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Serious stuff
@ Tutorial:
BASIC

You asked for it, and now you've got it -
the complete beginners’ guide to
programming in BASIC. In the first part Clur

keeps things simple while trying not to
make too many puns on the word BASIC.

Tutorial:

technical queries about the CPC. Why?
‘Cos that's the kind of guy he is.

Reviews: The
best of '93

What were the best serious software
releases of the last year? Simon reveals
his personal faves (and no doubt dares
you to disagree with him).

Leisure zone

10 Amzine

It's a totally new concept (well, for AA,
anyway). Coming soon - the AA fanzine, the
page on which you write all the articles.
Find out how by turning to page 10.

' .I;::IGFUF: Meet

Discover the things that that scare the
screaming ab-dabs out of the AA crew (none
of which could be half as scary as the
pictures of the crew themselves).

Reviews:
3O pyblic Image

Just ‘cos it's cheap doesn’t mean you don't

have to be choosy. Keith Woods checks out 8 =

the latest games, utilities and applications
to come out of the Public Domain.
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Get things
moving

Fasten your seatbelts and take
those motion sickness pills as
AA hurtles headlong through
the world of computer
animation. It's the complete
guide to getting things
moving on your CPC, from
single characters to complete
sprites. Don't get left behind.

Have we got a treat for you this issue? (That
“ammh&-m’ll
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A complete
commercial
package for
free - but
you have to
do a bit of
hard work
first - see
Type-ins.
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- In the first of a new

‘ The Good, The Bad

TTZFT T And The Ugly of

| x Platform games in
~ the search for perfect
platform action. Which

- game comes nearest?
Which strays furthest?
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Is Switchblade ene of the Good, Bad or
Ugly platiormers? Find out on page 42.



instructions over a page and a half and try
to cram Home Accounts’ 12-page manual on
to one page. Amazing, ksn't t?

. Amscene

We like to think of Amscene as our own
version of The Guardian. Simon wanted it
to be more like our own version of the
Sun, but Clur refused to pose.

. Subscribe

The failsafe way to make sure you never
miss a copy of Amstrad Action (unless you
move house and don't tell us).

. Back Issues

It's the all-new, redesigned Back Issues
service. Now not only is it dead useful
but it looks aesthetically pleasing too.

| DATA ON ZAONCE
Distance: 6.6 Light Years
Economu ! Average Industrial
Government: Corporate State
Tech.Level: 12
Population:5.3 Billion
CHuman Colonials)
Gross Productivitu:41876 M CR
Average Radius: 3873 km

= planet is a tedious

got to be a bit of alright. But,
to be perfectly honest, I'm
really browned off with the
way that everybodiy’s been
wandering around the office
saying, “AXELLOOOONNMMN!"
in a cheesy, way-past-it's-seli-
by-date Bill and Ted-style.

i meesiem et iasm

Stay in the black and out of the
red, you get nothing in this
game... er, because it isn't a
game. it's a package which
helps you keep track of your
personal money matters. You
might forget that monthly




COVERTAPE

It's fun, it's practical, it's portable, it's plastic, it's about the size

of a pack of cards, it's not covered by the Official Secrets Act, it's

sellotaped® to the front of this magazine (or, at least, it was until
you ripped it off) and Clur's here to tell you what to do with it.

remors of excitement filled
the AA office as we loaded
up the first copy of Exolon
back from the duplicators. All of us
an hour blasting away everything in
sight over 125 lush screens-worth of SF
mm&mmmmmh
1988 (AA gave it it 93 per
, cent in issue 24), and we
" i were hoping that the
n'— 1l pmmmm
d[ﬁ\f? | its power to impress.
.,. They've done

(e nothing of the sort.

: T Infact, it was one

dmuegammamdqmm

walked by the office stop and go, "I

remember that - that's... er... hang on it'll

come to me in a minute... | just need to

slay it for a moment or two.” And a couple

of later the name would come to
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them. We even got a few
new converts to the game
(probably the one's too ashamed to
 admit they'd never heard of it).

Ah, we all remembered the shiny

’

.~ suit that the main character wears and

the ridiculous way he walks, But what we
had forgotten was how darn tough it is to
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MAN GREHADES PNTHTS LTUES FONEFS

it's one small step for a man, but one hell of
tong way down if you miss your footing.

| beat. Mind you it's about time

| we gave Dave something a
little more challenging to

| play than Klax.
P Basically, you've got to
blast everything in sight, with
either of your two weapons.
Your laser gun will kill most
of the smaller moving aliens,
but to kill the bigger
baddies, guns and bits of
rock in your way

2

_ [emiwew, oo, vewimm

backpack to release one of
"' s deadly missiles.
~ You can define keys or joystick
directions as the movement and fire
controls, or use a mixture of both. Try
inviting your mate to play a championship
but set his controls to stupid joystick
directions (eg, pushing left to make the
gun fire) and watch him squirm.

You'll find some things, however, that
you won't be able to kill with either weapon.
For example, there's a particular type of
rocket that is controlled by a green blobby

thing on a stick; you need to ' oy
destroy him before the rockets  ~-- *
will stop bugging you. erd
There are teleport pads ™ e |
plonked all over the place. i ’":.P--“
Step into in one, hold jump .
vovormugcay | 1
transported to another pad. " )

Also, ook out for what appears 1_-:"

Clieat Eox
Okay, I'll admit it, Exolon does have a
reputation for being fairly tough. If
you're one of those girly wimps that
can't handle a challenge then here's a
cheat to give you infinite lives:

Hit 2 to enter the control options
screen, then enter ZORBA (that's Z for
maove left, O for move right, R for jump,
etc). Once you've done that you should
be back on the title screen. Hit 2 again
and enter the controls you want to play
with (joystick or keyboard). Now, when
you hit 1 to go into the game, you
should be blessed with infinite lives.
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| rockon this bloke is a right sloane out of
that space seit. | mean, come on, he hasn't
aven bothered to take his green weollies off.

sy, 10 be a pointy red teleporter
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and you'll be kitted out
- with an industrial
- - ' strength protective suit
- and a smart double-
barrelled gun (which are, strangely
enough, just right for getting past the gun
turrets that fire pairs of bullets at you),
There are 125 screens in all, split into
five sections. Watch the counter at the
bottom of the screen to see how far you've
got to go. You can't go back once you've
travelled through a screen and if you cop it

your restart point is at the beginning of

the screen on which you died. If

you do get incredibly stuck chech ———11

out the cheat printed on this L

page, but have at least one go at '.'l[ ‘

getting through all 125 on your '; b
- N

TEil
i a
’ 5 alls
8 "':.: = |
NeEeiF bl

N0 OREHROES B

These strange arch things are, in fact
teleport pads. They come in pairs and you
can only teleport between each pair.

Exolon Is one of those games that people
walking past the office just had to stop and
comment on. Here are a few of the
printable remarks that were made:

Rod Lawton (ex-AA Ed) If they wrote
games like this today, the Amstrad's future
would be assured.

Trenton Webb (Ed - Game Zone) One
of Raf Cecco's first and one of his finest.

Harry Webb (pub singer) Exolon’s so
good | almost wrote my 1993 Christmas
song all about it.

Mary Whitehouse (retired) The amount
of violence evident in the video games of
today disgusts me. It really does.

Stormlord loader

Ever seen Gremlins 27 Darned fine film, Miles
better than the first one. | love the bit with
John Wayne in the video version especially.
Anyway, there is a point to all this. It's a way of
delaying the fact that we have to admit that
some gremlins got in the works on issue 99's
covertape and the tape-to-disk loader went
walkies. Don't panic, because we have made
amends. A listing for the loader is included in
this month's Type-Ins which begin on page 32.
Strange how we used to have type-ins on the
lape, now we've got covertape programs in
the Type-Ins section.
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Something tells me that | should have taken
the other turning and got on to the low road.

own. Think of the sense of
| achievement. You'll want to
4 — climb Everest dressed only
in a Leeds United scarf and a

M | pair of blue Superman boxer
" & | shorts after that. Maybe.
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ANHO GREMADE -

H you can keep your hoad while all about you
are losing theirs, you've obviously fallen
through a time warp to the French Revolution.

Marcus Dyson (Ed - Amiga Format) |
get scared just hearing the music.

Maff Evans (lead singer of cult
industrial band Maschine Manitou) All
| remember was the smart shiny space suit.
Simon (Hairy - AA) If you survive for
more than 10 seconds you'll be having fun.
Dave (what do you mean, which
Dave?) it got the oil stains out of my shirts
better than my old powder did.

Stuart Campbell (not the editor -
Amiga Power) Erm... it was very popular
wasn't it? Everybody else | knew loved it.
Andy Butcher (reviewing bloke -

PC Gamer) Probably the smartest bloke-
in-a-space-suit-wandering-around-killing-
things game ever.

COVERTAPE 5

Leoading
instructicns

Getting started

To load up either side of the tape, simply rewind
it, hold down CONTROL and press ENTER. Owners
of 6128s or 664s will have to switch their
machines to tape by typing | TAPE first. Exolon
should load without any fussing about, but Home
Accounts needs a little more love and attention.

The main bit of the program should load as
normal and then it will prompt you to press play
and hit any key. As scon as you see the prompt hit
a key then immediately reset your tape counter to
zero. The program should now load a couple of
programs called COL and NAMFL. If for some
reason it doesn't simply rewind the tape 'til the
counter reads zero and try again

Disk not tape

If you've got a disk drive and you want to get a
disk version of this month's tape then it's easier
than falling off a log in a gale force wind. Whip
out your scissors and chop off token down
the bottomn of this page, chuck it in an envelope
along with your name and address on a slip of
paper and a cheque or postal order for £2 made
out to Ablex Audio Video, then send off the whole
kit'n'kaboodie to:

AAYD Dislk Offer,

Ablex Audio Video,

Harcourt, Halesfleld 44,

Teliord, Shropshire TFY 40Q0.

Loading troubles?

We make the greatest efforts to ensure our cover-
tapes work properly, but If you're having problems
loading the tape try out these salutions
@ Load at several different volume levels (if you're
loading from an external tape recorder).
® Clean the tape heads (a drop of isopropyl
aleohol on the tip of a cotton wool bud is best].
@ Adjust the tape player's head alignment by
twiddling the screw to the left of the tape head
Just a little bit at a time.
@ Tap the cassette, very gently, on a hard surface
- the spools might be jammed.

If you've tried all that and your tape's still
not loading then pop It in the post (include
your name, address and a brief description of

the problem) to:
AAT01 Covertape returns,
Harcourt. Halesflold 43,
Telford, Shropshire TF7 4QD

Pilease do not return faulty tapes to
the AA office. There Is no polnt. We
cannot repiace them bere. Send them
to Ablex, not us. Send them to us and
t'H take you twice as long to get
your tape back (i st all), and It's
much more flely to go
missing in the post... or get




COVERTAPE

Home Acco:

Money makes the world go around. It makes quite a few
heads go around too. So if keeping track of your financial
matters makes your head spin, Home Accounts is the solution.

& all know that having money is

great, but it's darn difficult

when you're running on a tight
budget to keep track of where all your
money goes. That's where Home Accounts
comes in handy. The program can keep
track of all your incomings and outgoings
and keep an eye on all your accounts (even
credit cards). Home Accounts will even keep
track of exactly what you've spent your
money on and when you've spent it.

It's operated through a series of easily
accessible menus all controlled via the
keyboard. There's a multitude of options,
outlined below, all of which are invaluable to
the penny pincher.

When you first load up the program
you'll be asked to input the date (e.g. 0301
is the third of January, 1411 is November
14the). Then you'll be asked for a password
- there's an option to choose one later, but
for the moment just hit return to get into the
program proper.

The best thing to do the first time you
use the program Is to load the data named
SAMPLE (hit 6, then 2 and type in sample
and press return). Once you've loaded the
data just play around with it - enter made-
up transactions and standing orders, get
print outs of the account statement and
fiddle with the colour preferences.

What's on the menu?

Each menu is accessed by hitting 1-10 on
the keyboard. These menus are outlined
below, grouped according to their locations
within the program. For example, if you
wanted to change the on-screen colours hit
1 on the main menu to access the account
codes/utilities menu, then hit 2 to access
the colour change section.

1 Account codes/utilities
1 View/amend codes
Every transaction needs coding,
according to whether it is one of 40

types. These transaction codes can be
altered to suit your particular needs,

2 Change colours

Enables you to choose your preferred
colours for the background and text.

3 Change password

The password s there to help you keep
your financial matters private. i nobody
else has access to your CPC disks then
it isn't really worth using a password
since there's always the chance you
might lose it.

L _distpnget of [ncowl ind LEFENRITOSL |

A

These figures are made up, by the way. Dave
would never pay me that much a menth.

Amount
Detail
Reference
From account
To account

See operations above in Credit item.

3 Transfer funds

This enables a transfer of funds between
one account and another, for example a
transfer of funds into a savings account
to your current account.

4 Delete item

If you ever find you've made a mistake,
you can delete any entry.

5 Mark entries

If you're checking your monthly
statemant from the bank then mark
entries off against it using this function.
M marks the entry, N moves on to the
next entry and Q quits this option.

3 Reports Module
1 Ledger listing
This option will give you an audit trail - a
double entry version of all entries.
2 Single account listing
Choose this option to list only those items
conceming a particular code (1-40)

nts
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This'll give you an at-a-glance idea of what
the program has to offor, unless you're short
sighted In which caso it's an at-a-squint

3 Net worth

A quick guide to the overall state of your

money matters.

4 Statement
Gives you a simple income versus
expenditure comparison.

5 Column totals
This gives you the totals of each
particular account.

6 File operations

1 Save transaction file
After adding any entries to your file
you'll need to save the data for future
reference. Never leave the program
without saving otherwise all your
alterations will be lost.

2 Load transaction file

3 Catalogue a disk

4 Change drive

5 Save NAMFL

NAMFL Is a support file containing all
the Information like colour choice,
password and account headings. It auto
loads when you run the program. If you
amend any of the above information
then you should save NAMFL on to the
program disk.
6 Erase files

7 Standing orders
1 Enter standing order
2 Cancel standing order
3 View standing order table
4 Generate standing orders

8 Date scrolling
9 Start new period/reset file

10 Exit from program

- -
Printing
You can send reports to the screen or to an
Epson compatible printer. Simply reply Y or N

to the prompt OUTPUT TO PRINTER? And the
program will give you a full print out of the
information you requested,
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What:sihot.

Dave is great, Dave is fab,

Dave is good-looking, Dave
is a wonderful human being,
Dave is writing this caption.

ou might think that
Issue 101 must be a
bit like the calm

after the storm, but far from
it. Blimey, | thought as |
picked the hairs out of my
cornfalkes the other morning,
this has got to be the
maddest issue |I've worked on
yet - because of Christmas
and the new on-sale date
(starting this month we're
going to be on sale every
third Thursday of the month)
issue 101 had to be thrown
together in less than two
weoeks - no easy task.

But, as is often the way
with these things, the
pressure has actually
produced some stunning
results - this issue is packed
with features that'll appeal to
all CPC users from the
serious tech-head to the
serious games-player. The
leisure side of the machine is
really picking up again it
seems, which is darned good
news indeed. But if you're
wandering what happened to
the French games we said wo
were going to review this
issue, they unfortunately fell
victim to the tight deadline
(and the language barrier).
C'est la vie. Dave

Campursoft ease
the transition
A new tutorial package designed to
help BASIC-proficient programmers
make the transition to Machine
Code is set for release in February
from Campursoft

BASIC Idea will compnise a
booklet and a disk, One side of the
disk will contain code that will
explain sections in the booklet. The
other side of the disk will feature a
game based on the routines
contamed on the other side

A final price for the package has
yet to be announced but
Campursoft expect it to sell for
about £15. Campursoft can be
contacted on ™ 041 554 4735,
® Campursoft are also on the look-
out for new programmers. If you've
written a program you think might
be of marketable standard contact
the company on the number above.

DESirable desktop
Campursoft (is anybody else dong
anything this month?) revealed their
soorHobereleased ROMbased
desktop emaronment to the public for
the first ime at the Glasgow All
Format's Computer Fair in December
The Mac-style front-end is
provisionally called DES (Desktop
Environment System). The name is
likely to change because, according

to Campursoft's Peter Campbell, it
isn't really catchy enough.”

According to Campbell DES was
given an almost unanimous thumbs
up by CPC users at the show. He
reckons that it should be generally
available by the start of February

Campursoft is contactable on
o 041 554 4753

The Ultimate Sprite 3
will be part of The Hack Pack.

Compiled hacking

Sentinel are set to release The Hack

Pack, a compilation ol three
programs In early February

The pack will comprise The
Ultimate Sprite Searcher (reviewed
in AA97), Soundhakker and an as
yet unannounced disassembler

The pack will retail for around
£15-£20. Contact Sentinel on
= 081 876 7032

PD news

Two major releases are just about
to hit the Public Domain scene. First
off there's a simultaneous four
player game (this we have got to
see) called Megablasters which is
being coded by Odiesaoft.

Also coming to a PD library near
you s the latest demo from the
European demo masters, Beng. It's
called The Wonder Demo and is,
according to people who ke that
sort of thing, the group's best
offering yet. Yeah but what's the
gameplay like..? er, forget | said that

Buying goods through mail order

here are loads of great
bargains to be found in the
ads and classified ads in
Amstrad Action. But some of you
may be a bit reticent about sending
money through the post for goods
you haven't seen to someons you've
only talked to over the phone, But
don't panic. Just follow our simple
guide to buying goods by post and
you can't go wrong.
® Before ordering
anything try to contact the
company by phone to
check that the product you
want Is In stock. Write
down a list of questions
you want to ask them,
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such as compatibility, price,

postage costs, otc.

® Check about a delivery date (ask

how long it will take before you

should receive the goods).

@ Never send cash through the

post, If possible use a credit card

because that will probably give you
some form of insurance coverage.

Failing that, use either a postal

order or cheque.

@ Beware of any companies that
saem to leave thair
answer phones.
permanently switched
on or firms that don't
put a phone number or
address in their ads,

@ Keep records of correspondence
or phone calls with the company -
dates, terms agreed, etc,

® If a problem does occur the first
place to contact is the company
causing the problem. Be calm, and
explain clearly what the problem is,
Most faults are just mix ups and can
be sorted out.

@ If, however, you still have
problems write to Amstrad Action's
advertising department at the
following address:

Alison Winter,

AA advertising department,

Future Publishing,

30 Monmouth Street,

Bath, Avon BA1 2BW.




The Amscene
Directory

It's that useful-addresses-bit-
of the- magazine again, These

are the people, companies and fanzines who are hot (or, at least,
comfortably warm) on the CPC scene. If you reckon you're
reasonably piping as well the place to write to is Amscene Directory,
Amstrad Action, 30 Monmouth Street, Bath, Avon BA1 2BW and we'll
make this the most comprehensive list of CPC services in the known
universe (it probably is already, but we don't like to boast).

PD_ Libraries
Amsof

[*] Ussanly, Clayns,

Midatlrton, treland

Large range of European stuff,

Colrob PD

(] 9 Aviemmars Basd, Hemiingten,

[T ET—

MNew tape-only PD library

Dartsma

T o 1T W

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

Demon

=] AT Milten Aveerse, Hall Gross,
Ubryrsssgham 11 0FE

3.5inch disk drive owners might like to
Investigate.

Disk PD

* | Lower Duxlioer, Dexhesr, Holwssrthy.
Deven £X22 LA

T oIms uzMn

Small but parfectly formed.

= 48 Waodville, larmstaple,
Dwwos EXT1 2L

New libirary with a large selection,

PD Fun

= 41 Michasigats, Kirkly Lonsdals, Via
Carwhorth, Lancs LAG INE

A policy of 'no serious software.”
Presto PD

119 Pwil Street, Landers, Swansen.
West Glamargan SA1 190,

The only library to offer stuff on 5.25
inch disks (as far a5 we know)

Signal Software
% 83 Longleat, Crest larr, Birmingham,
West Midlands Dal.

Sheepsoft

T D446 TIGETS
Based in Wales, of course. Baaaaa
The Vault

=] 43 Windfield Gardems, Clybaun Rosd,

Cabeay, treland
T 010 353 91 20204

A new but rapidly expanding library with
lots of European software, There's a
special two-selections-for the price of
one (25p) offer until the end of January,

news @)

User Groups
Amstrad Contact

T o403 FEIME

Sussewbased group run by Dave
Muggeridge with a technical helpline.

UAUG (United

Amstrad User Group)

™ 0329 234291

An AA recommended user group.

Independent
Softwware
Companies

Avatar
T Od42 257705

Suppliers of Phil Craven products; and a
tew of the Bonzo titles (and don't ask
what Bonzo titles are - it'd take too long
o explan).

A software house speciahsing m, woukd you
beheve, bething software. It takes all sorts
in this world

CPC Now!
T 0353 663030

Issue five of this rapidly expanding fanzine
15 due any time now. Entrepreneunal
editor James Hockney prormises even
more big changes to come. Check out
the review on page 54.

The Eliminator

=134 Sustion Resd, Riceall, York, Rorth
Yorkuhire Y04 6Q1

We don't really know much about this one
becausa no-one’s actually sent us a copy
yet (hnt, hintl

WAca

™ 0602 2108

Buy it and find out how many rude
comments they make about us (but
marvel at the depth of technical
knowledge at the same time).

CPC User

o ox9 134391

The UAUG's fanzine.

CPC Undercover

= 37 vob Oriws,

Bury, Lancashire

An technicallyminded Fanzine that's also
on the look out for writers.

C P "t
T 041 554 4TS
You name it, they do it, really - take a

look at the mterview n ish 96
Gary & Scott Kennedy

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

New Age Software

T OI040-711-4201020

Responsible for the dull Zap TBalls, the
excellent Soundtrakker, and hopetully a
few more tities.

Quantum Computing

T D44 746920

The new breakaway sect of STS that
looks set to pick up where the ongmal
good plans fell short

SD Microsystems

T ore0 FYIONET

Specialists in business software - take a
Iook at the feature in AAS3.

Sentinel Software
T 0 0TS TORX

Suppliers of selected STS titles and a
few origingl products. They don't arf
chum "am out.

Siren Software

™ 061 724 7572

It'd take a hell of a ime 1o fist everything
they do = check out their ad [it's the

yellow hali-page one).

STS = pase res920
This lot deal with S/00S, The Dizzy
Utility, Disc kmager, Disc Archiver

The Big
Softies

50 you can ting them up and hassle 'sm
about releasing some new stutf

Alternative Software
= o9r? yerTTY

CodeMasters 7 oaxs i
Gremlin/GBH o743 7534
Ocean/Hit Squad T os1 032 sexy
Titus/Fox Hits = om yo0 2m
Touchdown © oxss sare
Virgin o om seo 2235

US Gold/Kbot o1 1ss 1aea
Ask “em where Street Fighter 2 has got 1o

Zeppelin Software = o9 s 75

Harduvare

Romantic Robot
T 081 200 BETO

Creators of the Multiface - There's a
complete list of cheats in AAS0,
WAVE m oxxe sxwos
Suppliers of loadsa good stuff
15 on the back cover
Microform = o772 rorm
Drives, upgrades, dishs, all sorts of
techy stulf like that

thewr ad

Miail Ovder
Trading Post = oes serm

Great for cort games (see page 42)
Trojan = osss rrrom

The people to speak to for carindge and
hghtgun sttt
T — s
Upgrades

and Repairs
STS T 0446 M6920

These guys'l do anything. Well, within
reason, of course

Make sure you never
miss out on the Action

LIMAG=

[e—————=

Dear Newsagent,
Please order me a copy of

Action every month.

The secret of success is planning, so if you want to successhully secure the I
next issue of AA plan ahead now. Get your handy local newsagent to order I My fife would not be worth living without AA every month so it would be
you a copy of the mag. That way you'll guarantee that a) he won't sell out I hunky dory if you started saving me a copy on a monthly basis starting

and you'll have to trudge around town looking for a copy, b) your copy will with the March issue, which'll hit the shelves on February 17th. Amstrad
be in pristine condition and c) life will in some small way be better. l Action is published by Future Publishing who eamn you a lot of money by

l producing such a lot of brilliant mags (just thought we'd mention that)
T £ T W

I MY NAME.....coocniminsssnsesnsssssnss
I Y O e e e il ko o A B AR AR AR AL

| S S S S |
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The page you (will) write

Every month you run out and buy your AA and read what
we have to say. Now it's your turn to have your say, and

here’s Clur to tell you how to get your name in print.

sperately

). Well

s Dave would surely tell you there's
nothing finer than the sound of a real
drummer playing real drums. But say
you and your mates are having problems finding
anyone with an ounce of rhythm to be the
drummer in your band. What do you do then?
Throw your one chance to have a shot at fame
and fortune out of the window? Nope, you enter
this excellent competition and have the chance,
courtesy of CPC Now!, to be the lucky winner
of one of three Amdrums, the funky drum
hine for the CPC
The Amdrum bypasses the CPC's (admittedly
not state-of-the-art) in-built sound chip completely
and uses an enhanced chip inside a plug-n module
instead, The drum kit provided with the Amdrum is
a set of six sounds which can be programmed to
play in a particular sequence. Then that sequence
can be played back in a loop (over and over
again). The Amdrum'’s
not MIDI compatible but
it does have
synchronisation features
which enable you to
easily transfer drum
patterns on to multitrack
recorders. Fab huh?

1904 AMSTRAD ACTION

hose hopetul young journalists out there
) be 1 A

fanzine page

'S Very own

f. All you have to do is send

f prose in to us and we'll pick out the

to print. We do have to set

ng ones

5 per article (that's about one

» of A4 lined paper), Just 5¢

can fit more
than one on a page. Your articles can be
it anything you want: hardware

ws, general CPC

Are revi
mming, in fact anything at all

nd your scribblings in ASCH format
on disk or tape, or
written out neatly
Address them o
CPsCene, Amstrad
Action, Future
Publishing, 30
Monmouth Street,
Bath BA1 2BW.

The Com
So, to win one oflt’h::@ fantastic dru
machines all we're asking you to do is
the AA Rap (a couple of fourdine rhyming
verses will do). Simph ;
piece of paper and send it to us. Wi
to hear the raps performed heir creat
but if you do send us a tape can you inclu
a lyric sheet too, 'cos Andy’s hearing isn't
too good these days

If you aren't one of the
the top prizes there are 1
of copies of Street Rally the game (
56 for a review) or a year's sub
CPC Now! (see paged4).

r will be judging the

them well before the closing ¢
Thursday 315t March, she tends to be quite
strict on these matters. Get rappin’!

The address

Send your entries to; AMRAP, Amstrad Action,
Future Publishing, 30 Monmouth Street,
Bath, Avon BA1 2BW. Don't forget to tell us
who you are and where you live, otherwise
there's absolutely no chance of you winning one
of these gre:

DON'T go over the 250 word count.

DON'T send us old news articles.

DON'T just re-write old AA pages.

DON'T expect to get pald (Dave told me to put
that one In - Clur).

DON'T write your plece like an English essay -
relax, and write informally, but clearly.

DOs

DO write legibly, if we can't read it you've got no
chance. Type or print it out from a word
processor if possibla.

DO bear in mind prices if you're doing a roview.
DO send an SSAE If you want your masterpieces
returned to you.

DO be careful about what you say ~ tell the
absolute truth. We won't print personal abuse.
DO include Information on where to get hold of
the products you mention.

DO have fun when you're writing - that's the
whole point (well, it is if you're not getting pald).
DO send relevant plctures in if you can, it'll help
cheer up the page a bit.

enter, so there
@ Nor is any
Mr Blobby'

e who was stupid enough to buy

gle either

® We aren't going to put the best raps on the
ape so don't even bother 5K




T3 Al THE AWARD
NIV TV [d38] WINNERS...

AMST!‘AD GAMES CARTRIDGES First disk drives for the CPCAGH/ 464+, Includes 3.5" disk drive,
Fon THE 6128*f464+/6x4000 DDI-1 interface, connecting cables, power supply and ucilicy

software. The complete PLUG IN & GO solution. Full

'E AHE lll! Tn GFFEH IHE FULLD“'IE El"!s ElnTnInaEs instructions and 12 months guarantee. Only £159.99, Please state

464 or 464+ when orde; nn}

AT ‘__\__ Y o e\ 2
= N =_

A SPECIAL OFFER PRICE OF £9.99 (WHILE STOCKS LAST): : *cherry Paint drawing program RRP £14, 99‘_
*NO EXIT *OPERATION THUNDERBOLT fzz FREE with every first disk drive _\—
*NAVY SEALS *SWITCH BLADE '
*PRO TENNIS TOUR  *KLAX Winner of the Best Disk Drive award,
*BARBARIAN II *ROBOCOP Il Amstrad Action July '93
*BATMAN *PANG A

ALL GAMES ARE UNBOXED AND WITHOUT INSTRUCTIONS Ho7 Seond dide diivis for ik SRR o e auliy

uu.‘1 nEllY nnnEn rnni‘! I..ll-{-\l'l‘l‘v . -\ rive mechanism, inciuqdces ‘:l.‘\lLl ’ll.l‘i,l .\-

connecting cable, full 16 page manual, RAMDOS, RAMdisk &

many more utilities, Format 800K per disk just like a I'"C, Amiga,

AMSTRAD 6128+/464+/GX4000 Aiowet 5T et T e il PLUG & GC 3 soltiion

- ~ .
TROJAN PHAZER GUN WITH SEEET SHOOT CARTRIDGE .... 29,60

ENFORCER CARTRIDGE FOR ABOVE. 1489 = §UPEHB LOW PRICE, ONLY £64. 99! =

mmmsmmmm —£19.99 a =
SATAD 61385 400 DETRICTION MANGALS . o.oo..‘-bu--'---eo....o

- ROMDOS XL

AMSTRAD 6125+ /464+ KEYBOARD MEMBERANES ..
AMSTRAD PADDLE CONTROLLERSIS 128+ / 464+ / GX4000}
AMSTRAD 6128+ COMPUTER WITH MONO STEREQ MONITOR
AMSTRAD GX4000 POWER SUPPLY UNIT

AMSTRAD 6128+/464+ PRINTER LEADS Py ; : . _ : .
Superb high capacity disk operating system available on ROM or

AMSTRAD CM14 COLOUR STEREO MONITORS 212800 Fating sy

mmﬁgmmm ppes complete in its own ROMBOX! Nothing clse compares with these

AMSTRAD 464+ COMPUTER CONSOLES i L6500 features:-

AMSTRAD 6128+ COMPUTER CONSOLES .......... . poeyed

* Buil in disk formatter * Very simple to use
= Builr in file copying/erasing = Llses no user memaory
lHSTn“‘n ‘64 A"n 51 23 BE"EHAL * Full 19 page printed manual = Auto detects format
AMSTRAD 464 LIGHT PEN & SOFTWARE . - 4

mnmmnmam ........ =
AMSTRAD 464 LIGHT GUN & GAMES CASSETTE

= Built in Sector/Directory Editor = 464/664/6128 compatible

I e S S i 1

=

T e o = ROM version only £24. 99 = =
ANSTRAD P CABTTE MECHANES WITH TAPHEAD £ WOTOR —_— complete in ROMBOX only£39.99 ——
AMSTRAD 464 CASSETTE HEAD ALIGNMENT KIT /._

AMSTRAD PRINTER LEAD (34 EDGE CONNECTOR TO CENTRONICS PLUG)—. ... _i900 3 _ p :
AMSTRAD JY2 JOYSTICK £9.99 Winner of the Best Disk Operating
AMSTRAD 464 TEACH YOURSELF BASIC TUTORIAL GUIDE WITH

System award, Amstrad Action July '93

AMSTRAD 464 NEW CIRCUIT BOARDS WITH CHIPS,/PLUGS ETC

[PART No. Z270200) (NO DISC DRIVE]L 449
AMSTRAD 6128 CASSETTE LEADS 85,99 3.5" Blank Disks Omnly £7.50 for 10
AMSTRAD 464 SPEECH SYNTHESISER WITH STEREO AMPUIFIER & TWO SPEAKERS ... £19.99 5 =
AMSTRAD MP'1 MODULATORS (RECONDITIONED) .o _£30,00 HACKIT - excellent Award Winning hacker/machine code
AMSTRAD DMP1 PRINTERS (RECONDITIONED] C/W PRINTER LEAD & RIBBON {6 ONLY].£75.00 programming ._J[l"]l(lg‘_‘_ ()Ill‘\' £24.99
WE ALSO STOCK SPARES FOR SPECTRUM & COMMODORE 64 COMPUTERS PO-TRAME - cansfer files From o CPC tox PO and vice ersa

IF YOU WOULD LIKE T0 BE PUT ON OUR REGULAR MAILING LIST FOR SPECIAL OFFERS Only £24.99

ETC. PLEASE WRITE AND ADVISE US STATING WHICH COMPUTER MODEL YOU HAVE

ALL ORDERS SENT BY RETURN: Re 1 e S Yeleal = witl
“HEQUES/VISA/ACCESS/POs another computer, modem, serial printer etc. Ideal for use with
CHEQUES/VISA// e > Amstrad NC100/200 (connecting cable available priced £9.99).

