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Encyclopaedia
Amstradica
Part two of our A to Z of all things CPC.
Well, all the things we r i to put
in, anyway. This th it's a toy
tour from J to R. Hold on to your hats.

UAUG’s 2nd

convention
The UK's largest CPC user group held a bit
of shindig down in Southampton this
October. Simon was there was doing a
fairly good impression of a journalist.

Homebrew
software
CPC games programming is turning into a

thriving cottage industry. Simon checks
out the indie games revolution.

£
o

Leisure zone
Public Image

36 PD Reviews

ﬂ:hn.-.-ed-ﬂ“lu--ﬂhr
at the helm, a new design and a new
attitude, Public Image is gearing up for even
maore big changes.

39 Reviews:

Fanzines
If AA alone doesn't satisfy
your literary lusts every
month (if that's possible),
maybe there’s a fanzine out
there that could meet your
CPC reading requirements.

Cover feature

DTP the CPC way
Reckon you'd like to have at
try at this magazine lark? Tell
you what. It's a darned sight
easier if you've got desktop
publishing at your fingertips.
We give you complete guide
to using CPC DTP to produce
a fanzine, right from the
inspiration, through layout
and design to distribution.
Plus: CPC DTP packages get
the AA review treatment.

Tutorial:
Venture Forth

it's here! The program you've all been
waiting for. It's the AA official version of
the text adventure we've been trying to
get you to write over the last few months.

{3 TN TH
Pro-Ext
It's ther thing b g with ‘pro’.
This time, Sentinel have upgraded Pro-Ext

and released it again. Does it compete with
ProPrint (considering it lost out last time)?

it's the all-new Public Image section, now in
glorious Andy-0-Colour on page 36,

.

Review:
ProPrint ROM

It got a great review a few months back
against Sentinel's Pro-Ext, but how does
it measure up on ROM? Simon takes a
look at Campursoft's latest.

Review:
ParaDOS

We take a look at Quantum’s new disk
utility ROM, and ask if these companies
will ever stop churning out DOS utilities?
Apparently not, it seems.

Cheat Mode:
a2 Games Tips

Lee Rouane has discovered the secret of

and you will once you've read Cheat Mode.
46 The Examiner:
ummhnhmmm
column in the universe, you've found it.
Power-Up:
A48 \icet The Team
The AA crew comes clean. Will you ever be
able to take us seriously again? Plus -

another star gets the Separated At Birth
and Dizzy is this month's top trumps card.
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Regulars
And in a hed tape this avth
we've got a g AA Past W gar

and loads of DTP utilities, all of which get
explained on these very pages.

“I read the news today,” The Beatles first
warbled back in 1967. And you can read it
today if you want simply by turning to
page six. You know it makes sense.

21

Top techy tips to tantalise traumatised
technically troubled CPC types (well, it
would have worked if the CPC had been
called a TPC or something).
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9 Rished Wilsm,

9 Remews.

\'-H;-"—nﬁlﬂd&-.m
thought we'd seen the last of them. But no,
there are still more carts out there for sale, so
we do the decent thing and review them. This
maonth's victims include Pinball Magic, Tintin
on the Moon and Wild Streets.
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A week is a long time in politics but a month
can slip by, so if you're not careful you could
miss a copy of AA. Take precautions.

26

Listings with extra added value - yes, new
improved Type-ins with Workshop to
all those ding queries.

Bargains galore and so much more in the
cPC d-hand sup Blimey, I'm
beginning to sound like a DIY advert.

40

The pages where we hand the magazine
over to you for your views, your opinions
your strange drawings of cows, your

i about Si S ical tastes,
your other weirdnesses.

57 ke I

Strangely, there are some people who have
not bought every issue of AA. But there is
help at hand. They can be cured and it's not
too late to order the issues they missed.

In which we build up the excitement and
tension about next issue, which, if you
hadn’t noticed, will be our 100th.
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56 Revievy:
Stellar Outpost
In space nobody can hear Primal Scream
(lucky blighters). But you can hear about how
good this game is on page 56. Despite the
name, Stellar Outpost isn't another one of
Simon's girlfriends but a homebrew SF
strategy game in the Space Crusade mould.

R .

Want to see some serious
action? You've got it on the
first of our new-look AA
covertapes. This month and
every month from here on in
you'll find on our tape at
least one prime gquality AA
Past Mastergame plus a
truly wonderful collection of
utilities and serious bits. So,
what's on offer this month?

Stormiord

SF shoot-'em-up action of the highest calibre. A true
classic to kick off the new-style covertape.

Lord of storms, rescuer of fairies, opener
of doors, springer of board, bish, blah, ete.

Font Editor

First up on the serious side comes a font editor for
creating snazzy letter styles courtesy of Robot PD
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you can create professional pretty

Mow
fonts with the greatest of ease - ahhhh!

Clip Art

And as if that weren't enough, we've got two whole
screens of clip art to spruce up your DTP output
from the masters of incidental graphics, Dartsma.

Grab
Converter

‘What about grabs?' | hear you cry. Well, we've also
kitted you out with a simple program that converts
colour grabs to monao for use in black and white zines.

Convert grabs from unprintable colour to F
usable monochrome the easy way.

Turn the page
for instructions

R et e O Tl




COVERTAPE

Seriou

“ rormlord

ooking around furtivelyy ﬁk ran
I farward, blushing only slightly when

a most defipitely naked woman rose
out of a pot to greet him.

“Rescue them,” she gasped, with her last
few remaining breaths, before falling
gracefully backwards, sloping with feather-
like beauty down on the very breath of the
air itself, and landing with a loud splat in a
very large puddle behind her.

“You will not die in vain," re-iterated
Derek for the sake of those readers who've
just joined us, “For | will find your children
and lead them to the light and safety - be it
the last thing | do on this mortal earth!”

rr

“What are you going on about? | left my
credit cards in the mystic forest - that's all”
But it was too late, as Derek had already
vanished into the half-light of half a light,
muttering words like ‘storm’ and ‘lord".

For several days and several nights,
Derek journeyed one screen to the left,
having already rigorously defined his keys
in preparation for the journey. When he
thought he could travel no more, he saw
what was, in his eyes, his first weapon - the
Key of Domar. With the mighty key, he
could open, er, well, doors. Ahem. Still it
was a start, | suppose.

And so for at least, ooh, about a foot
really, Derek travelled, stepping gingerly

The colrenape is reborn! Simon
Furrester acts as ‘llle mldwife.

slicing creak of two ancient Hinges too long
without the Oil of Domar. Derek stepped =
through, his journey just beginning.

“This is just too slow,” shouted Derek in
frustration, Hmwf«wm
and, well, another 40 seconds, he was
getting more than a little irritated at the fact
Mhmlyn:gotﬂngmmtmm
have met those people - the ones that drive
down to the corner shop). Spying a rather
comfortable spring-mounted piece of wood,
he decided to stop and take a breather.

Everything went black. Thunmy&h‘
went black with white dots,

Derekwuannutasllcm'ﬂnom
noise all around him, as well as a small
sphere hovering above him. As the sphere
began to grow, Derek felt sure he'd seen it
somewhere before. The sphere, however,
was growing rather too fast for his liking, so

% \.? i & s} i '_‘I' over the really quite top-heavy fallen angel, he shut his eyes, pressing them together
Re2E , avoiding the occasional herd of pink slimy ~ “ith even more determination as the
?J% £, , things, untilhe came to . It, in order to M"""‘_‘”“‘“’“"‘;"’“m
B ‘ warrant the capital 'I', was not just any PRI PR i By
i i # " old door - it was the legendary (well, in B Y aen m -
- ‘M N - s  °  Derek's eyes anyway) Door of Domar. : St e
2T . 1% 7 4 Quivering with anticipation, fear and ' e b PR
H4 Y , 4 # - 1 atouch of hayfever, Derek took the Key, ' . v “‘: bl
Togn & - "4 "4 andplaced itinto the Hole, behind which v s
T ﬁ,, * "'_ g was the Lock. Turning the key only very . < direction this
('8 pr ..o = B slowly (for fear that Rust had aged it { {
.8 a T wa® SU@ A beyond strength), the Lock clicked back shssag s S
Help! My hand's just exploded in blue fire! and the Door swung open with a brain- £ A3 b3 _‘f Fr 1; \,_,_ 1 Angel Heart?

Font Editor

kay people, this is the font
editor, It's basically a
program that allows you

to create customised lettering sets
for use on-screen, and more
Importantly on paper for use in your
fanzine (the one you'll be really
tempted to create after you've read
this month's feature on page 9).
Without further ado, it's over to
Richard Fairhurst with the more
detailed instructions (he wrote the
program, so he's probably the best
guy to tell y'all how it works):

“Bx8 fonts are used by many
programs on the Amstrad, including
Advanced Art Studio and
PowerPage. In addition, you can use

them In your own BASIC or Machine
Code programs.

“This utility will help you create
such fonts, The program s very
stralghtforward to use, as the keys
are listed on-screen at all imes. In
brief, you edit each character by
moving the flashing cursor around
and pressing COPY to set or reset
oach pixel. You can move the whole
character in any direction by
pressing SHIFT and the cursor keys,
rotate it with R, invert with | or flip in
either the x- or y-axis by X or Y,
When you have adited that
character, press ENTER and you

Look, | was drunk at the time...
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can (using cursor keys and copy)
select a new character from the
display in the middie of the screen,
which is edited in the same way.

“To save a font, press S and enter
the filename. The extension .CHR will
be added If you don't provide one. To
load press L and enter a flename,
Finally, to catalogue the disk, press C
and then a file specification (eg
*.CHR for all .CHR files).

“Remember that different
programs like different file

extensions. For example, although
Advanced Art Studio insists on .FNT;
PowerPage likes (although does not
require) .CHR, to avoid clashes with
16x16 fonts with an .FNT extension,
“When you want to load a font
Into your own BASIC programs, enter
this at the start of the program:
SYMBOL AFTER 32
h=HINEM+L
“Then, you can load a font by:
LOAD “filename" ,h

WS-
; %: LAl




will find two normal CPC format

CPC clip art. You can use them in several ways:
1 Load the screen into Stop Press and save
them out as individual clip art files.

2 Load them into OCP Art Studio, saving them
out as windows, and using them there.

3 Using them in either Stop Press or Art Studio
files with Powerpage.

& 's'toéy was
{ t '_’ﬁ_hi heading in,
L% W he npened—

springboard that was auppogg:g,tn"_
.~ helped him enormously by providing an

fairy fand Md.hm done just that, as
opposed to killing him outri
If he had survived, he' d

various ﬂwu_to help mem around
w ‘Derek would (had his soul not
w.

have discovered that by qufaﬂy tapping
fire, he could fire a blue blob, by holding

bit furthagy and if he held it down even
longer, he threw a sword.
Had he still been intact, you see, he'd

have been able to play.the suli-le]@’é._ in_ '

which he had to throw hearts uip to the

fdiries ard catch the tears they eried in
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Dartsma’s Clip Art

Kkay ~ this might take a litthe explaining,
so read really carefully. On the tape you

4 Load them into Powerpage and save them out
as clip art files once more,

Whichever method you decide on, please
remember that these are not normal CPC
runable files. A program has been provided to
display them (so you can see what you've got),
but the runability of the screens ends there.

If you like what you've seen and want to
expand your collection even further, contact the
suppliers, Dartsma, for more details, at 47 Kidd
Place, Chariton, London, SE7 BHP.

some inane
1 but probably
| -quite soppy
|. ‘reason). But
he didn't.
e He just spent
3 our years tytng around on the
¢ until someone hamnned across him:

fouo”un and buy Aclionfur y
and ever and ever. E

Grab Conuerter

hough this isn't really one of the
4 major bits of the covertape, we

thought some of you might find it
useful. The program is really quite simple, as
all you have to do is give it the filename of
your Mode O Multiface screen grab, and wait.
If you're using a tape deck, insert a blank

& tape and press REC and PLAY (if you've got
a disk drive, just make sure there's 17K free
on the disk), and the routine will save out a
monochrome version of your screen, ready
for loading into a DTP package.

And that's all there is to it! This little

grabs that you want to put into your
fanzine. You may have another way of

doing it, but this one is the easiest method

[all the ones we've seen, anyway).

¥ COVERTAPE 5

routine was actually intended for use with

that'll be compatible with all DTP packages |

Loadl
Instructlngns

The explanatory bit
The first side of your covertape consists of three
separate sections:

@ Font Editor

® Grab Converter

® Clip Art

To load Font Editor, rewind the tape to the
start of side A, and type:

RUN™
pressing ENTER at the end.

For every subsequent program, just run
them from the tape in the same manner (and
that includes Stormiord on side two). If you
want to transfer them, however, you'd better
read the next bit.

1 want it on disi!

Do you, now? Well for the two programs on side
A, you just have to load them up and save them
back out again from BASIC. Side B can be
transfered by simply selecting option two from
the loading intro.

That's teo much hard work
If you've got a disk drive, though, and you want a
disk version of this month's Serious Action you
can order just such a wondrous artefact from our
duplicators, Ablex. All you have to do is snip off
the coupon on the bottom corner of this page and
send it with a cheque,/PO for £2 to:

AARS9 Disk Offer, Ablex
Aundio Video, Harcourt,
Halesford 14, Telford,

Shropshire TF7 4QD

The tape won't
worlc? Surely not?
We go to great lengths to make sure that our
covertapes work properly. However, if you still
have difficulty, try these solutions:
® 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 jeweller'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;

AADD Covertape Returns,
Ablex Audio Video Ltd,
Harcourt, Halesford %4,
Telford, Shropshire TF7 49D

Please don't retumn tapes to the AR
offfice. if you do, we'll just feed
them to Simon, and when you

ring up to see where it's got

to, we'll just make you * o
feel stupid for not

®

O4°




elcome to yet
another wondrous
Issue of your

favourite CPC mag, Amstrad
Action. As well as the regular
mix of news, reviews, interviews,
and other things that rhyme,
we're heading in a new direction
- into Europe.

Sure, we do have quite a few
readers dotted around the globe,
and there are loads of AA fans in
Europe already, but we've never
really covered the activities of
the teams producing some of the
hottest code for these lovely little
machines of ours - and it's not
just demos they churn out either.

You see, as well as producing
the kind of things that Simon
jumps up and down ranting
about, they're constantly flooding
the PD and homebrew scene with
some absolutely excellent cheap,
good quality games.

So, if any European CPC
coders out there want to get in
contact with us, now's the ideal
opportunity to do it

Having said that, we're not
going to ignore the British scene
- our new regular homebrew
section will continue to cover the
grass roots UK scen, and we'll be
first with reviews of all major
commercial releases as usual.

All that aside, we hope you
have as much fun reading this
month’s piece of the Action as
we've had putting it all together,
and we'll see you next month for
the big one oh oh.
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Did you realise that one of the few items in Britain that can be sold without VAT is a magazine. At the next budget,
however, this could all change. It's pretty obvious that publishing companies aren’t happy
about this, but we don't think you'll be all that chuffed either.
You see, this means that we would have to put the cover price up! You might
be able to stop this whole thing now, though, by writing to The Right
Honourable Kenneth Clarke MP at the House of Commons, Westminster,
London to complain about the fact that you will have to pay even more for
the stuff you like to read.
Failing that, of course, you could always subscribe - nﬂudyduwpt
the magazine delivered to your door, but mail order stuff doesn't get
heavied by the government - in other words the tax won't affect subscribers.

Completely
WACCI

Here's something you really should
pay attention to - WACCI, probably
the largest CPC group in the UK
(see the fanzine reviews on page
39) , have decided to offer AA
readers half-priced six-month
membership which works out at
a mere £4.50. The address
to contact 1s:
7 Brunswood Green, Deeside,
Chayd CH5 3JA

And to prove you're an
AA reader, erm, say
‘kippers’ or something.
Failing that, just tell
them that Hairy™ sent
you, and you could get
a cheap membership
to a fanzine, with
access to a PD

Street Fighter 2 review
set for AA100

The review you've been waiting for will happen - and appropriately enough
in our celebratory 100th issue. Yes, Street Fighter 2 will finally be given
the thorough AA treatment next month,

US Gold reckon that the game will be
coming straight out on budget and will be
available in time for Christmas. Will it be a
great Christmas present or a real turkey?

Cavernous

Did you catch a guy called Richard
Gandy on Bad Influence
recently? He was
seen waving a gun
around (a light gun,
fortunately for
presenter Andy
Crane). Richard is the
owner of Software
Cavern in Marlowe,
Buckinghamshire, and
he reckons the shop
contains the largest
selection of CPC
software on sale
anywhere in the UK. In
fact, it actually supplied every cart
game we've reviewed this issue
(starting on page 49). So if there's a
CPC game you're after, give the
Cavern a ring on 0628 891101

Wot, no FES news?

We'd also just like to reassure our readership that the would be stuffed full of even more discounts and special
only reason we don't have any FES news is because it's offers, as well as a bit of punter-enticing name-dropping.
already happened, and damed brilliant it was too {even Other than that, if you went along, we hope you had
though we're writing this before the event we're sure that  a great time - in fact, it was impossible not to. Oh yeah,
it will have been darned brilliant by the time and congratulations to our free ticket

you read this... if you follow). Were this not competition winners, whoever they will
the case, though, rest assured that this page %JJ:IJJ be/were (this is getting plain daft).

Enter

Who cares if it's out to get
you? It's out... at last!

Calling
France

Just a little snippet to let you know
that next month we should be taking
a look at a mass of software never
befare seen in Britain — we're going
to raid France, and plunder it of all
its goodies. We'll also be taking
steps to ensure its availability in
Britain, so keep your eyes peeled
And believe us, some of this stuff
looks like being really hot (er... ‘hot'
meaning good, not stolen)

50 per cent discount to
WACCI for AA readers.

library, a huge
contact base, a
helpline, etc, blah, blah.

Senously though, it really does
make sense to get in on a user
group of some sort - this scene
needs all the support it can get at a
user level, just as much as the
commercial market.




The Amscene
Directory

Anybody who's anybody in the
CPC scene is in The Amscene

Directory. It's a bit like The Yellow Pages, only it isn't yellow and there's
only about a two-thirds of a page of it. But the principle’s the same. It
puts CPC users in touch with CPC users, and that can't be bad thing.

(AT

independent
Softuywvare
Companies
Avatar

™ 0442 257705

Suppliers of Phil Craven products,
and a few of the Bonzo titles (and
don't ask what Bonzo titles are -
it'd take too long to explain).

Anyway, same rules apply as last month. If you think you offer a

service that should be included in the directory write in to: Amscene
Directory, Amstrad Action, 30 Monmouth Street, Bath, Avon BA1 2BW.
We reserve the right not to include anything that we feel is against the
spirit of the section. Why? Because we can (and we means that we can
stop anybody dubious - like software pirates - getting any publicity).

PD Libraries
Adventure PD

T 081 310 9877

Specialists in adventures.

Amsof

*. Lissanly, Cloyne,
Middietan, treland

Large range of European stuff,

Amstrad Fun

[+ & Springfield Drive,
Templeogue, Dublin.

Large range of European stuff

Colrob PD

*l9 Road,
Middiesbarough

New tape-only PD library
Dartsma

T 081 317 170

And they do loads of other CPC
related stuff as well.

Demon

(=] 47 Milton Avenue, Hall Green,
Birmingham B8 0PE

3.54nch disk drive owners might
like to investigate.

GD PD

= 49 Woodville, Bamstaple,
Devon EXI1 2HML

New library with a large selection

BoxForm
T 051 336 2668

A software house specialising in,
would you believe, betting software. It
takes all sorts in this world,

Campursoft
T D41 554 4735

You name it, they do it, really - take
a look at the interview in ish 96.

Presto PD

[=] 119 Pwil Street, Landore,
Swansea, West Glamorgan SA1 2PB.
The only library to offer stuff on

5.25nch disks. Gary & Scott Kennedy

T 061 736 1204
Authors of Trakers, a truly great
CPC game (don't argue).

Signal Software

+! 83 Longleat, Great Barr,
Birmingham Ba3.
Sheepsoft

T 0446 TI6529

Based in Wales. of course, Basaaa Responsible for the dull Zap'T'Balls,

the excellent Soundtrakker, and

hopefully a few more titles.

Fanzines

CPC Now! Quantum Computing

T 0353 663030 T 0446 746520

WACC The new breakaway sect of STS
o 0353 663030 that looks set to pick up where the
CPC User original good plans fell short.

™ 0329 234291
The UAUG's fanzine.

CPC Undercover
[+ 37 Trimingham Drive,
Brandlesholme, Bury

SD Microsystems

T 0760 72038
Specialists in business software -
take a look at the feature in AAS3

Sentinel Software

T 081 676 7032

Suppliers of selected STS titles
(probably Quantum titles, now), and
a few original products.

User Groups
Amstrad Contact

™ 0403 753348

Sussex-based group run by Dave

Muggeridge with a technical helpline.  gj.en Software

T 061 724 7572

l.l.ll.lG (United
It'd take a hell of a time to list

(=] a1 9 Kirkby L
Via Carnforth, Lancs LAG 2BE
A policy of 'no serious software.'

d User Group)
™ 0329 234291
An AA recommended user group.

everything they do — check out their
ad (it's the yellow half-page one).

STS T 0446 746920
This lot deal with S/DOS, The Dizzy
Utility, Disc Imager, Disc Archiver.

The Big
sSofties
Alternative Software

™ 0977 1977

CodeMasters
T 0926 814132

Gremlin/GBH
T 0742 753423

Ocean/Hit Squad
™ 061 832 6633

Titus/Fox Hits
= 071 700 T19

Touchdown
T 0268 541126

Virgin
T 081 960 2255

US Gold/Kixx
T 021 356 3388

Zeppelin Software
T 091 385 7755

Havrdware

Romantic Robot
T 081 200 BETO

Creators of the Multiface - There's
a complete list of cheats in AAS0.

WAVE = 0229 829109
Suppliers of loadsa good stuff -
their ad is on the back cover.

WViail Order
Trading Post m 0952 as213s
Great for cart games (see page 42),

Trojan 0554 777993
The people to speak to for
cartridge and lightgun stuff.

Spares and
Repairs

STS T 0446 746920

These guys'll do anything. Well,
within reasons, of course.

I Amstrad Action 100 will be the
major event of next month,
and | don’'t want to miss out.

Dear Newsagent, could you please order me a copy of Amstrad Action
mry month, starting with the January issue, which'll hit the shelves on

ber 23rd. A i Action is published by Future Publishing, and you
can order it from your wholesaler. Merci.

Get a piece of the Action

1| mean, who in their right mind would want to
miss the next issue of AA? It's going to be the
amazing 100th issue celebration extravaganza,
and there's one way to make sure you don't
miss out. Just fill in this form and hand it to
your friendly neighbourhood newsagent...




CASSETTE COMPILATIONS

WING |
£4.99

COLLECTION
POSTMAN PAT 1, 8 43

ANY 5 OF THE FOLLOWING
GASSETI'ES FOH

£5

GRAND PRIL
mmmm m'l'bi
MYSTICAL

MULTIMIX 5
MONTY M THE BUNSACK THE HIPPER 2/
ALIF WIEDERSEHEN MONTY

LOTUS ESPRIT/SUPER SCRAMILETOYOTA CELICA GT/

SUPREME CHALLENGE ..........cooovcon...
SEMTRMELSTARGLIDERACE R ELTETETNS
CHART ATTACK L£5.99
SHADCW OF THE BEAST/SUPER CARSLOTUS ESPRIT/
IMPOSSOMOLE/GHOULS ' GHOSTS
=TT L e o T — e— - K )
MIOKNGHT RESISTAMCEMIGHTBREED
SPORTS + SKILLS 5 oo £2.99
WORLD SOCCERFRUIT MACHINEBATTLETANK!
PARA ACADEMY
POPEYE COLLECTION ..o, cnes 399
POPEYE ), 283
PACK

COLLECTION
SHATE WARSSTUNT CAR RACERPRO TENNIS TOUR/
OB AFTER THE WARIAME
COMPUTER HITS &oococooiionniisssnissassrssssssslolh 99
PULSATCR/CITY SUCKERREVCLUTION STARCIUAXE/
DEAL oF

THA GLADE

LRCHIMATAS
COMPUTER HITS 5.
WIZARDS LART1 18 ADTONTRAPTIONKETILE!
ATTACK OF THE KILLER TOMATOES
SUPER STAR SEYMOUR ......cvooorrsnssrsinnsies £9.99
SERGEANT SEYMOUR ROBCIT CORWILD WEST SEXMOUR/

O HOLLYWIOK
SEVMOUR'SEYMOLR SAVES THE PLANET
BiG BOX - 30 MEGA GAMES .
GHOSTHUSTERS ENDURD) RACERHACKERRASEBALL/
KNIGHTMARE ALIENSWONDERDOY/GFL FOOTRALL/
SAILING/SLIPER HANG ONIAR RALLYHIGH FRONTIER:
B TROUBLE I LITTLE CHIMASPALE SHUTTLE/
KARNCVIPLUS 15 MORE GAMES
£5.99

* WIZARD'S VERY SPECIAL OFFER *

30 CAP 3" DISK BOX w..coorrvvvvrissinss £6.99 3" BLANK DISKS .....ooovvsonneen EACH £1.00

5 X 9512 PRINTER RIBBONS............£8.99 UTOPIA - ADDS 50 NEW COMMANDS ...

Aetrme] CRapsnies « S ¢

e i « B

PROMERGE PLUS - PROMERGE + PRINTING, EDIT, CUT AND PASTE ETC.
MAXAM - ASSEMBLER, DISASSEMBLER, EDITOR ......vovvvmsmmsmssssrmsmmsssnssimsmssrssres

RED ARROUWS/ARMY MOVESGRID RON 2PRO MOLUNTAIN BIKE SMULATORTMY NINJARLIGEY BOSSTVERYOMES A WALLY/
SOCCIR CHALLENGETHE REAL STUNT EXPERTS/COMBAT 2ONESOCCER BOSSRUN FOR GOUDDEAD OR ALIVE TURSSD BKE
ALSTRALIAN RULES FOOTRALLIGUN BOAT/PUSCH + JUDY/GAME CVERTALLY DEVELSTRIKE FORCE COMRE

** * ROMS * * *

GAMES SUBJECT TO AVAILABILITY. PLEASE NOTE - A PHONE CALL RESERVES YOUR ORDER.
ORDERS UNDER £5.00 ADD 50p POSTAGE + PACKING. CHEQUES + POSTAL ORDERS MADE PAYABLE TO WIZARD GAMES.
PLEASE ALLOW 7 DAYS FOR DELIVERY.




So you think you could edit a magazine, eh? Go on then,
prove it. What do mean, you haven’t got the resources?
You're reading this mag, so you've got a CPC, right? Then all
you need is a DTP package and you're away. Not convinced?
Simon Forrester and Dave Golder will change your mind...

Ithough Protext, Brunword =
or Tasword may all be V
excellent word processors, /)

you couldn't really design fanzine /
pages on them; at the end of the day,

all they can produce is an page of straight
text. So how would you go about designing
a fanzine that looks more interesting?
Come to think about it, how would you go
about creating a fanzine anyway?

— to look around at the fanzines already
aut there — there are some that just
cover games, others that just cover
Machine Code. In the days of old,
there was a minifanzine called Bonzo
Bulletin, that dealt purely with backing
up games from tape to disk,
discovering new transfer codes

and such matters. You see,
= there really aren't any

This is where we come in. Stand by for
the ultimate guide to starting your own fanzine -
the complete low-down from finding inspiration to
getting your finished pages printed up, plus all the
hard work between.

So what are the stages you have to go
through to get a fanzine out of your CPC?

Step 1: inspiration
The first thing you'll always have to sort out is
what exactly the fanzine is gaing to be about,
and what approach it's going to take. If you're a
die-hard CPC fan, it's pretty obvious what subject
you'll be wanting to cover, but Amstrad Action
covers pretty much the whole CPC spectrum
anyway ~ what extra are you going to offer to
make people want to buy you?

One very easy way to
discover a new angle is

P
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rules as to what you

base your fanzine on - there are no limits.

There's also a very important advantage that
any fanzine has over any major newsstand
publication like AA; we're bound by what the mass
majority want to read. We're always getting letters
complaining that we don't devote more coverage
to minority interests, such as the demowriting,
advanced Machine Code, programming theory, the
PD scene in Outer Mongolia, etc. But we have to
appeal to all of our readers all of the time; we
can't afford to devote pages to subjects which
wouild bore the vast majority of our readers stiff.

Fanzines have got it a little easier, though. You
see, whereas we have to cater to the tastes of

20,000 readers,

. @ hundred or so people at
b the very most, 50 you can
. cover topics that'l only
appeal to about 100
| readers and attract exactly
' the crowd you want.
So as for inspiration,
your main task is to
| decide on an angle.
Whatever you do,

. or a stance not covered
| ortaken by any other
| existing fanzines (or AA,

:_ you'll only have to worry about

though, try to find a subject

@@
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What Is DTP?

DTP is an acronym that stands for DeskTop
Publishing, and means exactly that -
publishing (creating your fanzine, magazine,
poster, etc) on a desktop (how big does
your CPC have to be?).

Whereas in the olden days (when
everything ‘round 'ere was fields) publishing
was all about sticking little metal letters in
the right order on to printing presses, and a
bit later (when someone had built a housing
estate on the fields) it was all about cutting
and pasting bits and pieces on to large
sheets of paper, these days (now there's a
Tesco's where the estate once was) it can
all be done on computer. Basically you lay
out the pages by feeding the text or pasting
pictures into ‘boxes’ and manoeuvring these
boxes on-screen.

for that matter), and you might just have a
very popular idea on your hands.

And this doesn't just refer to CPC fanzines.
Whatever subject you want to produce a fanzine
about, be it football, SF, music, bird-spotting,
toe-nail collecting or badger embroidery, try to
find an angle or an attitude that'll make your
fanzine essential reading.

Step 2: the writing
This 1s one of the most important aspects of
fanzine writing — your copy (text), First off,
though, what word processor are you going to
write on? Well, assuming you're sticking with
25 your CPC, you'll almost certainly be using
[ n ' either Protext, Brunword or Tasword, If
__ you're not in the mood for spending any
' money, itll be Tasword, because we gave it
away on the covertape of issue 91 (which
you can order using the form on page 57).
Before you start, you really ought to bear in
mind that writing is much more than just sitting
down and typing. It's best to have some kind of
direction far your piece, and a bit of planning
beforehand should help you out on that front.
® Attitude - First, you need to decide on the
editorial style of your 'zine and make

sure that you and you team of writers
understand that style. This doesn't 0
mean that all your writers should

sacrifice original D—.- !
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lese select a function

And here we can see Stop Press displaying its clip art indecently for all to see. Disgusting!

Stop Press

As one of the more prestigious (and therefore
expensive) DTP packages, Stop Press definitely
filled a gap in the market as one of the first fully
comprehensive attempts at CPC publishing. As an
added bonus, it also came bundled with a mouse,
and a hefty price (£60 originally).

But was it any good? Well, for a DTP package,
it also had a fairly comprehensive range of art and
text facilities, making it definitely one of the better
choices for the discerning mouse-loving fanzine
editor, Unfortunately, that fanzine editor had to
own a 128K machine and a disk drive.

Unfortunately, it's not currently commercially
available, so if you want a copy it's a case of
scouring the small-ads pages.

Rating:

PowerPage (5125 only)
This package started off being completely
astonishing; it was a full DTP package that, almost
impossibly, ran on a 64K machine. It was also PD,
making it the obvious choice for budget DTPing.
However, all things must change, and the
absolutely wondrous PowerPage must change with
them, so we can now herald PowerPage 128! Let's
cut the tosh here - it's fab. It seems like a bit of a
waste of time to carry on and review all the others,
because, though we may seem a little biased
(after all, it was written by our very own Richard
Fairhurst), it really is the most fully comprehensive
package around. You can get it from Robot PD for
only £2.25 plus SSAE, and for a package that'll
take care of absolutely anything you'll ever want to
do in the process of churning out your pages,

The Covertape

What's on the covertape, Uncle Simon? Well, gather
round and I'll tell you:

Font Editor
if you can't get that dramatic lettering effect you want
with the fonts supplied with your DTP package, Font
Editor is the solution. It allows you to design your own
fonts which can then be imported on to your pages.
The possibilities are limitless (er, well there probably
is a limit to the number of fonts you can design on an
8x8 grid, but we're not working it out).

194973
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that's darned cheap. Oh yeah - Robot's address is
2 Trent Road, Oakham, Rutland, LE15 6HF,
Rating:

Micro Design 2 (6128 only)

And here’s Campursoft's DTP package (contact
them for more details on 041 554 4735), If you
want the full, in-depth, no-holds barred Tim Norris
review, you'd be advise to check out ish 94, but I'm
in the mood for a good quote right now, so:

“I'l have to wait until we get hold of the finished
version and run some comparisons with the
competition before | rave too much but at the
moment, it's looking as if MD2 is going to be well
up there with the best of them™

And from what we've seen of later versions of the
package, it really is one to consider - not everybody
will be a PowerPage fan (it is a little slow in areas),
50 if you want a little more speed when you DTP,
Micro Design 2 is definitely the one to go for.
Rating:

| Microdesion 2 C

Campursoft are actually planning to release
MD2 on cart for the Pluses. S'true, y'know!

Clip Art

This little goodie comes in the form of two standard
CPC format screens, packed with pictures and
logos you can use with your DTP package to create
some really snazzy pages. If you want to get hold
of a bit more artwork, you can find more details on
the covertape pages (4 and 5), but also check out
various PD libraries. Believe me - clip art can
really widen your choice of page designs (you'll
have to check out the instructions with your DTP
package to find out how to import the clip art on to
your pages, because the method varies from
package to package).

MR
)
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flair and individuality b
for the sake of an all-
pervading magazine style, but they should all
write with the same attitude.

There are four main ways you can go. The first
is deadly serious, ‘we are crusading to prove to the
world how important a part of the fabric of modern
society river widening is' attitude, These fanzines
usually invalve people plotting, for example, the CPC
revolution, in which they overthrow the console-
owning bourgeoisie and rise to power under the firm
conviction that their CPC can do anything a PC can,
We'll call this approach the ‘pages of niggling and
who was that giggling” approach,

The second type of attitude your fanzine could
have |s the 'devil may care and writers may swear’
approach. This is all very well, but beware, as it
does prove to be rather effective at alienating a
large number of potential readers (it can also be
fun to write, though,

Then there's the ever-popular ‘cut the info by
haif, and go for a taugh' approach which loads of
fanzines go in for, and there's nothing wrong in
that. Taking a satirical swipe at your subject can
make for great reading.

Finally, if you don't really want to go to erther
extreme, you could stick with the "fully
comprehensive but not that offensive’ style; in
other words, the fanzine-as-functionalartefact,
packed with no-nonsense info and an essential buy
for anybody interested in the subject. it would be
bought for information and niot entertainment.
Structure - Don't just plunge into a page
headiong: Stream of consciousness writing might
have made James Joyce famous, but it's not much
good for a fanzine. Think about what you're going
to write; give it a beginning, middle and end; make
sure it’s clear what you're talking about.

Grab Converter

If you're going to include software reviews in your
fanzine, you're going to need screen grabs, If you're
going to take screen grabs, you need a Multiface.
Ewven then, though, you might not be able to get that
screen grab into any form that'd be suitable for use
in a black and white environment. This is the
program that should solve all your problems, as it'll
convert most Multiface screen shots to Mode 2

3
A
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monochrome files. By the way, Grab Converteris | 1 '

a patented Hairy Happening™ prod 5 LS
k ‘ iation with the Forrester
Foundation. It could change your life®.

ght to you in



Designed to draw you in

Here we go on a quick guided tour around a
typical DTPed page with Dave ‘If you look to your
left’ Golder. Do you realise how many page
elements are designed as 'hooks’ to draw the
reader in to the page? No? You soon will (and
realise how we so cleverly manipulate your
thoughts - nyah-ha-ha-ha).

A Logo - this is your identifying image and
should be eye-catching and instantly
memorable, like, say, the Jurassic Park logo
which is so recognisable it can even be ripped
off. You can design it with a bog-standard font
like we have, but as it's going to be the same
every month, it might be better to design it in an
art package and really go to town on it.

B Headline - Put a bit of thought into the
wording of headlines, because they are
important hooks, things that'll drag the reader

into the main body text. Take a look at the home

brew section this month (page 30); we could
have just called it ‘Home Brew’, which is
succinct and to the point, but not very exciting
and unlikely to attract people to the article.
True Brew' may be a pretty awful pun but it
draws attention to the page because it causes
the reader to pause momentarily, wonder why
this awful pun has been used and hopefully read
further on into the page to find out.

Readers are important — The smaller the
reader base, the more you have to make sure
you're accommaodating their tastes (mercenary,
huh?). You might want to make a PERSONAL
STATEMENT with your fanzine, fine, but if you get
too seltHindulgent ask yourself —why are
producing a fanzine if only one person would
ever want to read it — you?

