enter some data. We'll start with the

You can also produce row totals, and add

the two sets of totals together! Wows, huh?

A nice IIHI comprehensive main menu to
load and save files, as well as cataloguing.

headings along the top of the sheet. So
move the cursor to cell 1,2 (row 1, column
2], and press SHIFT & 2. This tells the
package that you want to enter some text

into that particular cell. So enter your text

now, really.
For the sake of argument, we're going to

_use the months of the year, and this is how

we're going to do it. Type the following line,
with the dots, as per usual, representing
spaces, and press ENTER.

vordanes o sFabor s eMape e oo Rpre oo fag e oo June
ceiadul e cofyg :

~ The reason we had to stop just here is .
that we've come to the end of the screen, so

-scroll the sheet right using SHIFT and the

right arrow, and enter the next bit of text:
i |E.P+t|' I.I.Nll.t [ |Hﬂ“1| insl@pe s n.':'m

You can now put dashes along row 2 to

- underline these headings. All by yourself.

No, go on, it's not difficult. That's right, all
the way to the end.

As you've probably worked out, when you
choose to enter text into a cell, the text
cursor automatically spilis aver onto the
next cell, making typing really easy. o

@ Hit CTRL & D. This will cause a down
arrow to appear in the bottom left corner of
the screen, making the text spill
automatically downwards. So now you can
work your way down the left hand side of
the screen, m:'h: names for the other
axis. The names will start at cell 3,2 and

work downwards. Make sure that the last
title in the list is TOTAL, as we're going to

be calculating this later.

® Now move your cursor to cell 3,2, and

type a value. Any value, that's right, just
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MasterCalc comes complete with a huge set of in-built keypresses to save time and

type the numbers. The program displays
your number at the bottom of the screen.
Press ENTER, and the value will be plotted
onto the sheet.

® | refuse to take you through entering all
the values, so you can do that yourself. The
one set of value you don't have to enter,
though, is the column totals, as I'm about to
show you how to get MasterCalc to work
them all out for you.

@ Move your cursor to the cell in which you
want the column total to appear. This must
be in the same column as the figures you
wish to calculate. Press T. You will now be
asked:

TOTAL: Row/Column/Accum

You, of course, will press C to select
column totals. You will then be asked:

Sub-total/Full total '

Although both would give you the same
result in this instance, press § (it's the most
logical). Inmediately, you should see your
column add up, and the result land in your
highlighted square. Wow, eh?

@ Move along the totals row, doing this to
every column, just to make sure you get the
——=-~hang of it. You could also move down the
right hand side of the sheet, giving row
totals, but it's exactly the same, so there's
not really all that much point.

@ This is where things get really fun. Hit
CTRL & G. You will be asked for a row. Give
the number of a row with loads of figures,
and hit ENTER twice. This is the graphics
feature,

® When asked whether you wish to see
another chart, press Y. Now give the values
of three rows. This just gets better and
better, doesn't it? At all times, not giving a

With just a few keys you can display
descriptive bar charts of your figures.

value (just pressing ENTER) will tell the
package that you've entered all the row
numbers you want to.

® Hit CTRL & X. This should take you back

to the main menu, From here, you can save
your spreadsheet, load in other sheets, and

basically do everything you're going to need
to do in the way of filing and finishing.

That's about all for this month, but we'll
be going into the various features in a lot
more depth next time. 'Til then, you might
like to take a look at the Mega Bytes
feature in issue 92 for a few ideas on just
what uses you'd put this advanced
calculating utility to. Bye.

Bar charts needn't just be of one set of
figures - comparative charts are easy too!

COVERTAPE 5 I

Read this bit first,
it's important.

Just pop the tape into your machine, making sure
it's rewound to the start of Side 1, and then press
CTRL + ENTER (or type RUN™™), then press any
key and the tape will start loading.

Within a few moments you get a menu
screen. Choose the program you want using the
Spacebar, then hit the RETURN key.

@ Note that none of the programs need be
loaded directly from the main menu. They can all
be run from BASIC. The menu lists them, but you
must quit back to BASIC to run them. (Use the
RUN"{filename]” command.)

@ If you have a disk drive either built into your
machine or plugged in, you will first have to type
ltape to switch the computer to tape loading. You
get the | character by pressing SHIFT+®. Then
just proceed as normal.

The tape won't work?
Surely not.
We go to great lengths to make sure that our
covertapes work properly. However, if you still
have difficulty, try this:
@ Loading at several different volume levels (if
you're using an external tape recorder) @
Cleaning the tape heads. This can be done with
any commercially available cleaning kit @
Adjusting the cassette recorder’s head alignment.
The alignment screw is located just to the left of
the tape head, and is usually accessible through
a small hole. Turn it a fraction at a time with a
jewelier's screwdriver. When the crispest sound is
heard, the alignment is spot on. @ Tapping the
cassette gently against a table edge - the spools
may be sticking or jammed.

If you still can’t get the tape to load then send
the tape, along with a brief description of the
problem and a stamped sae to:

AASE Covartape Returms,
Ablex Aundie Video Lid,
Harcourt, Malesford 94,
Teoelord, Shropshire

TFF QD

But | want a disc version!
The covertape contains its own tape-disc copying
program. To transfer the programs to tape,
simply follow the instructions on the tape.

® 464 owners with external 3-inch drives will
have no problems, but 6128 owners will need a
cassette player with a REM socket. Stopping and
starting the tape manually is difficult.

& 6128 Plus owners who've had their machines
modified to load from tape can transfer the
programs to disk, but must rewind fo the start of
the tape again before the transfer starts.

You can also order a disk version of the
covertape from our duplicators, Ablex. Snip off
the coupon on the corner of this page and send it
with a cheque,/PO for £2.00 to:
AADS Dislk Offer, Ablex
Ao Wideo, Harcowurt,
Halesford 14, Telford,
Shroepshira
TFF 405D

Please don't return
tapes to the AA
office. Ever!
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Sensation

You may notice that this month the
covertape has been slightly re-
arranged. This is nothing to worry about
really, but it does mean you'll be using
both titles in a slightly different way.

Firstly, the two sides of the tape load
completely independently to each other.
On each side, you will be presented with
the option to load the game, or transfer
it to disc. if you choose to transfer it,
simply follow on screen prompts. If your
tape runs out, and the game has not
transterred, just rewind it, and play it
through again.

MasterCalc takes a very economic
15k on your disc, and Biff runs at a
slightly more extravagant 35k. That's
50k in total this month.
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FIRST DISK DRIVES FOR THE CPC464/464+

Includes 3.5" ar 3" (please specify) disk drive, DDI-1
interface, connecting leads & utility sofeware. Simply plug in
and go! Full instructions and 12 months guarantee. Please
state CPC464 or CPC464+ when ordering,

. B ONIY£15999 @

Free MULTIFACE 1I (RRP £35) tor copying tapes onto
disk with every 3.5" first disk drive.

Free CHERRY PAINT (RRP £15) with every 37 first
disk drive.

3.5" DISK DRIVES FOR CPC464/664/6128/6128+

Slimline, whisper quiet Panasonic drive mechanism. Comes
complete with 16 page manual & Ramdos ro allow you to
format and use 800K per disk (withour any side select
switches) just like a PC, Arari 8T, Amiga etc.

SAVE £15.00
_ AMAZING LOW PRICE

=

. BEST EVER PRICE ONLY £59.991!!!

ROMDOS XL - The New Standard

ROMDOS XL is undoubredly the best high capacity disk
operating system that is available for your CPC464/664/6128
with a 3.5" second drive,

Unlike other operating systems, ROMDOS XL will allow you
to use BOOK withour the need to use a side select switch or
turn the disk over, even under CPM!

Buailt in Secror

I Directory editor.

Very simple to use,
Available on ROM or in
careridge form.
Cartrirfgr_' version works
on 464/664/6128.

NOT 6128+ compatble.

*  Buile in disk formarrer, .
*  Buile in file
copying/erase. .
. Fuﬁli 19 page printed
manual,
* Auto detects disk .
formar.
« Uses no user memory. .
»  Fast and reliable.

. ROMDOS XL only £29.99

B> £0MDOS XL Cartridge only £39.99 €

Also available....

PC-TRANS Tranfer files from a CPC o a PC and vice versa.
Simple to use. Only £24.99

HACKIT Excellent hackers/machine code programming cartridge.
Only £24.99
RS5232 SERIAL INTERFACE Can be used to connect your CPC

anather computer, modem, serial printer erc. Ideal for use with Amstrad
NC100 Notepad. Full ROM software built-in, excellent manual. Fully

Only £59.99

menu driven.

Please add £5.00 postage and packing to all disk drive
orders. All major credit cards accepted. Immediarte
despatch for credit card orders.

SIREN SOFTWARE, WILTON HOUSE,
BURY RD, RADCLIFFE,
MANCHESTER M26 9UR

TEL: 061 724 7572




You could have knocked me down with a kipper (o

something) when the replies started coming in for the 1993

Reader Survey. We've had quite a few already and we're

gxpecting even more 50 we've decided to let it run on for a

little while longer.

So dig

room flo

pund in that pile of magazines on the living

and find AASL. Somewhere inthere there's a

reader Survey form and if you bung it in the post to us

before 31 August 1993 vou might win 50 quid. Hurrah,

it really is about time we
got some new pictures done.

Trendy Computing
Sony have just announced that they'll be offering
a numnber of exciting goodies and assorted bits
and pieces in exchange for tokens on their disk
boxes. The stuff you can save tokens for ranges
from a I-shirt (for 21 tokens) to a personal
sterea {for 150 tokens) a pair of sunglasses {for
a ludicrous 175 tokens), and a Game Boy (220
tokens). You get three tokens for every box of
3.9" HD disks (boxes contain ten disks) in the
‘Take It Easy’ campaign.

There are loads more goodies up for grabs,
and full details can be found on the disk boxes.

STS Software

Iif anyone is still looking for any of STS's
products, you might like to know that Campursoft
have now taken on the entire range. This means
you can now buy 5/D05, SoftLok, their music
grabber, etc, perfectly easily. There are no

Oh, and there's loads of really great stu

Issue, | have to say that, it's in my contract.

n this month's

promises about meeting previous orders, etc,
but if you write to Campursoft they'll look into it
for you. You can find Campursoft at:

10 Maclntosh Court,

Wellpark,

Glasgow, G31 2HW.

Mote that this is a new address and that their
phone number is changing as well — we'll let you
know what it 1s next month.

They Be Pirates!

During this month's action, the office was hit by a
nice wadge of FAST press release. It's got a lot
of blah, but a few salient points:

@ The country with the highest piracy rate

is France.

@ The country with the highest software prices

15 France.

@ This doesn't point to high prices causing an
increase in software piracy, no, honest,

Make sure of your copy

Picture the scene... Strange lights are seen l
in the sky. You awake to find your I

newsagent has been kidnapped by space
aliens. No problem - you'd filled in the

coupon and she saved you a copy of AA.

August 1993 AMSTRAD ACTION

@ The country with the lowest piracy rate is

the UK.

@ The country with the lowest software prices is
the LK.

® Look, | really can't see what you're getting at
here - piracy is a group of juveniles illegally
attacking the software industry with no motive
whatsoever. And | bet they've all got long hair.

More Campursoft news

We've just heard from Peter Campbell's that
Campursoft are tooled up to put some of their
software onto cartridge. One plan even involves
getting nd of Burmin® Kubber from your Plus'
BASIC cart and putting something useful on it.
More details when we get 'em.

MD+ For All
That kind bloke at Campursoft, Peter Campbell,

has just let us know that OJ Software is now
selling MD+. You can find OJ at: 273 Mossy
Lea Road, Wrightington, Nr Wigan, Lancs,
WN6 9RN. Failing that, you could ring them on
(0257) 421915.

End of an era

it 1s with much sadness and regret that we have
to announce that, after ten years as the best,
besi-selling and then only Speccy mag, Your
Sinclair {an ace magazine produced | some
crap friends of ours) is to close with its
September issue. The last issue will be a bumper
special, packed with nostalgia. And crapness.

It you don't buy another computer mag this
year, buy the last ever Your Sinclair. It's crap, in
a funky skillo sort of a way. @

—————
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AMSTRAD ACTH:IHs for sale. Issues 3 to
31 and 42 o 87. Phone Derek on (0292)
3333

AMSTRAD NC100 NOTEPAD Computar,
as new. still guaranteed and Amstrad GPC
464+ Computer with monochrome monitor,
Hand controller, games and manual, also
as naw. Boxed 300 both. Lee Ashbourne
(0902) 733039

MONITOR COLOUR GTM 640 £4500
Phone (0642) 467413 Middlesbrough.

MONITOR GREEN MM 12 (464+) excel-
lent condition £55.00 ono. Phone (0642)
467413

CPC464 COLOUR MONITOR 2 joyslicks,
fight gun, 90+ games, 27 issues Amsirad
Agtion with cover tapes £225 ono.
Telephone (0924) 404585 (evenings or
weekends)

MONITOR SPEECH SYNTHESISER,
book, disks and cassettes for sale 30 con-
struct sprites -Alive, Laser Basic, level B
adventures. Too many to lst. Gel a list
from me and-see. All originals from £1.00.
Phone Wayne (0532) 572 154

AMSTRAD CPC 484 green monitor, key-
board, 21 games plus B Amstrad Action
tapies and magazines complete with manu-
al excellent condifion only £80. Tel (091)
4142555

NORTH AND SOUTH, Sim City, ltaly

1990, Laser Sguad, Swap for Final Fight,
Mr Heli, F-16 Combat Pilot, 3D construc-
tion Kit, Equinoxe Disks and others (includ-
ing tapes). Phone David (0803) 232542

CPC6128 COLOUR MONITOR, DMP2000
printar, joystick, multiface-2, manuals, lols
of games and disks, Elte, Mini Office-2,
U.5. Gold Salection, Maxam, Supearcake-2,
now have PC, £225. Reading (0734)
744945

AMSTRAD CPC 464 with colour monitor,
joysticks  over sixty games plus Amsirad
Action magazines and tapes. Only £200
ong, James, 107 Coronation Avenue,
Whittlesey, Peterborough PET 1XD.

AMSTRAD CPC 612B colour monitor disk
drive biw printer, joystick, casselle player
and afl teads. 70 plus games on disk/icas-
sefte £280 ono. Phone Dean on (0276)
473916 after 4pm.

AMTIX COMPLETE SET 1-18 Amstrad
Action 1-56 62/67/73/76 ACU 3-20 CPC
464 usar iss0e 1 Computing With Amsirad
1-19, Offers Phone (091) 4551379

AMSTRAD 6128+, colour monitor, joy-
sticks, .games on cartridge + disk,
Brunword, WD + educational software,
Multiface 2, blank disks. Machine able to
use lapes. All manuals. excellent condibion.
Cwly £150! Dunstable (0582) 665115

AMSTRAD 6128 games disklapes,
Moonwalker, WWF, Starwars, Obliterator,
Time Machine, Ghost Busiers, Evening

Star. Tempest and lots of others. Send
SAE for list wanted. Any goll games and
penpals woridwide. Fing. us now on
(0462) 733269

CB4 FOR SALE loads of games and ufili-
tias complate with joysticks and instruction
manuals, must be sold quick so | can get a
612E+. Phone (0623) 847296 after 4pm.
AMSTRAD CPC 6128 computer only
{fauity), good case and disk drive suitable
for spares of repair. Upgrade for 4647
Cifers around £30. Matt (0444) 450454
AMSTRAD MM12 mono monitar for use
with any CPC or plus machine |eads
included for this- purpose.  Mint conddion
only £50 ono. Call Matt (0444) 450454

AMSTRAD CPC 6128 colour monitar, joy
stick, some lapes, disks. £130. Phone
(081) 954 5835

AMSTRAD CPC 464 with green. monitor,
joystick, good condition £80. Phone Tony
0268 543263

AMSTRAD CPC 464, green screen, MP-2
modulator, mulfiface 2, DDI-1 disk drive,
quickjoy superboard, 100+ fape games,
10+ disks, centronics printer lead, mags
and manuals. Everything £150. Contact
James (0376) 500752

CPC 6128, Greén Screen, Mini Office 2,
Colossus, Chess 4, Fun School 2, CPM
Plus, manual, all boxed £100. Phone Pat
after Tpm (0376) 345086

R5232 INTERFACE {siren) with softwara
as new, suits CPC or plus with cable £40.
Call Kevin on (0786} 450662

CPC 464 MONOCHROME, disk drive,
CP/m, 64K RAM expansion, printer cable,
Amsword WP on digk and tape, 20 disks.
£165. Wil split. Also second keyboard £35.
(0772) 454380 (evening) or (0772)
455475 (day)

GAMES! GAMES! GAMES! I'va got about
100 464 tape games including Pokes . £45.
200 plus Spectrum gamas. EE5. AlsD
Spectrum mouse, Ocp an sudip, assem-
bler, joystick. Phone for price (081) 647
o722

AMSTRAD CPC 6128 and 464 and lots of
gocessores including ROM boards  and

Eproms. Send SSAE for list. Mr Smith, 39
Trevale Road, Rochester, Kent ME1 3NZ.
tel (0634) 404968

AMSTRAD 3160 PRINTER £25.00. Plays
disks inc. Tetris, Welltris, Pipabania. Write 1o
122 Lansdowne Road, Iford I1G3 BNG or
Tel lan after 7pmianytime at weekends
(081) 590 8029

CPC GAMES for sale, all griginals, faw disk,
few adventure or strategy, some very obd,
inc, Pirates, Lancelot, Jeweks of Darkness,
Castle Master, SAE to Angela AHum, 22
Point Royal, Bracknell RG12 THH

SEGA GAME GEAR games, wide range of
25 guakty games with instrucions and Dox
Excallent condition. Cnly £18 8ach, Alsc 4
Mastar System games £20 each. Tel (0&1)
869 1847

AMSTRAD GAMES - Cwver 250 tifles
{some disk). hardware including Multiface
II-and loads of Amatrad Actions must go.
Together £300 ano. Phone Andrew (0253)
721398 alter Spm
CPCE128 COLOUR MONITOR, Rombox,
with Protext. Maxam and BCPL, Mulifaga, 2
lape decks, full manual, 11 books, 200 mag-
azines, 100's of games and senous. pro-
gramﬁ warth £1000. Accept £3680. Tel (0T82)
30816 (Stoke-On-Trent)
AMSTRAD CPC 464 colour monitor, joy-
shick, excellent condion., B0+ games 1o sult
all ages AA magazines with cover lapes and
others manual £140. Phone (0783) 721486
CPC 164 COLOUR MONITOR, kevboard.
Cvar 100 s, plus manuals and maga-
zines, Hardly ever used waorlh E300+, sall-
|r for £125. Phone Brac:l:ln:.r T03189
Gpm.
AMSTHAD CPCE128 with Colour Monitor,
sacond 3.5" disk drive, BOOK formaiiing
softwrae, varous games,  joyshck,
lapadack and leads, Cwver 20 Amskrad
Actions £360 ono. Tel (0203) 621517 after
6.30pm

PARENTS! TEACHERS! Graal 1/2 price
aeducational software. Better maths on. disk
for all ages groups. Just £6.99. Send
chegueP0 to John Authony Gollogly,
Likkabrick, Carrick Macross County,
Maonaghan, Ireland.

BUY DIRECT FROM THE MANUFACTURERS!

These days you may find it difficult to locate Amstrad CPC software in the high street.
That's why Supersoft, the UK's oldest software mail order company (founded 1978), has
joined with Audiogenic Software to brmg ynu the best in CPC software - direct from the

manufacturers - and at very speci al QI’IQEE

HOME OFFICE

Word Style - you won't find a simpler word processor
Cashbook - home accounting at its easiest
Matrix - a powerful spreadsheet (and more)

GAMES

Graham Gooch Test Cricket - still the best cricket simulation
Emlyn Hughes International Soccer - classic arcade simulation
Impact - simply addictive, in the tradition of 'Breakout'

Loopz - the most addictive game since 'Tetris'
World Class Rugby - the best rugby game for your CPC
Exterminator - brilliant conversion of a very unusual coin-op
Emlyn Hughes Arcade Quiz - general knowledge, great fun

Helter Skelter - classic bouncing ball puzzle action

Interdictor Pilot - space flight simulator, 48 page manual
Forestland - text adventure from the Classic Quests range
Goblin Towers - harder adventure from the same range

£9.99t £11.99d
£9.99t £11.99d
£12.991 £14.99d

£2.991 £4.99d
£3.991 £5.99d
£3.99t £5.99d
£3.99t £7.99d
£5.99t £7.99d
£5.99t £7.99d
£3.99t £5.99d
£3.99t £5.99d
£7.99t £9.99d
£9.99d

£9.99d

POSTAGE AND PACKING ONLY 75P ON ANY SIZE ORDER! (UK ONLY)

SUPERSOFT, Unit 27 Christchurch Industrial Centre, Wealdstone, Harrow HA3 8NT
Tel: 081 424 2244 Fax: 081 861 1773 - Credit card orders (Access/Visa) welcome.




Serious Users

Text
Adventures

Playing Mazes

Strategy

Puzziles

New Age
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Come with us on a
journey through the
wonderful world of

the video game.
Simon Forrester is
our guide.

You read about them every month
In one or more,magazines. You rush
out in your millions and buy them,
pushing them up the Gallup charts,
You've turned them into a multr
million pound mdustry from the cult
entertainments they used to be.
Almast every day, in one form or
anather, you come into contact with
computer games. If you're not
playing them, you're readmg about
them, or yvou're watching television
programmes about them.

50 what's really behing the
hype? How did it all start? Was there
life before Sonic? Of course there
was. This whole snowball started
rolling before your average console
owWner was even a sparkle in their
dad’s beer.

We'ra about to take an in-depth
look at the industry that is the sole
reason for the existence of
magazines like AA. We're about to
enter the world of computer games.
Keep reading to find out how they
started, how they evolved, and how

_, Arcade
~  Adventures

-=
— T
e

Real
Environments

.
i e
. - ;
- g 3

they're produced today. We'll also
take a look at how they might be
going in the future, so hold onto
your hatsfolks...

Evolution

You may think you've got a
collection of the hottest titles, with
the coolest concepts, and the best
action around. Well we hate to burst
your bubble, but the stuff you rush
out every month to buy is anything
but original. You see, just as man
evolved from fish, your latest title,
maybe Prehistorik Il, is just a game
at the end of an evolution chan that
started with mainframe computers,
and Brearoul.

The odds are, if you're of
average AA reader age, the
beginning of this story is set before
you were born. We're going to start
with the first video arcade game —
the original computer tennis game,
Fong, It consisted of two bats and
one ball (no bonuses, power LUps,
extended plays, bad guys, flashy
graphics, etc). Though you may
laugh at this kind of thing these
days, in 1972 this was real ground
breaking stuff. But whatever you
think of it, the wideo arcade game
was born with this release. The
craze swept America and Japan
with great speed, stirring up a
whole teenage generation of

Arcades

T

Two Player

Scrolling

Obstacle
Courses

Beat-em-
ups

Certificates

Film
Licences

an A Dreet h
o e computer game.

gamers, and a huge amount of
industrial interest as to what was
coming next.

And lo, in 1974, to the first
computer game a child was born -
Breakout. This was what's probabily
best described today as Arkanoid
(without any bonuses, power ups,
extended plays, flashy graphics,
etc), Following the immensely
successtul Pong, it couldn’t fail to

take off, and managed to re-stir the

initial enthusiasm that greeted Pong
SO warmby.

A while after, though, the scene
was to pick up again with Japan's
contribution to the industry — a nifty
little action game called Space-
invaders. It was here that the
arcade games scene really took
off — the eager observers of the
revolution started to produce
computer games of their own,
starting what was to be the
computer game revolution, setting
the foundations for the mult-million
pound industry we can see today.

Orne of the more notable of the
early creafions was Scramble, or
Defender as you may know it today.
Scramble was the first horizontally
scrolling shoot-'em-up, the point
being to stop an alien race stealing:
cows from the Earth’s surface. The
reason you'll know the game as
Defender these days is because

Sy

e

e’

that was thewversion that made it
onto computer, complete with
smart bombs, revarse thrusts, etc.

Another offspring you'll have
undoubtedly heard of was '
Asteroids, The original flat-bed
consoles {a tabletap with buttons)
¢ontained simply a vector graphic
space shipeshooting vector graphic
asteroids. Two player tables also
entered the market, probably
drawing inspiration from Fong,
having both players on the screen
at the same time.

What happened next 15 maybe a
slightly fuzzy area.-You see, there
wasn't any logical progression
toward the games that followed,
more of aninnovative leap. Just as
Fong was:a produet of inspiration,
the early Donkey Kong games were
quite a leap as well, Bridging the
gap slightly was FPagman, but.to
describe Paoman as a stepping
stone hetween thetwo concepts
wiould be wrong ontwo counts -
the gaps are still too big, and
Pacman was a full concept in its
awn right, with a following crowd
and an influential position just ke
any other.

And seeonward; then, to that
next major point incomputer-games
ayolution ithe platform game.
Remember Donkey Kong? All of 2
sudden, the emphasis moves
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completely away from killing
people, and concentrates on
rescuing damsels m distress, in this
case being terrorized by a huge
ape. What we've seen here Is a
definite move towards progressing
through an environment, rather than
destroying it. This new concept
was, whether the designers realised
this or not, set to revolutionise the
warld of compiiter games, from the
relatively shallow concept of space
invader type games to the
conceptually deep possibilities of an
exploration game.

Chuckie Egg, then. It's really
only a slight variation on Donkey
Kong, but you'll find a lot more in a
gammie as simplistic as this that was
totally lacking in early shoot-"em-
ups. Think about it:

@ Empathy — when it’s a roughly
human shape plummeting to its
death, getting eaten by a chicken,
etc; the player really can become a
lot more closely related to the
sprite they are controling than they
could with a triangular space ship.
@& Exploration - it's also with the
advent of the platiorm adventure
that the age old argument over
points or progress was tipped in
favour of progress. You see,
whereas with a shoot-'em-up, you
merely progress onto a new wave

of bad guys, platform games see

You progress onto new screen
layouts, new problems, new
enemies, and so much more.

@ Versatility — shoot-'emups have
always been fairly rigid in format.
Even today, the most innovative
that pregrammers will be is fo add
extra weapons, and different aliens,
Platform games, however, do not

fall pray to this design flaw. With a

platform game, you can represent

-almost any scenano, any

environment, and any plot (uniess

t's based around shooting aliens).

In the past, we've seen platiorm

Licences

games set in futuristic worlds,
mediaeval towns, present day
scenarios, stone age periods, and,
well, you name it really, whereas
shool-'em-ups always place you in
futuristic space ships, flying against
some deadly invasion force. Yawn
with a capital "Y',

This is where we must depart
from the world of arcade games
though, and look at the other side
of the coin, being the-other half of
the ndustry that merges with the
arcades at this point;

Get sorious

Before anyone else, Seripus users
{those who came into contact with
computers at work, efc) were using
tnmputerﬁ to entertain themselves
in one form or another {usually in
the form of litte games that ran on
networks between the larger
applications). Because the majority
of these machines could only
handle text. the games had to be in
text. It's from this side of the history
that we get text adventures and
strategy games.

These text adventures started
off very simply, as diversions to
pass the time. However, to a ot of
people they still held advantages
pver arcade games (due to their
much more involving format, and
enjoyable style —in a way, like
reading a book). Over recent times,
by the way, these games have been
developed almost to the stage at
which they are unrecognizable as
being derived from the simple text
adventure. As parsers become
more and more advanced, and
objects get more and more
interactive, the user s drawn further
into the false emaronment — but
maore on that later.

The next stage was really quite
a simple develgpment from the old
text adventure style. You see, a text
adventure is really just built up over

a section of squares, which, in the
gnd, turn into a maze. So why not
drop the descriptive plots, and just
wander around a 3D maze? Hence,
the maze game was born. Since its
arrival, it has seen many variations,
such as Bloodwych, and a few
iIsometric games.

Let's get together

it's at this point, then, that the two
genres, being arcade games and
quiet strategy games, came 1o jomn.
The result was, well, surprising.
What they had effectively come up
with was the arcade adventure, in
all its glory! These range from huge-
levelled platform games, such as
Rick Dangerous I, etc, to titles such
as Heavy On The Magic,
Bloodwych, efc,

And we should also look to the
future. In the quest to find a
character or game genre with which
the player can truly empathise, we
have taken the computer game one
step further - Virtual Reality.

Virtual Reality is a system that
has come about only recently, due
to the advance in technology, and
processing speed. If you haven't
already seen it {which, | imagine,
watld be quite hard), Virtual Reality
is, in effect, Freescape through a
helmet. When you turn your head,
the view through your helmet turns
correspondingly. When you move
your hand, a sensor in a glove
moves vour computenized hand.

Of course, all these games don't
come about by chance, you know...
The average computer game takes
a hell of a lot of work. So what
exactly does go on behind the iron

(The Fourth Protocol), and quiz shows {Bob's

Game Styles

Beat-'em-ups

As we have already seen, early platform tiles
were the first games to incorporate human
beings into an arcade enviranment. However,
people do other things asiges from jumping

around on ladders. Their other main occupation,
it would seem, is fighting, As a concept, it's
perfect - it's got action, a large amount of
variables, and is a perfect target for empathy.
The beat'em-up was (and is) a ground breaking
concept, which has proved to be a constant
source of best sellers.
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If take a look along the shelves of your local
video shop, and compare film titles with the
software collection at your friendly
neighbourhood computer store, you will notice
something - there are lot of games about films.
Whether it's Hudson Hawk running around, or
Clive Barker's Mightbreed characters on your
screen, it's a film licence,

But let's face it - there's one main reason
why film tie-ins are written. If a film is a box
office hit, you can be pretty sure to catch a lot
of attention with a computer game based on the
film. This isn't just limited to films, however.
Board games (Monopoly, Trivial Pursuit), books

Full House, Blockbusters) are also well explored
concepts in the history of licences.

Whether these games actually work, either
as games in their own right, or as tie4ns to the
film (or whatever), is nof clear. Having a popular
licence doesn't mean you'll have a good game
an your hands — the game is just as likely to be
naff as any other — it just generates more media
attention when piggy backing on a film.

There has actually been one example of the
whole process working in reverse - Erik The
Viking, If you saw the film and enjoyed it, why
not go out and find the text adventure game it
was based on?




curtain at a software house?

S0 you walk into WHSmith, and
pick a cassette off the shelf. Maybe
you've read about it in AA, and
heard it's the next best thing since
shiced bread. Whether it is or not,
the same high amount of work and
effort goes into producing the
computer game that in the end, you
buy. So what exactly happens?