Tmmc POST’ Includes built in ROM software. NEW LOW PRICE £29.99

VICTOR'A ROAD’ Please add £5.00 postage and packing to all disk drive

SHIFNAL, il T s e p o o
SHROPSHIRE TF11 SAF m Siren Software, Wilton House, Bury Road,

\__ TEL/FAX (0952) 462135 ""'") Radcliffe, Manchester M26 9UR
Tel: 061 724 7572

RS232 Serial Interface - can be used to connect the CPC o




WikAllY VWAlllk

TR ¢V R T LA L N
W 5 TN m
A0S EURTR AL TOYOE (LKA O« FEREETITMALE CLBBANCTSAGIS

e At e .w“
“ﬁ“mm
SALACTE Gt nw '-'W L o
+ MO B IO g ey : WO IO S ATCH A MM ARG
R AR BT TN KK o ona D e WAL REe K o b BOSSTVIRIONE'S A WALLY!
FOOTHALLGUN % FORCE COBME

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

CPC NOW!: 0353 663030/

wum
magazines. ""'ﬂ'mm Muymbdnw&mﬁnﬁa;:mwmwﬁnm
85p — £1-40. Ring for a List * Sprilemaker fo hum your Smart Phus onimations inlo Sprites. (A must for al
-Amnwm Sl
PRIO G RIAM| AR D15 KA
Smart Plus. £13.95 £14.95
All goods sold are new or refurbished and will include postage and packaging. ‘Ball m £3.99 ; £5.99

Cheques payable lo CPC NOW! 'Ir. } £9.99
: i Fluff (new, & om} £5.95 £7.95
CPC NOW!, 3 Saint Ethelwolds Close, Ely, Cambridgeshire CB6 3AX 3 |(| s TR




MEET THE TEAM @F)

Here's the totally gratuitous “here’'s us, we're fab™ page in
which we delve deep into the souls of the fantastic four that
bring you your favourite Amstrad magazine every month.

As it's Issue 101 we thought we should face our
greatest fears in Room 101 (if that doesn’t ring a bell
then you should be reading more Orwell) and take
part in the ultimate experiment in aversion therapy.

DAVE GOLDER

Mr Ed

Deepest darkest fear: Having an empty stomach
and finding that the Iridge is devastatingly empty
Scariest movie: Videodrome (but the blood test bit from
John Carpenter's The Thing is the scaniest individual
sequence in a film ever).

Best horror story: Amsirad Action deadlines

Fawe toon: Droopy CLUR HODGSON

Ideal Valentine: Wiima Flintstone (it would have been Tea-maker

Betty but | reckon she dyes her hair). Deepest darkest fear: Hypodermics,
even the sight of a needie on the telly and |

pass straight out.
Scariest mowie: The Fly (it's so scary |
refused to go and see it with all my mates and

ANDY OUNSTED
Arty party-goer

Deepest darkest fear: Being lorcefed sultanas,

raisins, currants or anything else that's shrivelled up and m o see Batman o wm mw' :
tastes like it should be used to surface roads Hows haciny; Moty The R g
Scariest mowie: The Sound of Music - The of the Edgar Alan Poe Coyot The L
Director’'s Cut (all those nuns and Nazis - aaaarrrrgh). m-u-: Wie EThebde in
Best horror story: Amsirad Action deadiines. belae '. x pay

the number 15 shirt in the Gloucester Jets

Fawve toon: Muttley
ideal Valentine: Rachel Ward (the sophisticated
strumpet from Dead Men Don't Wear Plaid).

basketball team around 1986/87.

AA Trump Carvds # 4
SIMON FORRESTER For yim 1t s it wihyoce sty vme. o you c40
..ail’!’ . % lf_wit bay four-player trumes even without an sspenshe sdaptor.

Deepest darkest fear: Spiders (and if anyone dares to buy street
me a copy of Arachnophobia for Christmas they're dead) Fi l

Scariest mowvie: Homeward Bound.
Best horror story: Assassin by Shaun Hutson US Goid
Fawe toon: Buster Bunny.

Ideal Valentine: Someone who lets me sleep all day.

Spooky isn't it? The short legs,
the stubble, that enigmatic
smile and those teeth. An
even spookier fact is that
Dave is always telling us that
his very favourite colour is
that vory shade of green! if
you think you know anyone
who looks like a game
character, write in to us at:
Amstrad Action, Future
Wopa Carilken, star of Twin Our very own Editor, Publishing 30 Monmouth
Waorld from UBI Soft. Dave Teeth’' Golder. Street, Bath, Avon BAL 2BW.

1" Mot thet we're ot all kither, you vndersiund.|




ANIMATION

Get ready for a truly moving experience as Simon Forrester
gives you the ultimate guide to animation on the Amstrad.

an you believe your eyes? Not always. It's
all a trick, you know, this animation lark,
What you're watching isn't actually
maving at all. It's a series of separate still
images. If they flash up fast enough then this
creates the illusion of movement; your brain's a
bit slow on the uptake,
y'see, Andthis is as
true for computer
animation as it is for
traditional Bugs
Bunny-style cartoons
(though it never
seemed to quite work
in Roobarb and Custard
for some reason)

So we're going to show you how to bring
your inanimate lumps of pixels to life. We'll be
covering anything that either moves, changes, or
looks as if it might do either at some point in ime
on the CPC. This isn't going to be a complete
guide to writing a game, as we're going to deal
purely with making things move this month (with a
bit of luck, Dave might just let me do a series on
music, collision detection, etc), Anyway

Over the next few pages, you'll find full
details on the following:

® Moving objects around the screen

@ Palette switching

@ Changing object appearances

® Co-ardinating movement and animation
@ Sprite handling
® Simple video sequences

The basics

First up, let's take a look at standard animation,
and get things moving. Animation can be split
into two main fields:
1 Moving objects around a screen.
2 Animating the appearance of an object

In most cases of computer game animation,
both types are combined - the character moves
across the screen (type 1) by moving its legs
[type 2), thus giving the appearance it's actually
walking. Of course, there's no point in us dealing
with both types at once, so we'll go through them
one at a time. Bear in mind also that we won't be
concerning ourselves just with a little man running
around — we're going to start with the basics and
work our way upwards.

Right, let's start simple,
shall we? Here's a
short program that
should get you into the
swing of things:
BATIP 10-MODE-2
DACH 20:FOR-x=1:10+79
DARG 30 LOCATE x, 18

That's probably a question the more
advanced programmers among you will be
asking quite a lot over the next few pages.
The reason that all the examples you'll find
are in BASIC is primarily so that everyone
can try them out, and secondly because all
I'm trying to illustrate is principles, not
actual coding examples. At the end of all
this, you'll find a good little sprite routine,
but for the bulk of this whole thing, you
won't really need it anyway.

BAFO 40 FRANE
EAKL 5O.FRINT.®.";CHR$(250)
CANF 68 -NEXT x

Now, what could be more straightforward
than that? Tell you what, let's run it, and see
what it does. As you can see, a little blokey
chips it from the left-hand side of the screen
over to the right. Of course, this is only the very

As you'll find out by reading the main feature, the
ability to handle large, colourful sprites |s
essential for all good animations. This, then, is the
listing for assigning extra commands to BASIC,
allowing you to handle sprites.

As you can see, both the assembly and BASIC
versions of the program are listed here (the
Assembly listing isn't Zapp compatible, but you can
still just read and learn).

The other thing that may strike you is that this
listing, though giving a reasonably fast sprite
system, still isn't as fast or as comprehensive as it
could be, I'm toying with the idea of convincing
Dave 1o put a full sprite package on the covertape
(probably mine, but my damed fast version), but
until that time, you'll have to make do with this
(still perfectly reasonable) listing. The reason it's
not as quick and professional as it could be, is so
that beginners to the world of machine code will
be able to follow it roughly. Anyway, here we go
with the Assembly listing:

THE LISTING

; RSK sinple sprite thing
org 43000

Hnit 4aB00

write "sprite.bin”
nolist

Id be,contab
14 Wl conbuf
call &bedl
ret

Jconbufl :ds 4

.coatah:du nantab
Jp spidef
Jp sprdis

nantabidh " SPRD
db "
dbh @

pargebild a, (i
sef
cel
rla

d (sprlen),a

b Hixd)
(apradr ), hl
ret

getlinidec a
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basics of computer animation we're doing here,
but let's take a look at this program

First, there's a command in line 40 that you
might just be new to — FRAME. To understand the
way in which FRAME works, you ought to take 2
look at the boxout called Frame Flyback’
elsewhere in this feature. For now though, let's
replace that FRAME command with the following
40-FORd=1+to500:NEXT d

As you can probably work out for yourself,
this is just a line to slow the program down. If you
run the program with this line there instead, you'd
be able to see that instead of moving smoothly,
the bloke is actually clunking across the screen

aracter square at a time (in other words

slow enough for your brain to work out what's
going on) - it's only when it's sped up that you
don't notice this as much.

Take out line 40 altogether and run the

an see, as well as being

dibly jerky. That's

‘Frame Flyback’ boxout on the

way too 5
another one for th
next page, methinks
This i1s an example of very simple animation -
we've just made something fi
There are a few problems, however:
1 It chugs along into character
much moving as disappearing from one sq
and reappearing in the next one alo
computer animation depends on this
but the distance the character moves each time
is usually much less.
This problem |s very simple to solve — let's
take a look at a different method of displaying

4 1,a
14 b0
add h1,hl
1d de, spriab
add bl de
Id e, (hid
inc hi
Id 4,(h1)
ek bl de
ret

sprbabidu &c000, 4000, 4050, 42050
du dolal &ebal,4c000, 480
du Aeld0, kel40,kcl50, &elS0
dv holed dele0,4c230, 4eR30
du Ac280, &e280, 1, he2dB
du Acddl, kel2D, ! j, ked 10
du hclel,RedcD, Ac410, 42410
du koA, kedE0, &odhD, 4e4bi)
du 4c500,4e500,4c550, 4550
du Ac5a0,heSal 4c500,4eBi0

The best

i you want examples of what you're trying to
beat (| love competitive attitudes), you'd better
check out the following slices of software - what
we consider to be the most impressively-
animated games ever to hit the CPC:

Total Eclipse

Way back in the dawn of time, a new type of
game was formed on the CPC, called Driller. In
this ground-breaking game you explored a
rather groovy little flled-3D environment. Since

TEYLO L EELEIPSE

[ was y ped with the
nid of a CPC and a bathtub full of Lego®,
then there have been loads of games using the
Freescape system - as this 3D system became
known, Undoubtedly one of the best was Total
Eclipse, because the graphic routines were
refined to such a huge extent, and also because
it combined them with slightly faster action.

Prince Of Persia
This game gets mentioned for a totally different
reason - the animation of the main character is

dw &c640,8e640,4c690, 2eb30
dy &c6e0, &eBel, 40730, 40730
du &c780,4e780

axtlingld de k860
add hl,de
rel ne
1d de, AcO50
afdd bl de
ret

Jsprdeficp §
ret nz
gall parget
1d a, (sprgps)
sall getlin
I a, (sprxps)
Id &,a
Id d,0
add hl,de

ANIMATION

Prince of Persia - baggy trousered action.

amazing, as he can run, walk, crouch, fall, skid,
swing, climb, fight and die, all in beautitully
animated, life-like movenents. As far as
animation goes, this has to be one of the best
CPC releases so far,

Prehistorik 2

Wall, would you belleve it? Prehistorik 2 is
mentioned yet again - this time for the scrolling,
which, as well as being four-way, is the
smoothest ever achieved on the CPC. It's also a
wonderful game with excellent graphics anyway.

The astounding Prehistorik, with its wide
array of sprites and backgrounds.

Id a, (sprlen)
I ha

el lpatpush be
1d de, (spradr)
Id a, (spruid)
1d ¢\
Id b8
push hi
push be
Idir
14 hijCspradr)
pop de
add Wlde
1d (sprade), hi
pop M
call metlin
pop Be
dinz def lpa
ret
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objects and moving them about, still using the in- Frame f'yback 2‘:" ‘“""2’ h 'ITI ’m i ':::'r
)] Che s N 'r to use FRAM n i §
hr“l“ _L*_’“_’;a:"” = (Tth'i‘ ""'f iy So what's this frame flyback stuff | keep exactly what it does - it just sits there and waits
e mentioning in this feature afl about then? for the next flyback.

allowing us to move the object by one pixel as Actually, it's quite simpla = when you look at your Faae fiok b ctidarsras { o isd
opposed to one Character;square: monitor, all you're sesing are some chemicals  makas provisions for this, in the form of MC Wait
BAKP 10:-MODE 1 being llluminated by an electron beam which Flyback, at &bd19. The call ftself has no entry
BAIM 20.x=100 makes them react and glow. Even though it conditions, and corrupts nothing at all, so it's
BAKM 30-y-108 seems as if every bit of the screen is lluminated always wise to use It in animation.

CAIP 40 /MOVE %,y at once, this lsn't exactly true - a quick squizz at Unfortunately, it also slows everything down, as
BABG 50 TAG ; the diagram will show you that the beam starts  every time it's used, it's walting for a certain

EAHF 60-PRINT -CHRS(250) at the top-left of the screen and scans a line period of time for the beam to fly back (this can be
CABB 70/ x=x+2 at a time until it reaches the bottom of the  anything up to a 50th of a second, which is a long
CAER 88-y=y+2 screen when It shoots back up to the top time when you loop an animation several times),

EAGH 9017 =300 THEN-BND Vet _ I =

CAOG 106-GOTO-40 g because the boam coversthe 5
The maj g ’ whole screen every S0th of a —— -t

coming into pl ere 3 second, which is flippin’ fast. J o

this puts the cursor at the graphics cursor, I you're wondering how all e — ~ —

50 that we can move the text cursor by a pixel or this affects you, it's quite simple; -

two whenever we want to. As you can see, the ifthe scan line passes evertha s — ~. NE

results aren't exactly brilliant, with three ugly bit of ) you're altering - —= = : e LSBT

white lines following the bloke. Why is this Whilkt you're. altsciag i, you'l Xt o

happening? Well, let's take a look at character S S Wt T —

250, the bloke. in closeur i image, and the rest of thenow - ; VSN

250, the bloke, in close-up. ) one. Instead, you'd be better to R
If you take a look at the bloke's direction in walt for the beam to shoot up to " s

the program, you'll see — 1 the top left of the screen, and Though you can only see a fow horizontal scans here,

he's travelling up and to make all your altorations then. there are several hundred in roality, all scrunched up.

the right. This means that
when the bloke is re-drawn drawn, small and, frankly, about as impressive as  understand how the CPC’s ink system works.
in his new position, the a Conservative Party Political Broadcast. Let's start on mode 0 (the 16 colour mode).
bottom and left hand fines This problem is, admittedly, a bit more of a Imagmne you have 15 fountain pens and a
of the previous picture are L = hassle to deal with - the answer lies in working of paper. You can fill these pens with any

left on the screen, Well, what do you  full sprites, a technique explained later on in this ink from a choice of 26 different colours. You can
showing ugly unwanted know? W's owr old (o510 | think it'd probably just be worth saying change the colour of the paper in the same way. If
pixels that form a line in ~ friemd CHRS${250). at this point that it's going to involve machine you were to define a pen as blue (ink number 2)
his trail. This could be solved by defining a code, so prepare yoursell, The program listed and draw some stuff on the screen, then changing
character with blank lines on the bottom and later will, however, give you the answer to your the pen to a red ink afterwards would make all the
lefthand edges - there would be no pixels left praoblems, so don't give up just yet. blue on the screen change to red. This means
on screen that wouldn't be over-written with the that you can have a maximum of 15 colours (16 if

aracter's blank edges. An insult to my m you include the paper, 17 if you include the

Just a simple character, and it probably Of course, there is another method of animation border) on the screen at the same time.

wouldn't impress the spider on the wall behind that's a lot simpler than all this - palette Right, what you can do is thi
you (hah - fooled you). It's monochrome, badly switching. To explore this, you need to the pens to one colour, say black, and dr.:v' the
Sprdisiep § pop de HATE 30 IF ho="w"THEN - CALL - 43000 : END

ret nz add hi;de FAJO 40-POKE-addr , YAL("&"4b8)

call parget Id (spradr);hl EAEF 50 addrzad

14 a, (spraps) pop hl CABE £0-GOTO 20

call gethin call nxtlin ENIB 20-DATA-01,0E, 80,21,

14 a, (spewps) pop he PALT 8- DATA-CD,D1,BE.08,1

Id ¢,a dynz dislpa FAGD §0.DATA.00,00, 16, 80,C

1d 4.0 ret FAFG 100 DATA.90,CA,FC, 80

add Kl de FAGE 118 44,45,C6,

It a2 spelen) spradr ity 0000 FAEG 128 Dh 2,48,49,03,

14 hia sprapsidh 400 FAIF 1500 qar. 17
disipatpush ke Lsprups:dh #00 FALG 148 .51,E'D_- '

14 de, (spradr) sprwididh 880 FANG 450 D4 AL,

14 &, (spruid) sprlenidh 400 FAPC 180 DATA- 32, 36,890,800, 7E

14 &a FAPH 170-DATA-3D, 38,36,91,0D,6E

14 b,0 list FRGF 190-DATH B8, 0D, 66,00,22,33

push hi end DATA-91 CH, 30, BF 26,00

push be 0 DATH: 11.‘5 Si! I! EE

e N1, 0 f‘nd the HASH‘" aruon a-DRTH'E

dir DATH-00

14 W1, (spradr -ﬂr 2o} DATA
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" same shape with each pen in slightly
~  different positions, then set the

background to the same colour. Now you

can illuminate each shape briefly in rapid
succession by changing each of the pen colours
and then resetting them to black one after
another. This, you guessed it, will give the
impression of movement (well if it didn't I'd hardly
be mentioning it in this feature, would 7).

This method is called palette switching,
because all you're doing is switching palettes
(surprise, surprise) to animate something. Type
in and run the following program:

BACP 10:MODE-B

DAAL 20FOR:p=1:T0:15
CAGM 38 x=pw8+100
BALM 48.y=100

CAJP 50-MOVE x,y

DAPK 60:DRANR -0, 100, p
CAGF 70 NEXT-p

CAEN B0-CALL-&BBOG
DAGL 90-FOR p=0.T0:15
CAPH 100-INK:p,0

CABI 118 +NEXT:p

CABM 126 BORDER -0
DACO 130FORp=1+10+15
CAAC 140 FRANE

DADD 158:INK:(p-1),8
CANL 168-INK.p,26
CAKT 178 NEXTp

Co-aordination

One of the most difficult things you'll need to
work out Is co-ordinating your sprite's
appearance changes with it's positional
movement. For instance, if it's travelling quite
rapidly, but its legs look like they're moving at a
slow sauntor you'll end up with an extrernely
odd-looking piece of animation,

The easiest way to sort all this out, then, is
to work out how many pixels your sprite will
maove by, and bear this in mind with every
animation frame you draw, making sure its legs
(or whatever) move the correct spaed for the
distance the character is moving.

F0,40,C1,40.E1
250 BATA~§0,C1,80,E4, E0,CL

(2,80,E2,p0,C2
50 DATA-DO, E2, 20,C3,20, E3
DATAM0,C3,70,E3,€0,C3
DRIACO,£3,10,04, 10, E4
10-DATA+68,C4,60,.E9,30,(4
20 DATABO, E4, 00 5,00, E§
DATA<SE, 8,50, ES, 4D C6
M0-DaTA-AG, E6,FD.CE.T0.E6
G 350-DATA-40,CR; A0, £€, 50,06
J50-DATR-98, B8, E0, 06, B0, E6
- DATR38,C7,30,E7,80,87
160 DATAAB0,E7,11,00,08, 18
380, DATADA, 11,5
400/ DATA-FE, 08,0

The Ink lines, as they'd appear on the screen
ware they not blacked owt completely.
FABM 180-FOR-p=14.10-2STEP.-1
CAFC 190 FRAME
DANC 200INK:(p+1),0
CAJL 218:INK:p,26
CADI 220 NEXT:p
CACK 230.GOTO-130

The image we're drawing, when we make
each pen visible, looks something like the
picture that (Andy willing) is somewhere near
this paragraph, though only one line is visible at
any one time.

ing
As we said earlier (can you remember that
far back?), the second part of animation is
changing the appearance or of an object, to
make it look like it has changed its appearance
or stance, like raising an arm or moving its legs.
The principle here is simple - in almost every
case of animation, the entire character (or sprite,
as we progress) is replaced by a new one, in the
new position, Try this out:
BAHP 18+MODE: 1
CHBC 20-READ-c
FAFJ 30 IF.¢=0 THEN-RESTORE
DAKE 4@-LOCATE: 10,10
DAKO 58-PRIN'T-CHR$(c)
FAAN 68/ FOR+d=1+T0+ 108 :NEXT .d
CACE 70.GOTO-20
FAOA 80+DATA+248,251,249,250,0
Why is it | feel really stupid analysing

programs of little dancing men? Never mind.

TALG 466-DATH.91,4F,06,00,E5,C5
FADT 466.DATA-ED, B2, 33
FAMG 470 DATA. 198E,33,51
FATT 460-DATA.DC, 80,01, 10,12
FALI 430.DATAFE,05,00,0D.23
FAHR SO0 .DATA«30, 36, 91,C0, 48
FAEF 510 .DATA«2A, 35, 91,5F, 18,00
FADG S20-DATA19,34, 36 31,47
FANH 530-DATASED 8B, 33,90,
rnLr 540-DATA-1,4F , 06 b0, S

J 550-DATREDED

S60-DATA-BL 18

70 DATACD B

580 DATALCY, 89 , 00, 00,00, 00
GAME S80:DATA-w

What you do with
it now you've typed it

First of all, bear in 'mind that all measurements are
in groups of four standard mode 1 pixels (though
you can use it in any mode, the gi#e is still the

ANIMATION

Just video?

Of course, you don't just have to animate
video sequences - you could work
completely cartoon-style, and animate a
set of hand-drawn frames, to create,
perhaps, a logo for your software. This
could even be done as a set of smaller
sprites (one bit at a time), as with the
Switchblade logo - it's made up of a set of
different shapes stored as sprites that fly
on to the screen from all directions.

Anyway, what this program s doing (for all those
who can’t be bothered to work it out) is just
drawing one bloke on the screen, then replacing
im with another, standing in a slightly different
position (he's moved his legs).

Things don't have to be this way, though -
we can do something else with palette switching
Take a look at the picture just below

Though it looks quite confusing to start with,
it's really quite simple (| know | keep saying that,
but if | say it often enough you might start believing
me). Imagine that the inks for this were as follows:

1 - Red

2 - Blue

3 - Purple

Let's turn all the inks to
white (mentally), and turn
inks 3 and 2 to black. That's
right — it forms the letter B
(what is this? Sesame Street
~ Dave). If we were to tum
ink 2 back to white and turn

ink 1 to black, you'd end up m “'
with the letter A. This may you sea the
seem odd, but it's not - all red eloments.

same). This means the screen has 80 columns,
and 50 rows. The width and length of your sprite Is
also measured in these units, The moasurements
go from 1 to BO and 1 to 50, as opposed to 0 to
79 and O to 49.

With each command, you will have to specify
the area of memory to gave your sprite out to,
After you've run the program, | reckon that typing
in the following line is a pretty good idea:

NEMORY&IFFF

Start your sptites at £4000, and work
upwards, stopping at &9000. You can work out
how much memory & sprite will take by simply
multiplying the width and height together, and
euhiplying that by four,

To define a sprite:
| SERDEF, adde, xpos , ypos, wdth, Ingt

And to display a sprite:
| SPROTSLddr, xpos, ypos, Wl Ingt

And from there on you're on your own. But
that's when the real fun begins.
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18 ANIMATION

we're doing Is storing two monochrome images in
different pen colours on the same area, colouring
the squares on which they overlap in a third pen
This is another method of animation, and though
it's a darned sight easier to just reprint the
character, flashing inks remain quite happily
changing even when the user is back in BASIC.

Picture animation
If you take a look at some of the more
| 1sole machines, you'll find some
games. One of the things that
makes them so impressive |5 the console’s
ability to run short animation
sequences, Of course,
this is nothing new -
ust find Dragon’s Lair
in the arcades to see
what your machine is
truly capabie of. One
of the mare recent
impressive releases,
however, has beén
Flashback, a Prince Of Persia-style romp with a
gun and & lot more of an adventuring element,
Of course, the hardware that runs these
sequences Is based on incredibly advanced
specialised graphics handling chips, which push
the technology quite a way beyond the reaches
of your humble CPC, Do nat des
we can stillcome close in many ways. Let's take
a ook at Swilchblade, available on tape, disk or
cartridge. The game itself is a standard platform
romp (though & damed good onel, but it also has
a rather rice iittle scene-setting intro sequenc
giving an extra dimension to the game. Tho
the whole thing isn't exactly realtime video, it's
still impressive in a ‘what a nice touch’ as
opposed to a ‘how the hell are they doing that?
kind of way (whigh, it séems to me, is the whole
point of axtra effects - t6 improve enjoyment,
not just build @ programmer’s reputation).

advanced ¢

truly am

spair, though

Let's take a look at a typical boxed animation:

As you can see, it's far from technically

ve, but it's a nice touch. As for how it
works, well that's simple, really - it's just a seres
of sprites, animated in the same way as the

mpr

sprites we've been talking about s
You can do the same thing with slightly larger

a frame from & simplé animated story |
with the aidof a digiliser and a 128K machine

frame took up 4K of

space, and | could

store 16 frames in the
extra banks, and another
10 in normal memory,
making 24 frames &
running at four frame:
This gave quite a decent 12
rough animation which, though it was in no
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OCP Art Studio

If you want to experiment with palette switching,
we'd strongly advise you to take a close look at
the facilities of OCP Art Studio. The reason, you
see, is that it supports some very complex
palette switching operations, allowing you to
define several colour sequences for every ink on

HIIIIIDDIIQIIIII
L - e - |
i i i! Iil g ll l] I !] fg‘ [x] ‘i
[s] [3] [2] [2] [s] [s] [2] [s] [s] [s] il [¢]

The OCP Art Studio’s palette screen - the
slide controls represent the ink cycles,

[Foraer]

A still frame from a OPC video animation -
the pixels are huge, but you can qulte
clearly see It's ex-AA art od, Mick.

as smooth or fluent as the kind of image you
could produce on a more advanced machine,
looked pretty goad when running (see above),

The only real problem you'll come across
(apart from where the hell to find a digitiser), is
using the correct mode. As you can see, the
maths for the piece of animation | produced
seemed a little out, The reason was because |
made use of the ink-switching technique |
described earlier, effectively doubling the amount
of frames | could store, whilst letting me display
monochrome images in mode 1

“Hold on a minute,” you might say, “why
didn't you just store two mode 1 monochrome
images in the same space by compressing
them?® Well, compression takes time, It's alSo
quicker to switch inks that write another image to
the screen, so if the animation needed to'run
faster | could save a bit of time

The digitiser, incidentally, was made by
Rombo, and though we couldn't find the company
any more, keeping an eye on Small Ads is a
good idea. Il probably print the animation listing
in Typens in a future issue if enough people -
write In requesting it (hint).

One bit at a time

Of course, there are no hard
and fast rules when it
comes to animation, and
there's absolutely nothing

the screen, Below, is an example of the kind of
stuff you could knock out with the package. The
only major problem s that once you take the
screen outside the environment of the program,
you'd have to write a program to cycle these
colours independently, but that really shouldn't
be too much of a problem once you've had the
chance to test your work inside the package.

With the screen alive with animated colour,
these are the results you can produce.

to say you haveto:
animate anything more
than a small part of
the screen, of a
small part of the
sprite. The easy way
to do this would just
be to create a sprite
out of severalsmaller
spritesdSo lef's pullout the trusty
stock footage of Prefistorik 2 (see below) and
take @ look at the gorilla.

Though it isn't immediately apparent by
looking at a still'afthe game, the head, body, legs

and arms are all constructed from separate
sprites, gnang him a much more flud movement,
so that he.can produce a much wider range of
movements whilst taking up a lot less memory; for
example, the appearance of breathing is achieved
by adjusting the only torso by one pixel every few
frames, which takes up a lot less memory than
replacing the entire character each time.

