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Discover how your CPC can communicate
with over 200 million CPCs, PCs, Macs,
Amigas and other computers world-wide.
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Everything you wanted to know about the
Amstrad CPC but weren’t afraid teo ask
because you wrote in to AA’s technical
Q&A section with all your enquiries.

@ AA gmde to:

mmhmlm:-hm
blow the lid on DATA and READ
statements by geting you to write a quiz
program (that's better than Catchphrase).

Hardware:
Let's split

Double the fun

Join the dots for
double the fun

AA guide to:

Machine Code
Save time, save money, save encrgy.
Sounds good doesn’t it? And all you have
to do is turn to this page and find out how
to compress data in Machine Code. We are
just so good teo you.

Adventures:
The Examiner

The first place to turn every month for
every true CPC text adventure fan. This
month Debby Howard casts her eye over a
couple of adventure fanzines that you
might like to get hold of.

Reviews:
Fanzines

It's new! Sort of. We've had a Further
Reading tolumn occasionally before but this

is the first in a regular look at CPC fanxines.

) hcicholbeAloddd oAb |

Review:
Music Maker

Oh no! Not ther music p ge! Yes,
but not just any old music package. This

In to your gq we
d the best ROMboxes, tell

one understands musical notation, se
true museos (like Simon) will love it.

Review:
World Mups

We reviewed some
UK maps for
use with
MicroDesign

a couple of
issues ago.
Now the
international
ones are here.

you where to get them and suggest a
few reasons why getting one is a good
idea. Service, as they say, with a smile.

- 1. ) Type-ins

There's a bit of a new look to the
Workshop section of Type-ins this
month - it's in colour for one thing.
And it's even better than ever before
{though we would say that). But dont
worry traditionalists, the other two
pages are still darned good, and
stutfed tull of funky listings.

Reviews:

Public Domain
More gumes, vilittes and applications thet
you san plek up for the mere price of the
pestage and a disc como undor the servtiny
ol AA's very own resldent PD playtester,
Kolth ‘hew mudh?’ Weods.

Preview:
Megablasters

This could end up being the game with
the longest gestation period in history -
the author's been working on for about
twe yoars. But the release of this multi-
player blaster now looks imminent. We
take a look at how things are shaping up.




Bifs"n’pieces

There's a great new offer going on here
that means you can get hold of old issve
of AA, along with their covertapes,
cheaper than ever before. So plug those
holes in your collection now.

Second only to the Back Issues page as
the bit of the magazine that gets the

most mentions in other bits of the

Ads is p d with

m b-'ll-l-dmb-'ﬂm

: Baad

What's coming, what was coming but campaigns, the non-
isn’t now, where it is (or is not) ing app of Zack, console
trom and other things like that. users and the Stree? Machine/ Rally

Amscene’s the news page, basically

Updated, amended, appended and in
the same position every month. It's the
all-inclusive list of everybody who's
anybody on the CPC scene.

So what's AA106 going to be like, then?
We're not entirely sure yet, but here's
where we make a few educated guesses.

35 PICK OF THE PUZZLE GAMES

. Game tips:
Cheat Mode

Anothor new feature! No, not Cheat Mode,
that's been giving out games tips since...
och, the dawn of time, it seems. What is
new is the HELP! section where we deal with
your spocific queries [or, H we can’t hack it,
wo got you lot to deal with them instead -
show us whot you're made of).

i shoot-‘em-ups leave you feeling
brain dead and beat-‘em-

I ‘.'%" bit more mentally
el siimuiating? We
enter the Crystal

‘ Maze to bring you

Deliverance
I¥'s just like Stormlord - but bigger
and bﬂul Yep, “M

gettllglﬂusc-_
niéuiavn'{

A 1)

be 2 o
Ui F Bl
I vy % o

Bomber

Small but perfectly formed - you
have to air-bomb a city and reduce
it into pile of rubble before you
crash info a skyscraper.