Concept

There are two main sources fora
game concept. It's either a
conversion from a different format,
ar a fresh idea. If the starting
concept Is a conversion from a
different format, the actual freedom
of the development team is
restricted to an incredible amount,
Sure, on &bit versions of games
that have already graced the 16t
market there are always going to
be featuras that will have to be
discarded (due to processing
speeds, memory restrictions,
machine's ability, etc), but there is
very little scope for anything to ever
be added.

Programming

The one person who does this part
i5 the actual programmer. This s 3
person who, when provided with
graphics, sound. and game plan,
turns it into a fully working
masterpiece of machine ¢code (the
standard language for writing
games on the CPC).

Graphics

There can actually be several
graphic artists:working on any one
particular game at any one time, as
the types of artwork required vary
greatly. Take your average budget
game, for instance. First, you have
the packaging. Though you don't
buy computer software on the
strength of the packaging; a badly
drawn piece of artwork on the inlay

is guaranteed to turn you right off.
Next up, there are the various
backdrops to the games. These are
usually in the form of stil frames,
purely to add a nice graphic effect
to the overall game. Finally, there
are sprites. Sprites are the little
objects that move around on screen
in any game, such as your
character, bad guys, bullets,
explosions. and the such.

Sonics

But what is a game without sound?
There are usually two types of sonic
work required in a game, being the
title tune, and spot sound effects.
The fitle tune may involve either
covering an older theme tune (if the
game 15 a licence or cross format
conversion), or writing a completely
original tune from scratch [if the
game is of an original concept).

Debugging &
Flaytesting

This is probably the most critical
stage in the development of the
computer game. The playiesting
stage is where the game is
thoroughly playved, and every bug is
iraned out to make the game look,
feel, and play polished. Let's be
honest here, no-one wants to play a
game, only to find a bug halfway
through. Even if the bug doesn't
stop you plaving the whole game,
definitely gives you a very bad
impression of the whole thing. Now,
we kid you not - playtesting 1s
actually a full time job, in which,
when you think about it, you get
payed just to play computer games.

Software Housa

Quite obviously, the software house
plays an absolutely vital part in the
production and sale of a piece of
software. The software house waill
oversee the project, provide the
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programmers with anything they
may need {if the game Is
commissioned), and manage the
sale of the game once it's finished.

The first part of this sale
process is to organize reviews in as
many magazines as possible. In the
case of the CPC, there 15 only one
national newsstand mag (us), 50
some of the larger fanzines will also
rECewe copies,

Mext, the softie must duplicate
the game and sell it to a distributor.

Distributor

A distribution house is merely a
company that takes games, in their
finished forms, and gets them onto
the shelves of your local computer
software shop, onto the stock lists
of mail order firms, and generally
distributes the game to as wide a
population as is possible.

Some software houses choose
to undertake this part of the sales
process themselves, giving them
much more control. Unfortunately,
most distributors would avoid the
CPC due to low sales prospects,
and so many software houses have:
to self-distribute.

Hewiewss

It's anly after the game has been
polished till it shines, and inspected
with a fine toothcomb that is
actually passed on to a magazine
iike AA for review. | then play the
game solidly for around two to
three days, and put the review
together. This is not actually as
easy as it looks — you have 1o say
absolutely everything you want o
say in a short piece of text, and still
make it entertaining. Anyway, |
either love a game, or | blow it
clean away. if | love it, the software
house breathes a little {only very
fitthe, mind) sigh of relief, and gets
on with duplicating the game, to
meet whatever demand they

New Age

When you think of puzzie games, you normally
think of strange little picture arranging games,
that have all the attention span holding ability of
a cauliflower. You will find, though, that the
launch of the astonishingly simple Tetris really
shook the industry up a bit. All of a sudden,
people realized that it didn't have to be
complicated to be fun, and it didn't have to be
famous to sell,

So along came the troops of new age puzzle
games we've seen around today, such as
Puzznic, Lemmings, Pipemania, etc. This
avenue, now explored almost fully by the
industry (with the possible exception of

Lemmings) is now being gradually beaten to
death by the public domain scene, which seems
perfectly satisfied to churn out a Tetris ¢clone
per day, to people who seem willing to spend
their lives playing the things.

Obstacle Courses

The invention of the scroling shoot-em-up

means a lot here, By exchanging the ship for a
car and the invaders with other cars, for
example, and scrolling the screen, the obstacle
course concept was born,

MNow, the odds are you can't remember
playing any obstacle course games. Think about
it though... Burning Rubber? Crazy Cars? Road

Blasters? Fire & Forget? They're just obstacle
courses, with a different scrolling perspeciive -
leading away. The obstacles here would be
other cars, rocks, trees, bends, etc.

And it's not just racing games - Marble
Madness, Run The Gauntlet, Commando and
many other standard concepts are simply just
pbstacle courses, tarted up to look like onginal
game ideas.

Role Playing

By now you'll realise the advantages of creating
a computer game from an already established
theme. The one avenue that has only recently
been adequately explored is that of Role Playing
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calculate they'll find.

Joe Public

With a bit of luck, if the game was
finished, the review went well, and it
reached the varlous outlets, you,
the end user, have a nice new game
to play. The odds are you didn't
realize the sheer amount of work
that's gone into the cassette you've
just bought, but at the end of the
day, if the game's worth the money,
and selis well, it's time well spent,

stch overtures in naff as Roland
In The Caves, So how will
technique change?

Well, we can only predict what
will happen in computer games by
fooking at what will happen in
technology, and what has already
happened in concept.

Multi-Users

The first multi user video game was
Pong. | think we can safely say here
that the idea of maore than one
person interacting with the
computer at once is not a new idea.
When Gauntiet wowed reviewers
with it's fun two player action, it
wasn't really breaking any new
ground. But there were a few
games that did.

One such development, only
really made possibie by the growth
of popularity of modems and
telecommunication with computers,
was MUD. This was a Multilser
Dungeon, designed for people to
ring up [using a modem), and take
part in a text adventure game. What
separated this adventure from the
rest was the fact that the
characters you meet in the game
weren't computer controfled
characters, they were other people
who were playing the adventure at
thie time. This has an astounding

boxes that plug into a PC, efc, and
allow a programmer to write a Sega
game on a PC, and ‘download’ it to
a console to test it. The only
difference, then, is the medium the
game i5 sold on = being a cartridge
instead of a cassette or disc.

Consbruction Kits

Of course, not all games are
written from scratch, A game is
usually written in one of three ways:
@ From scratch

Meanmg the programmer does,
in fact, start from scratch.

@ From a previous release

Take the Freescape senes, for
example. Though there was a lot of
original stuff in the sequels to the
griginal Crifler, the main game
‘engine’ stayed very much the
same. After all, what would be the
point in rewnting parts of a
program that were already written?
& With a construchion kit

There are some programming
team that have developed rough
construction kits for the creation of

 software, Level 9, for instance, had
their own adventure writing system,
that allowed the emphasis to be
placed on creative ideas within the
plot and characters rather than on
writing the program from scratch
with each new release.

3D Comstruction Kit

HazE i e 8 =

Blp-Relonses
Of course, this process doesn't get
played out fully when a game is re-
refeased. The main difference is
that whereas with a full price first
timer there is a team developing a
concept and writing the game, a re-
release doesn't need any more
work from the programming team.
Of course, artwork is resworked,
and a different intay card is
designed, but the game itself
remains intact. Occasionally, a
software house will buy the licence
from a different company (in
essence buying the game), meamng
they are selling as game that was
griginally released by a different
label, but most companies release
their old products under a different
labei. For instance, Ocean use the

label Hit Squad, US Gold use the
label Kok, and Titus use the [abel

Fox Hits.

From the point of the software

effect on the game. There's a
constant inpet of onginalty and
fresh ideas from the players as they
interact which throws the whole

problem of stunted characters with
no real personality straight out of
the window.

This while concept has since
been repeated many times in the
progress of computer games, with
games allowing machines to be
linked (take Power Tetris tor
example), but these further
attempts never really matched the
initial success and long lasting

house onwards though, the process
is exactly the same.

Cartridges

it's probably worth mentioning that
this process is not just used in
home computer games. When a
cartridge machine is released, such
as the Sega Master System, Super
NES, GX4000, etc, a hundred or 50
programmer development systems

We've seen how the very first
computer games began, and how
they developed and evolved into the
games we play today. This, though
a little complex, is traceable.

But what about the future? What
do the next few years hold in
gaming technology! How will
concept change!? After all, the
technology that runs games like

Games. RPGs are a phenomenaon that started
during the '70s.

An RPG is simple in theory, A small group of
people (ideally about five), elect a Dungeon
Master. The Dungeon Master then creates a
world for the player's characters to explore,
conguer, or carry out specific tasks in, under
the rule of the DM. Amongst other things, this
world will contain other characters (controlled
by the DM), that can be fully interactive because
they're controlled by a real person,

Character fighting, spell casting, energy,
strength, etc, are calculated using tables,
charts, and equations. This has always been the
main downfall of the RPG system - the
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are released with it. These are

mathematics. It just so happens, though, that
maths is the one thing computers have always
been excellent at, so it would make sense to put
an RPG game onto computer. Why haven't they?

Well, several gameas have come reasonably
close to the format, such as the Heroes Of The
Lance series, and more recently Bloodwych, but
alt computer RPG systems face one major
problem - a loss of the fully interactive side of
things. So unless artificial intelligence is
mastered, we may never see a fully interactive
computer RPG.

Scrolling

Take Space Invaders. You're there, shooting

Super Cauldron is the same that ran

appeal of setups such as MUD,

aliens. Fab. Not exactly going anywhere,
though, are we? So what happens if you start
the whole thing scrolling, 5o, in effect, you're
going somewhere?

It was this action that gave way to some of
the greatest classic games of our time.
Defender is just a horizontally scrolling Space
Invaders, with a few tweaks here and there.

Strategy

Oh ick. It's the one side of computer gaming
that has traditionally turned avid game fans
stone cold. Why? Well, no-one's guite sure. You
may think ‘Well, it's because games like that are
stuffy’, but if that's the case, why do people




With the steady increase in
reliability and speed of national and
international communications, you
can expect to see a few further
developments in the MUD field
incorporating graphics, and
hopefully a little bit of action.

The possibilities really are
endless — imagine playing tirte, and
flying against a real person who's
sitting hundreds of miles away.
Imagine flying along, and every ship
you pass 15 a real person, Need we
5ay more!

Technology

So how will technology develop?
Weill, this 15 praobably quite easy to
predict. You see, there are two
main considerabions when looking
at computer technology from a
programmer’s point of view —
speed, and capacity.

All computers are timed by
some kind of internal clock. Though
it's not a clock in the conventional
sense (it doesn't actually know the
time), inside your CPC 15 a quartz
crystal, oscillating fast enough to
produce a frequency in the MHz
range. As far as the CPL 15
concerned, this frequency is
converted into electronic pulses
every 300th of a second.

This clock could, quite
obviously, be upgraded. If you were
to replace your CPC's crystal with a
unit that produced a higher
frequency, the rest of the internal
components would freak out (not
being designed or built for an
increased speed), but faster
crystals can be used when
designing new computers, The
basic rule here is that the faster the
crystal, the faster the machine - a
machine running on an 8MHz
crystal will run twice as fast as a
similar machine using a 4MHz
crystal. This increase in speed can
already be seen in some console

machines and many of the more
powerful home computers, so just
think what you could with, say, a
Mega Drive that ran at twice the
spead - twice the number of
animation frames, faster moving
games that don't suffer flicker or
rough animation, the possibilities
are endless,

Capacity takes care of every
pther feature of a computer game
that's not accounted for by speed.
With new advances being made all
the time in the amount of memory
that can be stored on a chip,
methods of stopng data, and
gystems for effective information
compression, games literally keep
growing in size — with more
backdrops, larger playing areas,
more bad guys, more levels, efc,

You see, everything else, in the
end, comes down to either speed
or capacity, Music, for example,
relies on both, requiring vast
amounts of memaory to store an
average tune, and a large amount
of processor time to get it out
through a speaker. The same can
be said for animation, which also
requires memory to store extra
frames in a sprite’'s movement, and
more processor time to display
these extra frames.

Real Environments

in many ways; real environments
hiave already been realized by the
computer market. In many arcades
today, you can play Virtual Reality
games. These may be racing
games, or more Drillerish-style
games, but they are beginning to
imitate real environments.

A real environiment, you see, IS
not a simple as it seems. To create
a real envirgnment on compuier,
vou don't actually have to create a
real environment = you meraly have
to present images, sounds, etc, to
the user in the way that they would
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be presented in & real environment,
Hence the VR helmet — a headset
containing view screens: in front of
the eyes, and speakers for sound.

In effect then, the only thing
holding VR back from imitating a
real environment perfectly is the
graphical ability and processing
speed of the computer running the
environment. As graphical
capabilities and storage systems.
improve further. though, the detail
and complexity of possible virtual
worlds rise with them.

Artificial
inteliicence

One of the man selling points of the
MUD system was that characters in
normal computer games are always
incredibly false, incredibly stupid,
and incredibly starched.

This isn’t a product of bad
programming, but a product of the
limitations of ant electronic circuit
to emulate a real personality. Once
we create a compater that can
achieve this, we've created
artificial intelligence.

Contrary to popular belief,
artificial intelligence is not about
making computers think . The anly
griterion for Al 1s to make a
computer respond to stimuli in a
way that it would if it were thinking.
This does seem to break the
problem down into a shightly more
stormachable chunk. After all, the
mast you can say about anyone is
that they act as if they would were
they intelligent.

As research continues into this
rather tricky field, and advances are
made in technigues of programming
Al, the computer game industry
spps advances, if watered down a
little, in the form of more
interactive characters. And when an
alien tries to out-think you in
combat, you know thing are getting
just a little too deep. @

enjoy working out methods of completing levels,
killing people, etc, in fast action games? Surely
that's strategy as well

The point 15 that for any game to be in the
least bit challenging, it must make some
demands on the player's strategic skills, It
thera's no chaflenge, there's no game. The
problem only anses when a game 15 serveéd as a

pure chunk of strategy, with no action as
entertainment. These games rely wholly on the
user emjoying the mental challenge as opposed
to the adrenaline. Be it Chess, Bridge, or the
Battle of the Somme, unless there's an element
ot action, most games players will run
screaming in the other airection,

So who's left? Those who enjoy the
challenge, and prefer to play mental games
rather their counterparts that test reflexes and
co-ordination. There is nothing wrong in this.
Strategy games are fun in the sense that people
do enjoy playing them enough to write them. it's
really just a case of whatever lights yvour candie!

Two Players

The whole concept of more than one person
playing a computer game at once has really
broken a lot of fresh ground of late. Starting
mainly, as far as arcades are concerned, with
two player Asteroids, and with Multi User
Dungeons for the adventuring side of things.

By now, the idea has been used in puzzie

games (take a look at Power Tetris), beat-'em-
ups (Double Dragon), plattorm games (Bubble
Babhie), and just about any other genre you
can think of. The whole idea of competing with
vour friends in an alternate reality has an
obvious appeal.

Of course, friends don't always have o

compele. Take Bloodwych, in which you can
journey round together, or separately,
depending wholly on how you feel at the time.
it would take a certain amount of
co-aperation to actually complete the game,
but completing it doesn't always have to be
your main aim, does it?
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. ﬁnﬂit Whmﬂuey ﬁndmﬁﬂml&e:kwas ac&uateﬁ
wmm they'll hate you. They'll stick pins in

odel ﬂf-:ﬁuﬁ Tﬁay‘ﬂ send letters of complaint
to AA about you. You'll find yourself being
snubbed at social gatherings. Eventually you'll
have to change your name and retire to the
Hebrides. When you get there, peaple will say
‘Aren't you the hatlock fellow?” and you'll die poor
and unloved. Don't do it.

Puzzles need to be logical and soluble, but
not necessarily straightforward. Let's get back to
the locked door. You need a key, but just walking
round the comner and picking up a key wouldn't
be much of a challenge. Try to think of some
clever way of getting the key. It's not a bad thing
to leave your player completely stumped if they
say “Yes, of course, how clever’ when they find
out what's going on. Anything to do with hat-
operated doors, though, and you might as well
kill yourself straight away,
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; WE smninffﬂrtha sake-:afraahsm,hmm m::ma |
: sartafmlglﬁsﬁtem urmayheamaxﬂﬂmn :
- nmmamfftams ﬂmtcanhacarﬂad

As you can see, the list is pretty simple and

doesn't include very much superfluous stuff. The;‘:

puzzles aren’t especially complex either. But it's
just an example. What do you want for £2.95?

Any road, although we started thinking about
plots and such when we started, it's not really
until we get to this point that we can start pulling
things together. So next month Il be trying to
round everything up and give some overall
picture of our little game, together with any other
general thoughts that occur to me. But now it's
over to that Simon chap...

The techie bit

Cheers, Tim. Objects. Right. Each of Tim's
objects has a name, a description, a starting
location, and a few notes saying whether it can
be picked up, how much it weighs, and what it
actually does. We're going to store most of this
in variables, in much the same way that we

ﬂ-- ! *_‘E_ﬂ:._l.ip-\rariailﬂ

310:DIH-uit40)
320+ Los=16
330-DIN-ace(16,4)

340-FORaz1:T0 16
358-READ-af

368 at=BINS(VAL("8" +at), El
378+FOR-b=1+10: 7 STEP+2

380-acela, ((ha1)/2))=UAL"&x"+HIDS(as b,

g2))

398 -NEXT «b

400 -NEXT a2

418 -RETURN
420-DATA-28,22,22,02,28,02,08,08
430.DATA-a8,12,2a,8a,20,02,80,60

All we need to do now is insert our little object
variable reader routine at line 401 onwards:

461 +DIM-ohj$(16,5)




462/ FOR v0=1-T0-13
403FOR-4=1-T0-5
404 -READ - obji(o,5)
465 NEXT s

406 ‘NEXT - ¢

And the data at line 431 onwards:

431/ DATA 3 washing machine, wachine, 1,0

432.-DATA" ¢« It looks+ like:a rather:ordi

narys - washing machine, I bet you-cou
ld-put: ++ -some-washing: in-there,-It-also
shas.a: o -glot for-coins and-a draver fo
r-uashing powder."”

433-DATH-a: ﬂﬁthﬂﬂﬂ‘;l:ﬂ

434-DATA-"- - It *s«a-doday: looking-plasti

¢ chair, +but you: nuuld_-wn.hahtu-ﬂt an
it."

We've only given you the first few lines of
data, as it's justa repeat of Tim's table, but in
program form. Space prevents us from printing
the whole of Tim's list, sa you'll have to wait for
us to-put the whole thing on a later covertape.

There are a few things to note here. First,
objects that only become available to the user
after examining something else have an object
location of 17. This is not a real location, but 2
nice place to store everything that shouldn't be
on the map just yet. |

Secondly, we can freely alter any object
information once the game is in progress, as it's
been read into varables at the start, and will be

accessed via the variables throughout the game,

Third, the location we'll be assigning to the

user's pocket will be 255 (no real relveg'lﬁé,-'just g
number). The need to give objects locations that

don't show up on the map is obvious — you don't
want to be carrying something that stays in the
place you should have picked it up from.

Fourth, this system is for objects. Do not
define anything even vaguely alive using this

I object

Here's a list of some of the objects from the
game, set out like this (for the programmer:
Object

Description

Starting location

Weight

Motes for the programmer

a washing machine

It looks like a rather ordinary washing machine. |
bet you could put some washing in there. it

also has a slot for coins and an drawer for
washing powder.

Launderette (1)

it can't be moved. it needs to have washing
powder, meney and some washing in it before
il work.

a very nice packet of washing powder

it looks like just the sort of thing you need to do
the washing with.

Washing powder shop (6)

Weight 4, unless it's in the laundry bag, in which
case 0

It needs to be bought from the shop keeper
person. if the player hasn't got the money from
the kitchen AND thnﬂuring room, a warning 'You
probably won't have eriough money to do the

system, because the user will be able to type
EXAMINE GIRL (dodgy), PICK UP GIRL (risky), or
even TAKE GIRL (will WHSmiths stock this?), We'll
do characters some other time.

Right. We've got loads of objects scattered
around our map, and we need to interact with
them. The three main commands we'll be adding
to our-game, then, will be TAKE, EXAMINE, and
DROP. We'll also throw in an INV {inventory)
becalise we love you.

Okay, once we've added all the object data,

and renumbered the program, the line that marks:

the start of the description display routine (called
whenever & room description is needed) is 760.
Th& Ilstrng looks like this:

168" Dicplay roon: description
170 -RESTORE - 838

788 FOR-az1 70 loc

790 READ-d$

B0 NEXT 2

810 PRINT .d#

8208 BETURN

To display which objects are in the roony, we
add the following routine at fing 811:

811 £19=0:PRINT " You can+see "]
812:F0R-0=1-10- 1§ :
Eiﬂ-IF1“HLM]}JHD;E]}.:l-nc*'THEI'IJP‘EIH!-ﬂh_.i
o, 10, <"1 if ezl

Bi4. HEHT-

B15-TF+§13=0-THEN-FRINT - nuthms o+ hte

- rest,"1G0T0-620
Eiﬁ PHIHT "hut*nﬁt'““m'ﬂhh

As you can see, it was really quite simple. The
flag tfg) that is set when an object is found t© be
i the room is simply so that if there are no
objects in a parficular location, the sertence ¢can
still be rounded off neatly.

So now you can wander round the map and

washing’ should be given when they attempt to
buy it.

gome coins on the table

My, my, some money. It's in your house so it
must be yours.

Kitchen [7)

Waeight 1

They can be moved.

a note

it's in your handwriting. It says, ‘Don’t forget to
buy a laundry bag.'

Kitchen (7)

Weight 1

It can be moved, but why bother?

another pile of dirty clothes

It looks like another heap of your filthy clothes.
Bathroom (8)

Weight 5

It can be picked up, only if the player has a
taundry bag or isn't carrying the other pile of
clothes. The warning ‘You need a bag of some
sort’ should be given.

laundry bag
it's a bag for putting laundry in. It looks like it
might be just the right size.

Laundry bag shop (14]
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look at all the objects in the particular rooms,
You'll notice, after about three moves, that the
text does seem to recurr (you'll continually see
the phrase ‘but not much else’), and this could
be fixed at a later date to pick any one of several
possible strings and print them.

The other problem you may COme across is
the fact that words may be split over a line, or
whole chunks of text will just skip onto the next
line down: This doesn’t exactly look all that
beautiful, but bear with it — this is just the bear
bones of 2 game, remember. At the end, we'll
probably run an episode on tidying everything up,
50 Cross your-legs and wait for a few months.

Right now, though, we need to ingert & line at
the parser to patch in our take routine. The site
looks fike this:

260 IF wi {1)="WEST"OR »uf(1)="H"THEN . GOSU
B 1148:6070- 116

270 IF w1 y="LO0K"0R wd{ 1) ="L"THEN - GOTO
108

288 -PRINT "+ -Cone-again?"

And we need to patch in another fine:

275 - IF w$ (1) ="TAKE"OR ¥ (1) ="CET" THEN-GO
SUB - 5000 :GOTO - 116

S0 alt we have to do-now 1S Create the routing
to pick up the object. Well, we would, but
something tells me we must be near the bottom
of the page by now, so I'd best leave that till
next month. It might be a good idea in the
meantime for youl to try knocking up a version of
TAKE —-all you have to do is check whether the
pbject is in the room, and move it 1o room
number 255 (your pocket), We'll deal with
weights next month as well, as | think Tl be
getting both pages. Till then, @

Weight 2. When full of washing 6

It needs to be bought from the shop keeper
person. If the player hasn't got the money from
the kitchen AND the living room, a warning “You
probably won't have enough money to do the
washing' should be given when they attempt to
buy it.

some coins

Hurrah, you're rich.
Living room {15)
Weight 1

Can be picked up.

a pile of dirty clothes

It's a ragged heap of dirty clothes. They all look
like they could do with a jolly good wash. Maybe
you should think about that.

Bedroom [16)

Weight 5

It can be picked up and moved, but enly if the
other pile (room B) hasn't been picked up as
well, It can be put in the BAG.

Other notes

Max weight carried - 9. If player doesn't buy a
bag and makes two trips to the launderette, the
washing will be stolen. if they try to wash the first
lot while they collect the second, they won't have

_'muu;h mme?'m_' powder.
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ProPrint. Now I!lw has
come along so m w

CPC bods. THiS e tmtplnu over a
year and a h "'_F_ ' asaﬁqum well). It's
one of those gases of |
that it was baaten to th
Campursoft's ProP
As far as Wi
is concerned; you'l
ProPrint review last issue {
repeating things). What we're going to do
today is compare the two packages.

First off, documentation. Pro-Ext's manual is
laser written (actual letter quality, like this
page), making it very easy to read, and
contains all its information in small, easy to
swallow chunks, though slightly shabbily
written. There is also a little HﬁM manual in
memaory, which gives :rtstan;. m on any
Pro-Ext feature (help that, na '__"_ﬂl:l:uld
have been included in ﬂlﬂﬂ'ﬂmﬂ]
ProPrint's manual is cum different.
it's printed using PruFrﬁlml a 9-pin
printer, but due to the m ﬂf_ ProPrint's
print- ﬂuts this doesn't lﬁﬁf ltfata‘ﬂdlfﬁcult

._.--l -

ProPrint's capabilities). E“mhnt sheets
and extra graphics sheets arrg'ﬂmtl-'mrn

t'i|l

Enough about the manm. Ihmu've read
last month's ProPrint erﬁﬁﬂuﬂ, your'll

know that both packages.are conceémed—

with using new fonts anﬂﬁe like within
Protext. Both packagesmmﬂad with
a range of fonts [muugmhl
slightly more) that are ready for you to use
from within the packages to gel you going,

__,._"

= e

Cnntact

If you want to-get your hands ona copy of Pro-
Ext, itll cost £14.99 from Sentinel Soltware:
Sentinel Software

= 41 Enmore Gardens, East Sheen

I London, SW14 8RF

August 1 GO

but there is a problem. Whar&as"ﬁﬂ'ﬂ :
stuck with the fonts that Fm-Extm gmu,
ProPrint comes with a r:umprehenswﬁ -

" character designer, allowing yuwﬂ m

pew fonts and alter existing ones,
increasing the flexibility and pumlnﬂﬁa
package no end. Sadly, Fm=ExtluHﬁnls
feature, and so unless Sentinel rﬁﬁasﬂ

either a font designer or extra fonts, Pro-Ext
users will come a Iltt!ﬂ unﬂuck

There is an area in which Pro-E
hands down, and that s it's & _
graphics. ProPrint lacks a graphic
altogether, whereas Fro-E
converter program, tal
of varying formats. THis s fine foi
letter heads, but has e wse in fan
layout, etc, as neither package has a
columned text feature, and so would be
useless for most DTP applications.

Just how easy are the two packages to Use?

Well, ProPrint uses an entirely new printer
driver set up, and so employs the whole
range of printer code characters to set up
parameters, styles, etc. These codes, as_
well as a set of external commands {tﬁbﬂ

*. used through the Protext command line},
cover all areas of printing quite ﬁl,, and

give a user friendly edge to the p-!ﬂtlta
There are still a few control codes left
unassigned, so you still have a fag to play
with if you want to.

Pro-Ext's codes are not realhrﬂ friﬂrm:lir
Only one control code is used (with Pro-Ext
commands inserted immediately after],
leaving more free to set up how you wish.
This, however, isn't nearly as ewﬂ uﬂl as
Campursoft's package. =

So, both packages have ndvﬂﬂhﬁ&u.lf

you want to print graphics (clip art. mir

Pro-Ext is your only choice. Hnmkﬂ you
want the ability to design or altﬂi“fﬂm# to
your individual tastes, you'll nﬂaﬂ’ﬂmﬁhﬁ
The package to buy is, to be honest,
ProPrint, as the lack of column facilities in

—

e —

graphics conversion

[ e SETEeT
Load AAMS window
Load Multiface soresn
View soor-sen
Save clip srt
Other drive
Catalogue
Reload menu

-“nprnwlllﬂlmﬁlﬂrn

Prive #: user 5

COMPUTER BT aH FRO LGUT o
I BT ! el PFRO-EX'] . Ha% l1'Il'.
i i Lo . BAK e K Pﬁﬁ ECT L HIM T
DEUVILLE . FHNT  LEK FRU-EXT ., PRH 1K
b1§£ HAK 1K PFRO-EXT .SCH 2K
IS ~BAab 1K FES1EH i -0 1
GRAFPHICS . BHK =K L;J}%H yBAK 2R
GRAPHICS  BAS 2K SCHINE . FHY 1HK
GRAPHICS . BINK Ak SEHTINEL. 52H
Hﬂ#tlEH FHT EK SENTINEL . WIN It
OFFIC ~ENT EK TIMES »ERT 1L
| BAH 1K UTOFIA +FH1 LH
¥ His IK ~HESTERH .FHT 6K

F9K free

Pro-Ext comes supplied with a good library
of fonts and a fair few bits of art as well.
either package make printing graphics
fai:rly pointless {no use to DTP fans).
It's a real pity that Pro-Ext doesn’t a font
designer, or ProPrint doesn't have a- e
graphics options, but that's just mmﬁ
goes, | suppose. These may be fe _
Campursoft and Sentinel look into HI'ﬂrE
near future, which would most :lel'mita‘iybl
a Good Thing. For now though, AA's 'q'qh
goes to Eampurmﬂ ® =

For a copy of ProPrint, send £15.99 along to
Campursott, at the following address:
Campursoft

10 Macintosh Court
Wellpark
Glasgow
G31 ZHW
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When the MULTIFACE was launchead in 1986,
it was an outright winner. No one has ever
come up with such a powerful, useful add-on.
Labeled the ESSENTIAL CPC COMPANION, this
MULTlpurpose interFACE proved to be an
absolute Godsend for the Amstrad CPC users,
Remember the first disk drive on the CPC 4647
Suddenly the Ioading took seconds rather than
minutes from tapes. Except that there was not
much to load - very little had nrigj'naliy been
released on disks and there was no facility to
transfer programs from tapes to disks.

This is one area where the MULTIFACE zaved
everything - literally. The black magic box could
stop anything any time and SAVE it to disk or
tape, When the 6128 came with a built-in drive,
it was left again to the MULTIFACE to do all the
transferring - and to perform other miracles...

S0, in case you just came from Mars; what
does a MULTIFACE do? First, it sits at the back
of your CPC, its magic button always ready.
Press it, and the MULTIFACE takes control!