Adieu

And with that it's farewell - | hope you've learnt
enough to think about getting animated with
your CPC at some point in the future, Failing
that, you might be getting ready to produce
some games that might now have a few
more refined graphical touches. If you
want to show your work off, send it

along to Typedns, and you might
even see it in print. Have fun. @




You never
know, It could

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.

el 2 FREE ISSUES!

direct to you every month. No Let's say these two issues for the sake of argument. Y’'see when
fuss, no bother. you subscribe to a year's worth of Amstrad Action you only have
@ It's cheaper than buying from to pay for 10 issues. Or, in other (bigger) words:

the shops because for each L &
el =T 12 issues for the price of 10!
® And don't forget that it's a barg’ of epic proportions.
every month with Amstrad Action
there’s a cover tape packed with

great games and superb utilities. YOUR NO-QUIBBLE, NO-RISK GUARANTEE
® So what are you waiting for? You can cancel your subscription

Subscribe to Amstrad Action now 2t any time in the future and we

and lloe 2l te-f 12 months. will refund you in full for all

You R e 3 unmailed issues.

o 'MI- . You just can‘t lose out!

TN AMSTRAN ACTION NOW!

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 ensire you receive your magazine and tape quickly and undamaged, all overseas subscriptions are sent Air Mail

It you are an existing subscriber please quote your subscription reference number here - you will find this on your address label
MY METHOD OF PAYMENT IS 7iCK vOU HCE TOTAL PAYMENT £_

VisA ACCESS canono L I EXPS

NAME - [ SIGNATURE

ADDRESS

== —— % POST CODE

Enclose this coupen (together with your cheque H applicable) in an envelope and send to: AMSTRAD ACTION SUBSCRIPTIONS, FREEPOST, SOMERTON, TATI TER.
YOUR SUBSCRIPTION WILL BE PROCESSED IMMEDIATELY. THIS COUPON IS VALID UNTIL J6TH FEBRUARY 1984 AA/MAG/0294
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You asked for it, and now you’ve got it
- the complete beginners’ guide to
BASIC. If you've never typed in
anything more complicated than RUN"
but you think it's about time you did
this is the series for you. Clur Hodgson

goes back to the... no, forget | was going to say that...

ou can own all the books about
BASIC in
quote them off pat and still not
stand t
programiming
to be specihcally written to prevent you

The

e world and be able to

e fundamentals o

n fact, most of them

seem

ay to learn
shead and do
AA's

0 Just

t S

it 5t 1rhr..l this month is

n approach to
d
BASIC.

Every month I'm going to show you a
simple type-in program and then take you
step-by-step through the program explaining
what's going on in each line, This month's
program, for example, will ask for the
name and, through a series of simple
ques all them
Mr, Mrs or Miss. Not very exc :’m,: | know
stick with me

revolutionary, hands

teaching the principles b

programiming in Locomotiv

tions, work out whether to

{and perhaps a tad sexi

and you'll be writing

you know it. Anyway, h

10 REM Learning basic 1

&8 CLS

30 PRINT"Mhat is your surnane, friend®;:
INPUT naned

40 PRINT"Are you a hoy or a girl (please
input B or G)";:input ad

S8 IF UPPER$(a$)= "G" THEN PRINT"Are you
parried (please input ¥ or M)";:INPUT a
i

60 CLS

70 hello¥="Hello "

80 IF UPPERS(af)="E"THEN af="Mr "

90 IF UPPERS(af)="Y"THEN a$="Nrs ®

100 IF UPPERS$(a$)="N"THEN a$="Miss "

118 PRINT hellod;ad;named

BASIC i simply a | JAge your computer

can understand - Just as a Lebanese

000000000
000000000

00000000

?-- | AMISTRAD ACTION

I

farmer probably wouldn't un

telling him how to plough
your Am

English, You need to tell it what to do In

strad can't understand pre

other way. Arnold would understand
ve if you typed

some

gach of the i

them ir and see

1 58p

(try
he does), but a much b
all the inst

program which you can

r way to do

give him ctions at once

in the form of a
store and go back to at any time.

But there are certain protocols that you
must follow in order to get your Amstrad to
do what you tell it. One of the most
important 15 to remember never to hit retum
until you've fiirished typing in a whole ling,
even if it reaches the edge of the screen
and has to break and begin again on the
next fine — a return would confuse Arnold no
end and your program wouldn't work

Designer labelling

The first thing you'll notice
that

every line in it begins with a

about the program 1

number followed b

his 15 just

Arnold in which order to deal with the
The conventional numbering

, 20, 30... et

the simple

Ves you roor

12 lines if you
omething
alter your program in some

appen
important, or

lines bet
to have urL-nHrﬂ
you want to

way later on. Anyway, on with the analysis

7 - Instead of typing PRINT as an
instruction you can just type ? (the CPC
will automatically convert a 7 command to
a PRINT command).

LIST - At the ready prompt if you type in
LIST the program will be listed out in
order of the line numbers

EDIT - If you've typed in, say line 40

incorrectly, to edit the line type EDIT 40
and hit return. Then move the cursor (with
the arrow keys) to the bit you want to
change, alter it and hit return when
you've finished. Line 40 will automatically
be replaced by the new line.

AUTO - If you're not very good with

000000000
0000000

= ]
10 REM Learning basie 1

The first line (line 10) is a REM <
There iIs absolutely no point at all
being here, Arnold will ignore anything you
write after the word REM. They are useful,
though,

=1

ement

or this

for marking sections of longer

see what

programs so that you can easil
Arnold was think
program goes wro

about when your
B

20 CLS

The command CLS on line 20 tells the CPC
to wipe the screen clean and put the cursor
in the top left hand corner

30 PRINT"Mhat is your surname, friend";:
INPUT named

Now we get to the first line of the program
proper. Typing PRINT instructs the
computer to print whatever follows that
command on screen, Any characters that
you want to be printed on-screen need to

be surrounded in speech marks. Ne ly
does this tell the computer that this Is the
bit you want it to write, but it k that

or text is between two spe
is not an instruction to follow

whate
marks

After the second set of speech marks
closes the sentence, “What 1s your name,
friend?" you'll see a This 1s
the instruction that tells your CPC that the
next thing to be printed s to come up on
screen straight after the sentence it's just
written. The next thing to
a question mark because you've told him to

instructions

numbers then type AUTO before you start
typing in the program and the next line
number will automatically appear on the
next line when you hit return to finish the
line you're on.

SAVE - To save your program, simply
type SAVE"name of program” at the
ready prompt.

LOAD - To load a saved program, all you
do is type LOAD"name of program” at
the ready prompt.

RUN - This command tells your CPC to
obey the instructions in your program
starting with the first line and working
through them in order.

semi colon (;)

be printed will be




BASIC rules of punctuation

QUOTATION MARKS ("-"] — When a set
of characters is surrounded by quotation

marks the computer treats those
charactors as if they were a single
variable and takes no notice of what
actually Is written inside.

SEMI COLONS (;) ~ These instruct tha
CPC to print what's coming next
immediately after what came before,

expect an input from you. The colon () tells
the CPC that a new instruction is coming
up, which is is not part of the print
command, it's a brand new command.

That command is INPUT nameS. The
INPUT part tells the computer to expect a
command to be typed in, and the name$
bit assigns a name to the set of characters
that will be typed in. When Amold gets to
this bit of the program he'll tell you to input
something by printing a question mark on
the screen,

Also, remember what | said about line
breaks? On screen the colon () in the line
above should be the last character you can
fit on the line, but don't type a return — just
carry on typing the line,

40 PRINT"fAre you a boy or a girl (please
input B or G)*jrinput ab
Right, so far we've cleared the screen and
asked the user what their surname is. The
set of characters that make up their name
i5 being stored under the name nameS in a
section of the computer's memary. Next
we want to know if we're dealing with a girl
or a boy. So we ask the user in line 40 and
assign the answer (Y or N) to the string a$,
stored in an adjacent section of the
computer's memory to the set of
characters nameS,

56 IF UPPERS(af)= "G" THEN PRINT"Are you
narried (please input ¥ or M)";:INPUT &
(]

Now, if the user's a lass we could call her
a Ms, but | detest that attitude (and
anyway, | want to introduce another
variable into the program). So if you don't
want to agitate the females in your life you
pught to ask them whether or not they are
married to determine their status, and
that's what line 50's about. Line 50 is the
first in our program to use an IF/THEN
command ~ IF one thing is true THEN do

the second thing. In this case if the user is
a female (has entered G in response to
the input a5 prompt in line 40) then she

instead of inserting a carriage retum
between them (try it out).

COLONS (:} - A colon separates
commands when they appear in the same
lina, Arnold acts upon the line as if the
colon was a return.

SPACES - It's of vital importance to
soparate the line number from the
program line with a space.

will be asked, "are you married?” Her
respanse to this question will be put in
memory as aS replacing the G that was
there before. The UPPERS{aS) bit instructs
Arnold to port the characters assigned to
a5 Into upper case (capitals).

60 CLS

MNow we have all the information we need to
print the final message, so we clear the
screen on line 60.

70 hello$="Hello "

88 IF UPPERS(a#)="B"THEN a$="Mr "

90 IF UPPERS(a$)="Y"THEN a$="Mrs “

108 IF UPPERS(a$)="N"THEN af="Niss *

As you can see on line 70 not only can you
assign stnngs to nputted data but you can
also assign them within a program
(helloS="Hello *), a$ is now defined as one
of three characters: B, Y or N, Lines 80 to
100 replace the characters defined as aS
with the appropriate Mr, Mrs or Miss.

110 PRINT hellod;ad;named

Finally line 110 PRINTs out the greeting
message. You'll notice that the message is
not stored in the computer as words in
quotes but is printed from a combination of
the three strings that we have defined in
the rest of the program. However you
could just use the instruction “Hello
“aS;nameS and because of the way strings
work the last line could also read:

110 z8=hello$+adsnaned :print 24,
Number cnlndllng
handling alphabetic |

characters - inputting them, I' I
throwing them back out :

again - but what about numbers, how do
i's a cinch. And to prove it, here are a few
lines that could be tacked on to the end of

So, we've dealt with =
manipulating them and

you deal with those blighters? Believe me,
the previous program:

120 PRINT"In what wear were you born *;
adinaned; INPUT year

130 CL§

140 age-19%4-year

150 IF age{=16 THEN PRINT"Shouldn’t you
he at school?

160 IF age)16 AMD aget=65 THEN PRINT"Sho
uldn’t you he at school?"

170 IF age)65 THEN PRINT"How's the gold
watch?

120 PRINT"In uhat year were you born *;
afnaned ) INPUT year

BASIC TUTORIAL
by ™

Line 120 is pretty straightforward, putting
the user's name at the end of the question
adds a nice personal touch don't you
think? The main difference between this
line and, say, line 40 is the INPUT
command. Note that when you're dealing
with a numeric string you do not use the $
symbol after the name of the string itself.
This tells Arnold to expect a set of
numbers rather than letters.

130 CLS

140 age=1994-year

After clearing the screen on line 130, line
140 does a calculation with the string
YEAR. Numerical calculations work the
same way in BASIC as they do in normal
maths, using the same four basic symbols
for addition (+), subtraction (),
multiplication (*) and division (/). Here we
take away the year the user was born from
1994 to arrive at the string age.

150 IF age{=16 THEN PRINT"Shouldn't wou
be at scheol?

160 IF age)16 AND age(=65 THEN PRINI"Sho
uldn't you be at school?”

170 IF age)B5 THEN PRINT"How's the gold
watch?"

Lines 150 to 170 then use the string AGE
to determine whether the user is a school
child, of working age or past retirement
age and then PRINT a statement in
response. Line 150 asks whether the user
is aged less than or equal to (<=} 16 and if
this is true then will PRINT “Shouldn't you
be at school?”

Line 160 then goes on to ascertain
whether the person using the program is of
working age by asking if the age is more
than 16 and less than or equal to 65. If the
age is between the two points then Amnold
will print the appropriate response.
Similarly the next line asks if the user is of
retirement age (okay it would be different
for women, but this is an example program  EFE
not a social satirel.

soon . —
That's all for this month folks, |
but tune in next month for |
the second exciting L
instaliment of the series in
which we draw... well | haven't quite
decided yet what the drawing's going
to be, probably a house or something
like that. Anyway we're going to
draw something really brilliant and
colour it in. Be seeng you.
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if you can’t stand the heat,
turn the radiators off.
Simon's about to get going
with yet another installment
of everybody’s favourite AA
Machine Code tutorial.

ast month, we covered bitwise byte
I operations. Well, a few of them. This
month, we're looking at shifting bytes.
Let's start with a byte, then,
e &x01001110
Imagine if we took the eight bits of this byte, and
shifted them all one to the left:
43¢ &x10011100
As you can see, each bit in the byte has shifted
one ta the left, effectively doubling the number.
This would be straightforward, were it not for the
next cunningly placed example:
&80 x10000000
400 SxDo0ee00a
This time around, rather tragically, the far left
bit is lost, effectively trashing the number
completely. You must remember, then, that this
doubling method only works with numbers less
than 128. Let's take a look at the Assembly
language for that:
Id a,dde
sla
What could be simpler? Let's try and times a
number by five, then:
Id ba
sla
sla
add b

Divided we fall
Wow - real maths n'everything! Let's see what
we can do to divide a number. Well, we'll start
with our &de:

e  Ax01001110
And if we were to half &4e (78), we'd end up with
&27 (39), which looks like this:

427  Ax00100111

Can you see what's happened? The bits of the
byte have slid to the right - the same effect
which can be achieved with the sra command. So
let's look at that in Assembly:

1d a,&4e

sra
On a sad note (sniff), unlike multiplication, we
can't use the shifting method to divide by
numbers other than 2, 4, 8, 16, etc, as they're
the only denominators provided by the binary
number system,

It just d off!

In effect, it did - I'm talking about the bit that falls
off the end of every shift instruction. Whether it's
a set bit (1) or not (0}, you might still want to
know what it was. You could just make sure you
always check it before any shifting goes on, but
that's not really as much use as being able to
catch it as it drops off:

Definitions

As a sort of summary (space filler, you mean
- Dave), here are the instructions in full;

SLA Shift left accumulator

SRA Shift right accumulator

SLC Shift left with carry

SRC Shift right with carry

RLA Rotate left accumulator

RRA Rotate right accumulator

And?

Okay, Ml admit that apart from multiplication and
division, the uses of the shift commands aren't
exactly immediately apparent. Let's imagine the
following scenario, though; you're stonng data,
maybe for a game, maybe for a serious
package, which consists of a series of numbers

l.s‘l‘n 128k Colour Per sanal €

Id a, ke

sro

Jp ne, label

So as opposed to sra, we're using src, which

is the same operation but the carry is affected by
the result, as it's set to the bit that drops off the
end of the byte. It also has another use, being
that the carry flag will also dictate the byte
shunted on to the other end (the end at which we
add a bit), allowing you to enter set bits as well
as empty ones.

omputer ll

from 0 to 15 (it's more likely to be 0 to 10, but
we'll still call it 15 because it's one below 16,
which is a nice round number in hex),

If we were storing 1,024 of those numbers,
we'd normally need 1,024 bytes. However, as 15
is only a fourbyte number {seeing the relevance
yet?), we can store two numbers per byte,
therefore using only 512 bytes of memory.
Though the numbers won't be accessible in the
storage form, here's how we'd do it:

Stored bits 32103210

Real bits 76543210
And the Assembly code to do this, where b and
¢ are the numbers to be stored, would look
something like this:

14 ab

sla

sla

sla

sla

add ¢
Though this isn't the kind of situation that'd
make you think, “That's just so handy,” you
might still find the technique useful some day,




and it does illustrate the uses of shifting quite
well. Angther thing just occurred to me — when |
said that the information is not accessible in its
stored form, | meant you'd have to decode it
first, but you can still get at it again (where d is
the encoded number, and b and ¢ are the
oniginal figures):

Idad

and 40F

1dca

1d a,d

sra

sra

sra

sra

and 80§

Id b,a
And your code is restored in all its former
beauty. If you're at all perplexed about the and
instructions, don't be - we covered it all last ish,
and it's just your fault for not having that mag in
your collection, so turn to Back Issues now (nice
plug, Simon - Dave)

Spin on it
So we've spent quite a decent bit of time
(hopefully a page or so, or Il run short of text

and Dave'll kill me) shifting registers around, |'ve
been concentrating on my ‘F* key intensely and
my writing career has hung in the balance, but all
this can change as we take a look at a slight
mutation of shifting - rotation.

It you've got the hang of shifting numbers,
rotation won't be too much of a problem to

More, more
and even more

It's also worth emphasising that there are yet
more contexts for shifting and rotating, to do
with their various uses on either the
accumulator directly or other registers as a
whole (there are two types of command,
these being accumulator or register).

All this means that when you're looking
through your various books full of opcodes,
hidden or otherwise, you'll come across
quite a few more shifting and rotating
commands, But worry ye not, because if you
take a look at the box of definitions, you
should be able to work out what any new
ones do just by swapping letters.

L WACHINE CODE___€8)

Interactive access to AA

You've probably heard of the huge advances
ﬂunmmmm.mu
big an advancement, huh), and the like, but as
always on AA, we're going to take it a bit
further, and bring interactive learning into the
home for the masses at only £2.95 a shot.
That's right - this is the world's first interactive
plece of paper.

mwl“ﬁskmmﬂcw
is a microscopically thin and incradibly floppy
circult board containing a complete computer
system programmed to bring you the best in
interactive Machine Code tutoring. In fact, all
you have to do Is build the console:

The first thing you'll need is a bit of paper,

understand. Let's rotate a number to the left
and see what we get:

e hxblooLilo
Ist &8¢ ixl00Li100
ind  &39 &x00111001

What could be easier? As you can quite clearly
see (don't argue), the bits of the byte are just,

well, rotating, really. To be quite honest | can't
really see the point of taking this explanation a
whole ot further, as the principle isn't all that
difficult to master,

Encoding

Remember last month's bits and pieces on
being able to use XOR to encode whole chunks
of data? We did come up with quite an easy

way to break the code (well, | did), but this
month's material gives us a slightly more reliable
method of encryption.

This time, we're going to take a set of bytes,
and encode them by rotating them a bit. You
see, whereas with last month's method it'd be
really easy to check up on what 0 would look like
if you came across a string of &39s (you'd know
that was the key) with rotation, when the cracker
came across a string of &39s and assumed
them to be zeros when decoded, they'd be
wrong - they were a string of &des rotated.

For double protection you could always XOR
your code after rotating it, or XOR it once,
rotate it, XOR it, then rotate it again - the more
you encode this way, the harder the protegtion
is to crack (as opposed to the XOR-anly

outline the aspect of Machine Code you're stuck
on, Next, you'll need a storage case, preferably
an Envelope™ (they paid us huge amounts of
cash to endorse their product). On the front of
Code, Amstrad Action, Future Publishing, 30

‘Monmouth Street, Bath, Avon, BA1 2BW, and

place the whole affair in one of the big red

especially set up all over tho country, first

putting a stamp on it [for the storage device to
use as combustible fuel).
Shortly after this {about a month), your

“solution should appear on the Amstrad

Action interactive Assembly Line pages -
al the forefront of technology.

encryption, which gets no more difficult to crack
however many times you encode it).

What's left?

What you've learnt here over the past few months
Is pretty much all you need to know - the rest is
just in the realms of theory and using the
instructions to execute the maths to do whatever
you want to do - there really isn't much left on
the new instructions side of things

Of course, that doesn’t mean we won't be
carrying on with this series, but from now on
we're going to deal mainly with programming
theory, leaving the actual coding in the
background (we'll still be printing listings, but the
emphasis will be on what they're doing and why
they're doing it as opposed to how).

Next month, we'll be taking a slightly more in
depth look at the way the CPC's internal memory
is laid out, and how we can use the various
system variables and firmware features to our
advantage. We'll also be covering a few more
incidental features (such as bank
switching, disk operations, etc)
as this is all simple stuff you
haven't seen yet but will
probably need to know at
some point, Have fun.

Next month

ﬂululau-\idub Johnny had found the
pistol in the dark, and was taking the opportunity
to take aim while the lights came back on. From
the corner of his aye, Billy could see the light
switch, and cursed the fact he didn't have four
feet arms for the third time in his life.

*Say goodbye to all of... this,” muttered
Johnny as his finger closed around the trigger.

It'e sort of hard to say what happenad next,
as all Billy could see was a mess of plaster and
a flurry of black. All Johnny could see was a
flurry of plaster and lots of black. Permanantly.

*Sorry about the ceiling, | just had to tell you
that Assembly Line will be back again next
month” muttered the tall hairy blob,

“| already knew"

“Oh. Sorry,”

“Where was 17° but before Billy could
complete the sentence, his head exploded In a
mess of shattered bone.

“I hate to leave a job half done”
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I 26 TECHY FORUM

Technical Forum

Got a techy problem with your CPC? Write to Richard
Fairhurst for assistance - his column keeps everyone happy.
Everyone, that is, except Richard, who doesn’t have anyone
to write to when his programs don’t work. It's a hard life.

The name is back

1 Would | need a ROM-box if | wanted

Maxam 1.5 and Protext on ROM? How

about with Hacklt as well?

2 How would you print numbers from

Machine Code? | don't mean ASCII

numbers, but let's just say A contains 23.

How would | get the program to print the

contents of A (23) on the screen? What

about with register pairs?

3 You mentioned in AAS5 about random-
\ access file handlers. How would you go

about creating these?

4 How do you provide support
{In Machine Code) for an
L extra 3.5-inch disk

. drive, and hard
Sy drives?

5 Is there a way to access BASIC
commands from Machine Code (most
importantly, INPUT)?

6 Can | still get the disk versions of
covertapes as old as AAB27

7 Is there any way to make the screen 64K
large on 128K machines, making use of the
extra 64K banks for resolution of 640x200
in 16 colours?

8 Are there restrictions on the size of ROMs?
9 Do you think Paul Keating is a sack
(options: ¥, Y, Y, ¥ or ¥)?

Kent Boogaart, South Australia

1 Yes to the first two. Hackit comes in its own
unit, so it doesn't need a ROM-box. However, if
you really wanted, you could take it out of there
and put it in ROM slot O in a ROM-box
2 No problem. Straight from Charley's
Subroutines Store, here's a routine to print the
contents of A on the screen as a 3-digit decimal
proa Id e, 100: call prar

Id e,10 ; call prar

1d el
Jgrar Id ¢,8
Jpralp sub e: jr c,prao
ine ¢i jr pralp
prao add e; push af
Id a,c: add 48: call &BBSA

pop af: ret
..and here's one to print HL in five digits:
pr okl 1d de,10000: call prhlr
1d de, 10088 : call prhir
14 de, 108 : call prhlr
1d de, 18 ¢ call prhir
Id de,1
Jprhir xor a
prhllp  sbe hl.de: jr c,prhlo
inc a t Jr prhllp
Jrhlo add h1,de: add 48: jp ABESA

3 With great difficulty. You'd have to write your
own disk accessing routines which automatically
moved to the appropriate track and sector on
the disk to read a certain record, keep an index

of where each record is, and so an, Not a job for
the faint-hearted
o

4 Extra disk drives are (relatively) easy. The
CPC's disk system has built-n support for these,
in the form of the ‘DPB’ (disk parameter block).
This contains information about the format being
used for each drive; it's a simple job to alter this
to a (say) 400K format for 3.5inch disks

This much is simple, and it's how a really

data). Unlike its tape equivalents, this doesn’t
automatically close the input and output files. Last
of all, the total amount of free space left on the
disk is stored in DE on return,

Be in control

Having to stop haltway through a PRINT
p r" command to change PEN ink isn't
4 always the most fun thing to do (you do
surprise me - Dave), especially as Locomotive
BASIC has a very annoying habit of printing text on
the next line if it doesn't look like it will all fit on
the current line. The answeor is to hide a few
‘control codes’ in your text. For example, try
CTRL-O followed by 2; this selects PEN 2. CTRL-N
followed by 3 selects PAPER 3. CTRL-V followed by
1 switches transparent mode on (O to turn it off
again), and CTRL-X on its own simply reverses the
current PEN and PAPER.

CTRL-G goes ‘beep’, CTRL-L clears the screen,
and CTRL-D followed by 0, 1 or 2 sets the current
MODE. Finally, if you're printing lots of spaces on
an already blank screen, CTRL-l - or TAB - prints
quicker than a normal space. This isn't the most
advisable technique to ensure readable programs,
but for compact coding, it's a useful trick to learn.

February
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Im free!
A quick tip for disk-owning coders. There are a few
undocumented features of the CAS file
input/output routines when used with
AMSDOS; the first s that, if you
are using CAS IN DIRECT
or CAS OUT DIRECT
(rather than working byte-
by-byte), the 2K buffer you
allocated when the file was
opened won't be used. This
means you can put it anywhere
in memory and it won't matter.

If you're using the catalogue
routine at &BC9B, note that the
2K buffer remains useful on return
- 0 you can use the catalogue from
it for different purposes (each 14-
byte record includes the 11-byte
filename, the two-byte file size, and an
&FF to indicate that it's still catalogue

The PG

Tip of the

Month (look, this

was Simon's idea, okay?)




simple 3.5-inch disk operating system (like
MS800) works - basically by poking a few bytes
into memaory (you too can charge £10 for a few
lines of simple coding). The only disadvantage is
that once you've poked these bytes into memory,
the CPC will assume that all disks you want to
read in that drive are the same format. A more
accomplished piece of work, like ROMDOS,
ParaD0S or S-D0S, will contain some impressive
programming trickery to automatically recognise
which format each disk is. ROMDOS and
ParaDOS do it by completely replacing the disk
ROM with a subtly modified version containing
more format information; S-DOS uses a different
technique to intercept the existing disk ROM

The other part of supporting a 3.5-nch drive
is writing a format routine, which can be based
on the relevant AMSDOS call. The details of this
and the DPB can be found in the Firmware Guide
(SOFT 968) or the 464 disk system supplement
(SOFT 158A), if you can find either. Alternatively,
if you're really interested, ask us for the full gen
on AMSDOS, and we'll give it a bit of space in
Techy Forum one day
5 Nope - well, not officially. There is actually a
way to use the routine from the INPUT command,
although it will only input strings, not numbers,
[The conversion into a number when you use a
command such as INPUT a% is done by another
part of the BASIC ROM). The routine you need
sits at &BD3A on the 464, &BDSB on the 664,
and &BDSE on the 6128 and all Plus machines.
Call it with HL pointing to the address of a 256
character buffer where your text is to sit; on
return, A will contain 13 if ENTER was the last
key pressed (and carry will be set), 252 if ESC
was pressed (carry unset).
6 It's best to contact Ablex and ask first (the
address Is on page five),
7 Not possible. For a start, the CPC's memory 15
wired so that extra memory can never be used
as screen memary of any sort, Besides which,
there's no way to have colour set-ups beyond the
standard MODE combinations, as they're hard-
wired into the VGA - one of the CPC's two main
display chips. Sorry.
8 Each ROM is limited to 16K; however, it is
possible to ink a program up to four ROMs at
onte. The theoretical maximum number of ROMs
ona CPC is 252 (fewer on a Plus, as some of
these slots are used for the cartridge), but if you
can even find 50 CPC ROMs, I'd be surprised.
9 Well, | wouldn't put my potatoes in him.

Richard

Multiface madness

| have a CPC 6128 with Utopia, Maxam
1.5, Protext and a BASIC text-printing
program, which | wrote and installed on
ROM, in addition to the standard BASIC
and disk operating system. | have recently
bought a Multiface 2 and am surprised to
find that it appears to conflict with Protext
and Utopia, giving the messages:

¥PROTEXT Checksum Error

#UTOPIA Checksun Error

...on reset. | have tried cleaning the edge
connectors and making the Multiface 2
invisible. The latter usually, but not always,

Ciechy fonin @)

Don't panic! if you've got any technical queries about the CPC then Richard Fairhurst is the man
with all the answers. So don't get all tied up in knots - if your CPC is getting the better of you
the only solution Is to write to: Technical Forum, Amstrad Action, Future Publishing, 30
Monmouth Street, Bath, Avon BA1 2BW. You know it makes sense.

deletes the Utopia error message, but the
Protext one remains exactly the same.

Given the unreliability of the edge
connectors, | don't want to remove and refit
the Multiface 2 frequently. Is it possible to
fit a switch to any of its internal connections
to enable it to be switched on or off
electronically? If not, is there any other
solution to this problem?

It is not clear from the literature whether
the Multiface 2 is itself a ROM, requiring
links to be placed in the ROM box to
acknowledge its presence. Can you shed
any light on this?

Julian Morley, Chester

must be vying with the OCP Art Studio shot
as the most used pic in AA over the last year.

The Multiface does have a ROM program inside
it, which generates the display you see every
time you press the red button. However, it's not
mapped in the usual way, and will never conflict
with any ROM in a ROM-board, so this definitely
isn't the cause of your probiem.

It is possible to disable the Multiface by
means of a switch - in fact, the model of the
Multiface 2 prior to the current one (which
switches itself on and off automatically) had a

manual switch to do just that. This will only
disable the controller ROM, though, which
shouldn't be much help, as this won't interfere
with Protext and Utopia. There are many people
out there running a Multiface with Protext and
Utopia, yet none with this problem

It sounds like the trouble is that you have a
dodgy Muitiface, which somehow IS corrupting
the information from the ROM-board, so causing
Protext and Utopia to send false data and 50
generate a checksum error (Amor's ROMs
perform such a check, and it's certainly not
unknown for a badly connected peripheral to
generate such interference - it's happened to me
before), if, as you say, the Multiface was recently
purchased, send it back to Romantic Robot.
Otherwise it's off to the repairman; try WTS
(B 0582 491949) or Quantum Computing
[T 0446 746920). Richard

Amstrad abuser
| have recently purchased for my retirement
(a few years hence) a superb Amstrad
CPC464 package with many files of
programs, type-ins, etc (second-hand).
Having completed a program and saved it
to tape, what should happen - calamity -
but an immovable and totally
incomprehensible ‘Syntax error’ in line 160.
As you can see from the enclosed
program, it is from an Amstrad User
magazine which | cannot trace, so | thought,
‘Ah, ring the Action man'. So please please
can you help to untangle the reason why
line 160 has a ‘Syntax error',
JL Burrow, Hertfordshire

Amstrad Computer User metamorphosed into the
late CPC Attack before disappearing altogether,
50 it’s down to us to look at the offending line

160 clsb=escd+"E" thomes
The reason that your CPC objects to this is the
clsS beginning the line. A command exists called

February 1994 AMISTRAD ACTION



26 TECHY FORUM

CLS (which clears the screen), so you can't use it
for a variable name. The question, then, is why is
this used in the listing?

Easy answer — the listing isn't meant for the
CPC. The Amstrad PCW's version of BASIC
(Mallard), you see, doesn't have a CLS
command, and so you have to set up a string
like this to clear the screen for you. So, unless
you buy a PCW, the program will remain
forbidden territory, Sorry. Richard

Routine work-out

I've been having a few problems lately that |
can't work out, can you help please?

1 How can | cut a screen up into sections,
save them and load each bit separately?

2 | need to write a routine that allows me to
print letters any size (horizontally and
vertically) on the screen. Can you tell me
how to do this?