Fly-by bembing.

frive 4 Proer Q1 WS TSe It's @ window
Lt e S O that tells you

Hinen:SEFTF Page: B0l the status of a
Eamhﬁ:n IIIE m: ‘?ﬁ program, would

Yep, m-wm you believe?

Disc Encoder

Keep your data safe by setting up
your own personal password system.
Turmn the
poage for full
details on the
coverfape.




COVERTAPE/

Simon takes you on a complete guided tour of this month’s covertape...

Deliverance

omething’s wrong in fairyland. The

road outside Flob the Gnome's house

is being resurfaced, and he can't get
his car out of the garage. That's not all
that's wrong, though. In fact, in the grand
scheme of things, four workman and eight
solid inches of collective bum cleavage is
the least of Flob's worries. Slightly higher up
on his list of things to pace around

plants. Secondly, fairies are stupid, and
don't know about things like cars, planes,
drowning, death and disease. Smelly fairies
that hide in ponds convinced they can still
breathe aren't a problem to the rest of us,
though, whereas the evil power company-
owning villainous wizard Wazbnasm (he's
behind you) Is.

coverage and chasms rip through serene
forest scenes that otherwise would have had
cartoon deer sliding around an icy ponds.
Things happen.

A cunning plan

Flob's a world-wise character, and as far as
he's concerned, the odd evil, power
company-owning, villainous

and fret about, just above the
situation regarding the spiky wall
clock (every house has got one

was the problem.

It's been known for a long time
that natural sources of energy,
though better for the environment
and everlasting, are difficult to
harness. What isn't as widely known [
is that when a fairy cries, they light
up, radiating light, heat and
electricity. Beneath that cute exterior and
the flutter of butterfly wings lies a heart that
could power Leighton Buzzard single
handedly for over seven years.

low
Fairies are scarce - if you thought
someone was going to come along and
attach electrodes to some very sensitive

body parts, you would be too. Nowadays,
fairies are nowhere to be seen for

We call this hat
simply ‘Bubble’.

l_’a

2
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In the prequel to Deliverance, Stormlord,
the evil power-company owning villainous
wizard Wazbnasm (I can't hear you) was

Wazbnasm doesn't appreciate this. In fact,

Hmm = | wish | could turn my
head at that kind of angle.

wizard in a rage is nothing too
serious to worry about, and
definitely nothing new. In fact,
Flob wasn't going to do anything
about it - wizards have got very
short tempers, but their rages
don't last long. After a few more
centuries, things would be pretty
much back to normal, and
everyone could carry on with
their lives as if nothing had
happened. Notice the phrase
‘wasn't worried' was used there.
You see, being an evil, power
company-owning, villainous
wizard, the evil, power company-owning,
villainous wizard and all, Wazbnasm added
insult to injury...

He said something about Flob's mother.

Flob got very angry, and vowed to kill
Wazbnasm, walking the whole way.

he's downright angry. Normally, this Clever man, Wazbnasm.
wouldn't worry Flob in

the slightest, but when [ S e

an evil, power company- 2

owning, villainous wizard
gets angry, he doesn't

- "
3 =

kick something, put on '

some loud music or even ;; 8% Those green romper suits
glass someone in the 3 are all the rage in Paris.
face. When an evil, -

power company-owning, L

villainous wizard gets
angry, whole landscapes
are changed, Quantum
Leap is replaced by
international snooker

%




On seeing the
spiders, Flob very
nearly decided to
turn back.

e P et ¢
i St akes P y .- s
of acid. There are s #4050 ) 152
hundreds and hundreds : A few tips might come in handy to help
of ghoulish creatures out to get him, each you on your shaky way - bubbles are quite
with their own ghoulish fate lined up. Flob's  handy for standing on, and fairy tears are
in deep schtum. well worth collecting. You'll occasionally
come across some quite dangerous looking

Get serious
To break from the normal plot-type thing,
this is a three-part game, the last two parts
of which you'll need a score code gleaned
from the first level to play properly. You can
still see the levels, though, but after three
incorrect codes, you'll be dropped into the
game with only one life to your credit. Like |
said, deep schtum.
To control Flob, you'd better use the

joystick - up and down make him jump and
duck, left and right

objects on the floor that, when collected,
will give you extra weapons to throw around
and be nasty with.