AMSTRAD NC100 NOTEPAD

SPEGIAL

COMPUTER

WE ARE OFFERING THE AMSTRAD NCI100 (SERVICE
STOCK), FULLY BOXED, COMPLETE WITH
BATTERIES, MAINS ADAPTOR, USER INSTRUCTIONS
AND CARRY POUCH FOR THE UNBELIEVABLE PRICE OF ONLY

£99.99!!

(RECOMMENDED RETAIL PRICE: £199.99

YOUR NC100 CAN BE DELIVERED WITHIN 24
HOURS OF PLACING YOUR ORDER WITH US BY
CREDIT CARD (IF PAYING BY CHEQUE, PLEASE

ALLOW 4 WORKING DAYS TO CLEAR)

ALS© AVAILABLIS
AMSTRAD 9512+ DAISY WHEEL PRINTER

BRAND NEW, COMPLETE WITH MOTORISED
PAPER TRACTOR FEEDER, SOFTWARE AND
INSTRUCTIONS (ONLY SUITABLE FOR THE 9512+

COMPUTER)

CAN YOU BEAT UNITRADE'S PRICE OF

£39.99?

RETAILS @ £129.99

ALL PRICES INCLUDE VAT. PLEASE INCLUDE £7.50 PER ITEM FOR NEXT DAY DELIVERY

#h# VISA/ACCESS ACCEPTED **#
PHONE: (0630) 655797/655801

FAX: 0630 655683

UNITRADE , UNIVERSAL HOUSE, TERN VALLEY
BUSINESS PARK, MARKET DRAYTON, SHROPSHIRE

Once in action, it freezes everything and it
displays its own menu. Being fully menu-driven
and error-trapped, you'll probably never need
the full manual that comeag with the MULTIFACE.
Most operations are also entirely AUTOMATIC,
so to SAVE a game once you stopped it, you
just name it, insert diskAape, and press a key.
You can then return and continue the program.
If you get beaten later on, just retead from where
you saved last and play just from there again!
Mo need to.go back to the start all the time. Or
even better, the Multiface allows you to POKE

lizsted in this magazine and you'll neverloose.
The MULTIFAGE tomes with a builtin TOOLKIT
that lets you inspect/alter/dump the CPC RAM.
It also has its own 8K RAM and 8K ROM.
Many top programs werea written with the aid of
the TOOLKIT and the extra 8K RAM. And do
you like the screen shots in this magazine?

They are all produced using the MULTIFACE!

IT's BYE NOW...

When we announced aarlier that wa were fo
pull out of the 8-bit market, the surge of interest
in the MULTIFACE was such, that we had to
make many maore. And not just the MULTIFACE
- we also have the one and only disassembler,

that lets you see and alter what happens any
time anywhere inside a RUNNING CPC program.
This is a unigue de-bugging/development aid. It
comes on a disk and loads inside a MULTIFACE.
Press the magic button and the INSIDER will di-
sassemble, find text/code, dump the CPC RAM
to printer, etc. Get it at HALF-PRICE for £7,95!
As this goes to press, we still have plenty of
atock of both the MULTIFACE and INSIDER.
However wa can't go on manufacturing for ever,
The MULTIFACE is terrific value, in fact more
for the cusfomer than for the manufacturer... So

In any case we will only accept orders when we
can supply the goods and we give a full guarantee.
Plus we still offer up to £15 OFF! mail orders!

. ou MUST NOT use sur praducts to copy, feproduce of infrings.
cepyright owner: VWe do neither condone nor suthonss the use o

| arder a MULTIFACE 2 for CPC 464/6128 [ ] ea3.98 £34.95 or for CPC +[_]-peass £34 95
RODOS[ Jeenes £14.95 RODOS XTRA Jeess £4.95 INSIDERL] ere96 £7.95
| enclose a cheque/PO/cash for £.............. or debit my Access/Visa No.

in any way whatsoever any copyright materisl without the permission of the .
f our product for the reproduction of copyright material - to do so s ILLEGALI

PLUS P&P peritem: UK /Europe £2 Overseas £3.

Al prices are siready discounted and
~applyto Mail Orders 0 5993 only..

Mamﬂlfﬂlddrﬂsglilililll‘ll-l-l'lI'II'1+I+I+I+F+F+11--1'l-'F--"-"li e EpRTARERERARAEREE LR EEEEREIEEF AR R R YA AR A AR A m iR AR AR R AR

T T W 0 M = 2 et

(AR E RRRE DR ECERERELELEL R LR L LR R Ll

ROMANTIC ROBOT, 54 Deanscroft Ave, London NW9 8EN @ 24 hrs M ==wm (81-200 8870 @ AA
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Richard Fairhurst is our mate,
He writes the Techie Forum.
He tried to hold a meeting
But he didn't have a gquorum.
(I've told you once. Out! - Ed)

Assembly defects

| have a 6128 Plus and Arnor’s Maxam.2
assembler on disc for CP/M Plus#lbis great for
editing listings, but | have.a problem when it
comes to loading and Trving out my-programs. |
have tried some of Andy Price's routines-and
Simon Farrester's bouncing ball routing (AAS3]
and some listings of my own. They all assemble
without errors or warnings, but the computer
grashes when | CALL #4888 (all the routines -
priginate from #4080}, | did get one routing 1o
work, though:

I've tried loading all my ather progeams i this
way, and by issuing SYMBOL AFTER 256 {to collapse
the user-defined character area), entering KENORY
RIFFY, loading dummy input files with OPENIN, and
loading with LOAD*F i Lenane . CON" , 4088 (which
usually gives a syntax erroel; but nething seems
to work. The computer-alwavys crasties after the
CALL. | have used my Multiface 2 to checkthe
area just above 84080 after loading the routines,
but it is full of zeroes, indicating that the
computer hasn't actually loaded the data.

| wouid also be grateful if you could explain
what BDOS is, if it is any use and how | can
access it. Is it only available under CP/M Plus?
Also, how do you get @ machine code program of
your own to run under CP/M?

Paul Yates
Bolton

E;T:ii‘t HEa

ity "hellsaln

1d 11 )
1& ti?ﬁifrd

1ﬂ Qgpﬁif;i

(Never mind about a caption. I'm offering
£5 for the best rhyme for ‘Fairhurst’. - Ed)

August 1992 AMSTRAD ACTION

[T ] u.q—l_fluL.'L.'I-._ll: S
e e T

As you say, Maxam 2 is a CP/M Plus assembier.
There is a difference between AMSDOS and
CP/M Flus files: all AMSDOS files have a header,
which contains information about how long the
file is, what type of file it is, its execution
address, etc. In contrast, this is all reflected in
the threeletter extension under CP/M Plus (.COM
indicates a runnable CP/M Plus command,
starting and executing at 4106, for example), so
there is no need for a header.

The only AMSDOS files which don't
need a header are text files. Maxam £ has
generated a file without a header (as it's
designed for CF/M use), so when you come
to load the file into memory from BASIC,
AMSDOS thinks that the file is a text file, and
consequently refuses to foad it directly into
memory. This explains the ‘Syntax error’ and
absence of any successtully loaded code.

Try reading through your Maxam 2
manual to see if there is any way to generate
AMSDOStype files with headers on (using the
extension ,BIN may help). Alternatively, the
following listing will load in any headerless disk
file to the address specified: type CALL
§AFOH,"filename”® ,address - the code |s
fully relocatable.

16 FOR tiskAFDG 10 &RF2F

20 READ adi POKE n, VAL("4"+at)

38 NEXT n

49 DATA DD, 6E,08,0D,66,81,E5,DD, 6E,02,0D
66,034, 23, 5%

50 DATA 23,56,EB,11,00,C0,CD,77,BC,D1, 06
JES,1D,E1,0D, 36

§0 DATA 41,TF,DD,36,42,08,E8,(D, 83, 8¢, (3
,74,8¢,00,80, 90

Save our screens

| have been learming machine code for about four
months, and | have used it in my program
Death's Dark Dungeon to print the 20x20 level
map to screen. During the game | wish, when it is
paused, for the instructions to come up. When it
is unpaused, | cannot reprint the level because
some of it changes. | need to save the screen: |
have tried, but | just can't get it night. Please
could you print a source code listing to save the
screen to memory below 30000,

Also, how do you redefine ASCIl characters
from machine code? And how do you redefine
colours in machine code - the equivalent to
INK 1,1 or whatever?

Simon Crabtree
Northallerton



The screen takes up 16384 ($4800) bytes in
memory fraom 49152 (&C088). So all you need to
do to save the screen is to copy these bytes to a
safe place; and to restore it simply copy therm
back. The ZB(0 has a useful instruction — LDIR - to
copy an area of memeory (BC bytes long) pomnted
to by HL to the area at DE. You could use this to
sawve the screen as follows:

1d be,16364

1d de, 130080

1d hl,4385¢

ldir

To restore the screen, swap the values after

1d de, and I1d kl.

To redefine inks, use the irmware CALL al
&BC32. Load & with the ink you want to change,
and B and C with the two colours (O-26) that the
ink IS to flash between. For non<lashing mks, set
B and ¢ to be the same. Thén CALL #BC32. (To set
the border, use the CALL at#BC38 - pbwiowsly, you
don't need to set & for this.)

The first thing vou need fo do before
redefining characters is set up the character
table i memary, which will be filled with the
existing definitions (justiike a SYMBOL AFTER
commard), This is done by setting BE o contain
the code of the first character to be redefined,
and L to contain the address of the table. Then
CALL the frmware routine at &BBAE.

Yo Loki, from Anonymous Town! | read your
letter, and | agree: hey, everybody, what are
you waiting for? Get demo4ng!

Linfortunately, | cannot do raster bars, and
(head hung low) | can't seem to get to grips with
OVerscan.

I've also sent a letter to US Gold, asking
them about the delay on Street Fighter Il. Here's
hoping!

Watch out for my first demo, too!

Tate

The raster principle 15 a very useful one fo get
to grips with for any aspiring demo coder.
There are certain fEiEEE‘}ﬁ:I-'_;' need to know fo
understand it, most importantly, how the picture
YOu See on your screen is displayed. A small
electron beam hights up each pixel on

vour monitor, starting with the fop line-and
ending at the bottom, and drawing each hne
from left to right. At the end of each line, the
electron beam has to return to the left of the
screen, and at the bottom of the screen (in a
phase known as ‘frame flyback’] it has lo
move pack up [o the top.

This happens 50 times every second, with
each complete scan of the screen being called
a frame’. It 15 possible to synchronise your
program so that a certain piece of code is
executed white the electron beam is at a certain
point on the screen: so, at the start of one
screen line, you could change ink O to (for
example) blue, then on the next line bright blue,
with sky blue on the next fine, followed by bright
cyan on the line after that, If you then reversed

You can then redefine characters one-by-one.
This is achieved by setting & to hold the
appropriate character code and WL the address
of the 8-byte matrix table (containing the same
values as vou'd place in a BASIC SYMBOL
command), then calling &8BAB.

Access all areas

After perplexing for ages, I've given up, and need
your help. | have a database of 500 or so small
itemns, held on disk, and two problems.

1. If | want to read the nth item, my program has
to read p-l items to'get to the one | want,
starting from the beginning each time. If [ want to
read the 400th item, this.is a ime-consuming
affair. Instead of storing the information serially, |
have to make it 'direct access’, but how the heck
dail do this?

2. When it comes to sarting the above info, my
poor of computer freezes every so often while it
has a quick think. | presume it's doing a garbage
collection, but this can take up to 3 minutes
sometimes, causing a sort to take about 15-20
miriutes. I've-tried the following code:

JTAPE: OPENOUT "d": MEMORY HIMEM-1: CLOSEOUT:
IDISC but this doesn't really help.— only when
saving or loading. Trying to be clever, and not
really knawing what | 'was doing, | tried increasing
the 1 after the MENORY command, but I'just

gallery

this for the next four lines, you'd have a biue
‘raster’ (or, more properly, colour bar).

So, how do you synchronise your cema in
this way? First of all, the demo’s main ioop must
execute in one frame - lasting one-fiftieth of a
second. To make the loop run from the
beginning of the period of frame flyback, use
this piece of code:
1d b, &F5
in a,(e)
rra
Jr ne, £

To get to a cerlain point on the screen, use
a delay loop and adjust the length of it by trial
and error until the electron beam is the right
place. You can then change inks using the Video
Gate Array, as explained in last issue's Techie
Forum (see the letter Video Star).

This is all well and good, but what happens if
vou want fo put a colour bar at the foot of the
screen? If you've had any sort of conditional
action earlier in the main loop, which means thaf
a different piece of code might have been
executed (and so a different amount of time
taken up), you won't be able to be sure of where
the efectron beam is. What yvou can do is wait
until the electron beam is at one of six points. on
the screen.

If you've used the above method, you'll have
‘had to turn interrupts off (using the b1 op-code),
to stop the CPC's service routings jumping in
and messing up your timing. Turn them back on
again, but replace the CPC's interrupt routine
(store at &38) with your own, which simply puts
interrupts back on - they're disabled as soon as

A1
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knackered it up even further.
| just cry out for help!

C J Locke

Chelmsford

One of the biggest failings of AMSDOS s that it
can't cope with random-access files of the sort
you require (the other failing being its support of
only three disk formats). Adding such facilities to
it is possible (| remember an extremely long
machine code listing in Popular Computing
Weekly in the mid-80s), but very difficult and
fraught with incompatibiiity problems.

The best way to get around it is fo hold all
your data m memory, which can be randomly
accessed, onlyaccessing the disc to load at the
beginning of a session and save at the end, 500
iterms may stretch the memaory of your CPC a
little — if vou have a 6128, try using Bank
Manager, the program supplied on your system
disks, to store the data in the exira B4k,

You could split the data up intora number of
fites, which would mean that instead of cpening
the single data file and reading to the 400th item,
vou store the data in (say) files of 160 items
each and read from the appropriate gne: The
most drashic solutien is o gse a different
programming langdage runaing under CF/M,
which does support random-access filing.

an interrupt routine is entered - and returns.
You can do this as follows:

Id hi,&CHFR

1d (&38),hl

That way, yvou can wait far-one of the six
regularly-spaced interrupts to accur, using the
HALT op-code, and then vou'll be back in time.

As to vour overscan problem, it's difficult to
know how to help. If vou write to Techie Forum
with a description of what you're doing, I'll take
a ook, You may be interested to know that the
tanzine Artificial Intelligence has just started a
demo column, mtended baoth as a tutorial and to
answer your questions (19 Lee Sireet,
Liversedge, West Yorkshire WF15 6DZ).

It's good to see an emerging British demo
scene at last (although, readers, don't be fooled
- not all demo coders say Yo' all the time).
About time too. And to all those who say that
demos are useless, well, so are games. Some
people derive pleasure from games, others
from demos. Let the programmers code what
they want = just be thankful it's for the CPC.
Here endeth the lasson.

Just pull on your coding trousers and get
to it. Mayhe you'll produce a masterpiece.
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Microsoft BASICB0 (available from PD
ibraries) might help, or you could take the
opportunity to learn a completely new
language - (, for example.

From vour garbage collection problems, it
sounds like you have a 464. BASIC 1.0 has a
design fault in that it carries out this process
much too frequently, and reserving a file buffer
(as you've fried to do) won't solve the problem
except that BASIC won't need to do a garbage

ERROR command!
Bobby Welch
Exeter

which looks really good. Unfortunately, it shows
you the side view of a 464's audio connections,
which look nothing like mine. In fact | don't have
an audio output on my 464: on the rear panel |
have a monitor port, a 5Y DC port, a floppy disc
port, a printer port, a user port and an |/0 port,
whatever that is. Does this mean | will not get
sound coming through the telly?

| subscribed to AA and got a free Cheat Mode
book, | don't have a Multiface. | have tried to type

There is an address in the BASIC ROM which will
perform the requisite task. All yvou need to do is
set the error number in A, and CALL the routine.
The address is &€#93 for the 464 (BASIC 1.0),
and &CB5S for all other CPCs (BASIC 1.1). So, the
following would generate a Syntax error on a

collection to set up a new file buffer every time it in the poke listings on five or six different games 464:

wants to access the disk. If you've considered and type RUN and the small ENTER key, and | get Id a,2

upgrading with a 40025 chip to BASIC 1.1, now's  nothing. | would like to get a Multiface but don't rst 3

the time to do it. want to spend money if it won't work. dw far
If you have another CPC, or don't want to Donald Sinclair ret

upgrade, your problem is with the sort routine. In Clydebank dar dw &CA93

particular, if you're using a bubble sort, this is a db @

Amstrad fiddled around with the case design of
the CPC a number of times. On early 4645 like
yours, all the connectons are on the back:the
/0 port {Input/Cutput) is the audio output which
vou plug into the Videgmaster.

Are yowrunning the pokes correctly? You
shouldn't held down CTRL and press the small
ENTER key as you would usually to load a game,

A quick and easy way to check which CPC is
being used s to find out the contents.of memory
location 6, If PEER(6)=128, then a CPC 464 is
being used.

highly inefficient method of sorting and requires
many transactions (and hence plenty of garbage
collections). A slightly modified version, the
delayed replacement sort, will give better resuits.
AS you know, a bubble sort works by taking

each item in turn, and finding the next item in the
st with a lower value: the two are then swapped
around. This is repeated for each item in the list.

What to do with a
Spectrum ,-

¥ith a delayed replacement sort, you search
through the list to find the item, with the highest
value, and swap this with. the last fem that hasnt
heen sorted. This means that the area still left to
be sorted is diminished by ong.ter.

Even greafer savings will be fotind if you use
this with the Bank Manager, because that doesn't
noed to carry out-any garbage collection. You
could alsg trya maching code sort routine, such
as that found in the book Master Machine Code
on your Amstrad CPC 464 & 664 {from Sunshine:
Books, now out-ofprint: ISBN (0-946408-80-7),

Audio/video

In AABE you did a feature on the Videomaster

Diskussion

Thanks for a great mag (blah, blah, biah). |
have a 464 Plus and followed the 64k upgrade
in AASO: it all went okay!

A couple of weeks later Ibought the Siren
Software disk drive. | now have a few questions
to put forward.

1. How do | transfer multiload games like Narth
and South and HeroQuest to disk? The Multiface
doesn’t do this because it only saves what's in
the memory.

2. Inissue 91, you pointed out that a certain

wire had to be cut when connecting a disk drive.

Do | need to do this?

3. When | format disks | only have 178k to work
on. How do | increase this? Magic DOS only
works on a B-drive.

4. Where can | get games on 3.5" disk?

2. Where can | get a word processor on disk for
the 4647

6. Are you going to print some more Multiface
cheats?

7. Sometimes the top left-hand side of my
screen goes all discoloured. Why does it do
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but instead simply type in‘the word BN (no
inverted commas afferwards) and press ENTER.
if they don't work, you've made a typing mistake
somewhere, Multifice pokes are very easyto -
enter if you follow the instructions, so there
shauldn't be a problem if you buy one.

|-am writing a set of R5XS in mzii;ﬁ_iﬁe code to

provide certain extra facilities for BASIC, sugh as

box drawing. My problem comes when lneed to

-generate an-error: | can print 'Syntax error’ and

returs, but the BASIC program calling the RSX
just carries on after this. Is there any way in
which | can create a proper error, like BASIC's

this? Is there something wrong?
lain Heard
Milton Keynes

1. You'll have to check out tape-to-disc
specialists to see If they have any programs
that will transfer those programs in particular -
there's nothing that will transfer all multi-ioad
games, Try Avatar (0442 251705) or 5TS
Software (c/o Campursoft, 10 Mcintosh Court,
Wellpark, Glasgow, G231 2ZHW).

2. Nat if you bought the Siren drive intended
for the 464 Plus, no: the chaps at Siren know
what they're doing and will have done this for
you already.

3. You need an operating system that can cope
with large-formats on the A-drive. Either Avatar's
M3800 or STS's S-DOS will do this = S-DOS is
the better system, but you need a ROM-board to
oe able to use it.

4, You can get PD games on 3.5" disk from a
few PD libraries. Commercial games,
unfortunately, you can't,

2. How about transterring our covertape
program Tasword fo disc? You could also try

the FPD topper VOE, available free from the nice

'am an owner of a CFC 464 and a Spectrum +3.
| have tried with no luck to sell the Spectrum for
about two years to enable me to buy the memory

expansion and disk drive for my CPC. | was

wandering if, by any chance, the disk drive from
the +23 could be removed, recased and used as
the diskdrive for the CPC. lwas alsg wondering
if the'memory from the.+ 3 could-alse be installed
into the CPC.

Marianne Tucker

~ Wiltshire

- I's not just a matter of connecting a disk drive to

a 464: you need an interface, too. Try ‘phoning
Siren on (0611724 7672 and ask them if they'd

people at Sheepsoft (send a disc and an SAE).
6. Yes, if people send them in!
/. This shouldn't happen. it's possible that this
is being caused by your monitor being placed
near a magnetic source (like hi-ii speakers),
which is a Bad Move, Move any speakers away
and see if the problem disappears. Otherwise,
it's off to the repairman: try STS (address
above) or ERC (0733 371279,

Or probably lots of other companies with

three letters in their names.

And here’'s a picture of that Siren disk
management-type software. Probably.




give you a discount off their first drive
package if you supply the drive mechanism
from your Spectrum,

Even worse news with the memory: there's no
space inside the 464 to fit any extra memaory, so
there isn't much of an alternative to buying the
extra memory. Sorry!

Top Tips
Spring fever

For the past two years:fve hiad problems loading
games on my 464 Plus, especially covertapes.
Martin Henderson who wrote into AASS was
right, but there is an easier way to resclve this.
Basically it is the spring on the gject whichis too
tight. By opening up the computer and locating
the V-shaped spring you can fix this.

Just pull the spring together so that'it is not
so fong and it will loosen the grip on eject So that
the tapes are not held so far away from the
heads. Don't laugh, it really works and it's easy.

To add something to this, | have located
North and South, | know many of you have been
jooking for the game and have had Ao luck: My
lgcal software dealér can order it within, two days
andyou can contact me (0908 676146} if you
want to order 3 copy = disk or:cassette.
lain Heard
Milton Keynes

Thanks very much; £im sure 464 Plus owners:

everywhere will be grateful, Be careful not fo lose

the spring while attempting this trick, though...!

Tasword tip

When printing from Tasworg, if, ike me, you get
fed upwith selecting'S" for singie-sheet paper
gvery time, just enter the following line after
selecting 'B' to enter BASIC, and save it;

75 FOKE p+34,483

CJLocke

Cheimsford

Plus (two)

A reader in AASQ said he had troubles using his
Multiface 2 on a 464 Plus. The problem could be
the ane | had: to make the Multiface invisible, you
must press the red button as soon as the
computer is switched on, when it asks you to
press Tl or £2. If vou press the button while in
BASIC, it will try to access a tape recorder and
crash the machine. Also, if you want to check the
memory while programming in BASIC, you must
enter 18 G010 18 and run before pressing the
button, to avoid losing your program.

P J Yates

Chelmsford

Polyfilla

Filling an area of memory with a byte can take
quite some time if you simply use a machine
code loop. Our old friend, the LMIR instruction,
can do the task in much less time. Say you want
to fill all the addresses from §4008 to &SFFF with
the byte &88. Here's how you'd do if...

Six-pack

1. | have a Multiface 2 and I've saved many

tape programs to disc on-my 464 and DDI-1,

but when | plug the same Multiface into the

6128 and try to load these programs, they

don't work. Why?

2. If | were to buy a Siren 3.5" disk drive for

another 464, would the FO-1 second drive |

have be compatible with the Siren interface, so

that | could run the FD-1 as a first drive?

3. Can the 64k dk'Tronics RAM-pack be used

with the 61287

4. Where can | get a lead to connect a 3.5

second drive to the 6128!

5. Is there a way to draw pictures with over 4
'||*‘|11: 5 on OCP Art Studic?

3 sou recommend a good DTP package
(other than PowerPage) that is compatible with

the AMX Mouse and produces guality print on a

DMP 2000.

R Tedman

Chatham

1. Multifacedz programs saved on one type of
CPC won't work on another. However, you can
get around this by using a FL program calied
‘AntiMultiface’. available from most PD libraries.
2. The Siren first drive interface usually only
runs one drive at once, but you can buy a cable
from Avatar (0442 251 705} to connect an
extra drive. Connecting your FD-1 as a first
drive and your 3.5" as the second drive should
then be possible.
3. Well, it can, but it won't-do you any good.
The exira 64k is aiready supplied in the 6128,
and the RAM-pack will simply duplicate this. It

14 k1, %4006
14 de, 54801
14 be &1FFF
1d (k1) &56
Idir

How does it work? First of all, you inibialise the
starting address (here §4888) with the byte. The
LDIR instruction copies this to the next address,
448081. It then proceeds to copy the byte from
#4081 to the address after that, 44082, .. of
course, #4801 has already been set to &88 by
the first stage of the LDIR instruction — and so
it EOES On.

An even quicker way to clear memaory 15 to
disable interrupts, set the stack pointer to the
top of the area that you want to clear, set HL 1o
the appropriate value, and PUSH HL lots of times.
This is a bit iddly for most uses, but if you're
coding a whizzy shoot-em-up and speed is of the
essence, you might find it useful.

ROMDOS revenge

if you copy a whole load of files onto a ROMDOS
256 directory entries format disc (such as one
formatted in D20 format), using Maxidos, for
example, you may find (on CATaloguing the disc)
that a number of them disappear and that a
strange 144k file with a seemingly corrupt
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64, 684, 5128

Hoots mon, there's a moose loose aboot
this hoose. Another classic from the "50s.

won't give you any extra memory,

4. Try Siren or Avatar.

5. Art Studio stself won't let vou, but if you buy
Advanced Art Studio, you can do everything
that Art Studio does, plus paint in the 16-colour
MODE O, and lots of extra things. Well worth it.
6. Stop Press costs rather a lot, but it will

do what yvou require. It's quite tricky to get
hold of these days: try ringing up the mail
order suppliers in AR and checking if they
have any copies left. Alternatively, scour

the small ads. (But keep an eye out for a
review of Micro Design 2 and our

forthcoming DTF round up before you

commit yourself, - Ed)

filename appears in their place.

Don't panic: this happens because the CAT
command can't cope with more than about 140
files. There are two solutions to the problem:
either split files between different user areas, so
that there are no more than 140 in each, or use
the IDIR command. Alternatively, if you have a
side-switch, you might like to use a single-sided
format and put 128 directory entries on each
side. This gives you just as much storage without
the annovance created by exceeding 140 files.

Screen two

A favourite trick of BASIC programmers is to
issue a MEMORY &3FFF command, then flick
between two different screens using CALL
KBCAE, 440 and CALL &BCOE,&CH (one screen is at
44008, another at &C0648).

Don't. Or rather, dont do it in this way. If you
do, your program will work on the 464 and
6128, but not the 664 — and there are still quite
a few of us 664 owners out there. Instead, use
CALL &BCO7,&40 and CALL &BCAT,&CH — a small
rmodification, true, but it works on all machines.

Letters and stuff, please, to: Amstrad Action,
Technical Forum, 30 Monmouth Street,
BATH, BAl 2BW. Thank you. @
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40Mb hard drive 5 Campursoft E £220

Hurrah for Campursoft. The
CPC has waited years for a

hard drive. Now it's got one.

For years now, 16-bit computers and just about
every other machine has had something that
CPC users could only dream about (apart from a
fab computer). This was a hard drive. So what's
a hard drive? Well, you can do either two things
to find this out. You could either read the huge
storage feature we ran a few months Dack, or
read on (‘H' to all those readers who've just
joined us).

A hard drive is, put guite simply, a disc drive
with a disc you can't remove. The fact you can't
remove the disc means it can be attached much
more firmly to the mechanism, etc. This, i turn,
means that you can store information in smaller,
more delicate magnetic patches, thus fitting
more on a disc.

Hard drive capacities range from 16MEB to
100MB, though you can still obtain even bigger
hard drives than that, The physical sizes still stay
pretty much the same, being about two or three
times that of a 3.5" disc drive. So why havent
we seen such a fab device on the CPC? Well, no-
one's really sure, but it's fairly obvious to see
why ne-one's tried all that hard — an entirely new
operating system would have to be written, to
ﬁiﬁﬂmnun-staﬁﬁardﬁﬂﬂieEFG?iWaﬁﬂ ==
B-jz&Em Spww a:eweteﬁingfﬂlimﬁ If'ﬂfxﬁﬁ

The Campursoft hard drive {let’s call it Herbie
for argument’s sake) is a wee beastie that stores
40Mb of data. That's getting on for 50 ROMBOS
discs, Just think about how you could use one:
@ Back-ups - If you're into backing up software,
you could use a hard drive to store an entirely
backed up games collection, meaning you would
never have to mess around with all those
individual discs again (originals, | hope).

& Public Domain — Ask any PD librarian. Once
you get a reasonably sized library going, you'l
live among a small mountain of discs. What
better, then, than to take all these discs, and
archive them {maybe using Safesoft’s new disc
archiver) onto your hard drive?

@ Bulletin Boards — For a system requiring vast
amounts of memory (due to the huge amounts of
messages and library software they need fo
store), an extremely high capacity storage
system is needed quite badly, really.

@ Look, it's a hard drive, okay? You store much
more stuff on it than you would a normal dise.
Wark it out for yourselves! Gah!

Akern. This project was first approached by
Simon Cobb (Siren Software) guite a while back,
but, due to problems getting a CPC to handle
data coming from the drive, the project was

scrapped. The problem is a simple one — when
information is sent from a hard drive, it's handied
__b:,r a high pmlmred mwface The. EFE I:remg

HARDWARE )

Hard Drive

speed. The data, then, is being transmitted far
too quickly for the CPC to process it properly.
Think of it as being equivalent to trying to run
MNASA with a ZX81. Whatever the weather,
though, all these problems have been overcome
by various means, and so Campursoft can now
sell you Herbie!

Prices on hard drives are a little overpowered
as well. A standard drive can cost anything from
“a little pricey’ to ‘you mean that much cash
exists?, but Herbie will only cost you a ‘hmm, |
might buy that'.

Herbie does have one little thing troubling
him, though = he doesn’t get on all that well with
CP/M (hey, who does?), but that should have all
been sorted ocut by the time you're reading this.
The AMSDOS system is set to work i very much
the same way as ROMDOS (but with Herbie on
the back), with an abviously much higher storage
capacity, but this does suggest the whole thing
will be very easy to use, and should be available
on power up (you won't have to faff about with
start-up discs, etcl.