3 In Machine Code, how do | access RAM
expansions (128K and 256K ones)?

4@ How much do blank ROM chips (for a
ROM-board) cost, and where can | get them?
5 How can | write a Machine Code sprite
routine that doesn't delete the background
(and please don't suggest using the AND
logic operation, because that corrupts the
colours of the sprite itself)?

Alistair James, Lowestoft

4 Here's how to write &'save routine - 8 load
routine s similar, but the other way around, if
you see what | mean. First of all, open a file for
output in the normal way, and write the width of
the section (in bytes — there are 80 bytes across
the screen, each byte being half a MODE 1
character, in every mode) and its height (also in
bytes) to the file. You'll need them later.

Now take the co-ordinates of the top left-hand
corner of the section (X in DE, ¥ -0 to 199=in
HL), and CALL &BC1D. This will find the screen
address of that corner, and place it in HL. You
can then embark on a loop to output every
byte of this row to disk, probably starting off
with B containing the width of the section and
using a DINZ loop.

All you need to do after this is put another
loop around the edge (probably using DEC C), so
that this is repeated for each row. You can use
CALL &BC26 to convert a screen address in HL
into that of the next line down. Once this is
finished, just close the file and it's all done.

2 Ouch. Nasty. First of all, you need to get the
character data from somewhere. One way is to
use the firmware routine at &BBAS; call this with
A containing a character number, and the
address of the matrix (you know, like the
parameters you'd pass in a SYMBOL command)
is returned in HL. (If it's in ROM, then carry is
false, and you'll need to CALL &B906 to turn
ROM on between &0000 and &3FFF; CALL
&B909 to turn it off again.) Alternatively, you
could try printing the text on the bottom line of
the screen, and using TEST (or its machine code
equivalent, &BBFD) to see what each character
was made up of.

You then need to perform three nested loops;
the outside loop deals with each character, one
by one. The next loop (which will be executed
eight times per character) should deal with each
row of the character, and the inside loop (eight
times per row) should deal with each column of
each row, Test whether the appropriate column
and row contain a set bit in the character, and if
50, plot a large square (more loops, I'm afraid).
Repeat this throughout all three loops - use of
subroutines may prove helpful = and you should
have a working routine.

3 That's an easier one to answer. In brief, you
probably know that to access the extra 64K of a
6128, you use LD BC,&7FC4: OUT (C).C (or
similar), where C4 is-a number from C4 to C7
selecting which 16K is to be mapped in between
84000 and &7FFF of standard memory, or CO
to return to normal,

Bigger memary expansions are just as easy,
For the next extra 64K, use CC to CF; for the
64K after that, D4 to D7, then you get DC to DF,
and so on up until FC to FF. Remember, though,
that just because D4 to D7 aren't accessible (ie,
the user doesn't have a 256K memory
expansion), E4 and E7 might be usable (ie, the
user has a 256K silicon'disk), The blocks are not
necessarily continguous,

4@ There are three possible

sources. Phil Craven's Avatar of

Bradford supplies them very
cheaply, but major reliability
problems have been
experienced with these. If you
ever visit an All Formats
Computer Fair, the stalls there
sell them for £1 each (you want
27128 chips, by the way), and
I've always found these chips
pretty reliable. Failing that,
Maplin (check out your local WH
Smith's for a catalogue) are

more expensive, selling the

NS

) chips at £3.95 each, but these

[ D)

are guaranteed to be brand
new - not second hand -

Want to know how to print letters of any size all over your
gel gh, the letter titled ‘Routine
work-out’ has the answer to this very question. Check it out.

cPC 7 St

and from a reputable
manufacturer, and so are
certain to work properly.
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Pick a number

How do | generate a random message in
BASIC? | know how to use READ and
DATA to store the messages, but I'm
stumped as to how to get a random
number between one and ten, On my old
computer you could just type RND(10),
but this doesn't seem to work on the
Ammy. Please help (I have a CPC6128),
David Foley, Guildford

The Amstrad's RND function, which doesn't
need anything following in brackets (although
you can have a number there if you like),
generates a random number between 0 and
0.999 recurring - e, just under one. To scale
it to a random number between 0 and 9.9999
(just under 10), multiply by ten - so you'd
type RND* 10, which can be turned into a
whole number between 0 and 9 by using INT
(RND* 10). Finally, to change it into the range
1 to 10, simply add one. For example, here's
a typical random message subroutine:

10 RESTORE 60

20 FOR n=1 T0 INT (RND®10)+1

30 READ a$

40 NEXT

50 PRINT at

60 DATR message | here

70 DATA message 2 here

...and 50 on. It's not quite so straightforward,
but it works. Richard

By the way, you do have an EPROM
programmer to program the chips, don't you?
Just checking.

5 You like asking tricky questions, don't you?
The answer to this one isn't simple, and varies
depending on which mode you're in (MODE 2 is
easy = simply use the OR logic operation ~ so
we won't bother),

The basic principle for both MODEs 0 and 1 is
the same, but the layout of each byte in screen
memaory varies. In MODE 0, the colour of the
leftmost pixel of a byte s held in bits 1, §, 3 and
7 {mask &AA), and the rightmost pixel in bits 0,
4, 2 and 6 (mask &55). MODE 1, which has four
pixels per byte, stores the colour of the leftmost
pixel in bits 3 and 7 (mask &B8), the next in bits
2 and 6 (&44), the next in bits 1 and 5 (&22),
and the rightmost pixel in bits 0 and 4 (&11)

For the first pixel, take the byte of sprite data,
and perform an AND operation with the
appropriate mask to isolate this pixel's colour, If
the result is zero (upon which the zero flag will be
set), then the colour of this pixel in the sprite |s
ink 0, so we can carry on to the next pixel
Otherwise, take the appropriate byte from the
screen, and NAND it with the mask to wipe out
the pixel from the screen data. Since the Z80
doesn't have a NAND instruction, then work out
in your head what the mask XOR 255 is, and use
an AND with this value instead

Repeat this for each pixel of the byte, and you
can then place the corrected value back into
screen memory. Repeat the whole lot for every
byte in the sprite, and there you have it
one transparent sprite. If you're still .
having no luck, write and tell us. Richard S



SERIOUS REVIEWS 1)

A vintage year?

In a year when the doom-merchants moaned about the decline of
the CPC, and indeed, games were thin on the ground, the serious
software side of the machine continued going strong. Simon
Forrester takes a look back at the serious side of '93.

Comparator A Multiface POKE finding
package that, though it takes quite a bit of
technical knowledge to get it going, is really quite
groovy. Unfortunately, it's 128K and disk only,
but you can get full details from issue one-oh-oh,

Disc Imager Quite a handy utility from STS
that takes care of the huge expense of 3-inch
disks by letting you back them up on to 3.54nch
disks (fitting several on to one disk).
Unfortunately, it was narrowly pipped to the post
by SafeSoft's Disc Archiver, but you can't win ‘em
all, can you? See AA9E,

Gripper From Verysoft, creators of
Comparator, here's a package to help you rip
sprites out of games. Yes —it's a bit odd, isn't it?
This package came up against Sentinel Software's
TUSS and won. Hurrah! Take a look at A497

Hackit Siren Software's plug-in hacking
dewvice. In fact, it's a hell of a lot more, as the box
allows you to freeze the computer at any time and
take a look at the whole memory as it was when it
was frozen. An indispensable programming tool,

Micro Design 2 Campursoft's DTP
package impressed Tim Norris, who reviewed it
at the time, That's because it's really very good
indeed. Isn't it wonderful what you can do with
mirrors? Yes. Micro Design 2 is wonderful. Check
out AA94 for the full review.

MS/BOO Featured in AA89's DOS round-up,
MS/800 is Microstyle's contribution to the field. It
was quite a reasonable little package, but had
the misfortune of not coming on ROM - users
had to load up the package after every reset.

Page Publisher Sadly neglected in the
DTP feature of ish 99, SD Microsystems' own
package seems to have wasted the competition
completely. | suppose it does make us look
incredibly naff for not including it in the first
place, but it got what it deserved in the end - an
85 per cent rating (which, on reflection, it
deserves more than) in AA100.

ParaDOS furthering the field of mass DOS
analysis, Quantum gave us another chance to
see what happens when we throw yet another
DOS system into a sea of little ROM chips
containing DOS systems. And lo, it was good,
and people bought it (so they should). See AA99,

Proprint Part of the reason for the Richard

Wildey versus Peter Campbell title fight was the

dispute over Protext print enhancers
Campursoft's was reviewed in AAS4, and won,

L
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In the battle of the Protext print enhancers
Proprint from Campursoft came out tops.

Pro-Ext Richard Wildey's Pro-Ext was
reviewed in AA95, and lost. It was a game of two
issues, with a winner and a loser. There were two
issues, a winner, and loser, The loser was
Sentinel, and nothing will change that.

QForth Does anyone ever understand these
technical packages? I'm sure | don't, but | can't
say that too loudly, because I'm supposed to be
the know-it-all in the office, and it's not going to
look very good at all if | start admitting that |
don't know things. But | did know was that QForth
was good. See AAS7 for more waffiing.

]
i
QForth handily came with a manual which
told you how to prog in the languag

ROMDOS There are loads of members of
the ROMDOS family now, namely RAMDOS (the
disk version that sits in RAM), ROMDOS (the ROM
version that sits in, erm, ROM), and ROMDOS XL
(the ROM version with a little built-n toolkit).
These all appeared in ish 89 during Richard
Fairhurst’s DOS round-up, and they lost out to
S/DOS, but personally | think there's little in it.

S/DOS Well what'd'y'know? It's the winner -
STS8's 5/D0S. Despite a few allegations to
another effect, it won the round-up because it
was the best DOS system around at the time

SDA Why am | telling you about this one? It's
good, it was reviewed in AA94 and received a

flippin' high score at the time, and it's now
available in a much simpler form - you'll find it in
this month's Type-ns section. Thanks, SafeSoft

SmArt Plus Reviewed in AA96, this is an
art package designed specifically for the Plusses.
This means that it could handle extra colours,
different resolutions and full overscan screens
{though overscan isn't a Plus-only feature)
Unfortunately, unless you were using these
effects in your work, there wasn't really much to
set this package above any other art package
around, but Plus owners might still be interested
in taking a look.

Soundtralkder 4492 saw the review of
this truly amazing continental soundtracking
utility fwhich, though | shouldn't really say this,
blew the hell out of the version of BooTracker we
put on the covertape). Tim ‘the muso’ Norris
reviewed it, and loved it

TUSS TUSS stands for The Ultimate Sprite
Searcher which was, to say the least, unfortunate,
because it wasn't. In fact, it was beaten soundly
by Verysolt's Gripper. Bad luck, Sentinel,

Xexor For crying out loud, how many more
DOS packages do we need? If | see another one,
I'm going to go out and butcher small childran.
Xexor, as it turns out, 1s probably the best DOS
package you can get your hands on at the
moment, which is bad luck for STS's 5/D0S, as it
was the clear winner before this one came along.
See AAS6 for the full details.

Zack It's amazing! There's actually a package
from Quantum that has absolutely nothing to do
with disk drives! Instead, this one's a full games
creation package with its own sprite and
graphics designer, music package, and full
dedicated language. It's also unfimshed, which 15
a pity, but if it ever sees the light of day, we'll let
you know. Take a look at AA98 for the full bit on
what it does and doesn't do

ZXM Why does so much computer software
have Qs, Zs or Xs in their names? This one is
actually a Spectrum emulator, 5o you can run all
your old Speccy games on a CPC., The only
problem is that it does have a problems running the
large majority of Speccy games, but for a bit of a
nostalgic trip, it's not a bad little fing. See AASE.

QOO0K/S Aargh! It's another DOS package, Al
small families had better watch out...

Addresses

| don't know about you, but a long list of

addresses here seemed a bit pointless when you
could just tumn to the Amscene Directory on page
nine (you're just too lazy to type them - Dave).
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] By Fraggle of Moving Pixels
\” Available from Amsof PD and The
ol Vauﬂ (see Amscene Directory page 9)

Have you ever played Atomic on the Amiga? if you
have, you should recognise this latest Fraggle
offering, as it brings the same microscopic
madness to the CPC.

Despite the title, there really isn't all that much
to this game. What you're given is a simple
squared grid on which two opposing players place
different-coloured chips. The chips can be piled
on top of each other, up to a maximum of five at
which point four of the tiles are placed on to the

Wlmd&cmlndﬂ(hyummmﬁnwm
then the computer makes one move and everything changes colour.

Jal Cheese

' By Antoine of MMPF /Lamer System

Available from Amsof PD and The

Vault [see Amscene Directory page 9)

| remember when lamer was an abusive
term - what is the world coming to?

Desphte the rather strange name, Cheese is a
utility for compressing BASIC and Machine Code
files, which the author claims to be better than
Crown's crunchers, the universally accepted
ultimate in compression programs.

| decided to put this claim to the test by running

the same 18K file through Crown's Crunch and
Turbo Imploder, as well as Antoine's Cheese (I
know it sounds funny, but I'll resist the temptation
to make any cheesy jokes). And the result? Bath
Cheese and Imploder shrunk the file down to 14K,
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The statistics bit of Logistic - you win more
through shoer ludk than skill or judgement.

surrounding squares. When this happens, any
enemy chips which are in one of the adjoining
squares change to
your colour. To
win, you must
completaly fill the
grid with your chips.
It may sound
intriguing, but
Logistic isn't
much fun, because,
owing to wholly
unpredictable chain
reactions, winning
the games has
more to do with luck
than skill. Although
the coding and
presentation are up
to Fraggle's usual
impeccably high

while Crunch managed to go a kilobyte further and

got it down to 13K. Cheese was the fastest of the
three, doing its work in just eight seconds,

compared to the whopping 11 minutes 35 seconds

taken by Crunch. However, Turbo Imploder only
lagged three seconds behind Cheese.

In addition, when the file was crunched and
then imploded, it came down to just 11K, while a
combination of Crunch and Cheese only brought

this caption pretty much a redundant

@ Prodatron’s Digitrakker (reviewed last month)
has already been updated to include a powerful
sample editor, English instructions and a
Protracker MOD file converter. All of these

Well that just about says it all really, making
feature.

| - A |
OIS O]G N % |

| ] sconc[— ]
Vw'ththg‘amu
work out some of the chain reactions.

standards, the gameplay just isn't there. Despite
the wealth of play options, the concept never
works, and given just a few minutes you'll be
completely fed up with the game. You'd be far
better off purchasing my favourite

public domain game, Spots, which is N
based on a similar idea, but plays ﬁ
about a hundred times better.

or
nREa

nanE

ETTEM,

ative guesswork any day. l.hvod.n.goﬂs-ly!

Why this file compressor goes by the name
of Cheese is never made entirely clear.

it to 12K. Also worthy of mention is that Cheese
can only handle files up to 36K, compared to the
42K of the Crown utilities.

With every file tried, the pattern
remained the same. So while Cheese
certainly comes close, apart from a | ﬁ
marginal time differential, it fails in its }
claim to better Crown's compressors.

almost entirely wipe out the few criticisms | had
in the review, while even more features have
been added, and some small bugs deait with,

® Also updated is Joker's BMP-Convert (reviewed
AA99), which now converts screens considerably
faster than it did before.




RC Quest

By Jaysoft of Moving Pixels
Available from Amsof PD and The Vault (see
Amscene Directory page 9)

You've guessed it - yet another brilliant puzzle

game from the MOPS stable. This isn't a Fraggle

production, though, but from Jaysoft of Spots fame.
So what's involved then? Well, you're all familiar

with the game Lemmings, right? Good. Now

i that all the | are d into

one car. Once you start it, the car won't stop, and
will continue to drive in a straight line over a
squared grid, no matter what's in front of it - just
the sort of thing you'd expect of a car full of
lemmings! It's your job to change the board so that
the car will have safe passage to an exit before you
start the car moving.

This looks uncannily like a map of
Bath's one-way road system.

You do this by placing things like
arrows and jumps on the board. These, and
many other useful objects, are chosen from the
huge selection of icons on the right of the screen.
Unfortunately, though, there are only a limited
number of objects you can use on any one level,
and you can only put them in free spaces — unless
you destroy something already on the board, but
this is something you can only do a specified
number of times per level. There's also a limit on
how far your car can go, as it only has so much
fuel, so you have to find the quickest route
possible. You may also have to make sure your

FG of FTS
- - -
utilities
Available from Amsof PD (see Amscene page 9]
Our Greek friend, FG of FTS, has recently released
a few simple utilities to help the less-than-genius
coders among us. Here's a short description of what
each of them doe
® CRTC: This utility makes programming your
CRTC (Cathode Ray Tube Controller] a cinch, The
CRTC s useful for changing the size and position of
the CPC screen, and using this program you can
play around with it simply by choosing a CRTC
register and pressing up apd down on the cursor
keys. The program will then save your chosen
settings as a simple BASIC listing which can be

It :M%u;cint g“::”:-:: ;In.ll-lc.'r :

r-nv\
o 0(;

FG of FTS? I'm sure that was a clue in The
Times crossword a couple of weeks back.

8 H1 3 4
SRR

or nvu

Where there's a will there's 8 way. Espodally N
it bequeaths you a map showing the way out.

car passes over some markers before it reaches
the exit to complete the level,

As you progress through the 25 levels, you'll
discover that they are cunning designed to make
you come up with increasingly complicated
solutions. However, the level of difficulty is just
right, ensuring that your progress will be steady

gh to maintain your i . This provides
Il play, that will definitely keep you
hooked unlll you hnlsh the game.

As for the presentation, the graphics are bright
and colourful, and you have the choice or playing
with a rather irritating tune, or some decent sound
effects (guess which one | favour). Instructions
would have been very useful, though.

There is, however, the bonus

of an excellent level editor,

and passwords are provided

for every level.

CpusLic Dowaln @)

Backchat

VT on the run

A friend of mine,

H Mcintosh,

wrote to you in Reith Words
connection with an 9““;;;:::; apveet
article in issue 94 sk rivea AL I

(July) regarding a
program called Run
VT which did not state which PD library this Is
available from, but has received no reply. Can
you help please?

| also wrote approximately two months ago
to three public domain libraries and enclosed
SAEs. Only one has replied. The other two,
Iincluding Presto PD, have not had the
courtesy. Can you help here?
S Carnegie, Scotland

Run VT is available from Wacci's PD library and
Amsof PD. You should find their addresses in the
Amscene Directory, As regards the problems you
have had with replies from PD libraries, to be fair

to Prestn, this may have much to do with the fact
that it has changed address on numerous
pccasions, 5o the delay may possibly be due to you
writing to an old address.

But | do often hear complaints about people not
getting replies from PD hibranies. So come on
librarians, treat you customers with respect. Even if
you don't intend to cash their cheques, writing back
to people who contacted you is the decent thing to

do. If someone feels

easily incorporated into
YOur own programs.

@ 5085:; Standing for Sprite
OCP System, SOS allows
you to use OCP Advanced
Art Studio as a handy
sprite designer. Simply
design your sprites using
OCP's wonderful facilities
and save them as a
standard 17K screen, You
can then load your screen
of sprites into SOS, which,
with a bit of simple
Iinformation regarding
mode and sprite size, will then convert them into a
standard sprite file.

® VGA: VGA helps you to (can you guess it?)
program the Video Gate Array to do such wonderful
things as change raster colours. Simply tell it what
you want done, and it'll give you back the VGA value
necessary or the OUT command to use. It's also
possible to reverse the process, and find out what
certain VGA values do.

All three programs in the set are well presented;
they're extremely user-friendly and include
simple Instructions. While techie-heads
will no doubt scoff at these programs,
for many novice programmers, they
should prove a valuable tool.

CRTC - Cathode Ray
Tube Controlier.

W

[— .I that they've
Roh Woats -ILQJ II been badly
Probtic Gupage | treated by one
;,fdw‘;:';::n«: | PD library this
L III can reflect on all
T the others

Adventuring tapes

| have only recently started using the excellent
Adventure PD and | am saddened to see that it
must close. That was why | was so pleased
when | read Whisperings in AA96 and found
out that the service is being taken over by
DARTSMA PD.

Oh dear, a slight problem arises, | have a
CPC 464, and no disk drive. | am unable,
therefore, to use this service. This Is, as I'm
sure you can imagine, quite distressing, as
Adventure PD was the best PD service I'd used
to date. Is any other PD service going to take
over the tape section, or must | do it myself?
Chris Spicer, Coventry

PD libraries for tape users are few and far between,
as copying tapes takes such a long time, and 've
heard nothing about anyone taking over Adventure
PD's excellent service, However, If you are serious
about taking over the tape service yourself, and are
sure you know what =
you're letting
yourself in for, then
I'm sure Debby
would be pleased to
hear from you.

February 19594 AMSTRAD ACTION
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Type-ins

We've got one hell of a scoop this month - a full commercial
program for you to type in. Simon supplies the other words.

FAKT 810-DATA-BE,C2,F1,46,3E, 36
FACK 820DATA-CD,IE,BB,C2,04,47
FAHL 830.DATA-3E,3E,CD, 1E, BB, C2
FANI 840:DATA-23,47,3E,2C,CD, 1
FAEK 8§50/ DATH BB,C2,6C,47,3E,3F
FAML 860-DATA-CD, 1E,BB,C2,E7,40
FAEH 670:DATAC3,A8,41,0C,0F 02
FACF 860:DATA-20,50,6C,65,61,73
FANF 890DATA+65,20,73,65,6C,65
FAIF 500:DATA-63,74,7E,0F,01,20
FAKE 810-DATA-20,0F,83,53,0F,01
FAIF 920.DATA-74,6F, 72,65, 20,64
FAEF §30.DATA-69,73,63,7E,20,20
FAFF 948.DATA-OF,03,52,0F,01, 65
FANF 950.DATA:74,72,69,66, 76,68

here’s only one main program this SafeSoft Dise Archiver ©1983

month (you'll find a tiddler somewhere, B, o TEBRL FAPF 950-DATA:20,64,69,73,63, 7€

though), and it used to be a commercial aap .*-;.'t;.;fr..:‘ o1ty drdve a'af m: :::::::E-:g:“:-:;-:g-:l
release. You see, the boys at SafeSoft decided to o (TS VT O FAJG 990.DATA-0F,03,41,0F,01, 7
donate us a copy of the SafeSoft disk archiver, e 13 fect BR FADE 1080-DATH-20,26,20,20,20,20

© nphun, -nw a filename, and

Just for us. That's right - the full thing is here, in all R FAEE mw-mn»ag.u.a« ,20, 20,20
. Lok S e FALI 1020-DATA-OF,03,42,0F,01,7C

its glory, with in-built instructions, so just type in Ilhrd;u disg o B, a 198y Gt
4 . & FAEN 1030-DATA 20,268,607 ,03,43,07
meE:;:Eﬁrndl;';:lzlnlI::;tflurmer though, bear in mind “"r"""'”“ ST ra-Formal on Fequest: ;:’:3; ::;:::}:gé:i :F,-‘EE ;:::
that this prgram will only work if you have a 3inch FANK 1B80.DATA-20,20,0F,03,48,0F
FAIT 1878-DATA.81,65,6C, 70, 7K, 20

drive, a 3.5inch drive and a high capacity disk

85
FAIT 1880-DATA.20,45,0F,03,78,0F

operating system.

Anyway, on with the listing:
DADE 18+addr=44000
CAEE 20/READ b3
GACA 30 IF b#="we"THEN - CALL - 44000
FAJO 40 POKE-addr, VAL("4"+b1)
EAEF 50-addrzaddr+]
CABE 68-GOTO-20
FANA 70.DATA-C3,36,41,21,11,48
FAJK B0 DATA7E,FE,FF,C8,CD, 54
FANC 90-DATA-BB,23,02,06,40,04
FRAD 180:DATA-01,1C,00,00,00,1C
FANF 110-DATA-@1, 10, 10,1C,02,00
FAFF 120:DATA.@D,1C,03,06,06,10
FAJK 130-DATA-20,00,FF, 7E,FE,FF
FABK 140DATA-C8,FE, 7E,CC, 37,40
FhBJ 150-DATH-CD,5A,BB,23,C3,27
FAOJ 160-DATA-40,3E,0D,CD,54,B8
FAMK 170-DATA-3E,04,C8,D5,E5,CD
FABI 180-DATA-47,40,E1,D1,C9,6F
FACF 196-DATA-26,00,11,04,080,C0
FAPC 200-DATA-53,40,11,01,08,3E
FAOJ 210-DATA-FF,3C,37,3F,ED, 52
FAEF 220.DATA-D2,SS,40,19,C6,30
FAIN 230:DATA-C3,54,88,21,E1,40
FALC 240:DATA-06,08,36,20,23,10
FAIF 250-DaTa FB,06,00,21,E1,40
FACN 260-DATA-CD,06,B8,FE,0D,CA
FAIL 270-DATA-BB,40,FE,FC,Ca,C0
FAKJ 280-DATA-40,FE,7F,CA,C3,40
FAKH 290-DATA-4F,DE, 30,04, 72,48
FAGI 380-DATA-DE,BA,DA, A8, 40,79
FAFH 310-DATA-DE, 41,04, 72,40, D6
FAJT 320 DATA- LA, DA, A0, 40,75,D6
FABH 330-DATA-61,DA,72,40,06, 14
FACH 340-DATA-DA N8, 40,C3,72,40
FABI 350-DATA-78,FE,08,Ch, 72,40
FACJ 360-DATA78,77,CD, 54, BB, 84
FACH 370-DATA.23,C3,72,40, 78, FE
FACH 388-DATA-00,CA,C0,40,37,09
FALT 390-DATH-27,3F,C9,78,FE,00
FACI 4060:DATA-Ch, 72,40, 3E,08,C0

How could you resist a program lile this?

FANJ 410-DATA-54, BB, 3K, 26,CD, 54
FABL 420-DATA:BB, 3E,08,CD, 50, BB K( 5
FARF 430-DATA-28, 36, 20,05,03,72 '
FACD 440.DATA-40,42,34, 20,20, 20
FAAD 450.DATA-26,20, 20,20, 20, 2E
FANH 480:DATA-53,44,41,CD, 19,80
FALK 470DATA:CD, 09, BB, FE,00,C6
FAOT 480/DATA C3,ED, 40, 3E, 9, 32
FALH 450-DATA-5A, BB, 11,66, 50, O
FANK 500-DATA:98,BC, TS, 3E,CF , 32
FAEK §10-DATA-SA, BB, F1,C8,0F, 10
FAKF 528-DATA-41,C9,66,06,07,00
FAE §30-DATA-DF, 18,41,C9,4E,C6
FADG 546-DATA-07,00,DF,20.41,C9
FALG §50-DATA-52,C6,07,00,DF , 28
FAKF 560:DATA-41,9,81,C5,07,00
FAGK §70-DATA-3E,FF,DF,32,41,C9
FADI §80.DATA:72,CA,07,00,CD, 2¢
FADF §90-DATA-41,CD,03,40,21,45
FAKH §00-DATA-41,CD,27,40,C3, 9F
FAFD 610-DATA-41,0F,01,20,20,53
FANF 620-DATA-61,86, 65,53, 6F , 66
FAGE £30.DATA:74,20,44,69,73,63
FAGE 640-DATA-20,41,72,63, 68,68
FAID 650+DATA:76,65,72,20,20,20
FABD 660DATA- 20,20, 20,20, 20, M
FAJD 670 DATA-31,39,39,33,20, 20
FAFD §60-DATA-20,0F, 03,20, 20,20
FAEF §90-DATA-20,46, 6F, 72, 20,48
FAKE 700-DATA:89,67,68, 20,43, 61
FAPE 710:DATA:78,61,63,68,74,79
FAJD 720-DATA-20,42, 20,44, 72,69
FANG 730-DATA-76,65,20,4F, 77, 6E
FAFD 740-DATA-65,72,73,20,20, 20
FALD 750-DATA-20,14,00,27,03, 18
FAPT 760.DATA.FF, 21,3,41,CD,27
FAKJ 770/DATA:48,€D, ED,40, 38, 3C
FARK 760-DATA-CD, LE,BE, C2, 69,42
FAJK 790.DATA+3E, 32,00, 1E, BB, C2
FAKI §00-DATA-4B,44,3E,45,CD, 1E

FAKM 1056.DATA.81,68,74,7E,FF,CD
FALK 1100-DATA-ED,40,21,83,43,00
FARJ LL10-DATA:27,40,CD,63,40,02
FANN 1120-DATA.SF, 41,3E,01,32,00
FARN 1130-DATh-A7,CD,F9,48,ChA,CE
FABJ 1140-DATA.46,21,B6,00,ED,52
FANH 1150-DATA-D2,23,43,3E,00,32
FAEM L160-DATA 0, A7,CD,F9,40,Ch
FADL 1170 -DATA-CE,46,3n,9F, 08,32
FAGL 1180.DATA-ED,4B,21,DF 40,06
FAPJ 1130-DATA-OE,11,00,50,CD,8C
FAGO 1208 -DATA+BC,34,ED,4B,CD, 98
FABL 1210-DATA-BC,21,1F,44,CD, 27
FANJ 1220-DATA-40,3E,00,32,EL, 48
FAIL 1230:DATA-06,28,C5, 30, K8, 48
FAIN 1240-DATA-CD,3F 40, 3E,08,CD
FANO 1250:DATA-5A,BB,CD, 54,88, 38
FAKN 1260:DATA-ED,48,32,EF 48,06
FAFT 1270-DATA+09,CS,21,00,58, 30
FACO 1280-DATA-EE, 48,57, 30 EF 48
FABL 1290-DATA-4F, 1E,00,CD,0C, 41
FACL 1300-DATA.CD, 92,43, 3E,00,CD
FART 1310+DATA-85,8C,21,00,56,11
FAEL 1320-DATA-00,02,7E,CD, 95,80
FANK 1330-DATA-23,18,78,B2,FE,00
FAEM 1340.DATA.C2,FD,42, 34, EF 48
FAAL 1350.DATA-3C,32,EF,48,C1,10
FADN 1360:DATA:CA, 34 EE 48,3, 32
FAN 1370 DATA/EE,4B,C1,10,89,C0
FAAN 1380 DATA-8F,BC,21,36,44,CD
FALM 1380:DATA-27,40,CD ED 40,C
FACK 1480.DATA-08,BB,C3,9F 41,21
FAGL 1410-DATa-2F,43,CD,27,48,C0
FANL 1420-DATA.06,8B,C3,9F,41,7F
FAhJ 1430-DATA-TE, 54,68, 65, 72,65
FADJ 1440-DATA-20,69,73,20, 6K, 6F
FALJ 1450:DATA-74,20,65,6E,6F, 75
FAGH 1460-DATA-67,68,20,73,70,61
FABJ 1470.DATA-63,65,20,6F 6E,20
FABJ 1480DATA 74,686, 65,20,6C, 69
FAPH 1430-DATA-62,72,61,72,79,64
FiiJ 1508-DATA-69,73,63,21,FF 21

What does it do, then?