One thing we'll make sure of is that the
level codes aren't printed in Cheat Mode for
quite a while to come - there's no way
you're getting away with being lazy like that.

Nope, you're going to work for this one
instead. Who knows - in a few months we
might give it away but for now we're
going to keep it all under our hats.

make him walk right and
left {though not
necessarily in that
order), and fire will
make Flob spit fire at
any number of ghoulish
foul things that otherwise
would hurt. You're
journeying from left to
right, and you might like

Now we
find out
exactly
what Flob's
made of.

We want to hear from you

As you've noticed this month, there isn't so much
one huge serious package as a few smaller
programs. This is for two reasons - first, we
didn't exactly have huge amount of room left
after the massive Deliverance, and second,
we've pretty much covered every type of serious
software there is to cover.

“Put Type-Ins on, then” we hear you cry. “No”
comes the sturdy reply from Hairy. Instead, we're
going to ask you for your submissions. We pay
quite well for covertape software, we do - your
program doesn’t have to be the best thing since
sliced bread, either. If you've written an application
or utility that wouldn't work as a Type-in for
reasons of length or file type, just send it along to:

Serious Covertape Submissions,

Amstrad Action.

30 Monmouth Street,

Bath, Avon BAl1 2BW.

There are a few criteria your program has to
meet, though — we don't accept just any old
rubbish, you know:

@ If it's a utility that everyone can use, it has to
run on all machines.

@ If it's a disc-only or 128k-only utility, it can't
be too big (because we'll have to find something
to put on the tape for owners of other machines).
Think of 16k as a maximum size.

@ It must be all your own work - plagiarism and
piracy are the kind of things only complete
lowlife indulge in.

@ There can be no swearing, obscenity, nudity,
crudity or mentions of cod.

@ If you want your disc or tape returned, you
must include an SAE. If you don't, your disc will
be sold off for charity when we've finished with it,
or your tape will be used to record some of
Dave’s indie-kid music.

COVERTAPE 5

Loading
inslrudion;

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
Remember that to get to Bomber and the serious
software on side two you will have to wind through
the last part of Deliverance first (it was so huge it
wouldn't fit on one side). We were going to give
you some tape counts so that you'd know where
each program started but in tests eight out of ten
owners whop expressed a preference said they
came up with different results, Sorry.

-

Tape to disk offer
If you've got a disk drive and you want to get a
disk version of this month's tape it's easy. Whip
out your scissors and cut off that token at bottom
of this page, chuck it in an envelope along with
your name and address and a cheque or postal
order for £2 made out to Ablex Audio Video, then
send off the whole kit'n’kaboodle to:

AA105 Disk OHer,

Ablex Avdic Video,
Harcourt, Halesfield 14,
Telford, Shropshire TF7 4QD.

Loading troubles?

We make the greatest efforts to ensure our cover-
tapes work properly, but if you've tried all that
and your tape’s still not loading then pop it in the
post (with a note telling us your name, address,
type of CPC you use and a brief description of
the problem) to:
AAT 05 Coverfape refurns,
Ablex Audio Video,
Harcourt, Halesfield 14,
Telford, Shropshire TF7 4QD
= 0952 680131
NB When returning faulty tapes could
you please also include a stamped,
self-addressed onvelope. Thank you.

Please do not return faulty tapes to
the AA office. There is absolutely
no point. We cannot replace

them here. Send them to

Ablex, please and they can

deal with any problems.

Got that? Good.