Originality - Never copy any other fanzine's
style wholesale; if you can't think of anything
original, don't bother.

Coverage - If you really can't think of anything
new to cover, don't worry; just try and cover an
old topic with a new perspective, and you might
discover something really worthwhile.

Step 3: the DTP bit
Now this is where you really should fasten your
seat belt; it's going to be a bumpy ride, Here we
go with a step-by-step guide to laying out your
page. Of course, with the huge variety of DTP
packages out there, and because we have
absolutely no idea which one you'll use, we can't
go through exact keypresses; this is more a
guide to common features and how you can use
them to spruce up your pages,
Setting up a grid A grid, before you ask, is
just a blank page ready to have the text laid on to
it. Sa what format are you going to have? For
instance, AA has three-column pages. But what
would be best for you? Well, not only is a one-
column page really dull, it's quite difficult to read
and restricts what you can do with the design. The
odds are you'd be best using two- or three-
columned pages (depending what size paper
you're printing your 'zine on),

GBS Eene

m Whatever happe “O

to Adam Waring?

€ Strap - That's just the technical name for the
slightly bolder text underneath a headline. It's
function is simple - to draw the reader into the

L

;‘hﬂndmﬂwnhh
start with a completely blank grid.

Bexes Ancther one of the really useful things
you ¢an do with a DTP package 15 draw boxes,
Wow. But what are they for? Well, it's simple. If
you look around this feature, you'll see various
bits of information pulled out from the main text
and shoved into boxes. Attractive, aren't they?

Depending on what kind of DTP package you
own, you'll be accomplishing this in two ways. If
you have a package that supports boxed text, I'd
use that option, but for those that don't have
such luxury, here's what you'll want to da.

Firstly, use the graphics part of the package
to draw a rectangle. Next, place your text cursor
into the box, and paste your text into it. The fact
that these packages will not let text overrun

Thés {6 what we
in Lhe Lrade refenr
Lo as flowing Leadt.

n fa..

Helh me! FP'm
Lraffred Ensdide an
HAmastrad dAetion
Flowing aside, you can get some

roally
lovely fonts i you buy o copy of Stop Press.
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page by giving information about what the piece
is about. Like headlines they can less than
sarious, but they need to start informing the
reader what the story is about.

D Box-outs - These are boxes of text with

two main functions; to give information that
works better drawn away from the main text

and to attract attention to a particular point.

They are also useful hooks; an interesting
box-out might make the browsing reader delve
into the main copy.

E Crosshead - these break up the text
basically, to avoid massive wodges of words,
which can put people off reading. To inform is
only their secondary function. Have fun with
them... turn them into a running gag If you want.
IF Body copy - the main text. What you want
'em to read because that's where all the
goodness is.

G Grab - what we in the trade call pictures
swiped from software.

M Caption - these can be very useful hooks,
When you see a picture you might want to know
what it is. If there's a caption telling you and it
sounds interesting you may well delve into the
main copy. If there isn't... well, would you bother
wading through a load of text just to find out
what the picture's all about? Next page please.
i Drop cap - An easy way for the reader to
locate that start of the copy. We reckon they
look good, too. Definitely worth the effort.

graphical lines will keep the text inside the box,
turning it into a box-out,

Boxes can also be used to define areas into
which you can drop pictures. Hey, Mr Versatility,

text Assuming you've

dumped your text on the grid, the next thing to do
is start styling it up. Before you do anything else,
you'll hiave to alter the attributes, size and fonts
{text styles) of the various blocks of text. For
instance, the headiines need to be in the largest
test size and intro text (known in the trade as
‘straps’ - see the design box-out) shghtly smaller
but still larger than the main body text.

Most CPC DTF packages offer a variety of
text manipulation features and there will probably

arma el ot
[Wegboard "\ ol [l [ Tomh

| . Ldes From Che Midde Bamth
Howing fonds

Felt Tip O English
0% Bllaal: (i Dl
Smitrod Siction - we're completey Fab!

Carvying om In the font theme, here are a
fow more from the Stop Press collection.

be a huge wodge of fonts to choose from as
well, BUT DON'T GO MAD:
® Don't use 50 different fonts on every page
you design. Il end up looking a mess, Use
one fant and one size for all your main body
copy, then decide on one ar two other
fonts/sizes for the headlines, intros and
crossheads. Your zine will look much mare
stylish like that.
@ Bear in mind the limitations of the system,
The larger lettering gets, the biockier it gets
{it's just the way CPC fonts are designed) s

The st page 1o go December 1993 AMSTRAD ACTION
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Add a box or two (or three, even) - it makes

your page look so much more Interesting,

@ Take into account things like the space
between the lines (leading) and how close text
flows to boxes or lines — give the page room
to breath (personally | hate cramped pages -
it may give value for money on a word count
level, but it also gives you a headache),

Highlighted text /Another effective
highlighting method is to use white text on black.
This can be very effective for crossheads (see the
design box-out) or even headlines. A white on
black section head would look very much like...

You might be tempted to do a whole page of
black-on-white text. This can look very stylish but
be warned - you need an exceptionally good
reproduction process to make this work. Your
normal bog-standard photocopier tends to turn
black into mushy, speckly shades of grey. White
text on mushy, speckly shades of grey is NOT A
GOOD THING.

Mlustrations This is where things get a little
tricky. There are a number of different options:
Importing CPC-designed pictures: All CPC
DTP packages have a function which allows you
to import any CPC-format pictures on to your
page and place it where you want. CPC format
pictures include:
@ Pictures, logos or diagrams designed on a
CPC art package.
@ Clip art - wonderful stuff. There's some of it
on the covertape this month, It's ready-drawn
artwork that you can get hold of from PD
libraries and use in your own masterworks,
@ Digitised pictures — but since there was only
ever one CPC digitiser (The Rombo Digitiser),
very few people bought it and, frankly, it wasn't
very good, this isn't a likely option. (Actually
you ¢an digitise on other computers — pah —
and transfer the results to CPC format using
programs like the one reviewed in Public
Image this month on page 36).
Cut and paste; you can physically glue a picture
on to your page just before you duplicate it. This
means that you'll have to leave grab-size boxes
on your page, so there's room to actually fit the
pictures in. Okay so it sounds a bit primitive, but
believe me, a lot of the time you get
*  much better results than with
grabs or digitised pictures.
Grabs: it's take your pick time
again as we give you a quick run-
through the options:
® Photoreduce any pictures
you want to use {on a decent
photocopier) before

physically gluing them on to the page just
before you duplicate it (see cut and paste).
@ Print out your grabs in a package like
Advanced Art Studio, and go through the
same procedure as with the photographs by
reducing them, etc,
@ Use the program we've provided on this
month's tape., itll work on Multiface grabs,
letting you either just save them out as normal
screens, or turn them into monochrome, so
you can then load them straight into your art
or DTP package and use them as you see fit.
Tidying up Yup, it's the boring bit. So what
traps do you have to avoid? Well, there are a few:
Overflow - Okay, so it's not all that difficult to
spot when the text flows over the end of a page,
but you really should absolutely always keep a
very good eye out for it, as nothing disappoints a
reader mare than following that joke doggedly
through an entire page only to find the second
half of the punch line has been cut clean off.
Widows — We could spend hours going through
what ‘widow' means, covering ‘orphans’, 'next of

Flowing text around pictures

This is a term used to describe the way you
can make text flow around a picture. If you
import a CPC format picture the text will
automatically flow around it. But if you want
to paste in a photocopied picture (or
whatuver} what you do is draw a box on your

honest, not many, We N
advise you start with only i
about 50 copies. You can
always run off a few more if there's a demand
{and remember to send one into AA), But this is
all getting into the realms of distribution, so I'd
better jump gracefully into that...

Step 5: distribution

There - wasn't that easy? Working out
distribution details isn't as straightforward,
however. Ask yourself a few guestions:

“How much will | charge?” It's up to you, but be
sensible. The easiest way to decide would be to
look around for a fanzine that's approximately as
large and as thick as yours, and find out what
they're charging. As a rough guide, £1 for around
30 pages seems about par for the course.
“Should | offer subscriptions?” The absolutely
final and most definitely definite answer here is a
very firm ‘yes' indeed. It's all very well to rely on
your readership to send off for the fanzine every
month, but some of them might miss a month, or

page roughly the shape of the picture into
which you can glue the picture later. Of
course you could just draw a rectangular box
to leave space for your picture, but, frankly,
that's not very exciting; making the text
follow the contours of an irregular shape is
much more stylish

=
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it looks a lot more stylish to have the text following the contours of the picture.

kin', and ‘slightly depressed next door neighbour’.
The simple point is this: if you have the last line
of a paragraph with only one word on it (a widow),
it looks bad. | think Il do one right now to prove

e (Howuckih ~ Dass)

Rectify the problem by adding or taking away
words, to change the length of the sentence, but
not the meaning.

And that, as General Custer would have said if
he'd been a staff writer, is that.

Step 4: getting
To be guite honest, your best bet would be to go
to & copy shop, such as Kall Kwik, who'll be quite
happy to knock up a reasonable sum of issues
for an even more reasonable sum of cash, Failing
that, if you're at college and happen to be
incredibly good at creeping round people, you
might be able to wark something out with them
{every college Is bound to have a photocopier),

Some more established and better-selling
fanzines do get professionally printed, but if
you're starting out it's not a viable option. Why?
Because it's darned expensive,

“But how many should | print?” came the
collective cry of several thousand potential
fanzine editors. The answer is, to be quite
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lose interest in the summertime (that's always a
bad season for computer magazines).
Subscriphions really are the answer, as they
not only guarantee sales, they give you a good
idea of how many to copy and they provide you
with the cash up front to spend a bit more on
your fanzine (a better photocopier perhaps).
“Should | ask for an SSAE?" Again, if you're
selling your fanzine issue by issue, you should -
you'll be forever licking stamps and envelopes if
you don't, For subscription issues though, you
should offer free postage as one of the benefits
of subscribing.
“How will people get to hear about my
"zine?" Put a small ad in AA. Check out the
Amscene Directory and send a few publicity
copies to local groups. Go to computer fairs and
conventions armed with a few copies. And don't
forget to mention it to your mates.
*Is it worth it?" This is the biggy. If you feel that
you've got anything new to add, anything
interesting to say and any new opinions about
any aspects of the scene, a fanzine is a very
worthwhile project. And every fanzine that starts
up is another potential way of getting
various, far-flung CPC fans in contact, m
which has to be good thing. b




WAREHOUSE

CLEARANCE!:

AMSTRAD GAMES CARTRIDGES
FOR THE 6128+/464+/GX4000

WE ARE ABLE TO OFFER THE FOLLOWING GAMES CARTRIDGES
AT
A SPECIAL OFFER PRICE OF £9.99 (WHILE STOCKS LAST):-

*NO EXIT % OPERATION THUNDERBOLT
*NAVY SEALS *SWITCH BLADE

*PRO TENNIS TOUR  *KLAX
*BARBARIAN 11 *ROBOCOP Il
*BATMAN *PANG

ALL GAMES ARE UNBOXED AND WITHOUT INSTRUCTIONS
DON'T DELAY ORDER TODAY!

AMSTRAD 6128+/464+/GX4000

ENFORCER CARTRIDGE FOR ABOVE.
AMSTRAD BURNIN RUBBER / LOCO BASIC CARTRIDGE .
AMSTRAD 6128/464 INSTRUCTION MANUALS ...
AMSTRAD 464+ COMPUTER WITH MONO STEREOQ MONITOR..
AMSTRAD 6128+/464+ KEYBOARD MEMBRANES
AMSTRAD PADDLE CONTROLLERS(6128+/464+/GX4000)....

AMSTRAD 6128+ COMPUTER WITH MONO STEREQ MONITOR
AMSTRAD GX4000 POWER SUPPLY UNIT

AMSTRAD 464 AND 6128 - GENERAL

AMSTRAD 464 LIGHT PEN & SOFTWARE. £18.99
AMSTRAD 6128 LIGHT PEN & SOFTWARE £29.99
AMSTRAD 464 LIGHT GUN & GAMES CASSETTE .......cnmmmssmmnrsrnssssnse £19.99
AMSTRAD 6128 LIGHT GUN & GAMES DISC £19.99
AMSTRAD GREEN SCREEN MONITOR GTES .......cooosssmsrmssssmsssssssssssssmissins £65.00

AMSTRAD CPC CASSETTE MECHANISM WITH TAPE HEAD & MOTOR... £29.99
AMSTRAD CASSETTE TAPE HEAD DEMAGNETIZER

AMSTRAD PRINTER LEAD
AMSTRAD JY2 JOYSTICK £0.99

IF YOU WOULD LIKE TO BE PUT ON OUR REGULAR MAILING
LIST FOR SPECIAL OFFERS ETC. PLEASE WRITE AND ADVISE
US STATING WHICH COMPUTER MODEL YOU HAVE.
ALL ORDERS SENT BY RETURN:
CHEQUESIVISA/ACCESS/POs

TRADING POST,
VICTORIA ROAD,
SHIFNAL,

SHROPSHIRE TF11 SAF

VISA
£

ﬁ TEL/FAX (0952) 462135 "=

THE AWARD
WINNERS...

First disk drives for the CPC464/464+. Includes 3.5" disk drive,
DDI1-1 interface, connecting cables, power supply and urilicy
software. The complete PLUG IN & GO solution. Full
instructions and 12-months guarantee. Only £159.99. Please state
464 or 464+ when ordering.

S-S P—M Tl
<~ FREE Multifacell “=_
—— for transferring all your tapes onto disk é_

__(worth £35) if ordered before 1/1/94

Winner of the Best Disk Drive award,
Amstrad Action July '93

3.5" Second disk drives for the CPC464/664/6128. Top qualicy

‘Panasonic’ 3.5" drive mechanism, includes power supply,
connecting cable, full 16 page manual, RAMDOS, RAMdisk &
many more utilities. Format BOOK per disk just like a PC, Amiga,
Arari ST etc. The mlnplcu. PL U(_- & (.10 solution.

s - ~ .

= SIJPEHB LOW PRICE, ONLY £64. 99“ =

oo.oodf’&ﬁvﬂr'doi‘OOQQ

ROMDOS XL

Superb high capacity disk operating system available on ROM or
complete in its own ROMBOX! Nothing else compares with these
features:-

= Built in disk formacter
* Built in file copying/erasing * Uses no user memory

= Full 19 page printed manual = Auto detects format

* Built in Secror/Directory Editor = 464/664/6128 compatible

* Very simple to use

. g
o~ ROM version only£24.99 ~“—
Complete in ROMBOX only £39.99

Winner

stem award,

of the Best Disk Operating
Amstrad Action July '93

ALSO AVAILABLE...

3.5" Blank Disks Only £7.50 for 10
HACKIT - excellent Award Winning hacker/machine code
programming cartridge. Only £24.99
PC-TRANS - transfer files from a CPC to a PC and vice versa.
Only £24.99
R5232 Serial Interface - can be used to connect the CPC to
another computer, modem, serial printer etc. ldeal for use with
Amstrad NC100/200 (connecting cable available priced £9.99).
Includes built in ROM software. NEW LOW PRICE £29.99

Please add £5.00 postage and packing vo all disk drive
orders. Other orders please add £1.00. All major credit cards
accepred. Immediate desparch for credic card orders.

Siren Software, Wilton House, Bury Road,
Radcliffe, Manchester M26 9UR

Tel: 061 724 7572



“Machine Code is the key to power,"” ranted the evil Count. “I
must learn the secret of index registers and stacks so | can
conquer the world. Torture the prisoner. We must know his
secrets” But the lad Forrester gave nothing away, because
his first duty was to Queen, country and Amstrad Action.

nough of all this gentle introduction stuff
E you've been getting for the last couple of

months. This time around we're getting
down to some serious coding, and taking a look at
something that you shall come to know forever
more as index registers. Though you probably
won't need them just yet, they're a concept you'd
better get used to, because when they do crop up
in the rest of this series, fm not going to hang
around explaining them — so on with the show.

Indexes

If you cast your mind back over the years to, ooh,
it's got to be at least last issue, you'll remember all
the stuff about registers, What | decided to leave
out back then (it would have only confused matters)
were two other registers that are available, ix and
1Y. These aren't normal registers, however, as they
have rather special abilities — they're huuuuuge.
Really, enormously big. Big on a scale of such
hugeness the human mind can't comprehend them.
Well, | suppose we could always give it a go;

Hey, stacks

And so, an to the wacky world o
(this is obviously some
strange usage of the word =
‘wacky' | hadn't previousiy
been aware of - Dave).
These don't have much to do with index

isters at all, but I've got a feeling that these
two subjects work well when covered together,
as they're both related to readily-accessible
strings of data that sit in memory and can be

i 5 extra registers and a storage
facility. Stacks are funny things, you know (this /s
a strange us of the word ‘fu...’ oh never mind —
Dave) - take a look at the following program:
1 push hl
2 call label
3 pop hl
L ret
g
[

Jdabel :your routine
ret

Don't worry teo much about the numbers at
the start of the lines, and
definitely DO NOT type
=" them in, as i's just for
= reference within my
explanation. Here we go, then:

they're 256 registers each. 512 extra registers.
Dkay, so you can can just about get your head
around the concept, but you get my point - as
registers go, they're big. In a big way. In fact...
lyes, Simon we get the idea — Dave).

Here's how to harness that power. Remember
how, if you wanted a value to be placed in the
accumulator, you'd use a command like the this:

Id a,7
However, with the ix register, you'll be using:

I1d (ix+80),7
Why? Well, let's get it to hold another value in a
different register, so to speak:

Id Cix+81),3
The number we changed (the displacement) can
stretch all the way up to 255, or &ff in
hexadecimal. This effectively gives us 256
registers (0-255 inclusive), and when you add iy
into the equation you've got a mammoth 512
registers. So how does this actually work?

This is where things get a little complicated.
Imagine, if you can, a set of 256 bytes in memory

1 Place (push) the contents of hl on to the stack.
2 Call the routine called label.
3 On return, remove (pop) the contents of
k1 from the stack.
4 Return to either
BASIC or the rest of your
de program.

8 The re autmp we're calling starts here,
and can feel free to corrupt hl if it wants to, as
we've stored the contents on the stack.

6 Return to line 3
Of course, we could have just used:
push hl

your routine

pop hl

ret

But for the purposes of this explanation, it
doesn't really work as well. You see, when the
first listing calls your routine, and in fact when
any call is made, the address the routine has
been called from is stored on the stack as
well. This can cause problems - let's look at
how the sta rks.

Imagine a paper spike. If | write
the number held in hl on to
piece of paper, and stick in o
to the spike, it is stared
there. However, if | then write the

Line

at, for example, §80080. If the register ix on its own
contains the value §8888, then this is where the ix
register’s information is stored, making (ix+08)
access &8000, and (ix+01) access 48001, Getting
the hang of it yet? Good. There are a few points
you really should bear in mind, though:

@ The highest displacement (the number) can
anly be 255.

® The ix register's values are always stored
somewhere in memory.

@ ix can be changed through Assembly
commands like 1d ix,&a000,

Passing parameters
But is that the only use for the ix register? You
can be almost sure that when that kind of
question is posed in that kind of manner, the
answer is bound to be ‘no’. You see, Amstrad (or
rather, Locomotive) BASIC was written with
Machine Code programmers in mind - you can
actually pass values to your Machine Code
programs with the call command. Let's take a
look at an example:

CALL &4000,%41,40d,44e7d

That looks really straightforward, partly
because it is. The only part you may have a bit
of trouble grasping is the way it's presented to
your Machine Code program. The main
conditions are that the accumulator holds the
number of parameters passed (in this case

return address for a call command on another
bit of paper and stick it on to the same spike,
it is in the way of the first piece of

paper. This means that if we

were to use the

following routine...

1 push hl

2 call label

k] ret

4.1abel :pop hl

5 your routine

6 ret

...the pop hl command will actually place the
call's return address into hl, and the ret in
line & will execute memory at the address
pointed to by hl originally, as it was pushed on
to there in line 1.

This method of arrangement is called LIFO,
meaning Last In, First Out. If you pushed some
numbers on to the stack (say, for example,

6, 1, 2 and 8), they'd come back in reverse
order (8, 2, 1 and B).
So the stack has three main uses:
@ Storing numbers.
® Structuring programs
ret, etc).
= @ Cheating returns (tuming
a call into a jump, and vice versa).




three), and the ix register actually holds those
values. This is how it's laid out:

(ix+08) &M
(ix+01) &de
(ix+02) &0d
(ix+83) 400
(ix+04) &4f
(ix+85) 400

This looks confusing at first, but if you peer
closely enough, you can see what's going on. Let's
say, for example, that we wanted to get that &4e7d
into hl for whatever reason. The Assembly listing
to accomplish that would look something like this:

1d 1, (ix+68)

1d h, (ix+81)
The ix register has been divided into pairs of
numbers, each pair representing the 16-bit
version of the parameter sent to the routine in the
first place. The reason there are so many zeros
further up the table is because numbers like &4f
don't have their second byte filled because they're
only 8bit numbers, A few more points, then:
® Values are placed in the register low byte first.
® They're actually stacked backwards in
comparison to the original CALL command.

Let's try all this out with a simple listing:

org &4000
linit &4F£F
1d a,(ix+0)
call &bhSa
ret

As you can see, I've kept the actual
program’s function incredibly simple, so as not to
distract you from the actual operation of the ix
register in this whole shebang. All the same,
though, this is the use of the register — passing
parameters from BASIC to Machine Code.

We don't just have to pass numbers, though -
what about variables?

Protection money
As a point of interest, many early protection
systems mess around slightly with stacks - not
to confuse the computer however, just
=" to throw you off the scent. For instance;
- when someone is trying to crack a
protection system, they'll search th
memory for an instruction like:
Jp address
So unlil everybody
guy around five
s replaced with
1d hl,address
dp (hl)
h is a use of registers which we
last month, or:
1d hl,address
push hl
ret

Did you spot it?
re interested, the mystery
d thrown in earli as quite deliberate
- | wanted you to have to work out
what it was doing because
yrilliant way to learn
Tr

ught on (it took

a%=ass
CALL &4800,a%
That just passes the number that was in a4 to the
program. What if you want the program to have
some control over the variable? Here's a program
that increments the contents of a variable by one:
org &4008
linit &4fff
1d 1, (ix+@)
1d h, (ix+l)
ine (h1)
ret
And the BASIC bit:
18 au=7
20 CALL &4000,8a%
30 PRINT a¥
See? And, of course, we need to pass strings
every now and again, so here goes, with a BASIC
program, and the m/code program it's calling:
18 a$="Hell, that worked"
20 CALL &4000,08a%
And the m/code:
org &4000
linit &4fff

1d 1, (ix+8)
1d h, (ix+1)
1d a,(hl)
ld b,a
1d e, (hD)
inc hl
1d d, (h1)
11d a,(de)
call &bhSa
inc de
dignz loap
ret
And that is pretty much all there is to the
index registers! So onwards, James...

doop

Lloop tld a,(de)
2 call &bbSa
3 ing de
4 djnz loop
5 ret
So what was it all about? Well, the command
is ddnz (which means dec and jp nz), which
es directly to the b re
stretch the whole thing out,
dec b
Jp nz, loop
So if you look at the pro
ount that on en

2 Send the contents of the accumulator to the
screen as ASCIL

thereby pushing the memaory
Al character from

ength), and if it hasn't
2ro (if the end of the string
hasn't been reached),
jump back to line L. If it
e has, continue.

So what next?

Jack  Where do we go from here?

Jil Oh, Jack darling, take me in
your arms so | may remember
tonight forever.
But times must change, Jill, and we
must be ready for next month's
Assembly Line.
But Jack, dearest, will it ever be
the same again?
Mo, oh light of my life, we're
going on to more complex
register operations.
Next month, get ready for logic
operations, such as XOR, AND, OR,
and register shifting. Till then,
three dots will have to do...

ARG I5KD
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CI.ASSIC (GAME
Jet Set Willy The original, the best, the
one and only... Miner Willy! Yep, this is the
original of originals, the game of games, the
metaphor of metaphors. This is probably the
first real flick-screen platform adventure
game. It involved the really badly-drawn Willy
running around a badly-drawn house avoiding
anaesthetic monsters and collecting
deformed objects.

If you've never played this game:
® You sad case - Jet Set Willy's so
wonderfully naff, it's got to be worth a try.
Besides, it is the original.

® Congratulations — It really was dire, and
deeply irritating at that. Simon

Joe Blade This game (or rather this series of
games — there were three) is included here for
its unigue place in CPC history - if you wanted
to test your Azimuth, this was the game to load,
as it had the most fussy and error-prone
loading system
known to man.
Unfortunately,
while being
incredibly good for
Azimuth testing, it
wash't much good
for much else as it
hardly ever
loaded. Oh - the
game was A = —:
completely nob, Ame 50 bad it was
aswel, Simon 2med t0 even load,

Joypad The Plus and the GX400 each came
with two joypads (which are Simon's favourite
control devices when it comes to playing
games). And yes, we said two. Not one like you
get when you buy a SNES. Even the Street
Fighter 2 SNES bundle only comes with one
joypad, which is odd considering Street Fighter 2
15 essentially a two-player game. Sorry, | just
thought I'd have a whinge. Dawe

Encyc<lopa
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Volume Two: a guided tour of all things CPC from J to P.
Simon Forrester and Dave Golder do their lexigraphical stuff.

Jumpblock The area of memory filled with
three byte jump instructions to the lower CPC
ROM, used by Machine Code programmers to
carry out various activities or functions. Simon

Justification Most CPC word processors
automatically justify text. What this means is that
all the lines of text start and end in the same
place (except where you insert a Return), so that
left- and right-hand edges of the text always line
up (unlike the text in AA, for example, which is
only justified to the left, leaving the right-hand
edges of paragraphs ragged). Complete
justification can make your text appear very tidy,
but it can also lead to problems, because the
word processor will adjust the space between
words to keep the text justified which can look a
lot weirder than ragged right edges. Dawe

Joystick You'll find some whingey old
gamesplayers from way back when who still
rackon that using keyboard controls is the
best way to play games (especially the ones
who played Thrust to death) but for the rest of
us, the joystick (or joypad) is an essential
item. Finding the joystick that suits you is
extremely important. Simon reckons Amstrad
joypads are the bees’ knees while | like the
Star Trek phaser-like lines of the Konix
MNavigator. The Bug is another recommended
‘stick. Features to look out

for include autofire buttons,

which enable you to hold

down Fire for continuous

blasting, and a

switchable eight-

way,/four-way

options. Some

joysticks come

with suckers on their bases;

these rarely succeed in

keeping the 'sticks stable on
your table, Dave

Keyword A keyword is a command word in a
language. BASIC has several, like PRINT, LET,
CLS, etc. Simon

Kilobyte One kilobyte (KB) is roughly 1,000
bytes. | say roughly because the exact figure is
1024, to make maths easier for a computer that
counts in base 2 and base 16 (see Hexadecimal
and Binary last month), Simon

Kontrived This has been included to pad out
the K section a bit. Dawe
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Kick Off lt's a
football game. We're
not sure whether it's
any good or not, but
we just wanted to
bring up one
question: do you

remember all those

identical football

games that had that bloke

{we think his name was Kevin Toms) on the
front of every single one? This was because
he wrote them. Why? Simon

|-

Label A word or string of characters given to
mark a line in an Assembly program, so that that
line may be referred to by other commands. This
is necessary as Assembly language does not
support line numbers. Simon

Languages Computers don't just have to run
their normal language (BASIC) you know - there
are loads of different ones to try. For instance,
why not try Machine Code? What about C (but
that's boring), LOGO (but that's rubbish) or
COBOL (get a life)? Simon

Least Significant Bit The right-hand digit
of a binary number, signifying either one or
zero. See also Most Significant Bit (surprise,
surprise). Simon

LIFO Last In, First Qut is what this stands for.
What it means is another matter altogether. It's
all to do with programming and the way
information is stored. I'd check out this issue's
Assembly Line on page 14, if | were you
{because that's where Simon's done all the hard
work explaining it in-depth). Dawe

CILASSIC
Laser Squad
Yeeeerrrsss — with the
possible exception of
Stellar Outpost (reviewed
this month), Laser Squad
has to be about the only
strategy game that

normal people (just what

GAME

are you implying here,

Simon? - Dave) are

likely to enjoy. The

game is all about

controlling a troop of mass destruction

nuts on a psycho head-case outing. What more
needs to be said? We love it. Simon




Lawton, Rod The

longest-serving editor of AA

who started his reign with

issue 51 and wandered off

in a confused and

bewildered state in issue

89. Famous for his beard

and biting wit, he hates

being asked if he's related

to Bill Oddie. What's he up

to now? Tune in next month for the answer to that
one. And many more ones like that (he's says
mysteriously and only just grammatically). Dawe

Light Pen/Light Gun A light pen really is
quite a simple device — it works in exactly the
same way as a light gun. How's that, then,
Simon? Well, when the button on
a gun or pen is
pressed, the CPC sends
a little white beam down the
screen. When the little sensor in
the end of the pen picks up this
white light, the CPC knows how far
down the screen the pen is sitting.
It then does the same from left
to right, and works out where
your pen is pointing.
At least, that's the way it
would work on a rubbish light pen program. On
more sophisticated bits and pieces like the
light gun and a Plus, the sensor just picks up
the position of the scanner beam on the
monitor, therefore not needing any huge scan
lines taking up valuable time, obscuring the
rest of the screen and blinding the user when
in dark rooms. Simon

CILASSIC GAMIE

Little Computer

People The weirdest

game concept ever

devised on a home

computer, The basic

idea was to look after a

little pat LCP blokey.

That was it! You had

control over various

bits and pleces, but
basically, you had this little computer
person as a pet on your machine. Deeply,
deeply arcane. Simon

Listings These are like personal challenges to
some people - can they type in a whole listing
correct first time? Listings of programs that
readers can type in themselves have been a
staple feature in computer magazines since the
very first ZX80 fanzine, and they're still very
popular, This is probably because the best way
to learn is by example and that's why we've
introduced the Workshop boxes in our Type-ns
section, It's all part of the service. Dave

7

Mandelbrot Benoit B Mandelbrot and a few of
his mates developed fractal mathematics in the
first half of this century. A fractal is a geometric
figure that has broken dimensions — whatever
they are — and is formed from a shape that
repeats itself in an everdecreasing pattern,
determined by an on-going equation in which the
answers are fed
back into the
equation, A
Mandelbrot is just
one type of fractal;
another is the Julia

Set which is Not a Rorschach test,
created using a but a Mandelbrot fractal.
different equation

which produces a completely different pattern.
Look, they're pretty, swirly pictures produced by
a computer, okay? Dawe

Machine Code A language of numbers -
it's the one the CPC works in, and is directly
related to binary, and the electronic
configuration of the processor. You see,
BASIC is just a Machine Code program
running on your CPC, The Machine Code used
on a CPC is Z80, because that is the
processor type. Machine Code is written by
taking an ASCII text file called a source file
{containing your program) and converting it
into raw Machine Code numbers using an
Assembler. Simon

Map a) A detailed description of the way in
which a computers memory is laid out, indicating
jumpblocks {in the CPC's case), screen area,
system variable, etc.

b} Something magazines love placing in their
games cheats sections for blatant spacefiling
purposes. Skmon

Memory Memory is exactly that. It comes on
RAM chips in your computer. Simon

Microprocessor The heart of the machine.
The processor is the bit that actually does all of
the maths, all of the work, and simply controls
everything else inside the box, Simon

CAMSTRADICA @)
2giiaa Amstradica

MODEM Modulator/demodulator was a bit of a
mouthful for describing a device that allows
computers to communicate over telephone lines,
so someone had the bright idea of shortening the
name to MODEM. Basically, a MODEM converts
computer data into data that can be sent along
telephone lines and vice versa. You also need
Communications (comms) software to use a
MODEM:; the best for the CPC is probably
HoneyTerm from Siren Software (see Amscene
Directory, page 7). Dawe

Most Significant Bit The leftmost bit of a
binary byte, signifying 128 or zero. Simon

Music For an B-bit computer the Amstrad has
some pretty impressive musical capabiliies; you
only need to listen to the in-game music in
Prehistorik 2 to hear that. Other great games
music on the CPC can be heard in Cybernoid 2,
Head Over Heels and our covertape game this
month, Stormlord. The CPC's sound is controlled
by the AY chip which also, for some strange
reason, controls the keyboard. Dawe

Mouse The mouse is a little box which
contains a ball that just
pokes out underneath
which you roll around your
desktop to control an one
screen pointer. This makes
it a very effective device [y
when used with an art
package, for example.
The two main uses for
a mouse on the CPC are OCP Art Studio, and the
AMX range of software (covering art, DTP, filing,
ete). The only mouse readily available for the
CPC is the AMX Mouse, bundled with a software
title for about £50. Simon

A mouse s a must
with OCP Art Studio.

CLASSIC GAMIZ
Marble Madness Though

not as original as Spindizzy
(which started the whole ball

craze rolling), Marble

first to

combine
Isometric
rolling
aboutness with a few aliens
and a mission. Simon

Madness was the

CILI.ASSIC GAME

Illela_u!us Cla_ssic tower 7 cagn
climbin’, baddie
smashin’, platform
jumpin', doar enterin’

<« e,

game that should be on
the covertape very soon, ===
Oh - it's by Raff Cecco, surprise, s

Nicknames When the CPCs were launched,
each version had a nickname:

® The CPC 464 was called Arnold, this being an
anagram of Roland, the man who originally
marketed the computer,

@ The CPC 664 was known as IDIOT, an
acronym for Insert Disk Instead Of Tape,

® The CPC 6128 was Big IDIOT. It was a bit
bigger, you see

® The PCW was nicknamed Joyce after Alan
Sugar's secretary. Allegedly. Simon
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Nibble Four bits. Half a byte. Nibble, Byte.
Great joke, eh? Dawe

Object Code This is the file of m/code runable
numbers produced by an Assembler when it's
assembling source code (the text). Simon

Nt FOax

Oliver Twins

Phillip and David

Oliver were

probably at one

time (about

10.37pm, May

20th, 1986, we

reckon) the most

famous programmers in the UK. They worked for
CodeMasters, and, along with their bosses, Richard
and David Darling (aka, The Darlings), fostered the
media myth that to be a games programmer you had
to be a teenage genius sibling.

They were responsible for unleashing Dizzy on to
the world and other crimes included Fruit Machine
Simulator. To be fair, the first two Dizzy games were
actually pretty good, but it's hard to forgive them for
the Dizzy's that followed, even though they didn't
write most of them.

It has to be admitted they're more renowned for
quantity than quality, at one point averaging about a
game a month, As Phillip once admitted in this very
mag, “the more games we release, the more money
we make.” Other Oliver titles include Robin Hood,
Ghost Hunters, 3D Starfighter, Race Against Time
and Jet Bike Simulator. Dave

Op Codes Each number in memory has a use
in 280, &3e, for example, means Id a,nn’. That
makes &3e an opcode. Simon

1

Pang Classic ball-zapping fun. The basic
concept has you standing at the bottom of
the screen shooting at huge bouncing balls.
It's true. No, really. Pang is also notable,
though, because a certain hard-working,
long-suffering staff writer has become so
addicted to it, a certain editor has had to hide
the cartridge in order to get any work out of
said staff writer. Simon

Parallax Scrolling A graphical trick
designed to give the impression of depth in
which the foreground scrolls from one side of the
screen to the other at a faster speed than the
background. Dave

PEEK The BASIC function to examine a single
byte of memory at a specified address. Simon

Piracy This is the name given to the practice of
copying and distributing copyrighted software
illegally. Many organisations say it's killing the
computer scene, and they're right — if a pirate
ever whinges about the CPC scene being dead,
don't have any sympathy for them = it's partly
their fault. Simon

Pixel The smallest definable element on a
screen. A dot, if you like. It's small = really small.

CILASSIC GANMNME
OutRun Europa While film sequels
traditionally deteriorate computer games
sequels seem to get better. The OutRun
series started pretty lamely with, would you
believe, OutRun, progressed to the much
better Turbo OutRun and culminated in the
infinitely better OutRun Europa, a multi-
vehicle chase across Europe. Not the best
driving game ever, but the the best game we
could think of beginning with 0. Dave

Not quite as small as my pay packet, mind you,
but getting there. Simon

Bubble Bobble is an excellent example of
the computer game sub-genre classification
Platformicus Addictivitus.