All in‘all, we think Campursoft are really onto
a winner with Herbie. If you're sick of fddling
arotind with umpteen discs, you really should
think abiout how Herbie could help you - go on,
give ‘em a ring and buy one, @
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Simon decides it's time to
powder his program’'s nose a
little, and produce a sort of
pinging noise.

We've got a little ball bouncing around. Wow!
And we've even got a little bat! Groowy, huh?

MNow, each character is made up of eight
bytes, so the length of the table is the number of
characters multiplied by eight, or (256-first
char)® & bytes long. We are defining four
characters (the equivalent of a S$YWBOL AFTER 252},
50 DE will contain 252, and WL will contain the

address of 32 bytes of

But even PD games don't look as bad as the
maonstrosity we've got in front of us at the
minute — we need a litte style here,

This month we'll be looking at defining
user characters, and making a few noises,
We could snazz the whole thing up with
proper sprites, but I'm going to leave that
till a hitthe bit later,

it's character forming

First off then, designing your own
characters. What we are actually going to
do is write a little program to design the
character in question, and tack it onto
the end of our program. Let's start with
the firmware routines, In BASIC, before
you would use the SYMBOL command,
vou'd 1ssue 2 SYMBOL AFTER command to
tell the computer what characters you
will be re<defining. The same has to be
done n machine code, using the
following firmware cali;

TXT SET M TRBLE = &BBAE

Set the user defined matrix table
and the number of characters in the table. The
table is inthalized with the current matrix settings.

Entry conditions:
DE contains the first character of the table
HL contains the address of the start of the
new table

Machine code, smachine code. f you don't
understand i, it won't be long until you do.
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......r

call &hbhah

I a,258
H hi,ball
¢all &bbab

rel

Jall

(b &ic, 846, kB3 883
db &E3 &c¥ Ht,!?c

M s Tl ‘ n ! "-‘Bk l:'ofﬂ-ur F'e

free memaory.
Next, we need to define the character with
the equivalent of a $YNBOL command:

TA1 SET MAIRIX = &EBAS
Set the matrix for a user defined character. If
the characler is not user defined then no action
is taken.
Entry conditions:
f contains the character whose matrix is to
be set

HL contains the address of the matrix 10
set,

And so a routine to define the ball would looks
something like this:

ora 44060

14 de, 25d
14 b1, table

table
ds 32

The only remotely difficult thing to master is
the way in which the character data is laid out.
It's quite simple in the end, but make sure you
understand it — we won't be covenng it again

A normal CPC character sits on a
manochrome (one colour only) grid, eight
sguares across and eight squares high, Uince
we've designed a character on that grid, it can
be converted into numbers quite easily. Imagine
the top row of the character i1s a binary number,
the filled in cells being binary bits. The binary
number is &x80111108. In hexadecimal, this reads
3c, hence the firsl byte of our data. Subsequent
bytes are merely subsequent rows.

S0 now, all we need to do 1s replace the
accumulator value with which we call



&BBSA with the value of our new character, and
our tacky little star become a nice little ball
(who's tackiness is purely due to me being an
abysmal artist). You can do exactly the same
type of thing to the bat, and the whole normal
alphabet if you want, but hey — let's not get
carried away here.

Sounding Off

Ugh, What a naff heading. Oh well, it's got to be
better than ‘Make Some Noise' - magazine
headline 428 (Schaffer's Big Boy's Book Of
Publishing). Whatever we call it though, all we
want to do 15 produce a bit of sound. There are
two main ways to do this:

® Hardware - using large amounts of technical
and speedy machine code, and writing the notes
straight out to the hardware sound port thing. [t's
complicated, and you wouldn't understand it — [l
cover that later on in the series.

® Software — using the CPC's inbuilt firmware
commands (just like &bb5a to print a character,
etc), which are used in pretty much the same
way as BASIC's sound handling commands. Let's
take a look at the firmware calls in more detail:

SOUND TONE ENVELOPE — &BCEF
Sets up a tone envelope (equivalent to BASIC's
ENT command).

Entry conditions:
f contains the envelope number (1 - 15).
HL hold the address of the data block.

The data table is set up as follows:
0 Number of sections

1-3 Section
4-6 Section
1-9 Section
A-C Section
D-F Section

Each section is constructed of three values:
1 MNumber of steps
2 Step size
3 Step length

So everything is pretty much identical to
BASIC's ENT command. Setting up volume
envelopes 1s just as easy, using:

SOUND AMPL ENVELOPE - &BCBC

The only thing to be careful of is that bit 7
must always be set on the step count byte. If this
i5 confusing you, just add 128 to the value, and
worry about why another time.

Make a noise
Mow to make the sound:
SOUND QUEUE — RBCAA
Add a sound to the sound gueue.
Entry conditions:
HL contains the address of the sound table,
which must be situated between 84808 and &bE{f.

The sound table has the following bytes:
0 Channel status byte
1 Volume envelope
2 Tone envelope
3 & 4 Tone period

DR

There comes a time in every caption writer's
life when he just says, ‘Enough is enough.’

cenvtah:db 1
db 143,&4f,18
db 8,8,8
db 8,8,8
db 8,8,8
db 8,0,8

Sndtab:dh 7
db 1
db @
du 758
dh @
dh 15
du 1

You'll see that in the routine we've just

6 VYolume
&8 Duration

So let's cut the wibble and make some noise!
(Tacky, tacky, tacky. - Ed)

org &4800
linit &4fff

Id a,l
Id hl,envtab
call &bche

Id hl,sndtah
call &bcaa
ret

written {well, I've just written), we're only
using one envelope — volume. The value
143 is simply 15 with bit 7 set. The value
of O for the tone envelope signifies that
we're not using one this time. The duration
counter has changed because we're using
the volume envelope, and now states how
many times to play the envelope - once. The
envelope step size is 255, because this is

the way in which machine code represents -1

{because zero can also be expressed as 256
as far as B-bit numbers are concerned).

The one thing you may be confused about 15
the channel status byte. Well, we're
constructing a binary number with the
following bit settings:

{ - Channel A
1 - Channel B
2 — Channel C
3 - Rendezvous with A
4 - Rendezvous with B
5 — Rendezvous with C
6 — Hold channel
7 = Flush the queue
So to get a sound on all three channels, you
need to set bits 0, 1 and 2. This gives us a
number of 1+2+4, whichis 7,

Nearly done now

There's not really much else o this, really. You
might like to try writing a little tune to throw into
our game (remember the game?), using a simple
little table reference routine to read the notes
from. You can find the fuli table of notes and an
indepth explanation of how envelopes are set up
in your CPC manual, or the London School of
Economics is currently offering degrees in
Envelope Studies. Either way, have fun, and
make sure you read the next episode. @
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The Balrog’s finally gone

n

wherever it is Balrogs go,
so we asked Debby

Howard to come along and
say a few words about the
world of adventures.
Hurrah.

Letters
Tollis 'n" Trolis

In Eve OFf Shadows, how do you get across the
toll bridge where the troll is? There is also a
game | want where you have to busid your own
city, country tc, but | don't know what it is
called or where 1o get it?

QOliver Ovenden

K

_. London

Well Oliver, In Eve Of Shadows you need to Put
coin in box' twice, of course first you have to
gel the coins, so you'll have to go to the

tavern first.

The game you are thinking of is called Sim
City by Infogrames. It's best to phone around to
get the best price for the game. Try the
adverts in this months AA.

injecting Clingons

| have two questions to ask you. What kind of

get my hands on 90 minute ones. Also in AASO
the tip ‘Inject Clingon with anaesthetic’
appeared for Smashed. The trouble is | can't
find any Clingon in the first place. :
Laurence Boyce

Leeds

You can send either C60 or €80 tapes to
Adventure PD is about to close. As for

porth, north, north, of whefa you find tna
anaesthetic to find the rﬂmgpn

But where? £ e
Each rronth | read H}&Ealmg ﬂﬂgas ﬂfma M

tapes should | send to Adventure PD? | can only

Adventure PD, although you'd better hurry up —

Smashed you'll need to ‘follow fﬂﬂtpfmré gast, |

magazine and my imagination is fired-up ah-ﬂust :
the games you talk about, But where canl get.

hold of the games you rave about on a disk
which is compatible with my Amstrad 6128
Plus? It's hard enough to get my local shops to
stack football games but if | ask them for
something like Helvera, Mistress Of The Park or
Eve Of Shadows they simply stare at as if I'm
'Erik The Viking' and | haven't got a ‘Cluepot’.
Remy Oliver

Wolverhampton

You can get Helvera, Mistress Of The Park
from WoW software, However Eve Of Shadows
15 Public Domain and can be found in most
libraries. It's best to get in touch before
ordering to find out whether an adventure is
compatible the 6128 Plus machines. Check the
‘Where To Go' section for the addresses of the
adventure specialist software companies.

Stop Tolkien and listen
I'm very stuck in Hobbit, Lord OFf The Rings and
Shadows Of Mordor, and | wonder if anyone
can help. First, in Hobbit | can't find the ring,
Secondly, in Lord Of The Rings, I'd like to know
how to get to the end of the game with the ring
and Strider. Third and lastly, how do you get
down the cliff without making a juicy splat at
the bottom? ;

David Gardiner

Gwent

P'm afraid | can't help you much in The Hobbit,
perhaps sommeone else knows the answer to-
mat one. But as f-:rr Lorg Of The Rings, you'll.
need ta give Pippin and Sam a jewel each
(keeping the third for yourself), and then once

 you've met the three Black Riders, throw your
. jewel at them, Pippin and Sam will do the same. -
 Don't forget to say ‘O Elbereth Gilthoniel

beforehand thougt. With Shadows Of Mordor
.ynuﬂmaﬂtacﬂaﬁee é;;dgstmechrm

-.ﬂ;enbmrift&ﬂunmmﬁa&ﬁ#ﬁ

'\."
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Where To Go!

If want to buy the latest adventures released,
here are a couple of places to ook for new
and rereleased software, If you send them a
stamped self addressed envelope, they'l

send to you their latest software list.

WoW Software, 78 Radipole Lane,
 Weymouth, Dorset, DT4 9RS.

The Adventure Workshop; 36 Gt'asn'm'e

81 Road, Royton, Oldham, OL2 6SF.

Lords &
Ladies of
Adventure

if you're stuck in a game listed below, these
kind souls are willing to help you. Please
remember to enclose a SAE with your enguiry

and DONT ask for a full solution - you'll
aimost certainly be disappointed. If you want
to become a lord or lady please write in with
yDUfo”hSL

Most Amstrad adventures

Joan Pancott tel (0305) 784155 between
1pm and 10pm

Adult 2 @ Can | Cheat Death? @ Dungeon @
Firestone @ Jason & The Argonauts @ Spacy
® Tizpan @ Welladay

Stuart Mainland, 2 Douglas Road,
Coylton, Ayr, KAG 6JJ

Avon @ Forest At World's End @ Hollywood
Hyjinx @ Kobyashi Naru @ Mordon's Quest @
Scapeghost

Angela Allum, 22 Point Royal, Bracknell,
RG12 7HH
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News 'n’ Stuff
Who's afraid?

Talking of the Balrog, if you're enjoying playing
the GAC competition winner's adventure,
Wha's afraid of the Balrog, you might be
interested to know that WoW software are
selling the game on tape and disc. And just in
case you were wondenng who exactly Marlon
are, | can tell you that it is none other than two
well respected and loved ladies from the
adventuring world, Lorna Paterson and
Margaret Crewdson. They felt that if they used
the pseudonym Marion, the adventure would
have to stand on its own mert! | can now tell
you that the sequel is on its way, and of
course that will be sold by WoW software too.

An apology

In issue 93 of AA Ken Dean from Lowestoft
was listed as a Lord of Adventure.
Urfortunately Ken died last Christmas, and will
be missed as a friend. My apologies go to his
wife and his family for any distress caused by
this error.

Find that adventure

There have been guite a few letters in the post
bag requesting information on how to get hold
of some of the old adventures, such as Bards
Tale, Lord Of The Rings etc. | can highly
recommend Simon Avery's ‘Adveriture Finder
service. It works like this. If you want to sell an
adventure write to Simon with all the details
(name of adventure, disc or tape, price
wanted etc). He will then enter all the
information into his database. Then when he
has all that information he can pass it on to
someone who wants to buy your adventure.

If you're interested in buying an old
adventure all you have to do is write to Simon
(enciosing a stamped self addressed
envelope), and he will send you the details of
that particular adventure. Simon has quite a
few in his database {around 200 adventures),
s0 you'll probably find what you're after, and
he doesn't even charge a fee. Write to Simon
at: Grimwold Enterprises, Hamlyn's
Cottage, Old Exeter Road, Chudieigh,
South Devon, TQ13 ODX.

I could do that

Philip Reynolds the proprietor of The
Adventure Warkshop is on the lookout for new
authors. If you have written a game that you
think would be good enough to retail, please
get in touch with him, all tapes and discs
submitted will he returned. Address found in
the "Where To Go' section.

Farewell Adventure PD
Adventure P will be officially closing on the
30th Septermber 1993. No orders will be
accepted after that date. Anyone interested in
taking over the running of the Public Domain
should get in touch before that date.

ﬁﬁ:ﬂﬂi Hﬁm‘lﬁ'ﬁv‘ f;ﬁlbﬁ\faf ﬁlﬁ@nﬁmpﬁaf
mfﬁilﬁfﬁmmw dvent
jam, please send in your Hps Mdmﬂ»ﬂwm
of thg adﬂéﬁtﬁ[ﬁf Tl
Stuart Mainland tﬁyﬂ, ,Hnﬂalﬁan Huﬁﬂ ff}&

- Down) Hidkinanhba&if fﬂmadai farme
fﬂﬁmﬂng Eeh

. Kill the ﬁqmrrei tr: gﬁi sorme ﬂieﬁhrt :ﬁti.‘luﬂl
n&eﬂ ’ﬁ:.l [iraﬁEf ‘l‘ﬂ chtﬂh thEm :

mmam

Tﬂ EE‘E mﬂﬂ thE kitchen gardeﬁ ﬁlu muﬁt*
@ Bring .Iul;an into the sitting room.
. ® Become George and position her | i the

@ Become JuHaﬂ again and turn on the
wireless, It will gi“ura a stt:srm warnmg anﬂ
Joanna the cook will come in to turn it off,

@ Become George and go west into

the kitchen.

® Open the door and go west into the garden
@ Get the onion and the spade.

® Go back into the kitchen. Jnanna will take
~you back to the dmmg, room. :
® Go to the sitting room and drop all

Heroes Of Karn

o

ot s T e
e Y R

the firegates.

f ® Get Beren fo kill the bat with the falcon.

@ You can kill the black knight with acid.

® To free Haldir, Kill the vampire with

the cross.

® You can kifl the witch with water.

® To escape from the cell, give the mopay to
the guard.

_fsé'-;i @ Give honey to the bear.

Tizpan

@ When you reach the waterfall type in 'Enter
Waterfall' to get the gloves.

@ To get through the maze go west, north,
north, west.

Welladay
@ You'll find the key to unlock the study when
you examine the fireplace in the farm.

| @ Once you've entered the study, type in ‘Run

Ei'sﬁl‘ﬂ“?é:lfﬁ :.F‘s

i 2
@ Examine lintel. M’hafs a lintel? - Ed)

dining room. i

@ Drink the white potion to become immune to

ﬁ\fi*hwn ywmﬂtmh&rﬁé«s

mmﬂmmmwaetammﬁa 3
gaﬁﬁeﬁﬁﬁiﬁeﬂﬂﬁﬁutﬁrﬂmﬁ :

“ ”Faﬁaid otm

'i!i&saréimﬂ uﬁte rﬁ&raﬂy a fe@n.-* reqUast&’fnr %

: heipﬂrmmlsﬁﬁﬁ Gmnpeﬁt”gmmmg
Wadverm:r& ‘Most people seem to be
'-":mng trouble even getting inside the cave, 50
:mﬁa‘fﬁwﬂuﬂgﬁfﬂgﬁt}‘ﬂuﬂﬁt&d
Ihwa‘atmjf ‘You have a magazine, a mug of

cocoa, and marynu re wearng pyjamas.

_ ® Read magazine, Great, ism't it?

l~ Eiammai door, Elg, st it? But can you open

® Drop all. You're carrying too much to do

anything else.
& Jump lintel, (O, | know what it is, it's
‘okay. — Ed)

® Examine lintel.

. ® Down.

@ Get all.

. @ Help.

® Down,

- @ Examine grass.

® Examine postbox.
@ Examine pyjamas.

@ Examine pocket.

® Chew gum.

® Get cord.

® Get gum.

@ Stick gum to cord.
® Put cord in postbox.
® Pull cord,

& Get letter.

@ Examine letter.

® Change address.
@ Examine letter.
& Fost letter.

@ Drop charcoal,
® Wait (x3).

® Up.

® Examine rock.

@ Hide,

@ Wait.

@ Knock twice.

@ Wait.

@ Enter aperture,
@ Now you're inside the cave and you're on
your own for a bit.

=
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Issue B7: nside - the complete history of
Dizry and review of the Amstrad NC100
niotepad, And! Foothall Manager 3
reviewed. Full game of Nexor on the tape.
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Sl ]

siinle ety ? T
sl A megian @k
s arBimy, wyvbma b

Y ALSO O DISKT e

lssue B8: Two complete games on the
tape - Tankbustars and Pengums, Inside,
Wideomaster, Robin Hood: Legend Cuest
and Crystal Kingdom Lizzy reviewsd,

lssue B9: Inside ~ Buyers' Guide to disk
drves, 3 ook at CPC-stretching demos
and Crazy Cars 3 reviewed. Plus! Wriggler
antl three graat ptiiibies on the-Covertape,
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Issue 90: The wond's hugest collecton of
Multiface powss imore than 478 of them),
i the tape: Steve Davis Snooker (full
game) and LARA im/code utiity).

Issue 91: All the dirt on who's doing what
in the CPC world Hacklt black box of fncks
reviewad. On the tape; Tasword (word
pracessor) and Calossus Chess 4.

R e e T L L LR TTLRC, B

B a4 dmd - hmlam
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Eﬁ .
issue 92: Just how do those ﬂl:-nl:ﬁ‘; dist
things work? Flus a review of the first 3.5

nch A: drive. On the tape: BooTracker
{music ubility), SYNTAX and Balloon Buster.
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Prohistmri 2

Issue 93: 101 interesting things to do
with Businass software, Heviewed: Super
Caulgran, Amstrad Pen Pad. On the lape;
Racing BoxForm, Mystical, Balrog.

lssue 94 The very. hest soltware and kit
for your CPC Pretiustork i revewed,

Lin the jolty old tape: Instant Kecall
(database), Contrapton

Amstrad Action Back Issues

I would lilke the following back issues...

Post code

Method of payment (please tick)
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Access |-_I

CreditCardNo |

Expiry date
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UK price - original cover price @ Europe £5@® Rest of

the world £7 @ Post and packing is £1 per order

{regardiess of size).

Please make all chegques payable in pounds sterling to

Future Publishing Limited, and send the whole lot off

to AA Bargain Basement, Future Publishing,

FREEPOST, Somerton, Somerset TAT] TBR.
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Subscribe to Amstrad Action aml
get 12 issues for the price of 10

For the dedicated CPC user
this is a superb offer.

Not only will you get every
issue of Amstrad Action for
the whole of the next year
delivered free to your door,
you're getting two of them
(that's TWO of them) for
ahsolutely nothing.

And with such excellent

software on the covertape « £20 worth of great
every month, you'll find that software every
as well as getting the best -

i * Top news,
magazine around, you'll be outrageous comment,
receiving an astonishing detailed reviews.
selection of games and * lanmmas chents
utilities, each one worth at e

« Unmissable
least £20. Guaranteed. features, useful
If you do your maths on tutorials.

this one, you'll realise that it * Everything you'll
need to get the most

really is a smart way 'I:u save Bk oy O

money and keep up with all

the latest on the CPC.
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benefits immediately.. Vo st chnt ) Inn o

Yes! Please enter/renew my subscription to Amstrad Action at the all inclusive price of

1z ISSUES 1 UK  £29.50 || EURDPE £47.25 | REST OF WORLD £63.10
To onsure you recelve your magazine and tape quickly and undamaged, ail overseas subscriptions are sent Air Mail

If you are an existing subscriber please quote your subscription reference number here — you will find this on your address label
MY METHOD OF PAYMENT IS 7ICK YOUR CHOICE TOTAL PAYMENT £

T | |

VISA | ACCESS cCaAADND | | I: o | | =| = | | eExps || | |l CHEQUE payabie fo Future Publishing Lid

SIGNATURE

Enclose this coupon (together with your cheque if nppll:abliu} in an envelope and send to: AMSTRAD ACTION SUBSCRIPTIONS, FREEPOST, SOMERTOM, TAT1 TER.
YOUR SUBSCRIPTION WILL BE PROCESSED IMMEDIATELY. THIS COUPON 15 VALID UNTIL MST AUGUST 1993 ARA/MAG/0B93
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WHY IT'S
SMARTER
TO ORDER
YOUR ISSUE

Amstrad Action has been the CPC world's
strongest and best magazine for the best part
of a decade. It's still going as brilliantly as ever.

However, some of you are finding it increasingly diffiicult to find the magazine.
This is inevitable, because there are now more computers and consoles, and
therefore more computer and console magazines filling up newsagents' shelves.

The solution is very simple. Just ask your local friendly newsagent to save your
copy every month. They'll be more than happy to oblige. That way, you're
guaranteed your monthly fix of hot CPC news and information, without having to
hunt around for your copy.

You'll find a coupon in every issue of Amstrad Action, but you only need to fill
one in, and hand it over to your newsagent.

We are commited to keeping the CPC scene as vibrant as ever. But that
depends on a strong magazine like Amstrad Action. It's all down to all of us who

know that the CPC is a wonderful machine.

Make sure you aren't missing out on the CPC. Things are happening.

All the best, s

Colin Campbell
Publisher

See page 8
for the coupon.




Another month, another
bunch of free software. We
asked ace reporter and self-
confessed Yorkshireman, Tim
Blackbond to check it out.

RUMBLINGS

Eh-up, by 'eck, and sithee. Dust tha' know Ah
come from Dewsbury? Eee, it's grand there. Aye.
‘Appen. (| ought to point out at this juncture that
Tim didn’t actually write that. But | thought it
would add a bit of character to the whole thing -
give you some idea of who the chap is that writes
this stuff. Anyway, carry on, Tim. — Ed)

After the massive surge of news that hit the PD
seene last month, everything seems to have
gone quiet again. There are a few sfories that
might raise an eyebrow though...

The games fanzine, ALIVE AND KICKING, has
gone up 15p in price, making it a whopping
£1.35. With an increase in pages and quality, you
can still be sure that your getting your money's

KIRK EDITOR

By Alan Sharp

G.D. PD Utilities 11

The Public Domain world has more than its fair
share of word-pro g packages. Al of
which are either CP/M (tedious) or BASIC text-
aditors (pointless). It's good to see a program
that somebody would actually use on a regular
basis.

The Kirk Editor has everything you would

expect to find on a basic word-processor:

Documents can be reformatted into user-
defined margins (with a capability of up to 250
columns of text), single accidentally deleted
lines can be undeleted, the number of words In
a document can be counted (useful for that one-
thousand word report on ‘The Firth of Forth in
The Eighteenth Century’) and blocks of text can
be moved, copied and deleted.

Not only are the usual features availlable, but
therg's-a few others that you don’t find in most
word processors. For example, a built-n
calculator window can be called up at the press

ADDENTURES
IN 30 COMPUTER

LWORLD

Excuse me, sir, | wonder if you would be
kind enough to direct me to the chip shop?

worth in games information. And that address in
ful: 3 Causeway House, Kelstedge, Ashover,
Chesterfield, S45 ODW.,

Also on the magazines front, Steve Hayward
has passed the editorship of CPC User (The
United Amstrad User Group magazine) on 1o a
figure from its past, John Packman. Those who
remember Mr Fackman from when he was [ast
the editor can welcome him back with a smile
and cheer, those who don't had better formally
introduce themselves, That's about it, really.

of a button. Mot only that, but sixteen lines of
text can be transferred to two separate
notepads. These can either be used as a
temparary buffer for copying sections of the
document or to jot important notes in thaf are
neaded as reference material while typing your
report/noveldetter. In fact, in the on-screen help
bar that takes up the bottom six lines of the
screen there are no less than twenty-nine
options. Should you memorise this library of
commands, the help bar can be removed,
giving you more space with which to edit
documents.

By just pressing Control and Return
simultaneously you are presented with the
menus to print your document, save or load
documents and several utilities (even a builtan
disc formatter). Files can be printed with
embedded control codes as a straight page-by-
page layout or Filofax sheets to be cut out and
thrown into your personal organiser. You need
never miss another appointment again.

Finally, ten macros can be set up to take on
several commands in one short keypress

[setting up a page with the address and marging

CPuBLIC DONAIN _€8)

Public

ADVENTURES
iN 3D COMPUTER
IORLD

Yes, of course. Go past the blob, turn right
at the blob and it's the third blob on the left.

SOFTWARE
REVIEWS

DosCopy

By Andreas Stroiczek
Available from Presto PD and Sheepsoft

Wouldn't it be great to have a program that would
convert your CPC files to MS-DOS format so that
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Oh no, it's Attack Of The Art Editors With
Slanty Screen Grabs. Run for your lives!

far a letter is one suggestion for this option).
The Kirk Editor 15 fast and easy to use — two
things that are so important for a word
processor. Don't expect it to go as far as
whipping the behind of Protext or Brunword. For
the person who doesn't write much, or just the
nlain cheapskate, The Kirk Editor i5 the best
public domain AMSDOS word-processor you'll
find. Maybe further versions might see a more-

polished look to the menus.
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Ah, yes, thank you. | was looking over there
by the blobs, no wonder | couldn't see it.

you wouldn't have to stay until nine o'clock every
night at college doing work? Well, there has been
this type of program for a few years now {check
Moonstone's CP/M 2inl), but DosCopy marks the
first one to be flogged for the tiny prices of
public domain.

Apart from Quit and About, the main menu
offers three (useful) options, these being: Setup,
Copy and Format. Copy and Format do just what
the option suggests (discs can even be
formatted to MS-DOS) while Setup allows you to
change the defaults such as 40/80 track drive
and BINary/ASCIl transfer,

Although not being as fast at transferring the
data as Zinl, it's a lot easier 1o use (the whole
programsits in the memory at once, 50 there's
no constant disc-accessing) and you don't need
to boot CP/M before loading it. There is some
bad news - you'll need a 3.5" second drive, but
blame the PC manufacturers for not fitting a 37
drive on their so-called top-oftherange machines
for that...

85%

WORMSLICKERS

By Andreas Stroiczek
Available from PD FUN (Games 22)

Adding his say to the current Luropean snake-
game competitions, Mr. Stroiczek has managed
to give us probably the first four player snake-
‘ern-up (now, I'l just wait for the millions of letters
proving me wrong).

Each player has three lives and starts from a
separate part of the maze. The idea is to fiy
around avoiding walls, forcing your best friends
to die and pick up a few of the edible goodies on
the way.

One of the best points of this game is that
running into a wall or another snake doesn't kil
you, you just get smaller. if you manage to turn
away from the wall before you disappear and
lose a life, you can carry on — but this is where
we encounter a problem. The game starts off
fast and then gets faster.

if you can stay alive for more than fifteen
seconds, you'll be at the pinnacle of human
reflexes. In short, it's dithcult!

Even though you don't have to have four
people to play it — you can whizz around the
screen on your own if you like - the game is

August 1993 AMSTRAD ACTION

marred by the immense speed and ease of
death. A nice game, though, but the concept
wears quickly.

70%

ADVENTURES IN 3D
COMIPUTER WORLD

By Paul Bannister
Available From PD Fun (Games 22)

Exclusively from PD Fun, the very first game to
be released into the public domain using the
infamous 30 Construction Kit. For those who
didn't fork out £25 for the Build your own Virtual
Reality’ package, you won't know how difficult it
15 to use. Mot so much dificult, more of a sort of
slo-o-0-ow. You need the patience of a saint fo
use it. Now, we can see what can be achieved
with a little imagination and a lot of timea...

The idea of the game is something we don't
get to know. Perhaps Simon (as in Walker) also
rules out documentation files with his “100% Fun’
policy. A silly idea. The adventure starts off
outside a building of some sort, rather like the
demo that comes with the original game.
Shooting at the door opens your way inside only
to find a computer, which is in need of a disc
{Tip: It's in the filing cabinet). Along your way,
solving puzzle you'll encounter one of those
walkers from Star Wars, a treasure chest, one of
those irntating ‘choose the door to go through
bits and several trap doors.

Screen design could be tarted up a bit, to
make it look a shght more attractive and to help
take your mind off the fact that the CPC 1sn't very
good at Virtual Reality. You can wander around
and have fun in your own special world, but it's all
too pointless without knowing what exactly you
have to do...

56%

DISC'O'MAGIC

By Joker Of BENG!

Available from Amsof PD

The guys at BENG! seem to building a name up
for themselves as people who were put on the
planet solely to write disc utiiies. We've already

igm LOME AUEER

Apparently there wasn't any work done at
all in the AA office when this game arrived.

seen Crown's Cruch, Turbo Imploder and Crime,
50 how does Joker compare?

The opening screen contains the usual
incomprehensible demo-coder waffle, the
greetings to fellow ‘freeex’ (and while we're on
the subject, just what is a freeek”? Answers on a
postcard, please). Pressing space takes you to
the main screen, featuring a directory window on
the left and a wealth of options sitting on the
other /5% of the screen area.

The options include: Copy File/Disc, Format,
Read Only, Hide File, Type (lists file to screen,
regardiess of whether it's an ASCI, binary or
whatever), Delete File and many, many more. In
fact, everything you might ever need to keep
those messy discs in order is crammed into one
program. Everything, that is, except for
compatibility with the formats for high-capacity B:
drive discs (ROMDOS in particular).

90%

“GPaint. Wasn't the art program that was given
away on the AA covertape?” said the collective
readership of Amstrad Action with one voice.
Well, that is, in essence, correct — the GPaint on
the cover cassette was the old version, Old,
scruffy and suffering from senility.

As well as having all the features of its
predecessor, GPaint has also been blessed with
a smartened up menu screen, built-in pattern
editor, several line/brush thicknesses, faster
execution of the block copy/re-scale operation,
and... tons more, frankly.

The fact that it looks so good makes the next
bit of news even more sad = it's all in Gerrman.
The main menu comprises of easy-to-understand
icons, but the sub-menus are going to be a bit of
a problem if you can't get to grips with the
language. We'll keep vou updated as to when it is
translated, until then you can either get it from
Presto PD or simply drool over the screenshots
for a while... @

So that's it for another month. If you want to
write to me with news, views, questions or
answers then the address, as always, is:
Amstrad Action

Public Image

30 Monmouth Street

BATH BAl 2BW
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it's such a classic concept that even dyed-in-
the-wool console users came in to have a go.