COVERTAPE

Bomber

ight, I'm going explain Bomber. |
R can't believe I'm doing this. It's

really incredibly simple, you see.
All you have to do is trash a city by
bombing it from your plane as it
continually circle above it.

If you manage to bomb it to the
ground, you'll be able to land safely and
progress to the next level which will have
taller buildings (after a quick trip to the
pub, according to this version - should
this be what we let our kids play?). ER,
now is there anything else | should be
telling you? Oh yeah, you drop the bombs
by hitting the space bar, but you probably

Disc Encoder

s your data safe from prying eyes? Are
l your most important letter files or new
programs unprotected, ready for

anyone to come along and see what they
contain? You might be a government agent,
you know - you might be keeping important
information about missiles on your CPC,
You might.

would have worked that out for yourself -
can you believe | get paid to do this.

Any questions?
Good. | could have
explained that on the
sleeve of the cassette,
come to think of it.
(Hey, you're supposed
to be selling this game
to the readers - Dave.)
Oh yeah, simple ideas
are often the best. (Not
a bad try - Dave)
Classic. Relive those
early arcade days. Who
needs complicated
gameplay? Full motion

Go on, you know you went to.

o oaT>e

You could even be an FBI spy, and not
even know it, that's how secretive they are -
er, then again, knowing the FBI's reputation
that's not hard. If you want to scramble your
whole disc with a special code that only you
know, simply load up this program and
follow the on-screen instructions. It's as
simple as that, really. That information
about those missiles is safe from
prying eyes at last, then. @

video was crap anyway, etc (he's getting
the hang of this now - Dave).

Big plane. No, | mean
it = that really is a
massive plane.

Next month

For the first time ever on the covertape pages,
we can exclusively reveal what's coming up
next month. Well, one of the things, anyway.
Plus owner jump for joy, as you'll get a
complete playable level of Fluff, for you to try
before you buy.

Oh hell - | may as well let you all know that
you've got the storming 21st Century title
Zynaps to play as well. You lucky people, you.

riv i

Program Status Window [[E2

re you trying to learn a bit more
A about your computer? Maybe
you're trying to get machine code

and BASIC programs running in harmony.
Even if you just want to keep track of your
ROMs, we've got a natty littie program for
you. What it basically is, is a window that,
in a matter of milliseconds, will display
vital information about your CPC's
capabilities, and the BASIC program
currently in memory. This is damned
useful for calculating the amount of free
memory left when a huge meaty program
is in memory, what ROMs you currently
have access to, where the BASIC program
is sitting in memory, the limit placed on
the BASIC program by any machine code
settings, what the disc drive is doing, and
loads of other stuff like that.

To bring the window up, just type CALL

49000, and the following information will

June 1994 AMSTRAD ACTION

be displayed in a neat little

window on screen:
Disc drive and user number
of the drive
Printer availability status -
on or off line
Computer type and 05
version of ROM
Sideways ROMS on lower
bank (ie, 0-7)
- Background sideways ROM (ie,
Maxam, Protext)
- Foreground ROM (ie, Hackit)
- Extension ROM
B - there is a BASIC (05) ROM
present (well, it would be pretty darned
drastic if there wasn't)
E - Empty ROM socket
Depending on the machine you're
using, empty ROM sockets either appear
as empty of BASIC.

So here it is, in reality taking vp no space at

all. Question - what does it all mean? Well, it's
the Program Status Window, and it makes BASIC
programming so much easier.

System variables

Himem - highest free point in memory
Lomem - lowest free point in memory
Page - start address of basic program
Top - End address of basic program
Variables - amount of memory taken
by variables

Strings - amount of memory taken up
by strings

Knowledge is power. Well you've got the
knowledge bit now, so that's your
first step towards megalomania.

@



WAREHOUSE CLEARANCE

THE TROJAN PHAZER GUN
(FOR THE AMSTRAD 464 AND 6128)

Enter a new phase of computer entertainment with the Trojan Lightphazer. Unleash
your imagination and take up the challenge of the six action packed games included
in the pack. (When ordering please state whether 464 or 6128)

SPECIAL

OFFER!!!