Quite a bit. If you want even more details, just dig compressed as it whizzes on over to your
up the original review (ish 94}, but for now settle high density drive, though compression rates
with a short explanation: vary depending on what's stored on the disk.
Quite simply, what this package will allow youto @ Retrieve dislk With your storage disk in drive
do s to backup your 3-inch disks on to a 3.5-inch B, and your destination disk in drive A, state the
disk drive, fitting a minimum of four sides on to one  filename of your archive, and let SDA decompress
the data and put it back on to the 3-inch disk. If the
disk Is the wrong format, SDA will reformat it,
though it'll ask you first (we don't want to overwrite
the wrong disk now, do we?).
® Catalogue A/B Gives a catalogue of elther drive
= this is useful for checking how much space you've
got loft on your B drive for more archives.

3.5-inch disk. The built-in compression system
moans you should be able to manage a bit more
than that. Here are the main options:

@ Store disk Insert your source disk into
your 3-inch A drive, your 3.5-inch storage
disk into the B drive, and simply enter the
filename of the archive. The data will be




FAHL
FaoL
FALJ
FaRl
FABH
FADI
FART
FADI
FAGI
FinJ
FAEM
L
FAON
FAPN
FABH
FALI
FRKN
FADI
FACI
FACH
FAKJ
FALI
FARH
Faad
FAGH
FABI
FABJ
Fii
FAKI
FaMG
FAPK
FhLL
FACJ
FAEK
FaCI
FAFL
FADK
FARd
FADR

1510:DATA-68,43,CD,27 48,00
1520-DATA-06,08,C3,9F,41,7E
1530 DATA-TE,54,68,65,20,6C
1540-DATA-69,62,72,61,72,78
1550.DATA-20,64,89,73,63,20
1560.DATA-69,73,20,77,72,69
1578 DATA.74,65,20,70,72, 6F
1580 DATA:74,85,63,74,65,64
1530-DATA-21,FF,21,00,58, 11
1660-DATA 08,02, 7E,47,7E,B8
1610+DATACO,23, 18, 74,83, FE
1620 -DATA 00, C2, 94,43, 3L, FF
1630-DATA-CD,95,BC, 78,00, 85
1640 DATA BC,EL,C3,FD, 42,8C
1650 DATA-20,20,20,50,6C, 65
1668 DATA-BL,73,65,20,69,6E
1670 DATA-73,65,72,74,20, 14
1680 DATA 69,65,20,64,69,73
1690-DATA 63,20, 74,6F, 20,62
1700-DATA-65,20,61,72,63,68
1710DATA 69,76, 65,64,63,6E
1720-DATA 74,67 ,20,64,72,69
1730 DATA.76,65,20,41,2C, 20
1740 DATA- 74, 68,65,20,6C,69
1750 DATA 62,72,61,72,79,20
1768-DATA-64,69,73,63,20,69
1770 DATA-6E,20,84,72,69, 76
1780 DATA- 65,20, 42,2C, 20,61
1790 -DATA6E,54,20,73, 74,61
1800 DATA 74,66, 20,61,20,66
1810.DATA-69,6C, 65,6E,61,6D
1820 DATA-E5, 3A,0F 03, FF, OF
1830.DATA-B1,7E,TE, 41,72, 63
1840 DATA-68,69,76,69,6E,67
1850 DATA.20,74,72,61,63,68
1860 DATA: 34,0F,03,FF,0F 81
1870.DATA 7L, 7E,41,72,63,68
1880 DATA-69,76,65,20,63,6F
1696 DATA-6D,70,6C,65,74,68

SafeSoft Disc Archiver

Please select

tore disc
ebtrijeve disc
Catalogue

olour swap

e
E
Go on - type it in. You know you want to.

FAEN
FA0K
FAaNK
TaJG
FAHN
TAPM
FHEN
FANN
FRHN
FAFK
FALJ
FAGN
FREL
TaNP
FAHR
GRAR
FAGJ
FaRd
FaoL
FaGH
FAXL
FRCN
FAAL
FALL
FAGN
FACH
FAGL
FAFN
Faon
TNk
FREI
FAIK
FaDH
TAFH
FAET
FANI
FADH
FaoK

¥

1900 DATAFT,CD,ED 40, 21,04
1910-DATA-45,CD,27,40,CD,63
1920-DATA 40,02, 9F 41,21, 0F

1438-DATA 40,06,0F, 11,00,50
1940 DATA-CD,77,BC, D2, (6,46
1858 DATA AF, 32,00,A7,CD,F9
1960-DATA 40,34, 9F A8, 32,ED
1970 DATA 48,CD, 80,BC, 21, ED
1500-DATA-48,BE, 77,02, BD 48
1990-DaTh-21,80,45,CD,27,40

2000-DATA-3E,00, 32, EE, 48,06
2010-baTH 28,05, 30, EE,4B,CD
2020-DATA-3F, 40, 3E,08,CD,50
2030.DATA-BB,CD,50,BB, 38, ED
2040 DATA-4B,32,EF 4B,06,09
2050DATA-CS,CD, 80, BC,FE,FF
2060 DATA-CA,F6,44,21,00,58
2070 DATA-11,00,02,CD, 80, BC
2080-DATA-77,23,18, 7R, B3, FE
2090DATA-00,C2,B3,44,21,00
2100-DATA-58,34,EE, 48,57, 38
2118-DATA-EF,4B,4F, 1E,00,CD
2120-DATA-14,41,34,EF,48,3C
2130-DATA32,EF,48,C1,10,Ch
2140DATA- 30, EE, 48, 3C, 32, EE
2150-DATA-4B,C1,10,43,C0, 74
2160-DATABC,21,A5,45,CD,27
2170.DATA-40,CD,ED,40,CD,06
2180 DATA-BB,C3,9F 41,00, 80
2190 DATA-BC,32,00,58,21,00
2200-DATA 58,11,01,58,01,FF
2218 DATA-01,ED,B0,C3,C0, 44
2220-DATA-0OC,20,20,20,50,6C
2230-DATA-65,61,73,65,20,69
2240-DATA-GE,73,65,72,74, 20
2250 DATA-74,68,65,20,6C, 69
2260-DATA-62,72,61,72,79,20
2270-DATh-64,69,73,63,20,68

FhDL
FhKI
FaLK
FREI
Fhol
FAPJ
FAJI
FARK
FAFH
Fakd
FAFI
FALJ
FABI
FiFJ
FAII
FAL
FaGJ
FAld
FaFH
FAEN
FARJ
FAFJ
FaOJ
FABJ
FANK
FREO
FAKN
FABK
FikN
FAKL
Fhao
ThGN
FARI
FARJ
FALJ
TANG
FRNK
FARK
FaJl
FAAR
FAKK
FAKH
FacF
FAIE
FAHF
FRAF
THNF
TAHF
FiBl
FABG
FARR
FRAG
FAGH
FAFF
FAIN
FAGL
FALH
FANK
FAPI
Tkl
FADK
FADK
TANH
FipJ
FhNH
FNL
FhLJ
FhGd
FhoJ
FaDN
FADM
FAFK
FhBH
FhRI
FAT
FhHO
FaJL
FAFH
FAGO
Fhnt
FAIL
FALG
FaCP
FAJN
FRON
FAFP
FABJ

2280 DATA-GE,74,6F, TE, 64,72
2290.DATA-69,76,65,20,42,8C
2300.DATA+20,61,6E,64,28,79
2310-DATA-6F,75,72,20,64,65
2320-DATA-73,74,69,6E,61,74
2330.DATA. 69, 6F,6E, 20, 64,63
2340:DATA-73,63,20,69,8E,74
2350-DATA6F,TE,64,72,69,76
2360.DATA65,20,41,2E,20,54
2370.DATA 68,85, 6E, 2C, 20,67
2380 DATA-69,76,66,20, 74,68
2390-DATA.85,20,6E,61,60,65
2400 DATA-20,6F 66,20,74,68
2410DATA.85,7E,73,6F, 75,72
2420 DATA-63,65,20,66,69,6C
2430-DATA.65,30,0F,03,FF,0F
2440.DATA-01,7E,7E,52,65,74
2458 DATA-72,69,65,76,69,6E
2460.DATA-E7,20,74,72,61,63
2478 -DATA-EB, 34, 0F 83, FF , OF
2486-DATA-B1,7E,7E,52,65,74
2490-DATA-72,69,65,76,61,6C
2500+DATA- 20,63, 6F, 6D, 70, 6C
2510-DATA-65,74,65,21,FF 21
2520-DATA-7A,46,0D,27,48,3E
2530-DATA-2B,CD, 1E, BB, C2,D6
2540 DATA-48, 3E,2E,CD, 1E, BB
2550-DATA.C2,74,46,03,03,45
2568.DATACD, 7D, BC, 3E, D0, 32
2570-DATA .80, A7,CD,F9, 40,30
2580.DATA-ED,4B,FE, 41,CC, 24
2596 -DATA-46,FE,C1,CC,4C, 46
2600-DATA-22,C4,46,3E,08,32
2610.DATA-C3,46,06,28,C5, 20
2620 DATA.C4,46,34,C3, 46,06
2630.DATA-09,77,23,23,23,283
2640 DATA-10,FS, 2A,C4,46, 1E
2650-DATA-00,34,C3,46,57,00
2660-DATAIC,41,D2, 08,46, 38
2670-DATA-C3,46,3C, 32,03, 46
2680 -DATAC1,10,D7,C3,5A,44
2690.DATA-21,28,46,C9,00,00
2700 DATA-41,02,00,00, 46,00
2710-DATA.00,00,42,02,00,00
2720-DATA-47,02,00,00,4

2790-DATA-00,00,48,02, 01

2740-DATA-44,02,00,00,49,02
2750.DATA-00,00,45,02,21,50
2760-DATA.46,C9,00,00,C1,082
2770DATA .00, 00,C6,02,00,00
2780-DATA.C2,02,00,00,C7,02
2790 .DATA-00,00,C3,02,00,00
2800 -DATA-CB,B2,00,00,C4,02
2810:DATA-00,00,C9,02,00,00
2820-DATA.CS,02,CD, 7D, BC,C3
2830-DATASF,41,7E,TE, 54,68
2840-DATA 65,20, 64,65,73,74
2850 DATA 69,8, 61,74, 63, 6F
2860 DATA 6E,20,64,68,73,63
2070-DATA.20,69,73,20,74,68
2880-DATA65,20,77,72,6F 6E
2890 DATA-67,20,66,6F, 72,60
2500 DATA-61,74,0F,01,52,65
2910 DATA 68, 6F,72,6D,61,74
2920-DATA-20,61,6E,64,20,63
2930 DATA-6F, 6E, 74,69, 6E,75
2940.DATA-65,3F , 20,28, 59, 2F
2950 DATA-4E,29,FF,00,00,080
2960.DATA.21,D2,46,CD, 27,40
2970:DATA.CD,06,BB,C3,8F 41
2980 -DATA . TE, TE,4F, 6E, 65,20
2990.DATA.6F,66,20,6F, 75,72
3000-DATA-20,64,69,73,83,73
3010 -DATA.20,69,73,20,6D,69
3028 :DATA73,73,689,6E,67,21
3036-DATA-FF,CD,ED, 48, 3E,6C
3040 -DATACD,54,BB,21,00,47
3850 DATA- 36,00, 11,00,50,C0
3060:DATA-9B,BC,CD, 06, BB, C3
3070 DATA.9F,41,CD,ED, 40, 3E
3060-DATA-BC,CD, 54, BB, 21,00
3090 DATA-A7,36,01,11,00,50
3160-DATA-CD, 98, BC,CD, 06, BB
3110DATA.CI, 9F ,41,CD,ED, 40
3120 DATA+ 34, 68,47, EE,FF, 32
3130-DATA-6B, 47, FE,FF,CA,4F
3140 -DATA-47,21,46,47,00,27

3,02
0,00

Typing listings

i 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. If 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.

ecker
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 1,0+~ +By+Sinon-Forrest
er+=+Dec: 1992

NAQJ 28+ ' «For-Amstrad-Action - Fublic-Domain

DANK 30:WENORY - &SFFF

CAJK 40:csun=0

GAME 50+FOR-addr=&A000 T0+&ADSE

DAKJ 6O-READ: hyted

GAJB 70 -hyte=UAL("&" thytes)

FACF 80 -POKE addr,bute

GAFE 90-csum=csunthyle

DALK 106 NEXT addr

OACT 110 IF csun{}A2ADD - THEN-PRINT - “Checksun.
Ervor" {END

LAHE 115POKE-4400L, PEEK- (ABBSB) :POKE - 4002, P
EEK: (4BBSC)

KAHI 120POKE-ABBSA,AC3:PONE - ABBSE, &3:POKE &3
BSC, &80

NACN 138+PRINT."TypeChecker V1.0 Installed™:E
ND
140DATA.CF,FE,93,FE,04,CA,00,A0,F5,C5,D
S,E8,FE,0D,Ch, 22
150 DATA-#0,5F, 16,00,24,54,40,19,22,54,4
@,E1,04,C1,F1,C3
160-DATA-00, 40, 3E,20,CD, 00,40, 3E,18,CD,0
8,h0,2A,54,00,7C
170 DATA-CD, 45,40, 7D,(D, 45,8, 3E, 18,CD,0
0,n0,21,00,00,22
180-DATA-5A, AB,C3, 1B, k0, F5,E6,0F,C6,41,C
D,00,h0,F1,E6,F0

KAJC 190-DATA.IF,IF, 1F, IF,C6,41,(D,00,00,C8,0
0,00,END

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

PONE ABBSE,@ To turn it off

POKE &BBSB,3  To turn it back on again
TypeChecker was an Amstrad Action
presentation brought to you in assoclation with
Hairy Happening Productions Ltd,
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34 LISTINGS

FAKK 3150:DATA-40,06,18,CD, 18,80
FADN 3160-DATA-10,FB,CD,ED,40,C3
FAJJ 3170/DATA-A8,41,1C,02, 1A, 1A
FhAL 3180 -DATA-1C,03,0D,00,FF,21
FARJ 3190:DATA-62,47,CD,27,40,06
FhFM 3200-DATA-19,CD,19,BD,18,FB
FAEN 3210:DATA-CD,ED,40,C3,A6,41
FHCJ 3220-DATA.1C,02,00,0D,1C,03
FACP 3230.DATA-06,06,FF FF,CD,ED
FANI 3240-DATA-40,21,84,47,0D,287
FACK 3250DATA-40,CD,06,88,21,37
FAHL 3260 -DATA-4A,CD,27,40,C0,06
FAJN 3270.DATA-BB,C3,9F,41,0C,0F
FACG 3280.DATA-D2,20,20,20,54,60
FAGH 3290.DATA.69,73,20,70,61,63
FADI 3300.DATA-EB,61,67,66,20,77
FAGN 3210.DATA-61,73,20,77,72,69
TAWT 3320-DATA-74,74,65,6E,20, 74
FAKK 3330.DATA-6F,20,66,69,6C,6C
FAFH 3340.DATA20,74,60,65,20,67
FALW 3350:DATH-61,70,20,6F, 66,20
FADI 3360:DATA.61,20,68,69,67,68
FAAT 3370 .DATA-2D,63,61,78,61,63
FADI 3368 DATA-69,74,79,20,64,72
FANW 339@-DATA-69,76,66,20,62,61
FANK 3480.DATA-73,65,64,20,64,69
FALG 3410/DATA73,63,20,62,61,63
FAGI 3420-DATA:6B,75,70,20,73,78
FANK 3430.DATA-73,74,65,60,2E,TE
FAKH 3448DATA-0F ,81,7E,20, 20,20
FANT 3450+DATA-54,6F,20,78,73,65
FACH 3460:DATA-20,74, 69,65, 20,70

FAIH 3820.DATA.72,61,72
FACJ 3830-DATA-63,73,63,
FafJ 3840:.DATA-74,6F, 20,
FANH 3850.DATA-76,65,20,42,2C, 20
FAKK 3860.DATA-6L,20,6E,6F,72,6D
FAEJ 3870DATA-6L,6C,64,69,73,63
FadJ 3880:DATA-20,69,6E,74,6F, 20
FAGI 3890DATA-64,72,69,76,65,20
FAKI 3900.DATA-41,2C,20,61,6E,64
FADH 3918.DATA.20,75,73,65,20,74
FAOH 3920-DATA-6B,65,28,72,65,74
FACI 3930.DATA-72,69,65,76,66,20
FAKL 3940.DATA-6F,70,74,69,6F, 6K
FAGI 3950.DATA-2E,20,49,66,20,74
FAGI 3960-DATA-68,65,20,64,69,73
FABJ 3970.DATA-63,20,62,65,69,6E
FABI 3980-DATA-67,20,72,85,M,72
FAJT 3990.DATA-69,66,76,66,64,20
FAFH 4000-DATA+69,73,20,61,64,69
FANI 4010-DATA-66, 66,65, 72,65, 6E
FAEJ 4020-DATA-74,20,66,6F,72,6D
FAKK 4030.DATA-61,74,20,74,6F, 20
FidH 4040-DATA- 74,68, 65,20, 64,65
FARJ 4050DATA-73,74,69,6E,61, 74
FABK 4060-DATA:63,6F,6E,20,64,63
FAKH 4870-DATA-73,63,74,68,65,20
FALI 4080.DATA-70,72,6F,67,72,61
FAOK 4090.DATA-6D,20,77,69,6C,6C
FAPT 4100-DATA-20,72,65,2D,66,6F
FAPT 4110DATA.72,6D,61,74,20,6F
FACI 4120-DATA-BE,20,72,65,71,78
FANK 4130-DATA-85,73,74,2E,7E, 7€

79,20,64
28,69, 6E
64,72,68

DAoG

CREE 20+
HADN 30- §="#x"THEN+CALL ABEGD: CALL B
FAJ0 48P0 dr, VAL A" +h4)

80-DATA-40
G 90-DATA-40,00
G 100.DATH.7A,BC,06,0
)-DATA-BE, 11,40,00
ATh-B
130-DATA 48,01
140-DATA-CD, 96,BC,CD, 8F, BC
150+ DATA },54,4F,52,4D
160-DATA

Fh&K 3470.DATA-72,6F,67,72,61,6D FHGF 4140-DATA-20,20,20,41,73,20

FAGJ 3480.DATA-2C,20,79,6F,75,20 FANI 4150:DATA-66,6F,72,20,74,68 y

FACJ 3490-DATA-6D,75,73,74,20, 89 FAKJ 4160-DATA+65,20,6C,65,6E,67 Finally, you too can have a disk version
FAEL 3500 DATAGE,73,66,72,74,20 FAFT 4170.DATA-74,68,73,20, 6F 66 of the Stormiord - The Editor's Cut.
FAAT 3510-DATA-BL,68,69,67,60,20 FAOI 4180:DATA.20,66,69,6C,65,73

FACH 3520 DATA-63,61,70,61,63,69 TANH 4190 DATA-2C,20,61,74,20,74

FABI 3530.DATA-74,79,20,64,68,73 FhBH 4200-DATA+68,65,20,28, 76,65

FAOJ 3540.DATA-63,20,68,6E,74,6F FAIN 4210-DATA-72,79,20,6C, 6F 6E FALL 4850DATA-6F,6E,20,52,4F,4D

FAPH 3558-DATA-20,64,72,69,76,66
FAPI 3560.DATA-20,42,2C,20,79,6F
FAKG 3578-DATA-75,72,20,20,20,73
FANI 3580.DATA-6F,75,72,63,65,20
FHET 3556-DATA:-64,69,73,63,20,68
FAGJ 3680.DATA BE,74,6F,20,64,72
FADI 3618.DATA-69,76,65,20,41,20
FAFI 3620 DATA-20,73,65,6C,65,63
FAFH 3630.DATA:74,20,74,68,65,20
FAKH 3648.DATA 20,20,20,73,74, 6F
FANH 3650.DATA.72,65,20,64,69,73
FANI 3660.DATA-63,20,6F,70,74,69

FAIH 4220.DATA-67,65,73,74,20, M4
FAHI 4230.DATA-68,65,79,20,77,69
Fid1 4240.DATA-6C,6C, 20, 62,65,20
FAGI 4250.DATA-31,38,32,60,2E,20
FAPH 4260.DATA-57,69,74,68,28,61
FALG 4270.DATA-20,20,62,69,74,20
FAMJ 4280-DATA-BF,66,20,6C, 75,63
FARK 4236 DATA-6B,28,74,68,6F,75
FAIT 4300.DATA+67,68,2C,20,74,68
FANI 4310.DATA-65,79,20,63,6F,75
FAJH 4320-DATA.6C, 64, 20,62, 65,20
FALH 4330-DATA-71,75,69,74,65,20

FAEK 4700.DATA-79,6F,75,20,60,75
FAJH 4710.DATA-73,74,20,73,65, M
FAEH 4720 DATA-20,69,74,20,75,70
FARJ 4730.DATA-28,61,73,20, 6E, 6F
FACJ 4748-DATA-72,60,61,6C,28,62
FAPT 4750.DATA-65,66,6F,72,65,20
FAGJ 4768.DATA-79,6F,75,28,72,78
FhHJ 4770 DATA-6E,20,74,68,69,73
FANI 4780.DATA-20,70,72,6F, 67,72
FAML 4750:DATA+61,6D,2E,7E,7E, 20
FAGH 4800.DATA-20,20,50,6C, 65,61
FAGH 48108-DATA-73,65,20,73,74,61

FhAL 3670-DATA-6F, 6E,2C,20,567,63 FAOG 4340.DATA-61,20,62,69,74,20 FAFI 4820DATA-6E,64,20,62,79,20
FHGH 3680.DATA-76,65,20,61,20,66 FAFJ 4350DATA-73,68,6F, 72, 74,66 FhPJ 4930-DATA-B6,6F, 72,20, 6F, M
FANL 3690.DATA-69,6C, 65,6E,61,60 FABH 4360.DATA-72,20,64,75,66,20 FAKK 4840.DATA-60,65,72,20,70,72
FAOT 3700-DATA-65,2C,20,61,6E,64 FABJ 4370-DATA-74,6F,20,74,68,65 FAHJ 4850 DATA-6F,64,75,60,74,73
FARK 3718-DATA-20,77,61,74,63,68 FAEJ 4380-DATA-20,69,6E,62,75,69 FANK 4860.DATA-20,62,79,53,61,66

FAMH 3720-DATA-20,69,74,20,77,68
FANL 3738.DATA-69,78,74,21,7E,7E
FARH 3740.DATA-20,20,28,54,5F,20
FAHI 3750.DATA:72,65,74,72,89,85
FADH 3768-DATA-76,65,20,61,20,64
FARJ 3770-DATA-69,73,63,2C, 20,79
FACK 3780.DATA-6F,75,20,6D,75,73
FAGI 3798:DATA-74,20,70,6C, 61,63
FAOH 3808-DATA-65,20,20,20,79,6F
FAJT 3810.DATA-75,72,20,6C, 69,62

FAKI 4390.DATA-6C,74,20,63,72,78
FAKJ 4400-DATA-6E,63,68,20,72,6F
FAFJ 4418-DATA-75,74,69,6E,65,73
FARD 4420 DATA.2E,2E,2E, 7E,FF,0C
FANG 4430-DATA-20,28,20,54,68,89
FAHI 4440-DATA.73,20,70,72,6F, 67
FAIT 4450.DATA-72,61,6D,20,69,73
FADJ 4460-DATA-20,63,8F,6D,70,61
FANT 4479-DATA- 74,69, 62, 6C, 65,20
FALJ 4480-DATA.77,69,74,68,20,6D

FAEK 4870.DATA-65,53,6F,66,74,2C
FAIH 4880.DATA-20,61,73,20,77,68
FABJ 4890-DATA-20,70,6C,61,6E,20
FhJ1 4900 -DATA-74,67,20,73,75,70
FAII 4910-DATA-70,6F,72,74,20, M
FaDH 4920.DATA-6B,65,20,43,50,43
FHKI 4930.DATA+73,66,6F,72,20,61
FhAL 4540DATA-73,20,6C, 6F,B6E, 67
FAGH 4950.DATA-20,61,73,20,69,73
FhBJ 4960.DATA-20,70,6F,73,73,69
FAFN 4970-DATA-62,6C,65,2E,7E,TE

FARJ 4430-DATA-6F,73,74,20, 66,569

FADH 4500DATA+67,68,20,63,61,70 FALK 4380:DATA+20,20,20,4F , 68, 20

worksho FAMH 4510-DATA-61,63,69,74,79,28 FADJ 4990.DATA:79,85,61,60,2C,20

p FADJ 4520:DATA-73,6F, 66,7, 77,61 FALJ 5060-DATA74,60,61,68,68,73

Okay, so there are no proper workshop boxes this FAEJ 4530-DATA.72,65,2C,20,74,6F FAJH S010+DATA+28,66,6F, 72,20, 62

month. This is partly because there isn't exactly FAOT 4540.DATA-20,6E, 61,60, 65,20 FACJ 5020 DATA-T5,79,59, 6E, 67,20

much room, and also bacause the only bit we could FAGI 4550 DATA+61,20,66,65,77,34 TANG 5030 DATA-63,44,41,29,20, 20

possibly talk about is the first six lines of either FAMJ 4580 DATA-TE,BF 02, 20,52, 4F FAGT 5640.DATA:77,65,28, aa.ss.gr

FABJ 4570-DATA-4D,44,4F, 53, 20,52 FAAK 5850-DATA-70,65,20,69,74,20

PIOEANE s St S S FARJ 4580-DATA-41,4D,44,4F, 53,20 FARJ SO80-DATA-63, 67,60, 65,73, 20

40 This line sets up the variable addr to the start FAFJ 4599-DATA-52,4F ,44,4F, 53,20 FAOJ 5870-DATA-69,6E,20, 68,61, 6E

address of the code. FADL 4600.DATA-34,30, 30, 4B, 2F , 53 FAGJ 5080DATA+64,79,2C, 20, 61, 6E

FARH 4610-DATA+20,53,44, 47,53, 20 FAJH 5090:DATA:54,28,73,61, 76,65

:;‘:;x :n“m:::tl:'m Siid ol daie’ FAPT 4620-DATA-4D,53,38,30,30, 70 FACT 5100-DATA-73,20,79,6F, 75,20

FAJG 4630-DATA-OF, 61,20, 20,20, 54 FAKG S110:DATA:61,20,62,89,74,20

indicator, and runs the program if it is. FAKJ 4648-DATA-68,6F, 75, 67, 68,20 FAJL §1204DATA-GF, 66,28, 8D, 6F , 6

40 What this line does is poke the address stored in FAKJ 4658.DATA-69,66,20,79, 6F,75 FAII §130/DATA-65,75,2E, 20,43, 68

addr with the byte. FAOT 4660 .DATA-72,20,73,6F 66,7 FAML S140.DATA.65,65,72,73,FF,CD

50 Increases addr by one. FABT 4678-DATA:77,61,72,65,20,69 FALJ 150:DATA-ED,40,C3,00,00,C1
60 Loops back to line 20. FALJ 4680.DATA-73,20,6E,6F, 74,20 DACJ S160DATA-00,00, %%
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Fluff and Lethal Moves might not be familiar names now,

but give it a month or so and that could all change.
H they tum out half as good as Radical Software
Pg:‘;%“
X T b

i/ reckon they will, they're going to be huge. Dave
Golder talks to Radical's main man, Rob Buckley.

as the ulbimate CPC game been were doing any more Plus specific stuff and
H written? Some people don't think so, | said no. Then one day | was doodling on

and they continue to write games that Smart Plus when | came up with the fluff
stretch the CPC to new limits. Rob Buckley of character, and after doing a bit of animation
Londonbased Radical Software is one of them with it 1 thought it looked pretty good, and
Currently he's got two games set for imminent knocked up some backgrounds. Ever since Fluff
release; there's Lethal Moves, a Street has been a Radical project.

Fighter 2type beat-em-up, and Fluff,
a Sonic-style platformer, SF27
Sonic? This man must have
big ideas. You'd better

What is the basic premise of Fluff? What
L does the player have to do?
- '\ Fluff is a standard platfarm game in the mould

believe it s, of Zool and Sonic which has been designed
specifically for the Plus machine
So, Rob, who's involved on (sorry CPC'ers). The idea is
the writing side of Lethal y - that Fluff has to travel
Move and Fluff? around collecting her Do you know yet how
| will be writing most of the game code for both children who have roamed all over various nasty many different characters there will
games, and doing some of the graphics as well, and deadly zones. There are all the standard be in the final version of Lethal Move?
The infamous Richard Wildey of Sentinel Software  threats, goodies, baddies, moving platforms and  THis is still up for discussion, but probably eight
fame will also be working on the graphics and what | think is a great amount of gameplay lor however many we have when the budget runs

Richard Fairhurst, AA's own technical guru, will outh, More than this and we'd have problems

be writing the soundtrack In Lethal Move what moves will you get? squeezing it all on a single disk, as the graphics
Al of the basic Guard, Jump, Punch and Kick for each character take up at least 16K,

How did the games evolve? maves will be there, but there won't be any Character info, special move graphics,

Radical has been looking into doing a fight game Throws owing to the lack of a third Fire button movernent and collision tables take this up to

for some time now, and since everyone else was on joysticks. Each character will have at /‘ around 25K for each character,

writing them on other machines it only seemed least one special move as well, E

logical we should do the same with the CPC, though with the programming Do you think the game will fill the gap

especially since it appeared at that time that system being used adding new left by Street Fighter 27

Street Fighter 2 was not going to arrive. moves is quite easy, meaning that | think many people will be surprised when
With Fluff the idea came from my general each character will perform the they see it, but don't expect Blanka to

interest in the Plus machines because after standard kicks or punches differently suddenly jump across the screen

Hopetully lots of people will decide they'll
buy this instead of Street Fighter 2, but SF2

e, is a classic and wirtually impossible to
HEMNDO . " g replace. | am sorry that US Gold decided not
" to bring out the game, but from the reports I've
heard it's probably for the best. Trying to live up
to an arcade and SNES giant in only 64K
sounds like a fallure from the start. With Lethal
Move it was quickly realised that 128K and disk
were the way to go from the start, and since it
has no arcade or console parent nobody's
going to say, “"Where's this or that move?" which
allows us to concentrate on what it can do well
instead of attempting the impaossible,

finishing Smart Plus people kept asking if we depending on their style of fighting.

At what stage in production are both the
games at the moment?

Programming-wise Fluff is virtually finished, apart
from a few gameplay tweaks, and some specials

Htﬂ'lﬁﬁlﬂmﬁﬂ Mh had Level design and graphics should be done guite
been drawn sgalast himself in the South Wimbledon 00" too. By the time this interview appears in AA
Competitive Morris Dancing champlonships. Fluff will be avallable. Lethal Move is still in early
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The frighteaing thing |
that i Fluf! was green she’'d look exactly
like Orville... saarrrpgghhh! Doa't even
think abowt it.

development, with only one character jumping and
kicking his way around the screen, We are
currently working on trying to make the computer
fighters more inteligent, but are still waiting for the
finished graphics without which it's difficult to do!