AMSTRAD CPC 464 greon monilor, key-
board, 21 games plus B Amstrad Action
tapas and magazines complate with manu-
al excallertt condition only £80. Tel (091)
4142555

AMSTRAD 464 green monifor GTG5, 50
games, manual, dust covers. Good condi-
fion £76 ong. Also -MP?2 modulator asrial
sockat type £20. Tel Fred 081-5648 2281

BARGAIN AMSTRAD CPCAaB4, monitor,
tape player {exiernal) disc & tape games
CPM 2.2 disc. manual, 2 joysticks, 6 AAS,
gell for €80 or swap for remote contrel 10-
14 inch colour TV. Ring (0609) 813639
atter Gpm.

FOR SALE Tius The Fox, F16, Batman
The Movie, — all on disc £6 each £10 for
two. Call Bill on 0653 693899 after 4pm.

AMSTRAD 484PLUS with colour monitar,
2 |oysticks, control pad, £240 worth of
top games - Turican 2, setc, one
cariridge, magazings  wilh  coveriapes,
excefient condition, &8 new, bargain
£300 ano. {0934) 521856

ATARI 2600, two joysticks and six games.
Ciames worth approxmately £30. In good
condition. Will sell for £35 for quick sale.
Tel (0493) 440914,

CPC6128, 30 games. Tasword, Stop
Prezs, Mind Offica 2, Printer lead, mouse +
interface, speach synthesiser, ColourDump
23, AA mags 54, 55, 62-92. All excalient
condiion - will spit. Telephone 0237
474813,

CPC TAPE GAMES and 64k RAM expan-
gion. Price £310, will sall for 130, 76
games. Games incude Rodand, 3D
Cainstruction Kit, Smash TV, Phane Rob
after 6pmi on (0203) 444190,

CPC 6128, COLOUR CTMG644 MONITOR.
MP3I modulalor, mouss, Stop  Prass,
Mastewrfile, Matrix, Mini Offica. Flest
Streat, lofs of games bought three weaks
befora launch of Plus, Quistanding condi-
fion. £385. 0633 280068,

TWO GX4000 MACHINES with seven
games in total. Bpoth in vary good cond-
ion. All games boxed with instructions.
£50 the lot, plus postage (£8) or buyer col-
lects. Kings Winford (West Midlands)
{0364) 293417,

RECENT AMSTRAD MAGAZINES for
galg (ACL & AA). 40 magazines altogeth-
ar, worth over £71, will sell for E10 plus
p&p. Adam Uytman, Clach-Na-Faire,
Lettoch Road, Pitlochry, Perthshire,
PH16 SAZ.

AMSTRAD 6128 with CTM&G3d colour
monitor, Multiface 2, datacorder & leads,

Please place the following advertisement in the next available issue of Amsirad Action

FREE
READER ADS!

it's true - you can advertise in Amstrad

Classification. Tick box:

L.:I For Sale

incledes 304+ games, also educational soft-
warg on disc. Alf hardware is boxed. £225
ono. Phonae Robert on {0300) 341570.

AMSTRAD FD1 second disc drive £65.
SOFT968 Firmware manual £20. Dktron-
ics 256k Silicon Disc £30. All boxed as
new. Call Lawrence 081 682 9659.
Manchester (Blackley).

AMSTRAD 6128 MONO with DMP2000
printar, cassette unit, joysticks and games.
Will sefl complete with desk unit. All In
excellent condition £400 ono. Atan 2600
console with games £50. Telephone
(050%) 213362,

CPC 6128 GREEN MONITOR, MF2 mod-
ulator, Star LC10, Brunword word proces-
sor disc, system discs and some games.
Manuals and leads included. £200. Tel
0934 B32232.

FD-1 SECOND DRIWE for CPLUE128
inGluding cable. Hardly used £30. Tel 05933
11528,

GOT PROSPELL, BRUNSPELL,
TASPELL? [ have compiled a massive sal
of alphabetical ASCH files. Over 100,000
words on disc 10 build up your own dictio-
nary discs. For details send sae to B Snell,
65 Bath Road, Southsea, Portsmouth,
PO4 OHX.

SEGA MASTER SYSTEM H with 13
games + one built in, one control pad and
Light Phaser, all for £110. Call Alison on
0442 217297.

AMSTRAD CPC484 cassefte mas,
inciuding Double Dragon I F-18
Combat Pilot. Reasgnable prices ( also
willing o swap). for list send sas to: Emily
Parle, 32 Broadhurst Gardens, Heyford
Hill Lane, Sandford, Oxford, OX4 4QY.
Hurry.

FOOTBALL GAMES, Emiyn Hughes
International  Soccer, Haly 1980, and
Fottball Director Il (all CPC discs) for sale,
plus The Telkeien Trilogy {lape) £10 the lot.
Ring David 031-667 T970.

CPC 464 with green manitor also MPF1 TV
modulator, manual and game. E£65.
Telephone 0272 604040,

AMSTRAD CPCA464 with colour monitor
and joystick, 100+ games, 20+ AA mags
and manual, Two years old, good condi-
tion, £275 ono. Contact Ellisa after 4pm
om 0862 834110 (North Scotlend.

AMSTRAD 464 COMPUTER compiete
with 50 games plus joystick and modulator
(for use with colour TV - no monitor) excal-
lent condition and working order, maga-
zines included. £250 ovno. 0271 861329
{Morih Devon).

AMSTRAD CPC464 E100. GT65 monitor
30, G4k RAM expansion £30. DOL1 disc

U Wanted

driva £65, Lots more software & hardware.
Everything in very good condition. Phone
Paul 021-357 2556.

FOR SALE Grange Hill, Dizzy 2, Super
Slunman, Milk Race, Jack The Nipper,
Dam Blsters, and Interdicor . Pilot. Wil
swap for temmings or sell. Conlact 38
Carlisle Road, Gueen's Park, Bedford,
ME4D 4HL.

AMSTRAD 6128 COLOUR MONITOR.
Have Smith Corona XL1500- (iypawrtar)
maybe for part exchange. Also has anyone
got SOFTS71 guiide to CP/M Plus, please.
Phone 0925 58724.

ALMOST ALL LEVEL 9 GAMES wantad
phis Purple Saturn Day also wanted. Wil
gwap one Level 9 game for one, or fwo
games for PSD. Telephone Carricklergus
361496 (N Ireland) after 4pm.

WANTED AMSTRAD ACTION ISSUE 83
inchuding covertape, Will pay cover pnce
plus p+p. Ring Keith on 0384 &7712
(evenings).

WANTED DESPERATELY Mufiiface 2 for
CPC464 Plis. Phone Kelvin on D205
A55863 atter 3.30 pm.

PENPAL WANTED, 6128 ownar for game
chaats, chat and fips 50 get writing to lan
Simpson, 88 Benview Park, Belfast
BT14 8HL.

AMSTRAD 6128 Plus cassette player and
lead. Phone 0533 354242,

WANTED MATCH DAY 2 for 484 tape.
Will pay. Tel Darren 0772 620783 or write
to 37 Brow Hey, Clayton Brook, Lancs.

PEN PAL far eccentric leenager. I'm 17
years old, male, and need somebody 10
write to about anything. Phone Darren on
0493 650362 atter 5pm weekdays.

URGENTLY REGUIRED! PUBLIC
DOMAIN software for new cassette PD
lbrary, Casseftes only. All casseties
roturned as soon as possible. Send cas-
geftas  to: 75 Nightingale Road,
Edmonton, London, NS 8PX.

ownar  of
Amsirad CPC4g4 cassette would e o
swap games, give halp. and tips, male or
female aged 15-18. Please write to Emily
Parle, 32 Broadhurs! Gardens, Heyfor
Hill Lane, Sandford, Oxford, OX4 4YQ.

PENFRIEND WANTED -

NEW TAPE ONLY PD LIBRARY requires

ﬂ-l_m———__-"—_—_ﬁ_--_-——_-—t

DBCTION, FUTURE PUBLISHING L

Action for NOTHING!
continuing efforts to

the best value
possible.

:I Services

[ UserGroups | Other

new software. Send programs to 464 PD,
18 Cherry Gardens, Eiahoga Waltham,
Hants, 503 15D. Send SAE H you want
your work returned.

DOMAIN PD LIBRARY is alive and wall.
Send SAE or 3" disc for stock fist and
details of special offer. Barrie Snell, 65
Bath Road, Southsea, Portsmouth, PO4
OHX.

ADVENTURE AND STRATEGY GAME
CONTACTS wanted. Willing 1o swap, buy
or sell games on tapa or disc. Heples

guarenteed. Contact Mr N  Allen,
19Hathaway Drive, Nuneaton, Warks,
CV11 BNU.

POSTAL SOCCER PREMIER LEAGUE.
Exparence the thrll of real football man-
agement. Four divisions with acclurate
players and loads of fealures. Send SAE
tio: PSPL, 278 Church Streel, Limaudy,
BT49 0BX.

SWAP MY SPECTRUM +2 and games for
DDI-1 drive for 464, Throw in some lapes
or Sepa cartidges as well. contact David
Currie, 63 Heol Glyndwr, Fishguard,
Dyfed, Wales, SAGS 9LN.

HEX HERCES PD LIBRARY. Owvar 100
salactions at 25p each. Send SAE to 24
Woodend Lane, Stalybridge, Cheshire,
SK15 25R for a free catalogue.

STOP PRESS! competition for ali you pro-
grammers oul there. Send your lapefdisc
to Nicholas Garvey, 20 Baliinaleck Lane,
Poyntzpass, Newry, Co Down, N Ireiand.
Best program receives haaps of software
ard other prizes.

AMSTRAD ADDICT DISC MAGAZINE
now with graphics, reviews, news, free
programs, music. Send £1.25 + disc 1o
John Anthony Gollogly, Killabrick,
Carrickmacross, Co Monaghan, Ireland.
Go on, get addicted.

TUCK PD - for a stock list send an SAE 1o
Matthew Tuck, 15 Ravencar Road,
Eckington, Sheffield, 531 9GJ. Also
loads of non-PD software (2nd hand) for
sale,

COMPUTER COMMUNICATIONS. The
only service that allows you o rent games
ar buy them cheaply. Sand blank cassetie
io 18 Felton Close, Matchborough East,
Redditch, Worcs, B98 DAG.
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it's all part of our
provide you with
magazine

" Write your advertisement here, one word per box. Include your name and phone number if you want them printed.
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We thought Leonardo da
Forrester ought to take a
look at this new art package
for the Plus machines..

T'vee never really wanted 1o be ‘an artist [whlr.h l$
why, mnsl:nmbahly Fm rrut! An art critic s@ams
much more fun. Slagging four yeat’s af
‘someone’s wark and making Various refmmea
to potato shapes whilst watching someone's face
crumple as their life falls down aﬂ:und their ears
is much more my style. Besides, | don't ook
good in‘a nightie and floppy. hai.{ﬂﬂ-smte the
wvicious rumﬂurﬂ i

Up ant’a‘ﬂﬂw pgeniemu wantsﬁ fhie mﬂate .

pice artwork on their CPC have had to use the

ﬁGFMEﬂJﬁﬂ Thlsenaﬂ QOiE Main cfisadﬂantage

—H;ﬁﬂtﬂtﬁfffﬂkﬂ»aﬂvmtégﬂ of the exfra
j&s of the Plus range.

Mrmamuhs set to change thoigh, as Rob
-Eﬂ;ﬁle’f*s; nEw paﬂkage. Smirt+, was written
"e.spamaihr to use theae extra abﬂrtm& of the new
(wall, newer, anyway) range of CPCAype
machine things. :

For the pmﬂﬂﬁas of this review,
‘we'll be emmamg Smért+ with.
ﬂ"lE:’EiJﬂ'Eﬁt hera of 1hie CPC art
world twhat, like this 15 a culture
-thilﬂﬂﬁ ﬁmﬂﬂceﬂ OGP Art Si'udfﬂ 56
hiere we go.

The first thing you'll notice when you load up

SmArt+ 15 that the layout is completely different
from OCF's top menu bar system. Instead, there
-are loads of icons at the bottam of the scraen to
do with what you will,

The featdres are fairly standard:

& Spray can —a speckled effect, which grows
thicker the longer you spray, A bit like & real
spray can really. ;

& Fill = for filling large areas by flooding them
with & colour or patiern of your choice.

.descrr.:ahﬂn Thanks. - Ed)

. sight, you lousy excuse for a reviewer. - Ed)
- % Flips - for flipping images either horizontally
“or vertically. ' :
@ Filing - saving or loading of screens, or
 boxes. There seems to be a bit of a lack of
;'Ea{amEma option, but hey, you can't have:

- everything, can you?

: staiges as most of the standard arty I‘eamres

_handle more that one screen at a time, ﬂﬂuw:ng

ieed for them you're probably just an alier,
~and | refuse to consider aliens when

@ Boxes - drawing boxes. (Very helpful

@ Ellipses - . drawing ellipses. (Get out of my

So how easy is it to use? Well, tb ‘be honest,
there's not much to choose between either the:
OCF package and SmArt+ in all normial artwork

Iﬁﬁﬁlmm-ﬂnmw
-mhﬂmhmw

have been included, On top of this, Smﬁrh- can

ym: to cut and paste bahueun pictures very
easily tnow if only someong
. would-do that with a CPC
word processor).
SmArt+ may et you down
in the ‘reams of extra but wholly RS
useless features’ stakes, though. You ” i -!‘-_-__ 8|l
‘sae, OCP offers faciiities for protecting e 0|5 “
inks, strett:hmg boxes, rotating palettes, it S
1 switching modes, gnd locking, and somuch  As you can see, SmArt+ has a zoom mode.
more. But what do they do-anyway? SmArt+ Very useful for editing individual pixels.

lacks these faatures, but if you ever find a

reviewing software.

S0 why SmArt+7 Well, Plus owners il
probabily be annoyed that the extra capabilities of
their machines aren't catered for by a great
majority of CPC soltware, Where, then, does
Smart+ come into action? Probably the biggest
advantage 15 the huge amount of new colours
you can access for your pcture: Smioothiy
Hlended colours actually make up for the rather
chunky pixels of the CPC in‘a lot of cases,

Paint two 15 overscan, Fab stuff 15 overstan,
as it ets you display your picture until it actually
draps off the screen, instead of having a square
horder on a minute rectangie that's laughingly
called a full screen, But tell me, world, what use

15 an overscan picture, when 99% of the CPC
owning population wouldn't have the first clue
how to display it oufside the cosy eraronment of
the art package? Well, with a bit of luck, by the
tirmie this review hits the streets, Radical Software
will have added a fab and useful little display
routing, fetting us all snjoy overscan pictures in

OUr OWN PEOREIams.

Let's cut the fosh here — If you've already got
OGP Art Studio, you probably won't be in the
market for another art package. If you've got a
normal CPC, it wor't work anyway (this isn't.a
fauilt = it's not supposed to).

But if you really want to see what your
Plus can do, run out and get SmArt+, a5 t's
got most of the stuff you'll need, albeit with a

litthe less grace. @

TER '
[Fi¥%e Sdia l

1| ge

This was my guide, Rodriguez, tucking the
camels in for the night. (You're fired. - Ed)
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38 TYPE INS

No messing about, huw.
These are the type ins. You
write ‘em, we admire ‘em, we
print ‘'em, you type "em in.
it's simple.

Maths Stuff
First up this month, we'll be.doing-maths

prﬁgrama T|"r15 |&:ﬂ1e anly ime b en now ﬁtrrd
%pﬂcalyﬂse howeler, that we'll hﬁ%en ng
ﬂnythmg" vaguely ﬁihm[’t Al three ;ﬁgram
tﬁpme Trom one Philip McCann..

Ttaf; ﬁrs:t ofe IEM’ draw bar Efanﬁﬁ‘
ol ﬁ"}:
narn 16+ Bar ‘Graph i ~~ BRY
| BPF 20 BhidipMecamt | 0 | aﬁ
J 38BORDER-3 B f“
TARM 48-MODE - 2: THK -8, 3: ﬂ!ahﬂ&
BhHG 8 CLS :
FARL 60-DIM-x4t20); freqt(iill
Mﬂl 70 nz8:highsi - %

DAL 90-FOR: 42110720 R /Y ||

Gﬂiﬁ 98- - INPUT-“gption-"

HOGE. 100 - TF X83)= IHEN. 14& ELSE 116

HﬁL! llﬂ-vIHFUTH*freq* iireqdti) |

0 AME: 12817 UALCEreqd (i ))high+ THEN high= uﬁ.
{freqiil}} :

CHHHLIEH--GGTG 15&

ﬁfi?

FAEE 148 - - count=i- 1ri-20

CROH. 188 HEXT 1 oy 3 E—

PAOC 188 REN. { ind : vertioals aﬂd orizontal s 5ni°
s 2

GAGG 490 yscale;350/caunt [

FAKN £80 xscale=S007high

BN f80-CLs

DANC' 296 :MOUE- 100,25

DANF |2 10 DRAM - 160375

FAOJ 2e8 - FOR-1=1+T0+count

HAIH 230 WOUE-108,375-(1-1)%yscale

QRFA 2490 DRAK - 100+VAL(freqf 1) )%uscale, 375-(
1-1i%yscale

NAHF 258 DRAN - 1BB+VAL(freq8(i))*xscale, 3751
*¥yscale

As my maths teacher always used to say,
‘Nine what? Mine cabbages?’ | hated school.
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- CAPH 340 NEXT i

(LS S, | ?;_'

GADH
CABI
BAGJ
FAFR
KAIT
EACE
BBEI

260 -DRAW- 100, 375-i%yscale

270 NEXT i

200 THG

298 -FOR- i=1-T0: count

300 MOVE- 1,375-(i-1)%yscale-yseale/2+8

310 PRINT -x$(i);

20 MOVE - LOS+UAL(freqh(i) Ieuscale, 375-(

1-1li%yscale-yscale/c+8

338 -PRINT - freqftily-

il

Eirn 350 TAGOFE | B0
g EEHIHHILE ;
0 37000CATE 2

'“% “;;IﬂEEL-iﬁri i

Jm Eﬁfﬂ-m'ﬁmﬂ‘{'“ﬁ“ 1%&-39& mﬁda

FAKE

.....

ﬂ‘;ﬁ

e - @ﬁ
AR B LOCHTE - 2, 26! Bﬂéﬁt "sauqé;a 31 i
L | i
CHADT 404 LOCATE - 1,251 m@ SPACEH38):.. w gt el
TN L T ——— HALC 350- --mam ABEHSINGT] mﬁﬁm
MAPC 020 LOCAIE-2, 25:PRINT: i key oo [ CEK pemd ¢ § |8
R n.'E'ﬂl il = .-:- = | EE* E&I ﬂﬁ*HIHT ﬁﬁ _.?h !. 1 Ir ¥
BAFC 430 ii%-:ﬂ'i fﬁl”-? e e | GAGQ. 38D - REM HEI itctnrs ._ ""*".355
gALIS40- 17 4. infqaa SRR ETSG SN
DABE 450. mwzﬂn it | W, | 408 400,501 110,350 ﬁh
...... Bt cote !
B i wﬂlﬂﬁ 428 - J mﬁ-{gmt Y o
The BG i =] |
: Lﬁ? Deﬁff?rtﬂ & o " {% im 438+ 14 _-iwmwﬂ ) THEM ﬂﬂ' ELEE
dﬂhxn et B\ R Y om@ -
“PAPF 28! Eylmﬁﬂam | "’—"’; g’ o HARG 448, !ﬂﬂﬁﬁ!ﬂﬂmﬁiﬁﬁﬁf 1%
_CAEJ 98- BORDER'3 T RN 450 - MOVE . 126%SINCTY=BRCLEN(X$(i))44) 1
PO 40-HODE- 2:K 8 3 N2 “ T 25#C0S(i):PRINT:STRE(CINT(percent(j)));"
BAFT 50 -DEG . =" k() G070 478
CEHL. 80:DIN xS (50), k(507 angle(s0), total(s  CBFD 460 HOVE- 125WSINCE), 12S4COSCH) i PRINT
L ﬁ],peraent{ﬁ&} hpﬂsiéay : 114} STHiEEIHI{percﬁntiﬂiili“ﬁ‘t j i
DAk E!*!'ﬂliu:&-!ﬂ E@ --_' e .CﬂEH o

ﬁnﬁn'au--lﬂﬂurx art1uﬁ“‘H${1T
“HAGF
HAHB
GABF
CADM
EAJO
CAOH
BAJJ
FANG
DALM
FAER

108 IF - x$Ci)=""+THEN 148 -ELSE- 118
118 INPUT"freq” :freqli)

128 -tot=tot+freq(i)

138 - GOTO- 156

148 - count=1:1=50

158 REAT - i

168 CLS

178.scalez(368/tot)

188-total(B)=0

198 -FOR1=1-T0: count

TAKG 2BB8.angleli)zfreq(i)®scale

KAGE 218+ total(idztotal{i-1)+angleli)
KaHa 228« percent{id={freq{i)=(10@/tot))
LABC 238 labposiid=tangleli)/2)+totalli-1)
CAOH 248-NEXT:1

DACP 250 -ORIGIN-320, 206

JALH 268 REM:quter-circle:move 8,106
EACE 270-FOR:i=0:T0.360

HANA 2868--DRAK - LBB*SINCI ), 106%C05(1)
CADT 298-NEXT:i

GHCI 300 REM-sector:lines

Elerping
e s e &

BB mmakead Action

5-'.3,' gl
\RHELE =i p - -
ii um;'.b 'l' b :n. ¢l . ! I
Fm?MHT Hues glnmnl_;-;,~~~ i 5'

0AAQ 508 -LOCATE-2, 85 :PRINT-"
"3 1 INPUT  scr s

JAFL 518-IF-UPPERS{scr$)="Y"-THEN 520 ELSE 55
B

HeAK 528-LOCATE«20,25:PRINT -"save-as: ...
NPUT:fil4§

HAHI 538LOCATE-1,25:PRINT-SPACE${38)

HAFL 548.SAVE-Fi1§+" . 5CR", b, &C000, 24000

KADD 558 -LOCATE«2, 25:PRINT «"any -keyrevvvnvee

DAJC 568 15=INKEYS

EADI 570-IF-18="".THEN 568

DAFE 588 -MODE-2:END

saversereen:--yn

Wil

And the third, scatter graphs

FiAND 18:'Scatterplot

FAFF 28 Philip McCann

IABB 30 :MODE:2:INK-8,3:INK-1,26:BORDER 3

EARG S8 DIM.x(168),y(108)

DBAL B8 n=B:x=0:yy=0:xy=Bisx=0:59=0:xhigh=0;
ghigh=0:xlow=B:ylow=@




PANE 70+ INPUT-“quantity-and -units on-y-axis-"

CBIN 718-DRAN CINT(xhigh#xscale) ,CINT(h¥xhigh

Civee s €D)

juintd *yscaleta®yscale)

PAME 80 INPUT "gquantity-and-units-on-x-axis" JAET 788:LOCATE:1,23:PRINT-"gradient =-";
ixinfs FaCh 730 .PRINT-ROUND(h,4)

PaCJ 98 PRINT-"enter-coords-(separate-with-a: KAHA T48:LOCATE 1,24 :PRINT-"intercept.-=-";
conma )" FADA 758 PRINT ROUND(a,4)

PANH 768-LOCATE:1,22:PRINT-"correlation coeff
icient ="}

FAGE 778 -PRINT-ROUND{r,4)

OAKD T788.LOCATE:2,25:PRINT "save -screen =ry/n

CAGC 188 n=n+l

EANF 118 INPUT:x(n),yin)

FACL 120 :IF x(n){-9399. THEN 240
EAJC 138 -sx=su#xnin)

EANC 148 sy-sy#y(n) "1+ INPUT: scrd

FAGJ 150 msxxdxn)®e(n} JABM 758 IF-UPPER$(scré)="Y" . THEN. 800 ELSE- 83
FANJ 168-yyzyytyin)*ylin) 8

FALJ 178 xy=xysuin)*uind MACK 8808 :LOCATE-21,25:PRINT-"save-as:... ";:l
JAAP 188 IF xinddxhigh THEN xchigh=x{n) NPUT-fil$
JAFP 198 IF qin))uhigh: THEN . uhigh=yg{n)

JALE 288 IF - x{n){xlow-THEN %l ow=xinl

JAAF 218-IF . ﬂin}{ﬂlnu IHEH_BLEH—H#H%"“"_”ﬁ

lamlln this is a scatter graph,
And it's got loads of useful info on it too.

can't you see?

gﬂmamﬂw LA
. by entering data at t;ha
, just hitting RETURN tol..#
ying the option to save | B2

WETUQN

ngth type ins

;;;;;;;
o ey

B am:! it w:ns thﬂ £30 |:+rizﬂ..l

SHIFT

968! (6128 o1l

I |"

- Tbu 410W0vE. '9‘:

. .:_'.- 4?';“ nm EIH .--- i tm&“iﬁ i:;'_:',;::-:_-_.:; __,_-'-1'1 5 I ) I 1 TLh 5
g——E ST ElHTt:-:i#Hﬂ-:scalei 5 i : T

TANK 450-MOVE: CINT(xhigh¥xscale) @ L P“‘"}* f"ﬁs\ﬁ ﬁ:ﬁ“ A () B
TAHF 466 :DREN- CINT(xlowkxscale) 0 in-any:Fb: litraries, Shel dOLINSMIRERTR, | 150
IHB[- i?ﬂ MOVE-@, EIHT{thgh*gw ; '

q’?“""

——

—'HﬂrJ’EHH HOUE - nlnuﬂxsuale 4 -18

FAGH 510.PRINT-STRS(wlow);

IHKE 528+ MOVE -xhigh®xscale-12,-18

GHGC 538 -PRINT-STRE(xhigh);

HAHF 548-MOVE.-25,uhigh%yscaletd

GAJC 558<PRINT-STR$(yhigh);

HALK 568+ MOVE.-25,ylowkyscale+h

FANM 578 PRINT-STR$Cylow);

CHEH 588 TRGOFF

DANG 598 -FOR-i=1-T0:m

NEJB 688 PLOT-CINT(x(iMexscale) , CINT(yli)®ys
cale)

CAFH 618-NEXT-1

IAJE 620 LOCATE 55, 13: PRINT +"x-anis:"

HANE 638 LOCATE-56, 14:PRINT xinf$

TAPE 6408 LOCATE.S5,16:PRINT "y-axis:”

HADF €58 LOCATE-56,17:PRINT - yini$

GAJJ 66O REM-bhest-fit-line

PAAC 678 LOCATE-2,25:PRINT-"hest fit:line-u/n
" THPUT+ 1ind

HATP 680 IF-UPPERSC1ind)(3"Y" THEN. 768

IACE 690 LOCATE 2,25 PRINT "« v vvvrnnirasinnss
II|_IIJ.

BBEQ 700 MOUE -CINT{xlow*xscaled, CINT (h#x]ousy
scaleta®yscale)

August 1993 AMSTRAD ACTION



40 TYPE INS

Bonuses" CBJH 848 IF - TEST(xx,yu)=15+ THEN+ IF  ty=8- THEN:
:,._‘IH::]‘:‘;”%"H{;E‘E;j'l}?‘:?:‘lH%E—},ﬁi:ﬂih;‘:‘,,% 100 S50.PEN.2;PRINT-TAB(11)"---=---===-- e SOUND + 1,358 :COSUB- 1420 ty=1:i=1
4 shing " JBGP 858 TFTEST(xx, yy)=8 THEN: IF p=0- THEN- 50
UND-1,2088:1i=1i+1:p=1:TAGOFF :LOCATE:7,1:
PEN-9:FRINT-11:ThG
KBIE 86@-IF-TEST(xx,yy)=10 THEN IF 0B THEN:§

shed by the crusher or
3 ONE af the red space bl u
The cruzher a blue hlobh Ehat appears .|.-|E
l"q'.'ll'll“.'ll"'l on the screen crush ing I||'|J|‘.I1II1'|F E
1At ts in_ its way, .. 1n| luding goulil)
5 2 & X to sliow'spesd up YOUr  GIa
cUrsor kegs . ]|1"". "..p1.
Back to fire Yyour chosSen we

1_=|- cirashing P
5.

BABF SEO:PEN:3
EDJA 570 -FRINT"Collecting:a-flashing -PINK:SHI
Pwill-give-you-an-extra-life. -Collectin

flllll (T L!l-ﬂt PBa e )
There are 99 levels Lo completbtse!l

The Crusher : Fath Maker
Yo ‘.';:|'| ip
BHlabh Ee f-f- 1ng Missi

Hloh

] > Gtar
I-.u-}'riu Lo !

We like programs with instructions. It

doesn't take much effort and it's so helpful.

HACE 248.SYMBOL-.145,8,28,26,28,42,0,0,8
HH:HL Egﬁ'5“@1.'EEH;E";WJEE;EEE:E‘;W;EE

IAFL 268-SYMBOL-233,28,62,126,255,255,127,62,

a8

IAGL 278.5YMBOL.238,69,21,186,150,189,84,2180,

7
LDLF 268 -ENV-1,8,-1,4:SPEED-INK 38,38 : TRGOFF ;

MODE- 1:BORDER 8 :INK-1,2:INK -2, 6: TNK 3,26
INKA, 16 IHH__LHJHLE J.-hv? aa*m—

By 310-
: Juniig'

o,
S e L il .,
e 'i-’ﬁli-‘* R
- e el o2
! et

GG 34008 nn? t{g LEN(dk$)
BEW 350 GOUND-4,8,5, 15, 1, , 284
B oo, l]' 418 10.5B: .i?

fk: 360 HIII oL J—
I._-.':_-. H -!-'_.-h t“:-r _:,-.Egirf.\_

..\_...

"#ENHIHT'WW ‘mission: IE tu cuIiE.ﬁt
\least 50-of the:f1ashing- green- space- st
bs. - Youhavé-3 HHAEE But- you-can-1ose £

Phears-at: ral
aything: tii

?}eigﬂgsine or-Cursor-Back: tn-Flre-uuur
chosen -weapon- (see-over page)"
HAAL 418-PRINT"There-are-99+levels-to-conplet

g1
NACT 420 -PRINT:PEN-1:PRINT-TABCIB)"Tdentifica
tions"
IADE 430-PEN-2:PRINT - TAB(1B)"-----==mm=memmn 2
EAOO 448 :PEN-3

HBKO 456 -FRINT-CHRS(143);" The Crusher: v«
ronPCCHRS (283D 1% Path Maker"™

IATH 468 PRINT-CHR$(229):" - Your  Ship"

MAOG 478 -PRINT-CHR${145);" -Bloh:Seeking:Miss
1le"

IAHJ 480 PRINT-CHR$(233);"-+Space-Bloh"

GROL 438 -PRINT-"#:Space-Star"

IACP 560 -PRINT-CHR${238);" -Explosion!”