Platform Games Hmmm. Tricky one this,
When you know what a platform game is it's easy
to spot one, but trying to define parameters is
another matter. | tried asking Simon and he said
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they were, “2D gravity games.” Well, he would,
Basically they're games in which the characters
leap about between platforms. They invariably
involve collecting things (most often fruit) while
avoiding other things. The grandaddy of all
platformers is Chuckie Egg, which basically set
down the ground rules. AA's top five platformers,
in no particular order, are:

1 Chuckie Egg

2 Bubble Bobble

3 Builderland

4 Prince Of Persia

5 Nodes of Yesod Dawe

Plus The Plus range was a set of CPCs that had
the guts of a GX4000 in the same box as the
normal CPC, making them super CPCs if you like,
as they were capable of running normal CPC
software, but could accept carts as well. The
equation below should explain matters. Simon

POKE Used in the same way as PEEK (almost),
except this command actually alters the byte in a
specified address of memory. Simeon

Pop The Machine Code instruction to take a 16
bit number from the stack. Simen

CLASSIC GAME
J - Power Tetris The concept
[ of two-player Tetris is really quite

I simple; every time you get two lines
completed simultaneously, the other player

gets an extra line added to their column. If
you manage to get three lines, the other
player gets two extra, and so on. Simon

PROM Programmable Read Only Memory - it's
an EPROM that you can only program once, as
you can't erase it. Simon

Public Domaln Non-copyrighted software,
written by amateur programmers who release

their programs for free for the good of huanity
{and for a little bit of fame/notoriety). You can
legally copy PD, so in effect you can get it for

free. But most people get their PD from PD
libraries, who will charge a minimal duplication/
distribution charge. Any form of software, from
games to utilities, from tape to disk, can be PD if
the author gives the okay. The European CPC

scene is heavily into demos, which are programs
that exist to show off the coders' skills in

creating graphics and sound that
stretch the CPC's capabilities
to their limits, Dawe

Push Just like pop, only
this one puts a number on
to the stack. Simon
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@)  SHOW REPORT

When the UK's largest user group holds a convention everybody
 who's anybody on the CPC scene will be there. And you'll
probably find Simon Forrester hanging around as well (if he
‘wangles his name on the guest list through a friend of a friend).

; outhampton seems to be becoming the
s unofficial CPC capital of Britain at the

! minute; most of our Reaction mail and
"pﬁ(m"e enquiries come from the south coast's
greyest town, as do most of the UAUG people.
You can put it down either to some strange

1 force dragging our readers there, or CPC
visiting from the continent, but for whatever
| reason, it seems the obvious place for a CPC
convention. The UAUG abviously thought so
Gause that's where they decided to hold their

ond annual shindig this October,

‘At 1pm, | arrived at the Eastpoint Centre, a
‘community and convention centre about 15
‘minutes drive out of the City Centre. | could

I ‘spend a lot of time telling you all about the

| UAUG, but we've already done that (order issue
193 from back issues, as they're worth knowing
ahout:l But as a sort of recap it's an organisation
by CPC fans for CPC fans, and comprises of
wiical helplines, two PD libraries, a fanzine,
and a yearly convention. The idea behind these
anventions is that they're a chance for like-
ided CPC fans ta swap programs, tips and
ation, and even buy the odd thing from one
the CPC scene bods who were also there.
quick ﬁrght of stairs later, and | was slap
bang in a room full of CPCs and people. After
-ﬂeldmg varlous gquestions about just how late AA
5 last month (it wasn't our faultl), | started
ing to all the people there — | think we'll use
 this page to catch up on a few of them...

' Paul Gardener was showing off
his new improved version of the

| strategy game, Galactic

Warfare. Never seen the old

e That's hardly surprising.

Y'see if you look back to issue

, find our review of the game,

Paul Gardener,
and his second
Galactic War...

which put it in the ‘worthy but flawed' category.
Well, Paul took these criticisms to heart, bless
him, and actually went away to spruce up the
game (which was fundamentally sound, just a bit
lacking in the presentation department).

| returned from Southampton, then, with an
updated version, in which Paul has not only fixed
the problems mentioned in the review, but has
modified several other features. The resulting
game is a lot more classy and enjoyable.

From what I've seen, then, Galactic Warfare
now scores, ooh, let's ... (great one for
suspense is our Simon — Dave) 78 per cent.
® Galactic Warfare can be ordered from PJ
Gardener, 2 Crofton Road, North End,
Portsmouth PO2 ONT.

UAUG Peeps

What's the collective noun for UAUG organisers?
Er, | know... Among the ‘civilians' and Richards,
you could occasionally pick out a UAUG biokey. A
crafty shot with a camera when they all happened
to be in a line looking in the right direction, and we
have a teaspoon of UAUG organisers immortalised
in print, From their point of view, the event went
swimmingly, and | have to agree that from where |
was standing, it was a storming success.

@ The UAUG's address is in the Amscene Directory.

Quantum mechanics

The newest indie CPC software group on the
block, Quantum Computing, was represented at
the convention by Richard Wilson. So what has
he been up to since the break from STS (as
reported in issue 97)7

Well, he's just finished ParaDOS5, yet another
addition to the ever-increasing range of high
capacity disk operating systems. If you'd like to
hear a little more about it, you'll find a review on
page 54 of this issue.

Still in the development stages are ZACK
{which was previewed last issue), and Amigo (a
sort of Hacklt-style thing). These should be along
pretty soon now.

Hairy woz here!

' Decernber 1993 AMSTRAD ACTION Shampoo ads

Loopy

Lou?

I'm sorry, but | just
had to include this.
If you remember in
a few issues from
93 onwards, there's

been the odd
missive from AA's
very own fruit loop,
namely Loopy Lou.
Well, | met her, and
she really is quite,
quite insane.

What an odd little fish,
and no mistake - Andy

On the ‘tell me something
new’ front, Richard Wilson is
now developing PCZ80, a
Maxam-compatible Z80
assembler that'll run on a 286
PC. From the specs Richard
gave me, it looks as if it
should be the answer to many
a coder's prayers!

Wildey at heart

The man with a thousand sales pitches, Richard
Wildey of Sentinel, was also present, armed with
more arguments about the merits of ZapT'Balls,
and copies of all his titles to sell. There's not
much new in the pipeline at the mo’, apart from

Richard Wilson
of Quantum
Computing.

What amazing luck that they were all
standing in a line looking the same way.

yet more tuteorials; he's currently seeking writers
for the next set, so if you're interested, please
get in touch with: Sentinel Software, 41 Enmore
Gardens, East Sheen, London SW14 8RF.

A clutch of coders

Don't think the convention was just full of UAUG
bods and people called Richard, though - a few
demo coders were there with their latest
masterpieces. Pictured below are Ben Fall, aka
Sorcerer from Bitmap Vandals (responsible for
the Ballmania demao), Rob Watson, who claims to
be a nobody and Keith Brindley, aka Warrior from
Underground. We got a glimpse of a few of the
titles to their names, amongst which was the
incredibly eye-catching Ballmania demo (we've got
a grab but it seems a shame to stick it on a black
and white page so check out page 58).

L to R: Ben Fall, Rob Watson, Keith Brindley



Technical

Life isn't easy. It's a hard, harsh, unforgiving world out there.
But Richard Fairhurst can lift a little bit of the burden of
everyday living from your weary shoulders by answering your
technical CPC queries. What a hero that man is.

Blockhead

Dear Technical Forum,

1 How do you load/save BASIC prnmms in
Machine Code?

2 When | look at the directory tracks of a
disk, | notice that for each file there are 32
bytes. The first 16 bytes are used to hold
the user number and filename, and the last
16 bytes contain a bunch of numbers. Do
they relate to the sector and track where
the file is held? If so, how?

3 Do you know if the Panasonic KX-P1180
printer supports Stop Press, Protextand
Advanced Art Studio?

4 If | were to buy a printer here in Canada
that was compatible with my CPC6128,
would it work on my Amstrad, given the
voltage difference? (Itis 110V over here.)
5 How do you turn on the upper, lower
and disk ROMs?

6 Why don't you do a feature on firmware
calls for Machine Code?

Adrian Lybaek, Canada

it's a totally different kind of pin art
altogether. (“It's totally different kind of
pin art” - the entire AA crew in unison)

1 First of all, load the file into memory at 4178
using CAS IN DIRECT. Then, working from the
file length returned by CAS IN OPEN, you need to
set.up the BASIC variables; remember to add
&170 to the length. POKE this value into the
words at (on the 464) §AES3, &AEBS, &AEBT and
&REBY: on BASIC 1.1 machines, try&RE6E,
&AEGE, SAEGA and KAEC. Saving BASIC
programs s easy.enough if you know the length,
which you can find from the first one of these
variables; remember to use the right filetype (0
for BASIC programs).

2 You'reright in that they rélate to where the file
is held on the disk. In fact, they-describe on
which ‘blocks’ the file is located. On a standard
Data or CP/M disk, each block i i
file sizes are deacnbed in 1K units, r
0.5K or anything else), ie, two sectors —

- numbered sequentially. from the du’et:tuw sectors

themselves. If you're using a rargacapacnty leg,
ROMDOS, $-DOS) format, the blocks are likely

to be larger: for example, ROMEOS D20 i

formathas 2K blocks.

Joysticks came in all mud sizes but
they all work in basically the same way.

TEGHY TIPS 1)

3 Should do. Before you buy a printer, check
that it is fully 9-pin Epson-compatible; try to geta
written undertaking from the shop that it is. If it
doesn't work because it's not compatible, don't
come crying to us.

& The 110V power supply makes no difference
to the printer signals; the printer port works on a
5V basis. So, yes, it will work on your CPC,

S To turn on the lower ROM, CALL &B30E; to
disable it, CALL &B389. The upper ROM'is a
misleading term, because BASIC is just one of
many ‘upper ROMs' - AMSDOS, Maxam, Rodos
and so on are others. BASIC is almost invariably in
slot 0, and AMSDOS (the disk ROM) in slot 7. To
select an upper ROM, load C with the slot number,
and CALL &B30F; you can then CALL &B96O to

‘enable ffils ROM, and CALL &B303 to disable.

6 Firmware calls.are an essential part of
programming the CPC in Machine Code, so
Simon's covering them as a matter of course in

~ his Assembly Line series. If you can't wait until he
gets on to a specific topic, by all means write to

Techy Forum and ask away. Richard

connection

Dear Techy Forum,
I have just bought a dk'Tronics 64K memory.
|_expansion unit, and Advanced Art Studio with
adkTronics mouse interface. | also have a

Waking up too early December 1993 AMISTRAD ACTION
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DDI-1 disk drive which works well with my
CPC 464. However, since plugging in the
expansion unit and mouse interface unit, the
464 no longer senses the disk drive being
attached, and when loading from disk tells
me to ‘Press PLAY then any key'. | have tried
IDISC but with no success, so | am reduced
to unplugging the two interface units and
plugging in the disk drive on its own. As you
can see |er, not really - Richard) | am using
the Mini Office 2 disk version word-
processor to type this letter to you.

GC Charge, Huntingdon

If something like this happens, it's-virtually a
certainty that you've got expansion connector
problems; basically, a faulty connection between
the edge-connector on one unit and the connector
on another is preventing the information from
getting through. The dk'Tranics units, in particular,
are notorious for causing problems when attached
to the back of machines: ingtead of the usual
method of making sure that the connectors are
the right size and no bigger, they use an awkward
‘polarising key’ (a small piece of plastic which fits
into a slot on most edge connectors).

What can you do about it? One method | find
frequently helps is to plug all the units in together,
but don't push the connectors fully on to each
other. If that's no good, you'll need to clean the
edge connectors. The safest method is to use a
hard ink rubber on each unit, including your 464, if
you can find a model railway shop nearby, a Peco
track rubber is designed for very similar purposes

La-la-laah, luh-luh-lub-laah, laa-laa-laah, luh-
la-la-laaah... ah, any excuse for a Banana
Splits pic, no matter how tenuous the link...

The splits

Dear Techy Forum,

| have a 6128 computer with a colour
monitor. Could you tell me how | could get
two joysticks to plug into the computer, as
there is only one socket? Also, the children
have damaged one of the master disks.
Where can | get another one?

Harper Dickson, County Down

To plug two joysticks in, you need a joystick
splitter. This should only cost you a few pounds,
and is available froam mail order suppliers such as
0J Software. If you really need a master disk (it's
only got CP/M on, so there's no great loss), try
WAVE - a while ago they were even selling them

DulViPed

Knowing that the CPC is a great machine
and is capable of a good deal more than
just gameplay, | purchased a copy of
Protext, only to find that my DMP-1 printer
would not work in any of the other fonts. |
know there is a facility in Protext to alter the
printer codes to allow me to use this
package. Now we come to the problem: | no
longer have a copy of the printer manual
which gives the codes. Contact has been
made with the Amstrad User Helpline, only
to find that the manual is no longer in print
and my printer is obsolete.

G Steel, Barnsley

A quick histary lesson for those of you who've
never heard of this beast: before the well-known
and successful DMP-2000 and 3000 series,
Amstrad brought out a printer galled the DMP-1.
Unlike the 2000, this was Epsan-incompatible,
which leads to all these problems.

It's not the first letter we've received on this
subject. So here's a plea: if anyone out there has
a DMP:1 manual to lend Techy Forum for a
couple of days, please send it to the usual
address (it'll be returned, naturally). In this way,
not only can we help Mr Steel and others in the
same predicament, but hopefully enable future
versions of software to support Amstrad's first
printer: as soon as a copy's received, | promise
to have a go at persuading my very own
PowerPage to support the DMP-1 as a few

and will act admirably. Richard off as blank disks. Richard people have requested. Deal’ Richard

18 DIM x(16),4(16): CLS

28 FOR n=0 T0 15:IINKS,n,n:NEXT

30 FOR n=B to 11: READ xin),uin): 1SPREO

OM;n,3,1

48 ISPRAY,m,x{n),uln): ISPRON,n: NEXT

56 DATH €,30,68,30,8,14,64,14,6,1,78,5,1

16,89,179,29,115,13,179,13, 121,8, 184 4
You'll need to muck around with the inks to get the
appropriate colours. You can also reset during a
game, but you will have to figure out where to put
the sections to build up the car sprite. It may be
possible to do the same with other cartridge
games if you switch the cartridges quickly enough
before the memory is lost. Remember that the
sprites are copyrighted!
Rob Watson, Ely

ESC. Then press f1 to enter normal BASIC, and type
the following with your B-ASIC disk in the drive:
64k owners: HEHORY &3CFF: LOAD"LOGON
BAS,COD": CALL &9000
128k owners: 0UT &7F00,4C1: LOAD"COD",
§CO0B: CALL &C2BS
This loads B-ASIC. Now type in the following short
program to display the sprites:

Screen design

Dear Techy Forum,

| have found a way of transferring the

Screen Designer program to disk from
the AA96 covertape. Load up JL-COPY from
covertape 22, Select option 1: filecopy. Set the
input to tape and the output to disk, and press
ENTER to copy. You are now prompted for a
source filename: type 5CRD and press ENTER.
Leave the destination filename the same if you wish
and press ENTER.

You will now see ‘Press PLAY then any key'.
Rewind tape 30 to the beginning of the Screen
Designer program, play the tape, and press a key.
When the program has been loaded, insert the
disk which you want the Screen Designer program
to be saved on to, and press a key. Hey presto,
Screen Designer on disk.

Jonathan Brumhead, Stockport

oading don't
eck the

Dear Techy Forum,
When you use Advanced Art Studio, and it crashes
for some reason, don't despair: your artwork isn't
lost! Just type:
MEMORY &3FFF: QUT &7F00,ACS: SAVE"filena
me", b, &4000,44000: OUT &7FOO,&CO
Secondly, HINEM is stored at §AESE (low byte first,
high byte second, of course). Instead of using LD
f.8, use X0R A; it saves three T-states. Use AID A
instead of SLA #; it's twice as quick and the only
difference is the effect on the flags. Also, use CPL
instead of X0R 255.
Adrian Lybaek, Canada

Dear Techy Forum,

Here is a Top Tip especially for Plus owners. If you
have a CPC Plus and Logon System's wonderful PD
program B-ASIC, then it is very easy to extract the
hardware sprites from Burnin' Rubber if you know
how. First reset the computer, and press f2 to enter
Burnin’ Rubber. Don't press anything, simply wait
five seconds and then hold down CTRL, SHIFT and

TIP OF THE MONTH: It had to happen. We've
tried to deny its claim to this title too long
now. But finally, the Matterhorn receives the
accolade it was always destined to have.

Decemnber 1993 AMSTRAD ACTION crane flies
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Symbolicity

| want to use the SYMBOL command to
create characters to use in my computer
games, but | cannot understand the
explanation given in my Amstrad manual.
Could you help?

Cameron Barr, West Lothian

Okay. First of all, draw a square grid on a piece
of paper, eight columns high and eight columns
wide. Now write 128 over the top of the first
column, 64 over the next, then 32, then 16, 8,
4, 2 and finally 1.

Design your character in this by filling in
boxes on the grid. When you've finished this,
you need to work out a value for each row. You
calculate it by adding together the values of all
the filled-in boxes in that row. Sounds

12864 32 16 8 . -4 .2 1

How to design characters using the
SYMBOL command (and we don't want any
psychological analyses of the shape we've
chesen, thank you very much).

complicated? Not really, check out the
accompanying diagram. You should end up with
eight numbers, one for each row.

You can now decide which ‘character’ you
are going to set to this design. Usually you can
set characters between 240 and 255, but if (for
example) you type SYMBOL AFTER 224 first, you
can set characters between 224 and 255, This
also resets these characters to their standard
designs, but don't worry, you only need to do it
once (to print a character, just use PRINT
CHR$(22?); for character 227, and so on.)

Let's say you've decided on character 229, To
set that character, make sure that you've entered
SYMBOL AFTER 229 (at the start of the programi.
Now type SYMBOL 229, followed by each number.
Separate the numbers with commas. Bingo: your
own design is ready to use! Richard

De doo da DAA

Dear Techy Forum,

What do the Assembly language instructions
RRD, RLD and DAR do? | imagine that the first
two are ‘rotate’ instructions, but | don't know
how they work, and the third has me
stumped completely. Any clues?

Ted Hull, Chipping Ongar

They are, in fact, rather cunning number-handling
instructions. Say you're writing a game which has
the player's energy level varying between O and
99; you can store the value straight into a byte
somewhere, but when it comes to printing the
nurmber out, you have to do a 'divide by 10'

Chances are that a lot of people preparing on-disk
documentation will be using Pratext to create the
text files. Usually, you have the hassle of saving in
ASCII format, which strips out all the formatting,
justification spaces and other frills you've put in.
However, you can avoid all this hassle in Machine
Code by directly reading the Protext file.

When opened, you'll notice that the file's not
a standard ASCI file (filetype &16). Don't worry
about this (for various safety reasons, Protext
likes to give its files non-standard filetypes -
this doesn't really do much good, however, as
BASIC can still read them in perfectly well), but
simply read in characters one-by-one as per
usual using &BCEO. If carry is set on return, then
it's the end of the file.

Otherwise, you need to call a short
conversion subroutine. If A contains &8#, change
that to 32; if it contains &30, then change it to 10,
You may also want to put a short routine in to
ignore the whole line {terminating with character
18) if it begins with a ‘}', for an embedded
command. Then just print the (perhaps
converted] character.

This won't cope with tabs or printer codes,
but you shouldn’t find this too much of a bind. It
certainly removes the annoyance of justification-
produced ‘soft’ spaces being converted into
proper ones next time you edit the file.

process to get the first digit, and then print the
remainder. Not fun, and not quick.

This is where these instructions come in.
They perform a system known as ‘binary coded
decimal', which stores each digit in a nibble
(four bits) of the byte. This is surprisingly
simple; it just means that if a byte contains the
hexadecimal number &78, in binary coded
decimal, it contains 78 decimal.

All well and good, but what can you do with
this system? Well, DR is a ‘fix' after addition and
subtraction to make sure the value stays in
binary coded decimal, or BCD for short. If we
take the &78 (78 in BCD) from above, and add
&13'(13 in BCD) using ADD &13, the usual result
is &8B — not very useful, because we want
78+13, 91. So, immediately after the ADD,
perform a DAR. This will make sure, very cleverly,
that the answer is &31.

Two instructions left. If & contains our friend
&78, and HL points to a byte containing &36, then
try an RRD. It changes & to &76 and HL to &83; HL's
higher nibble has been pul into its lower nibble,
the original value of which has been put into A's
lower nibble, and the original value of that has
been placed into HL's higher nibble, completing
the triangle. As you-can see, the higher nibble of
fi is unused. RLD just goes the other way.

And the abbreviations? Rotate Left Decimal,
Rotate Right Decimal and Decimal Accumulator
Adjust. Catchy names, huh? Richard

Printer problems # 836
Dear Techy Forum,

I have a CPC 6128 and | have just purchased
a Panasonic KX-P1123 printer. | am having
trouble printing out using the Tasword
word-processor | got with your magazine
AA91). When | print out, unless the line goes
fully from the left margin to the right margin,
it centres the line. It shows fully justified on
the screen. The only way to stop this
happening is to put a full stop on the right
margin, which does not look right. | hope you
can help me as Tasword is a good word-
processor. | enclose an SAE for your answer.
RE Deakins, Cleethorpes

PS By the way, the word-processor on Mini
Office 2 works okay.

For the umpteenth time — no SAEs. AA is a
magazine, not a charity. None of us have the
time to reply personally to everyone who writes
in. Save yourself a few pennies.

It sounds like your printer is trying to be a bit
too clever, If a line is justified, it will always be
the same number of columns as another ling,
typically 80. This means that when centred, it
will appear in the same place (horizontally) on
the page as another line, because they're both
the same width.

The last line of a paragraph, though, is never
justified: this makes it a different length, so it
centres to a different place. The problem isn't
Tasword, it's that your printer has got its Centre
setting on. You may be able to fiddle around with
the small DIF switches to reverse this setting, or
you may need to send a command to the printer
in the form PRINT#E8 codes to achieve this. Read
your printer manual for details.

One point is left: why doesn't Mini Office 2
have this problem? The short answer is that Mini
Office 2's word-processor is a load of rubbish,
but that's not very helpful. In fact, Mini Office
stares all lines as the same length: even if a line
finishes halfway along the page, it fills up the
remaining characters with spaces, so centring
has no visible effect. Tasword, on the other
hand, can cope with lines of varying length -
hence your problem. Richard

Iin a bit of a fix?

Don't get hot under the collar - no matter how
bad things get Technical Forum can help you
out of any jam. So send your CPC queries to:

Technical Forum,

Amstrad Action,

30 Monmouth Street,

Bath, Avon, BA1 2BW.
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SUBSCRIPTIONS

You never

happen...
So make sure

you're here
if It does.

If it's happening in the CPC scene
you'll hear about it first in
Amstrad Action. So if you've got
a CPC then Amstrad Action is an
essential monthly purchase. And
the best way to make sure you
never miss a copy is to subscribe.
® Your copy of AA is delivered
direct to you every month. No
fuss, no bother.

® it's cheaper than buying from
the shops because for each
year's subscription you get two
issues free.

® And don’t forget that

every month with Amstrad Action
there’s a cover tape packed with
great games and superb utilities.
® So what are you waiting for?
Subscribe to Amstrad Action now
and live a hassle-free 12 months.
You never know, it could change
your life (probably).

know, It could

Let’'s say these two issues for the sake of argument. ¥'see when
you subscribe to a year's worth of Amstrad Action you only have
to pay for 10 issues. Or, in other (bigger) words:

12 issues for the price of 10!

it's a barg’ of epic proportions.

YOUR NO-QUIBBLE, NO-RISK GUARANTEE

You can cancel your subscription
at any time in the future and we
will refund you in full for all
unmailed issues.

You just can’t lose out!

- -m@rm-m-:

™ AMCTRAN ACTION ROWN

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

12 ISSUES UK £29.50 EUROPE £47.25 REST OF WORLD £63.10
To ensure you receive your magazine and tape quickly and undamaged, all 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 TiCK YOUR CHOICE TOTAL PAYMENT £

ACCESS camonvo |l Il | |- L | Exes

visa [

CHEQUE payable to Fulure Publishmg Lid

SIGNATURE ____

_POST CODE

Enclose this coupon (tegether with your cheque if -pp!k-bh) in an envelope and send to: AMSTRAD ACTION SUBSCRIPTIONS, FREEPOST, SOMERTON, TA11 7BR.
YOUR SUBSCRIPTION WILL BE PROCESSED IMMEDIATELY. THIS COUPOM IS VALID UNTIL 315T DECEMBER 1993 AA/MAG/1293




GUARANTEED*

BLANK DISI(S & CASIS

3" Maxell Disks (I.!i II.I! lfi.ﬂ
35" Branded Dishs  €0.95 £4.45  £7.95

000 LUCKY DIP OO0

Spend over £12.50 on any items in this advert, and we will send
you a free gift-wrapped randomly chosen game (1 of these 4)
on tape, or spend over £20 for a disk |please ask when ordering)

TAILS IN
T GUIDE

thas om paddock guides - eic, the deciions, Inciuding wha fo

mmﬂmmlﬂdm mmn”ﬂ“mm
ot your horses o enter in which roces, elc, ete.

winnings rofl in - of nol, u!monumhl Do you have what if lokes lo succeed?

Ultra Software [AA99), Fulling Mill, Broughton, Banbury, Oxon OX15 6AP

horse racing for profit 2D NMICROSYISTENMS

Seriously supporting the Amsrmd CPC

Our racing programs have made a good

profit every year since 1985. Software Di .
are Disks: Computer ies:

Last season 36 winners from 74 big races. DISKASE (464%128).... L T u.n-rslm?‘r ks " 1730
Winners at 20/1, 16/1, 11/1, 81, 81 etec. Fast and automatic desk-file organiser 10 DSD0 Disks for 3,5 drives E7.50
m n.'d k BAAILING LIST (46481 20) £12.50 10 LS00 Diisks 1.5* bulk packed L£5.00
No racing kno ge o Adddress management aref label primtng 10 525" Branded Chrks Rk £5.00
Join in our success with the 4 HOME ACCOUNTS (4645128 £15.00 | Disk Hoad Cloarser 343 575 25° £4.00
BRIMARDON JUMP FORMULA - uses any daily paper - £30 Mandies bank, savings and cradt cards Lockable Disk Bux 11,5 (40 capacity)...............£5.00
GRAPH-MASTER (4646128} ... s £1500 | ‘Pop-Lip' A halds 10 CF2.. s 400
BRIMARDON JUMP FORMULA PLUS - needs a racing paper - £40 Creates line, bar, pie charty and mons 10 Ml Dighs in Amacise 2000
DOZENS OF TESTIMONIALS from delighted customers: PICASSC) ART (6645120 ..o k1500 | Flip-og Disk Case haldy 10 & 3.5¢ 200
“The best systam | have used in 30 years backing horses” Powerful and advanced scinen dongnes | iniversat Prinsac stand 6,50
wori 214,000 “rasults have o be @xperinced to be bellaved”.. :?ulr.lrl‘:‘u?ﬂ .Tm:‘:lr-r_':. et £25.00 nm» Hm Iml;.:allu 3 nru":-:.llm 280

. % g . e ul 3 gy Pustilishing wystem e House (plastic poc o ey,
'my bookie is comvinced | am getting inside information PICTURE DISKS ) & 2 each £12.50 | Quality Printer filsons. £.00
Order directly or write or phone for full details and past results Clip it for Page Publisher/Stop Press (Please statel OMP 000/3000, Sear LCTOAC24-10, Caizen | 200Swift 14
GENERAL LEDGER 6128 £10.00 | Computer Address Labels per 100, 200
Brimardon Computer Racing Service Simgiified business hook-keeping PC/b1 284 Printer Cable £5.00
75 Cockerton Green, Darlington DL3 9EG STOCK ACCOUNTING 6128 ..., £40.00 | DISK CONVERSION SERVICE e 500

e Integrated stock contiol and inviscing Diata trarvsiors PC<=CICPCW por disk)
25 rediotion 1 Brcs !P?:Ezimai?men st vodir Seiiee m PCW and PC business software aiso available, please request  catalogue

i p Y Y Send Cheques, POs stating computer type. Add £1.00 PEF. SAE for CPC catalogue.

Simply the best - better than all the rest SD Microsystems (Dept A), PO Box 24, Swaffham, Norfolk (0760) 720381

COMPUTER REPAIRS

* AMSTRAD AUTHORISED *

Quality Assured!

* Fixed price repairs on many machines Amstrad 464 £99.00
* Over 2500 square foot engineering complex | amstrad 6128 £33.00 (extra £25 if disk drive
* Top guality technicians at your disposal needs complete
* All work warranted replacement)
+* Fast turnaround : All monitors £15.00 Diagnostic charge
* Simply post or hand deliver your machine plus quote

and we will do the rest Others PO.A.

* Collection Service available
Please supply evening and daytime telephone numbers Pty fobandfdbigt e oo

Tel: 0582 491949 (4 lines)

WTS Electronics Ltd, Chaul End Lane, Luton, Beds LU4 BEZ




26 TEITE

And unto the Hairy One they went and they did day, “Oh
Simon, give us something to type in!” And lo, he did.

As yet untitied...

First up this month we have quite a novel little
program that has absolutely no practical use at
all; it is just a greaty little demo that's intriguing
and incredibly good fun to watch:

You can sit for absolutely ages just staring

at all the little grains of sand moving about.

DAPT 18-MEMORY:13389 S U
{CEFC 20 FOR-a=0:T015:READ c:INK+a, ciNEXT :DAT
n@,25,2,5,7,11,15,14,12,3,8,9,10,17,23,

b

LAJH 30 BORDER.0:INK-0,0:INK:1,25:PAPER D:PEN
+1:MODE 1

OALE 48:PRINT-":=-The:(I:can’t:think of anam
e) Deng---"

CACB 50.PRINT

PAGC 60-PRINT-"Public-Damian-by-Mark Stevart.
1992/1993."

CAEB 70.PRINT

EEBA 80-FRINT-"While«this program has-been-re
leased:«+rinto:the-public -donian, you-ma
yNOT:++ v cinclude+anysof + the:coderin you
reown: (or anyone-elses) progran without.

prior:«uritten pernission: from e "
PALA 90-PRINT: :PRINT:"Please-do-not-alter thi
segodet”

CAOD 180-PRINT

DENM 116:PRINT:"The-machine code used-in:this
~deno’ 'may- soon-herused to-create a-gane
o+ +However «I+was never the-worlds -nost i
naginative person; so-any ideas:for it

Line 20

There are quite a few programs sent in by
people who've set up the inks they plan to use
with 16 INK commands. This is pointless, when
you can read the ink values off as data. It's
really quite simple.

If you look at the line, you can see a
FOR/NEXT loop running through the pen
values from O to 15. Next, the READ command
reads an ink value from the DATA statement
and places it in c. The loop is completed after
the command INK a,c has been executed.

As far as the relative merits of using this
method are concerned, it doesn't really make
an atom of difference, but you might find it
easier to change the ink values this way.

Decernber 1993 AMSTRAD ACTION

ould+he:++very-gratefully recived."

CAAE 128:PRINT

TAOF 130 PRINT:"Mark:Stewart 1993."

CANO 148+ GOSUB- 350

CALC 150-MODE-0

BANO 160 :PEN-3

DADC 170 :LOCATE: 1,6

DAGN 188 .FOR a=1.10.48

EANT 190 :PRINT:CHR$(207);

BABP 200 :NEXT

CAAE 210 PRINT

DAOM 220:FOR-a=1.T0.10

TAEC 230 PRINT:CHR$(214);CHRE(215) ; 1NEXT

DAAN 240:FOR-a=1.T0.18

GAMK 250:PRINT CHR$(215);CHR¥(214);

BAHP 260 NEXT

GAGD 270+MOVE 0,257 :DRANR-646,0,0

OABO 280.PLOT-635,258,0:MOVE-0,8:DRAKR 0,460,
G:MOVE:638,0:DRANR -0, 408,6

CAJG 298 don=0

FAID 300:AFTER- 906-GOSUB - 730

ECOK 310 IF don{255. THEN h=49152 +RND*(80) :LET
+ad=25000+(don*d) ;POKE ad, (h-256#INT . (b/

Line 510

Machine Code loaders are a very
simple little breed of routines that we'll
be looking into in more depth next
manth, But for now, try and work out
what this one's doing, reading a

continuous string of about 10 bytes or
so, and then splitting them up. You can
find the actual routine at lines 350 to
490, so it might be a good idea to try
and follow the process command by
command - good luck!

256)1:FORE ad+1, INT - (h/256) :POKE -ad+2, 25
Sidonzdon+1:POKE 24933, don

CADO 320-CALL - 20000

CADK 330.G0T0.310

BANP 348-STOP

CAMK 350.ad=-20000

DAEN 366:FOR:a=8.T0.21

CAOH 370:tot-0

CANH 380.READ b4

DAOK 330:FORbh=0:T0.8

FACE 400 c$=MID4(h$, (bx2)+1,2)

DAFM 416:c=VAL: ("&"+c¥)

DMIF 426:POKE ad, ¢

ERAD 430-tot=tot+c

CALN 440:ad=ad+1

CARH 450 NEXT b

DARE 460:READ :ched

FARAR 470 ch=UAL ("&"+ches)

CBIB 460:IF:tot{)ch THEN:PRINT "Error:in-data
yeline:™; (a%1@)+4510:STOP

CANH 480 :NEXT 2

CAFJ 580 RETURN

[HATC §10-DATA-DD2LABEIDDAGFFDDGEDR, 574

HAND 520-DATA-DDEE0IDDSEAZCBARCEE1, 449
HALF 530 DATA -4EC3I434EDD23DD23DDR3, 442
HAGH 540.DATA DD2310ESCIESCD2EBCTE, 50O

HALJ 556-DATA FESSFESSC2BSAECBFEDD, 789

HADC 566:DATA.7580DD7401DD360260EL, 38D

HARK 57@DATA-CBBEC33S4EESCDEEECTE, SE4

HAFL 588.DATA-FEARFEARC2IAECEFEDD, 790

HACF 59@.DATA - 7560DD7461DD3EOEFFEL, 4BC

HAMH 608.DATA CBBACIIB4ERITEFBARFE, 69

HAFJ 618.DATA- ARCREB4ECBFEDD7500DD, 635

HAOG 628+DATA:74810D3602FFELCBEEC3, SBE

HAJE 6308:DATA-384E23TEFGSSFES5C2DA, 557

HAPH 64@.DATA-4ECEFEDD7508DD7481DD,538

HAGD 658 DATA.3662B0E1CEBEC3364ERR, 40E

HADL G66@.DATA- TEFGAAFEAAC2TFAECEFS, T16

HAIF 678.DATA DD7560DD7401DD36GEFF, 488

HADI 6808.DATA EICEBEC33B4ERBTEFEES, SA7

HAHK 698 DATA FESSCREF4ECBFEDD750@, 66D

HAHE 708:DATA-DD7481DD360200E 1CHBE, 4CY

HAOE 718-DATA-CI3B4EEICIIDIEELCIIB, B4F

GABH 728 DATA-4EG0BORA0RO0BO00E0GE, 4E

NAFA 738-MOVE-0,241:DRAWR640,0,0:AFTER 400 G
QOSUB 748 :RETURN

NBIO 748:MOVE-0,241:DRAM.320,3, 9:MOVER-B,-2:D
RAW<D,239,9:NOVE 320, 3: DRAN 540, 241, 9:40
VE:320, 1:DRAN 648,239, 9: AFTER 800 GOSUB-
750 :RETURN

NBFP 750MOVE-300,8:DRAWR. 100,0,8:M0VE- 360,2:

DRAWR-108,0,0:MOUE - 300,4:DRAWR - 100,8,8:N

OVE-308,6:DRANR:108,08,0:AFTER - 358 GOSUB .

768 :RETURN

760 MOVE B, 241 :DRAW- 320,3,0:MOVER 8, -2:D

RAW-,239,0:MOVE- 320, 3: DRAN 640, 241,0:40

VE:320,1:DRAM- 648,239,0:AFTER .50 GOSUB 7

78: RETURN

GBLL 770-PEM:3:LOCATE:15,16:FOR-a=1.10-3:FRIN
T.CHR (212) ;CHR¥ + (B13); {NEXT: AFTER - 75.G
OSUB 760 : RETURN

MAEG 780 PEN:11:LOCATE: 15,17 :FRINT  CHR$ . (215)
%o CHRS - (214)

EBNG 790.FEN- 12:LOCATE-15, 18 PRINT-CHRS - (213}
JCHR$ . (215) :LOCATE 13, 18: FRINT - CHR$ (214)
JCHR$(212)

JBFG 800PEN-13:LOCATE 16, 19:PRINT-CHRS . (143}
™o CHRS - (143) 1 LOCATE - 16, 20 :PRINT - CHR$
(213) ;CHR¥(143) ;CHR$(143) ;CHR$(212)

FAND 810.AFTER 250 GOSUB- 830

CAKJ 820 RETURN

DBEE 838:LOCATE: 15,16 :PRINT "+« ++ v " :NOVE 63
8,0:DRANR 0,408, 6:AFTER - 150 GOSUB 840 :RE
TURN

CBHE 840-FEN:9:LOCATE.17,20:PRINT -CHRS - (207);
CHRS: (287); : AFTER . 108+ GOSUB - 858 : RETURN

KCBN 850 -FEN-4:LOCATE. 16,22 PRINT -CHR$ - (143);
"o ®;CHRE (143) :LOCATE: 16, 23: PRINT CHRS «
(143);" " ;CHR « (143} : LOCATE + 16, 24 :PRINT
‘CHR®: (143) ;CHRS + (143) ;CHRS : (143) ;CHRS (
143); 1 AFTER 156 GOSUB + 860 : RETURN

NAAB 868-LOCATE.17,24:PRINT. "+ " +AFTER 230G
0OSUB878:RETURN

IAME 878 CLS:AFTER 50 GOSUB - 866 RETURN

DANA 889 -MOVE. 50,50

JAJE 898.DRAHR 100, 100 :MOVER 3,08 :DRAR - 180, 10
g

DCON 908 :MOVE - 54,50 :DRANR - 100, 100 :NOVER - 3,8:D
RAKR 100, 100 :WOVE 250, 50: DRAKR - - 100, 100:
WOUER:-3,0: DRANR - - 100, 100 : MOVE - 245, 50: DR
AWR - 108, 100 :MOVER -2, 0: DRANR - - 108 , 108

FADN 918-MOVE-50,50: DRANR -204,0

FAOD 926.AFTER 400 GOSUB. 340

CAMJ 930-RETURN

TAOH 948 MOVE. 150, 145 :DRAWR -8, 20,8 : RETURN

NEF

=

1 myself lost several days to a few grains of
computer generated sand - bizarre!