What special programming tricks do the
games use? What's going to make the
player go, ‘Wow'?

Every game we release has to be graphically
good or nobody will buy it, so therefore we put
great efforts into the graphics. Fluff, for instance,
uses the Plus extra hardware to the fuall with
normally about 60 colours on screen at once,
with pixelperfect scrolling running at 50 frames a
second. The look and speed at which everything
moves really wouldn't seem out of place on a
Megadrive or a SNES.

It's a bit early to say what programming tricks
we might employ on Lethal Move, but they'll be in
there somewhere, At the minute we have a lovely
parallax scrolling effect, but if this slows the
game down it will be dropped for the sake of the
gameplay. When it comes down to it, it's
gameplay which is the most important factor,
otherwise people would be spending £15 on the
latest french demo. Personally, | think demo
writers should put their efforts into something

more substantial rather than superficial demos.
That way the CPC scene might be just
that little bit healthier,

Being pink and fluffy is not easy. Peopie
keep ramming sticks up your bum and
selling you to kids at fairs.

Any ideas about prices and
release dates?

Fluff should be out now at £5.95 on
tape, and £7.95 on disk (Plus
machine only). Lethal Move should
be finished before the end of
February and will cost about
£7.95 on disk.

What else has Radical
Software got planned for
the next few months or so?
Beers all round, but apart from that there's
nothing concrete. | was maybe thinking of
something involving polygons, but
nobody else seems that
enthusiastic so | don't know, Rest
assured however Radical will
continue to churn out stuff for as
long as peaple want it

Somehow
this manky tree has
managed to bear fruit. Strange.

Thanks, Rob, and good luck with
the games. Both Lethal Move and
Fluff will hopefully be reviewed
next issue, so will they kick

ass or fluff it? You know

where to find out. @

Oh no! Look out, Fluff. You're about to be
attacked by a viclous pair of flying killer
y-fronts, that are also a rather unpleasantly
unwashed grey colour. Yeuch.

It was o shame that balancing on green twigs while aveiding killer bees and trying to reach
stars wasn't an Olympic sport, otherwise Fluff might have found another vocation in life.
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Reaclion

Send your letters to: Reaction, Amstrad Action, 30 Monmouth Street, Bath BA1 2BW

We like this man

| have just read the letter from
Chris Hine of Australia. Who
the hell does he think he is?

Deax
Al

This must be the rudest, most arrogant
letter | have read in the magazine.

That was then and this is now. But which
AA covertape offered the better deal? Lots
of small programs or one big one?

How many decent full-length programs
can you reliably get on a tape anyway? Give
me quality over quantity any (well almost)
day(s). Let's look at tape 22 - yes it had
two games, one of which, Tankbusters, is a
load of old poo. Penguins is very playable
but not, let's face it, full-price, grab-it-off:
the-shelves stuff. What else have we had?
Blues Brothers, Spindizzy, Dizzy,
Stormlord, Sweevo's World, Heavy On The

| always buy your mag if | see

it, but now | order in advance.
When | opened up my first ordered mag | was
surprised to find a free sheet of paper with
funny and interesting info - yes it was the
Subs' Club. | read it through and on my fifth
browse | found an interesting article called
Hands Off My Mag. So | decided to write in.

| have some suggestions and ideas to

improve your already fab magazine.
1 You could start a top 20 with a percentage
out of 100, a line of descriptive info and the
cost. | would find that very interesting.
2 You could include a fun page with jokes,
crosswords (like angry) and wordsearches.
Also maybe a few competitions and things.
3 You could start a computer game help
page where people write in with problems
when they can't get on to the next level.
@ You could invent your own computer
game in which you could have a choice of
players - Dave, Andy and Simon - and you
have to try and find pages of your mag. The
194 AMSTRAD ACTION
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Who moved

Christmas?

So who's got their

Christmases mixed up then?
You said in AA99 that AA100 would be on
sale from Thursday 25th December. Now
everybody knows that Christmas Day

wasn't on a Thursday, so it should have
been read 23rd December.
Gary Lewis, Co Durham.

Ah, now the trouble here, y'see, is that our
publisher is 50 stingy he won't even buy us
a new calendar. We're still using the same

Magic, Firelord, Ranarama - need | go on?
(Please feel free - Dave.)

There have been 34 games on 33
covertapes (excluding PD) which at, say, £3
per game that gives £102 pounds worth of
games and a professional mag for £2.95,
and | haven't started on the utilities. My
advice, tell him to bog off.

A 94-page magazine? Luvverly, but at
what cost? Has he any idea how much
advertising you would need to sell to produce
94 pages with, say, 50 per cent colour?

Two tapes ‘chock-a-block’ with games -
does he think you buy games from Smith's
and copy them 22,000 times? Does he not
understand that copyrights need to be paid,
that you (and ultimately us, the purchasers)

first one to make

one we used in
1986. Normally Th URS 3,{1
whenever we need

to print a date

Simon works out

what day it falls on.

Unfortunately | did

Next Month last

month, and forgot all about things like leap
years. Sorry about that. Anyway, it gives
me the opportunity to get all schmultzy and
say, “Well, AA is the best Christmas present
you could ever have." (Yeuch! - the rest of
the crew). Dave

have to pay for the programs? Probably not.
Would anyone want to be his pen pal?

Well, that's let off a bit of steam about
the oik. It might be of interest if you printed
a short article about how much a colour
page costs, how much a typical game costs
to obtain, etc. Or then again, it might also
show how much wholesalers and distributors
add to the cost of the mag. Good news
about the VAT though.

Give my appreciation to Simon for the
Venture Forth series. Not for the program
per-se but | am at last understanding string
handling and what is meant by ‘reading
strings into variables', Good stuff.

| am keeping my fingers crossed that
issue 100 (and the brilliant Elite) will be

up a full magazine
is the winner (good
idea isn't it?),
Those are all my
ideas. Now | have
to tell you what |
like and dislike.
Well, my favourite
part in your mag is
the cheats page,
but 1 think you

should have more
cheats each month.
But what | detest is
you advertising
Amigas and Ataris,
etc. | mean, if you
make people buy
other computers
they may not buy
your mag again and sell their Amstrads.
Well, now | have to go, but before | do, |
just want to say that | hope you continue to
make your mag as good as always and that

First there was Space Invaders. Then there was Phoenix. Then there was
Street Fighter 2 (okay we leapt a few years there, but space Is limited).
But are you ready for THE NEXT BIG THING? Yep, coming to a CPC near
you as soon as someone writes it, The Andy O Bike Simulator.

you mention my name in your next edition.
Thank you, yours computingly,

James Anderson (13), Glasgow.

PS Tell Simon he needs his hair cut.




out before Christmas ~ it does tend to
make typing difficult, though.
David Percival, Birmingham.

This i5 @ genuine letter, and, no, David isn't a
friend or relation. Just a very sane
reasonable, levelheaded, rather wonderful
human being. You're obviously a very
intelligent person, David (...and the cheque's
in the post), Dawe

s PR, Viz a viz
'-\ / | have bought a couple of AAs

AVA \\| and have some questions:

=" 1Do you find out if all the Mail
Order companies are safe before you
advertise them in the mag?
2 What size disk is Stop Press, and most
disk software, supplied on? What disk drive
would you recommend and will | need an
interface for it?
3 My light pen (from DK'tronics) won't work.
What do | do?
4 | want to start my own fanzine (a Viz rip-
off) and | want a printer with a few shades
and a few fonts at a low price. What printer
do you think | need?
5 With a 64K memory expansion do | get all
the commands of a 61287
6 Are Sim City and North and South
available in 128K only?

4 Ah, but who would compile it? Should it be
a regular item or a one-off? Should it
concentrate on games or serious stu
both? Personally, | reckon we could fill the
magazine quite happily with Top 20s but |
think our Top 100 last month just about
covered everything in that respect.

2 Well, Clur often hands me copy that
looks like a wordsearch, but a quick run-
through with a spelichecker solves t
Anybody else interested in a puzzle p

Or does trying to work out what Sim
whittering on about in A

What the heck? Check out this month's
Next Month page.

3 Actually, expanding the Cheat Mode
pages is something we're considering
Perhaps a page where readers answer
other reader's problems is one way to
approach this. Again, write in and tell me
what you think.

4 That sounds brilliant (well, with a bunch of
egotists like us, were we going to say
anything other than that?). Il get Simon on
to it nght away. Dawe

7 Could you tell me a good version of the
ancient bat and (square ball) tennis game?
Spanner Bobblehat, Leicester

PS Nice magazine

PPS Please print in AA99 that I'm getting
some CPC stuff for Christmas.

1 We do check them out as far as possibie
but we also rely on our readers to tell us if
they are having any problems, If you have a
complaint about one of our advertisers write
in to Alison Winter, AA Advertising
Complaints, Fulure Publishing, 30 Monmouth
Street, Bath, Avon BA1 2BW. But you should
be safe contacting any of the companies
advertising in AA. But, just in case, | would
advise everyone ordering goods by Mail
Order to check out our new Buyers' Guide in
Amscene (page nine),

2 Stop Press is available on 3-nch disk only
as 1s most CPC disk software. If you read our
top 100 last month, you'll know the answer
to the second part of that question (yep, it's
another plug for Back lssues).

3 Throw it away.

4 The Star LC20 available from Ultra
Software, Fulling Mill, Broughton, Banbury,
Oxon OX15 6AP

5 No. You don't have the BASIC commands
GRAPHICS PEN, GRAPHICS INK, COPY
CHRS and a couple of others (in other
words Simon ran out of the office before
telling me the whale list).

6 Nope, 464 owners aren't denied access
to these two excellent games.

7 There's a Binatone Home Entertainment
System (circa 1980) going second hand for
a fiver in a junk shop just down the road from
the AA offices in Wells; it includes tennis,
football, squash and a couple of shooting
games (using an early version of the Light
Gun). If that's been snapped up you could
always try a few PD libraries (check out
Amscene Directory on page nine). Dawve

e | Game cassette
and match
[DQ | am writing in response to the
A letter On Your Marks,

Cassette, Go that was printed in AAS9.

| would like to commend Richard
Duggan who does a wonderful job of
supplying cassette-based PD software to
his many customers and | congratulate him
on a service that's very well organised and
also very helpful indeed to the majority of
UAUG members.

If you have any problems with any PD
related issues, then Richard Duggan is only
too glad to help out as | have discovered
from time to time.

Also, if any disk-based PD libraries out
there are interested then | am perfectly
willing to pay twice the price that they
charge for disk-based PD if they are willing
to transfer their disk-based PD software on
to cassette for me.

This way the disk-based PD libraries will
be compensated partly for the extra time

LETTERS L)

involved in transferring disk PD to cassette
and | get the software in the format | need.

If any of your readers who run disk-based
PD libraries are interested then please send
me your PD catalogues so | can order PD
software from the different PD libraries.
Richard Latham, 31 Oriel House, Blackcat
Close, Chelmsley Wood, Birmingham, West
Midiands B37 5DG.

There certainly seems to be a huge demand
for tape-based public domain software. All
entrepreneurs take note. Dave

Z5ea= | Code breaking
ﬁ\f_\ | am a proud owner of an

f AV A\l Amstrad CPC464 and I buy
your llent mag every

month. | was wondering if | could ask you
some questions:

1 Do you know if there are any musical
packages that will run the tablature out of
guitar books because | know someone with
an Amiga who claims that he owns such a
package for his computer?

Are you ready for the CPC version of
Stairway to Heaven? Will anyone ever be?

2 Where can | get some decent demos,
such as Facehugger?
3 | am thinking of getting into Machine Code
programming seriously. | have upgraded my
CPC to 128K and own a disk drive. | have
also got a package called ADAM (which
came from Audiogenic Software). Is this
very powerful compared with MAXAM or any
other leading Assembler?
4 Where can | get some decent info on
coding and demos?
5 | want to start my own fanzine, but | was
thinking of taking it a stage further and
getting a job in your excellent magazine (or
any other good mag). How would | do this? |
am good at drawing and wouldn't mind a job
in art, or maybe something else like
reviews. Are there any jobs going?

A big pat on the back for three million
plus copies of sorted Amstrad Action.
Jason Lifton, Nailsea.

41 No, but Simon would be happy to convert
BooTracker. If enough people write in saying
they'd want it, we'll stick it on the covertape
2 Pick pretty much any PD library (see page
Amscene Directory on page nine).

3 Ah, sorry to have to break it to you, but
ADAM isn't one of the better utilities around.

4 Amstrad Action, L

what else?
February 1994 AMSTRAD ACTION



.40 LETTERS

aren't any jobs going on AA at the
but the writers that have worked

e have all got into journalism
t route into

s have been trained
ome from university
from the CPC fan

About the only thing we've all had in

There's no se

5 came

scene. A

common is a love a computers and decent
writing skills. So concentrate on your
writing skills (but just & word of warning -

there is a world of difference between a
good English essay and a good piece of
magazine writing; if you can't work out what
it 15 then perhaps another career might be a
better option), Dave

e | POWer to

/ the people
AVA Quite some time ago | wrote to
Presto PD in the hope of
obtaining the PowerPage 128 program for
which | waited with baited breath only to find
that he cannot supply it.
1 As Robot is not operational at the moment
may | make a suggestion? Why not save
yourself some money on buying the rights
to put utilities on your covertape and put on
good quality PD on instead - PowerPage
128 springs to mind.,

At least | would be able to get a copy of
it then and so would all the other patient
people out there. | realise that Richard
Fairhurst is a very busy man and | apologise
if | appear impatient, but | have a use for a
good quality DTP program and from all the
write-ups this appears to be the one for me.
2 Could you please print a list of contents of
back issues as without it we do not know
which ones to order?

Storm warning

The AA99 covertape proved to

be a bit of an initiative test. |

have to confess - | failed it. |
am one of the people who ‘want it on disk’.
Following the instructions given on page five
of the issue | ended up with the Font Editor
safely in place on my disk.

That was all.

After some fiddling with the ‘clip art’ file |
managed to eventually get the two sheets of
clip art on to disk.

Then | turned to side B of the covertape.
| was in search of the loading intro which
would enable me to save Stormlord to disk.
It wasn't anywhere to be found.

| intend playing Stormlord quite a lot.
Please include the missing loader on next
month's covertape (along with grab
converter) or put it in the issue as a type-in.

This would lower my anxiety level.

Colin Lougher, Birmingham.

There should have been a loader for

Stormiord on the tape, or at least there was
when we sent it off to the duplicators

chruary 1994 AMSTRAD ACTION

3 Lastly, when | subscribed to AA | did not
require the Hackers' Guide and you sent me
a credit note for a free gift of my choosing.
Since then you have not had any free gifts
on offer. Could | please redeem this against
some Back Issues or even a copy of (you
guessed it) PowerPage 1287

JA Wareham, Dorset.

1 Although Robot has closed down you can
still order a non-PD version of PowerPage
from Richard Fairhurst direct, Contact him at
2 Trent Road, Oakham, Rutland, LE15 6HF.
And the reason we don't have much PD on
the covertape |s because it seems slightly
odd to give away software that theoretically,
should be available free anyway. We like to
give you something worth a bit more

2 Check out our newJook Back Issues
service on page 24. Does that suffice?

3 Anyone who has AA credit notes can use
them against AA subscriptions or back
issues, but not, I'm afraid, PowerPage 125. |
mean, come on, we just write about and
advertise the stuff, not sell it. Dawe

Boo to you too
/ \ | I've been reading Amstrad
AVA Action for a couple of years

now and have always been
dead chuffed with the covertape and
content of the mag. Right, I'll get to the
point. | have some questions.

11 love BooTracker to bits, but | need to
know how to get my tunes running alongside
another program, eg, | want to have a picture
of a pig and have a compiled tune of Mud,
Mud Glorious Mud going along with it. | need
to know how to load the art and the music
into memory (I use GPaint and Bootracker).

Anyway, to make amen 2 have included
the loader on this month's ape. Dave

Storm Warning 2

| am fuming at you AA. Why in the world did
you remove a part of the Stormlord game? |
know you said something about ethics -
that's rubbish. Kids now see a lot more than
the thing you censored. Even when you first
reviewed Stormlord you showed the bit you

Stormlord caused quite a storm itself. Not
only did the disk loader vanish, but so did
various parts of the women’'s anatomy.

Sing along to Mud, Mud Glorious Mud while
looking at this picture and you'll have some
idea of what Donnison Laing's aim in life is.

2 How do you make a bass drum sound
using BooTracker.

3 Erm... is Soundtracker out on cassette for
the CPC 4647

4 Which is the best Metallica album?

5 Why is Street Fighter 2 coming out on
budget? Do the programmers feel too
ashamed to put it out at £10,99?7

6 Can you please print the full Venture
Forth listing?

Donnison Laing, Maid:

41 Thank you. The instructions for getting
tunes to run outside the package were in the
ish, but just for you:

Nip along to the filing menu and select
COMPILE. After giving a filename, the
machine will pause for a few seconds, then
save out a file to disk, This file will have a
MUS extension as opposed to .B0O, so
there's no danger of accidentally getting it
mixed up with your normal music files.
Anyway, these files can now be loaded into
YOUr OWN Progra by using the following
few lines of BASIC

MEMORY &7FFF
LOAD "filename MUS",&8000
CALL &3A%90

This will load up your tune and start it

censored. And you listen to your readers,
do you? Ha ha. That's a joke. Remember, if
in future you're going to censor a game
again don't put The Complete Game as it's
not the complete game, is it? What about us
older CPC users? Can we get the game
intact because when you censor a game it
spoils the gameplay as every part of the
game makes the game.

JR Hoggan, Somewhere.

at the tiny bit of
censorng we did ed your enjoyment of
the ga much? ure you're
zine? Pwhaph one off

y is more important than
graphics ¢ was purely a graphical
alte: n. And yes, kids can see things like
that all over the place, but there are still
vho get offended - if not the
arents. So in deference to
light atteration which IN

d the gameplay. Dawe




playing. To stop it, you need to issue
the following command:

CALL &3A93
One important thing to note is that tunes
will only fit into memory (f all ROMs are
switched off. For those of you who are
panicked by this, really, the only reason is
that if HIMEM is below &A000, the tune
code will be damaged.
2 An easy one, this, As | remember, you'll be
wanting to use instrument A from the
guickstart instrument file - set it to a very
low E and you should get some sort of bass
drum type sound.
3 Unfortunately, no — it relies on the disk
drive quite a lot.
4 Kill 'Em All, before they discovered the
hideous radio friendliness that you can find
on all the later stuff. Failing that, Garage
Days $5.98.
5 Why the hell are you complaining? Do you
go into shops and try to beat the price up?
Seriously though, US Gold didn't seem to think
the CPC market could support a full price
release, and | think they were right. It's just a
pity it's not coming out at all now, isn't it?
S It might be just me, but | thought we did. I'll
try to gel Dave to print the full character
interaction stuff as soon as | get around to
writing it. Simon

Dear| Sudden impact

R [ \ | 1 Why don't you have any
jLI 1_“_\‘ RPGs on the covertape? Put
Times Of Lore on one soon.

2 Do Soundtrakker files play normally when
the disk drive is being used?
3 | have stacks of corrupt disks. Is there a
program which can repair them?
4 Do you know what the password is to part
two of Army Moves?
5 Can you print my address?
6 How many egg whisks can | buy for £57
| edit a diskzine called Impact. f anyone
wants a copy send 50p, a disk and an SSAE
to the address below.
Tom Dean, 53 High Lane, Burslem, Stoke-
On-Trent, Staffordshire ST6 7DF

1 When the series of Cecco games finishes
its run, who knows what we might put on the
covertape? (We certainly don't.) Anyone else
want to see a top-notch RPG on a future tape?
2 Simon doesn't think so, though he's been
proven wrong before.

3 'Fraid not. Reformatting is your best bet
& Ah, now that would be teling (actually |
don't know and our Cheat guru Lee just said,
“| gave you a POKE in last month's Cheat
Mode - what more do want? Blood?”)

S Yes, but don't blame us if you suddenly
get tons of junk mail pouring through your
letter box, okay?

6 That really depends on how much you
want to spend on each ane.

Oh yeah, and by the way, there's a review
of Impact on page 54 of this very issue, so
check it out before you check it out (if you
see what | mean). Dave

We thought it would be

well worth taking some time out to
explain the situation over this ‘connecting a

CPC to a GX4000' debate. We reckon there has
been a bit of a misunderstanding:

In the original article, Richard Fairhurst stated

that there was definitely a way to fink a CPC and

a GX4000 together and come up with a CPC Plus.

Sure, fine, hunky dory, this is true enough. Pretty
pointless, but true enough.
However we've been receiving letters asking

about a hardware project that allows you to add a

tape deck to the GX4000, This is utterly
impossible. Okay we admit you can link a CPC
(which has a tape deck) to a GX, but any tapes

you play on the CPC's tape deck will only be using
the CPC to get things up and running - you might

as well have a toaster connected to it. The point
Is this = the GX DOES NOT CONTAIN ANY BITS
FOR ADDING A TAPE PORT, A DISK DRIVE, A
KEYBOARD OR ANYTHING ELSE. Okay? Simon

ez | Brunder-
z: / ‘\.‘ estimated
A

The DTP feature

(AA99) was very

useful but please don't run down
word processors like BrunWord
and the cut and paste method of
production for magazines. | use
this method monthly to produce
my community/church magazine
(circulation 600) and it is

most satisfactory. Also, | am a
Governor at the local school

and used this method to create
our magazine-type Annual ’
Report To Parents. It was f
then entered in the Times [
Educational Supplement national |

competition for such reports and ((5)

ended their two-year search for e
an outright winner. I

Some at AA in the past have (
criticised BrunWord Elite Mk2 b
ROM as being expensive. This |
would not agree with when the
user takes into account the
facilities, but now on special
offer and reduced to half price
(£69) it's got to be the bargain
of the decade.

As for Stop Press, the article
failed to mention it unfortunately
only works properly on 9-pin dot
matrix printers and although it's

Cierrees @)

a lot of fun it's incredibly slow compared
with BrunWord to print out.
Rev Allan Ricketts, Ross on Wye.

First off, yes BrunWord is an impressive
program, but | don't remember AA running it
down in the DTP article. The reason it wasn't

mentioned was because it's a word processor
and the feature was about DTP. Yes, you can
get some marvellous results with the cut and
paste - magazines in general survived with
this method for over a century = but if you
master a decent DTP system you can get
even better results. Personally | think a
combination of the two approaches is the

best method for fanzines. Dawe

Dear| Violent reaction
‘\/‘ You asked for people to write
-L"L in and have a rant and that

was just the opportunity that

I've been waiting for to vent my spleen on a

subject that has been infuriating me,

While we are blaming the big softies for
pulling out of the CPC market and the pirates
for killing off the CPC scene | think there is
another group within the scene itself which is
doing that very nicely themselves - so-called
independent CPC companies who couldn’t
give two hoots about their customers.

| have lost count of the times | have sent
away for products and had to wait weeks or
meonths for any reply - and then it's usually to
say that the product has been withdrawn, is no
longer being sold or whatever. Even worse is
when you send your CPC away for a repair or
update and they take your money, then you
don't see your computer again for months.
Often when you ring up to inquire about what's
happening you either get rude replies or
number unobtainable (which is ominous).

If this is the way that companies who
boast that they are continuing to support the
CPC act, then what hope is there? They
obviously have a complete contempt for
their cust s, and are actively turning
people away from the scene.

There are plenty of reliable companies still
dealing with CPC products (Wave, Wizard, SD
Microsystems and Microform to name a few)
but there are too many people who are just
not running their businesses professionally.
Unless they start soon, they might find they
have no businesses at all.

PDJ Dennis, Reading.

Harsh words there. But yes, | agree that

companies do need to be professional
even in a small market ike ours, Would g. i
any companies like to reply? Dave
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REVIEW FEATURE

The Good, the Bad and the Ugly of

Platforeners

mmmmmmmmuumaummm
makes a cdassic platformer while deputy Forrester roots out the lame games.

hat makes a game good? Or bad? Or,
for that matter, downright ugly and
unplayable? There's the old school of

gamesplayers - you know, the sort who still prefer to
use the keyboard to a joystick — who'll tell you that
gameplay is everything and the graphics can look
like something knocked up on a Sony pocket
calculator for all they care. Well, fair enough, but that
doesn't mean that all games have to look more
primitive than cave paintings.

Mo, a decent game is the resuit of a combination
of elements that work together like a wellolled
machine to produce a satisfying whole. Not that
every game should fulfil every criterion like
somebody’s standing there with a tick sheet. But if
they fail to make the grade on too many counts then
they're nat fikely to be much cop, are they?

So even though, as they say in hidegus Amencan
sitcoms (shortly before the entire cast indulges in a
‘group hug’), everybody is an individual and we all
have our own personal tastes, you can to an extent
break down a game into indmidual elements to see
how well it holds up. That's what we do in a sense at
the end of our reviews when we give scores for
graphics, sonics, grab factor and staying power. But
games are more multifaceted than that. So what this
new senes, The Good, the Bad and the Ugly, is all
about is taking a closer look at a different genre of
games each month and breaking the games down
into their constituent elements, and finding out which
games do what bits well, and which games don't

And to kick off, let's take a butcher's at
platformers. It doesn't matter what shape or size
they are - as long as they've got platforms in 'em
we've had a look at them, Of course, there are many
more around than we've mentioned here, but these
are the ones that really stood out.

Graphics

Graphically, platformers tend to be on the gansh
side - bright and colourful is what the programmers
call it. We haven't seen the full game of Fluff yet, but

When the Intro screen looks this bad you don't
hold out too much hope for the in-game graphics.

[]L||.11.1 BB
o E
LB LY \ A 3l
Prehistorik 2
Graphics 10M0
| can't imagine that you'll get anything much
better than this for picture quality.
Sound 810
Not great but good enough.
Animation 510
Even the nasties have been decently ammated,
Scroliing 10/10
| never really thought that I'd see such smooth
parallax scrofling on the CPC.
Plot 770
Cavemen are fascinating little creatures.
Collision Detection 210
Not as good as our Ricky D's but near as
damn it.
Puzzles 0/M0
There aren't really any puzzie elements at all to
the game - ah well you can't have everything,
Control 9M0
He does what you tell him, when you tell him
and how you tell him (| wish | could find a man
fike that — Clur).
Difficulty 1010
| don't mean it's really difficult, | mean that the
difficulty level's set on the right curve for most
games players.

by the looks of the screen shots it's going to be one
of the brightest and most colourful games yet on the
CPC. In fact it's the complete opposite of Bionic
Commando, the dullest, least excitingdooking game
I've ever seen. The game actually came in two
versions, colour and monochrome, but the colour
version looked like the monochrome version viewed
through one of those cheapo plastic screen covers
or a pair of 3D-glasses.

Compare it with the stunning parallax scrolling
of the amazingly colourful backgrounds of
Prehistoric 2, or (if you want a more contemparary
example) the dead lush Nebulous and you'll be
amazed that something as ugly as Bionic
Commando ever got released,

Of course, the graphics of a game don't really
make much difference to the actual gameplay, but
would anyone argue that earher platformers ke
Chuckie Egg and Jet Set Willy wouldn't be enhanced
with the addition of gorgeous backgrounds fike the
ones n Super Cauldron? It would be churlish,

You don't get graphics as good as Super Cauldron’
every day... er, unless you play it every day, | suppose.

Sprites

Pre'rl’lsmnk 2 scores on two accounts = it not only
has some of the best backgrounds graphics on the
CPC, but the main sprite is one of the best
characters, too. He's just the right size for his
environment and isn't too complicated - you can see
which leg's going where without getting confused by
the intricate weave on his trousers

(above) and Count Duckula 2 (below)...

Seeing great sprites ke the ones in P2 really
miakes you wonder what the designer of the Dizzy
character was doing when he first scrawled the oval
that is that desperately sad egg. To really enjoy a
game you have to get involved, so involved, in fact,
that you actually start feeling for the character you're
controlling. How anyone can have any form of
empathy for such a characterless character is
beyond me - Dizzy is duller than any Prime Minister.

Okay, that's the Dizzybashing section over. If
you thought that everybody's ‘favourite’ egg was

] :

Actually, it's a bit of an unfair comparison. You can't
even work out what's actually the sprite in CD2.




nsultingly bad, you really ought to take a look at
some of the worst sprites in history. ..

Three little words; Count, Duckula and Two, As
well as being probably the worst game in living
history, it has probably the most abysmal
monochrome (with that chrome being black), badly
drawn, unappealing and indistinguishable (from the
rest of the characters) characters in known existence
and quite a way beyond that.

Animation

Beautiful backgrounds don't matter a jot if the
characters move as if they've got a bee hive in their
underwear. Popeye is a perfect example of the game
that looks great in static screen shots but loses any
credit it had when you witness the huge sprites
moving so jerkily they look like arthritic crane flies.

Not a very good little mover is Popeye. We've seen
boats in gale force conditions move more smoothly.

Fortunately there is a sawiour to bring us back
from the land of the jerkies and his name is Prince of
Persia - if only we could have someone as graceful
as Prince P in our synchronised swimming team,
England would be world champions

It's CO2-bashing time again, and a small plea to
programmers around the world; programmers, when
you want to animate something, please, please don't
Just erase it from its starting position and make it re-
materialise where it was supposed to finish. Move it.

Such grace, such poise. | bet Prince of Persia could
finish the game with books balanced on his head.

POWEFIIPS

The main problem which any programmer of a
platformer faces is estimating the boredom threshold
of a potential user. If you have to do the same thing
over and over agan you're probably not having a much
fun. One way platformers get round the boredom
factor is by intermittently altering the main character’s
abilies, Most platformers achieve this by offering
bonus pick-ups and powerups — like in Bubble Bobble,
where the normal bubbles are replaced by lightning
bubbles and the gameplay changes drastically.

THE BAD

Count Ducku!a 2
Graphics 110
) ever heard of transparent ducks?
Smmd 2110
at could legally be
Called mus
Animation 110
Mak tain Pugwash look like Aladdin
Scrolling 010
nake a cup of tea

| heard ver

There's pl

(nrltml MO
ure d 0
Difficulty 2M0
it's hard to C

New Zealand Story proves the potential potency of
power-ups and pick-ups with its hovering platforms.

And don't forget the hovening things you nick off
the teddy bears in New Zealand Story - the game
changes from an ordinary bounce around the place
platformer to a float-around-and-killthings-before-they-
killyou romp. Problems only start to come in when
the pick-ups are just in there because the
programmer thought the game ought to have them.

Getting around
If a game has only one screen per level, you'd
assume that it would be easier to program and
therefore a lot more processor time would be spent
on the game play - just look at Bubble Bobbie and
Rodland to see how it should be done. But scrollers
have got it tough; not only have they got to cope
with moving sprites, but every time the player's
sprite moves, even if it's just a pixel to
the left, the Amstrad has to
calculate what it should
be showing on screen, It
may be tough to do but
that's really no excuse
for sioppy work.