JAMD 518.PEN-L:PRINT-TRE(15)"Press SPACE"

GAKE 526-IF-INKEY(47)=0-THEN 546

CAIE 538.GOTO.520

OAKB 548-CLS:PEN-1:PRINT:-TABC11)"Collectable-

August 1993 AMSTRAD ACTION

by he:ng grushed- hg the nruahi:iu ‘M

j80  PRINT" The » eru:—:ht-r Fe hlue hlch: tlut '

qn }E,fﬂ";l‘l ::_;'-::

g+a:flashing BLUE-CIRCLED-CROSS will-cle
ar+a-path-directly-in-front-of -you,

CAKE 588-FRINT

EDJL 598 .PRINT"Collecting:a-flashing PALE-BLU
E-EXPLOSION will -give-you-a -bonus BLASTA
BONB/BLOB - SEEKING -MISSILE »depending on-w
hich-weapon:you-have-selected  (see-helow
),

CADE 668 -PRINT

FFBE 618:PRINT"Blastabonbs destroy-whats-in-f
rontof «then. Use these atvery-close ra
nge.Blob-Seekina-Missiles-can-be-quided
to-destroy-a-space-hlob-that-is-in-fron
trof it using LEFT/RIGHT - cursor: keua Ca

-u-ﬂnmumm IF (2
+THEN - 740

{108 THEN - 768 . ELSI IﬂEtHﬂUE Q.U.E.PRIHT
CHR$(223) ;

BCME 758 p=CINT (RND*3) : IF »2=2+ THEN % =CINT(RND
#6008 ) 1 y=CINT (RND*350) :TF -y} 330 0R » y{ 106 -
THEN 800 ELSE TAG :MOVE 3, y, L1:FRINT .CHR#
(238); -ELSE - 808

BCAE 800 r=CINT(RND#2) : IF =1+ THEN :x=CINT(RHD
*608) : y=CINT(RND*356 ) : IF - 92 336 -0R - u{ 168 «
THEN - 816 ELSE+ TAG:MOVE +x,y, 15:PRINT - CHR$
{e83); -EL3E-818

GBLP 816 x=CINT(RND*GBG ) : y=CINT(RND*358) :IF .y
2330-0R y( 106 THEN- 810 -ELSE : TAG :MOVE %,y
1B PRINT"#* ;

EBAJ 826-f9=0:i=1:EVERY .50 -COSUB- 1818:f=CINT(
END*608) 1 IF £ (18 THEN - 828 - ELSE - n=1 tuy=1
4

EDDP 830-IF TEST (e, yu)=2-OR TEST (xx, uyl=1+TH
EN-MOVE 3o, yy, S5:PRINT .CHR$ (2381 ; : SOUND - 1
,8,58,15,1, ,25:FOR-£t=1-T0 - 1800 :NEXT : NOUE
00,49, 0:FRINT -CHR${238) ; : 1i=1i-1:yy=yyt
17 TRGOFF:LOCATE 7,1 :PEN-3:PRINT - 1i:THG

OUND 1,50 :sp=sp+): TAGOFF :LOCATE - 17, 1:PEN
S:PRINT - 5p: TAG: 0=t

JBKE 870 IF TEST(xx,9y)=11+THEN IF +v=0+THEN:§
QUMD 1, 158 j=j+1:v=1:TAGOFF:LOCATE 12, 1:
PEN 6 :PRINT: j: TAG

IBON 880-IF+11{1+THEN: TAGOFF :PEN-7:LOCATE: 7,1
2+S0UND 1,200 :DI:PRINT"GAME - OVER" :FOR =
1870 3660 :NEXT : RUN

IAJJ B30 MOVE %, yy,6:PRINT -CHR$(229);

BAFJ 966 TAG

EACF 316.50UND-4,8,9,10.1,.31

DAPG 928 ryuzyy+h

HAMO 930 IF  INKEY(27) =0 THEN GOSUB. llﬂ‘ﬂ

JCGE 340 - IF - INKEY(2) =8OR INKEX<47)=0TF

Fwep 1 THEN-GOSUR LGB0 THGOF
| |8 ‘"-’ T6:12, 1 - 6 PRINT- : 10G -BRSE -GS
1 tnneri BOCATE 13!,1 mq

.....

the levels, - hut syou<only collected"; :PE
Hel:PRINT :sp;::PEN:7:PRINT"space stars. B
etter Juck next tine!” :FORt=16+10 5000 :

:hle deatruntlnn that quid hauu ﬁestrﬂu
ed it. You-have won-the:gamet 11" ;FOR - t=
1070 6008 NEXT : GOSUE - 1510 : RUN

PEQJ 1068 -MOVE yox, yut17,5:50UND-1,0,58,15,1,,
31 :PRINT-CHR¥(238): :FOR-£=10+T0 500 :NEXT
:HOVE 'H:Hi!IH‘*i?:E:P!IH"‘:HR*{:H'E” =
RETURN

DATA 1870.GOTO 1068

HACC 1088 TAG:go-yy+17:hhzxxtl

EACE 1858 .FOR-n=1-10. 200

NAMP 1188 TF - INKEY(1)=8:THEN:IF +hh{638 THEN:h
h=hh+2.5-ELSE-1128

NADK 1110 IF INKEY(8)=8+ THEN:IF -hh)4 - THEN:hh=
hh-2.5-ELSE- 1128

IACK 1120 MOVE hh,g9,12:PRINT-CHR$(145);

DAPH 1130-99=9943.5

MCDE 1148.IFTEST(hh,gg)=1-0R-TEST(hh,9g):2-1
HEN ' 9g=gq+18:MOUE kh, ag, 5: S0UND4,8,78,1
§.1,,31:FRINT-CHR${238): :FOR- £t=18T0 500
{KEXT: £ :MOUE hh, gg,8: PRINT - CHR$(238); :0p
=14:G0T0- 1160

IMF 1150 1F-9q3 375 THEN - op=0:GOTO- 1168




~ GDIP 1248517  INKEY(58)=8- nﬂ INKEY(63)=0- nﬂm
S INREM(50)=0 AND- INKEY (43)=0THEN I iches”
@ FACK 1550 Fﬂﬁ-pl;i T0ssp
[ LEADC 1560 x2r30dige- 151
JSFIFJ

b
i{m-:.x

=

e e it o
o 154
e

FAFC 1168-S0UND-4,0,3,18,1,,21

EAMD 1178 :HEXT:n:op-B

NAEE 1186+ j=j-1:MOVE:hh,gg-op @ :FRINT -CHRE(14

53; :RETURN

1190 TAGOFF: 1=0:CLEAR - INPUT

1200« IF - INKEYC14) =0 THEH : IF - cheat §="0N" -
THEM:IF- 1199 THEN:1i=1i+]:50UND- 1, 206-]
i,3:S0UND-4,108-1i,3:LOCATE 7,1 PEN:3:FR
INT: 11

1210 IF - INKEY(20) =0 THEN  IF - cheat§="0N" -

THEN IF -sp{1+THEN sp=sp+1:SOUND: 1, 2B08-sp
31 S0UND 4, 108-5p, 3: LOCATE 17, L :PEN-5:FR

INT sp

1220 IF INREY(5)=0+THEN + IF : cheat §="0N": T

HEN-IF + j{99 THEM: j=j+1:50UMD- 1,2080-j,3:5

OUND 4, 1086-,3:LOCATE-12, 1 :PEN -6 :PRINT
1230 TF - INKE¥(13) =0+ THEN: IF » chea b §="0N"
THEN - IF - 1(99-THEN - yy=381:scosdi=it] =g
ry=@ U0 by=0 h=0vts gl iz fg=1: SGHHFJi
208 1,3: S0UND 4, 1901, 3:LOCATE 2, 1; PEEz
4:PRINT 1; Tebines="1E5"

HRD R
RCHC

ACGEK

NBGK

PCFR

“44z"0FF*  THEN - CLEAR INPHT:FOR - che =206 T0

—GGvSTER (81 : SOUND 1, chewe E.-}‘n:rmm 4,che,
a;NEXT:RORDER - 28 I-"ﬁ‘k b=l Iﬁﬂlnau HF.}!_.I B0

RDER-:cheats="0N" |

JBCP-450. 17  INKEY (18)=0 - THEN. i~ qu ieumei"'

"yE§"  THEN: Tewined= ot 1=1+1: 186: isfunﬂ
“ELSETHC RETURK,
1AM0 1260 IF Inumm A THEN - TRG: mrﬁaesa
DaGH 1278-C0T0- 1200 | z
FABE 1280 i=0:F0R. n:Q./LT{I 260 i
EARM. 1290 x=CINTCRNDWGOR). .ot | 0
EAMM 1900 GCINT(RND®380)
EACE 1316 p=CINT (RND*2)

‘ﬁapn 1320 u= clmﬂmm +1E u=0 Ok uﬂ THEN:13

2
EBHH 1330 k= EIHHH{MEH 'fr k=@: mamaaﬂ
BAEN 13461090 THENsz2S 0

| EAOM 1388-TF-p=1D THEN 222

EAEM 1368 IF - p=2: THEN 26

NAJA 1370 SOUND-u,@, 10, 15,1,  kiHOVE-x,y,2: PRI
NT-CHR#(238);

CALC 1380-NEXT

EALR 1396-FOR:t=10:10:2008

CAEC 1400 NEXT

BALN 1418 RUN
LABC 1428:i=8: 1x=x0c: ly=yy+14:GRAPHICS -PEN-B, 1

BAEM 1438 TAG

HeKF 1446-MOVE-1x, 1y, 14:FRINT-" "

CBBE 1450 1y=1y+16:IF-14>383 THEN ly=yy+14:F0

Retz10:T0:50:NEXT - £:GOT0 - 1470

GACJ 146@.SOUND-1,1y,4:G0T0- 1448

BBOD 1478 CRAPHICS-PEM-1,8:dd-CINT(RND=*2):IF

dd=@ THEN:ca1=5+ELSE-col=2

1480 MOUE+1x, 1y, col :PRINT . CHR$(238) ; : 50U

ND:1,8,18,15,1, 30 :MOVE Ix,1y,8:FOR - £=18
T0-40 :NEXT:PRINT -CHR§(238) ; : FOR- £ =18 T0
- 36 NEXT -t

BENN 1490 1uz1y+18:IF -1y} 385 THEN - TAGOFF : FRIN
T-CHR$(22) ;CHR$ () : TAG: RETURN
1500 - GOTO- 1478
IEIE-InﬁﬁFF:pIan:E:HDEE-E:PEH-!:L&E#IE-1
,L:PEN- 14 :PRINT"PLANET - POMER : -

RINT - ROUND(pdand s TPEN-32 PHIHT“&“

BCIA

PALA
NEDC

“TAOK 152D ¢IAC %1270 y12148802-204; y2=190
lﬂﬂﬂkﬂﬂﬂl a1l puled B i

e

LAHE
GCHE 1Hﬂﬂrm R 1415,.mr111+:s PN 2 m
NT-CHRE(199) ; :CRAPHICS |
142) ; {NOVE ;2060 (PRINT® " ; :CRAPHICS P

BN PRINT  CHREGSS)

1570 MOUE @y u2, & PRINT"¥*
1598 u2yE- m::ﬂtfﬁ {,y2/1,2,7:50UND -4, gE
j-J : ~§x

Hangsau ~FFu2 (151 THEN - MOVE -x2, 42,0 PRINT"¥

15 :S0UND- 1,300, 5345 : SOUND- 2,200, §,45. 500
ND-4,100,5, 15; INKSR, 26 (FOR- £=1+10 100 :NE
VKT:INK: 8,61 TAGOFESg ] an=100/ spxp LiLOGATES

’IE;A PEN: +2:PRINTCROUND (plan)s sPEN-9:PRT  ©

o INTUSTAGSNERT . COT0- 1610

Mﬂn 1660-GOT0- 1578

CAPJ 1510 TAGOTF | &

THER 162 LOCATE: 1 [ PEN- 5 :PRINT" THE PLANET 1

© S-RESTORED. f:{almnn:umums'am b= 10
 4000: NEXT:RUN

: Multifar.e Protector

‘Sean McManus hasseptius = rither nifty little
mﬁlme to protect any program aganﬂsl the

‘H]ut-'ufa-:e He's fairly confident {as are we) thatit

goes shightly spazmo at dLI:tD[Tm[JEl switeh-
Mudtifaces, as it sits in the background and
continually checks. Enjoy and protect, etc.

PADM 1-'Multiface -Protection-Progran:--12th:

TypeChecker

To round things off, we thought we'd better give

you aother copy of TypeChecker {(the Type-n
checker used in the past to check for tryping

errors, speeling mistokes, etc.). Without further

ado:

PAML 10" «TypeChecker Ul.8:
er«=:Dec-1992

MiOJ 28+’ «For fnstrad Action - <Public:Domain

DANE 38 <NENORY - &3FTFF

CAJK 48 csunzB

GANE 58 FOR-addr=§A000 - TO . &AOSE

DAKJ 68 -READ hated

GAJE 70 -butezUAL("&"+hyted)

FACF 80:POKEaddr  bhute

GAFE 9B csum=csunthyte

DALE 186 :NEXT addr

OACT 1168 IF -csun{}&2ADD  THEN FRINT: "Checksun:

=By Simon:Forrest

Ervor”® :END
LAKE 115-POKE-%AGGL,PEER - (&BBSE):POKE -&A002, P
EEK - (RBBSC)
KAHI 128 POKE-4BBSA,&C3:POKE-&BBSH, &3 FOKE 4B
B5C . &R0
138 PRINT " TypeChecker U1.0:Installed":E
D
140 .DaTRCF,FE,93,FE,B4,CA, 00,00, F5,C5,D
5,ES . FE,BD,ChA, e
156 -DATA - #@,5F,16,08,24,54,A6,19,22,58, A
8,E1,01,C1,F1,C3
16@-DATA-00,40,3E,20,CD,00,40,3E, 18,CD,0
0,080,208, 54, A0, 7C
178:DATA-CD,45,40,7D,CD,45, /0, 3E, 18,CD, 0
B,40,21,00,08,2
180 -DATH -5, 00,C3, 1B, 40,F5,E6,0F,C6,41,C
D,80,A0,F1,E6 Fo
198.DaTR-1F, IF,IF, IF,C6,41,CD, B0, A8,C3,0

MACH

MABC

Lacd

LAFJ

LADI

LACN

K¢

jiFEN-LE

E

14 FHHIJ(FHFH o

'-.53&

it looks confusing in black and white, but
it's a great program if you take the trouble.

Send ‘em in

if you've got a type-n you'd like to share with
the CPC world then send it in to us (on disc
or tape, please — sorry):

Amstrad Action

Type Ins

30 Monmouth Street

Bath

BAl 2BW

For various reasons we've decided that we'l
not pay for all mm ins — m;tp-m we shall | give
prizes to those

merit. But don't ._r_gl: E||.rjt _::.t_,l‘ Yo r_1H, |t5 ;_I_J._..t
for fun after all.

Juﬂhlﬂﬂl .
c.qm 1/ ¢;‘:J 1531 Sean m:rlamus
DAKH e
‘Eﬂﬂﬁ 4 ' Flease. iﬂd‘lt cwhere used  in-prograns
Hangyéu
ﬂﬁHI{ S
"RDEB 16:MEMORY 33&99 FIE *:zmﬂcms&mm-
mmmmammﬂzamamam&a
0000000000ANAH1 EBFEED4334B0BAFER 3CAR 3761
2fd"1F0R a=1 +Iil.'l El*a-ﬂnht"l'mlbﬂat (1.4
1277 :POKE 9439998 -a-rohk=ehk¥a (NEXT: IF - ch
k{4433 THEN-PRINT"Error - in-Data,“: STOP
PECK 20 CALL 40000 :MODE2:INH. 1, 263 PEN - 1: PAPE
R0:INK @,0;:BORDER 0 :PRINT"Nultiface Pro
tector -+ (C)-1991 - Sean -McManus" ;PRINT

0,66, END

The checksum codes are displayed on the
left hand side of the listing, though will appear in
highlighted {inverted) form on the right had side
when you list the program yourself, The
program will not provide a correct code whilst
you are typing the program, only when it is
LISTed afterwards. Another important warning
that must be repeated is that YOU MUST NOT
ENTER THE CHECKSUM CODES THEMSELVES,
even though they appear on the hstings.

Turning TypeChecker off (it is automatically
initialized when you RUN the above program)
and back on again is guite simple:

To turn it off
To turn it back on again

POKE &BESE,Q
POKE #BBSE, 2

And that's all there 15 to it

August 1993 AMSTRAD ACTION



AMSTRAD GAME CARTRIDGES

TROJAN PHAZER GUN FOR FOR 6128+/4641/CX4000

GX4000/464+/6128+

TITLE BOXED WITH UNBOXED NO
(RRP £34.99) OUR PRICE £ 2 9 . 9 9 INSTRUCTIONS INSTRUCTIONS
______ Pro Tenmis TOur .....,...,....o0ovenn £24.99 ...... ;&.1499
5030 o R et e e LR L."-::;ﬂ*}j}H'f}t}
Operation Thunderbolt ................ BT 6 s ini s iniinmrissniaramiin s A0
iy Ly e R O S N EERERE < LY e S R R C T
Eater a new phase B oG oRTVT o | ESROUURSRIORRORTRRRINE .1 I+ < NSO UUOTOTOROPRUHY .3 "8 1+
R L A e ot e e R e
phenal Swiich Blade............. s I L B
Trojan Phazer. & [AaEac L TEETRER PR ! TS e ... 514,99

challenge of skill * Special offers: 10 Unboxzed games Eﬁa Ablﬂ'l.‘.} £100.00 *

; an accuracy for
_________ T V8 ek o1 had | all ages. L:.:m Amstrad Burnin' Rubber/Loco basie Cartridge...........ccoccieviinv 0. 819,98
T Amsirad 6128+ /464+ Instruction Manuals ... £14.99
Amstrad 6128+ /464+ Kevboard Membranes .........coiciiciiiiii i £12.99
Phazer EI.I:II plugs 5“3]9]“ lntn analogue ’""t (next to joy- imatrﬂg i‘i'lﬁ’:r"llﬂéﬂ?nn Eh[f.‘-i'ﬁﬂ iy R R R P AT T £75.00
i M4 C =1 POEHROTE i v et s s n s e b s v e o T

stick port). Comes complete with SKEET SHOOT CARTRIDGE. Rt g T e
"'F.Ii' F T Amstrad 6128+ Computer Console.. Al e At i s s i U
| SKEET SHOOT consists of 6 levels, Amstrad Paddle Controllers [m25+;4ﬁ4+;m{4nﬂm-..-............ e 8,99
each broken up inte two normal Amstrad GX4000 Power Supph.r Unit.. i s s LE17.99
rounds and one bonus roand. Amstrad GX4000 Console .. P e e e R R s _...Lﬂ."-{}D

| See games roview in Amstrad AMSTRAD 464 AND 6128 - GENERAL
Action - Feb '93 Amstrad 6128 Lightpen & Software.. S RR0,00
Amstrad MP3 Modulator / TV Tuner, ﬁ:-r LSE v.il.h E‘Th-'lﬁmi munit{:r L2909
Amstrad 464 Light Gun & Games Cassetie ............coccceiermrenrinnnennn 019,99
Amstrad 6128 Light Gun & Games Disk .......... i £19.99
ENFORCER CARTRIDGE. Your job is to Eﬂﬂ E;éiﬂﬁ e !-1- -------- 'r; dd . £9.99
sira asset echanism wil t;—:p:, ead and motor ... £29.99
gun down the bad guys as they pop Amstrad 464 Head ﬂ.ifgnment T&Ii::ll“"-r Lt
up, but not civilians. Tape Head Demagnetizer ., : S .£9.99

PRICE £14.99 Prices include VAT, pnrtngt and pncldng

AECEEE

P\ \

All orders by return: Cheques/Visa/Access/P0Os
Tel/Fax (0952) 462135
TRADING POST, Victoria Road, Shifnal, Shropshire TF11 SAF

(0257) wee—m—
421915 =

Access

(0257)

0257 Q.J. SOFTWARE

Fast Friendly Service
COMPILATIONS

2 HOT B HAMDRE Galden Ax, Sup O R, ol Recall, Shad. Warnioes
FISTS ©F FURY: Shinabi Doubls [:"rl,:g:\,m B, Mgl Vyervors, r}:,-h [z,
HCAWSIOOD COUECTION: Brman Movie, Robacop, G, Buskers B | lanes L €
DREand TEAR Terminotar B, Simpsons, WYWOWE Wi emania

WAEGR SPOETS: 30u Sperfing Evants :

MO TRETUHERS: ﬂeﬁ" '-:3:'5111:.' Sorondde, Clusda

SUPERFICGHTER . Final F|q='|l WOWTE WirasHesmania . Pr I\-Flgh'-ur

SOCCER SEakS: Bick OF B, Gazza Il Embyn Hughes, Micropmase Soccer

STRATEGY,/ SIMULATION ACCESSORIES

Cass
A Bicsiae B Interfoon.

VISA

PrIRTERS

Al prinbers Hahed Balew are suitable Fa

use with! AMSTRAD CPC ATARI AT,

COMMODIORE AMIGA, 1BM PC-&

COMPATIBLES

When ordering plecse stabe compider
CITIZEM 1200 + 2 Pin Mona..  E1310.85
STAR LC20 9 Pin Moo BT
STAR LC100 92 Pin Maone,Cal ... E180.95
STAR DE24-20 24 Fin Mona ., 200 85
STAR LC 24100 24 P Momo 2 E2 1R8BS
STAR AC2A-200: 24 s Mann .. E250.95
STAR DC24- 300 24 Pim Man/Col. E286 95

Epucarion

Fur Setoal T iedar 50
Hun School i 58

Fun Schood 1 B-12

Fine Seland 1| o IV 5
Fon Sehand il o I 37
Fun Sehoot 10 o 711
Fioyoiays B AAEE
-|:|"F'||:|:|l-.\-|"|'l"|'"ﬂ€"l.'l:'--'ﬂa.... iz LRSS
Furt 1'.."|W|’||-}|!.? o I S 4 | I:I:'?.-
B Righl Aoy 1 58 E T ] L
Read Righl Away 2 &% L°F9%

lnvsmunz

Cass Disk

E1385
9 RE
E15. 05
LElSRS
Lol el
E12.95
E15.95
1505

Cass

6

Disk
LEIRS
hlond, E9. 50 1195

E150%
E15495

P

SRR

Disk
LRSS
LB R

o ERTS
£13.95
£1355

5. 1TSS

Ao el i Murdesc] -
Daik Sceplre.......
Famous Frve on Tr.
Cricnd Killar Meths Advanhare .
Lost Droys of Doom .

Lone Wiolf

el o Doom

IH(AIIE

Cass

ETLERS

LRSS

it S g TR LOEIAFS L1Xes

Bgddaoms Family [178K).. )
g o T e L
Deiibds Dronon H
I Coambat Pilos
o (108K}
|. femias ok ANanha
{=mrnin -t.-.
bty § :.-'m-'-
'“‘9"‘:'-“2‘ e W{"“'rmp £050.,
Oiutrun Euir ropa... :
i‘:l_!:te’:u:.-.- o
Rodiand
Shodow Dancer + Alisn Sharm
Sy T S
Sireed Frgnder |f
Sumer Cooldeen ..
Hper Monaco € 3; Prix
Tihiy e Fow

oy

. |Prana]

£3.75

F e o, S

EV2S0 k]

R

BRSO R

Colageus 4.0 Bridge
Catiasys &0 Chass
Foeotball Moncgper [

K355

Bar Ul Eur+ | Hhﬂr-":-..uu:h S

Monopaoky ! .:.. ”
S uhm

Serabble D Luxe 6128 .
World Class Boghy
F F& Crmnbed Fidal

LERFE

R0

Pralancha 'I.-|1.' "«"‘-"'f"-"l.i‘: I
B e

Banle of Bulge .
Crode 1941,

RO

Disk Sritlm

||:|.\,l o B Fruture H
Lised Ht—l - |
'l."'.l tha {uck

Light Caradior,
".-"-.-Hl.l:l|
Ffaw Waark Wiarrion
O Share Wormos
'5.|1.'|l_1-|,:-'-_l -_1-! I|||1- E'n-l-cn!

',Hl.'.ll:b' .
e

buper URnad Lk

1.f-l-'|:|'||:||-' Tyrdas
Toksl Kero

Sibvanced Ark Shadio S E2E

Aty At -+ SR Aloume + M MGl

Colowr Dutng 34 Ser Dureg) .

Criash Course Typing Tt 6528

Biscology -:".i e LiilimA ..

Meslaroakc 1388 €128k

Mastarkide I |1 .E‘HI-'I

Microdesign « DTF fot &1 .E‘EF-"ﬁ-'I..n!dv

Microcesige with MK Moise +5AM
Aing O#fica 1l

-'-.-'.*:-.r'-,- Marsager [+PLW]

Progoaml ;. % M

Favbirai

I3‘.'|',-h_».-|:u,l [Frinl Enfmnces)

Taa-Spall [For Tapward]

T gt A28,

£16.95,

Busingss,/ UTILITIES

Liees
BS540
E15%5

SER0RE

1285

LT
I L 2

E29 09

LRSS
B12.95. .

1495
e

EeiSa
ikl 5
o Y

Ba.25
L

AMY Miise + Adv Aef + I'.-'u'n-.u-',-a Mnl
Arabad FI e Disk Deeen
Ao MP1F [ddd to Soort TV
Bmavad MPIF G150 Seart TV]

+ Abhcve raguire BOE inpue
Coszartty Load [wirh BEM Conn .
Cosvetn Bec + Leods nod ST28) .
Coorerr Sl [$30e moch & mon) ...
Eiisk Crirve Cleorer 3% L0000
Charius Miowse & Sy B2
Jopahck Splithes
Ehastd E:m'lL:r:'a:l' dﬁiﬂ?‘?‘i -:'-11
Ehboaid Bal Lacmmra -dl"d-l-.-{'ll 284
IR Expamman tdk fow A6
Primdar Coble 1 Aae B8 Q5 T A
Peiminr Coble S84« /S F2a Pher
MPZ- TV Tuner fer CTMSE Moniior
soraen Fdéer Anfishahc Moo Lol .

BS54 25
T
2995
EA44.55

B o e
B
CERES
B o T
E-IFP 4
SEBRS
L CRDS
ER TR
wadd. 5
210,55
X795

S Ed4RS
~ET495

JoYsSTICKS

CIAPETITRC S PR Mani
CHEETAH Baug:... e,
CHEETAH Mack 1 ...
KN EH-JII.:I'-;]

KX Poarwigiobor
FOWERPLAY Tarminoioa
CHHCKSHOT Pyshan 10
CHRCESHCH F':,-1'|l.-..-ﬂ | Microswitch ..
ZIFSTHOK Swgar Fro

Al b ) TE e (NS00 Cames |':\\:|n:ﬁcl

L4935

s o L

ELL.25
E1095
£ EF95
LF4.25
L1095
ElESS
Eld 95
e

Read Baght feway 3 Fr
Baiar Spoting ¥ oo
Lat Floy Mumban 4.8

Lts Plery Morsey 48 v
Primary Moths - 312000008
Funoveith fumbers 7

-|I":|:':'|I'i' Mitha 603

Meee Maths 908

Beather Maths T2 16 5
ey Mathe TS5+
Bacdopy T 1206 ...

7 Cl‘ll;-mi':.ﬂ"\_..l N e

Preezice 1 1298 . .........EH
French Miskess 11+ !
Carman Mestker 1=,
Seemaih Tagr 1 1 5

Micee English BAd . ...
The Thren Beor 5+ 51285

Five o Treasure Elond

Crrarmy’y Cepichim O 10 -{!‘r'l"'.
Cragon Wioeld & 10 (4128
Crigmt Killer Meailks Sdy 214
Anuveet Bock Jrr Gaoie a1 1

EZd F5

e

£

VR A Bk
LR
Rl ]

o B
4.5
EI295

s B

ElLESS
B
1%
E15.95

LETERS

£ 595
RZ2EW5

e A
U—'"E.

| 155
kGRS

B i
ETERE
ETLRS

FACTFILE SERIES FOR ANS

BACK JNR QUIZ

drithraatic - &1 |

peking &1 1
Wb I.':mr.-'l;.-u".;.- 114
Motural Historye 10+

LW
EFRS
LS
LRERS

Al prices include cable & dalivery

CITEZERE | 260

PRINTER RIBBGNE

2 5
E700. 1o s
EFA LGS
PROEL- TS BT 00 E1é.25
STAR B0 20 EXAS BN 00 ETa2S
STAR ICZA- 1020 B3y R A0 - B17 50
Partesctac KA1 120453005 28 00 CE1G25
SlAR 100 Mono B4 WS E¥ R
Stor G0 Colotr, EF 1. 25 B2 95

Other printer ribbons please
phone

Cruantity:
DR 2000 A 3000 u«“

e Bl
o B

Pasdizcibnc EXPA 0,

RIBBCHN RE-IME

BUDGET CASSETTES £2.75 EACH
Chuckie Egg Chuckia Egg |l
Continaniol Circus Dizey Yalk Folk
Double Dragon | Dragons of Flame
Emlyr Hughes Soccer F15 Strike Eogle
Fid Combal Pilor Flimba's CGhuasf
Crodelen Axe ':rh'l'lhl'lll.:l
Hudsom Hoawk Lohus Turse
F‘il[:&:hh:l o ‘i__.i-::u'gwq:-l.-s Ii
El;:-.'i|-:1||.|:i' Sniurl'-' 51-r'-.":{r
Shraathghber Termiraior |l
Trivial Pursuits Turbo Torloiue
Turrican il WAAT Wirastlemania

MANT MOBRT GAMES STOCKED. PLEASE WRITE OR TELEFHOMNE FPOR LATEST PRICE LIST. PRICES INCLUDE POSTAGE & PACKING IN U.K. PLEASE MAKE CHESUES & POSTAL ORDERS PAYARLE TOZ l:'.'LL Enfmuu AND SEND TOZ
0., Sorrware, 273 Mossy Lia Roap, WRIGHTINGTON, NE. Wican, Lancs WNG FRN (MOST ORDERS DESPATCHED BY RETURN). AcCcess & Visa orpers TeL/fax ow 0257 421915 Mon-Fri 9.00 -
17.30, Sar 9.00-12.30 (ANSWIRPFHONE/FAX OUTSIDE HOURS). OVERSEAS ORDERS WELCOME [350FTWARE ADD £1 PER I1TEM POSTAGE: PAYMENT BY CREMT CARD, EURDCHEGUE OR BANK DRAFT)




gAMES SECTION  (B)

CHARTS right here, right now * GAME REVIEWS
pages 44-46 » CHEAT NMIODE pages 54-57

it's time for thre truth. The AA team sl ¥ 5 S S T e s AT
doesn't actually exist. The decision to tell ' :
you the truth came form the very top of the
company, as a gesture to our loyal readers.