Areas

This one comes courtesy of David Simpson of

Yorkshire (lkley Moor by tat - Dave), and will

calculate areas of just about every shape you're

likely to come across this side of Adevel maths. It

also copes with loads of different measurement

units {I'm not sure on this, but wouldn't that work

anyway?). As if this wasn't enough, there's also a

built in canversion table, so get typing!

BBJK 10REM:do-not change+this progran:in-any
way please

HALA 20+ ' freas bu:D.Sinpson

NAMI 30.'Copyright:(c) Simpson’s Softuare (19
33

BALP 40:MODE.2

BAHG 58.CLS

Lines 60-80

If you're wondering why ['ve highlighted
these lines, the answer is simple; these
commands demonstrate how both
LOCATE and PRINT commands can be
used only to apply to a specific window,

by way of placing the window number,
preceded by a hash (#), at the front of
the parameter set. This means that, in
line 70, the LOCATE command is
referring specifically to window #2, as
opposed to the normal screen.

GAIC 68-PRINT #2,CHRE(22);CHRE(L)

TADE 78-LOCATE-#2,38,4:PRINT 2, "nreas"

IADD 8@-LOCATE #2,38,4:PRINT.

LABE 98 LOCATE34, 6: PRINI Ty David:Si ‘Sinpson”

TAEL 100-LOCATE-30, 10 :PRINT-"1, - :Square”

TAIJ 110:LOCATE.38,11:PRINT."2, :Circle"

OAFD 128:LOCATE: 38,12 :PRINT "3, . ‘Right-angled
«Triangle"

LAPI 138:LOCATE- 38,13 :PRINT."4, - -Parallelogra
A

HAOM 146+LOCATE 3@, 14:FRINT "5, + «Cube"

TAIR 158:LOCATE. 38, 15:PRINT- "6, Cuboid"

TAML 160:LOCATE: 3@, 16:FRINT-"7, ««Sphere"

JACJ 176 LOCATE 30, 17:PRINT- "8, + +Cylinder"

NAMB 180 LOCATE:30,18:PRINT-"9. ««Conversion:t
ables"

CBDG 188/ LOCATE 25,24 :PRINT - "Enter snunber .at -
hegining: of -option”

TAKD 218 A$="" :MHILE: as-" A$=INKEY$ :NEND |

| EAOH 220 IF A$="1 |
EAFI 230 IF- 8="2" THEN 460
EAET 240 IFA$="3"+THEN. 700
EARJ 250 IF-A§="4"-THEN 336
EAHL 268 IF A$="5" THEN 1050
EAIL 278-IF A§="6"THEN. 1220
EANL 280 IF.A$="7"THEN 1420
EACN 230 IF-A$="§" THEN. 1640
EALL 300 IF-A$="9" THEN.1918
EAGJ 310-IF % ()" THEN 18
BAKJ 320.CLS

Lines 200-220

| Here's another technique that might be
new to a few of you - keypress reading.
First of all, you can see a standard INKEYS
command, but with the addition of
‘a$=UPPERS{aS), the key pressed will be I
converted into upper case, so that lines
lika 220 only have to check for a capital

letter (were it a letter as opposed to a
number) as opposed to a letter in both
upper and lower case.

CANC 3308:MODE:2

IANO 348/LOCATE:1,2:PRINT. "Equation:="

MAFA 350-LOCATE-1,4:FRINT-" Area:-:length.xh

ight"

NAHP 368:LOCATE 1, 6:PRINT-" Perineter - 4.1
ength”

DBEJ 37@.PLOT. 250, 250:DRAW. 350, 250 : DRAN- 350, 3
50:DRAM 250, 350 DRAW - 250, 250 :MOVE + 300, 30
B:FILL:1

PAJL 388 LOCATE.1,14:INPUT "Enter the:length:
of arside-+",a

CBCB 398-LOCATE-1, 16:INPUT - “Enter the-units-o
foneasurenent - " hi

DAKN 400 cza%ad=4%

FAEF 410 5YMBOL- 252,24, 36,8, 16,60

KALP 428-LOCATE:1, 19:PRINT"Perineter:=:",d;h
L]

LAGT 430.LOCATE 1,21 PRINT - "Area-««+oo2:",¢5b
$;CHRE(252)

WAHG 446:LOCATE 25, 24:PRINT - "Press-a key for:
NENU"

HAFF 450 IF INKEY$="" THEN 450 ELSE . 10

BAMJ 468.CLS

CACD 478/MODE:2

DAGP 488 ORIGIN 308, 300

BANT 490.DEG

CANN 508 MOVE 0,50

FAEO 518:FOR.a=8+ 10360 STEP: 10

GHCI 526 DRAM -5B%5TN(a), S0#COS (a)

BAHF 538:NEXT

EAOE 548 /MOVE @,8:FILL:1

HAPN 586 5YMBOL.254,0,0, 128, 126, 169, 108, 188

FAKP 560-5YMBOL-252,24,36,8,15,80

JAEF 570 LOCATE:1,2:PRINT-"Equations.-"

MAGJ 580-LOCATE-1,4:FRINT-" Area:---" ;CHR$ (254
)3"r" jCHR$(252)

OAKE 590-LOCATE:1,6:FRINT-" Perimeter:-+";CHR
$(254) ;"o op "

KAIF 600 LOCATE L, TsPRINT- "o vvaniiavnuii@"s
HR$(254) ;"r"

JAKB 610:LOCATE 1, 16:PRINT"Take Pi+as.-"

FAPN 620/LOCATE 1, 11:PRINT.PI

MACT £30.LOCATE 1, 14:INPUT "Enter the radius.
-."Ja

CBAB 640 LOCATE: 1, 16:INPUT- "Enter+the units:o
frmeasurenent - ", h§

FAFG 650 c=PI*asa:d=2%PI%a

LABA 660 -LOCATE-1,19:PRINT"Perineter =" d;h
¥

LANI 678:LOCATE 1, 21:PRINT "Area: ++ 02:",0;h
§;CHR(252)

MANG 680-LOCATE-25,24 :PRINT-"Press a key:for-

HALG 690 IF INKEY$="" THEN.698.ELSE.18

BAJJ 700.CLS

CAPC 718:MODE-2

AEML 720 -PLOT-250,250:DRAW 450,250 DRAN - 450,4
06 :DRAM 258, 250 :MOVE » 260, 255 FILL 1

JACF 738-LOCATE-1,2:PRINT-"Equations - -*

GANF 748 PRINT-H2,CHR¥(22) ;CHR¥(1)

OALA 758-LOCATE-#2,1,4:PRINT-#2," Area -+ leng
thex height"

NAKO ?BB<I.0NTE-1!2.1,4:PRINT-#2,"-ﬁrea---___

TAFC 770+ LOCATE 4, S:PRINT oo ea™uinuvinnnunns
veugH

ABIG 768-LOCATE-1,7:PRINT-" Perineter .- Add. 1
ength.of «three”

NAAM 790 LOCATE 1, 8:PRINT " i rvvvviinisides
together."

PANC 000:LOCATE 1,10 INPUT."Enter the: length:
of thase:-+",a

NADK 818-LOCATE L,12:INPUT."Enter thesheight.
g

PANI 828-LOCATE 1,14 INPUT + "Enter the  Tength:
of rsiderde=",d

CEEB 836 LOCATE1,16:INPUT "Enter the units-o
f measurenent --+" h$

FATA 848 eza/2cifzatetd

LAEA B50:LOCATE: 1, 19:PRINT."Perineter =", {;h
L]

LAPT 868 LOCATE:1, 21:PRINT-"Area-«««++=:",e;b

LISTINGS i)

4;CHRE(252)

NAOG §70-LOCATE-24,25:PRINT- "Press a key«for:
NENU"

HANG §80.IF«INKEY$=""+THEN 880 -ELSE. 18

BADK 890-CLS

CAAD 500:MODE-2

DAMP 910-ORIGIN. 250,250

BEDB 928 PLOT.@,0:DRAW-208,0:DRAN 308, 100: DRA
W-108, 180 DRAN-0,0:MOVE-50, 16:FILL- 1

JAEF 938 :LOCATE:1,2:PRINT-"Equations -"

NARA 548.LOCATE.L,4:PRINT "« Area--:length xh
eight"

NAGJ 558-LOCATE.1,6:PRINT " -Perineter .-« (2:x:
length) 4"

EAKK 960-LOCATE 1, T:PRINT " evvnvivanre(@oxe
height)*

MABI 378:LOCATE-1, 12: INPUT"Enter - the: length:
-."Ja

MADC 986 LOCATE 1, 14:INPUT."Enter the-width.-
b

CBJB 990 LOCATEL,16:INPUT - *Enter:the -units o
f measurenent:-+" of

FADJ 1000 d=axh:e=(2%a)+(2¥h)

LAJC 1810:LOCATE1,19:PRINT - "Perineter =", e;

et

LAEL 1020 LOCATE-1,21:PRINT "frea:«« =", d;
cf CHRE(252)

WADJ 1830 LOCATE 24,25 :PRINT-"Press a-key: for
NENU"

HAHL 1640 IF+INKE¥$=""THEN 1048 ELSE. 18

BATN 1850 CLS

CAOF 1068 MODE -2

EAIC 1870-0RIGIN 250,230

NAIK 1880-PLOT B,0:DRAM-160,0:DRAH- 100, 166:DR
fiW-@, 160 :DRAN .0

LALJ 1890 PLOT. 168, 100:DRAK- 150, 150 : DRAN - 150,
50:DRAM: 100,80

TANL 1108-PLOT-150, 150 :DRAN .50, 150 :DRAK -0, 160

JALH 1118-LOCATE-1,2:PRINT-"Equations«~"

ABJA 1128 LOCATE:1,4:PRINT " +Area:-- length x-
width x-height"

NACF 1138:LOCATE.1,6:PRINT." Perineter - 12:x
+length®

MadK 1148 LOCATE 1,14 :INPUT *Enterthe: length

"

a

CBND 1150-LOCATE-1,16:INFUT-"Enter the units:
of neasurement -+ h§

EAIM 1160 cza%a®a:d=12%a

GALF 1178 SYNBOL-255,112,8,48,8,112

LAPC 1180:LOCATE+L,18:PRINT - “Perineter.=.",d;
b

LANL 1198-LOCATE 1,21 :PRINT-"fArea««r« 02", 0}
be;CHRE(255)

NACJ 1200 LOCATE-24,25:PRINT - "Press-a hey:for
MENU"

HAFL 1216 IF+INKEY$=""THEN.1210-ELSE. 18

BAHW 1228 -CLS

CANF 1230 -MODE-2

EAJC 1248-0RIGIN- 250,250

NAPE 1250-PLOT-@,0:DRAN - 100, 8:DRAN - 100, 50:DRA
W+@,58:DRAN 8,0

LAPG 126@-PLOT: 16@,50:DRAW 188, 100 :DRAK. 180, 5
B:DRAW- 108,08

TAFJ 1270 FLOT: 180, 108 :DRAH 88, 160 : DRAK -8, 50

JADT 128@.LOCATE L, 2:FRINT."Equations.-"

ABEB 1290 LOCATE+1,4:PRINT " frea -+ length.x:
width x height"

NAOL 1380 :LOCATE 1,B:FRINT-" Perineter:-:(4:x
«length) 4"

HAKB 1310 LOCATE L, 7:PRINT+" {4k width) 4. (4
x+height)"

MAFK 1320LOCATE-1,10:INPUT:"Enter the length

MAHE ISM‘LGCHE 1,12:INPUT - "Enter  the -width.
b

NAEK lm-LOCM’I'l.l4:Il|l’llI-"Entlr'ih'llvi!ht
|—<.'c

CBBE 1358LOCATE. L, 16:INPUT - "Enter- the units:
of neasurenent ", d§

GAMF 1380 SYMBOL -255,112,8,48,9,112

HANG 1370 F=(4%a)+(dxb)+{d%c) 1 ezakhie

LAFD 1380 LOCATE 1, 19:PRINT "Perineter.=:",f;

=
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LADN 1398 LOCATE:1,21:PRINT - "firea-»»rr 122" e}
d#;CHRE(255)

NAEJ 1400 -LOCATE:24,25:PRINT - "Press a-key for
MENU"

HAJL 1416 IF INKEY$=""THEN 1410 ELSE.10

BAJN 1420CLS

CAPF 1430 /MODE .2

EALC 1448.0RIGIN-250,250

BAKL 1458 DEG

DADA 1468 /HOVE 0,50

GAKB 1470+FOR-2=0+T0.360-STEP 10

GAIL 1480 DRAW.SESINCa), SE%C0S(a)

CANC 1490 -NEXT

JAOH 1508 LOCATE 1,2 PRINT-"Equations:-*

MAKP 1518 LOCATE:1,4:PRINT " +Area - 4" ;CHR$(2
54) 1 e" CHR¥(285)

GANI 1520 -PRINT-#2,CHR$(22);CHRECL)

NALP 1530 LOCATE -#2,1,4:PRINT #2," fArea - 4";
CHRE(254) ;"r" }CHRE(255)

IAMP 1540 LOCATE #2,1,4:PRINT #2," xrevr v

Line 1630

Here's another INKEYS routine you might find

useful. All this line is doing is looping on itself
until a key is pressed, at which point it's simply
jumping back to line 10.

HADL 1558+LOCATE:1,S:FRINT v vovns®riienns el

JAPC 1560:LOCATE 1, 7:PRINT - "Take Fi as:"
FAKN 1570:LOCATE: 1,8 PRINT PI
LAGF 1580-LOCATE.1,14:INPUT"Enter -radius:-+"

T
CBFE 1590.LOCATE:1,16:INPUT: "Enter:the units:
of ‘neasurenent - ", bl
EABI 1680 c-qxPI*a%a¥a/d
LABM 1618 -LOCATE 1, 19:PRINT "frea. v v=2", ¢}
h#;CHR$(255)
NAIJ 1628-LOCATE.24,25:FRINT"Press-a-key-for
___«NENU® =
[HABM 1630  IF - INKE ¥4="
BANM 1640.CLS
CADG 1650 -MODE.2
EAJC 1660:0RIGIN: 300,230
BAOL 1678:DEG
DAHA 1660-MOVE-50,0
GAHF 1690 .FOR-a=9@:70.270-5TEP: 10
GAPR 1700 -DRAM-SB#SIN(a) , 10%C05(a)
' CAIC 1716NEXT
_ FAGL 1728PLOT.50,0:DRAN-58, 128
| GABB 1738.PLOT.-50,0:DRAN--50, 120
i EALC 1748:0RIGIN: 308,350
DABA 17508.MOVE.D, 10
GAMB 1768 .FOR-a=@.T0.368:STEP: 18
GAGL 1778 DRAN-50%5IN(a), 10%C05(a)
CAPC 1780 NEXT
JAJT 1790 -LOCATE: 1, 2:PRINT -"Equations ="
NAJK 1866-LOCATE:1,4:PRINT." -Area -+" ;CHRE(2S
4);"r" ;CHRE(252); "h"
JANC 1816-LOCATE 1, 7:PRINT " Take Piras ;"
FAIN 1820-LOCATE.1,8:PRINT.PI
MADL 1838:LOCATE:1,12:INPUT: "Enter the radius
r=efya
MAIK 1848 LOCATE:1,14:INPUT- "Enter the height
=tfh
CBFE 1850 LOCATE. 1, 164 INPUT  “Enter . the -units:
___of'measurenent -+", cf it
|DALM 1868 d=FIxa®axh |
GACG 1878 SYMBOL 255, 112,5,48,8, 1128

*.THEN 630 ELSE-10__|

LANM 1880 LOCATE £, 19:PRINT "frea: 24", d;
cf;CHR(255)

MABK 1898 LOCATE .24, 25:FRINT - "Press-a-key:for
“MENU"

HABM 196@:IF+ INKE¥$=""THEN 1900 -ELSE-10

BANM 1916 .CLS

CADG 1320 -MODE:2

GAPT 133@-PRINT-#2,CHR$ (22) ;CHRE(1)

MAGO 1948 LOCATE«#2,24, 3:PRINT #2,"Conversion
«Table"

MAJK 1958 LOCATE.H2,24, 3:PRINT-B2,"_______

TAPD 1968:LOCATE:26,6:PRINT-"L<E-N-G T H-"

CBMJ 197@:LOCATE- 18, 10:PRINT -"18:nillinetres-
(nn) =L centinetre: (cnd"

WAMP 1980-LOCATE- 32,12 PRINT " 18- ¢n-=+ 1 decin
etre:(dm)"

NAPF 1990:LOCATE. 32,14 :PRINT."10-da .=+ 1 netre
+(n) =+ 1008 mn"

MAHO 2660-LOCATE:33, 16:PRINT."18.n:=:1 decane

tre. (dam)"

20816 LOCATE:31,18:PRINT " 10 dan = 1-hect

ometre: (hw)®

QROP 2820-LOCATE- 32,20 :PRINT-"18 hn-=- 1. kilon
etre (kn) = 1.000 a"

LBIP 2830-LOCATE.5,23:PRINT "The decinetre, «d

ecanetre-and-hectonetre-are very-rarely:

used"

2040 -LOCATE- 24, 25 :PRINT - "Press a key: for

next page”

TACC 2050 IF - INKEV$="" + THEN. 2058 ELSE - 2060

BARM 2860-CLS

CANG 2070 MODE-2

GANI 2@80-PRINT 2, CHRY(22);CHRE(1)

NAFJ 2898 LOCATE-#2,24,3:PRINT -#2, "Conversion
+Table IT"

NAKL 2100 LOCATE-#2,24,3:PRINT -#2,°

n

NAG

OAN

HANG 2118.LOCATE 28, 6:PRINT. " A<R:E+A."

GAEC 2120 SYMBOL.252,24,36,8,16,60

CBBO 2130-LOCATE 22, 10:PRINT "108: 5q-nn: (nn";
CHR$(262) ;") =-1.sq on« Com" jCHRE(E52) ;")
"

PANK 2140 LOCATE 22,12 :FRINT"108 sq cmero oot
s=eLosqdme (da" ;CHRE(252) ;" )"

JADB 2158+LOCATE 32, 14:PRINT-"and:so+on"

OAML 2166 LOCATE 26, 16:PRINT "1 sq dan- (dan";
CHR$(252);") = L-are"

CBMH 2170.LOCATE 28, 18:FRINT."18@:ares:=:1.sq
«hn Chn" ;CHR$(252) ") =2 Lohectare”

OBHG 2188LOCATE+3,21:PRINT«"The hectare-is-t
heronlysunit uhich-the prefin hectoris i
neconnon - use”

OACO 2198:LOCATE:24,25:PRINT"Press-a-key:for
next page”

IAJB 2208 IF INKEY$="" THEN 2200 ELSE 2210

BAKM 2218-CLS

CANF 2220 /MODE -2

GAJT 2230 PRINT-#2,CHR$(22);CHRE(1)

NALN 22408.LOCATE #2,24,3:PRINT 42, "Conversion
«Table IIT"

OAPE 2256 LOCATE -#2,24,3:PRINT .#2,"

TAPG 2268.LOCATE 26,6:PRINT " <\ Q+L+U:M-E-*

GANF 2270-SYMBOL-255,112,8,48,8,112

DBDC 2288 LOCATE 20, 16:PRINT . "1-808 - cu nn- (nn
";CHR$(255) ;") =+1+cu-ca: Cem" ;CHRE(RE5);
wy

PALO 2290 LOCATE 20, 12:PRINT-"1-000 curcm:» -+
oozl eguedne (dn" JCHRS (250 ;)"

JAAE 2300 LOCATE 32, 14:PRINT: "and : 50+ on"

NAFJ 2318:LOCATE 24, 25:PRINT - "Press-a-key-for
MENU"

HALL 2328 .IF:INKEY$="".THEN-2320-ELSE-10

Line 1860

Following the theme this month of having no
particular theme to speak of, you might like to

think about the equation:
Pl*a*a*b

You see, though this command is fully
functional the way it is, it's always worth
remembering that if there is more than two 'a's
- say three - the following example would be a
lot more efficient:

PlI*b*a"3

Typing listings

If you've never typed in a listing
from AA before, then reading
this following blurb is a
REALLY GOOD IDEA.
@ Basically, all you need to do
is type in exactly what we print
EXCEPT the first four letters in each
line.
® The first four letters are a code which work in
conjunction with our unique and utterly
excellent TypeChecker program below.
@ Only press RETURN when you get to the end
of a command line. f a command line goes on
to two lines do not press RETURN at the break
in the line. Your lines on screen should break in
exactly the same place as they do in the mag.

TypeChecker

This is a program that enables you to check
whether you have typed AA listings in correctly.
Type it in, then SAVE it for future use. So, when
you want to type in an AA listing, and you want
to double check that you got it right:

@ Load up TypeChecker.

@ Type NEW.

@ Type in the listing of your choice.

® When you've finished type LIST.

® At the end of every line a highlighted code
will appear. It should correspond with the code
printed in front of the same line in AA. If it
doesn't you have typed in that line incorrectly.

PAML 10" TypeChecker UL, 0:~+By-Sinon-Forrest
er+-:Dec 1992

MAOJ 20" For-fnstrad Action - Public-Domain

DANK 30:MEMORY.&9FFF

CAJK 40:csun=0

GAME 50:FOR-addr=2A000 .10 &AD5E

DAKJ 60-READ hyted

GRJB 70-bytezVAL("&"+hytet)

FACT 8B-POKE-addr, byte

GAFB 90:csunzcsumthyte

DALK 100-NEXT-addr

OACT 110.IF:csund)&2ADD - THEN PRINT - "Checksun:
Error":END

LAKE 115+PORE.&A00L, PEEK: (§BBSB) :POKE - &AGOE, P
EEX  (KBBSC)

KAHI 120:POKE:8BBSA, &C3:FORE - 4BESH, &3 :POKE 4B
BSC, &R0

MACH 130/PRINT."TypeChecker V1.8 Installed":E
ND

MABC 140.DATA-CF,FE,93,FE,0A,CA,00,A0,F5,C5,D
5,I5,FE,0D,Ch, 22

LACJ 150.DATA-AO,5F,16,00,20,50,00,19,22,50,0
8,E1,D1,C1,F1,C3

LAFJ 160.DATA-00,40,3E,20,C0,00,00,3E,18,C0,0
B,AB,20,50,80,7C

LADT 176:DATA-CD,45,A0,7D,CD,45,00,3E,18,C0,0
@,hA0,21,60,00,22

LACH 180.DATA-SA,A08,C3,1B,40,FS, E6,0F,C6,41,C
D,00,#0,F1,E6,FB

KAJC 190.DATA-IF,IF,IF, LF,C6,41,CD,00,08,C9,0
0,08, END

Turning TypeChecker off (it is automatically
initialised when you RUN the program above)
and back on again is quite simple:

POKE &BBSE,@  To turn it off

POKE &BBSB,3  To turn it back on again
TypeChecker was an Amstrad Action
presentation brought to you in association with
Hairy Happening Productions Ltd.
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ltisn'tollyﬂlanlllﬂ'.llllwhmanlndlescene The CPC has a
thriving coftage lllllm‘ll'y_mdudrlg what's known as
Homebrew software. Illﬁeﬁmto‘la new series Simon samples
ilte wares of one m" Imnelu'ewer Angela Swinbourne.

efining homebrew software as
existing somewhere between PD and
commercial software is a rather

catchy, nicely-processed, easy-to-swallow in a
TV advert-sort-of-way description. Broadly
speaking it's correct, but it's far too trite to do
homebrew the justice it deserves. Homebrew
software might not have the professional
polish of the stuff that the major software
houses have produced, but in many ways, it's
just as good if not better. And, most important
of all, it's a growing industry.

Brew up

Homebrew software is exactly that — software
that's been written by amateur programmers at
home. This is software that's been written by a
CPC nut with other CPC nuts in mind.

The underlying attitude of homebrew
software is fairly friendly as well - the point
isn't to create the biggest game since Elite,
but to create a few really fun games that cost
just a few quid. There're no flashy graphical
effects, no trade marks, just games based on
concepts rather than gimmicks.

Anyway, in order to alert you as to what's
hovering about out there on the homebrew
scene, each maonth | hope to be taking a look
at different selections , to see just what's on
offer from the homes of CPC addicts.

This month’s
brewer’'s choice:

Crystal X Software

If you take a look at page 56, you'll find a
storming review of the excellent Stellar Quipost,
a game from Angela Swinbourne of Crystal X
Software. This is a home brewery that, for the
year or so that it's been around, has specialised
in strategy games. Anyway, we thought we'd
have-a flick through Crystal X's catalogue.

Cloaker (£2)
This one is definitely what
homebrew software is all about -
strategy games. It's a bit more
chessdike than most, though
invalving the movement of a
fleet of ships, and the
destruction of an opposing set

iTAG
8 (=]

FOINTS

it's filke & cosmic game of chesa - how llke
fife, aa pretentious film charecters say.

of ships, presumably because they pronounced
the word 'scone” differently, or something.

As well as being an excellent game to sit and
relax with, it's a perfect example of the Kkind of
title that homes will undoubtedly brew (well, |
assume that's where the name came from). It
requires brainpower, patience, and, above all, a
little bit of foresight {concepts which major
software houses always seem to shun).
Rating A A *

General X (£2)
This one's a slightly strange {or should that be
unusual?) concept for a strategy game, The pletis
simple — you have to promote all 10 of your units
from the rank of Private to the rank of General,
But the gameplay is far from straightforward.
Here's a brief clip from the instructions:

“The board is divided into five zones. A unit
can only move freely through a zone if it has the
appropriate clearance pass for it. If the unit

Decernber 1993 AMSTRAD ACTION cigaette smoke

e, Brew

Generalk X

Pemily o cree froem wroedoniteen,
Wt the hall dis the 3 family de, then?

enters a zone which it doesn't have clearance for
then that unit cannot move for two turns, after
which it has earned the pass for that zone."

Have you figured it out yet? Well, it's basically
like a board game, and within those parameters,
it works very well. The gameplay goes on to
cover stealing passes from enemies, sending
troops into limbo, rendering squares un-usable,
and all.the other stuff that goes with a game
based on sneaky tactics.

As-one of the two-player games in the
collection (though you can play against the
computer if you wish), this is definitely one you
should investigate, as it's damed good,
Rating * % % %

Justice (£3)
You have been convicted for a murder you didn't
commit, and have escaped (erm - Dave) to find
the real killer {hold on a mo' - Dave), in order to
shop him to the rozzers (where's the one-armed
man, then? — Dave).

Okay, it might sound like The Fugitive, but the
similarities this text adventure has with the
Harrison Ford film are only on the surface. There's
a wide range of different disguises to find and
wear, each of which must be suitable for your
surroundings if you don't want to get caught. The
range of locations is pretty huge including fields,
barns, towns, houses and a police station (not the
best place to be if you're an escaped convict).

The adventure was created using GAC, which
s quite a good package as far as
parsers are concerned, so the
game is fairly easy to play. If
you're into text adventures, this
is-one you really ought to check
out; because it's not only a good
example of GAC's capabilities,

Evomurl

0

It's ‘Atteck Of The Killor Haystacdks'. Watch
out for that one on the right, he's got a gun!



But is homebrew anything
more than just expensive PD?

Most definitely. You see, there are two
fundamental differences between PD and

homebrew software:
-ovwmamhmmmmmm
's copyrighted.

Know that. And while the games are generally

but a really good example of what can be done
when someane with real imagination sits dewn to
write an adventure.

Rating & & %

Mantis (22) :
Crystal X Software's one foray into the action
game genre frankly isn't very successful, Don't
get me wrong, I've got nothing against action
games, it's just that the rest of this collection
shows a huge swing towards intelligent strategy
fitles, and the inclusion of a pretty bog-standard
action game sticks out like a purple aardvark at
an ant convention.

To be honest, it doesn't really compare well
to a lot of action titles you'll find in the PD scene
(the PD scene is very good at
repetitively churning out little space
ship games). You just pilot your
ship around a mazedike screen,
avoiding getting blasted and
that's about it, Vaguely enjoyable.
Rating %

Lovel: 2

Eneray Cells: &

The praoyleg montls eats W's parteer afbur
mating, with balked besns and a nica cole.

Pacifist (£1.50)

Here's another moderately groovy strategy titie
involving three different types of armies, "hell
bent on the destruction of their own kind". Your
task is to turn the whole lot of ‘'em into pacifists.
There are two ways to go about this:

1 You can march along in front of them wearing
a paisley shirt, purple corduroys, and a daisy in
your hair, singing Give Peace A Chance.

2 You can place obstacles in their paths, and
attempt to stop them from warring by keeping
them apart completely until you can turn them
into good guys.

AA recommends the latter course of action.
What this involves, besides placing obstacles, is
luring the armies into a 'pacifist chamber', turning
them into hippies and placing them at a random
positions back on the map.

not up to commercial standards in terms of
presentation and packaging, the gameplay is
often on a par with, if not much better than, the
majority of stuff churned out by the major
software houses in the last few years.
nm“mumwm over the

Parsbmaiy, lh'rmlﬂwusl-t'thndlg
o rampeglen holl-bont paycho nufter sy
wad to brow wp hege pots of berbel tee...

As far a verdict, well, this is definitely one of
the tougher games in the collection, but once
you get the hang of it and accept that this 1sa't-a
game you can idly blast your way through, you
should have quite a bit of fun.

Rating # * &

PZP (£1.50)
Intergalactic tug-of-war, anyone? This is a great
game in which the screen is split into two halves.
You sitin-a ship at the bottom of your half of the
screen, while your opponent (human, computer,
dog, Martian, Malaysian Spider Plant or anyone
else you can convince) sits at the battom of their
half. Running along the top of the entire screen is
a bar which stretches across both halves. On it
there is a banner, which at the start of each
game is precisely in the middle of the bar.

When the whistle blows both players start
shooting at muiticoloured targets at the top of
their screens. Every time you hit the bar, you pull
the banner further over to your side; the aim is to
pullthe banner right the way to your
end of the bar.

Thereis a catch;
bullet hits one of the
miulticoloured targets, this
causes an alien space craft to
appear in the opposite half of the |
screen, Mot only do these guys

every time a -

So walt a minwte - muh-nulﬂllll
get all the alleas and the computer dossn't?

] SN_J_!J from getting a clear.

‘explodes on you head,

 HOMEBREW GAMES €}

get in the way, preventing

shot at the targets, but
they also drop bombs
which freeze you for 10
secands if one of them

- Rarghi e u, ww,

, ettt ST
snacify,

blasting the aliens or try to

fire between them and hit the targets? Ah,

decision, decisions...

Rating o A &

Secior 5 (£2)
Could it be yet another twe-player wargame?
Sureis, and again it involyes the domination of
an alien planet. But this time you're not trying to
prevent it you're trying to achieve it

The game is all about conquering sectors of
the planet (you need five) by occupying the
target square with your forces. | could spend
ages going into strategies, tactics, and the like,
but it won't really do-you much good. In fact, I'm
quite sure it'd be a lof easier to
summarise by saying:
® I's & board game-type thing.
@ It involves things like missiles,
mines and teleports.
® It's good:

Thank you, and good night.
Ratlng Je e e

<z 7 ‘
|
|

Oosh, I | got a toloport enarglser, | might
w0t heve enoagh change for & lond sioe..,

And finally...

We think it would be pretty fair to say that Angela
Swinbourne has got quite a decent little
collection of goadies on offer. Granted, the
games won't be fastrunning, demadike orto
everyone's tastes, but if you want to do a bit of
thinking with some classically-designed and fun
puzzles, concepts and environments, there's
enaough here to satisfy your tastes.

And | guess I'l be seeing you next maonth for
the big one oh oh, and hopefully another
collection to take a look at,

‘Til then, have fun.

me

To get your hands on any of the software

you've seen today, send your cheque or |
postal order along with a tape or disk and a
stamped addressed envelope to:

Angela Swinbourne, 11 Vicarage View,
Redditch, Worcestershire B97 4RF.
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Because you demanded it! Yes, it's the fully working,
skeleton version of Laundry Blues, the text adventure that

Simon Forrester has been showing you how to write over the

last few months. Type it in and play it as it is, or make your
own modifications - the choice is yours.

inally we give in to the pressure. Here's
F the program as it's developed so far,

that's with the object manipulation
routines added. In fact the only bits that aren’t
here are a large proportion of the use routines
(i's all explained later), and the character
interaction stuff iwe haven't finished planning all
that stuff out yet). But you lot were getting so
impatient, we had no choice but to reveal at least
a workable form of the adventure.

Did-U-DIY?

If you've been taking my advice, and have been
attempting to the write the thing yourself as I've
been explaining the routines over the last few
months, award yourself a Scouts' badge for
computer programming and consider yourself
wellrespected by the AA crew. Now you can
check out how I've written the program, and do
a spot of comparing and contrasting in true
GCSE English fashion.

You may have already typed in the semi-
completed program from a few months back, so
you'll be able to use that and just insert the bits
you want with some crafty renumbering, but if you
haven't been following the mag for that long, or
you can't dig out the original, just type this one in:

CAPT 10+BORDER @

CARE 20+ INK:@,0

CAKE 30.INK-1,26

BAKP 40-MODE-1

AFLP 50 PRINT."«« You wake:with-a:start. Ther
e'sea oo obright-light-shining:in+your.e
yes, It «feels:like:the sun, Ohmo, «it:
I6:the««+sun, It's-already:late:in:the:
norning: «+and:you've-got to-get.all the.
laundry: « +done-and - get -round - boryour fri
end’s"

FBJIN 68:PRINT: "house«for - lunch. You'd-better:
get: oo oooracking, -really. . "

CCAB 78:PRINT-". . You-get -dressed -quickly-and
swonder -what:to-do-in-that hapless kind:
of rmanner you-have, "

CARM 88 GOSUB. 350

DANB 98- 'Parser

CARO 16@.GOSUB. 818

CAPD 110.PRINT

DARG 120 INPUT.*", i

CABE 130 PRINT

EANA 140 i$=UPPER$(i$)

CABO 150 ERASE wi

BAMJ 160 w=1

DAOB 170 1=LEN(i$)

DAON 180:FOR-a=1:10:1

EAEE 190 c§=MID$(if,a,1)

HAGT 208+ IF:c#="+"THEN w=w+1:GOTO 220

ERIG 216 w$(w)=ui{u)+cs

CAEH 220NEXT:a

NAAB 238 IF wd(1)="NORTH"OR w#(1)="N"THEN:GO0S
UB1100:G0T0 116

Lines 280-320

Yes! The Workshop boxes in Type-Ins have
been such a success we've imported them
over to Venture Forth - for ONE MONTH
ONLY! These lines are the patches into the
parser that we need to insert if we want to
add new commands. As you can see, five
new commands have been added:

1 Take or Get

2 Drop

3 Examine or X
4 Inventory or Inv
5 Use

Each of these lines, when activated by

the appropriate command, will execute
a subroutine, then return to the normal
parser bit at line 110,

NADC 248 IF w8 (1)="SOUTH"OR w$(1)="5"THEN GOS
UB- 1158:G0T0- 118

MAMK 256 IF+w§(1)="EAST"OR we(1)="E" THEN GOSU
B-1200:G0T0- 110

MAKN 268 IF w8 (1)="HEST"OR wd(1)="H"THEN GOSU
B 1250:G0TO 110

KAPE 270 IF +w§(1)="LOOK"OR w$(1)="L"THEN GOTO
100

NADE 288 IF w$(1)="TARE"OR w$(1)="GET"THEN GO
SUB: 1360:G0T0. 110

KAMB 290 IF \w$(1)="DROP"THEN - GOSUR - 1468:G0T0+
118

NAMB 300 IF 1w$(1)="EXAMINE"OR wé="X"THEN GOSU
B+ 1568:G0T0. 118

OAPP 3100 IF wd(1)="INVENTORY"OR Wi CL)="INV"TH

ENGOSUB- 1690:G0T0 . 110

JHBN 320 IF -wd(1)="USE" THEN GOSUB .+ 1760:G0TO L
10

GAHO 338 PRINT." ..