Thankfully there's a
fantastic example of the
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scrofling game to fall back on in Prehistoric 2. The
scrolling is smoather than the cream in a Twinkie.
Why can’t we have more games like this? The world
wouild be a much better place for it

A happy medium between the two is the flick-
screen platformer. Well usually It is. There is one
game unversally renowned for its appallingly slow
screen updates ~ yep, I'm talking about the loathed
Count Duckula yet again, Luckily the Addams Famiy
game makes up for that disaster with the most
stonkingly fun flip-screen action ever, Each screen has
its own particular puzzle to solve but they all ink up
really well - a stonker of a game if | ever played one.

But how does all this affect your game? Wel, i a
game is flick screen, it should be more than just a
different way of scrolling - in Jet Set Willy, for
example, each room had a name, whereas Manic
Miner used each flick screen as a separate level,
Maost programmers choose between flick screen or
continuously scrolling games as a point of style, one
which can have dramatic effects on the gameplay.
Some programmers, unfortunately, don't,

Dramatic licence?

Count Duckula is the perfect example of the recipe
for disaster when it comes to licensed games.
Because software houses assume that the games
are gong to sell because of the name and because
they've spent all thewr money secunng the licence in
the first place, licences tend to be appallingly written.
Of course there's always an exception to the rule and
this time it's called Batman the Mowvie. It was hyped
beyond all befief and we all expected it to be just
another duff licence. We were wrong - it's one of the
greatest we have ever seen.

Another example of excellent licence action is
Hudson Hawk. Great care was taken to make sure
you play only the most enjoyable parts of the film,
throwing any plot pomts that get in the way clean out
of the window.

Probably the worst licence. ..
think we can guess the rest,

Count Duchula 2... |

When | sald get a Batman The Movie picture, Andy,
| did mean the 90s version, not the 60s one.

Plots
Apart from licences, where programmers have to try
to keep to the style and plot of the onginal, whether it
be a movie, a book or a TV program, platformers
generally tend to have the most ndiculous plots. You
might think that the plot isn't important, it's the
gameplay that counts. Fair enough, but think about
Bubble Bobble which is undoubtedly a great game;
the plot, however, is so sickeningly cute, that you're
likely to bring your lunch back up. | reckon that all that
nonsense about yukky kids being turned into cute
dragons is likely to be a real turn-off for loads of
people. Rodland is similarty afflicted.

The guys who did Switchblade, on the other
hand, are masters of the scenario scene. The fact
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Switchblade also has a great little plot.

that you're searching for seven sections of a sword
gives the game a sense of purpose and progression,

Collision detection

I'm sorry but it's time to mention the horror of
horrors Count Duckula 2 again. | tried desperately to
find another example of how poor collision detection
can ruin a game but couldn't (try DJ Pulf - Dave). |
know ducks are supposed to be able to fly but this
is nidiculous - CO finds it particularly easy, no
flapping or anything, to balance with one toenail on
the edge of a platform.

Rick Dangerous {both versions), on the other
hand, has amazing collision detection, almost pixel-
perfect in fact. This means that you have solve some
of the puzzles with pin-point accuracy; getting the bat
to fly away by prodding it with a stick in the first
section of the original game is a great example. If he
stands too far away he waves his arms about
pathetically. One step too near and he's dead.

i ."' 2 ', + - ‘ 4
Predsion Is the name of the game, here (actually
Rick Dangerous 2 is the name of this game - Dave).

Puzzles

Working out puzzies is a major part of playing a lot of
the platform games. Timing puzzles are the most
popular while there are a lot that consist of picking up
an object from somewhere and using it or dropping it
elsewhere. The Codies tried and succeeded to sell
Ioads of this sort of game in the guise of that damed
egg, Dizzy. They seemed okay at first, but soon the
writers became strapped for ideas for puzzles, so the
problems became gradually more surreal; in the early
games you would put out a fire by pouring water over
it - logical enough - whereas in later games you'd
more fikely need to find an elephant and an ear
trumpet to do the same job (you can try and figure
out how, we could never be bothered),

Okay, no jokes about bad eggs. The puzzles in Dizzy
games can scramble your brains (you're fired — Ed).

Q L i;'l; [

Besides Count Duckula 2, the prizes for
the most worst-looking platformers ever go
to Quartet (take a bow Hit Squad) and
Romantic Robot's Never Mind The Nasties,
both of which should carry government
health warnings. They were deemed so
appalling that we elected not to print any
grabs owing to possible medical
repercussion (actually, to tell the truth,
we've burnt our coples of both).

When a game's that strange how the hell are you
supposed to work out what you're supposed to be
doing? It becomes more of a case of trying out
everything in your inventory every time you come up
against a new problem and hoping that you stumble on
something that works; not what 'd call an awful lot of
fun, Take a quick peek at Nebulus and you'l see how it
should be done; a perfect difficulty curve mingled with
some fantastically complex puzzies — fantastic stuff,

Count Duckula Ha, scared you didn't I? Bet you
thought | was going to say something nice didn't you?
Well 'm going to slag it off yet again ‘cos I've just
been reminded of the pathetic gun that the duck
uses to scare off its enemies (unfortunately, we had
to play the game again for research purposes). What
you need is a weapon like the one in Rodland -
thwacking those chutes fluffy things from side-to-side
is 50 salisfying. It's a great game to play on a
Manday moming when you've just been fighting your
way through the traffic trying to get to work on time
The trick is to be creative — why does it have to be a
gun that you use to do the nasties in with?

There is another category of game that deserves
a mention - the ‘meathead with a mission’. You see,
there's been a huge tendency with licences to take a
meathead, put him in a platforming world and name
the game after the film he came from. Weaponry
goes out of the window, hitting people comes back
in, and it's nearly always rubbish. Sorry.

Control
One thing you definitely don’t want in a platform game
is a bad control system. if you can't convey to your
character what you want him to do then you're likely
do be dead within two screens of the start. Top of the
charts in the totally uncontroliable stakes is any Dizzy
platformer. You spend most of your time getting him
to the right pace on the screen by jumping back and
forth all over the place, rather than dealing with the
crux of the gameplay, solving the puzzies. Wy can't
Dizzy be more like Rick? Now that's what | call a real
man - he can climb up ladders even if he isn't quite
standing dead in the centre of the first rung, when he
leaps you can tell where he's going to land and he can
jump as high or low as you want him to.

At the end of the day, control systems work best
if they're easy 1o use (Jet Pac), not too fussy (Blues
Brothers} and re-definable.

Sonics

| will admit that you can't do much with the sound chip
bult i to your CPC, but that's no excuse for not
making an effort to do the best with what you've got.

Cauldron ~ great game, shame about the music, if
music s quite the right word to use In this case,
There are some games around that people will Inad
just to have the intro music running as background
noise. The number of times I've caught Dave jving to
the Blues Brothers theme is quite sad, really. But
you'll never catch anyone grooving to the intro sounds
from Cauldron, It's a pity to pick faults in Cauldron
because it's such a playable romp but you do have to
play in silence or else your ears might give up and run
away to lve with Placido Domingo.

Once again, Pretistorik 2 picks up more awards
for having amazing DMA sound on the Plus - you'd
have to hear it to believe it.

Restarts

There's nothing worse than being made to feel a
failure. Actually there s, and it's being made to play
all the way through a huge level then getting killed
{ust before the finishing point and sent all the way
back to the beginning again, Like you do in Robocop.
As if you aren't working hard enough already they go
and plonk you right at the start when you die, just so
you have to go through that hell all over again.

Difficutty

If you want to see one of the classic platformers of
all time then just load up this month's covertape,
When Exolon was released it had a reputation for
being pretty tough. A lot of games lose out on sales
by alienating the audience of games players that
really aren't that good at wideo games. Exolon had its
difficulty level set just at the right point - it's tough
enough to keep the hardened platformer from
finishing the game in a day, but not so hard that it
scared the games wusses away.

That's where Darkman falls down in a big way.,
The difficulty curve 1s so steep that most players just
gpt stuck at the bottom. It really is a pity as Darkman
did have a number of good points, but they were
overpowered by the sheer hell that was getting
through the second level,

Riding off into the sunset
And the moral of this tale is that not all bad
platformers are all bad, not all good platformers are
all good, but when it comes to ugly, you'd be hard
pressed to find anything as downright

unappealing as Count Duckula 2. @

No game in the survey got an acrass the board
thumbs up. Will Fluff ba able to change all that?




When we announced earlier that we were to
pull out of the B-bit market, the surge of interest
in the MULTIFACE was such, that we had to

® " _
Nl 0. THE FINAL CLEARANCE!
When the MULTIFACE was launched in 1986,

it was an outright winner. No one has ever - AC TI ON ! ‘

come up with such a powerful, uselul add-on. At ’

Labeled the ESSENTIAL CPC COMPANION, this make many more. And not just the MULTIFACE -
MULTipurpose interFACE proved to be an we also have the one and only disassembler,

absolute Godsend for the Amstrad CPC users. || ! th the MUTF m
Remember the first disk drive on the CPC 4647 (O SPYBIGNE BB AR BNB Y AITOMATIC

Suddenly the loading took seconds rather than * - X P you that lets you see and alter what happens any
minutes from tapes. Except that there was not time anywhere inside a RUNNING CPC program.
much to load - very little had originally been It comes on a disk and loads inside a MULTIFACE.
released on disks and there was no facility to Press the magic button and the INSIDER will di-
transfer programs from tapes to disks. mble, find fcode, dump the CPC RAM

3 . ac to printer, etc. Get it at HALF-PRICE for £7.95!
) better, the Multliace .'|Irm-.q you TuuPOKE m

This is one area where the MULTIFACE saved lNFlNlTE LIVES
everything - literally. The black magic box could | : As this goes to press, we still have enough

stop anything any time and SAVE it to disk or 2 : = buill-in TOOLKIT stock of both the MULTIFACE and INSIDER.
tape. When the 6128 came with a bullt-in drive, al lats alter/dume the CPC RAM This, however, Is our final clearance and once

it was left again to the MULTIFACE to do all the these are sold, we will NOT make any more.
transferring - and to perform other miracles... The MULTIFACE is terrific value, in fact more

So, in case you just came from Mars, what for the customer than for the manufacturer...
does a MULTIFACE do? First, it sits at the back We will only accept orders when we can supply

M and 8K ROM

h the aid

of your CPC, its magic button always ready. Tr l_l “k'?__‘ mlll Sl;'l'ﬂjl'.‘l"l S :‘ afs i ‘T“Sr:::j’;:'::;::‘éﬁl the goods and we give a full guaraniee. Plus
Press it, and the MULTIFACE takes controll i & we still offer up to £10 OFF mail orders!
You MUST NOT roducts to regrodu Infringe In ﬂmm ht material without the ission of the are already discounied and
:o;:llnht GWNBM #rn%"rmlhw m:-um-numun:gs unuu.l' ou:"r s for th 4 lny *'-'W!Wo' o) ight malarial - Icﬂ:nw is ILLEGAL! anpgp 1o Mail Chuun?e 2821094 only.

| order a MULTIFACE 2 for CPC 464/6128 [ se785 £39.95 or for CPC + [] 2495 £39.95 PLUS P&P: UK and Europe £2 Ove: £,
RODOS [ ese9s £14.95 BLANK DISKS [leses £2.95 INSIDER [Jetss£7.85 =
| enclose a cheque/PO/cash for £ ordebitmyAccess/VisaNo. [ [ [ [ [ T T T T T T T T T T T ] cadExpeceunne
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* AMSTRAD AUTHORISED *

Quality Assured!
Fixed price repairs on many machines Amstrad 464 £99.00
Over 2500 square foot engineering complex | amstrad 61928 £33.00 (extra £95 If disk drive
Top quality 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 o .
Please supply evening and daytime telephone numbers O e e s et o e e 1)

Tel: 0582 491949 (4 lines)

WTS Electronics Ltd, Chaul End Lane, Luton, Beds LU4 8EZ
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Seymour goes

to Hollywood

Another request for tips that we simply cannot
ignore s for that brilliant find-'em-up featuring that
infamous tub of lard, Seymour Goes To Hollywood.
Perhaps now all the baying thousands can stop
bleating (or indeed baying) and get down to
finishing this masterpiece, Once again, David
Hayes of Neilston in Glasgow comes up with the
goods, Congrats, David, it's not often you get your
name in Cheat Mode twice with the same solution.

1 Get the movie specs from the limo, then go right.
Once past the security guard you drop them again.

: 2 & 2
From under 20 feet of snow, a muffled curse reveals that Lee
Rouane’s postie does battle yet again with the alpine conditions
to bring you your monthly fix of cheating delights.

TNT Compilation

MALL
HAIC
ARKH
EAFF

1+':Speedlock-Disc:Decryption:Systen
w0 DOLPHIN: Systen wex

4" by ANDY:PRICE

LAOT §:'+Ocean-disk:loaders: (8k: sectors)
GAGT 6+ "+Try-again:Ocean!
AROH 7.

HAEA 18:DATA-21,0E,80,11,09,A

WAEG 20.DATA-02,ED,BO,C3,00,BE, 1E,B6, 3C4
WAFF  30-DATA-18,08,F3,1E,65,01,7E,F4, 30F
WAMI 40-DATA-ED,59,06,F5,ED, 78, LF, 38, IFD
WAWI 50-DATA:FB,ED,78,1F,30,FB, 10,20, 3E7
WAEW 60 .DATA-F1,F3,C9,8E,C8,21,00,A3 4E7
HABF 70.DATA.16,00,C3,8E, h2,4F,DD, 21, 356
HAFG 8@.DATA-A@,A3,0D,7E,00,89,20,04, 389
HALG 90.DATA-DD,23,0D,23,00,23,00,23, 400
HAFI Lo@.DATA-18,F0,DD,56,01,00,5E, 02,379
HAHG 110.DATA-DD,46,03,3E,19,93,88, 36, 300
HAKH 120:DATA-B7,78,80,30,4F,C3, 4, A2, 367
WAOL 138.DATA-BE,18,C5,FS,E8,D5,C0, 74,408
WAKI 140.DATA-#2,D4,E1,FL,CL,5F,78,93,570
HABG 150-DATA-47,7C,83,67,1E,01,14,18,1F8

2,01,00, 16C
E
i
]

0
i
]

2 Go right until you reach the first
studio then left twice. Get the
dictionary and give it to Pippa
[the receptionist),

3 Keep going right until you reach
the first tree hut. Enter and get the
jacket. Go to the top right hut, enter
and get the spanner. Make your way
back to the first studio and leave the
jacket outside.

@ Go to the lift and drop the spanner, Go to the
first floor (press K) and get the pom-pom. Go up
anaother floor and work around to the deflated
balloon. Pick it up and return to the lift.

5 Go to the top floor then go right. Get the studio
key. Go back to the first
studio (M to make the lift go
down]. Drop the key at the
door. Leave the balloon and
get the jacket.

N
b
:
A

G Enter the Grease set, give
the jacket to tha biker and get
the pump. Go right, enter the
Malt Shop and give the pom-
pom to Sindy, Take the key
and the parrot food.

7 Leave the set, got the
balloon, go right into the

i =1 second hut and drop the
balloon and pump. Go to the
top-right hut, drop the parrot
snack beside the door. When
the parrot leaves collect it. Exit

L1
Seymour was last spotted as an extra in an
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instant mashed potato ad.

Ll the hut, go to the top-laft
platform and repeat. Go left

160 DATA-DA, 3E,4C, 32, TE, A3, 3E, 06, 2FB
170:DATA-32,83,43,79,10,93, 32, IC, &CF
180:DATA-A3,78,32,07,43,1E,CL, 4D, 324
190 DATA-C3,8F, A2,59,7A,32,77, 43,413
200-DATA: 32,800,483, 22,80, 42,78, 32, 363
210:DATA-82,43,79,32,84,A3, 11,74, 382
220:DATA+A3,CD, D7, A2, 34,97, A3,87,514
230+DATA-20,F4,11,74,43,C0,C1, A2, 46C
240:DATA- 11,7H,A3,C0, 07,82, 11,70, 402
250 /DATA+A3,21,91,AC, 18, 1E,CD, D2, 306
260 DATA A2, 11,78,A3,CD,D7, A2, 21,435
270:DATA97,43,CB, 6E,20,F3,C9,01,458
280 DATA 5F,A3,18,08,01,47,43,21,231
290.DATA 97,43, 18,03,01,10,43,ED, 2F6
300 DATA-43,09,/3,1A,47,C5,13,1h, 242
318-DATA-01,7E,FB,FS,ED, 78,87, 30,488
320DATA-FB,FA,EF, A2, F1,6C,ED, 79, 5E9
338.DATA-06,08,10,FE,C1,10,E6,81,204
340.DATA-TE,¥B, 11,08,00,C3,47,AC, 340
350-DAT4-0C,ED, 78,00, 18,ED, 78, F2, IF0
360:DATA- 10,43, 7h,B3,C2,08,A3, 11,361
370+DATA 00, 00,0C, ED,78,77,0D,23,218
380:DATA: LB, 7h,B3,CA, 3A,A3,ED, 78,454
390 DATA-F2,29,A3,E6,20,C2, 1D, A3, 446
460-DATA+C3,44,A3,0C,ED, 78,00, ED, 415
410/DATA«78,F2, 3A, A3, K6, 20,2, 36,445
420.DATA+A3,21,97,A3,ED, 78, FE,CO, 521

and repeat until the parrot enters the
hut. Get the key and the dagger.

B Go to the first studio, drop the
dagger, get the key. Go left five
times and open the door, Go to
the Grease set, then left, right and
open the door.

9 Go to second tree hut, get the balloon
and the pump and drop on the platform, Ferry
all four items across from the island.

10 Get the key, go up and left to the hut and get
the key. Go to the Grease set. Go left, open the
door and work through the set, collecting the key.
Go left, open the door. Left twice again, open the
door and return to the Grease set.

11 Get the gloves and go into the Sherfock Bones
set. Make sure the gloves are last on the inventory,
go right, get one coin and the cards, then the
arrest warrant from Rick Bracy. Go to the Western
set, enter saloon, talk to Billy the Kid, then give the
evidence to Rick Bracy,

12 Go to the Western set, climb the stairs in the
saloon, go left and enter the green door. Talk

to Sal and give the letter to Rick. Get the lollipop
and coin from the Sherlock Bones set, go to

the limo, then left and into Greasy Lil's. Give

her the coin, then

take a buttie and

the key and go to

the Grease set. 1

dropping the A Y
lollipop off at oy
the limo. ™

13 Pop along to
the Western set, and




430:DATA-38,FA,BC,ED, 78,77,00,23, M4

440 DATA+ 3E,05,3D, 20, FD,ED, 78, E6, IE8
450-DATA- 10, 20,E9,C9,ED, 78, F2,5F 498
A60-DATA-#3,C9,D9,01,7E,FA, ED 49,474
AT0:DATA-B1,8D, 7F KD, 49, 4F 08,09, 203

480 DATAE9,03,0F ,00,00,01,08,02, 186
430:DATR-44,00,09,4C,00,00,00,C8, 167

500 -DATA-02,C8,24,FF,00,07,6C,0F, 215
510-DATA-00,03,04,06,01,02,0E,00, BIE

520 DATA-00, 16, 15,99,468,00,00,00, 10C
530-DATA-0O,C7,02,00,00,08,00,08,BC9
540DATA-00,00,00,00,00,00,00,00, 000
6§50+ m=+8:a=88000: 1= 10:WHILE - 1{ 550:GOSY
B+ 560 :MEND:GOTO - 60

560+ cs=B:FOR-x=1:T0n:READ - vi 1 v=VAL("§"+
vi) 1POKE a,v

§10 cszestviaza+lNEXT:READ  c¥ :c=VAL("8*
ted)

S80:IF c{des  THEN - PRINT*Data:error-in:li
ne™, 11END

drop the buttie at the locked door to the left and
then open the door to the right.

14 Get the ball from the tree hut and go to the
Frankenstein set. Give Towser the ball,

15 Go to Lil's, collect the foot and then the hand
from the limo, Go to the Frankenstein set and got
the other foot. Work through to below the table and
drop everything.

16 Get key and open the last door (where the
buttie is). Go to the Rick Bracy set, take the body
and gloves and get a coin from the Sherlock Bones
set. Go to the Frankenstein set. Leave the

gloves and coin on the first screen. Put

the body on the table,

17 Repeat for the hand (third Noor
lift), head (first floor lift), arms (from
the island and the Western), and legs
[second hut and the Western set).

18 Get coin and gloves. Put the coin into

the machine, then, wearing the gloves flick

the bottom and top switches, Flick the top again,
then the bottom. Go right, get the brain and drop it
outside the Grease set. Get the dagger, mallet and
buttie, then enter the King Kong set.

19 Make your way to the top, give King Kong the
buttie and use the dagger to cut the girl free. Drop
the mallet, get the medal and collect the brain.
Then get the clockwork heart from the Flash set.

20 Go to the Wizard of Oz set and give all three to
Dorothy. Take the towel,

21 Get the lift to the third floor and collect the
potion. Go to the Flash set.

22 Place the towel in the teleporter, operate the
computer, then repeat to teleport yourself.

590« [=1410:RETURN

BOO -MODE:1:INK <0, 13: INK- 1,0 :BORDER - 15
610 PRINT"Insert gane disc, then";

620 -PRINT" -press-any-key. ." :CALL -4BB18
530’

648+ «Cheatsgoes here

First to be hacked into oblivion is that t
robot farce, Xybots, Infinite cr

and this program should be merge
main POKE or typed directly after it

23 Go right and get the lift. Go left, past Ming and
get the detonator. Make sure that you are still
carrying the potion. Pass Ming, drop the potion
then teleport back.

24 Got the flowers from the island and the
explosives from the Rick Bracy set.

25 Give the flowers to Pippa, take the key and get
the [ift to the top floor.

26 Go left and open the door. Drop the explosives
in front of the safe, drop the detonator on the
settee. Enter room and collect the script.

Once finished you have to find ail the
Oscars. Good old David comes up with
the goods agaln with all these Oscar-
winning locations:

’
1 In the props -
department,
hidden underneath
a barrel.

e

GAMES TIPS 47

GAMG 650 * +Xyhots INT-disk

EANL 660" by ANDY PRICE

KADG 670 ‘Merge-with-Dolphin:Systen
RAFO  G@O."

GAFI E650DATA-cd,0d,22,cd,26,22
FAFO 780 -DATA: 3¢ ,03,21,00,c0,cd
GAPB  710:DATA+30,a2,cd,09,a2, 3¢
FAKI 728-DATA+07,21,40,00,¢d, 30
FAKL 730:DATA-a2, 3e,c3,32,40,00
FAGO 740<DATA-21,aa,be,22,41,00
FAOT 750-DATA-21,40,00,¢3,65,a3
FAEP 760 :DATA-£3,cd, 6¢c,00,31,40
FAFT 778 .DATA.0@,21,db,01,16,00
GANF  780.DATA Be,cB, od, ed,08, 3¢
FAOJ 790-DATA.01,21,84,03,cd,B86
FAAF B00-DATA-00,af,32,11,72,03
CANO  810-DATR-59,00

FAWJ 820:FOR«x=ABEST0-4BECY
FACK 830-READ AL(&"+ad)
GAOK 840 POKE yta tNEXT
FAPG B50-IF.y()a1A19 THEN 870
EAL) 860-MODE: L:CALL - 45000

HAGI 870 PRINT"Error insCheat”

Mulitiface POKE
TeIF. 08  Infini

fits are
main POKE or type it dir wards.,

GAOE 650+ +Toohin INTdisk
EANL 660" <by-ANDY PRICE

8 First screen in the Sherlock
Bones set halfway up a tree.

9 In Sal's Saloon - jump on to the
piano, then across to the last
chandelier, then try to pick it up.
10 Under the packing case in the
corridor of Sal's Saloon.

T Under the bedknob in Sal's bedroom,

12 in the first room in the Frankenstein set, hidden
under a railing.

13 In the Secret Lab, Frankenstein set.

14 In the Flash set - on transporting, jump up and
right to Ming's armoury.

15 In the space base under the first alr vent.

46 Jump across the third chandelier in Sal's
saloon, hold down enter and it usually appears - if
not keep trying.

P pP

2 At the lift underneath the
Yukka plant
3 In the hut where you found
the ball, underneath the
window pane.
4 To the right of this hut, on
the platform, under the leaves.
5 Top-right treehut,
underneath a barrel.
6 In the Wizard of Oz set - go
to the top of the castle, fall
Instead of jumping up to the
flying monkey and land on the
platform. It's under the leaves,

S hiiil

T

E
-
-

| LN O

L]

O T

7 On the Rick Bracy setina LTI
lock-up under a packing case,

Strangely, something seems to be screaming out, “SPECCY PORT!™
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- ) GAMES TIPS

670" ‘Merge-with-Dolphin:Systen
6og-
690-DATA o, 0d a2, cd 26,22
06 -DATA-3e,06,21,00,c0,cd
718:DATA-30,a2,cd,09,a2, 3¢
720.DATA+08,21,40,00,cd, 30
730/ DATA+a2,3e,c3, 32,40, 00
740-DATA-21,aa,be, 22,41,00
750 -DATA+21,40,00,c3,65,23
760 -DATA-£3,cd,Bc,00,31,48
770-DATA-00,21,db,01, 16,00
780 -DATA-Be, ¢B, od, 04,00, e
790:DATA-04,21,84,03,cd, B6
800 DATA-DO, 3e,a7,32,¢5,9¢
810-DATA-c3,59,008

B20FOR - x=ABESD  T0-ABECA
830 READ-ad:azVAL{"&"+at)
B840 POKE x, a 1y=y#a tNEXT
850 IF -y( )& 1B46 THEN- 870
860 MODE- 1:CALL- 48008

870 PRINT*Error+in-Cheat” :CLEAR

Multiface POKE
ACES, A7  Infinite Credits

Shane McGuiness
from Droghedta in
Ireland certainly
seems if he has
had his ‘Guinness’
(I bet that's not the
first time he's
heard that one - Dave) with this excellent cheal
for that hack-and-slash feast, HeroQuest. He
suggests that to get as many gold coins as you
want, follow these steps carefully:

1 After choosing your character(s), load the
quest entitled The Stone Hunter. When you start

this mission, exit the dungeon immediately for a
free 100 gold coins - can't be bad.

2 Allow the computer to load the Options Menu,
and do it all again.

Bouncing back with an excellent POKE s the
unstoppable Andy Price, this time taking all you
death-defying Skoda fans to another dimension
with Extra Time cheat

HALK L+'Hard Drivin’ TNT.disk
EADF 2+’ by ANDY PRICE

AR 3+°

GROH  10.OPENOUT"x" :NEMNORY + &2FF
EAAK  20+CLOSEOUT:MODE- 1

FALK  38:LOAD"nenload" 4300
FAHF  40.FOR+n=ABESA . T0-ABESC
FAMG 50-READ-a¥:a=UAL("A&"+a$)
EAJE  68/POKEn,a :NEXT

CAIN 70-CALL-ABESO

CANH 80 CALL-&300

DAOD 90-POKE-A18B3,8

CALK 100 CALL &S24

FACD 118:DATA:3e,e8,32,13,04
FAED 120.DATA-21,91,be,Td,32
FAIC 130.DATA:a2,04,7c,32,a3
FAGD 140:DATA-04,¢9,01,06,7F
FAHJ  150.DATA-ed 49 ,af 32,62
EALK 160:DATA-48,c3,80, ff

Multiface POKE
4BC2,00  Extra time

AA7S5 Caoverta

Having watched my dog get bombarded by the
postman with requests for a cheat for the AA7S
covertape (he waits under the letter box, you see

- the dog, that is) here’s one we made earlier, or
rather S (Saddam? Spaghetti?) Newson from Hemel
Hempstead did. Delete all cheats you don't want

TAPE  10+REN:-=---=-+RA7S +COVERTARE s ~=~---~-
JAEE 20 REM- -+ INPOSSABALL - AND -* CISCO-HEAT - -
HAHP 30 :REM:-------= TAPE+ AND -DI§C+====----
TAKH 40 REM:~~-=--~BY:STEVE -NENSON: ====---
EAHP 50 REM . 'CISC0 HEAT ¥

GALC
GAOK
GAKL
FACD
GREH
CAIF
GAFE
TANJ
GAAT
DaDA
DAIC
ERRB
CALE
Fadl

60+ REMLEAVE  THESE +LINES
70-DATA-21,8F,BE,22,01,87,21,B7
80 DATA-BE, 22, EE,87,C3,D7, 80, AF
90 REN - INFINITE+ TINE

100.DATA- 32,68, 38, 32,80,39,32, 85
110 -DATA- 39

128 REN - ALMAYS 1t PLACE
130READ a4 : IF - a§="END" - THEN-GOTO . 180
140:DATA-21,3E,01,22,A1, 24, 24,32
150:DATA A3, 24

168 +REN- LEAVE

170+DATA-C3, 40,060,080

160:DATAX

150 REM - INPOSSABALL + »

Are you
befuddied
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 32,

Fiendish Freddy

Ross Watson from Redcar in Cleveland
suggests that on the tape version of Fiendish
Freddy (hang on, I'm getting a sense of
presque vu*), at the end of each judging
session nate down the number on the tape
counter then play the next event. Get judged
on that, and then rewind to whatever number
you wrote down. You will now be judged on
your original event and you can keep on
doing this time and time again until you get
the required $10,000.

for
u off clowns
they're woefully
tready.

ut yo
s enough to P
tife - if the fact hes that a
unfunny hasn't done

FAPK
EAGD
FANF
EAIN
JACL
GAMI
ER0O
FAKN
EMI
DAGD
I
TRIF
TAMN
CACK
DAPN
EALG
DAKA

200+ REM- INFINITE | LIVES

210/DATAAF, 32,62, A0

220 REM INFINITE + TINE

230-DATA-3E,C9, 32,20, 92

240 REWNEXT LEVEL NHEN- TINE: RUNS 00T
250-DATA-21,0h,4E,11,91,00,22, 58

260 -DATA+AO,ED,53,5D, AB

270 REMLEAVE - THTSLINE

280-DATA-C3, 40,00, END

290 add=4BESE

300 READ - : IF -a$="END"  THEN:GOTO - 340
310+ IF+A§="X" THEN  ADD=RBES7:G0T0 300
320 POKE add, VAL("4" +a#) :add=add +1
338.G0T0 - 300

340 NEMORY - RTFFF

150 LOAD"NENU" , 46600

360 CALL &BEGD

Multiface POKEs
920209
#0862, AF
1968, AF
3988, AF
1995, AF

Infinite time
Infinite Lives

Impossaball

Cisco Heat | o
Infinite 1 ime

j (do all three POKES)

Graham Gooch's
Test Cricket

More game-winning tips now from our
man in March, Andrew Cranwell
Graham ‘dead cat on lip" Gooch's
Test Cricket is this month's target
= apparently this is Andy's Dad’s
favourite game

1 At the start of the game it
asks you to Edit the team if

*Read Catch 22 If you want to know what he's on about - Dave.