Tim Norris

Or should we say, Rod Lawton? That's right, readers.
Tim's writer had to change the identity of our
beloved editor purely because he lost the trademark
beard. The experimental period saw the fast
departure of Linda, due to Alan (Tim's writer) feefing
a little uncomfortable in dresses that small. Alan is
actually a business lawyer from Bristol, who
happened to own a CPC (we decided to keep this
quiet — the readers'll hate him more that way).

Simon Forrester

But maybe you'll know him better as Adam Peters!
The final idea for the hairy dropout you think you
know today came from the Linda Barker wig being
kicked about a bit, and thrown at Adam. However,
the loveable Peters chappie wasn't exactly real. You
see, since the very early issues, the staff writing
(Yeah, like that's a verb. — Ed) has all been
undertaken by a man called Colin Campbell, who's a
plasterer fram Croydon.

Niclk Aspell

We really are surprised this one hasn't been spotted
before, really. Look at the picture to the left. Now
dig back a few issues, and find a picture of
Maryanne. Now go back to the Mick picture, and find
a black biro. Draw on some more hair. Spot any
similarities? Yes, that's right. Now get the last ish.
Draw some spikes on. Remember Olhe? It's all
coming together now, isn't it? And for a British Rail
announcer, he can't half draw...

The hit parade

FENVWI : r'l'r"E*r‘“r"r'r"r'lt:":'r'r*r'r"
£ QlAﬂTS EEI.LUF .,.fT"'L._. F -1-. - '_'1 .
vortind s thiniscid ey et 4 pOOnD 100 .

Street Fighter ..............Kixx Super S/Invaders.........H/Squad

New Zealand Story..... H/ﬁquad First Div Manager ........C/Masters

Quattro Skills...... _ The Last Vampire...... ..Atlantis
izzy: Yolkf . ' -Fiunhu s Questl(ln
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office quite a-few months back, asa greview -
Scott and Gary Kennady, the authars, were in :
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- Polish today, Only 15 shillings a tin. “Ed)The

Mrsnwerhanng. and hatﬂarwerfbjﬁeatst :

H:mmn earth so many. graphics and sprites were
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* To get hold of your copy of Trakers,
send a cheque or postal order for £10 made
out to Scott Kennedy at the following
address:

32 Lostock Road
Seedley, Salford

Greater Manchester, M5 2LH

 no jerking. The loading screen and afew - through the game, the more difficult things EEL A
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than JSW ever was} to
shightly more normal
birds, butterflies and such. From what we've
seen, there isn't @ single ambiguously drawn
object in the entire game.

Graphically, Trakers explores a slightly
different avenue to the likes of Prehistorik i and
Super Cauldran, in that the emphasis is on
atmosphere and impression rather than how
many things move at once (not that there's
anything wrong with either style), This, though
not as visually mind blowing as Titus's two
releases, shows an incredible amount of care on
the part of the artist.

! al times. It might be-
= © wise to bear in mind that
this review was written by someone who
managed to chew through seven joysticks in half
over the space of half an hour though, and so
rmaybe isn't all that balanced.

This slight lack of consideration in some
screen designs won't ruin the game for you
though, as the initial ease whilst you get used to
the format gives you a taste of a game you'll
want to see a lot more of. This definitely gives
the game a very good initial attraction, and
serves as a very good advertisement for the rest
of the game,
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Some beautifully drawn sprites
which are well animated and very
entertaining.

WIS
Mo tune, but a pretty nice variety
of sound effects.

The game draws you in quite

nicely, starting with the

The title screen erupts with a dramatic bong, Once you've got a litte deeper into the game, easier stuff.
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Look, it's just good, ckay?
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Second floor, ladies lingerie, sporting
goods, and kitchenware (it's a lift, you see).

Oh we do like to be beside the seaside, oh
we do like a nice predictable caption.




46 RE-RELEASE

it's Creepy, Kooky, Spooky,
Ooky. It's Simon reviewing
The Addams Family - double
spookerama. And no
mistalke. Or something.

Can you honestly tell me that as a child, you
really enjoyed Tiswas? It had all the right
ingredients - wackiness; an evil villain,
humour, Chris Tarrant, etc - but it | always
found it incredibly scary. Sort of ‘clown that
grins too much’ scary. All of this is, of
course, only vaguely linked to The Addams
Family, but | just wanted to mention it.

You see, The Addams Family weren't
scary as such, but they did possess a
certain something that prompted slightly
uncomfortable laughter from people who
were never guite sure how hard to laugh.

So is it possible to capture this deep
spirit of creepiness on a computer? Has this
re-release of Ocean's original game got
what it takes?

The plot's simple - the whole family has
been imprisoned, and it's up to one man to
rescue them - Gomez. So you, controlling
Morticia's slightly creepy husband, must
journey round the castle and do the
standard heroic bit. :

it's a platform game. Welcome to Yawn
City, Alabama, population onée game
reviewer. There's a fairly good seléction of
nasties. Oh, and there are some doors to.go
through. Whoopdedoo. So, what with all this
tired concept stuff, why is it so likeable?

The format is strange - bad guys are
killed by jumping on their heads. This,
though being old hat in arcades and console
games, is a relatively new development for
the CPC. Probably the closest thing recently
has been Prehistorik ll, which had a
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Two suits of armour engage in a discussion
about Proust. Gomez slips by unnoticed.

& Vil erirete
e ¥

.
EEE " ﬁ**#**
D it b b i
ST Ll L
e A o TR [ P I ¢

There's ﬁnﬁr one thing worse than a chasm
with spikes at the bottom. And that's, er...

_distinctly consoley feel toit. Good news?

Well, it adds diversity to an already broad
games selection for a dying (as far as the
computer games industry is concerned)
machine, so it can't be bad.

For a game to work as weéll as this one

~does, the graphics have to be quite good.

The Addams Family is extremely nice to
look at, with-a broad-ish array of different

‘backgrounds, as well as a good variety of
bad guys. The animation is smoaoth, with no
‘sprite flicker, and no speed reduction.

One thing you may notice is the slightly
naff title tune plonking away inthe

‘background on title sequence but,

thankfully, this honky-tonk harmony in .
everything flat dies as soon as the game
gets going. Sound effects are a damned
sight better than the opening tune, and do
actually manage to add semething.

When you first play the game, you'll have
a mixed reaction. On the one hand, the
game holds nothing you won't have seen
before but, on the other, it does make a
very nice platform romp game. Ocean seem
to have managed to combine the good
points of many, many games, and leave
behind all the niggling little things about
previous platform yawn-'em-ups.

Once you've managed to get past the
first screen, the whole game opens itself up
to you. That's not to say you'll be able to
complete it all that easily, it's just that the
technigues used on the first screen are
carried through the whole game. This way,
you'll manage to see quite a lot more of the
game each time you play it, and you won't
come up against too much trouble with
screens you've already completed.

This has got to be one of the better re-
releases of late, if not the best. What the
game loses in lack of originality, it certainly
makes up for in size, fun, and challenge. ©
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Never trust a man with a moustache. Always
try to leave your moustache with a woman.
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Simon says, ‘Hold both hands in the air.’
Well done Mr Addams, you're the winner.

Candles create bright patches on
walls, and portraits hang in the
house - it's worth watching.

SRS
The title tune has about az much

appeal as Jimmy Tarbuck, and in-
game effects don't add much.

GRARE FAaoTosse
An initial easiness will
probably draw you into the
game quite quickly...

And long enough to discover
other, more difficult sections.
You'll play for guite a while.

A game that you really should take a
good leok at - you don't know what
you're missing.
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~ €1)  GAME FEATURE

One of the most hyped games
of 1993 has been US Gold’s
Street Fighter I1. Just about
every format has seen a
version except the CPC. It's
not US Gold’s fault, but just
what exactly is going on?

As with everyone else, we at AA started to get a
iittle excited when we heard of the development
of the sequel to the massively popular arcade
game, Street Fighter. A quick call to US Gold
confirmed a release date of, as far as you're
concerned, issue 90, It was with a tear in her aye
that ex-AA ed Linda Barker told the world it would
be appearing next issue.

Issue 91. Tim's first ish. SF2 was scheduled,
and with a heart filled with hope, | rang US Gold
to find out when we could have the most
publicized beat-em-up in history for review.
Unfortunately, it was not ta be for that issue, and

"I'Iuﬂim the animation sprites for
Blanka from the Amiga version of SF2.

And for E Honda. we'd love to show you
something from the CPC version, bat...

August 19593 AMSTRAD ACTION

the two pages went to Flaydays instead.

Issue 92. We're all a little disheartened, and
the regular call to US Gold is not cheerful. Two to
three weeks, they said. This is what they've been
saying since we first heard of the CPC version.

Issue 93. Somewhere in US Gold, a
marketing manager picked up the phone to a
staff writer frying really hard not to giggle, One of
the most enjoyable parts of the mag was writing
the Next Month copy.

Issue 94 It's not funny any more. Tim drops
the Next Month reference, and AA resigns itself
to missing out for another issue,

So what's going on?

The people responsible for actually writing Street
Fighter lf'on the CPC are based in France. This
has posed communication problems between the
English office of US Gold, and the team.

The Jast AA heard, the programming team
themselves were halfway to disbanding, and
maybe scrapping the CPC version altogether.
This is Mo Fun. Do you realise what vou're
missing out on? SF2 is the most hyped beat’em-

up game of all tme! Whether it's the best or not
is a different story entirely, but we'll get that side
clarified as soon as we see the finished game.

A merry tale
The Sireet Fighter story begins in arcades
packed with several other mediocre beat-'em-
ups. The only thing that separated Street Fighter
was its pressure sensitive pads, ghing the player
the ability to gauge the power of hits. This, o say
the least, caught on, and gathered it's own
following in no time at all. Apart from the
pressure idea, though, SF was nothing special.
Street Fighter I What's it all about? Well, the
full story is a long and complex saga full of comic
strips, feudal histories, and full personal details
on all eight playvers. The larger amount of
characters in the sequel allows for much more
freedom, experimentation, and life span to be
mcluded in the game, as you can always find a
new combination {0 pair up. Meet the guys:

Balrog

He's a boxer, What more negds to be said?




 firg buttons [avaﬂabie on console machines),
-and quite a complex set of movements. The
Spectrum version (the version we'll be drawing

Anyone with a headbutt as a special move 15
going to have all the mental agility of a flea, and
about half the charisma.

Blanka

Ha! He may be big and green with a huge
amount of red hair, he may eat people’s faces,
and he may pass currents through his body
whenever he pleases, but | just can't get over the
fact that punk's answer to the Hulk is actually
called Jimmy!

Chun Li

Probably the most famous of ail the SF2
characters, Chun Li apparently watched her
father get bumped off by M Bison {so they're not
all that chummy), and has a variety of special
maves most of which involve legs flying
everywhere (along with the bad guys). Oh, and
she's got split ends.

Dhalism

King of the rubber men, Dhalism is a
monumentally bendy bloke. He can break
someone's kneecap from clear across the
sereen with his arms that must stretch
praportionally to about ten feet.

E Honda

What can | say? The oniginal fat bloke is here.

Er, don't ask me. It looks
like a geezer in a dodgy ’
safari-suit. Pang anyone? .}

m'nhiﬂm i m:armai ;ﬂay, but itis another
reminder of how the CPC just isn't equipped to
cope with some: of the software ideas floating
around these days.

He's an expert at sumo wrestling, and has a
variety of special moves hghlighting the fact -
from crushing or throwing an opponent o
stapping all his flesh off.

Guile

Guile has to be the hardest of all the characters,

whose various special moves pale into
insignificance compared to his ability to walk up
to someone and put his fist through their upper
torso approximately 17 times per second.

Ken
Like Ryu but in a red suit.

Vi Bison

How much explanation does anyone need to
attach ta moves like ‘head stomp’ and ‘flaming

torpedo’? Don't try this at home, kids.

Your standard boring normutated blokey in a
karate costume, capable of fireballs, dragon
punches, and couple of throws. Yawnarama.

This is the blokey Ryu defzated the first time
round, giving him a huge dragon burn for his
trouble, He's angry, and he's seven foot five
inches tall. What more do you need to know?
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Vega

Strange chappie this, wearing a mask on his face
and two foot claws on his hand. i having a two
foot fingernail poked up your nose wasn't
encugh, he has a variety of throws and drops

Zangjief

No special moves like fireballs, missiles, etc, but
he has a rather impressive range of moves for
putting someone’s head through a paving slab,
brick wall, or car, Seven foot and scary.

S0 all these people meet for a giant
kick/punch/throw/burn-"em-up, and it's
immortalized on your computer screen as Street
Fighter Il. But once again, where the hell is it?

The official word from US Gold is that it's still
under development. The problem isn't with them,
you see, but with the actual programming team,
who are still working on the CPC version. We're
going to be trying to talk to them ourselves soon.

We're eagerly awaiting further news as you
read this and we may even have a praview
version of the final thing to tell you about next
ish. In the meantime, though, don't lose all of
your hopes, but don't get them up either. @

Coming Up...
Thotgh we can't really promise anything
concrete at this stage, you can rest assured
that-as soon as there's any sign of life on
the SFZhitting-the-streets front, you'll hear it

from us. Please please please dont rning up
asking when it's going to be released, as
neither US Gold or Amstrad Action will be
vou at this stage, but be patient,
and you could even

"'em-up ever an your CPC

able to tell

see the bDiggest beat

AT
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Send your letters to: R

it's happened again

Many thanks for printing my letter on the CPC -

Mega Drive lead, but cops, the gremhns got in. It

must have been the PC word processor | used

instead of my trusty Brunword. (But John, the bt

with the mistake was hand written. Bizarre. = Ed)
The amended 8-pin DIN connections are as

follows:

pin 1 - red

pin £ - n.c.

pin 3 = n.c. (luminance connection makes no

difference)

pin 4 — ground

pin 5 = green

pin-& = n.C.
pin 7 = sync
pin 8 = blue

Incidentally, 've since checked the pin-outs with
Sega UK and they're correct. My deepest
apologies for the boob.

| think the new format mag is pretty good and
the seripus software on the covertape is a great
idea. Not everyone may think horse racing is
serous, though.

Personally, I've been waiting for the
spreadsheet, please let us have this before the
database (Oops. - Ed) as the latter are more
common - |'ve already got two but, as yet, no
spreadsheet,

John Driver
Swindon

Thanks for pointing out the mistake, John. Er, the
new version doesn't look anything like the old one
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— what happened? Anyway, this is probably as
zood a time as any to plead with anyone wha's
thinking of sending in any of these little ideas —
please check them thoroughly before you fnvite
us to share them with the rest of the world. We
don't have the time or the facilities to check
thase things so if they're wrong we probably
shan't find out. And then where shall we be? We'll
all be murdered in our beds, 'l be bound,

Tape to disc

I've had some problems with transferring AA
covertapes to disc. Because of the way the
programs are saved, it's impossible to save
more than one tape’s worth onto one disc. To
overcome this, | was advised to save the second
tape onto another directory (User 01 instead of
User 00). It worked fine but | can't get at the
programs because the menus always try to
access User 00 again. What can | do?

Merv

Australia

What you need is a little program from the
farmous Simon Forrester. Save it into User 00
and load it from there, but before you RUN it,
jump to the directory your other stulff is saved in
{does that make sense?) and itll run the correct
menu for you, correctly. Apparently.

DAOG 10-addr=&BESD

DAGJ 28-READ-byted

HAPJ 38-IF hutef="#x"  THEN CALL &BESD

HALD 48:POKE:addr, VAL{"&" thyted)

EAEF 58-addrzadde+!

CABE 60-GOTO-26

CReAcTION @)

e -

th Street, Bath BA1 2BW

- a 3
E]

=
—
i
e

GANF 70.DATA.21,97 BE,06,04,11,00,C8
GAHO &0-DATA-CD,77,BC,EB,D5,CD, 83, BC
GAPI 94-DATa-CD,7h,BC,EL, 11,10,04;183
GAAO 188-DATA.TE,SF,23,7E,57,E8,E9,4D
EAAE L118:DHTA-45,4E,55, %

Oh no, another nutter

| thought AA needed a tune to brighten it up (not
that it's not brilliant already)

Blues

| woke up this morning (duh duh duh duh)

And | got out of bed (duh duh duh auh)

Martini Bianco went straight to my head

| went to feed the dog but the damn thing was
dead {duh duh duh duh)

| went to the church and the priest he said (duh
duh duh duhj

“Oh my son, you're looking depressed”

That's because my Amstrad’s been broken so
long... | guess.

(wow woo hee budoom wohee doobie do do da
ooch)

The Ayresman

London

Hang on, I'll just fetch me harmonica.

And another one

| was most upset to read your reaction to Loopy
Low's letter (June 93) about the yumry,
irresistible Simon Forrester. How can you say he
isn't even remotely attractive and that Loopy Lou
should seek help at once? | think this is the most
hurtful thing I've ever heard, or read, even. (You
should have heard what | said when | first read

bz
bt
g T
e
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“@)  REAcTION

We're stupid

Judging from the pages of AA you get a good
lers with problems with covertapes.
Perhaps vou could take a look at this one:

The third program on the AAS3 covertape,
Mystical, loads okay, but note that all three
programs are on side one of the tape, side two
is blank, However, when the tape stops the
screen alternates between a Mystical titie
screen and a credits screen. Touch either the
joystick or any button on the keyboard and the
program freezes and the keyboard locks. The
game will not start, Please help.
| M Firth
Penarth

Ah, yes, well. What happened was that we
wrote the instructions and then found out that

Loopy's letter — ‘hurtful’ doesn't everi begin to
describe it. — Ed) All | can say is that you have no
taste whatsoever and should take a long hard
look at yourself - and Si for that matter. Maybe
then you'll be”able to see what a lush kind of
bloke he is {especially his lovely hair) and how
lucky you are to have him working for AA. Amen.
A perfectly sane person

| do think I'm lucky to have the Hairy Happening
working for AA, but because he's a fine writer
and a knowledgable chap. The fact that he's not
very attractive to look at and wears an
outrageous wig doesn't come mio it.

Law abiding

in between thoughts of how wonderful you all are,
we've been wondering if there is any way of
copying multHoad tapes onto disc using our
Multiface 2. Of course we wouldn't do anything
like that because it's not strictly legal and we're
very law-abiding citizens — but we'd be interested
to know hypothetically.,

Please help

Hazel & Graham

Stockport

Apart from saving each bit separately and
loading just the section you want to play, no. But
we're open to suggestions. Or we would be,

if copying games with a Multiface wasn't a

bit doagy.

Oh, PS. I've just edited Richard’s Technical Forum
pages and there’s a letter in there on this very
subject. He doesn't think you can, either.

Type in probs

| have typed in Directory Editor (AA92) but | get
the error ‘type mismatch in line 270, The line is:
878 a=URL(_& +a$) POKE-n,a:chk=chk+a

Would vou please help me out with this problem.
Mrs F Hughes

Stevenage

Well, F, it could be any one of a number of
things. Remember that the = symbol represents
a space in the type-ns. Make sure you've closed
all the brackets and quote marks. Make sure

August 1993 AMISTRAD ACTION

things werent going to be quife as we

expected. Oh dear. What you should find is that

side two isn't blank but that i, in tact, contains

some data for Mystical. If you lpad it fre

one as normal, turn the tape over, rewind if

and then play side two, the game should load.
I

At least that's what the Hairy Happening tells
me. And he's never wrong. Probably.

you've used colons (;) and not semicolons (;) by
accident. That should just about cover it.
Probably. If it doesn't there might be something
wrong with one of the other lines so you'll have to
check through the whole thing.

Covertape suggestions
Thanks for putting Tasword on the covertape — it
makes a nice change from Mini Cffice, especially
the insert and requstify function. Is the program
compatible with the other Tas titles (Taspell,
Tasign, etc) when transferred to disc?

How about putting a Mah Jong game on the
covertape {one in the eye for PC owners)?
Colossus {as in Bridge, Chess, etc) did a version
but I've never been able to get hold of it. Or how
about Hewson's Unidium or Zynaps?

You previous idea of putting POKEs for earlier
covertape games on later tapes was a cracking
idea. {A hacking idea, surely. — Ed) How about it
for those of us without a Multiface? | managed to
finish a game for the first time {Ranarama) thanks
to that bright idea.

Yours admiringly (| wouldn't like to do your job)
(You would if you knew how easy it was. — Ed)
Lesley Relph (don't misspell it

Carlisle

Yes, Tasword should work with the other
Tasthings.

Er, I think you and | are the only people who
play Mah Jong so it wouldn't have much in the
way of mass appeal, really. Unless you mean the
tife matching thing that uses Mah Jong (or a
range of other) tiles. That might be fur. Maybe,

We'll ponder the POKESs thing, but it does
raise an interesting point. You say you finished a
game using a FOKE. But, by using the POKE, you
cheated so can you be said to have truly finished
the game? How does everyone else feel about
this? What do you think about this whole ‘cheat’
thing? If you fork out for a game, is there any
point, any feeling of satisfaction, in typing in a
cheat that someone else worked out and then
plaving the game? Where's the challenge? Why
not just give one of us a few bob and we'll come
round to your house and play the game for you?
Or do you think that games are too difficult and

that the only way to see them all and get full
value for money from them is to have some sort
of infinite lives cheat? If that's the case, why don't
software houses include fully documented cheat
options: Let us know what you think,

More fan mail

I've been a reader of your magazine for a good
three years now, and I've seen staff come and
go, but it stll goes from strength to strength,
and it's plain to see why it as beaten all its
competition off and into the gutter.

| just thought I'd put finger to keyboard to ask
a few guestions and stuff, if | may.
) In AAS3, Rahul Gindha asked if 3" discs would
work on the PCW as well as the 6128. You said
they wouldn't. This, however, is not the case.
There are some text adventures such as The
Taxman Cometh which were made initially for
disc-based 464s and 6128s but will also work on
PCWs. Try writing to Joan Pancott at WoW
Software, 78 Radipole Lane, Weymouth, Dorset,
DT4 9RS for more info.
i} The Classic Collection tape is a brilliant idea
and well worth the money, but | was wondering
if you could consider putting the type-ins back
on it, perhaps on a bkmonthly basis? Or the
POKEs maybe?
it} With the new tape well under way, would it be
possible to have requests for what main game is
on there? If so I'd like to see something like Edd
The Duck, Elite or Scrabble.
iv) Are disc games necessarily 128k only? | have
a 464 Plus with a DDI-1 + drive and a memory
expansion so | don't suppose it really matters
that much, but 'm a bit curious. Is Super
Cauldron 128Kk only?
v) There are tons of budget games on sale at the
moment that you haven't reviewed yet, such as
Final Fight, Shadow Dancer, Pictionary and Street
fighter. Perhaps you could do a round-up of
budget games. What do you think?
vi) Although we were told what happened to Rod
and Linda, whatever happened to Adam Peters?
One minute he was here, the next minute he
wasn't. Explain please.
vii) Tim and Simon are doing a terrific job. | hope
they stay a nice long time. And tell Nick the new
fogo is great, so all you misery guts out there
can stop complaining.
viii} Finally, | love this magazine tons. It seems
more like a group of mates chatting telling each
other gossip about their favourite computer than
the formal dull stuff in certain PC mags, and |
know 27,000-0dd readers feel the same way.
The CPC isn't on its death bed yet, it's still got
years of mileage left in it. 50 be optimistic and
g0 On supporting.
Thanks for listening
Matthew Long
Reading

What a lovely chap you are.

i) Thanks. Still it was pretty good as a general
rule, wasn't it? You're not Joan Pancott disguising
her voice, are you?

1) Aaaaarrrrrgh!

iii} Yes. Okay, we'll put the games on our list.

iv) No, they're not necessarily 128k only. Being



curious is a Good Thing. Simon says Super
Cauldron isn't 128k only. But he didn't sound
very positive.

v) Damn fine idea.

vi) He was last seen on his way to Central
America muttering something about it being a
good place for a revolution.

vii) Gosh, thanks.

vili} Gosh, thanks again.

Too many Cooks

I'd like to make a few points here, if | may:
First, I'd like to know if this is a record... | only
had one covertape, but | had THREE covers —
where are my other two tapes?

Secondly, | read some months back that
some people were complaining about
coverdiscs, or the lack of them. I'd like to join
this party and say that I'd like coverdiscs, but |
know this will probably never come about. | do
have this suggestion, though, which might be
worth considering:

if some people want coverdiscs then they
should do the following. Subscribe and enter a
cover letter saying they would like coverdiscs.
You could charge extra to cover the costs. You
wouldn't have to change the magazine in any
way. The subscribers, though, would have to pay
for the privilege and have to subscribe so that
you could send them through the post, not in the
shops.

Thirdly, I've recently got my hands on issues
one and two of AA - now | have the complete
set. Here are some astonishing facts about early
Reaction pages for you:

54% of the letters commented on how badly
the magazine was produced. Either that or
saying it was ‘fab’ then pointing out all the holes.

39% (only) of the letters said AA was great,
Some had a few things to say, but were only
passing comment and wouldn't dare to cribicize.

7% of the letters said that the magazine was
good or bad and then went on to cause
embarrassment to themselves in some way.

Then | had a look at Reaction in AA93:

13% of the letters were complaints (but not
bad ones).

67% were praise, comment, or just guestions.

20% made themselves look like dummies.

50, has AA improved, or has the readership
scope improved? There's one to look into.

Well, have to go now, keep doing a great job.
Angela Cook

Worthing

First, unfortunately, ofd fruit, somecne phoned us

'More music

Flease can YOU answer my guestion

as it is

Chekction @)

Yery important. {So are they all. old fruit, sp

are they all. —
for a music pr
like crochets.

Super Sonic style. After looking through
su_me AAs | found a picture of a person
USINg this style of music program. {4
person called Olfie Alderton, nostalgia
fans. - Ed) it was in AABS in the music
feature. There was also 5 picture of it in
ARBY. F‘Fgaﬂe could you tell me what this
Program is called, where | cap get itand
how much it costs. Are there any other

MUSIC programs in this style? Thank you, |
hope you ean help. I

Jonathan Brunhead
Somewhere out near Stockport

Ed) | am des perately looking

|

OEram where you epter notes
quavers, etc - not EqQuingx or

(_

'|

J: 5. BACH
arvenged by Thomas A. Jobmson

The program of which you speak i5 RAM
Music Machine from Datel (0782 _
744707). It's a music pf D;;ramﬂummmi
interface, and it isn', frankly, up to rnuch_.
Well. it's okay, but in AASD we rewE':-feFl it
and said (among some nice rhr'ng_s} using
Music Machine to write compositions 15 _.
fike using a match stick 10 play sncrnl-af-:r_
Doesn't sound like fun to me. We don't
know of any programs that meet yﬂuf
needs, although there may DE.‘. EG'FTTE i
the public domain. Try a few libraries and

spe what they can do.

the day before we got your letter to tell us that
he, too, had three covers. 5o, not only is it not a
record, it isn't even that unusual. Sorry.

Secondly, I'm sure there’s a reason why we
don't do this. | don't know what it is, but I'm sure
it's a really good one. It's probably got something
to do with it being incredibly dificuft to organize,
whereas you sending. off a coupon is really
simple for everyone, Maybe.

Thirdly congratulations on completing your
collection. Who can say why the letters have
changed? Er...

Some grovelling

First of all, may | grovel before you and say that
AA is the best magazine in the world (Oh, all right
then. — Ed). Secondly, could you possibly answer
a few questions for me?

1. How can | get past the Flash Boredom set
alive in Seymour Goes To Hollywood?

2. How many of the AA team like the brilliant
Quantum Leap.

3. Are there any soccer games lined up for the
covertape, if so what are they?

4. Is Rod ever coming back.

5. When are Lemmings and the Addams Family
coming out on budget?

6. How do | get the key in Isn't This High in

And another thing

Ihanks to Eric Walker from Guildford who's
quite clearly mad and whose letter was ever so
shightly dribbly and odd in a ‘we can't really
all this stuff' kind of way but who, nevertheless,
made me laugh and sent Simon a penny.

Thanks Eric.

rint

Thanks too to Lucy Bethell from Stockport

We'd probably never get away with using vour

idea (someone would be bound to abject), but
thanks anyway.
Oh, and thanks for the nice things you said.

Richard Benson from Paulton le Fylde -
we'll definitely try to track down Lazer Squad for
the covertape.

Thanks for the photo — why are you wearing

that glove, and what's in your other hand?

Seymour Goes To Hollywood?

7. Where can | get a copy of Spiderman: Dr
Doom's Revenge?

8. Why are Commodore graphics crap, and
Amstrad’s graphics aren't?

9. Thanks very much.

John Fee

Dundalk

1. Don't know, don't care and it doesn’t make any
difference. | hate Seymour games.

2. Simon and | do. Nick doesn't watch it at all,
but his sister hkes it.

3. We'll try to find one. aly 90 might be nice.

4, | asked him and he said something about
coming back when Torvil and Dean perform in
Hades. Make of that what you will.

5. Don't know about Lemmings, if | find out I'l let
you know. Addams Family is in this very ish.

6. Haven't | already explained about

Seymour games?

7. Try US Gold on 021 625 3388. Failing that,
how about the small ads?

8. Ooh, now | know this one. It's got something
to do with sunspots, hasn't it? But remember,
Kids, AA doesn't think it's big or hard or clever to
stag oft other computers.

9. No, really, thank you. @

Ray Hawkins from Bognor - No, really, it
cost £21.95 and it was our first choice -
something else caused the delay and none of it
was our duplicatos
fault, either - for once). But thanks for your
comments and your loyalty.

ault (it wasn't really our

Mr,/Mrs,/Miss,/Ms ‘| am sorry’ (you didn't
put your name, you clot) from Chorley -

thanks for the letter. we'll miss vou. Make sure

you get ai least a 386, though (a fast one at
that), or it'lh start all over again.
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€D GaETies

Pssst. Wanna cheat at a few
games? We've got ‘'em all

here, mate. All as supplied to

the toffs by that Phil
Howard. I've got some lovely
nylons, too. Petrol coupons?