CACK 348.G0TO-118

HiwA 358 -Set up-variables

DADA 360DIN-w(40)

CAMJ 378 loc=16

DAEP 380.DIM-acc(16,4)

DAMN 398.FOR-a=1:70.16

CAFH 408 READ a4

FAHK 418-a$=BIN§CVAL("&"+ad),8)

FAFF 428:FOR:b=1:T0.7.5TEP 2

JALL 430-ace(a, ((hi1)/2))=UAL("&x"+MIDS$(a$,b,
2))

CAJH 448-NEXT:b

CAJH 458/NEXT:a

EAMC 466 :DIN:ohj$(16,5)

DAGO 478.FOR-0=1:T0.13

DANL 480.FOR:s=1.10:5

EAHL 438READohjfo,s)

CAKI 508.NEXT:s

CAEL 518/NEXT:0

CAHJ 528 RETURN

GAFT 530.DATA.28,22,22,02,a8,02,08,00

HABE 540:DATA-a8,12,aa,8a,a0,02, 88,80

MAFB 550-DATAa-washing-nachine,machine,l,@

KDHL 568.DATA-".: It:looks:like-a rather-ordi
nary: o+ cwashing machine. «Ihet you:cou
ld+put: - some-washing:in-there, It-also
‘has:arc«eslot-for-coins-and.a-drawer fo
r-washing:pouder,"”

HAKG 578:-DATA-a chair,chair,1,0

LECH 588.DATA-"++ It's.a-dodgy: looking plasti
¢:chair,  but -you: could probahly sit.on:
it»"

CEMM 530:DATA-a very nice packet of -washing:p
owder, powder, £,4

LBHG 668:DATA-" - It just: looks:like:the:sort
+of «thing you need - to-do- the -washing wit
B

GAPL 616:DATA-a hook, hook, 7,0

ABME 620 DATA" < It’s.a-small-hook-with: some
«keys.on o it,"

IALC 630:DATA:sone-keus, keus,?,1

MAHJ €40.DATA-"+.«They’re-door keys, Prohably
"

Cone-again?”

NADH B50:DATA-some-coins:on the:table,coins,?
1
L3

GBML 660 DATA-"+ My my, -sone-money, It's-in:
yourhouseso: it-must he:yours "

GAAN E70-DATA-a note,note,7,1

LBBL 680:DATA-":«<It's:in:your handuriting, I
tesayseooDon’toforget ko huy a-laundry
thag. "

ABKO 590:DATA:another pileof «dirty clothes,c
lothes, 8,5

CBCJ 708:DATA-"+ It looks:like a heap:of -wou

B o B ca
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refilthy: -clothes,"

LAKM 710:DATA-a-skatehoard, skateboard, 12,0

CBGE 728-DATA-": - It's-a hoard with-skates:on
cIb'smoeuse-at-all”

JADA 730:DATA+a:laundry-hag,bag, 14,2

PBGE 748 DATA-":« It's:a-bag:for putting: laum
dry«in, ¢+ «It:looks:like:it might he:just
the:rightsize."

JAFD 750 -DATA: some-money,noney, 15,1

JADJ 760-DATA"++ Hurrah, you're richt"

0ACK 778-DATA-a-pile of dirty: laundry, laundry
16,5

ADCE 780-DATA-"+..It's-a-ragged heap:of ‘dirty
«clothes, -They:all-look:1ike-they-could:
do-with-a-jolly good vash. -Mayhe you:sho
uld-think:-ahout:that.”

IANP 788:DATA:a motorbike,bike, 16,0

HCHG 80@.DATA:"+ - There.are-hits of -notorhike
rall-over-the floor. It:looks:like:it ni
ght e« o oJapanese, - You-ought to-tidy.up
«later.”

KAHH 818 Display roon description

DALJ B20:RESTORE . 340

EACL 830.FOR:a=1:10+loc

CAAT §48-READ-d§

CANH 850 -NEXT a

CADP 68 PRINT 44

IAHN 878 f1g9=0:PRINT-"You-can-see "}

DAOO 880 FOR-0=1:T0:16

PAME 890-IF VAL(chj$ (o, 3))=loc THEN:PRINT:obJ
$(o, 101", "1 f19=1

CAHI 308 NEXT-o

ABGE 916-IF£19=0.THEN-PRINT-"nothing:of - inte
rest," 16010930

JAMC 928 PRINT-"hut -not-much-else.”

CAMJ 938 RETURN

PEWJ 948-DATA-"You-are-in-the launderette, Yo
usarer«osurrounded by split-plastic.se
ats.and«« -unhappy people. The roonsmell
s+of s v+ vwashing powder and boredon, +Th
erg«are:washing-machines by-the-wall:a
nd doors: «to:the:south-and east.”

GEGK 958:DATA"You-are-in-the street . Litter:
blows«::.along: the-road, There is+a-hus
stop, Theshelter looks-a+hit:on:the dod

Another really important thing to remember is
that in order to make the game flow smoothly,
and not point out to the player exactly what

objects are directly relevant to completing the
game, every object should have a use.

There are always going to be a few objects
that you can't pick up, but add any objects like
this to the 'use’ branching bit of the program,
along with a litde comment like:

gy+side:-hutit-looks like«it-wight rai
n.Ther oo door tothe Jaunderette is:tos
the:west,"

NEAH 968:DATA-"You-are on-thehus, I-hate-hus
5, *Houdothey-make- then smell so-disgus
ting? At least you-can: look:out of - the:
window, -Oryou-could:if it wasn't steaned
«up.+ I+ oo ohate-huses, (Nercifully, the: jo
urngy: -+« «doesn’t+last«long."”

JCLO 97@-DATA-"You-are-in-the street:outside:
your+++ - friend’s house, There's-a-bhlue
«door+to:«the-east and:a bus stop: to: the
west,"

JCFK 388 DATA-*Yourare:in-another bhit.of rgrot
tys+ oo ovosuburhan- street, You:can-goea
st into-a:shop, -or north:into:a: laundere
tte."

OELK 990 DATA-"+« It's+a-washing pouder:shop,
Despite: there:being:over:258-different
hrands, « «they're-all made by ane-of - onl
yrtuos oo rmanufacturers, «How bizarre, \Th
gre’s«a«c«nice:looking -person-hehind:the
scounter. «The-only-exit-is-west,"

BOBO 100G -DATA-"You're:in-your kitchen, Don't
+youever: «do-any -washing-up?: This place
visraroooodisgrace, «There's a-hook:hy t
hesdoor .« wuhichis-to:the: south.”

AEJM 1810-DATA-"You:are:in+your hathroon, I:h
ope-your: - vaccinations-are-up:to-date, -
Donestos:isMOT-a-Greek: island-and-splash

ingeits e o vahout a-hit-could:save your: |

ife,+Therdoor-is-to-the south.”

Crutonn. €9

What - every single one?

"What the hell are you going to use a
chocolate teapot for, anyway?"

As the use branch bit operates at the
moment, it will cope with unusable objects (or
even just objects you couldn't be bothered to
program) by, if no use routine was executed,
defaulting to a sarcastic comment like:

"Well, that really helped didn't it?"

A parser with an attitude problem, or what?

KDMB 1828 DATA-"Nore: grotty-old street, The:s
ooner-this whole:place:gets-demolished,
the hetter.You can:go-north, rsouth, or-e
ast and:youshould-do-one:of - then - really:
soon,”

HDLD 1838 DATA-"Out in-the-street, You-close:
your front-door hehind: you. Seell-that:s
uburhan: ++cair,Foul, «isn't it? fAnyvay, «
you-can-gorwest-or-east  (hack:to:the hou
se)."

CDFM 1840 DATA-"Your front hall:looks a:hit-t
idier-than:the-rest of - the -house, You:ca
negos oo cupstairs. (east), north, «south
s rarwest, ‘Bliney, -what-a-choice,”

LDKA 185@:DATA:"The:landing is-abit:of a:sta
te, too, That skateboard: looks a:hit-d
angerous: -there-at:the:top of : the:stair
5, -You:can-go+north, -south, - or -dowun: the:
staipge oo (uest),”

MCFT 1868-DATA:"Lawks:a:lordy, -it's: sone more
sstreet,  But-wait, What's-this?: There'
s+a+shop-tothe-east, «0r you:can-go-north
<ifyous o ouant,”

CFMN 1870DATA-"Hell:I’11 he horn swoggled! I
t'searer oo Jaundry bag:shop, «dedicated -t
o-thersalesof - jolly helpful - laundry hags
. ‘Mhat a: - good: thing:you-stunbled: upon:
it There'sa nice:looking woman:hehind:t
he-counter ,Or-yourcan: leave by-going ues
t‘l

KDNN 1088 :DATA-"Living-rooms are:funny:old:th
ings, +oveoaren't they? This is yours.an
d, «like+therestof -your ‘house, it could.
do-with:««-sone tidying-up. The exit is:
tocthe:«««:north.”

AFKF 1098 -DATA:"You're: in-your bedroon, - It's:
an-utterly-disgusting-tip-of-a:place. Di
rty coffee nugs-everywhere, hits:of -conp
uter-and: -wotorbike:all-over the:floor,
«It'5.an:oqutrage. -You:can: leave by goi
na-north, « «and -naybe - you:should . ”

EAKA 1100+ +Go+North

FBND 1110+IF -ace(loc,1){2+THEM PRINT "+ . I'n:
sorry+Dave, «Iocan’t do«that." :RETURN

DAOP 1120:lec=loc-4

DAOB 1130 :GOSUB- 818

CAGM 1140-RETURN

EAHB 11507 «Go:South

FBEE 1168:IF:ace(loc,3)¢2 THEN PRINT "+« I'n+
sorry-Dave, I.can't-do-that," :RETURN

EABA 1178+ loc=lac+d

DADC 1188.GOSUB- 810

CALM 1190 -RETURN

DANI 1208 ' +GoEast

“inis
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This is the routine for taking objects. it's
basically a very simple routine and carries
out these few basic checks:

4 That the object to be taken has actually

been stated.

2 That the object exists.

3 That the object is in the same location as

the player.

4 That the object can actually be lifted.
If all these checks are positive, the player will
then be carrying the specified object. At each
level, though, if something goes wrong, the

Lines 1300-1450

user will be presented with an appropriate
comment, insulting or otherwise.

The one check I've omitted from this routine
is a weight check (as opposed to just a carryable
check). This is to keep things simple and make

sure the game is actually playable before it is
inserted. I'll provide you with the routine to sort
this all out at a later date if you're either not
willing or not able to write your own (it doesn't
really matter which - we all have to be beginners
some time}, but for now, we'll leave that part out

‘to make the game a little more easy.

chething: +»rexists-as-far-as I'n-concern
edt”

CAJN 1628 RETURN

JANB 1638 IF - ob$(so0, 3)="255" THEN -GOTO 1670

KAAN 1640.IF -UAL{ohj$(s0,3))=1oc  THEN-GOTO- 16
(]

CBBE 1658+PRINT:"+«:Not actually possible-I'n
+afraid, roldbean."

CANM 1660 RETURN

FAOT 1670 PRINT ohjf(so,5)

CAPM 1680 RETURN

GREG 1690 ' Inventory-bit

JAIR 1708 PRINT:":+ You are carrying:";

EAKE 1718:FOR 0=1:10:16

KO 1720:IF:obj$io,3)="255" THEN PRINT ohjs (o

FBED 1210-IF:acc(loc,2){2 THEN-FRINI-"«« I'n:
sorry-Dave, I+can’t-do-that," :RETURN

DAKP 1228+ loczloctl

DAPE 1238.GOSUB- 818

ChHM 1248 RETURN

DAIK 1256+ " Co-Hest

FBGE 1260:IF acc(loc,4){2:THEN:PRINT-"++:I'n:
sorry-Dave, I-can’t-do-that," ;RETURN

EABA 1270+ loc=loc-1

DAEC 1280.GOSUB-810

CAMM 1298 RETURN

NAFK 1418 FRINT:®: Idiot:- you can't-pick:th
atoupt"

CAKM 1426 RETURN

EAGP 1438 obj#(s0,3)="258"

JELK 1440-PRINT.* . «-You-take:it, -and:subseque
ntly-you:arenou: carrying " johjftso, 13",

CAKM 1450 RETURN

FAOF 1460 ' :Drop-obJect

OAAK 1470 IF w2 THENPRINT "+« +Stop being'si
11y." ;RETURN

Here we have the dropping routine, for getting

carrying out checks here, as well:
1 That an object was actually stated.
2 That the object exists (I've got this weird
feeling of deja vul].

rid of objects that are no longer needed. We're

Lines 1460-1550

3 That the player is carrying the object
(otherwise they'd be able to drag any object
they need from any location into their current
location simply by dropping it).

And | reckon that's about all anyone ever
needs to know about dropping objects.

routing very similar to our

of branching statements to take us off to our
particular use routines (each object has to
have a separate routine, as the uses are all
very different from one another, too different
o have one general purpose routine - the
washing machine behaves nothing like a set
of keys, for example],

FAHC 1300 ' Take Ohject
JBMA 1310 TF w{2 THEN-PRINT "+« «Stating anob
Ject would-hera really: wise-nove, " :RETU

EAET 1320-FOR:50=1:T0:13

NAGH 1330 IF:UPPERS (w4 (2))=UPPERS (0bj${s0,2))
+THEN-GOTO - 1378

TAJC 1340 NEXT:so

NCFO 1350 -PRINT.*:«:I'nereally sorey, but:I'n
not-even:« sure:if«Irknowwhat-oneof b
hose:«+++actually:is, et alone-wheth
er-ornot: o take onel”

CAKM 1360-RETURN

KAHM 1370 IF VAL (obg#(s0,3))=1oc THEN:GOTO 14

B0

NEMJ 1380 PRINT."+ Sorry-n'all, hut I can’t
find-one:of - those-around -here anywhere -
rtry-again.”

CANM 1390 RETURN

JAIL 1400 IF+VALCobjé(s0,4))20 THEN GOTO 1430

EALI 1480-FOR:s0=1-T0-13

NALH 1430 IF :UPPER$(u${2))=UPPERS (ohjf(s0,2))
+THEN - GOTO - 1530

DAKC 1508 NEXT:so

IBOF 1518-PRINT:":: I'nnot even-avare-of the
vexistence:-of «such-an+iten, sirrah!"

CAIN 1520 RETURN

ACMI 1530 IF ohJ$(so,3)¢}" 255" THEN PRINT "+ ..
Nice:try, ‘but-you'remot-actually. . -car
rying:that, «are you?" :RETURN

GAEN 1548 objfs0,3)=5TRE(Loc)

CALM 1558 -RETURN

DAKP 1568 ' +Examine

PAND 1578 IF -w(2: THEN-PRINT-"- . -Exanine what,
«pray?" :RETURN

EAPT 1586:FOR:s0=1-10 16

MANH 1590 IF :UPPERS (obg$(so,2) ) =UPPERS (wk(2))
+THEN:GOTO - 1638

DAIC 1608-NEXT so

JBNL 1616 PRINT "« :Nice:try, no-dice=no'su

4

CAJL 1730NEXT 0

CAJH 1748-FRINT

CANN 1758-RETURN

TAKD 1768+ ' Use-Object: Selector

LAGE 1770 IF w{2 THEN PRINT:" . Yeah:Yeah Yea
o

FAEF 17808 uos=UPPERS(w$(2))

JAET 1790 IF LEFT#(uo¥, 3)="XEY"THEN -GOTO. 1820

MAFM 1800.PRINT-":«:Not-that that helps-at-al
1.

CAKM 1818-RETURN

DAIN 1820+ ' Use key

JEME 1830 IF ohj#¢5,3)¢)" 255" THEN -FRINT "+ -1

Here we have the inventory routine. It's dead
simple, really, as it just flicks through the

status of each object, printing its name if it's
in location 255 (the user’s pocket). As you
can see, it's just a FOR/NEXT loop with an IF
_command in the middle.

It's those oh-so-familiar checks for the
examine command, as well, to make sure that:
1 That an object was stated.
2 That the object exists.

Lines 1560-1680

3 That the object is in the same room as
the player, or in their pocket.

And if those three check out, the program
can go ahead and print the description.

tomight help:if ryou-were carrying: «+then
" tRETURN

EBCG 1848 IF:loc() 10 THEN PRINT. "+ Mell, tha
t+helped: (yeah, right) " RETURN

JDGI 1850 PRINT. "+« +The:front door toryour-ra
thershabby house:suings majestically-op
entothe: - -nechanical clunk-of «a-lock i
neperfect - working-order: (ooh, I-do-lov
e-life) "

DAHS 1868-acc(lO,2)=4

CAAN 1878 RETURN



The O‘Iﬁr.o Coll'clhrl all the best PD
D WP's, Disc
Utilities, DOS', etc Just send disc, SAE
and 50p to David Crockes, 37

CPC Undercover, A CPC Franzine with

Trimingham Drive, Bury, Lancs, BLB 1JW.

Services

CPC Lisitings with magazines
parmission, most not available in Public
Domain. Games and graphics on 3° discs
for £3.00 from Angeta Allum, 22 Point
Royal, Bracknell, RG12 7HH,

Textsheet 2 Text Editor for sale. Home

great coverdisc, superb value.
news, features and more for only BOp +
SAE to David Crookes, 37 Trimingham
Drive, Bury, Lancs, BLB 1JW.

Swap Soft 968 Firmware for 464/6128
plus Amstrad Assembly Language coursa
by Glentop, disc version and 4 ather
books for Fombord with Photex or
Second 3.5 Disc Drive. Why? Phone
0934 512608

Any owners of Amstrad User issue 1 will
get issue 4 or 5 absolutely freel For more
info write to: Amstrad User, Brian Leaky,
St Mary's Rioad, Kingscourt, Co Caven,
Ireland. Tel: D42 67189,

Tuck-PD. Loads of top guality PD
Software together with loads of second
hand software. For details sand and SAE
to Matthew Tuck, 15 Ravencar Road,
Eckington, Sheffield, 531 9GJ

Star Trek, issua two of Enterprise
Fanzine is now avallable. To order your
copy |ust send 70p + sacond class slamp
to: Enterprise 2 (AA), 1 Backdykes
Terrace, Falkland, File, KY7 7BA
Emterprise, the Star Trek Fanzine, needs
people who are interested in Star Trek 1o

writa lo: Entarprise Writers (AA), 1
Backdykes Terrace, Falkland, Fife, KY7
7BA. The best articie wins a Star Trek
poster, 50 get writing!

Tape PD a! great prces. Jus! send an
SSAE to Power House PD, 5 Pentland
Road, Slough, 5L2 1TL for a free
catalogus.

Hex Heroes PD Literary, Over 100
salections of o quality PD software (25p
each). Send and SAE to 24 Woodend
Lane, Stalybridge, Cheshire, SK15 25R
for & tree catalogue

Swap 50 casselte games, Amstrad Basic
Tutorial Guide Part 1, Azimuth Head
Alignment tape and Genisis Adventure
Creation System for DD1 Disk Drive. Tal,
0243 603974,

1 will swap the CPC salection
(Tabaruba, Shape + Sound, Superbest)
for any good game. Tel: Paul 0664 61094
{Maibon Mowbray).

CPC Undercover, packed with lop
feature, Wiorals and reviews. Coverdisc
too. Send disc, SAE and B0p,

payable to David Crookes, Quick
Response, 37 Trimingham Drive, Bury,
Lancs BLB 1JW.

Impact - the quanery Disczine, packed
with reviews, lips, etc. Issue one out now|
Send 50p, a disc and an SSAE o :
Impact, 53 High
Trent, Staffordshire, ST 7TOF now!
Starting soon! Knights PD, a tape only
library. We desperately need soltware.
Write to: Tommy MacDonald (PD) 7

County Cottages, Piperhill, Naim, IV12
55C. Please enciose and SAE
Homebrew Games in machine codea,
from Strategy o Shoot-Em-Ups, £2.50
plus disk of £4.99, great value. Kevin
Heywood, 18 Sinclair Avenue, Banbury,
Oxon, OX16 7OW.

CPC 464 keyboard plus MP1 Modulator
plus 50 games plus handbook, £100 or
swap for compatible printer (not
DMP2000) for CPC 6128. Tel: (Alloa)
0258 218954, betwean Spm-10pm,
Image PD - over 100 selections, S50p par
selection, send SSAE for disc list to
Image PD, 15 Eimwood Drive, Pontaland,
Newcastie-Upon-Tyne, NE20 800
Please swap my 10016 + weighis and
bars with York 1001 Home Gymm for
your 8128 with working disc drive, ect.
Contact Barry at 11 Han’uwgam Road,
Reddish, Stockport, Che:

writa articles for the Fanzine. If this is you,

Lane, Burslem, Stoke-on-

I I spell checker,
1000+ lines 1o type in your text, Send
DiskMtape + £2.00 to Alan Payne, 89
Wolverhampton Road, Codsall,
Wolverhampton, WV 1PL.

Ink Master 2 - gives 3380 colours on any
Amstrad (not Public Domain), home
programmed. For your copy send
disk/tape and £2 00 1o : Alan Payne, 89
Wolverhampton Road, Codsall,
Wolvarhampton, WVE 1PL.

Wanted

Wanted Amstrad CPCAG4 computer
with leads for television, willing to swap
new Nintendo, still boxed with four
gamea unwanted gift. Mra M Hayes. 14
treat, Higher Broughton, Salford 8,

Wmhd on cassette: Rockstar Ate My
Hampster and Football Director. Will swap
for Turtles 2, Moonwalker, Vigilante
and/or Operation Wolf. Tel: Litte Mark
0493 803074

Amstrad 464 plus colour monitor plus
100 games for Sega Mega Drive 16 Bit.
Tel: Chris 0462 678134

Colour Menitar for CPC 464. Will swap
grean monitor with small amount of
money. | live in West Sussax and would
like to view, Tel: Nick 0730 B14622.
‘Wanted urgently: Penpal, 464 owner,
malefemale aged 11-14 to exch

Wanted desperately: Rainbird's
Advanced Music Mﬂm on disc (boxed)
Will swap for L and Equinox (the

CPC 6128 colour siren 3.5 disk drive,
Rombox, OTP, art and word processing
i . mouse, some AA cassettes,

game) both on disc Tel: Jonathan 0663
744863 (alter 4.20pm).
Any type of Managerial or Strategy
game for 464 cassatte, send list and price
to Terry Evans, 2 Chiltern Close,
Wastminster Park, Chestar, CH4 70Z
Wanted lilustrated Locoscript by Susan
Rogers, also copies of Amstrad PCW
BODO Plus. Tel: George Fryer D934
B2ZBOB0 (anytime).
PD software wanted for new tape aﬂly
PD library. All contributions returmed, 464
PD. 18 Cherry Gardens, Bishops
Waltham, Hants, SO3 15D,
Wanted for Amstrad CPC 464 TU

cluk Will pay any price
Tel: Esther 0843 226800.
AT Smith Compendium or any CCS
games, Desert Rats, Avalanche, on
for cash. Write to Mr SN Stone, 158
Braham Drive, Harrogate, West Yorks,
HG3 2UB.
Chess games on disc for 6128 wanted
Tel: Abu 0297 553451 (anytime) or write
to 38 Courtenay Drive, Colyton, Devon,
EX13 608,
Urgently wanted Scrap Citizen 1200
printer or print head with pins Inside, will
pay reasonable price. Please phone D623
660022 lunytlmel
Public Domain contacts wanted lo swap
PD on cassette/3.5” disc. No 3" discs
please. Immediate response. Send all
your software to Stuart McNaughton, 75
Nightingale Road, Edmonton, London, N§
BPX,
MP3 TV Tuner for CPC 6128 wanted
urgently. Tel; 081 523 2438 or write 1o Mr
M Stow, 12 Pasquier Road,
Walthamstow, London, E17 8HB.

some games, £235 cash. Tel: Andrew
0225 873200 (evenings),

Amstrad CPC 46C with colour monitar,
manual, 2 joysticks, lols of games and a
few A d Action, l

£120. Tel: 021 311 1796 (Sutton
Coldfield, Birmingham).

‘Wili swap Moonwalker, Arkanoid, Who
Dares Wins 2 and Turican 2 tape 464 for
Lemmings or Bart v Space Mutants or
Narc or Turtles Coin Op (tape). Tel: Glenn
0795 537942

CPC 464, colour monitor, TV modulator, 2
oy sticks, Lightgun, approx 198 games,
Iloads of AA's, dust covers, cassette
racks, worth over £450, bargain at £150
Tel: 071 223 BG7H.

Amstrad CPC 464, colour monitor with
over 200 games, and ulilities, in perfact
condition, comes with LC-20 printer also,
E250 ono. Tal: David 0375 843096 (aftar
school hours please).

Romantic Robot Multiface two plus
insider for Amstrad CPC 464, 466/6128
with instruction manuals for both, brand
new, still boxed, £30. Tel: 0802 630532
(Willenhall, West Midlands)

Amstrad CPC 6128 colour monilor, taps
deck, multiface, mouse, second drive,
software including Stop Prass, Art Studio,
games, good condition. Worth £1500, sell
£400 ono. Tel: (Cheltenham) 0242
520026 (aher Gpm).

Amstrad CPC 6128, colour monitor, tapa
recorder, manual, AA mags plus
covartapes, approx £300 of games, word
processors including Mini Office. Will
accepl £250. Tel: (Kings Lynn) 0853
TT2527.

Amstrad 464 grean monitor, games £80,

q and | ings. all
disc, swap for Elite, Switchblade and
Space Crusade, all disc. Tel: Tim 0533
B2B272 (after 4pm).

A 6128 green monitor, £90. Tel:
0892 523284.

AA’s B8 to present, ACU March 1991-
may 1992, Also many other computer

Public Domain wanted, for the
6128-664 or 464 with DiscDrive, anything
from utilities to games for Arend-Castle
PD. Write 1o : Mr DJ Evans, Castle PD,
Castle Hotsl, Castie Square, Cifon,
Gwynedd, LLSS 2NN,

Amstrad CPC 6128 colour manitor
manual, two joysticks, 60 disk games,
inc,

games, Write to: mandy Todd, The
Bungalow, Brickworks, Su r Way,
Fayersham, Kent, ME13 7NT - and
please hurry.

Penpal wanted, male or lemale, 11-15 1o
talk about computers and games and talk
in genaral. Write to Danlel Leddy, 17
Alexandra Road, Swindon, Wiltshire, SN1
1DB. | promise a reply.

Software for Public Domain Library,

disk PD for a newsletter. Send £1 to
Lower Dexbeer, Pancrasweek,
Holswaorthy, Devon, EX22 TLA or ring
Paul 0288 B2348.

MP-1 TV Modulator for CPC 464, will pay
betwaen £10.00-£15.00. Will pay

postage, Tel: (903 740203 (evenings

only),

6128 (CPC or plus), jus! the main
keyboard with built in disk drive {no
monitor or add-ons). Tel: Andrew 0742
368480 (after 4pm).

Wanted for Amstrad CPC 464 any
games for exchange or purchase,
reasonable praces paid. Tel: Tamzin 08932
B65685 (ater 6pm),
Software needed! for new PD library,
Tape or disc. Send software 1o; 3
Stonfield Road, Duston, Northamptaon,
NNS BEZ. Send SSAE if you want your
work (with free gama) raturned.

Any of these: Manitor, 2400 (+)
Baud Modam, multiface, soft 967, soft
968, maxam, 3.5" disk drive. Jonathan,
124 Gostord Road, Armagh, BTE0 2DE.
Tel: 0B61 507265,
‘Wanted for CPC 464 on

Harriar, Air
Sea Supremacy, Pawn Art Studio,
excellent condition, bargain at £100, Tel
?‘lﬂg mmmw%mmm:( mouse and
Interface £25, Brunword, Elite £45, OCP
Art Studio £10. Lots of games plus blank
ggok: ETD All above for £75 the lot. Tal;
amﬂnd CPc 464 with green screen,
joystick, MP1 adaptor, 64k memory
expansion, 40 games, 30 capies or

Tel: 0772 700318 (after 6pm).

ACU plus CPC Attack mags: March ‘90

10 Oct ‘92, 40p each plus SAE big enough

for the mags to: P Adkm lMags) 34
lose, A

e e *
G Format, C Force
and many others. Just £1 including any
cover cassettes! Write to: Mr D Cockram,
9 Frome Gardens, Lowlell, Gateshead,
Tyne & Wear, NED 6UW,
DDI with CPM2.2 and interface, manual,
vge, £70 ono, 464 keyboard only, vge,
£350n0. Tel: Exeter 0392,
Amstrad GX4000 with all leads and
adaptor plus two joypads and Buming
Rubber, £25. Please contact Simon at 9
Raynville Green, Bramley, Leeds, 1513
20F.

Cheap on disc and cassette from
£1. 6128 and mono monitor £60. 30
construction kit, Sprites Alive, all originals,
Multitace 2. Send SAE for list to: W
Learcyd, 105 Wellstone Avenue, Bramiey,
Leads, LS13 4EH. Tel: 0532 572154
Amstrad CPC 6128, keyboard, colour
manitor, TV convener, radio, clock, desk
and loads of games. Also mouse with ant
package and light pen. £250 ona. Tel:
Clive 0442 823072 (W Herts),
Amstrad CPC 6128 green monilor,
second disc drive FOI, £150. MP2
modulator for 6128, £20. Rombox, £20.
Tel: 081 890 1954,
Amstrad CPC 8128 in parfect condition
with green monitor and MP2 T\I'

dulator. Also i

Cl
meBGE 8JP twve nlfemawasl
Amstrad 6128 colour menitor, joystick,
165 games, programs include
North/South, Final Fight, Tasword, AAGS-
a5, all covertapes, leads for

gami
software and AMX an with rncmse Wil
sell for around £300. Tel: Dan 0757

706881,
!mstrlﬂd&h han:ly used, mint

manual, Also drum kit and GAC, good
condition, sofl for £225. Tel: Mr Dunn
0274 675804,
CPC 6128 colour monitor, original discs
and manuals, DMP 2000 printar,
Firmware manual, lots of gamna and
software on disc and tape, ACU
10/85-2/89, Best offer. Tel: 021 3508972
Amstrad CPC 464 Colour Monitor
joystick, over 50 games, £100. Tel: 0689
164,

Amstrad CPC 6128, CTM 864 Colour
Maniter, stop press, Advanced Art Studio,
of wnes other software,

games ‘Sorcery’, ‘Rollaround’ 1o buy
or swap, Write to Mrs ZJ Gibbs, 3
‘Woodfield Drive, Sawiry, Huntingdon,
Cambs; PE17 5TZ.

Public Domain wanted, anything from
utilities o games. Please send them to
Caemarfons un? FD Llhrury Caslie F'D
Castle Square,

with. }oysﬂck and IHDUDB plus table, £399
ono, Tel: 0234 &

Amstrad PCW tﬁt! supam condition
with dust cover, only £120, Tel: 0883
715183,

Amstrad CPC 464 colour monitor, 28
games, 2 joysticks, tape drive, good

LLSS 2NN, c/o DJE.

£100 ono, or all gamas £30
Tel: 0245 260387,

. two 20+ tapes, one
joypad, one joystick, cofour maonitor,
manual, worth £600+, sell for £250 ona.
Tel: Martin 0767 691829 (after 6.30pm).
Amstrad CPC 6128 and CPC 464
computers, green screen maonitor,
advanced ant studio, Tasword, Maxam,
cassette and disk games, mouse, various
Amstrad Action magazines, excallent
condition, £150. Tel: 0203 388519,
Amstrad CPC 464 with over 150 tape
games, mono monitor, TV modulator,
manual, joystick only £90 ono. Tel: Sam
0248 351282 (North Wales),

Mini Office Il (disc) £10, Masterfile || for
CPC 8128 £15, Hisoft Pascal 80 £15,
Amstrad MP-2 TV modulator £16, all plus
php. Tel: Alex 0253 53024

Software on disc for CPC singles and
compilations from £1.50 each, all
genuine. Tel: 021 706 0992 for list,

Continued on page 38 ==




~ €) PuBLIC DOMAIN

It's hello and goodbye, as Tim Blackbond hands over
the Public Domain reviewing reins to Keith Woods.

Crazy Snake

Programmers: Fraggle and Duck
Available from: PD Fun {GAM 12}, 41
Michaelgate, Kirkby Lonsdale, Via
Carnsfoth, Lancashire LA6 2BE.

What, you may well ask, am | doing reviewing yet
another snake game? Sure, the PD libraries full of
'em, but haven't encugh versions already
appeared in these hallowed pages? [‘Hallowed
‘pages'? You're just creeping 'cause it's your first
issue — Dave.| A-ha, that may be so, but Crazy
Snake is a snake game with a difference!

First, for the one or two people who haven't got
the foggiest idea what I'm talking about, the basic

ndvice about not wanting to grow up too fast.

BMIP Convert

Programmer: Joker of BENG!
Available from Amsof PD (APS 20),
Lissanly, Cloyne, Middleton, Ireland.

Wouldn't it be nice to design all your graphics
with the power of a PC art package, and then
transfer them to your CPC? Or even better,
wouldn't it be nice to ‘borrow’ (ahem!)
someone else’s PC graphics and use them in
your own CPC productions?

Well, thanks to the unstoppable Joker of
the even more unstoppable BENG!,
you can now do just that. BMP
format screen files can be
transferred, albeit only ones
of no mare than 16 colours
{there are limits). Unfortunately,
even wher you do get your

JOKER of E
EMP-CONVE F.’.T 7.0

Design images on a PC then convert them

using BMP so that use them on your CPC.

h

'-4-.-«-_[ \

ENGF frusannt

Idea is that you control a snake which has

to munch its way through a screen full of diamonds
before it can progress to the next. The problem is,
your snake's got no brakes, and unless you're
quick; you'll find him wriggling his way towards the
solid walls surrounding him, contact with which
!lring him to a very sudden halt.

% BN wary
Parhaps thay should tale elocution lossons.

To make things worse, contact with your own

tail is also fatal. This wouldn’t be so much of a

problem if it wasn't for the fact that with every
diamond swallowed, your tail grows, and with so
many diamonds to be consumed, the reptile soon
assumes extraordinary proportions.

But most of you know all that already, What you
probably don't know is that Crazy Snake is the
ultimate nake game. In addition to the usual

LAF THFE

~ works simply gnnugh. All you
have to do is enter the filename,
choose a mode and then snecnfy X and ¥

Minor grumbles aszde thls'lsa unigque
program that achieves its purpos
very convincingly. And, at the co:
of just one sixpack, it's an
absolute giveaway! Keith
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Hwn”hndud‘lﬁﬂmnnmmmld
ahways try spelllog eut your name,

features; as you progress through the 20 levels,
you'll notice that not only does your snake
accelerate up to breakneck speeds, he is joined by
a wide variety of nasties that are determined to
block his path. As well as that, there are different
coloured diamonds which stretch his tail to various
lengths and a vast array of bonuses to watch out for.

On the presentation front, lhls garns bﬂasts
clear, colourful graphi a
whole host of excellent Soundtrakker tunes, full
instructions and a per scoreboard. What
more could you ask for?

Thera's no doubt about it, this game is head
and shoulders above the competition. The only
thing is that by its very nature, the gameplay is
essentially limited and despite the 20 taxing
levels, it lacks long-term playability.

However, if you've yet to see a
serpent on your screen, then this is : ”
the game to get. Keith

Whack Attack!

Programmer: David Hall
Available from: MPD Software, 23 Nobes
Avenue, Bridgemary, Gosport PO13 OHS

Ever played those games in an arcade where you
have to bash things over the head with a mallet?
Then this game'll be familiar. Moles' heads pop up
from one of nine holes, and by using the numeric
keypad it's up to you to bring your hammer down
on their heads in the nicest possible way.

Look out, though! Moles aren't stupid [short-
sighted, but not stupid). They don't stay above
ground forever; in fact, if just one subterranean
mammal emerges and survives, your game ends.
It's a good test of the old hand-eye co-ordination.

With 255 speed levels, even the fastest
keyboard experts will be shot down in the end.
Unfor ly, the gameplay wears
very thin when you discover that all
you are going-to be doing for the
next four days is hammering
helpless animals. Tim

T— . 7

= =
Meoles? Ppphhh...! Pesky littie things,
digging holes all over yer garden...