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
to write to is: Cheat Mode, Amstrad Action,
Future Publishing, 30 Monmouth Street, Bath,
Avon BAL 2BW.

you want to. For this cheat you
do, so click on Yes.

2 Select the way you want
your teams to be set up

and then Edit them, Change

all the figures in the

columns to 00 and then all the
Slow people to Fast.

3 Save the teams.
4 Now play a good 40 overs without your
opponents’ scoring.

y sks me to mention Andrew
Pilbeam, Martin Wright and Steven Hunt as his

5 In cheating. Consider it done Andy.

GAMES TIPS 49

Age-old frolics now with a corking tip (Multiface
awners only) for that supremo platformer,
Trantor. Alexander Franklin from Warnbro
(sounds like a hip’ street saying) in Western
Australia suggests that to finish the game you
should first disable all the computers and then
activate the Beam Control computer. Now,
freeze the game with the Multiface, and, using
the Window option, point to address 23D8 Hex.
Here you will find a threeletter code. Return to
the game and type it in. Now step on to the
transporter at the right of the terminal and pull
down on the joystick/'Down’ key. Congrats,
the end is in sight. Al

Gazza's Super Soccer

Ross Watson from Redcar in -~

Cleveland suggests that on the tape \‘__ /A\ —
version of Gazza's Super Soccer, if you ‘-' !

hold down the keys CTRL/SHIFT/ESC the ref

will blow for full time (this is best used if you're

winning at the time, by the way).

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.

S5 Press '*' to select the code.

6 Press 'H for HEXADECIMAL input.

7 Press 'SPACE' for input.

8 Type in the ADDRESS (ie, 3A7C)

9 Type in the POKE (ie, A7)

10 Press ‘RETURN'

11 If there's more than one poke go to 7.

T 12 Press ‘ESC’ back to the menu.

13 Press ‘R’ to return to the game.

After darts and snooker, aricket must be the most popuiar sport ameng fat, middie-aged men.

The Mallic multipoke mania zone

Ya Gods! After last month's plea for more POKEs we suddenly got inundated
with more than you could shake a stick at. Ken Wood (good on yor Ken) of Blyth
and CB Thomas (now. now, first names please) provide a plethora of poking

delights. Eee, | don't know - you get the same names writing in for years and
then two new 'uns turm up at once, Just fike the AA Editors really (hah! - Dave).
As usual, the Initials indicate which POKEster to shower with praise,

Game Format Poke, Address Effect Game Format Poke, Address Effect
Midnight Resistance (CB) Tape/disk 470F,00] i 49EB,00 Infinite boulders
. 4710,00] KSSH Ryw whan W . 487A,00 infinite arrows

" 4711,00] (enter all three POKES) - 4BF6,00 infinite spikes

r 0E28,xx xx=No of lives [1-FF) Deliverance 2nd load 1137,00 Infinite lives

W 19BA,xx xx=No of keys (1-FF) f 493E,00 Infinite boulders

s 480C xx xx=Type of gun . 4AD1,00 Infinite arrows
(1=FLAME, 2=3-WAY, 3=FULL AUTO, 4=SHOTGUN) o 6469,00 Infinite spikes

|Yes we're still talking MR here) 4F18.xx] xx=Gun Ammo (1-FF) Deliverance 3rd load 1134,00 Infinite lives
AF1C xx} {enter both POKEs) ¥ 4005,00 Infinite boulders

48ED xx xx=No of backpack " 59A9,00 Infinite spikes

{1=NITRO, 2=HOMING, 3=SHOWER) Rambo 3 (KW) Tape 1BAB,00 Infinite continues

' 4F2C.xx xx=No Of backpack » 7001,00 Infinite arrows and bullets

Ammo (1-FF) Prehistorik 2 (KW) Disk 0E11,00 Infinite fives

Deliverance 1st load (KW) Tape 1131,00 Infinito lives 2 4707,00 Infinito anargy
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Debby Howard has surfaced from her lair in the murky depths that are the dark dungeons

below the AA office to bring you the latest news and reviews from the world of adventures...

of Adventure

If you are stuck on one of the games listed
below, these kind souls are willing to help you.
Please remember to enclose an SAE with your
enquiry and DON'T ask for a full solution, as

y you might be disappointed. If you want to
become a Lord or Lady please write in with a
full list of the ad: es you've

® Heroes Of Karn - Ewan “Chill” Riley, 67\1
Ferry Road, Leith, Edinburgh.

@ Five On A Treasure Island, Werewolf
Simulator - Samantha Blair, 21 Obelisk Rise,
Kingsthorpe, Northampton, NN2 8QT.

® Famous Five On A Treasure Island - Tommy
MacDonald, 7 County Cottages, Piperhill,
Nairn (where's that? - Dave).

The Prophecy

] Written by Alex Gough
' Price: Disk £4, Tape £2
Available from: The
Adventure Workshop, 36
Grasmere Road, Royton, Oldham,
Lancashire, OL2 6SR. Cheques/Postal
Orders payable to: PM Reynolds.

...And the prophet Colias came from the
wilderness and spoke to the people, saying
these words:

“When the star with the tail is returned and
that which was lost is found, a King shall arise
in the West who will unite the land and challenge
the power of the eternal one, so that which has
lived too long will die. And he will be strong and
wise and brave and perform great deeds so this
may come to pass.”

And the prophet returned to the wilderness
(as prophets do) saying, “That which must be
done will be written.”

Many scholars dismiss this passage in the
Life of Colias as a brief lapse of sanity for a
man whose works and teaching have been
revered throughout the known world, and
probably beyond if any interested aliens were
eavesdropping. Yet when the Sorcerer seized
power in the Eastern Kingdom over 400 years
ago, and seemed to maintain his youth despite
the passing of time, people began wonder if
Colias knew a thing or two.

And now, with the latest and probably last
rebellion in the Eastern Kingdom ruthlessly
crushed the Emperor is turning his gaze with
avarice to the hopelessly divided Western
Lands... well, perhaps that Colias hadn't just
been too long in the bath when he spouted
that prophecy. But the real clincher

was that the cornet of Sayla was riding high in
the night sky. The Westerners looked to the
East, read the prophecy and prayed for a King.

But to you, living in the far west of the
country, the problems of the East seem small
compared to the day-to day troubles of
running your farm. Besides, what could you, a
poor farmer, do to save the western lands?
You'd be surprised.

Although this adventure was written with the
help of GAC it is a text-only adventure which
uses colour cleverly to alter between day and
night as you play the game. The only trouble
with this is that the daylight colours are both
light colours (light blue background and yellow
writing). This could cause a few problems for
green-screen players.

The market place seems the ideal place for
dropping all your objects as you explore the
area, and you'll meet many colourful
characters moving around along your way who
add to the atmosphere.

| seemed to spend most of my time trying to
kill the various baddies that cropped up amidst
the gameplay, which meant that instead of
getting on with the business of trying to solve
particular sub-tasks most of my time was spent
typing KILL PATROL or other such mundane
commands. This, I'm afraid, turned me off the
adventure a little bit, although I'm sure that some
of you enjoy that sort of game play.

You can get killed, so | would recommend
that you save on a regular basis. If
you're looking for something just
that little bit different then this will
be right up your street.

i you're looking for new and re
adventures, then drop the following people
a line |enclosing a SSAE or course] for
their latest stock list

® Amstrad Adventure Solution Service, 10
Overton Road, Abbey Wood, London, SE2 95D
@ Adventure Workshop, 36 Grasmere Road,
Royton, Oldham, Lancashire, OL2 65R.

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

H EFFECT ADDRESS POKE
Indestructibility 787C 00
7861 00
6E63 c3
| Cloaking device 4902 21
4906 F6
Fa08 00
ECM system jammer 8932 18
48CD 00
48C3 00
| Instant hyperspace 4CF6 18
S07F 00
No hyperspace range limit 4C08 00
4c12 00
" Infinite credits FE78 03
FEB6 18
| Infinite fuel 4F02 1]
| Infinite missiles 3820 00
Constant galactic hyperspace
4BFA 00
. Constant escape pod 3849 00
~ | Nocargo loss on escape 3866 00
~ No laser temperature rise  7A4F 00
One hit destroys enemies TAAS 00
Space stations launch Thargoids
8968 00
Missiles able to blow up space stations
BABF 00
| Constant energy bomb 2F6A 00
* Remove blinding flash from energy bomb
2F7TA 00

'mmﬁuammw.sp

here's a cheat to avoid all the hassle that
docking brings. First chose a system to

hyperspace to and go there, Then (I know it

sounds drastic) get yourself killed by any
means possible. Press Y in response to the
“Load new commander?” prompt, but then

save the commander to tape. Now return to

mmmmmmma
mmmuuwm

The price is right

So that you know when it's best to buy what
product here’s a specially compiled list of the
average prices of the various goods that you
can purchase around the universe. (Remember,
buy cheap and sell at extortionate prices - if
the planet you're on doesn't offer a good price
then go somewhere else.)
ITEM AVERAGE PRICE
Food 4.4 credits per tonne
Textiles 6.4 credits per tonne
Radioactives 21.2 credits per tonne
* Slaves 8.0 credits per tonne
Liquor/Wines 25.2 credits per tonne
Luxuries 91.2 credits per tonne
* Narcotics 114.8 cradits per tonne
Computers 84 credits per tonne
Machinery 56.4 credits per tonne
Alloys 32.8 credits per tonne
* Firearms 70.4 credits per tonne
Furs 56.0 crodits per tonne
Minerals 8.0 credits per kg
Gold 37.2 credits per kg
Platinum 65.2 cradits per kg
Gem Stones 16.4 credits per kg
Alien hems 27 credits per tonne

* These items are defined as illegal by the
Galactic Government, so trading in them tends
to be a mite risky.

described above, hu:n&honlhodom
‘device just before you hyperspace and then
destroy all but one Thargon.
dmwmmmum
‘till Tharglets appear. mh'l’m
mummm 1




you can use ths extra cargo space. "l'l'lhlﬁ
disappear if you have to use the escape pod
again and aren’t carrying alien items, but

you can always repeat the process.
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- career-uplifting moves:

Combat tactics
Of all the things in Elite, some of the most crucial
decisions are those of target identification. If
you're a law-abiding space trader you don't want
to start biasting pirates only to find that you've
taken out a Viper police ship and the cops are
after you in droves. So here's the AA guide to
surviving combat situations.

® Asteroids usually appear just in front of you.
They don’t shoot but you can crash into them and
they prevent you Torus-jumping. Blasting them
earns you 0.5 credits

@ Pirates have a tendency to appear In the top
left hand corner of your scanner, if there are four

© or more unidentified ships then they're definitely

pirates so let loose with the lasers.

® Once you've committed yourself to a fight with
pirates, there are a few very effective techniques
that can help push the kill rate up. Always try to
take them from as far away as possible - use
those missiles. If a pirate gets behind you then
it's best to slow down, pull up and turn 180

~ degrees to get their rear-end in your forward gun

sights, Speed up and with luck you can get on
their tail and shoot at them in relative safety.

® When rumbling with Thargoids, relax and ignore

~ those Thargons and go for the mother ship.

@ Competent commanders need 3
Commanders to make Dangeruul.
@ Dangerous commanders need 1
to be assigned their First Mission.

First Mission survivors need 3 messages ®

Hlnlonmmdzmwon b

to be rated Deadly.
commanders and archangels.

WWNM“I’MEM

Front View

Missiles, energy bombs and ECM's will have no
effect so don't waste valuable fire power and time.

® When using an ECM to trash missiles, wait until
It has almost hit you - that way you might well kill

more than one bird with the ECM stone.

ADDER- Often used by smugglers,
only carries one missile, so it is
unlikely to use it on you.

ASP MK | - Galactic Navy vessal.
These blighters are very fast and
particularly manoeuvrable.

COBRA MK Ill - A good all rounder
(it better be good 'cos it's yours).

FER-DE-LANCE - Completely self
sufficient luxury ship.

TUTORIAL

If you're so damd"nﬂw

" e b Y 11é

KRAIT - Small but reliable one-man
fighting machines.

PYTHON - Ugly, uncomfortable but
large enough to carry loads of stuff.

SIDEWINDER SCOUT SHIP - No
hyperspace capabilities, mainly hangs

| around near planetary surfaces.

THARGOID INVASION SHIPS - Huge,
fast and terrifying, each mother ship
carries a number of remote control
smaller fighters (worth a lot of
money to the wrong people).

VIPER - Police ships, dont shoot at
‘em unless you think less of your life
than Simon thinks of mine.
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DESIGN: Minimal is the best way to
describe it. The reviews and stories are
just page after page of text that scroll on
relentiessly. It really is crying out for a
few pictures — especially in the game
reviews. Okay, this might be tricky to
achieve and would mean - horrors -
! FORMAT: A diskzine, available on 3-inch disk. doing a bit of coding so that you could
! combine sprites with word processed
CONTENTS: A right weird mix of features we've pages, but | reckon it would be worth it.
got here (a bit like Simon's fizzog, really). Among  Anyone want to give it a go?
the less unusual features are game reviews Anyway, back to Impact. The menu
(pages and pages of them, in fact, including every  system is easy-to-use, but there seems to
game on Beau Jolly's Big Box compilation) and be no way of escaping sections once you
tips - in the issue we received here at the office start reading them apart from getting to
' there were a complete set of maps for Bard's the far end or quitting, which can be
Tale. Then there are a few PD games (all Simon annoying when you're reading something
Avery text adventures) and The Plasma Demo like the reviews section. But the maps
thrown into the mix. But oddest of all is the are great and if you've got a printer you
selection of short stories which seem to be the can even get hard copy of them.
product of a mind not so much deranged as never
having been arranged in the first place.

This one isn't exactly |
[ | a fanzine - more of
a club newsletter.
But like WACCI, the
the ‘zine virtually is
the club. Amstrad
Contact is a CPC
support group based
in West Sussex, but
it now has members
as far afield as

EDITOR: Tom Dean
ADDRESS: 53 High Lane, Burslem, Stoke-On-Trent,
Staffordshire ST6 7DF,

that's a real pot-
pourri of items, snippets of info listings and bits'n'pleces
swiped from the long-defunct Bonzo's Scrapyard.

I¥'s all a bit ramshackle and thrown together, with
no consistent style. There are some useful bits and
pieces dotted around but it never really overcomes its
newsletter roots.

We've heard very good reports about Amstrad
Contact as a user group and CPC support service, so

COMMENTS: Impact ain't at all bad, just by all means get in touch [T 0403 753348). But don't

darned good; the

reviews are clear and

ise but with a tendency to

use what these teenagers of

o today cal! | believe, *hip

- apparently, “One

hell of a doss™ means the game

is good (personally | thought

doss meant easy; | must be

L
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u PORTAL UP + WALL * SILUER TEIANCLE = MRSTER KEY + CRYSTAL SKORD
&« PORTAL DA - WRLL ¢ SILUER SQURRE ! SOULSUCKER « MAMCAR
» STRIRS uP « DOORWAY = SILUER CIRCLE & HRRKYMS THROMNE + EYLERRAMN

« STRIRS DOWN  » MESSACE  + EVE
TELEPORT WM » DNV KEY

And there are more maps like these ones in Impact. In fact
it's got a whole load of playing tips for Bard's Tale.

CPC Now!

PRICE: £1.50

EDITOR: James Hockney
ADDRESS: 3 Saint Ethelwolds Close, Ely,
Cambridgeshire CB6 3AX

FORMAT: A4

CONTENTS: It's a bit of a mini-
Amstrad Action, really, with a mix of
everything - game reviews,
interviews with CPC-related
companies, cheats, listings, serious
software reviews, letters, a dead
useful show diary, recipes for lobster
thermidor... er, scrub that last one

/
DESIGN: Though not as ambitious or
original as some fanzines, CPC Now! is a well-

designed ‘zine, the best thing being that the text is

= ISE FHDO TO CET OUT
§UISE PHDO TD CET DUT

getting old). Actually, it was a
really refreshing and
unpretentious read which, while
it had nothing much new to
say, at least said it an
individual way.

very easy on the eye - there's none of that
microscopic lettering and lines so close together
the words merge nonsense here. It's intelligently
illustrated, and the reproduction of the pictures is
much better than average. Even the printing
seems to have been done with a better quality
potato than most other ‘zines. A
sideways logo, though - | wonder
where the idea for that came from?

COMMENTS: CPC Now! comes
courtesy of the entrepreneurial
James Hockney and is one of the
most readable 'zines around. it's also
one of the fastest growing (in terms
of page size if not readership). It
might not be as outspoken as some
‘zines but its unpretentious style
works in its favour producing a
reader-friendly mag. Don't take that as meaning it
must be bland, though; CPC Now! simply

B a bit dull to look at. expect too much from the newsletter. it's functional and
g The actual standard useful, but not really very enjoyable.

IS 1 of writing is pretty

J

As for the short stories... er, well, I'm not really
sure. They're certainly off the wall, but they left me
more bemused than amused, At least they're
something a bit different.

A good read if you persevere, but there's not
much meat to it. The choice of PD was also a bit
uninspired. Worth checking out at a mere 50p
{plus a disk) but it needs to be more original in its
choice of features If it's going to get people going
back for more. The foundations are there.

BUY IT IF... You want to read dozens of short pithy
reviews or want the maps to Bard's Tale.

concentrates more on facts and info than radical
opinions. And because it casts its net so wide
there's pretty much something to appeal to
everyone (except hardened tech-heads).
Imitation is the best form of flattery, they say,

in which case we feel very flattered. James might

deny but quite a few of the sections do seem to
have been ‘inspired’ by AA. But there's nowt
wrong in that, is there?

BUY [T IF... If 12 issues of Amstrad Action a year
Just ain't enough for you.

Send us your wares
Further reading is going to become what we in
the trade like to call ‘a regular feature’. So if
you want your 'zine or newsletter reviewed, or
you've got any snippets of fanzine news for us,
send it all along to: Further Reading, Amstrad
Action, Future Publishing, 30 Monmouth Street,
Bath, Avon BAL1 2BW.

o
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Earth is under affoc a allen 5.25" Bubk Ditks  E0.55 E£2.45 €395
#poce craff - and i is up 1o you o sop them in o I/L5° Cases (state) €0.75 €345 £5.95

Jeok gane. sy Disk Labels: 106040 2060.70 50.61.25 100-61.95

DISK STORAGE BOXES

10 3.5°76 I capacity Library Case £1,75

50 5.25" capacity Lockable Box £6.45
mmmummn.u

WANT TO MAKE SOME MONEY?
WOULD YOU LIKE ULTRA SOFTWARE TO SELL
YOUR PRODUCT?

WRITE NOW FOR DETAILS OF OUR EXCELLENT TERMS.

RIBBONS FOR OVER 100
PRINTERS ARE NOW LISTED
IN OUR PRODUCT GUIDE

GETTING ONE OF Clue: It's a
THESE? sparkly new

32-bit Amiga

= NOT MISS

With loads
and loads of OUT o

really cool -
software! 'Hls E

E AMIGA FORMAT
BEGINNERS’ GUIDE

ON SALE THURSDAY JANUARY 6! 't AMIGA




T alk about being a jack of all trades.
James Hockney of CPC Now! is sticking
his digits into so many pies at the
moment he must have bought a family-sized pack
of Findus fish fingers to leave himself a few
gxtremities free to tap away on his CPC
keyboard. Having already set himself up as a mail
order software house, a CPC repairs business, a
fanzine editor and hardware supplier, he's now
gone into the games publishing business.

His first release is Street Rally, an overhead
racer in the style of the classic Slicks from
CodeMasters, With tiny little cars and a scrolling
screen that follows your car around the long and
windy track (that's windy as in bendy, not windy
as In digestive problem).

. ‘ Second opinion

£2.75 cass B £4.50 3-inch disk B 3.5-inch disk B CPC Now! 3 St. Ethelwolds Close, Ely CBS 3AX T 0353 663030

She might not know her sump from her big end, but Clur
knows a thing or two about overhead racing games.

bush, scrape the wing against a barn and
overheat your engine all the damage you
do is recorded. Then when your car finally
gives up the ghost you have the chance to
repair the various damaged bits so that
you can carry on driving.

There are aver 70 bits that could all
need repairing and these are all
displayed in a table. What you need to do
is scroll through them looking for any
meters that display over 80 per cent damage.
Pause on the ill bit of kit for a while
and your repair team will get to
work on that particular section
of the car. The only problem is
that there's usually mare than
one damaged bit to repair and
only a limited amount of time
allocated to your stay in the pits, If
you don't manage to get all of them
to read less than 80 then you get

b start all over again.
= The main quibble | have with the
game is the appallingly juddery
scrolling (particularly evident when
you slow down to take the corners -
it reminds me of my Mum’s driving).
Graphically it's great — loads of

| remember playing this on a BBC micro in my
lunch hour five years ago - it was nob then,
too. | was merrily blipping ‘round

the course, until | realised |
wasn't having any fun at all.
Totally unimpressive. Simon

Nothing like a bit of day-for-night filming to make
a racing game look bad (check out the film
Witchfinder General for an even better example).

shoved out of the game and have to

was Pong. Here in 1993 this new version is just
a poorly-executed driving game.

It's annoying to see games like this — it's as if
the programmers put so much effort into making
the code look neat and tidy, that they can't be
bothered sorting out the glitches, And there are
plenty to sort out in Street Rally. For example, if
you miss time a corner you could end up stuck in
the hedges for the rest of your life and you can
drive through other cars and find yourself
imbedded in the side of a house.

The bottom line is that Street Rally isn't worth
the maney CPC Now! are asking for it. It's
got potential, but frankly, it doesn't look @
like it's been finished. Clur

GRAPHICS
Bright and colourful, but some of
the poorest scrolling I've aver seen.
SONICS

A thupp, a vroom and a phut, not
much too talk about really.
GRAEB FACTOR
it all looks fab, that is until you
actually start to play.
STAYING POWER

A prize for anyone that can stick it 30%

for more than one level.

Al
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Mega Drive game, NBA Jam. You’ll find the first review
in February’'s Sega Zone, on sale 27 January.

SeGa
ZONE

Look at it our way

ZONE

<s per Nmtemlos,s l'alllt-talk and sntt lurmshmgs

Britain's premlere SHner NEs mag New i |ssue on sale Jan 13
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D Future Publishing Ltd 1994 Amstrad Action is an
Iindepandent publication. The company producing it -
Future Publishing Ltd - has no connection with Amstrad
plc. We cannot guarantae to return material submitted to
us, nor can we entor into personal correspondonce. We
tako groat care to ensure that what we publich i
accurate, but cannot be Hable for any mistakes or
misprints. No part of this publication may be reproduced
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Printed in the UK

“Your guarantee of value'

This magazine comes from Future Publishing.
Here's what we can offer you:

Better advice, Our titles are packed with tips,
suggestions and explanatory features, written by the best in
tha business

Stronger revieves. We have a cast-iron policy of editorial
independence, and our reviews give clear buying
recommendations.

Cloarer design. You need solid information fast. 5o our
dasigners highlight key slements by using charts, diagrams,
summary hoxes, annotated photographs etc.

Groater relevance. M Future, oditors operate under two
golden rules:

* Understand your readers’ noeds

* Satisty them.

Mere reader interaction. We drim strongly on readars’
contributions, resulting in the liveliest letters pages and the
best reader tips. Buying one of our magazines is like joining
a nationwide user group.

Better value for money. Magazines you can trust.

Home of Britain’s Anest magazines.

Commadora Format + PCW Plus ¢ PC Gamer * PC Phus + PC Answers « PC
Formmat » Amiga Format  Aniga Format Specialy » 5T Format » Sega
Powtr » TOTAL! + Amiga Power » Amiga Shopper » Super Play + Mega *
GamesMaster » Mac Format » Edge » Game Zone  Saga Tons + Future
Mhusic... and alvo Classic CD » Mountain Biking UK » Cycliag Plas »
Meecacrah » Cross-Stiich Collection + Caravan Plus 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

Member of the Audt Buresu of Circulations Feb '93 - Jun 93

AMSTRAD ACTION February 1994

Q. What's the difference betuwween
this issue and Amstrad Action 1027
A. About four weeks.

Oh yeah, and a few other things as
wwell. Wanna know what they are?

Right, well there are two ways you can find out. There's the easy way - you
turn this page upside-down and read the answers - or there's the difficult
but much more fun way - you actually do the wordsearch. We stuck in 22
words. If you find any more by all means write in and tell us. Not that we'll
be impressed, mind, but if it makes you feel better, what the heck?
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AMIGA 1200 PACKS
AMIGA CD** CONSOLE

= FROM SILICA — THE UK'’s No1 AMIGA SPECIALIST
| FROM AMIGA 600 | AMIGA 600 | AMIGA 600« | AMIGA i == CONSOLE
F R E E LEMMINGS PACK | WILD, WEIRD & WICKED | EPIC + HARD DRIVE 32.BIT CD-ROM

SILICA
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- The Best Mail Order Service
for the CPC
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WAVE ELECTRONICS. DEPT AAS402

1

| DL26128 €PC8128+ to Pt .,

E & Pin Bin Mug,...

Buccleuch Si. Barrow-in-Furness. Cumbria LA14 1SR
BE - e = | HARDWARE
| & PEHIPHEHA[S
MoBseMaB e BRI . CPCesdios Second Driv
Qultkﬁhl?t 2 Turbo fﬂ\’hrll_k"i == Sl . :]:.:[lllljJ {L‘|',I tn.l‘.’l-}rlll-lr-.” { Drive !.-:-I- I:
CPC464 /6128 Scart Mod ul.!tur ine I‘HLF .HEZ:).QFJ MP-1, CPCH64 0 TV & PSL £49,95
3.0"/3,5" 40 Capacity Disk BoX .cc......oocoo . BRI  ir-25, Croieuias 1o SCART TS
8.0/ S5 100 Capacity DISk Box . s eiis i e BB R522CPC Cre RS2 Inte
Soft 999D - 12 Games on Disk..........c.. +.£4.50 64K RAM Expansion CPC 464 ‘
AMAD02S, CPCA64 Upgrade ROM ... £24.99

I.EADS & CABI.ES EDUCA]][_INAL CPC SYSTEM DISKS
CIM to Megadrive =7 SOFTWARE Sy ol Lo
CTM o Specirom +2/+3 . E9.40 CPCh128+, CP/M Plus £8.90
CTM o Atari ST. ool £9.99 FUN SCHOOL 1 UNDER 5's | : :‘ 'h‘”“t‘ I'\':‘ Logo & Help ‘]‘:::

AN9.99

CTM 1o Amiga e
Megadrive Speakent ... c..mmmmec b
CM14 to Megadrive .
CMT4 10 Amiga......
CMI4 1o Spectrum +2/+ 3
CMI o CO PR s
CPC Joystick Splitter.........couii okl
Tovatick Extension.....-
CPC to Printer 1.5M .
CIC to Ponter 20M 2. 59
CPC+ o Printer......
CPC to Video BNC
CPC to Video Phono |
CI'C 5128 to Chssette..
Expansion Port .-‘-\dnptur =
RS232 10 NC1OD

| - RS232 to PC Null \kuiem e

D2 CPUA128 1o FD-1 .

CUNNEBTOHS
BABlE

& 1in PinSoc le
8 Pin Bin Plug.... =
CHLTIE 6 oy 1 —
& IMin Din Plug - Megadrive
I"hapo Plog x 2.

Phono Spoket x 200
50 Way Fdge Board ..
¥ Ma o e Hiood Sl
9 Pin Female ing Hood

23 P Male inc Hoodl -
23 Pint Female in, Hood |

[ 25 M Male inc Hou!
25 inFamale MeHOOL . T e £1029
HCAR | PSS s, - - agiiens £2.50
Cable 6L ore ] Métre St 100
Cable B Core 1 Metre Sy, - TR
Cable 10 Core | Metre. e =2, i}
Cable 25 Core TMotres s Sh00

RIBBON:- CABLE
BDNNECTURS

= 0 3 Wy, 149
Edyre Boand T-I Wn . LT8G
Ribibon Cable 3T Wiy 1it, ... 22,99

" 50 Way Centrom s Plag....... o ]

PHONE OUR SALES

" Mini Office 2 - Word Pro, Database, Spreadsheet,
Graphics & Communications..

CPC DISK £5.99
FUN SCHOOL 1 5-7's

CPC DISK £5.99
FUN SCHOOL 1 8-12's

CPC DISK £5.99 |

FUN SCHOOL 3
UNDER 5's

5TO 7's
OVER 7's

CASSETTE £8.99 EACH |
DISK £12.99 EACH

FUN SCHOOL 4
UNDER 5's

5TO 7's
7TO 11's
CASSETTE £9.99 EACH |

DISK £13.99 EACH ‘ I

BUNS

"PRINTER T HIB

LCT
LC2418

i TIMP2NN
|- DMPA000

PCWSISBEN
PCWOSI1ZMS
PCWES12EN
CITIZEN 120D

SERII]I.IS SOFTWAHE

Touch=“n Go = Ty ping Tt i e o s b e s £6.99
Tasword 6128 = The Best CPC Word Processor ... 23.94%
Microfile/Word + Word Pro & Database ... iyt 5.0

X
2399
£594
3o
£h4u
558
£4.58
£4.58
£4,99

LINE ON:

X5
£8.99
£13.00
B |
La99
£{4.90
£l 99
£10009
£1115

| Bmk o lh\'- Fulun’ 5 Ll a4

SEGA MEGABHIVES

Megadrive 1 plus Sonic the Hedgehog

& Mega Games 3 oy £139.99
Megadrive Controllers £7.99
Megadrive/Game Gear PSL £14.99
Game Gear Car AdSprors ... ..o 5,99

Sega Hinls & Tips Book ...

A5
A, 99

Al Disk Gamesbelow €139 | | & =
Clisco Heat g
Rock v’ Rell
Back to the Future 2
Chartbusters
Sweeva's Warld
Tao Ceti
All Digk Games below £3.99
Paperboy 2
Bonanza Bros
Chuartet
All Below as Priced
Ten of the Best 1 ... L9
Tenof the Best 2...... 699
Quartet - 4 Games,...£5,99
Pisk 5, 50 Games.,. .£7.99
Blue Ribbon Games £6.99
Turtles - Spanish ..., .£1.49
CPC Cassette Games |
Turtles - Spanish ......£1.49
Turtles Coin Op......£1.99 |

BLANK DISKS

CF2 Amspit Box of 1)

CF2 Plastic Cases 5 10.
s Dﬂlhle Sided DI

| r—'l‘m‘]nh\- V3.3 - CPC Disk Utilities:

Disk Copier/Backup Fast & Ultra + Disk EAIOR €100 vrrmssscecsion E599
Electrie Lantern Show = Printer Utilitios .......
I Art Studin Colour Printer Driver

~Chssepte Version-£11,99
,,,,,,,,,,, Dhisk Version £15.99

0229 870000