A hideous cheat for a hideously difficuit
game. Turn the built in cheatmode on or
select the level you would like to play.

FRdI 1" +Hideous-cheat

AJH 2+

GALE 3" +Cheat mode.on/ott

AALH 4.

FAEJ 5':Start:level-1-4

AENH E&.°

GAHN 10-DATA-21,09,bf,22,1a,80,c3,00
HANE 28-DATA-88,3e,05,32,9¢,03,3e {1
FaClL 36.DATA-32,1h,B2,c3,bd,02

FAFE
FAME
GAIE
EAFF
TAEE
DABO
HhRg
THEG
EAMO
EALB
IAGA
DARA
GANG

48 FOR-x=4BF08 - T0 - kBF15

GO +READ A% :a=UAL("&" +a$)

B8 y=y+a :POKE x,a:NEXT

T8 IF-y{)2013 THEN . 168

86 - INPUT"Cheat -mode-¥/N?-", 1%
98- i$-UPPERS(i%)

100 IF - i$="Y" - THEN-FOKE - &BFDA 0
118 INPUT"Start - level - (1-4)", i
128 IF«i=1THEN: 1=257

138« POKE - &BFOF , i-2

140 -MEMORY - £5000: LOAD" hideous
150« CALL - &BFO0

160 PRINT"Data:error!”

Graham Smith of Street is still producing
pokes for us, this ones for Robin Hood -
Legend Quest.

JARC
FAJO

1:"+Robin-Hood  -:Legend -Buest
2+ " +By-Graham Snith

Dragontorc

@ Use the Scythe to cut down the herb this
se spell.

@ Find the missile spell in the pool this will be

useful in the lost vaults.

® Under a slab on the first level you should

find a jewel, trade this with an elf to get a

clue for later on in the game.

® Use the servant and take the message to

the other stone slab on the first level and this

should open a passage to the next level,

@ In the lost vaults (level 2) you need to

will give you the ener;

Some time ago the game Dragontorc
appeared on the AA covertape. | would like
to bet that very few people actually
managed to figure out just what was going
on let alone finished the game. Anyway, out
of the blue comes the solution to the game
from Adrian Hodgson of Matlock in Derby. |
just know you've been hard at it for the last
year Adrian... Now that all is revealed you
will realise why you never got further than
you did!

® Find the bow and arrow and give it to one of
the elves, you will receive a scythe.
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collect the letters X,| and T, then place them on
top of the letter E to form the word exit to move
to the next level.

@ The letter | is difficult to obtain, go to the
room with the stool and fireball in.

@ Move the servant over the stool and it will
change into a chest. Open the other chests in
the vault and you will have 2 keys, open the
chest by the fireball and the fireball should
change into a half-moon, inside the chest is

the letter |.

@ On leaving the vaults of Locris you should
arrive at Weirdhenge.

@ Lse the leyrod spell to locate the leycubes in

it's that hapless junior magician-type person
again. But now we've got some clues.
HAKH 3+°

FADJ 10:DATA-3e,55,32,4b,3¢,21

GACF 20-DAT#-ch,eb,22,h6,9¢,¢3

FAAP 30-DATA-40,3¢c,af, 32,14, a0

DABL 4@-DATA-c3,b7,75

HAPM 58 -PRINT"Infinite:lives®

IAMJ 60 FRINT"ROBIN . HOOD -LEGEND QUEST"
FAEC 70 MEMCRY &8888:LOAD™"

HAID 88 FOR-j=&3D30:T0-&3DA4 :READ-ad
GAFL 98-POKE.j, VAL("&"+a$) :NEXT

CAJP  1088:CALL-&3D30

the henge, these cubes fransport you to
different locations within the game.

@ Follow the route of the yellow cube o the
blasted forest, then use the leyrod in this
henge, and again take the route via the yellow
cube to Webwood.

@® Find the stick.

@ If a spider should bite you it is possible to
stop the energy drain by using the heal spell
(from Locris).

@ Move the stone with the stick and take the
axe from beneath.

@ Use Merlyn's seal to move the flagstone and
go down the hole to Merlyn's cave.

@ Unlock the chest with the seal and read the
message that is inside.

® Leave the message scroll and the half-moon.
® Use the servant on the table in the adjacent
raom to take the milk and warrior gem.

® Go down the exit and use the axe on the
stump.

® fFind a log and put the milk near it to attract
the hedgenog.

@ Take the hedgehog, go back to the stump
and use it to find the key.

® Take the key and Merlyn's

seal back down into the

cave and unlock the door.




Hurrah, it's a girl with pigtails - we thought
they'd gone out of fashion a long time agoe.

Hot off the presses (And boy, those presses
ARE hot. - Ed) and just in time, comes a set
of playing tips for the AA93 covertape game
Mystical from Mark Riley of Kirby Muxloe,
actually I've had them since the original
game appeared, but now's as good a time
as any to give them an outing.

Scrolis and what they do

01 - You fire red missiles.

02 - You fire bolts that turn the baddies into
trees,

U3 = You fire a whole load of bolts all over and
up the screen.

04 = You fire bolts that turn the baddies into
rubble.

05 = The baddies are locked in cages.

06 — the baddies all fall to the ground.

(7 - You fire a sword that kills the baddies
@& Take the half-moon and go to

} Hagor's sanctuary.

Find and take the energy herb,

then find the skelebone and search to get the
dnining rod.
@ Use the divining rod to search the feaves and
pools to get the Bane jewel and the crystal of
ant-thought.
@ Use the seal to open the tombstone and
go down.
@ Read the message, leave everything but
Hagor's seal and go through the door.

Touch the seal on the 3 spiders before they
kill you and take the 3 spelis. |
& Use the Return spell to get into Hagor's
tomb room.
® Search the tomb for the door key to get out.
@ Leave with the half-moon and go to
Witchwood to find sanctuary for the key to
Locris vaults.

In Witchwood find the message that
says ‘Batswing, witchleaf, frogleg will reveal
and collect the bat, the herb and the frog in
the pool.
@ Put these in the cauldron and get the wand
that floats out.

® Open the chest with Merlyn's
seal and take Hagor's seal.

{eventually] and remains on the screen while they
are about {very useful).

U8 - You fire bolts that tum baddies into frogs.
09 - You fire a set of red balls that bounce
across the screen killing everything they touch
{slow but good).

10 = You fire bolts that turn baddies into
SMOWITER.

11 - All baddies die,

12 = All baddies freeze.

Phials and what they do

01 = 2 extra magicians appear on either side.
02 — 1 extra magician appears usually on

the left.

03 - All baddies run off the side.

04 - A genie appears just above you and fires
contintously in 3 directions.

06 - Gives protection from baddies (very useful).
(6 - You fire diagonally.

07 = As 06 but straight up

08 - You fire a boit that electrocutes

the baddies.

Hulk Hogan kindly helps his epponent with
his limbering up exercises before the fight.

2 Go next door and use the wand to move the
flagstone. Take the elf gem and the spell,

@ Give the wandering elf the gem in return for
the other half of the moon key, then construct
the whole key and take the full moon.

De-activate the magic sword with the
wand and take it, then cut down the sapling
and create the magic broom to sweep away
the leaves.

@ You should then find a second large stone
and the message What full moon reveals
take it with steel’ This means use the moon
on the stone.

» Before proceeding to Sanctuary move the
other flagstone in the woods and collect the
ight speil.
® You can kil the gaoblins with the missile spell
and protect yourself against the Demons
missies with the mantle.

If you walk into the Cursed scroll you are
transported to a doorless room. Use the leyrod
to reveal the e,
® Uncurse the scroll with the sword and get the
message ‘The vault of Locris 1s opened with
stnkey' this is what you are looking for.

» One of the goblins has the Sunkey, and
another has the green chest key which opens
three chests.

09 - You fire batwings.

10 — A cloud drifts up the screen killing the
baddies.

11 = You fire blue balls up the screen,
12 - Shield from baddies bullets only.

Tips

1 Save some magic for the third level in each
world, You need to beat the god at the end of
that level.

2 Burgers increase your energy.

3 Avoid as many baddies as possible,

4 Don't fire unless you have 0.

2 When you get to the first level God, move
right to the top of the screen and then circle
round in front firing constantly, then move back
to the opposite corner at the top. Don't move in
very close behind him or your energy
decreases quickly.

6 One bolt kills a baddie, several balls {red or
blue {or green if you haven't a colour monitor})
are needed for the same effect.

And if you can't finish it now then, tch, there's no

And is treated to an orlental ‘Jjumping up
and down in the upper chest’ massage.

@& In one of these rooms 15 a cursed wand,
use the sword to remove the curse and
get the message.

Use the sword on the magic spiders and get
some more spells,

@ Unlock a green chest with the green key

to get a message which can be read in
conjunction with the message you get on the
locate spell which you recene when the winged
demon 15 destroyed.

@ In the dark room use the light spell, and
search it wath the wand there 15 .a key under the
stone carving on the back wall.

& Search the tomb with the servant for the wall
spell and kill the wraith with the bane spell.

Lise the door key to open the locked door
by the gobling, inside 15 a green chest which
can be opened by the green key. Leave the old
wey and collect the one you have just found in
the chest.

@ Go through the dark room and open

the locked door at the other side, go through
the daor.

® Look for 2 doors side by side, one has an
exit cube onit, then use the
locate inside to find a green
chest which can be opened
by the green key.
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N 56 GAME TIPS

0808 00 Inf time

same POKES Pradator (t) ATA3. 0o Inf lives
8681 o0 Inf grenades
Where they got them from no one will ever know after the gigantic IRER {0 Inf bullets
listing of a couple of months ago. EGBS 00 Inf tirme
But, undaunted, Ken Wood of Blyth and Lee Rouane of Captain America (t) G7AC A7 Inf shields
Kelstedge have managed to come up with a whole new host of Game Over pt 1 (d) OA46E 00 Inf grenades
multiface pokes to add to your list. 1F37 Cg inf energy
1F7C 00 Inf fives
? Game over pt 2 046E 00 Inf lasers
NAME ADDRESS POKE EFFECT 1D5F cg Inf Energy
1DA4 00 Inf lives
Karnov {t) 4008 00 Inf lives Fire & Forget (t) 4305 00} Inf fuel

BO25 0o Inf time 4454 00}
40D4 00} Keeps firepower The Real Ghostbusters  65BC 00 Inf lives
O0DF 02} after death 50CB 00 Inf time
61BA 00 Inf Bombs Syntax (AA) (1) 2607 00 Inf lives
799 00 Inf Flarries Cauldron (t) 9083 00 Inf lives
WWE (1) D9AG FF More energy Camelot Warriors {t) DBSE 00 Int lives
ZABT 0o Inf live's Zobyx (1) 4390 0o Inf lives
ZapT'Balls PD (d} D271 FF 255 lives Yogis great escape O7Ce AT Inf fives

@ Take the cursed key which has a message
{on the whereabouts of the crowns and the
order to destroy them) from inside the chest,
Use the full moon and the sunkey to reveal
the exit cube and leave with the sunkey and the
Cursed key.
® (o back to the Vaults of Locris.
Open the locked door with the sunkey.
» Search the tomb with the servant spell and
find the undo spell,
On the next screen avoid the fireballs and use
bane to kill the wraith.
@ The doorway to the crown is cursed so use
the undo spell otherwise you will be transported
on entry.
when you have removed the curse a moon
symbol appears. Use undo to release the crown
and take it.
@ Use return spell place the crown on the
arvil and destroy it with the crystal of anti-
thought. Take the gold remnants for trading
with the elves.
Proceed to Dreamdowns, if the dwarves are
bothering you then lead the elves to them or use
the warrior spell.
@ Look for the squirrel
and use him to search the
leaves to reveal a stone
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and a torch.

Light the torch on the camp fire and take a
bow to the eli. The elf will give you a nut in
return. Give this to the squirrel and he will crack
it open to reveal a key.

& Enter the ruing with the elf and open the
chest with the key and take the snake symbol,

Use the snake to move the flagstone and
take the demon spell that lies underneath.
® Leave the ruins and use the snake symbaol to
mowve the flagstone in the woods and reveal an
entrance, Go down with the snake symbol and
the lit torch,

Go through the first door and turn off the
snake generator with the torch by placing the
torch on the wall snake symbol.

@ Kill any remaining snakes with the
snake symbol,

Open any locked doors and chests with snake
symbol and kill any snakes with the torch.
® Take the crown symbol from the chest (if
there is no crown only another snakesymbol put
two snakes together and make a crown).

Beware of the axe and fireball room, use slow
or unseen spells.

@ Search the tomb with the crown symbol to
reveal a crown and a message.

Use the snake symbol on the other snake

symbol to reveal the exit or use the return spell,
® Place the crown on the anvil to destroy it.
travel to the Trollstones use the warnor spell
on the deadly yellow imps and kill them before
trying to solve any of the puzzles.
& Make sure you have the lit torch and the
demon spell,
Search the leaves to get the bane gem.
@ Catching the bird will reveal a message
Search the stump for the coin and put it
inta the water, then jump into the pool to go
to Hellsmouth.
& Helismouth is populated by bats that can be
killed by using the missile spell and you can kill
the snakes with the torch.
Find the axe and smash the eggs then take
the chest key.
@ Look for the chest, open it with the key and
get the crown symbol.
= Place the crown symbol on the cursed key
while avoiding the balls of red fire, Unseen or
slow will heln.
& Take the key and use it to open the locked
door, when the demon appears use the demon
spell to destroy it
@ Take the crown, kill the eyes with the bane
and place the crown symbol on the stone {0
reveal the exit.




In April 1990, in AABD, a chap calied Phil {Uncle
Phill Howard made his first appearance as the
host of AA's Cheat Mode pages. Now, after 41

issues, he's hanging up his cheating trousers and

moving on to pastures new,
{n behalf of everyone wha's ever finished a
game as a result of Phil's

we'd like to say a cheery farewell -

; tireless cheating
we'll miss ya.

But who's this?

Regular Cheat Moders will have noticed the name

of Lee Rouane cropping up with alarming
S0 regular, in fact, were his
contributions that we thought we ought to get

regularity.

him on our side = so from next month he'll be our

new Cheat Mode maestro. Hurrah,

So write to hi

Lee's goil

ng to be needing your mnts, tips,
cheats, POKEs and any other helpful stuff vou
can muster. 5o write to him at:

Amstrad Action

Cheatmode

30 Monmouth Street

Bath

BAl 2BW

You might even win yourself 25 quid.

Vo @ Place the crown on the anvil to
I‘ destroy it.
Proceed to Wyrmwood and
’ search all the woods pools, leaves
etc. with the servant spell, and get the

spells and elf gems. Find the elves and give
them the gems, you will receive a touch key and
a missile spell.
® Use the key to open the chest and get the
detect spell.

Light the torch on the goblins fire and kill
the snakes
® Beware of the flying cube that transports you
decoy it or it will be waiting for you.

Use the goblins key to open the chest, get a
bow and door key. Give the bow to the elf.
® Upen the locked door, kill at least one of the
gobhns inside the citadel to persuade the elves
to foilow you and kill the goblins.

Upen the next door end enter beware of the
magic balls.
@ Upen the next door and enter beware of
the bat.

Open the door on the left use the
detect spell.
® [ake the key and open the chests, take the
pentagram and the undo spell ind the
pentagram on the floor of one room and place

o farewell then

efforts

d-d .8 0.8 :
Rt bt el lll#lll‘lllﬂﬂjl:j.!'lllltj:

The{t)s and (d)s before the addresﬁ'mdité_{ﬂ
whiether the poke was written for a tape or

a try). Just in case you don't alfeady how fo
putin these BLACK BOX POKES, here are the
steps o success.

BE " By AN

[

. T A T
o

= Zap’T'Balls

Catherine Bishop of
Southampton has managed to
crack the first two levels of the
- commercial version of the Austrian

n_l-ﬂ-"- 1,:.-_ ll'.

Pang clone.

Cuddly Testworld - 2:GEH
3:MNP 6:LPT B:RTF 10:TFL 12:FLG
14:LCA

lceworld - Access
code:HLFSOKZUEAR) - 2Z:UNE 4:ELI
&:EVA B:BLE 10:BUT 12:THI 14:5LD
16:0KS 18:LIK 20:EAC 22:LAU
23:5SEY

- IS ) e

the symbol on fop of it to reveal the decoy cube
this will take you outside the citadel.

Beware of the demon who will take away the
ability to open doors,

@ The way to Morag is through a room with a
flashing imp, don't touch it.

Lead the elves but try to destroy the
skeiebones and demons yourself or they might
kill the elves.

@ hind the pool and replenish your energy.

Find the green key put the lit torch on the
floor to attract the snakes then kill them. then
use undo on the key and open the chest.

@ Take the white key but leave the symbol there
for fater and unlock the door then lead the
gobling away for the elves to deal with,

Beware of the invisible spider vse the missile
spell-and you should be in Morag's room.

& Use slow or unseen. Place the hand on top of
the crown and the crown will drop down, take i
and the wand and go left.

Use bane to kill the wraiths. Put the wand on
top of the fireball generator and it wall turn into a
door Key.

@ Take the key, open the snake room and
kil the snakes. Find the cheat using the
wand and open it with the green key.

disk game (they might work on both, its worth

“‘IHI-“‘““‘

GAME TIPS ol

al Load the game as normal,
b} Press the RED button on the MULTIFACE,
¢ Press Tlor ool
d) Press * 1o miake sure yoil select the code.
&) Press H for HEJ@EEE.IWL input.
fl Press SPACE for mﬁul
£) Type in the ADﬂﬁEEE H chmamers ®
AT =

b Type in-the F’E}HE i?_ﬁharaﬁterﬁ :eﬁ?}

=< -I} F’!‘EE& HETUEN _'ﬂ- o

i If there is more ’d‘mﬁ one: pﬁkﬁ: gutujﬂ =
k) Press ESC back to the mgai == T

= i

I}Fressmammtaﬁ-egam e %

et e

s e e e B L 'll'|ll ERE B

ke B B B

Use the wand to turn off the snakes
and magic then take the mindkey spell from
the chest,
® Take the wand, the crown and the pentagram
to the raom with the exit cube and the other
pentagram symbol, leave the pentagram.

Upen the door with the mindkey and use the
yellow key from the invisible goblin room {0
open the chest, beware of axes from inside Use
the wand to turn them off.

@ Take the pentagram and place it on the cube
(missiles fly out) place another on and the cube
re-appears. Take the cube and go down.

You will arrve at Cairndoom open the doors
with the mindkey, and kill the goblin dwarf and
demon with the missile and warrior spells.

@ Look for the room with the giant stone,
the use the mindkey on the stone and Merlyn
15 revealed.
Give Merlyn the crown to complete the game.
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“Your guarantee of value’

This magazine comes from Future Publishing.
We offer:

Better advice, Our titles are packed with tips.
suggestions and explanatory features, written by the best in
the business.

Stronger reviews. We have a cast-iron policy of editorial
independence, and our reviews giva clear buying
recommendations.

Clearer design. You need solid information fast. 5o our
designers highlight key elemants by using charts, diagrams,
summary boxes, annotated photographs etc.

Greater relevance. At Future, editors operate under two
golden rules:

» Understand your readers’ neads

+ Batisty them.

More reader interaction. We draw stronglhy on readers
contributions, resulting in the liveliest letters pages and the
best reader tips. Buying one of our magazines is like joining
& nationwide user group.

Better value for money. Magazines you can trust,

Home of Britain’s finest magazines.
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correct any oversight.
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In the loveliest CPC magazine...

On the

trail of
Street

Fighter Il

Serious
software
bonan=a

Budget
game
round-up

Interviewed

Those nice chaps at Campursoft, Now we've

got pictures {oh nol.
Explored

Part the third of Venture Forth - Objects and

Puzzles, Define them and place them.

More people ask us about Street Fighter I

than any other piece of software. Next month
we'll have part two of our SF2 series with
news and interviews, We might even have a
preview by then.

Among other things, we'll have a review of a
tape-to-disc utility and another disc archiver.
All this and Techie Forum too. What more
could you ask?

Huge numbers of games have been re-
released by the big software houses on their
budget labels, We'll have a bit of a scout
around and see if we can't rustle up afew for
a kind of big round-up type game feature
thing. That'l be-good, won't it!

Public and convenient
Public domain? You want it, we've got it

And loads more...

Cheats, tutorials (including more on
MasterCalc), adventures, jokes, fish and chip
suppers, visits to the off licence over the
road - all the September issue of AA.




srtee=NOW A TOTAL MOUSE/
! E GRAPHICS PACKAGE
FOR YOUR

AMSTRAD
AT A TRULY
NBEATABLE
| PRICE!!

ZeNIUS

COMPLETE ===

S>> SPECIAL OFFER PACK!!
_ ®  Genius Mouse is a high resolution two button mouse featuring optical counting,
teflon guides, microswitches, rubber coated ball and high guality interface.

| @ When combined with OCP Advanced Art Studio this graphics package is quite simply
the best system available, - The features are unmatched...

® Create an image - shrink it, ex|:.-_;.|'id":l~“.|11_1_:uvu it. rotate it, copy it, colour it, etc., etc.

® Spray palterns or shades, make elastic lines -'streteh and manipulate shapes.

@ Zoom.in to add detail in fine mode. @ Full cut and paste [acilities plus excellent printer- support.
® Pulldown/leon driven menus for ease of use, ® Mouse operation. plus joystick and keyboard control,
® 16 pens, 8 sprays. 16 brushes - so flexible anyone can create superb graphics easily.

TAPE OR DISK FOR 464 OR 6128
(PLEASE STATE WHICH

REQUIRED]) N.B. 464 NEEDS

DK'TRONICS 64K RAM PACK

COMPLETE WITH MOUSE INTERFACE ONLY
® The Genius Mouse Graphics
Systemn comes complete with the £49 u 99 F H E E!
special Mouse Interface to allow TOTAL PACKAGE MOUSE MAT AND
super smoolth control. s
® Attractively styled Lo maich MOGLULINS SRR ISR MOUSE HOLDER
vour 464 or 6128 design and INTERFACE, OCP ADVANGED ART (WORTH £12.99)
; ; STUDIO PLUS FREE MOUSE MAT
colour. Stmply. plugs into WITH EACH PACKAGE
Expansiaon /Jovstick port. AND HOLDER

LC 200 O = R PRINTER PACKAGE

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!
@ The Star LC200 Colour Printer not only prints in Near Leétter Quality Iihr VOLLE régular jobs butalso
prints oul your pittures from Art Studto, ele.. in gEnuine colour!
® LC200 is a full Centronies printer so {f works with other compiite e [F!..mtpaa ST, etc.).
® Made possible by Datel's unique colour printer drivér - now you can have a hardcopy in up to 16
colours!! @ No more to buy - just-phag in and print!! .

PACKAGE INCLUDES... STAR LC200 COLOUR PRINTER RRP £299.00

CENTRONICS PRINTER LEAD RRP £9.99
DATEL COLOUR PRINTER DRIVER SOFTWARE RRP £19.99

NORMALLY £327.98
COMPLETE PACKAGE NOW ONLY £239.00 /

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY ONLY £19.99
® I vou already have an LC10 or LC 200 Colour Printer we can supply the Driver separately.

@ Simple plug in memory expansion gives instant cxira memory.

@ Features bank switching software for easy use by the programmer
or for use as a.data storage area.

® Tdeal for usewith the CPM 2.2 etc.

®  The software also fealures some extra BASIC commands.

® 64K unit expands 464 to 128K

® 64K unit brings 464 up o CPC 6128 memory configuration y

making a much larger software base available.  Will work straight off MS'“N
with many programs designed for this unit lincluding OCP Art Studio - :

gee Add.).
® ' Bank switching done automatically by software (casselle $6G4).

= ONLY £49.99 sax ron 464

5 GET YOUR ORDER FAST! |DATEL LONDON SHOP
rs] LEEFRLLELE] CREDIT CARD ORDERS T =

O WITHIN 48 Hrs. ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO....

ELECTRONICS =

ROIAL ESTATE, FENTON, STOKE-ON-TRENT, 222 TOTTENHAM COURT RD,
LIMITED CHNICAL/CUSTOMER SERVICE 0782 744324 |LONDON, W1. TEL:071 5806460
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The Cheape
Order Serv

CTM to MegaDrive............... 12,99
CTM to "-pev:tmm T 4l G 12.99
CTM to Aari ST ... 14,99
CTM 0 ATUER o viivavns o 1499
MegaDrive Speakers..............5.99
CM14 to MegaDrive ....... ... 14.99
CM14 to AmiEa ...civmmiiiinisines 14.99
CMI4 to Spec +2/ 3. 14.99
CPC Joystick ‘:phth_r ................ 8.99
Joystick Extension 1.5m...........599
CPC to Printer 1.5m........ Lo et 7.99
CPC+ to Printer 1.2 o 7.59
CPC o Video BNC ... 6.99
CPT to Video Phonio .....cooovenes 6.99
CPCA128 to Cassette ...............3.99
RS232 to NC 100 Notepad .....9.99
R5232 to PC, state 9 or 25 pin .9.99
CTM to CPC464+ /6128+....... 15.99
DL-2, FD-I to CPCH64 /6128...7.99
DL-26128+, FD- to 6128+ ......9.99

Cilearance Column

CPC Disk Games
BT T [ eyt e e 3,99
Rock ROl it e 3.99
Back to the Fubure 2 ......cueees 3.99
o ATIDESEEES it i 6,99
Disk 50, 50 GamMes .ccocverevinanees [3.99
Ten of the Best Vol-1......iiien 6.99
Ten of the Best Vol-2........co.nii £.99
Bonanza Bros: .auanaeiiiie. 5.99
Paper BOY 2 <o 4 949
Ouartet - 4 Games Pack........... 5,99
s [Ta s - PR e e ey 3.99
Sweevo's World ........... i 3.99

oft 999 Pack
11 Games

& Word Processor
Cozzetie Ver 7.9
Disk Ver 7.99

CPC Casselte Games
Turtles Coin
Back to the F'LJ_'[LII"I;, v, SRR e 2949
Amstrad DDI-1 Firnvware Guide Book..3.99

Just In
Blue Ribbon Disk - 4 Games ...6.99
Electric Lantern Show ............. 6.99

P L o =

Electronics
st & Friendliest Mail
ice For The CTFCHII
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WAVE ELECTRONICS

Dept AA9308

1 BUCCLEUCH STREET
BARROW-IN-FURNESS
CUMBRIA LA14 1SR

Tel: 0229 870000
Fax: 0229 829109

e, T . 2= o e e

'CPC Disk £199

Please nole these ore French versions. bul will work ak!'!

Ehad

DDI-1 CPC 464 First 3"

BT A P 159.99

FDD-1 CPC 464/664/6128
Second 3" DOve ..o
FD-1+ CPC 464+/6128+

Second 3" Drive.....coenis 52.95
AMP-1 CPC 464

TV Modulator.......ccoeeiannn 49.95
MIPP-1f CPC 464 Scart

TV Modulator. .....cocemmnsmnsnonss 20,95
MP-2f CPC 664/6128 Scart

TV Modulator.......c.ciiive0d93
RS232C CFC

Serial Interface ......ccoiiemmiienss 44.95
RS232C+ CPC Plus

Serial Interface .......cccicineevaca¥ b9

New Product for

CPC+

Now you can connect your
CPCad6d+ or CPC6128+ to any
T.V. with a SCART
Connector.

Our New MP-1f+ includes all
cables & Power Supply for
full High Quality picture and
stereo sound!

49.95

il z e e e D e
e :'..5:__5'-.-. -, f-'cE'

All prices include VAT, Carriage &

Insurance.

All prices correct at time of

going to press.

Offers while stocks last!!!

For next -:lagv Courier Delivery
of any order please add £5.

Hardware &

Peripheraols M

GAK RAMCPC 464 ... 39.99
Expansion Port Adaptor

Widgit for CPC+ machines ...9.9%
40025 6128 Upgrade ROM
(a5 B SR 24.99

Blank Disks

Amsoft 3" Boxof 10...............15.99
Amsoft 3" Box of 10 Disks in
Plastic Cases i smesrisnir 23.99
3.5" DS DD Bulk pkt of 10......4.99
3" Plastic Cases x 10....cccccovever 599
3" Ex-Software House
PR OE e b

Printer Ribbons

X2 X5
B 5 {1 e e LB &.99
027 3§ | RS e 5.949.,....13.59
EAT 2000, A 8.99
DMPA000. s 4.49...... 9.949
PCWB256FN .......ou 5.08..... 14599
PCWOSEIMS i 4.58.....10.99
PEWOS1EFN ... 4.58.....10.99
Citizen 120D ............ 459....11.15

£49.95

Advanced Art Studio

R BT PR e e g 17.49
Genius Mouse + Advanced

Art Studio CPC464

Cassotte Version. ... s 44 99

Genius Mouse + Advanced

Art Studio CPC6128

Disk VErsion .ccoccmsmssiions 4499
Blueprint CAD Software

for use with Genius Mouse .. 10.99

CPC6I2BCPM Plus............ 14.99
CPC 6128 Dir Logo......coe. 1] 499
CPC 6128+ CPM Plus.....ccoe. 899
CPC 464 CPM 2.2 ... iiiiivins 10.99

GX4000 PADDLES £2.99

GX4000 Cariridges

G i | PO SO 14.99
e i | e e 14.99
World of Sports ...c.coeisesin 8.9
Chane FICFD o i waissaiants 14.99

Fducational

Software

Fun School 1 Under 5s

i 3 e T e e o S .90
Fun School 1 5-75

| 5 e o e e ST 6.99
Fun School 1 8-12s

N e s e e 6.9

Fun School 3
Under 58
5to 7s
Chver /s
All Fun School 3 available on:
Cassette 8.99
Disk 12.99

Fun School 4
Under 5s
5to7s
7tolls
All Fun School 4 avatlable on:
Cassette 9.99
Disk 13.99

Serious

Software!

Mini Office 2
Word Processor, Database,
Sprﬂad sheet, Graphics,
Communications

Cassette Ver 9.99
Disk Ver 13.99

Touch 'n' Go
Typing Tutor
Req CPM Plus
Only 7.99

TasWord 6128

Probably the best CPC 6128
Word Processor available

Only 23.9%

Microfile/Word
Word Processor & Database
10.99

=] - #‘h
E’E f . “ud

SLCOLOGY

The Best Tape/Disk Utility

Program
The Best Disk Backup Program

£10.99
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