DigitEditor
Programmer: Oliver Heggelbacher
Available from: DEMON PD, 47 Hilton
Avenue, Hall Green, Birmingham B28 OPE

Soundtrakker is a great music program for those
are musically talented. But not everyone's a
genius with a piano, are they? Wouldn't it be a lot
easier if you could just sample somebody else's
hard work and loop that?
I'm going to surprise you now. You can. Out

of the many sound digitising programs that
“have appeared on the CPC, DigitEditor is by far
and away the best. When loaded, the main
‘screen gives you the choice of no less than five
sub-menus. Throughout these is a library of
options allowing sound to be played back at a
variety of speeds and volumes, even
backwards {you really should hear the
‘subliminal messages on Rolf Harris' version of
Stairway To Heaven, you'll never see Australia's
finest TV funnyman in the same light again...).
What's more, a massive 16 seconds of sound
‘can be crammed inside the memory limiting the
“program only by your imagination. Nearly.

Galaxians
Revenge

Programmer: KN Khaleque
Available from: GD PD
Software, 49 Woodville,
Barnstaple, N Devon EX31 2AY

Do you ever find yourself sitting in
front of the television on a Sunday
afternoon watching Songs of Praise
because there really is nothing
better to do? The chaps.aboard the
S8 Galactica are no exceptions to
the Sunday-bug, and'so Captain-C
Thackery {Space Adventurer), in'an
attempt to bring a little
exgitement to on-hoard
life started playfuily
firing missiles at
groups of aiiens
just for the hell.of
it It was only when
the aliens decided
to fight back that
Captain Thackery

And we wonder why aliens have never bothered vishing Earth...

Biaitiditee oL 4 - () 197 Pndroneda 5all - wet

Just ij lodth' at IIle gupﬁ. it's easy to
see that the tune is none other than
Temple Of Love by The Sisters Of
Mercy! Unmistakable,..
Unfortunately, owing to the CPC being only
a humble machine, it does have a few
limitations. For example, it would be unfair to
expect the poar chips to handle Iron Maiden at
full blast; the sound quality is a little crackly
even with Nick Berry (er, so I've been told...),
For the demo-coder looking for a smart little
talky-bit, DigitEditor really |s the top dog, but to
my knowledge, there are no music
programs that allow digitised
sound to be incorporated into a
tune. Sorry. Tim

{Space Adventurer) found
himself in deep trouble
(the aliens didn't find his
excuse that he was driven
to his actions by Songs of
Praige very convincing),
Yes, Galaxians. The ancient arcade game
that took Space fnvaders to a new level of
aggression in the early 80s. Well, why pay
maoney for expensive arcade games when
there's perfectly good products in the Public
Domain? The sprites are
well designed, they move
smaothly and the game

What more could you ever
want? Even though the
game does get a tad
repetitive, it still costs 14
times less than Super
Space lnvaders from
Domark, and it's 5o much
better. Sundays need
never be dull

again (well, not

for a while,

anyway), Tim

runs at a reasonable speed,

PUBLIC DOMAIN  €)

Hi there

Although this isn't my first appearance in Public
Image, it's my first time writing it. I'll be penning
this particular article from now on, so if you
want me to review any of your PD or fanzines,
or would just like to write me a letter, then drop
me a line and I'll see what | can do. The
address, as always, is: Public Image, Amstrad
Action, 30 Monmouth Street, Bath BA1 2BW.
Keith Woods

Dizzy Staline

e the Gowrong
Conmiputers

Programmer: S. Mitchell
Available from: PD Fun, 41 Michelgate,
Kirkby Lonsdale, Lancs LA6 2BE.

Strange title, huh? Strange game! Intergalactic
Gowong Incorporated have a small problem on
their hands. There are no less than 49 sectors in
one solar system aach wanting a consignment of
Gowong Computers. No problem, just fly the goods
in with the latest hi-tech Space-Warp Drive™.

Problem two: all the computers need to be
delivered in 49 days and the WarpDrive™ needs
exactly one day to travel from sector-to-sector.
Simple - just enough time to get them all delivered
and be home in time for the football season.

Problem three: four of the sectors have been
promised set days on which the delivery must
arrive. No sector can be visited twice and
the WarpDrive™ is only a prototype and can only
move like a rook chess.

The 49 sectors are situated on a 7x7 grid. You
must hop around the grid, delivering computers
and hoping that you are positionad well enough to
get to the deadline sectors on the right stardate.
There's only one puzzle and very few solutions
among the billions of wrong ways to complete the
game, so before you give up completely those grey
cells are going to get a bit of exercise,

Sadly, when you've completed it,
you'll never touch it again. Until
then... let's just say Nurofen sales
will increase dramatically. Tim

Deliver the goods, keep to deadlines and
move in a silly manner. It's rather like
being a journalist, in fact...

Smile again...

Join us next month when, among others,
we'll be taking a look at Crown's new
Protracker music utility and Jumpmania, a

new game from Fraggle, a puzzler starring
a Smiley (hang on, didn't we do that last
month? - Dave). Nope, this is another
puzzle game starring a Smiley.

Acking peoplawhat they hate December 1993 AMSTRAD



Reader Ads

(Coninued from page 35)

Amstrad CPC 464 colour monitor plus
axtras £99, Amstrad games on tape and
disk from only 50p. For full list send SAE
to: Michael Carter, Bradda, Crowborough
Road, Georgaham, North Devon, EX33
1JZ. Do it nowl|

Amstrad CPC 6128 with colour monitor,
manual, over 75 games plus Mini Office
Il, aiso datacorder with leads, £105
Buyer collects. Tel: 0752 367344
{Plymouth)

Games on disc and cassette CPC 6128
with mana monitor £80.00, lightgun,
Spesch, Multitace Il, Stop Prass, Spritas
Alive, Mini Office || on disc, send SAE for
list. Contact Wayne, 105 Wellstone
Avenue, Bramiey, Leeds, L513 4EH
Amstrad 6128 colour monitor, printer,
disg drive, tape deck, multitace 2,
[oystick, word processor package, 50
games - disc and tape, all manuals,
leads, £150. Tel: Niel D61 780 6693,
DDI-1 dise drive and 64k expansion for
sale - please ring fo arrange prices, Also
Advanced Art Studio (tape - £9) and Mini
Office Ii (tape - £4). Tel: 0480 860845,
Amstrad CPC 6128 ome: 45
pames, secon drive (3.57), MP2
modulator for use with colour TV,
loystick, 20 Amstrad Action magazines,
Tasword 6128 word processor, £220 or
make ma an offer. Tel: Robin 0222
580221, ext 345 (office hours.

Amstrad CPC 6128 colour monitor with
gameas, 2nd disc drive, printer, multiface

Ready 1o gol CPC 6128 (colour), extra
RAOMS, 35" drive, Multiface,
Soundblaster, many ulilities and games,
£375 ono. For more details, SAE to John
Hawkins, 10 Twinwoods, Stevenage,
5G1 1RJ or ring 0438 353196,

Disk games - all types, 8 individual
boxed, £3 each, £25 together. 5
compilations - various prices. 20
formatable blanks, £6 for 10, Jamas
Rawling, 3 Eimore Row, Bloxwich,
Walsall, WS3 2HR.

Loadsa software on discs and cassettes
both serious and games, many litles
including Protext, Elite, Art Studio,
Lemmings, elc. Send SAE to Paul, 5
Temple-Pattle, Brantham, Manningtree,
Essex. CO11 1AW, for list.

Amstrad CPC 6128 with colour monitar
and TV modulator. 23 discs conlaining
42 games, 15 cassettes containing 36
games, joystick, CP/M discs, disc box,
manual and book, A& magazines, £220
ona, Tel; 0235 526106

Barcode Battier, very good condition,
paid £40, sall for £25 ono. Interested?
Tal: James D827 282103,

Amstrad CPC 464+, 64K memory,
colour manitor, joypad, joystick, 200+
tapes, 20 Amstrad Action mags, £300
ono. Tel: Andrew 0707 339283 (after
Spmy).

For sale Masterfile lll, Mastarcalc 128,
Protext, OCP Art Studio inc Mouse,
Muititace two, all for 6128 disk. Tel:
Graham 0782 314527 {Stake).
Amstrad 40025 chip (6128 ROM),
upgrade for CPC 464 unused, unopened
with fitting instructions, 6128 basic

on 464, £15 ono. Tel: Bruce

Il Y

mouse, excellent condmun £250 ono
Tel: Matihaw Ward (Hull) 564308 (after
Bpm)

Amstrad CPC 6128 colour monitor with
games, second disc drive, printer,

Multface 2, a memory ;2
Joysticks, mouse, excellent cnndmnn
£250 ono. Tel: Matthew 0482 554958
(atter Bpm)

CPC 6128, mono monitor, additional 3.5
disk drive, rom box, DMP 2160 printer,
all with manuals, some good business
software, all in good condition for £200
Tal: 0924 863294,

Amstrad CPC 464, 50+ games. loads of
AR tapes, colour monitor, mint condition,
£150 ono. Tel: D424 446779 (Hastings
on South Coast)

CPC 464 colour monitor, twa disc drives,
B4k RAM axpansion, Multiface two, E800
warth of games, many extras, AA

0960 373782 (evanings).

Amstrad CPC 464 colour monitor,
manual, AA's 72-97, covertapes and
over 100 games, joystick, footpedal,
desk, software siorage boxes, everything
in excellent condition, £220 ono, Tel: Est
0742 619674 (Sheffieid).

Amstrad CPC 464 colour monitor, 90
games, £140 ono. Tel: 0279 420619

3D Construction kit boxed with video
and instructions, £10. Advanced Art
Studio, boxed, £10. Multiface Il with
instructions, £20, Tel: Robert 0923
671162 (Hertlordshire).

3-inch disks, £1 each, used, hence half
usual price, but now blank and formated,
limited number. Write only to: D Barrett,
3 Russet Close, Swanmore,
Southamplon, Hants, 503 2RU.
Amstrad 464, colour monitor, joystick, over
£350 worth of games ke Titus and
Lemmings, etc.. a few AA mags with

18 Sega Game Gear games, wide
range, all with box and instructions and
In vary good condition, £15 each ono,
Also 4 Master System games, £18 each
ono. Tel; 061 969 1847

Amstrad CPC 464 with green screen
monitor, manual, joy sticks, some
games, Amsoft word processor, Mini
Office Il, £65 0,n.0, DMP1 printar with
manuel paper, spare ribbons, £45 ono
Lot £85. Tel: Fred 0604 585525

CPC 6128 computer with colour
monitor, tape deck, joysticks, 20 games
plus Mini Office I, user manual,
computer desk, all very good condition,
raal bargain at £145 o.n.o. Tal: Tim 081
657 2795 (evenings or weekends)
Amstrad CPC 6128 colour monitor,
maodulator, lape rmurder 150+ games

Software! Games, utilities, tapes, disks
aiso fightpan. For list write to: 30
Bumedge Fold Road, Grasseroft,
Oldham, Lancashire, OL4 4EE, or ring
Mark Coverdale 0457 875894, Also
Amstrad control pad, manual

For sale CPC 464 games. For a
catalogue send a stamped address
envelope 1o Steven Williams, 8 Graig,
Wen Pen-y-Graig, Lianelli, Dyted South
Wales, SA14 5PB

Science Calculator. Has 18 different
features, home progammed. The best
for your senior school child, can be used
for revision. Interested? Send £2.00
SSAE, Tapafo 32 Crichton Avenue
Wallington Surrey, SMG BW

CPC 6128 with colour monitor, mirage
imager and real time clock peripherals,

disks and tapes, 2 j user
manual, 20 Amslrad Aulum mags covar
tapas, £275 Tel: 0582 503893 (Luton)
Original release cassettes inc. Gryzor,
Lotus Turbo Challenge, Toma Hawk,
Starglider, for sale. Phone for list. Tel
Roger 071 822 3727,

Loads of taped original gamas for sale
including Klax, Winter Games,
Countdown, Sailing, Miami Cabra; or
exchange saveral for disc based. Also
manual Amstrad Microsoft GW-Basic
Tel: Aita 081 422 5372

CPC 6128 with Fombox 5.25" drve,
Multiface I, data recorder, disc and cassetie
software (lots). AA mags (lots). Tel: D856
768294 (evenings). PS5, Make me an offer,
PPS: | have a service man as well

CPC 464 colour monitor, manual, 3
years ol AA, around 120 tape games,
some educational, all fully boxed,
excelient condition, the lot for £250 o.n.o.
Tel: Gavin (0344) 52680

CPC 6128 colour monitor, over 50+ disks
including Mini Office. F16, Lemmings,
Trivial Pursuit, over 40+ AA magazines
including cover tapes. Joystick, manual,
dust covers. Mint Condition, £250 Tal:
Kavin 0785 530780,

Amstrad PCWB256 Green monior,
printer, spare ribbon, manual,
CPM/Systerns disc, Locoscript, Locoscript
2 with Spelichack, Supercall 2 software,
five spare discs, upgrading forces sale,
£280 o.b.o. Tel: Tracy 0542 533005
DDI-1 disc drive with interface/CP/M
disc/manual’26 games £80. Multiface 2
with insider £20. DKTronics B4k memaory
expansion £25. All as new, Tel
Waolverhampton Tel: 0802 762154

CPC 464 with green monitor, DD1

disk drive, TV modulator, black ash
eftect computer table, software and

magazines, £300 ono, Printer optional,
Tel: Gordon 0655 B2639 (after 5pm).

Classification. Tick box:

ORM

[ For Sale

tap great and
bargain at only £350 ono. Tal: 0463 81 520,

e —— e e e e —_—————— e —— — —

SEND TO: SMALL ADS, AMSTRAD ACTION, 30 MONMOUTH STREET, BATH, AVON BA1 2BW

[J wanted

V.G.C, £130 Tel.
(Chehienham) 0242 521696

mrmal tape recorder with lead software
(including Mini Office 2) on discs,
manuats, £140 ono very good condition
Tel: Chaltenham - 0242 521696
464 tapes £3 each, Wulfpack Cobra Force
Escape Singb's Castie, Spytrek Adventurs,
Quick Dvaw McGraw, Hong Kong Phooey,
includes P&P, Write to; Mr D Gillespis, 432
Killinghall Road, Thombury, Bradiord, West
Yorkshire, BD2 45D
Commodore 64 with datasette £50,
needs attention. Atari BOOXL with
dmasm‘m am games £50, needs

org £25

Cr:mmr:odnm= B4 manual £5 includes
P&P, manual only. Buyer I:‘Ollacl‘s
aquipment. Write to. Mr P Gillespie, 439
Killinghall Road, Thombury, Bradiord,
Waest Yorkshire, BD2 45D.
Amstrad CPC 6128 without moniter,
loads ol games/utilities, tape recorder
manual and 20+ magazines. Also
Amstrad GX4000 games console with
‘Bumin Aubber’ and 'Klax', all offers
considered. Tel: 0480 472823
256K expanision Ram (DK Tronics) with
RSX disc £80, Tel 0404 441154 (afer Gpm)
Atari BOOXL with two tape recorders
leads and powerpack £40 o.n.0. Ask for
Alan Tel: 091 5487407
Amstrad CPC 6128 with mono monitor
and modulator, varous games and utilities
{Mini Office, Money Manager), info books
and original manual, £100,00 ono.

FREE
READER ADS!

It's true - you can advertise in

Amstrad A
of our continuing efforts to provide you
with the best value magazine

possible.

[ services

[ user Groups

on for NOTHING! It's all part

- other
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WACCI
® PRICE: £1.50
® EDITOR: Clive
Bellaby

® ADDRESS:

12 Trafalgar
Terrace,

Long Eaton,
MNottingham
NG10 1GP

® CONTENTS:
28 pages of
programming tips, how-to guides, in-depth

serious reviews and a letter page that just seems

to go on and on and on and on an on and on...

@ EDITOR: £1

Jonathan Brumhead

® ADDRESS: Gayton, Laneside
Row, New Mills, Via Stockport

® CONTENTS: Games, games and more
games (er, this sounds familiar)

® DESIGN: A4 (paper but the pages seem
to have been designed for AS). Impressive
page lay-out and excellent mono screan
grab reproduction.

® COMMENTS: It's very similar to Alive and
Kicking except there isn't as much of it.

@ READ THIS IF... Alive and Kicking doesn't
satisfy your game review hunger.

1 I 1
-

Potential
Difference
® PRICE: 70p
® EDITOR: Chris Goodswen
‘® ADDRESS: 47 All Saints
Drive, North Wooton, King's
Lynn, Norfolk PE30 3RX

® CONTENTS: Loads of PD [reviews, features
on libraries, interviews, etc), game reviews

= CPC Undercover

® PRICE: 80p

| @ EDITOR: David Crookes

® ADDRESS: 37 Trimingham Drive,
Brandlesholme, Bury, Lancashire BL8 LIW
: @ CONTENTS: 16 pages
c” c crammed with an
impressively wide agenda

with a leaning towards the
serious side of the CPC,
with news, DTP tips and
printer reviews plus games-
related features and tips.

i
T
I
|
1

® DESIGN: A4. Austere |s the first word that
springs to mind. Functional and tidy, but hardly
the most inviting ‘zine.

® COMMENTS: The CPC programmers’
almanac. if you're a serious CPC tech-head
WACCI is a truly meaty read. It has a rather
self-reverential attitude and keeps slagging off
AA for some unknown reason, but you can’t
deny that on the technical side it delivers the
goods. To get WACCI you need to subscribe,
but this fee also allows you access to the
WACCI PD library.

® READ THIS IF... you can find your way
around the intricacies CPC quite happily, but
only using the short cuts, and you'd really like
to take in a bit more of the scenery, okay?

-
Artificial Intelligence
@ PRICE: 70p
@ EDITOR: Tim Blackbond
® ADDRESS: 19 Lee Street Liversedge,
West Yorkshire
WF15 6DZ

® CONTENTS: 32

@ EDITOR:

Lee Rouane

® ADDRESS: 3
Causeway House,
Kelstedge, Ashover,
Chesterfield

545 0DW.

and more games
(and a couple of
other things)

@ DESIGN: Ad. Without doubt the best-designed CPC
fanzine (although the cover's a bit rubbish).

® COMMENTS: None of the games covered are new,
and | can't fathom out any logic behind why what
gots reviewed gets reviewed, but it's great to dip into
and see whether the reviewers' opinions are inspired
or a load of drivel (whether they agree with you or
not, in other words).

® READ THIS IF... you like reading game reviews,

® DESIGN: A5. Shows the impressive results you
can achieve with CPC DTP package.

pages of just about
everything. In fact
anything goes. Heavy
on reviews, plus

user guides, an
excellent letters
page and adventure
stuff. Just about
everything, in fact.

® COMMENTS: Wild, wacky and weird, Al is the
funniest fanzine you'll find in these ‘ere parts. Tim
Blackbond and co-conspirator Rob Smith have i
produced a fanzine that bursts with the kind of quality
Bernard Matthews tries to convince us his chicken
breasts have {and might well have - AA's libel lawyer).
@ READ THIS IF... you want a good laugh and

you don’t mind someone taking the mick out the

CPC scene occasionally.

and even, gasp, hang the-editor as heretic,
non-computer features.

@ DESIGN: Very distinctive, very different,
trying to be stylish and almost succeeding.

® COMMENTS: The nearest thing the CPC
has got to an IQ/Arena-type magazine in
which style takes precedence over contents.
It's actually a lot of fun, but quite weird.

@ READ THIS IF... you fancy something a bit,
well, different.

® DESIGN: A5, a bit cramped, but not bad.

® COMMENTS: A bit of a one-man show, with
David Crookes doing just about everything in
the first issue. Although there's nothing that
makes Undercover essential reading, it's
thoughtfully written and decent browsing
material. Its major innovation is that it comes
with a coverdisk... sort of. You have to send a

disk with your order to get some PD software. =

Nice try. Basically a sound fanzine that needs
time to develop a character (and readership).
® READ IT IF... a) you're new to the serious
side of their CPC, b) you want to write for a
fanzine and think you could help David out

CPC Forever
Price: 50p {sort of)

Editor: David Crookes
Address: 8 Springfield Drive,
Templeogue, Dublin 6W, Ireland.

COMMENTS: CPC Forever is a

new concept in fanzines from

the man who's been editing

Amstrad Fun for the last few

years, Keith Woods, Owing to

publishing pressures (and

exams) Keith has had to wind up Prought you this..

AF but has promised big things for CPC Forever, which

will come out whenever he gets a chance to prmlm:n it.

The major innovation is that it'll be a freeware fa

In other words, Keith doesn't mind if you photocopy

issues of the 'zine. If you want to order a copy from

Keith directly, however, it'll set you back a mere 50p.
What'll it be like? Well, if it's anything like Keith's last

‘zine Amstrad Fun, itll be highly opinionated, have a

‘strong bias towards a still-very-active European scene,
-openly contentious, well-written and not afraid to tell

everybody how good it is.
. READ [T IF... you want to Imwwhtt‘shlm

on the European scene,
Lev




() LETTERS

Send your letters to: Reaction, Amstrad Action, 30 Monmouth Street, Bath BA1 2BW

Tere | ON your marks
[AVAY i
| have just read Reaction in
AA97 and feel | must respond
to Richard Latham's letter, Get It On Tape.
As the librarian for the United Amstrad
User Group, | would like to say that we have a
comprehensive tape PD library as well as a
large disk library. My job is to supply tape-
only PD and I'm kept very busy transferring
various disk-based programs to tape. Yes, it
does take a long time, but I'm happy to do it.
However, at present, 'm getting 20 to 30
requests a week, and | work full-time, so | am
not able to send back tapes by return of post.
Membership details (£8 per year for the
UK) are ilable from the M, ship
Secretary, Gordon Wooliscroft, 2 Wrenbeck
Drive, Otley, West Yorkshire LS21 2BR.
Please enclose an SAE.
Richard Duggan.

It's strange, y'know, but since that letter was

friendly. But why, |
hear you cry? Well,
are you sitting
comfortably?

Then I'll begin.

While doing one of |2
the most boring
projects for college
ever | came across a
snippet of info that :
lead me to this Buy overy copy of
conclusion. The waxy you can afford to give
coating on all of the  these trees’ existence
pages of this great a sense of purpose.
mag means that 29 A3 pages of perfectly
good paper cannot be recycled.

But why should people want to throw away
their AAs in the first place, | hear you cry?
Well, they don't. But as | am sure that you
are aware any unwanted/unsold issues of AA
are returned to the wholesaler/distributor.

Oh, that's all right, then. NO!

Where do they go from there? The dump?
Tip? Furnace, even? | hope not. Please
could you explain this to me as | might just
have to take up the slack and buy all the
unwanted issues... aaarrrrghhh!

Michael Wood, Farnborough.

What do you mean, left over copies? Dawe

Downhill

I've been reading your mag for

Dear
[ ﬂv;\ y.ears and I've seen many

, but in the last couple

of months, I've been annoyed by them.
1 You only put two or three programs on the

covertape each month. Take covertape 22 -
it has six programs; two complete games,
two utilities, POKEs, type-ins, etc. Compare
it to tape covertape 28. See the difference?
Tape 22 is is bound to be worth more than
28 and did they boast it all over the front
cover back then? No. So take the hint.

2 Since there has been a price rise and the
covertape hasn't improved, why not extend
the magazine to 70 pages or 80 or even 94
pages just like issue 68, which even had a
covertape and was only £2.207 Now that was
excellent value for y. Get the ge?
3 Why are you charging £7 for overseas
orders for Back Issues?

4 When you reach issue 100 in December
you better have a big celebration, whack
two tapes on the cover, chock-a-block with
games, etc. And why not bring back
memories of 1985 and print the cover of
issue 100 the same as issue 1 or have the
same format as it did then?

| hope to see an improvement.

Please print my full address in case any
Aussie users out there want to be pen-pals.
Chris Hine, 1 Valley Vista Road, The Dawn,
Gympie, QLD, Australia.

1 You want mare on the covertape? You've
got it. Check out the chunk of plastic on this
month's cover. Will that do?

2 Issue 68 was nearly three years ago, so
you have to take something called inflation -
you may have heard of t? = into @tcount. Plus
the fact that.the CPC market has changed
and it is much more difficult to find suitable

published bemoaning a lack of tape PD we've
not only had letters from existing libraries
at least two new libraries setting up that
specialise in the stuff. Funny old world, innit?
for more details. Dawe.
Z5-- | Not so green
f A ! A ": attention that the most fabu...
fabuler... fa... great mag in
e Speech therapy
| am writing to ask you if we
Domian megademos on the
AA covertape very soon?
the covertape and the game reviews and
I'd like to say a few things.
something called NMI3 (No More
Intelligence 3). Is it possible to do
3 | would like to get hold of a speech
program that enables me to type in words
including voice alterations.
4 If you have not reviewed the game
Where could | get it from?
5 Is it possible to put a sampler demo on

that supply tape-based PD, but we've heard of
Check out the Amscene Directory on page 7
It has recently come to my
the world is probably not environmentally
can have some Public
1 | always buy Amétrad Action because of
2 When | had a 128K Speccy Plus 2, | had
something like this on the CPC4647
and to have the program repeat them
Dalek Attack is it possible to do this?
the covertape for a CPC464 soon?

Something that does things like music
recording or which would record my voice
on some music and play them both back.
Stuart Henderson, Birmingham.

k| Ve are very slim
because, basically, they take up s0 much
room on the tape and they don't e
very much. One viewing and th
on suggests that if you want non-
ractive sound and pictures you should
ion instead.

3 Superior Software produced a program
called Speech which did what you want
but unfortunately, in a severe ca
shortsightedness, they stopped doing
stuff for the CPC some time ago. S
t bet is to advertise for a second-hant
in our Reader Ads section. Or if

sible, but not
ble. It would
take up the
whole side

in and prove me
wrong. Dawve

The CPC was spared
a Dalek invasion.
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software to put on the tape now. Under the
circumstances, | reckon our tapes are an
excellent bonus to go with the magazine.

3 You try sending a copy of AA with a
covertape to Britain in a decent package that
won't get mauled by our respective postal
services and see how much it costs.

4 If we wanted to put two tapes on the cover
we would have to put up the price of the
magazine, which we're not convinced is what
most of you want. And as for the cover idea —
no. Frankly, it wasn't very good; as even the
original AA team would agree. Dave

it’s all in the feet
I'd just ike to add a useful tip
to all the R-Type-Bydo-
Bashing-Bombing-Laser-
Killing fans out there. Sit yourself comfy in a
chair and have your CPC464

computer on the floor by
your feet (that isifall
Bydo Bashers are
using the module
MP-1) so when you
pick up the force
(and make sure you
get it on the front) you
can use your big toe to
release it by pressing the CTRL key.

It will drift back to your ship but stops in
front of you about 1.5-inches away. If the
CTRL key is pressed again it will come
back to you and fasten itself to the front of
your ship again.

Ghosty, Lancashire.

There must be easier ways, Dawve
et L And I'm serious...

] '\ | Many thanks for publishing my
Z &\ﬁ \| letter in AA97, but | thought I'd

i reply to set the record
straight. | was not taking the mick. | was
serious about the covertape containing
Mastercale and Biff (AA95 - Dave).

Mastercalc is one of the best and easiest
to use spreadsheets for the CPC (and it was
free). Why else would you spend time and
effort over two issues of AA with a tutorial
so that readers would be able to understand
and make the best use of it?

As for Biff, yes it's a poor Speccy
conversion as far as graphics and sound FX
g0, but (it's a big but) the gameplay is (and
that's where it counts) nothing short of
magnificent. After all, and | quote your good
self and Simon, “You have to be either mad
or stinking rich to spend £45 on a game,"
and | refer to the so-called ‘state of the art’
16-bit computers or 32-bit consoles. Yes,
and I'll say it again: Biff is - SUPER HUMOUR.

Cheers again, and | MEAN it. And if | dare
suggest it, how about selotaping a bottle of
bubbly instead of a cassette on to AA100?
Ray Hawkins, Bognor Regis.

Ray... hmm... Ray...? You're not the famous
Ray afflicted with a sarcastic tone of voice

from The Mary Whitehouse Experience by
any chance? No? Okay we believe you. No
honestly we do. | mean thanks, really thanks
for you really kind comments. We cherish
them sooooo much. Oh no! He doesn't
believe us. What a personal disaster. Dave

Traitors

Deare

i \ How come you are devoting a

A Q full page to advertising

Amigas? Every gullible reader
who takes notice and buys an Amiga,
thereby getting rid of Arnold, is putting a
nail in your coffin - or are you considering
switching allegiance?
Fred, Manchester,

We don't have gullible readers. They'd never
advertisers get to hear about that), Dawve
e | Training schedule
for his excellent Gamer's
Trainer in issue 97. | have a
too busy to reply to anyone who cannot
cope with the 6128 commands used. The
| CLEAR INPUT is used in lines 1810,
2220 and 2520. Substitute WHILE
| INK is included included in the MOVE
command line 3210, so omit it to make the
640,a,1 [though the ink is not needed as the
program is in MODE 2).
customers because, without us, there would
be no magazine, even though the 6128s
As | have said before, | do not play
games but do most Type-ins, even if | don't
good' hands so this program can be of help,
well worth the time to type.
the line numbers for Venture Forth. Your
covertape and article in issue 94 gives details
judging by the article in issue 95. Among
other things, ‘display room descriptions’ has
| also think that some of the room
descriptions are immature. These two
mind on this tutorial. | hope you will correct
this in due course.

sell off their CPCs (but don't let our
| take off my hat to JRN Jack

CPC464 and hope that your staff will not be
changes are easy:
INKEYS<>"": WEND.
line read: 3210 READ a:MOVE 0,a:DRAW

Please remember that the 646 users are
may be more numerous.
keep them. | am 83 with wartime ‘not too

Something seems to have happened with
but the the line numbers have been altered
moved from 440,500 to 760,/820.
factors do not encourage me to keep my
DS Anthes, Dorset.

Over to Simon for this reply:

"First off then, the listings. We're really sorry
about the incompatibility on that one, and you
can be sure it won't happen again. Thanks for
the alterations, by the way.

“As for Venture Forth you'll notice the line
numbers changing a lot more in future — the
point of the program is that we keep adding
to it over the months. We don't expect you to

Another Brick In The Wall

LereRs @)

re-type it every month, though, as a bit of
handy work with the RENUM command
should see you through the worst of it.
Before you do any of that, though, | suggest
you take a look at this month's episode, as
we've printed the listing so far." Simon
Hello, | am a regular reader of

Dear
AN
Amstrad Action and I'd just like

to say thanks and ask a few questions.

Thanks.
1 A while ago someone wrote in who had a
464 and wanted a light gun. You suggested
the Trojan one you reviewed once. Does this
mean that the gun (advertised with Plus
Machines and the GX4000) works on
normal CPCs?
2 I'd like to acknowledge some people |
don't know at all:

a) Joe Hartley - a truly funky fellow if

ever | saw one.

b} Rahul Gidha - for perseverance.

c) And my deepest sentiments to Loopy

Lou. She's gone.
3 Poor old Tim, eh? | liked him.
4 Ege.
5 A poem? Or not...

An ode to AA,

We all cry out, YAY!

But only if Simon will play,

For us one day,

He could play with delection,

A varied selection,

And stick it on AA's

Classic Collection.
Anyway, keep up the good
work, Dave my man, and
ask Simon if he has had
any good goose
slaughtering sessions
recently as it has been a
bit dead up at my end.
Bob Ivor Nisket, Alresford.

Lightguns, poems
and odd doodles

This odd doodle
came with Bob's

letter - we're not
entirely sure why.

1 ‘Fraid the light gun is a no go on the CPC
{and it's not really much of a loss).

2 I'm sure they'll appreciate it.

3 You knew him?

& Gegs (scrambled eggs).

5 Just because delectation doesn't rhyme
with selection doesn't mean you ¢an go
around truncated words. Dawe

Violent reaction

What really gets your goat? Is there something
about the CPC world that really gets up your
nose, Have you been screaming about it for
ages, but only succeeded in annoying the
neighbours? Then scream in the right place.
That place is here. Violent Reaction is our new
Soap Box feature, where you can have a
decent rant. Just remember, don't make it
personal (there are such things libel laws),
don't make it about us (as if it could be) and
don't use a pseudonym. Send your rants to:
Violent Reaction, Amstrad Action, 30
Monmouth Street, Bath, Avon, BA1 2BW.

December 1993 AMSTRAD ACTION



49 GAMES CHEATS

Braving the snow-capped mountains of Matlock to the subtie
mad drivers and high-rise buildings of Bath, Lee Rouane's postie
delivers another wad of excellent advice to those pulling their
hair out over that seemingly uncrossable bridge, or unbeatable
ninja, or invincible warrior, or inedible kebab, or whatever...

Neil Android

One cheat guaranteed to be of ¢

interest to AA r 2
g Alert, alert! Aliens have aaten the walls.

ceyye O o A
R (5= . Ta el Jou HART 218 IF - chk¢}&LEAZ - THEN:GOT0 430
o ot aes, JAPH  220+CLS :HODE- L:NINDON-82, 1,39, 1,5 :INK- 1,
infinite air, ammo and g 2K 7 24
lives are provided in this TALA 230-WINDOW-81,1,38,6,24:CL8 RL:CLS 2
little offering from the IACS 248.BORDER.@:INK.@,0:INK.2,18:INK-3,17
alpine air of Matlock. GACG 258:PRINT-#2,STRINGS(38,208)
R Is this the right platform for the Cirde Line? -

ThGH
TAEH
TAEN
TAEJ
TARN
TANG
IRGG
EAIF
JAPE
GAED
HAGN

108-DATA-21,00,06,11,08,90,3E,F2,CD AL, BC
118:DATA-C3,30,BF,00,11,08,06,21,FF, AR, OF
128.DATA-07,CD,CE,BC, 21,42, BF ,CD,20,8F, 11
130-DATA 00,66,86,87,D5,CD,77,BC,EL,CD, 83
148:DATABC,CD, 74, BC, 3E,30,32,67,55,3E, 3D
158:DATA-32,5C, 3C, 3E, 3D, 32, 1A, 37,C3,08, 84
168:DATA-6B, 69,70, 78,65,72,73,DF, EF,LCR
178 ehk= ]

188+READ a%$:IF-a$="LCR" THEN 210 ELSE.190
198+azVAL("&"+a$) :POKE x,a

208 %= +1: chk=chk+a:G0T0. 150

Come out, coma out, wherever you are... Oh, the ignominy of it all - snotted to death.

Five cheat listings for the price

of one...

ive a big hand to the incredible Andy Price. HAAT 190-DATA-C3,8F, h2,59,74,32,77,A3,413 HAKB 538.DATA-00,C7,02,00,00,00,00,80,0C9
What would Cheat Mode do without this man's HAGG 200 .DATA-32,80,43,22,BD, A2, 7B, 32,383 GADO  54@.DATA.00,00,00,00,00,00,00,00,080
continuous quest to defeat every protection system HAHF 210:-DATA-82,43,79,32,84,43, 11,74, 382 OACC 550+n=+8;a=A8006; 1=+ 10:WHILE: 1 550:GOSU
know to man. This time he provides us with a mouth-  HACK  220-DATA-A3,CD, 07,42, 3R, 87,03, B7,514 B+ 560 :HEND :GOTO - 600
watering five-cheats fisting. First, type in the main HAHI 238-DATh-20,F4,11,74,43,CD,CL, A2, 46C NACG 568+ c5=0:FOR x=1+T0n:READ w¥:y=UAL("&"+
listing and save it. Then pick the cheat that you want HAGI 24@.DATA-L1L,7h,A3,CD, 07, A2, 11,70 402 )1 POKE-a,v
and type that out. Then either merge the two or type HAPJ 250:DATA-A3,21,31,4C, 18,1E,CD,D2, 306 LALH 570:cszostyiazatlNEXTiREAD o ic=UAL("&"
the cheat directly after the main listing. HAOH 260 DATA-A2,11,78,43,CD,07,A2,21,435 +el)
HAIJ 27@-DATA:97,A3,CB,6E,26,F3,C9,01,458 OALK 588+IF c()cs+THEN-PRINT"Data error-in: li
MALL 1+'+Speedlock:Disc-Decryption:Susten HAHF  2BE-DATA SF,A3,16,08,01,47,43, 21,231 ne:", 1:END
HAIC B¢’ vovev ot DOLPHIN: Sysben us HACH 29@.DATA.97,A3,18,03,01,16,A3,ED,2F6 EAJH 598 1=1+10:RETURN
AARH 3.* HAEF  300.DATA43,09,A3,14,47,05,13, 18,242 TAPG 60O NODE:L:INK.@,13:INK.1,0:BORDER: 15
EAFF 4. «hy-ANDY PRICE HAGK 310.DATA.01,7E,FB,FS,ED,78,67,30,488 KAAL B10-PRINT"Insert game-disc, «then®;
LAOI 5" «Opean-disk: loaders:(Bk sectors) HACP 320.DATA-FB,FA,EF, A2 F1,0C,ED,79,5E9 KAMI 620 PRINT" press-any-key,,":CALL-ABB18
GAGT 6+ +Try-again-Ocean!!!! HWAFG 330-DATA-B6,08,10,FE,CL,10,E6,01,2D4 AAAG B30
LT T HADH 340 .DATA-7E,FE,11,00,60,C3,47,4C, 340 GALO 640’ -Cheats-goes here
HAEA 1@.DATA-21,0F,80,11,09,02,01,00,16C HANL  350:.DATA-8C,ED,78,0D, 1B, ED,78,F2, 3F0 =
WAEG 2@.DATA-0O2,ED,B@,C3,68,8E, LE, 06, 3C4 HAMG  360-DATA-10,A3,74,B3,C2,08,A3, 11,361 Flimbo's Quest (infinite lives)
WAFF  30:DATA-18,08,F3, LE, 65,01, 7E,FA, 30F HABG 370:DATA-00,00,0C,ED,78,77,0D,23, 218 Follow all the instructions at the start of this
HANI 40-DATA-ED,59,06,F5,ED, 78, 1F , 38, 3FD HAGL 38@.DATA-1B,7A,B3,CA, 3, A3,ED, 78,454 section before typing in the following POKE.
HAHI 50.DATA-FB,ED,78,1F,30,FB, 10,28, 3E7 HAGT 39@.DATA.F2,29,A3,E6,20,C2, 1D, A3, 448 GAHC 650" Flinbo's Quest
HAEH 60.DATAF1,F3,09,0F,C8,21, 00,03, 4E7 HACK 40@:DATA.C3,44,A3,0C,ED, 78,00, ED, 415 EANL 660" «hy:ANDY PRICE
HABF 70.DATA-16,00,C3,8E, n2,4F, DD, 21,356 HAGH 410.DATA-78,F2,3A,43,E6,20,C2, 36,445
HAFG 60-DATA-AO,A3,0D,7E,00,B9,28,00,389 HAJJ 428 DATAA3,21,97,A3,ED, 78, FE,CO, 521
WALG 90.DATA.DD,23,00,23,0D,23,00,23,408 HANJ  430.DATA-38,FA,0C,ED,78,77,0D,23, 34A
WAFI 160.DATA.18,F0,DD,56,01,00,5E,62,379 WAFL 44@.DATA:3E,0S,3D,20,FD,ED,78,E6, 3E8
HAWG 118-DATA.DD,46,03,3E, 19,93, 848,38, 300 HAAK 450.DATA.10,20,E9,C9,ED,78,F2,5F, 498
HAKH 120:DATA-07,7B,80,3D,4F,C3,74, A2, 367 HAJM 460.DATA-A3,C9,09,01,7E,Fh, ED,49,4F4
WAOL 130-DATA-OE, 18,C5,F5,E5,DS,CD, 74,408 HALL 470:DATA-01,8D,7F ED,49,4F,08,09,303
HAKI 148.DATA-A2,D1,EL,F1,C1,5F, 78,083,670 HAPC 480 DATA-E9,03,0F,00,00,01,08,02, 106
HABG  150-DATA-47,7C, 83,67, 1E,01, 14,18, 1F9 HAFE 490 DATA-4A,00,09,4C,00,00,00,C8, 167
WACL 160-DATA-DA, 3E,4C, 32, 7E, 43, 3E, 06, 2FB HADH 5@0-DATA-02,C8, 24, FF,00,07,0C,0F, 215
WALH 170:DATA-32,83,43,79,1D,93,32, 1C, &CF HALB E10.DATA-00,03,04,06,01,02,0F,06,01E
HAJH  180-DATA-A3,78,32,087,A3,1E,C1,4B, 324 HanC 520-.DATA-00,16,15,99,48,00,00,00, 16C He looks a right young lout if you ask me.
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The odds were stacked against him. The
cannisters were stacked against the wall.

LABE 260-PRINT-H2, TAB(18)"Neil Android Cheat”:

GANF 270 PRINT.#2, STRINGS (38,210)

EAGP 280 FRINT #L:PRINT #1

KAOP 290 INPUT-#1,"Infinite:Lives«(¥/N)) ", af

JAFK  300-GOSUB-440:IF -a$="Y" . THEN POKE. &BF31,

&0

KAOP 310 INPUT-#1,"Infinite Ammar e (Y/N)+> "2
$:00

JAMN 320 GOSUB-44@: IF
i

KACL 330 INPUT.&L,"Infinite Aircoo(Y/N) ) "2
$ios

JAKS 340 GOSUB-440:IF -a$="Y" - THEN POKE . 8BF 3B,
&

MABI 350 :CLS-H1;FRINT #1,"Load From:Tape/Tisc
S(T/M

EAHJ 360 -WHILE: INKEY$="".

GARB 370 IF-INKEY(51)=0: THEN 480

HAON 380 IF «INKEY(61)=0 THEN:CALL &BFOF

EAGE 390 WEND:GOTO- 380

ABHI 480 CLSRL:PRINTHL, TAB(3)"Insert Tape 30:
Rewound «ToStart"

OAAR 410 PRINTHL:PRINT#L, TABC7)"And  Then Pres
5+ Any Key"

FAJT 420 CALL-ABB18:CALL - 4BFOR

"+ THEN +POKE + kBF 36,

KAHI 665" Merge-uith-Dolphin:susten
AAKO  BBT7:’

GAHE  670-DATA-CD,0D,#2,CD, 26,02, 3E
GAMA 680.DATA.D1,21,E0,29,CD,30,A2
GAFB  690.DATA-CD,09,42,CD,20,50,21
FAHP  700-DATA-00,52,3E,02,CD, 30,42
GALA  710DATA.AF,32,06F,77,21,00,73
DTARY  T20-DATA-C3,B5,A3

FAKH 730 FOR:a=4BESD 10 4BEAS

FAHO 740 READ ¥ :u=VAL("&" +x$)
GANO 750 :POKE-a,x :NEXT:CALL - 48000
CAHO 768 CALL- 46000

Multiface POKE
T70F, 60 Infinite lives

Puzznic (Infinite time)

Follow the instructi at the b of this
section before typing in the following POKE.
FAAM 658" Puzznic-disk

EANL 660+ " «hy+ANDY PRICE

KADG 670 Merge-with-Dolphin:Systen
AAFD 68D’

FAGM  B30-DATA cd,Bd, a2, cd, 26

EAAP  706-DATA-a2,3e,01,21,00

FMJL  710:DATA-cO,cd, 30,22, cd

EAMP  720.DATH-09,a2,3e,02,21

FAFC 730-DATA-40,00,¢d, 30,32

FAAE 740-DATA-af,32,9¢c,59,32

FAKH 750:DATA9d,59,3e,£1,32

EAGP  760-DATA-c@,3h,21,40,00

DAFD  770:DATA+c3,65,a3

FACK 780 FOR%=&BE8O - T0 ABEAR

FAHK 790 .READ-af:azUAL("&"+at)

GAKH 800 POKE x, a:y=y+a NEXT

FABG 810 TF y{3&111C - THEN 830

EADJ  820-MODE-0:CALL- 48080

KAMN 430 PRINT."Data:Error:0ld«Bean:,..":END
GAKB 440 a$=UPPER$(a%) :RETURN

Multiface Pokes
5§567,00
3C5C, 00
314,00

Space Mania
Alex Pim from Beaconsfield sugg
infinite lives and invulnerability you
ROL and C when f ame begins. If
ne right a little ‘C’ will appear in the
m right-hand corner to tell you that the
Cheat Mode is active.

Short Circuit 2

Infinite Lives
Infinite Ammo
Infinite Air

s that for
ould hold

Paul Marsh of
Colchester

(ifit's a film
licence it must

miraculously

be transported

to Level Two.
That should be some help to anyone's who's
hopelessly n the game, mentioning no

Play Puzznic at your leisure with Cheat
Mode's patented infinite time POKE.

HACL  838.PRINT"Error.in:cheat"
GAKJ 840 PRINT"u=",u:CLEAR:END

Multiface POKE

£99¢,00 Stops clock
55390, 00 Do both POKEs
3BCO, 00 Lots of retries

Mol‘l‘l:y Pyﬂ'lon (Infinite lives)

Follow the instructions at the beginning of this
section before typing in the following POKE.
LAHG  650:' Monty Python's Flying Circus
ERNL 660 ' <hy-ANDY-FRICE

KADG 670 Merge withDolphin: Susten
AAEO 630’

FAFK 690 DATA.CD, 0D, A2,CD, 26,02

FAJF  700-DATA-3E,02,21,00,80,C0

FAPH 710.DATA+30,42,CD,09,A2, 3E

FABE 720.DATA-01,21,08,40,CD,30

FAJF  730-DATA-A2,3E,03,21,00, 38

FRII 740-DATA-CD,30,42,09,01,7E

FANI 750-DATA FA,ED,49,F3,31,00

Becember
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- - ]
by listings?
Don't panic! There's a full explanation of how
to type in listings and what the codes at the
beginning of each line mean in the Type-Ins
section which starts on page 26,

Rik The Roadie
Here is another sure to be
popular cheat for AAS97's
game Rik The Roadie. Give
your ‘pink doormobile’ {well it

hardly credits the lade
W) infinite ti nd no time

JAPA 180 'Rik:The Roadie: (AA31) :Cheat
JAPP 118 'LRovane-For-Cheat Mode-4/16/93

Getting into
the right mode

Stuck on a game? Or perhaps you've found a
cheat or hint that you reckon other people
should know about? Either way, if you want to
get into the 'Cheat Mode' the address you need
is: Cheat Mode, Amstrad Action, 30 Monmouth
Street, Bath, Avon BAL 2BW.

FRIF 768:DATA-CB,CD,00,80,21,00
Fa0C 778.DATA 46,11,80,C0,01,00
FALJ 780.DATA.40,ED,BO,21,C7,BE
FACC 730-DATA-11,46,00,01,32,00
FAGG 800-DATA ED,BO,C3,40,00,21
FAEF 810-DATA-80,3E,11,00,BE,01
FARH B20-DATA-80,01,ED,B0,01,8C
Fh#L 830-DATA-7F,ED,49,AF, 08,09
FANG 840-DATa-21,5D,00,22, 1C,BE
FAKI 858:DATA:21,80,BE,E9,AF, 32
FALI 860-DATA-88,43,C3,AD, 74,00
FAGK 870-FOR-x=&BESA.T0-4BEER
FAHE 880 -READ-a$:a=VAL("&"+a})
GADI 890 :POKE -x,a:y=y+a tNEKT
FANF 900 TF-u()82871 THEN . 520
CAED 910 CALL %8000

HACL 920 PRINT"Eeror-in:cheat"

Multiface POKEs
A368,00
8An0, 00

Infinite lives
Fewer enemies

” "I

Have you got your fish licence for this game?
Nudge, nudge, wink wink, know what | mean?
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The Mallic multipoke maﬁia Zone

Thwarting every effort to forcibly remove them from this section of the
mag, Archie Fulton, Tony Parker, Donna Packer and Alex Cochrane still
battle it out with the Z80 chip to bring you this host of multiface POKEs, If

you want to join the fray write in with any POKEs you've discovered to

Cheat Mode, Amstrad Action, Future Publishing, 30 Monmouth Street,
Bath, Avon BA1 2BW. It could change your life (but probably not).

Game Format  Poke, Address Effect  R-Type (AF) Disk 91A1,C9 Invulnerability
Moon Walker (TP)  Tape T7739.A7 Infinite fives -~~~ 91A6,00 Infinite fives
777AAT ~Stops timer 9234,A7 Infinite credits

Builderiand {DP) Tape A3MA AT Infinite lives 9AA9,00 Extra firepower
Neil Android (TP) Tape 5567,00 Infinite lives Dizzy Dice (AC) Tape/disk 1515,09 999 credits
Potsworth & Co (DP]  Tape 5117 A7 Infinite energy 1516,09 Do all three
Edd The Duck (TP)  Tape 1039,A7 Invulnerability : = 151709 POKES for 999 credits
Skweelk (AF), Tape 7282,00 Infinite life (2 Players) Supercars 128k [AC} Disk  O6E4,99  Lots of money
- 72A0,C9 Invulnerability ] Do both POKES

8813,00 No enemies Rasputin (AF) Disk  OEOC,CO Infinite life force

128"

138.DATA-CD, 18,BB,21,00,01,11,87,46,3E,F
2,00,41,C,03
148DATABE, 08 ,00,CD, 18,88, 11,60,01,21,8
7,A6,0E,87,00
158.DATA-CE,BC,21,C9,00,CD, 76,60,11,00,0
1,86,07,D5,C0
168-DATA-77,BC,E1,CD, 83, BC,CD, 7R, BC,C3,B
E,80,CD,18,BB

£70.DATA 21,0001, 14,7, 46, 3E,72,00, 1B
C,11,08,61,21

180 D4TA-87, 46,08, 87,0, CE, €, 06,07, 21,
9,00,11,00,C0 1P H i

190 TR D, 6C,C,20,00,01, 11,67, 45010 s -
8,81,3E, 82,00 "

0 D 0,0, 01,06 01,0, 828001 e ooy et msbaspuinloneg
2,B2,07,C3,00

218.DATA01,72,69,68,2E, 62,69, 6E,00,00,0 JAPE 24@-READ:a$:IF-a$="LCR" . THEN.270-ELSE.25
0,06,80,00,060 L}

220 DATA LCR GABD 258-a=VAL("&"+a%) :PORE x,a

230 chk=0:x=458 HAJN 268 x=x+1:chk=chk+a:GOTO 240

KACN
LABE
KAPG

CHPM
DACN

EABJ
KAaL

BGOMODE 01 CALL - &8008

Operation Thunderbolt _
B10-FRINT®Error- in-cheat”

(Infinite credits)

Follow the instr at the beginning of this TOLE AR /ARl SR
section before typing in the following POKE. Multiface POKE
i;r;r_r;-"ﬁ\ T 5362,00 Infinite Credits
g; & Super Off-Road Racer
- " G {Infinite boost)
/ W e Follow the i at the beginning of this

section before typing in the following POKE. And
get a load of this, he's added some game code
that'll enable you to keep your finger on the boost
button for automatic constant boost.

HANJ 650 ' Super 0ff Road Disk

EANL  GED:* -hy-ANDY - PRICE

KADG 670’ «Merge with Dolphin:Susten

AAFO 68’

GAFI  630.DATA cd,0d,a2,cd,26,a2

FADO 708-DATA:3e,01,21,00,00,cd

f:

OPERATION
THUNDERBOLT

They were ready for anything. Apart from an
invasion of mutant greek yoghurts, perhaps.

LAJC 650+"-Operation: Thunderholt:disk SAE:—140-BATH: 30, 32,04, 04,4, ¢
SHIL. 960" by MOY-PHICE FAIT 720:DATA-B2,21,00,19, cd, 30
HADG 670" Merge-with:Dolphin: Susten FAEL 738.DATA-ad, 3e,03,21,00, ¢

GAGF  740-DATA-cd,38,a2,af, 32,84

MAFO
FAGH

68a.*

690:DATH-cd, 0d, a2, cd, 26 FAHH

GAHA

750:DATA-67, 32,65, 02,32, 66
760 DATA-e2, 32,67, 22, 3¢, 09

EABP  700:DATA-ag, 3e,02,21,08
FAJL  710:DATA-c0,cd, 30,42, ed FABJ 770 DATA-32,d6,71,21,00,c0
DAGD 780 -DATA-c3, 65,23

EANP  720:DATA-B9,a2,3e,03,21

FACC 730<DATA-B0,01,cd, 30,42 FALJ 790FOR-4=4BES0- T0 -4BERS
FAEA  740:DATA-af,32,62,59,21 FAPJ 900:READ:as:a=VAL("&"4as)
FABA 750-DATA-B0,60,c3, 65,43 GALH 818 POKE -, a:yzuta:NEXT
FABJ 760-FOR-x=ABESD .10 ABEAR FAAG 820 IF -u¢)&1791  THEN: 550

TACD
FAPG
HAEL

830 MODE -0 :PRINT"Press-a-key"
840 CALL -&BB18:CALL 48000
850 PRINT"Error » in-cheat"

FAFK
GABI
FAKE

770 READ af a=UALT"&" +ad)
780+ POKE %, a r'y=y+a :NEXT
790 IF -y >AD2D  THEN 810
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MABO

PAPC

NiGO

NANK

270 IF - chk{)43244 - THEN - GOTO 470

280 CLS:NODE+ 1:HINDOW -#2,1,39,1,5

290 NINDOW-#1,1,39,6,24:CLS #1:CLS #2
360 ‘BORDER@: INK-@,8: INK-1, 18

318 PRINT-#2, STRINGS (38, 208)

320 PRINT 2, TABC4)"Rik : The :Roadie Cheat
& Transfer”

330 PEN-1:PRINT-#2, STRING$(38,2108) «

340 PRINTH1:PRINTHL

350 PRINT-#1,"1, - Transfer-Game-To:Disc"
360:PRINT-#1,"2, - Tape-Cheat Version"
370 PRINT-#1,"3, Disc-Cheat (Once: Transf
erred)”
380+a=0:HHILE-a=0:a$=INKEYS:azVAL(ad) W
END

390+ 0N-a-G0TO-410,430,450

480 G0T0- 280

410 CLSH1:PRINTHL, TAB(2)" Insert Tape And
Disc:With-48K Free"

420 PRINTEL, TAB(18)" Then Press . fmy-Key":
CALL &89
430-CLSHL:PRINTHL, TAB(6) "Insert : Tape -Rew
ound To:Start”

440 PRINTHL, TABC11)"Then Press fny - Key":
CALL - 450

450 CLSH1:PRINT#L, TAB ()" Insert Disc Wit
h-File:RIK:0n"

460 PRINTHL, TAB(11)"Then Press . fny Key":
CALL- 862

470 CLS#L:PRINT - "Data Error 01d Bean-..,
+ "1 END

Multiface POKEs
0784, 00
0782,00

Infinite time in crash scenes
Infinite time

Poking the
multiface way

1 Make sure that you've got a Multiface
plugged into the back of your CPC; it helps.
2 Load the game as normal,

3 Press the RED button on the Multiface.
4 Press 'T' for tool.

5 Press '*' to select the code.

6 Press ‘H' for HEXADECIMAL input.

7 Press 'SPACE' for input.

B Type in the ADDRESS [ie, 3ATC)

9 Type in the POKE (ie, A7)

10 Press 'RETURN'

1 if there's more than one poke go to 7.
12 Press ‘ESC' back to the menu.
13 Press 'R to return to the game.




ROMBO

under

“£120

464 PLUS 1st DRIVE

BONZO SUPER MEDDLER

=" DUAL-MODE DRIVE

Pound for pound the best value arcund

DISCOUNTS

Jrd DRIVE SWITCH 1 12,95

lmo ROMBOARD MNow includes 22DISK - the No. 1 CPC/PC/CPC file Excoption iope to disc iranster wiility, very ABBA SWITCH .. 1295
MNow only £25.00 transfer program. It large on- dlsc dmuhu,,xr varifiod transhers gg gm%u i:lﬂ o ; g 22
f all H . siondalone transers E hag-on] ]

i el o oo Als'o includes:- i ABBA & SIDE combined e 14.95

el it 0 oloe * 00 o0 TBOENZP B'L"EPEEDLDCK g':::'d‘ dml 0 for £7.50 :1181'“ ggg
rockel or | bk RAMROM, * 'o b‘ﬂﬂk d"'.“ #* ‘ﬂm ranshers ofl varieties of lopes onto iscs, .. 0 hor

disc, producing stand-alone transhers. Onisc | 3% individual dise ea: 10 for 5.95

20% - with the Dual-Mode Drive Our superior drives do everything that all other !iumbgu Oi“:‘lﬂl o‘d transfers, Includes 4 mu.:«. 3 ;h:hﬂa Hse ‘;:Tw‘&w g 705

10% - with ROM soltware volued 3.5" drives do - and more besides! games - FREE! 64k DkTronics RAM PACK 39.95

at £20 or more, CHECK OUT THESE FEATURES:- BONZO'S FLASHPACK The A:“: ‘;z"&‘m‘d"‘l';c: :J': 8 0“;":‘!‘

MODE 2: Full, unimpaded use with Rodos, Ramdas, Romdos Il Over 60 addilions ta Basic, some vary powerlul. | B" oy 1o e Conmaciad the SIOE oo

EPROM and Romdot XL ghing up 1o 800K par disc without the need 1o [ Flosh Baic's commands can be used within your | Zoa\eri infariar dhrees o Duat Mods

with *mr socket - £30 use the SIDE SWI The statement aliewhere |hu| “ather own Basic programs but : "3

dlrivees ot o fime* is o lie o it does nol need to be DISC CKSES e

will only alfow you to occess 400k

many who have resorted to adding their cwn side switch 1o

inferice drives con conlirm. Full use of MSBOD, the ne.] high

capocity formatier - B0k per dise ot 400k per side

Mgl Tt works as o complete allernative o the FDI B drive
180k per side. Wit the side switch, mode 1 is not possible.

- £35
Pmnrum Bk ond 16[. 12.5v and 21v
eproms; full eprom, pan eprom and single
-,nt orogrommmg ROM file editing
Supplied with -m‘ to use menu driven

* * SPECIAL * *

prosant for the programs
o runl

MAXIDOS

The most comprehensive

of the book

8128 circuit board - only £45 [ cperning type
Fully populated, including the disc
inferfoce and 128k mamory, kieal for

re, PD OM Fila, uhifties o turn | OVERALL: Ultra quiet mechanism, the type used in mmr and effective general | SONverting a 464 to on actual 6128.
ond professional computers; wper imall; separate power wrz dise ubility owailable for £39 95
sleek metal cose. You to buy nothing else ko use your the CPC. Al fechares work -
-£1495 | immediakly. MSB00 is supplied on disc and ROM whethar or lll Witk Amsdes, CPM, Ramdos and Remdos. with COMMS software

32k of RAM in two 14k blocks. Each | ™ot you have o Romboard

Ibehaves fike o ROM, survh resels, when
loaded with ROM software for testing
ROM programs without fhe need 1o blow/

464 PLUS 15t drive - see this ad
Old 464 151 drive - not suitable.

see the ROMBO DISCOUNTS.

£79.95

Includes:- disc/Hle copy,

miuch much more.

STONE BpIOM:
) Sfcee v sous campuie nodel. | SO pIeie Fou. Hucbie Daobore: wparb pooks predicr S o 1 Qe peeher e .
gt o same designer as the PACE RE-232 and
ROMBO SUPER MEDDLER . 13.95 uses the 'lagal oddn
MNZ....rre -
VIDEO DIGITISER MSB00 is the number cne high capacity formatter, aflowing up 5 —
Now anly £65.00 1o 800k storage per 3.5% disc. i is the OMIY cne that dossn't 9 464 1 us
Cophures video pichsres from a video recarder, nesd |on|: P"‘W'""'B' "'“ discy ‘Tug. ""g; "‘,h?MY el ‘h,;'; MAXIDOS . i 13, /6 2 8 PL
comers o TV wih ‘vdeo ot o conpuer S v vy whcienen for NI et con v iy | 22 DSK PC/CPC/PC. Wnstas 5,00 Low cost INTERNAL
memory. Manipulate piclures, save lo dise, use [l in drive A | iich usars, plecse nole|, the ONLY that
gl gy works i e P mchines 3 sppid ‘i own copying ROM SOFTWARE disc/memory upg.-udu
ull ity and o many prmﬂ I!mé %mm tape to disc | ppoOTEXT £30  UTOPIA £25 DALY

. prigerts ik iy Mo B | PROSPELL  £25  MAXAM  £30 | 464 L br us
ROMONORF SWITCH - £7.95 o *’_“"‘“""’"""""“‘" NEO0 e ey e PROMERGE  £25  MAXAM 1.5 £25 | bxtra 1500 25.00
Connects fo the expansion port to tum all mﬁ 3!* *n:% e ,S:i PD GAMES ROM (2 games] £3.50 | Disc interfoce 30.00 $0.00

udernal ROMs OFF or ON needed. Mot otk . 4128 UPGRADE ROM
aotcble for a 464 wikh disc s ROM for disc ownens [proof neaded]............. 5.50 | Suppliad with fll fiing insructions 24,95 | €128 plus Tape port  18.00 30.00
Includes the REMOTE fFeaciliry.
28 BELMONT AVENUE - Does not inchude o tape recorder
BRADFORD Ploase write or phone for u
BD12 OPA - -

When the MULTIFACE was launched 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
MULTIpurpose interFACE proved to be an
absolute Godsend for the Amstrad CPC users,
Remember the first disk drive on the CPC 4647
Suddenly the loading took seconds rather than
minutes from tapes. Except thal there was not
much to load - very little had originally been
released on disks and there was no facility to
transfer programs from tapes to disks.

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

u. Being fu
you'll probab
with the
y AUTOMATIC

topped i, yo

y Manu-

II you get beaten

you saved last and play just from there again!
No to go back to the start all the time. Or
to POKE

n better, the Multiface alloy

You MUST NOT use our products o
copyrigh! owner.

ica of infringe in any

erased files, restore ercsed files, disc editor and

BONZO'S BIG BATCH

copy, reprodu wary whatsoover an t material without the permission of the
owner. Wa do neither condona nor authorise the use of our praducts for the npmnm n ol copyright materal - to do so is ILLEGAL!

disc optimise, CAT inc. | This is the device that connects to the CPC
or Plus computer to allow it fo connect o
e felephone, vio o modem, or o ancfher

camputer. It has 2 channels and can be

When we announced earlier that we were to
pull out of the 8-bit market, the surge of interest
in the MULTIFACE was such, that we had to
make many more. 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.
It comes on a digk 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 £7.85!

LAST CHANCE!

As this goes fo press, we still have enough
stock of both the MULTIFACE and INSIDER.
This, however, is our final clearance and once
these are sold, we will NOT make any more.
The MULTIFACE is terrific value, in fact more
for the customer than for the manufacturer...
We will only accept orders when we can supply
the goods and we give a full guarantee. Plus
we still offer up to £10 OFF! mail orders!

are almady discounted an
llommloa! 1, 1monly

| order a MULTIFACE 2 for CPC 464/6128 [] e#7e5 £39.95 or for CPC + [J e4s.85 £39.95
RODOS [Jeesss £14.95 BLANK DISKS [Jesss £2.95 INSIDER [ e++ss £7.95
| enclose a cheque/PO/cash for £.............. or debit my Access/Visa No. | El=t=]

PLUS P&P: UK and Europe £2 Overseas £3.

Name/address,

ROMANTIC ROBOT, 54 Deanscroft Ave, London NW9 8EN &

24 hrs Mamzm 081-200 8870 @
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He trudged across the vast plain. He was lost and utterly
alone, with no water, no food and no bus pass. His only

adventure, and whoever was playing the darned thing had
the good sense to read Debby Howard's pages in AA...

hope... his last hope... was that he was just a character in an

Lords ' Ladies
of Adventure

I h

|- Danger:
Tape: £2/disk £4. WoW
Software, 78 Radipole Lane,

Weymouth, Dorset DT4 9RS. Cheques/POs
payable to: JG Pancott.

and since, In my opinion, it is one of Simon's
best adventures, | feel that it's well worth
correcting this oversight,

Hey, Brechtian alienisation or what? In this
adventure you play the part of an adventurer,
and you're desperately looking for a quiet place
to hide so that you can play your adventures to
your heart's content - now that's something |
can really relate to. It was written by Simon
Avery; using The Quill and is a text-only
adventure, Danger Adventurer At Work 2 has
also been released and was reviewed in AABS.

not too hard, making it an ideal choice for

themselves in for an hour or two.
There are loads of characters you'll bump

personalities on the Amstrad

around looking thoroughly
stop it there, thank you — AA's

you are familiar with them the

the usual, less injokey humour

which I'm sure you will enjoy. If

the beach, be very nice to the

to be ME! You will also come
like a left leg, and you end up

miss their one of legs?

you haven't got the right object

R save frequently!

B

e ey, i
o

enough, making Danger an
ideal adventure for anyone
looking for a game that's

Lots of the ch in Dang At Work
are based on people in the CPC scene. | wonder who not too heavy, but not a
the woman on the beach is supposed to be? doddle, either.

1 il " e
i.‘“‘\!}'ﬂ*‘rllmncmhmﬁci{h‘m el I
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Adventurer At Work

Although this adventure has been out for some
time, somehow it slipped the AA reviewing net,

Personally, | think Danger is irresistible and
quite challenging. The puzzles themselves are
pitched at just the right level, not too easy an
anyone looking for a game they can immerse
into, and if you're perceptive you might notice
that many of them bear certain similarities with
scene, such as the witch hanging
miserable who is obwiously... (we'll

libel lawyer). Unfortunately unless

jokes will go straight your head.
Nevertheless there's plenty of

associated with Simon's games,
you're lucky enough to make it to

young lady with the inner tube that
you find there, as it is supposed

across certain parts of the body
wondering who the hell wouldn't

It's not an adventure that will
have you stuck for ages; most of
the puzzles are quite logical, but

there is a point of no return, and if

with you I'm afraid it's back to the
beginning, so make sure that you

The price seems reasonable

(85%9)

hey're like the masons. Or the
I Worshippful Company of Coopers. You
wouldn't recognise them in the street
but these people belong to a an ancient
L brotherhood with traditions and rites that
stratch back... oooh, at least eight years [since
. Amstrad Action started, spookily enough).

The Lords and Ladies of Adventure are
people who have finished adventures and who

|| are willing to share their knowledge and
experiences with anyone stuck on those
adventures, Theirs is a truly worthy cause,

So if you are stuck on one of the games
listed below, these kind souls are willing to help
you, Please remember, if there is an address to
write to, enclose an SAE with your enquiry and
DON'T ask for a full solution, otherwise you
might be disappointed.

® Just about every CPC adventure ever written
- Joan Pancott T (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 6.J.

@ Avon, Forest At World's End, Hollywood
Hyjinx, Kobyashi Naru, Mordon's Quest,
Scapeghost - Angela Allum, 22 Point Royal,
Bracknell, RG12 7HH.

@ Knightmare, Kobyashi Naru, Rebel Planet,
Who's Afraid Of The Balrog? - Ross Younger, 3
Cammo Parkway, Edinburgh, EH4 BEP.

@ Five On A Treasure Island - Phil Mitchell: T
0684 274232 (evenings).

@ If you've finished an adventure and you feel
like giving someone else some help with it (and
letting everyone know what a clever clogs you
are) you can become a Lord or Lady of
adventure simply by writing in to: Lords and
Ladies, Amstrad Action, Future Publishing, 30
Monmouth Street, Bath, Avon BAL 2BW. It could

change your life (probably).



Dear Debby,

| have played several adventures written
by Simon Avery, and | have enjoyed
them immensely. | was hoping to play
every one he has released as | think that
he is brilliant, but I'm not sure of all the
adventures to his credit. Would it be
possible to give a list of them all?

David Dumas, Nairn.

Mo sooner said than done David. Simon has
used several aliases such as Michael Hunt,
Justin Thyme and Grimwold which | have
included into the list as well.

Games Written By Simon Avery Up To
March 1993 using The Quill:

@ Public Domain; Roog*, Welladay,
Doomiords |, Doomiards I, Doomlords I, Can
| Cheat Death? Adult l, Boredom, Spacy,
Dungeon, Firestone, Jason And The
Argonauts, Tizpan Lord Of The Jungle,
Labyrinth, Public Domain Library Blues and
House Out Of Town,

® Commercial Adventures: Magician's
Apprentice, Total Reality Delusion (TRD), Prison
Blues, Danger Adventurer At Work |, Danger
Adventurer At Work Il, A Thief's I, A Thief's

Tale I, A Thief's Tale W, Gerbil Riot Of ‘67,
A Day In The Life Of A Tupperware Salesman,
A Day In The Life Of A Tupperware Salesman

erlii |, Merlin I, Pre-History. and

*This game has also been re
Adlan rewrite. Deblby

Dear Debby,

I've read a lot about Quilled/GACed/
PAWed adventures in reviews recently,
and as I'm new to adventuring | was
wondering whether you can explain to
me what they mean?

A Picksford, Surrey.

They are all databases on which adventures
are created. GAC (Graphic Adventure tor)
has actually been on one of Ad's covertapes;
to get a better understanding of what | am
talking about dig out tape 10 and have a look
yourself. Basically what you do is type in the
information that structures your adventures
and the program will compile it for you and
save out a playable adventure. It's more
complicated than that but that's a brief
description of what they do. Debby

Dear Debby,

Are you going to award honourary titles
such as HPilg and HBalg like your
predecessors have done?

Arnold Jones, Wales.

Sounds like a great idea, perhaps someone
could come up with a suitable title that | can
award people who have excelled themselves
on the Amstrad adventure scene? Debby

T

If you would like to help feliow adventurers out
of a jam, please send in your tips and hints for
any of the adventures you have played to The
Examiner, Amstrad Action, Future Publishing,
30 Monmouth Street, Bath, Avon BAL 2BW.
This month's tips come from: Malcolm Dowse
{Co. Dublin), Jonathan Hoey (Co. Down) and Phill
Ramsay (Manchester), all of whom are awarded
hanourary membership to the Give Us A Clue
Club (which I've just made up).

Five On A

Treasure Island

@ The light the fire: Eat the cake (found in the
pantry) and you will drop some ¢rumbs. Take
them to the Round Tower. Orop them again and
the jackdaws will knock down some sticks,
Drop them in the Whole Room. Unwrap the
sandwiches, light the paper and light the sticks
with the paper. (WARNING: Do not light the fire
before you get a cold.)

@ The Wrecked Ship is washed up at the Rocky
Headland in the storm.

@ Get Julian to chop the cupboard with the axe,
in the Captain's Cabin,

® Take the box back to the mainland and drop
it out of the Attic window.

@ Whenever Uncle Quentin goes to sleep in his
study, CREEP in and take the box out of the
drawer and read the map.

@ After reading the map, dig with the spade just
west of the room and then TELL TIMMY DIG.

@ Get the rope, be it to the ring on the slab and
pull the rope.

® To open the docr to the gold, Julian has to
chop it down.

® When Anne and Dick return to the surface,
get them into the well as fast as possible. Get
Dick to climb down the ladder
and the rope and climb
through the well wall.

® Go back and find Uncle
Quentin (make sure you are not
George). Give him the gold.

ADVENTURES

grocer's shop, Become Julian (or whoever has
the pocket money) and buy ices. Give the ices
to George. George is now friendly, Buy the
ginger beer. Make your way to the fishermen's
buildings. George will tag along now so there is
no need to bring her separately. Become
George and talk to Alf, Alf will bring Timmy to
you. Get on board the boat and make
everybody drop everything. Dick will probably
take the food straight back anyway. Get the
oars and row to Kirrin Island. You MUST be
George at this point as only she can negotiate
the rocks safely.

® When you get to Kirrin Island you must get
everybody to take as much as they can. Leave
the dropping of the oars to last as if you drop
them first someone else will get them. Leave
the pocket money behind too (you won't be
needing it).

The Weirdstone

Water the plant in the library. Don't take the
plant anywhere else to water it, or you'll lose
the water and cannot complete the game.

Doomlords |

Give the rum to the spider.

Doomlords Il

Plait the hair to make a rope.

Doomlords Il

Give the toothbrush to the crocodile.

Gerbil Riot Of '67
Get and eat the garlic to avoid the vampire in
the cellar.

Dances With
Bunny Rabbits

Wear the dress and drop the hanky to get out of i :

the concrete bootees.

Spectre Of Castle Coris

Buy and eat a lozenge to cure the rat's disease.

Where To Go!

Get a load of this - if you send a stamped self-
addressed envelope to either of the following

addresses, within a few days you will receive a

® Lead the policeman and
Uncle Quentin to where he is
and unlock the door.

® RED HERRINGS: The onion
and the broken cup (You can
use the candle found in the
attic but it is not necessary).

@ To befriend George
bring everyone to the

catalogue of all the adventures, new and re-
released, that they've got in stock. And then
you'll be able to order the ones you want. What

a truly amazing concept.
@ WoW Software, 78 Radipole Lane,
Weymouth, Dorset, DT4 9RS.

@ The Adventure Workshop, 36 Grasmere

Road, Royton, Oldham, OL2 6SR.
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From here on in it's reviews &
games and utilities get a thoro

Reviewing software for Amstrad Action is no task for
ordinary human beings. And the mob that get the job are

certainly not ordinary. They're barely human, come to that... Most embarrassing photo: Mablethorpe,
England, summer, 1975. “l was just 18 months

DAVE GOLDER, old and | hope that potty wase't full.

Most embarrassing fan club membership:
Producer/Director o e St A attin S5y

Most embwrrassing photo: St Paul's nursery Most embarrassing
school fancy dress part, 1972, “Or was it? How record: Pinky and
come absolutely no-one’s smiling? 1 reckon, Perky Sing The Blues
looking back, | might have been hoodwinked MGES ssivising
Into some bizarre devil-worshipping ritual.” revelation: The big
Most embarrassing fan club membership: S Sl ot
Doctor Who (you might have guessed). spiders.

Most embarrassing record: The Best of Doris School ick nama:
Day including The Deadwood Stage. Squerf (“Fm not
Meost embarvassing revelation: Cycling Into a actually sure why.”) E CENSORED!
canal after a few too many wine gums. Dedicatas this lssiie '
School ulck name: Box to: Cathy Bishop
Dadicates this lasve to: anyone who's ever

been stuck in a traffic jam on the M25

Most embarrassing photo: That stupid one
: you printed last month, and you'd better
Most embarrassing photo: Brisbane, Australia, j - not print it again...

summer 1988. (Andy's the one the right, by 4 Dedicates this issue to: the furtherance of
the way... er... we think.) . : human knowledge.

Most embarrassing fan club membership: - v - : ;

Chelsea (some old punk band that nobody's ever ; o | AA Trump Cards # 2
heard of. They've been going years - Andy only " A . T - For you to cut out and collsct. Now you've got
joined recently and he's member Number 8). - two you can even play a game with them,
Most embarrassing record: Smash Hits 3

Country Style including Jolene.

Most embarrassing revelation: He's bulit a

Dalel which he calls Cuddles.

School nick name: Dunlop

Dedicates this issue to: My Dad

The teeth that clinched it

&  this month. Honest guv. Do

&  you think anyone famous
looks like a game character?
Or perhaps you know a
friend who does. If so, then
send your suggestions
and/or photos along to us
here at Separated At Birth,
Amstrad Action, Future
Publishing, 30 Monmouth
Street, Bath, Avon BA1 2BW.
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CART REVIEWS ()

Go Cartin’ 4:

the carts that wouldn't die

Just when you thought it was safe to go back to using disks
and cassettes... THE CARTS CAME BACK! Cart games that
slipped the net the first time must be caught and reviewed.
The Amstrad Action crew have volunteered for the task.

Fire and
Forget 2

Available from The Software
Cavern T 0628 891101

ver wanted to drive a car that thinks it's
E a plane (or maybe a plane that thinks

it's a car)? Well, it's not very likely is it?
The nearest you're likely to get is playing Fire
and Forget 2, and frankly that's about as near
as the England Football team are to appearing
in-a World Cup Final,

Thunder Master 2 is your craft for this

mission, equipped with phasers and a missile
launcher. Your task is to protect the Peace

Conference from terrorists who are heading
towards the city to kill the delegates. You are the
government's solution. Time is limited so climb
into Thunder and get to work.

Destroy everything that comes near you
except for the fuel and ammunition power-ups.
When you reach take-
off speed, launch your
car and take to the air.
When you have killed the

The sdded elemeont of Might twrms this lnte
sne-and-a~half games effectivoly - but keap
an eye out for that fuel gauge!

H only you could areats enplosions like this s the middle of Brookside...

convoy of armoured vehicles you get to fight the
big baddies. The final confrontation is with the
vehicle carrying the tactical fife thirsty’ nuclear
mega missile (also known as Trident). Kill this,
and the conference is safe.

Somehow the kill, kill, kill ethos seems to
work for this game. In fact, this ethas is so all-
pervading you don't even have to bother steering
to stay on the road; the game does that for you.
You just concentrate on aiming the Thunder
Master 2 at the enemy and blasting away like
their lives {being terminated) depended on it,

If you like driving games Fire and Forgel 2 is
not for you because there really isn't that much
driving in it. But let's not hold that against it, Me? |
can drive a car in real life, but because driving
sims are, let's face it, so far removed from the

The rest of the game lawolves driving nlong
and killlng lotx of things wory wiolontly.

real thing, | don't
really enjoy them
that much. Fire and
Forget 2 extracts the
driving element from the equation and what's left
i5 really rather good. If you like shoot-em-ups
and want something a bit different to
horizontally-scrolling alien blasting
then this should be right up your @
street (at about 150mph). Sarah

The Eurovision Sang Contest December 1993 AMISTRAD ACTION
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Tintin on
the Moon

Available from The Software
Cavern ™ 0628 891101

hao's this impostor, then? The main
sprite in this game is certainly not
the Tintin we know and love. He's

got brown hair, And he walks like he's got a hemia.

And se they bilpped along in a Bttle red
rocket avelding nsterclds and such like.

Craz
Cars

Available from The Software
Cavern T 0628 891101

orry, | just can't summon up any
enthusiasm for this one. it's another
driving game, as the name suggests.
You get behind the wheel of your car to take part
: D" #-94  iN an race across
B America against
some corrupt
policemen. You
start up the
engine and roar
off down the
road. You've
barely got into
top gear when you

Plotting

Available from The Software
Cavern T 0628 891101
up around the bullding. The

i v
telephone never stops ringing and

you can't get on to your CPC because everyone
else 1s hogging it. The cart version of Plotting has
been discovered still on sale and the AA office
has come to a grinding halt.

Yes, Plotting is addictive. It's like Pang in that
respect. Every night Simon and 2 (usually female)
opponent spend an hour unwinding with a bout of
two-player Pang, It's
brilliant when... {Cut.
You're supposed to
be reviewing Plotting,
not wibbling about
Pang - Davel,

Sorry, | flipped out
there for a minute, Now

ou've got Plotting™ The cry goes

having problems of his own with a few fires.
Accompanied by Captain Haddock and
Professor Calculus, the Tintin impostor launches
into space on the first ever rocket to the moon.
The first level seems a bit pointless. You simply
guide the rocket through the meteorite storm
catching red and yellow spheres on the way. Catch
eight red spheres and you go on to the next stage
Section two sees Tintin inside the rocket, with
fires raging and the ewl Colonel Boris (hang on,
when did he come on to the scene? - Dave)

Talk about police cars coming from out of
nowhere - this one seemed to land right on
top of me! Talk about being crowded out!
crash into the back bumper of a police car.
You've been playing for less than a minute, and
you're arrested. Game over,

What happened? How can |
get round this problem? Is
there any point bothering?
The answers to these

You really should watch t

thing.

an axpert at this kind of

where was I? Ah yes, Pang. No, Plotting. Plotting
is the single person’s Pang. It's the game you
play to unwind but there's nc-one else araund to
play Pang. Plotting is a game for the
interlekchewell type of person. To play it well,
you have to kick start the grey matter.

| could tell you how to play it, but | don't know
if that would actually help matters. Not that I'm
saying you're thick or anything, but it's one of
those abstract games that's pretty difficult to
describe. The manual say it's as simple as gnlling

taking control of the vessel, The rest of the crew
have been kidnapped, and bombs have been
planted throughout the rocket (oh very logical).
All you have to do is put out the fires, free your
companions, capture Boris and defuse the
bombs before the whole thing
M blows sky high
That's about it really. There
yisa final section in which

One swift kick of the tyres, and we can be
back on the road in no time.

questions and many more besides will be
revealed by the end of this review. F

The roads are pretty narrow, so you have to
try and squeeze past the police car at a legal
speed, and miss the lamp posts and telegraph
poles that litter the landscape. It's ridiculously
easy to write off your car,

Your car is a state-of-the-art Ferrari F40
which features a very helpful on-board computer
that tells you when to turn off the road, but it
doesn't know exactly where you are. Such
intelligence. Unnatural really, isn't it? The car is
also equipped with a radar so that you can tell
where the police are, but the display is so small

ice cubes — well that depends on whether you still
want ice cubes or a grill full of water afterwards.
Okay, Il give it a go...

There are four colours of blocks, and they're
arranged in a rectangle. You have a block
chucking device that looks a bit like that refugee
from Spud-U-Like, Seymour, but without the legs.

What you have to do is throw the block you're
holding so that it hits a block of the same colour
in which case both those blocks disappear. But
don't worry, you don't remain blockless; the block
that was next to the one that vanished flies out of
the pack and is picked up by your block chucker

Problems oceur when you end up holding block
with no like-coloured blocks to chuck it at. In this
case you have to forfeit a go and use up one of
your three spare allpurpose,

8 any-colour-goes zapper
8 blocks. When you run out of
zappers, the game ends.

Each level has its particular
qualifying number of blocks
you need to get rid of. When
you've destroyed the requisite




Poittely stopping over all the enconscious
poople, Capt Haddock started ber up.
5 the rocket on the moon, but it's not
, more like an ending.
the Moon is an ckay little game, with

on little. A game should take you
uple of hours to finish, otherwise
Tiritin is not good or big enough

ne satisfied, and makes

y anybody thought it
rth re! amng on cart. Il

@

s ber, it's mirror, signal,
that you don't realise the light has come on until
you see the police car yourself,

A droaing sim with a purpose seems like a
good idea, but this one certainly doesn't work
for me. Crashing is too easy, and there
are too many police cars around, 30%

blocks, it's on to the next level. if there

Just like real life, really, and who
wants that! Sarah
| blocks of the same colour in a line and
all but one will be destroyed,
of points. Er, | seemed to be
s quite well until then but | think I've
help me....
e I'd better fimsh this off for har,
sort of game 1o play when you
@ five minutes. But don’t
ed if that those minutes
) hours, Plotting is well worth
. Sarah

PUSH 20 BUTTON

Hore we can sso Blob Teang demoas
the ‘double red block sllde thing =

| M the worst comes to the worst, you can

Wild
Streets

Available from The Software
Cavern T 0628 891101

ew York, a few years from now. The
city has become divided; half is
covered in mansions, the other half is

in ruins. The mansions are owned by the drug

always just shoot someone in the face!

barons and it is they who control the city. Even
Woody Allen is having second thoughts about
making any more films there.

The police fight back, with a force headed by
John Stevens. Unfortunately, just as the police
are making headway, John is kidnapped by the

: =i druggies and it's your job to
S, find him and bring him
b - home. It's a bit like Escape

L1 ¥

110,40 1

-
;

LA

GART REVIEWS

From New York but 5
without the pyrotechnics,

You are James
Taylor, a man with a ‘big
right hand and not afraid
to use it Er, yes, ..
Anyway, armed only with
your trusty 357 Magnum
and partnered by Black Vlrgln your pet panther,
you set off to teach the city to ‘just say no’,
Virgin will attack in your defence but not until
you're nearly dead,

The game is a glorified beat-'em-up,
the ‘highlight' (such as it is) being the
panther. The animation is laughable,
and the fighting, well, what can | say in
its defence? James may have eight

That dog doesn't really seem to
do much, does he? In fact, he's

completely useless!
#wmm moves butit's
e~ easier to keep

- one finger on Fire,
EO e move relentlessly
to the right and just punch your way
through the screens.

After seven sections you find John
Stevens and then you have to find your
way back without him dying on you.
Hardly taxing, and hardly pushing

back the frontiers of gaming,

Wiid Streets? More like
Coronation Streel. Simon
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S0 for the no-skill ‘ ‘

Plinball ' :

Available from The Software
Cavern T 0628 891101

kill or luck? Which is more impartant when

it comes to pinball? It's a debate which

has been raging for decades. | wouldn’t
be surprised if there's a university in California that
offers courses that look into this very subject.

But, the simple truth is, if you're rubbish at
pinball, it is a game of chance, but if you've got
the knack, then it becomes a game of skill -
knowing how to catch the ball on the flippers,
knowing where to flip it, using the tilt

‘ “ option to your advantage. Oddly,
% 0 .]' Pinball Magic is great ammunition
-

for enforcing both points of view,

’ but great pinball it ain't.

s It just me, or are all thess pinball tables more
than a littie short? They' re supposed to be huge.

Copter 271

Available from The Software
Cavern ™ 0628 891101

Liliy o

.6 2 ol

Since whon have pinball tables siarted belng square?

The mechanics of the game are sound
enough - the ball moves around the tables
realistically and satisfyingly fast; the sound FX
are excellent, the flippers allow you a decent
degree of control over where you flip the ball and
there's a tilt option for those subtle nudges. So
from & coding point of view it's a success.

Even the basic format of the game has been
reasonably intelligently thought-out so
that the gameplay doesn't get stuck in a
rut; every time you gain a certain number
of points you progress to a new table
with new challenges

The problem is the design of the
tables. A good two-thirds of them are
either plain dull or frustrating. And too
many of them have multiple 'black spots’
- areas where the ball will bounce
straight out of play between <>
your flippers if it hits them at

A
the right (or wrong, depending %0 '3'
on your point of view) angle, ‘ &

This looks like one of those ‘just about to
blow up’ situations if you want my opinion.

up the
{INg at, say,

lobby Pmnball If
Magic seems to .:I

be one of the
games where you ‘ ’
have little control over

what's gong on.

But what about your more
experienced pin baller? Sure you can
learn where these black spots are
and use the flippers skillfully to avoid
them. But generally there are so few
safe areas you end up continually
flipping the ball to the same parts of
the tables. Yawn, and indeed, yawn.

There are some good tables - especially the
Arkanoidstyle anes, but there aren't enough. And
since you can't leap straight to them (because
there is no password system) every time you
reload the game you have to wade through all
the dull tables again. Which is a
shame, because Pinball Magic is fun u
n places, but you have to prepared sB b
for an endurance tesl. Dawe

r‘ll'lBﬂl.L

5. I's not

fhcult. It's

The guy on the right who's just about to die
horribly is actually you in your copter.

And here we can see the helicopter
= on one of the rare occasions that it
isn't blowing up or crashing.

December 1993 AMSTRAD ACTION .. tmetabies
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Character
forming

When you want to push Protext past its limits what you need
is a print enhancer. One of the best is ProPrint, and now it's
available on ROM. Cue Simon Forrester...

re you bored with Protext? Are there
things it doesn't do that you'd really
like it to do? Maybe you've thought

about producing a fanzine and wanted to stretch
your word processor that little bit further to
bridge the gap between WP and DTP. If so,
Campursoft may have just released the answer
to all your problems, in the form of the ROM
version of ProPrint.

If you want to know the full story on the
original disk version, either hunt around under the
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tuit Help

Please Make Your Selection: B

That's what we like to see - loads and loads
of on-screen help, at the touch of a button.

Why put up with your old
Protext when you can
customise it with Pro-Ext?
Simon Forrester discovers
what the upgraded version
has to offer.

ncanny. Not just the
fact that we're
reviewing two

Protext prince enhancers
in the same issue, but
the facts that they're
both updates, and both
of their predecessors
were reviewed in the
same issue (AA93

for all you Back Issue
freaks out there).

=
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bed for issue 94, or arder it from back issues if
you didn't get hold of it the first time round. For
all of those who don’t want to bother, here's the
basic idea in a nutshell:

When you're word processing in Protext, you
can use what are known as control codes. These
are used to alter the style of the text, underlining,
printer configuration, things ke that, in all the
usual ways. However, ProPrint patches these
codes, allowing you not only to change text
attributes, but change text styles (fonts)
altogether, as well as printing various useful
graphics, such as boxes, etc.

Custom-built
The other side to ProPrint is the font designer, a
handy little program that allows you to design
custom fonts for special uses, or alter the
existing ones. How much simpler could life be?
Well, life could be a little bit simpler, For a
start, I'm sure they could do something about
milk cartons, and when they've finished with
them, putting ProPrint on to ROM would be a
good move, as loads of people don't want to

ro-extras

In the original contest Sentinel Software's Pro-
Ext was outclassed only marginally by
Campursoft’s ProPrint. The main problem was
the lack of a font editor. In this rematch, then,
does ProExt close the gap? Let's check out what
it has new to offer:
® Charting package - This is a great little
function which allows you to present statistical
data in eye-catching ways. And it's dead easy to
use, as well. All you have to do is enter a set of
numbers and categories, and Pro-Ext will be
quite happy to convert those figures inta a bar
chart, pie chart or whatever, ready for you
to paste on to a Protext page by way of a
simple control code.

@ Font Editor — This is something that you
should find incredibly useful, because when
you're bored of all the usual fonts you can

start to design your own! Hang on... | think I'm
getting this strange sense of déja vu... (| wouldn't
be at all surprised — check out this month's

DWB

spend hard cash getting
an instantly accessible
Protext ROM only to be slowed
back down by having to load up ProPrint from
disk. Oh —they have. | bet milk cartons are still
pigs to open, though.

Seriously pleasurable
Basically, what we deemed a decent little
package back in issue 94 is now even more
likely to make your life seriously more
pleasurable, as the Protextpatch half of the
package now comes on a ROM chip
laccompanied by a font disk containing, among
other things, the font editor),

You want a verdict? Okay then. ProPrint is
definitely a package that any serious-minded
Protext user should consider getting hold of.
‘Nuff said. Simon

Details

' e e

“Himon Dave And

Hmm... What could this chart represent?

covertape — Dave). Never mind, Anyway, let's get
on to the summary-type thing.

The summary-type thing
Pro-Ext seems to be picking up momentum and
threatening to challenge ProPrint in the must-have
department. It's a pity the extra features weren't
included the first time round, but thankfully they're
here now, and they improve the package mightily.
So if you want a Protext print enhancer but don't
want to go to the expense of the Campursoft
ROM, this should be your first choice. Simon

Details




Paradise
DOSsed?

Is the world big enough for another high capacity disk operating
system? Is your ROMbox? Simon Forrester may have the answers...

aybe you didn't buy RAMDOS,
M ROMDOS, ROMDOS XL, RODOS,
400 K/S, MS800, 5/D0S, Xexor

or MagicDOS that we so graciously gave away
on the covertape. Maybe, just maybe, you've
got a 3.54nch disk system on which you're only
storing 180K because you've been living on
Mars for the past year. Maybe you do want
another DOS system. Why should you, though?
Well, that all depends, now, doesn't it...?

Let battle commence

So the 10th episode of the battle of the
DOSses is a 16K ROM chip called ParaDOS,
ready to sit very neatly in either ROM slot
seven of your CPC (Quantum do that bit for
you if you ask really nicely), or in any other
slot you choose. It's the standard 'bung this
chip into any available hole, and it should sort
itself out' arrangement, making the product
truly flexible and compatible with almost any
set-up. So what sets this one apart from its
nine predecessors?

Let's talk formats - disk formats. ParaD0S
has got a pretty good selection, really, and will
happily cope with all manner of ROMDOS,
5/D0S and infinite other disk formats.

Great, it's another high capacity system,
the only difference being that this one really is
going to have to do something special to
justify its creation, Unfortunately, firejuggling
is a bit difficult for most humans, let alone
lumps of silicon, so I'l settle for something a
bit maore useful.

Disk management

ParaDOS behaves just like any normal high
capacity disk ROM until you issue the IDRIVE
command without a parameter. When you do,
you'll get dropped into ParaDOS proper, the disk
and file management utility that this package is
based on, What does it do, then?

® File copying - Well yes, that's essential
really, isn't it? (Don't argue). The point is that

at some point you may have files on one disk
that you want to transfer to another. You
could just load them in and save them out if
they were purely BASIC or purely Machine
Code files, but what happens when you've just
got a bunch of 10 mixed files, and you want to
move all of them? This is where ParaD0S
helps out, with a multiple file copier.

@ Backing up - Mote, that's 'backing up’, not
‘shamelessly copying'. There is a big difference.
You have been warned.

® Attributes - This is for stuff like defining
system files as system files, read-only files as

g e 008 DUGTE LURITLS0, TPIGNIA 18 FIck

The handy file selector system is a
Godsend for multiple file operations.

read-only files, and... well, | think you get the
general idea. It's one of those handy functions
that you never realised you wanted until you've
used it for a while.

What's more...

Yeah, okay, so there’s a lot more to ParaD0S
than just three functions; suffice to say it should
take care of most of your needs when DOSsing
about (you are most definitely fired - Dave). Is it
in the least bit useable though? Mo, it isn't.

Only kidding, Quantumn, of course it is - | just
thought I'd make you sit up. When a disk is
logged’ on to the package, its files are
displayed in a clear table, showing user areas
and file attributes as well as filenames, Down
the right-hand side of the screen is a little box
giving all sorts of impartant information about
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the disk you're working on and its format, as
well and the CPC's own available buffer space.
All selections are made via a little menu bar
that sits across the bottom of the screen, with
the normal functions on display. If you were to
hold down control, though, you'd see (and
therefore be accessing) the ‘all files’ menu, in
which whatever operation you select will be
carried out on all files (as opposed to just one),
The shift key is quite happy, incidentally, to
display the disk functions (such as format,
verify, configure, etc) as opposed to file
operations (as you'll find on the other menus).

Room for one more?

So should you buy it? Well, it's hard to say to be
honest. If you've got ROMDOS and MAXIDOS, |
wouldn't worry too much about getting hold of
ParaD0S§, as you've got the lot already. If you've
only got one or the other, though, and you need
a utilities ROM or a high capacity DOS ROM,
ParaDOS really does look like it's the one to get
- it supports every other disk format the CPC is
ever likely to see, and should stand you in good
stead for a long time to come. Simon

Amstrad LZBK Microcomputer (w3}

P1O985 Anstrad Consumer Elgctronics |
and Lachnorive Saftomre rid® |

PARADOS UL.0. ©1993 AUANTUM Computing. {
PROPRINT Rom vl.6 @81993 CampurSolt. |
HMAXAM 1 assenabler 1988 Arnor Ltd.
PROTEXT word processor #1985 Arnor Ltd,
ROMBOS (01, KD8 A0RR, Ee), SRuRER s8ve.
BASIC 1,1
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How would you like to have a slightly
more powerful sign-on message?
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GAME REVIEW

The handy map scroen glves you the lecations of your froops,
notable objucts, spettable allons and lots and lots of walls.

Or how about a combination of the two? Sort of
a cross between Ripley and Nigel Short versus the
alien scum? Alien-bashing whilst being painfully thin
in a suit? What if we painted squares on to the
floor of our space station as well, and asked the
mutant insectoids from the planet Death in the
Notvery-nice-at-all Quadrant to kindly keep to the
squares, thank you very much?

Seriously, though, if you'd played enough fast
action alien-bashing games to last you a life time,
why not sit down and work out your attacks
strategically? That's right —in essence Steflar
Outpost is a strategy game. |, being the sort of
chap who either likes to sit down at a chess board
or go into bald-headed psycho mass-murder
specials with a big gun, was of the opinion that

aftar teloporting, Pete was surprised
to be maulod by a huge green allen thingy.
December 1293 AMSTRAD ACTIONM s har

but they do know how to use. thosa aim detectors

that build up so much tension in films.

@ Engineers ~ spanners are pretty good all- -
rounders, really; they're good
for destroying walls and
setting up barricades.
® Medics - or rather ‘medic’;
you only get the one, and once
they get their hands on a
medical kit, they do all that
human kindness stuff, and
patch up your team.

And so, with your crew
assembled (they teleport on to
the station two by two) - “Let’s

go towork.”,

u don't move your men in

the normal action/exploration

Stellar Outpost data
To get hold of a copy, just send a cheque for
£4.99 (tape) or £6.49 (disk) to Angela
Swinbourne, 11 Vicarage View, Redditch,
Worcestershire B97 4RF.

game manner, using the joystick — instead, you
have a cursor which you move around the screen
and use to select which player you want to move
and make them to do their:stuff.

The game is divided into ‘turns’. On your turn,
each of your men has a number 'fachon points,
which are depleted when they| pick things
up, kill things, etc. So when yeu‘ve_muved all your
men where you want them, or failing that left some
of them standing around {the eheice s yours), you
end your turn, and it's the aliens’ turn to have a go.

The scary thing is that when your troop is
stomping about, the aliens are dormant - you can
walk right up to them and kill them. This does
mean, though, that when the aliens take their turn,
your men suddenly become less mobile than
arthritic snails. Why have this kind of system?
That's where the gameplay comes in...

You see, this is what makes.it a strategy game
(I did mention the fact earlier) — you have to plan
ahead. As most of the aliens are invisible (well, the
station is out of power so the lights are out; and

warks, because it's incredibly detailed — not
complex; just detafled. Whereas with chess a
newcomer would have to remember how each

[ .

The snginesr frantically looked arcund for
the TV he was supposed to be fixing.
piece moved, and then fight off fiendishiy clever
attacks from their opponent, Outpost has rules
simple enough to make it instantly playable even
for the complete beginner, while retaining the kind
of depth that keeps you going back for more.

| usuially loathe strategy games. The thought of
reviewing one really didn't fill me with the kind of
enthusiasm suitable for giving a game an
impartial review. All | can tell you is that m
Outpost managed to convert me, Simon &2

VERDICT

60x
90
19
8o

GRAPHICS
They're not really much cop -
messy and not entirely clear.

SONICS

A few strange farty noises and
that’s about yer lot.

GCRAEB FACTOR
Though it's a bit slow it's instantly
playable, and draws you in.
STAYING POWER
And once you're hooked, that's it -
you'll be alien-bashing for ages.
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Issues

Still available: Issues 66, 75-97

ESOI-D OuUT! | Issues 1-65, 67-74

Issue 91: All the dirt on wha's doing what Issue 92: Just how do those floppy disc

in thie CPC waorld.Hacklt black box of tricks things work? Plus a review of the first 3.5
reviewed. On the tape: Tasword (ward nch A drive. On the tape: BooTracker
processor) and Colossus Chess 4. imusic utiity), SYNTAX and Balloon Buster,

Issue 93: 101 interesting things to do Issue 94: The very best software and ki

with business software, Reviewed: Super for your CPC, Predustorik i reviewed
Cauldron, Amstrad Pen Pad. On the tape: On the jolly old tape: nstant Recall
Racing BoxForm, Mystical, Balrog (database), Contraphon

past the speed limit

TR it

Issue 95: Street Fighter 2 progress Issun 96; The secrets of ROMs and carts
reporl. Trakers reviewed. A brief hestory of — revealed, and the start of our complete
the computer game, And in loadable form cart roundip. On the tape: Screen

on the tape: MastarCalc and Biff Designer {art package) and Ned Android,

t:;\llrl.lh!n ki _‘”
suftinre ﬁﬁ

Discover the best
CPC software

Totors

e DE]

Issue 97! Don't spend a fortune, Discover lssue 98: W reveal the secret of an easy

the best budget games and low cost ifie ~ hints o0 tips on making all aspect of
serious software, Plus! the axcellent Zapp your compating ie kess of a chore, On the
A adorns the ¢ covertape: the complete Blues Brothers.

Amstrad Action Back Issues

Method of payment (please tick)
AmD vml_l dnqu:l

1 would like the following back issues...

UK price - original cover price ® Europe £5 ® Rest of
the world £7 @ Post and packing is £1 per order
(regardless of size).

Please make all cheques payable in pounds sterling to
Future Publishing Limited, and send the whole lot off

to AA Bargain Basement, Future Publishing,
FREEPOST, Somerton, Somerset TAT 7BR.
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In any form without our explict written permission,

Printed in the UK

vivre

PUBLISHING

‘Your guarantee of value’

This magazine comes from Future Publishing.
Here's what we can offer you:

Bettor advice. Our tites are packed with tips,
suggestions and explanatory features, written by the best in
the business.
Stronger roviews, We have a cast-iron policy of editorial
independence, and our reviews give cl tear buying
recommendations,

Clearer design. You need solid information fast. So our
dumnumﬂ;lnkanhmmhrmmmw

boxes,
awm At Future, editors umu under two

» Satigty them, -
More reader Interaction. We draw strongly on readers' &
confributions, rasulting in the liveliest letters pages and the

best reader tips. Buying one of our magazines is ke joining

a nationwide user group.

Better value for money. Illnnhu!wmm

Home of Britain's finest magazines. .

Commodore Format » PCW Plus » PG Plus « PC Answers » PG Format +

Amiga Format + Amiga Format Specials » 5T Format + Sega Powar +

TOTAL » Aréga Powsr » Amiga Shepper + Super Play » Muga »
m-mm-wcmm-w&mm

Music... and also Classic €D » Mountain Biking UK » Cycling Plus + =
Neediecratt « Cross-Stitch Collection » Caravan Plis and many more . '
Amstrad Action recognises all copyrights @] - |
contained in this issue. Where possible we »
have acknowledged the copyright holder.
Please feel free to contact us if we have
failed to credit your copyright - we will be ® &
happy to correct any oversight.

ABC 21,832
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OW A TOTAL MOUSE/
GRAPHICS PACKAGE
FOR YOUR
AMSTRAD
AT A TRULY
NBEATABLE
' PRICE!

COMPLETE, ” pepppan
WITH ————=

S>> SPECIAL OI"I’IEI PACK!!

® Genius Mouse is a hluh tution two featuring optical counting,
tefion guid. micro , rubb ted ball and high quality interface.

® When bined with OCP Ad d Art this g hi b is quite
the best syst The 1 are d.

® Create an image - shrink it, expand-it.miove it. rotate it, copy it. colour it, etc., et

® Spray patterns or shades, make elastic lines - stretch and manipulate shapes.

@ Zoomdn to adddetall in fine mode. ® Full cut and paste facilities plus excellent printer suppart,
L]

L

TAPE OR DISK FOR 464 OR 6128
(PLEASE STATE WHICH
REQUIRED) N.B. 464 NEEDS
DK'TRONICS 64K RAM PACK

Pulldown/lcon driven menus lor ease of use, ® Mouse operation, plus joystick and keyboard contral
16 pens, 8 sprays, 16 brushes - so flexible anyone can create superb graphics easily.

COMPLETE WITH MOUSE INTERFACE ONLY

® The Genius Mouse Graphics
System comes complete with the £49.99 FR E E!
special Mouse Interface to allow TOTAL PACKAGE MOUSE MAT AND

super smooth control. INCLUDES GENIUS MOUSE,

® Attractively styled to matet MOUSE HOLDER
your l-l::l' lI:‘Ui;H“(;{":“:.:J“’:I;(;‘ l INTERFACE, OCP ADVANCED ART
colour, Simply plugs into STUDIO PLUS FREE MOUSE MAT

Expansion/Joystick port.

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 Letter Quality for yourregular jobs but-also I
prints out your pictures fram Art Studioy ete., in génuine colgur! |
® LC200 is a full Centronics printer so it works with other compliters (Amiga, ST, etc.). |
® Made possible by Datel's unique colour printerdriver - now you can have a hardeopy in up to 16
colours!! '@ No more to buy - jusi-phag Tn and print!!

(WORTH £12.99)
AND HOLDER WITH EACH PACKAGE

PACKAGE INCLUDES... STAR LC200 COLOUR PRINTER RRP £299.00 !
CENTRONICS PRINTER LEAD RRP £9.99 i
DATEL COLOUR PRINTER DRIVER SOFTWARE RRFP £19.99 |

NORMALLY £327.98
COMPLETE PACKAGE NOW ONLY £239.00 // |

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY ONLY £19.99
® If you already have an LC10 or LC 200 Colour Printer we can‘supply the Driver separately.

® Simple plug in memory expansion gives instant extra memory. ’
® Features bank switching software for easy use by the programmer ‘
or for use as a data storage area.

® [deal for use with the CPM 2.2 etc.

®  The software also featureés some extra BASIC commands,

® 64K unit expands 464 to 128K, ” E ” o ' Y
® 64K unit brings 464 up to CPC 6128 memory configuration

making a much larger software base available,  Will work straight off mnsloﬁ
with many programs designed for this unit (including OCP Art Studio

see Ad.)

®  Bank switching done automatically by sofltware [cassette 464).

ONLY £49.99 saxrona6s

D GET YOUR ORDER FAST!
rs CREDIT CARD ORDERS el I

D WITHIN 48 Hrs, ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO...

ELECTRONICS D

LRIAL ESTATE, FENTON, STOKE-ON-TRENT,
222, TOTTENHAM COURT RD,
CHNICAL/CUSTOMER SERVICE 0762 744324 |LONDON, W1. TEL:071 5806460,




WAVE ELECTRONICS

Nt e )
THIS MONTH'S SPECIALS SN ’
Mouse Mats.... _ £1.50 FD-1, CPC664/6128 Second Drive.. £49.95
H 3 FD-14, CIMC6128+ Second Drive ... 95
Qu"CkShot 2 m roystlc‘ks ‘7.75 Fl}:()t)l, (f,I:C:MNM-'- Second Drive...
GX4000 Paddles x 2 : £499  MP1, CPCIBI 10 TV & PSU.....
& . ; MP-IF, CPC464 to SCART TV ...
3.0"/3.5" 40 Capauty Disk Box £5.50 MP-2E, CT’(.‘EG-U:-I:: 10 SCART TV
" £ ; RS232CPC, CPC RS232 Interface ..
5 3:0“/3‘5 lm wty Dmk- Box £6.50 RSIHC::Z_.‘-&, CPC+ RS?S;‘lnlm-hce...
Soft 999D - 12 Games on Disk..... £450 64K RAM Expansion CPC 464 .....
- - AM40025, CPC464 Upgrade ROM £24
| g ’X_U‘:j K |v_'., _rj I g e EDUB}XIJUJJJ _l_ EPE Y SUEN) DSES
— el = 1 L -

cm»wu-m_.... 990

CTM to Spectrum +2/4+3 w.ccmivcivnros £9.99

| CTM 10 AtAH ST coomvinsssnisssian £9.99

CTM 0 AZA 1essrsnisieesssnccn £9.99
Speal £5.99

CMidto Bt e £9.99

CM4 to i et

CM14 to Spectrum +2/43 .eeviisiiiiin £9.99
CM14 £0 CD PIBYET.....ocvvmsarmsrosnn 499

CPC Joystick SPHHEE .o.cvrcceirrrocecs E8.99
EXOEDBION s dissssmensssssrosssssesiss DY

Joystick
CPC to Printer LM ..o ?99 1

CPC to Printer 20M .........co.coconrensisornre£9.99
CPC+ 10 PHNEL o i O
CPC to Videa BNC ....cccoovrennen LR £6.99
CPC 10 Viden PRONO wvsissrisssasssmsens £6.99
CPC 6128 to Cassett £3.49
Port Adaptor.............. wwils:c£9.99)

Lo 20V0 L (11 ST R —— . 5
RS232 to PC Null Modem ... £9.99
DL-2 CPC6128 t0 FD-1.covnsibunnnisssireniai 799
DL-26128 CPC6128+ t0 FD-1 ..occovvvveeen £9.99

f‘.JJJgJ'JT f.J.F & & |

-
o GABRE
6 Pin Din Phu £149
6 Pin Din £149
8 Pin Din Plug.. £1.59
8 Pin Din Socket.... £159
8 Pin Din Plug - Megadrive ........o..£1.99
Phono Plug x 2 £1.09
Phono Socket x 2 £1.09
50 Way Bdge Board .....cimmmmricsnf1 99
9 Pin Male ine HOOd ....ccorrrensronerrens w199
9 Pin Female inc Hood ....ccccurmisssminnnn£1.99
23 Pin Male inc Hood ......cccuce rrrieenne 249

23 Pin Female inc HOO ....ccccorrunn 249
25 Pin Male inic Ho0d - ..coicussarncns £1.99
25 Pin Female ine Hood ... £1.99

JJJ_J_J _)J ISCABLE

SUNNE G IJJ’J’J
IDC 34 Way. £149
Board 34 Way

(a1 g el b Ml ) o (1T PSHESRE—— -£14.99
CPCo128, DR Logo & Help. -

CPCH128+, CP/M Plus..o
CPCh128+, DR Logo & Help

SOHWARE

CPCi64, CPM22
SEGH MECABIRBNES

Megadrive 1 plus Sonic the Hedgehog
& Mega Games 3o only £135.99

CPC Disk £5.99 each

Megadrive C £7.99 -
Megadrive/Game Gear PSU .. e £14.99
Game Gear Car Adap £8.09
Sega Hints & Tips Book £2.99
% % LE] ‘ J r
L JJAJ J Wy
| EOLUY :
Cassette £8.99 each % 'J_'JJ JJ J g g g
Disk £12.99 each Cisco Heat % 1
Rock 'n' Roll
? Back to the Future 2 )
Chartbusters S
Sweevo's World T
Tao Ceti ﬁ ¥
Cassette £9.99 each Paperboy 2 \ _1
: Bonanza Bros |
Disk £13.99 each Quartet e
B
[pes|Nprer Ten of the Best 1......£699 =y |
EHINTERERIBEUN S ebe-stv e B E 5
; X2 X5 Quartet- 4 Games...£599 <) §% 8
B0 .~ £399 €899 | Digk 50, 50 Games....£7.99 3§ £ §
?M“P;gw gg f}g»‘;‘; Blue Ribbon Games £6.99 eo8
A . <! ke b2
DMP4000 - £4.49 £9.99 Turtles - Spanish .....£1 49 E E 3
PCWE256FN E5.58 £1499
PCW9512MS €455 £1099  Turtles - Spanish.....£1.49 Bgn
PCW9S12FN £4.58 | £10.99 Turtles Coin Op.......£1.99
CITIZEN 120D (£4.99 £11.15 Back to the Future 2.£1.49 =
CSFR T CNEFTWARE
L ..":.I'J_IUU-'_J ;JUIIJ./J—LJJ.L.
_Touch 'n’ Go - Typing Tutor £6.99
Tasword 6128 - The Best CPC Word Processor £23.99
Microfile/Word + Word Pro & Database £5.99
Mini Office 2 - Word Pro, Database, Spmndalmet,
Graphics & Cmmuniuﬁm £10.99
£14.99
Discology V3.3 - CPC Disk Uﬂhuas.
DlakCopla/BndmpFast&Ulm+Dindeimdr £5.99
Electric Lantern Show - Printer Utilities £4.99
At Studio Colour Printer Driver £6.99

1 0229 870000