Enter u new phase
In computer
pntertnment
with the
Trojan Phazer. A
challenge of shill
and accuracy for all
ages. Usleash your
innginatioat!!

) 20 e
Games supplied with phazer gun as follows:- Missile Ground Zevo/

Salar Invasion/Operation Woll/Rookie and Robot Attack. (Different games supplied with the
Amiga, Atari ST/STE and Commodore 64/128).

RRP £29:99 OUR PRICE £12.99+ £2.50 P.P.
PHAZER GUNS ALSO AVAILABLE FOR THE ATARI ST/STE RRP 5381 OUR PRICE
POMMODORE AMIGA (ALL MODELS) RRP 54497 OUR PRICE §14.99, THE
2870 OUR PRICE §12.99 AND THE COMMODORE 64/128 RRP

99, DISK DRIVE AND
LIGHT PENS ALSO AVAILABLE FOR THE COMMODORE 64 RRP £29°90 OUR PRICE §16.99 SUPERB LOW PRICE ROMDOS XLIN “
AND FOR THE COMMODORE AMIGA (ALL MODELS) RRP $38-9F OUR PRICE §16.99 ONLY £69.99!! ROM BOX ONLY
PLEASE ADD £2.50 FOR POSTAGE AND PACKING ON THE ABOVE ITEMS. £89.99

ALL ORDERS SENT BY RETURN: CHEQUES/VISA/ACCESS/PO'S
TRADING POST

VICTORIA ROAD, SHIFNAL, SHROPSHIRE TF11 SAF
TELEPHONE/FAX (0952) 462135 .9

WAREHOUSE CLEARANCE:

ROM version only£14.99

Complete in ROMBOX only £24.99

| o
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What's hot

Make
that link

v :

AA’s Ed, Dave, in a rare
shot without his teeth in.

ust because we live in a
world dominated by
PCs and Macs, that
doesn’'t make the CPC
obsolete. You see, the CPC,
despite its idiosyncratic disk
drive and operating system,
isn't totally cut off from all
the new-fangled machines -
there are a lot of ways they
can intercommunicate, and
that's what we tell you all
about in this month's main
feature on page 11. We've
calculated that there are
over 200 million PCs, Macs,
Amigas and 5Ts in the world,
and your CPC has the
potential to swap Information
with all of them. You might
use a 486 PC at work, but
that doesn't necessarily
mean you can't bring your
work home (if you really
wanted to, that is).

And, at last, we have a
preview of the much
mumbled-in-dark-corners
about Megablasters. Like a
lot of European software, it
looks stunning - the question
is, have all those years of
effort that have been spent
on the program been put into
the gameplay as well as the
presentation?

All this and more, as they
say. I'm not sure who ‘they’
are, but apparently that's
what they say. Dave

J

NEWS

The company that seems to be
taking over the CPC scene these
days has yet more software on the
way. First, though, a measure of
their success. We were confused
here at the AA office, you see,

readers wanting
to buy
ROMboxes but
not knowing
where to get
them from. It
turns out that
there have been

product, it looks as if we be here
for @ long time yet.

Next up, Campursoft are
currently offering a shareware
version of DES, that'll happily run
from disc. For a copy, just send a
disc and a stamped, addresses jiffy
bag to their usual address, and
they'll happily provide you with a

Save the free, man
Being in the business of wasting
huge amounts of paper each month
printing magazines, we thought you
might like to know that we take the
whole thing very seriously indeed.
Amstrad Action is now printed on
paper from managed forests,
meaning that for every tree we hack
down to review a PD collection or
whatever, another tree is planted in
its place, ready to grow old and get
needlessly hacked down again for
another magazine in the future

Also, to stop huge amounts of
damage to the ozone layer, rare
and interesting plant life and huge
mud mountains in Canada, the

lune 1994 AMSTRAD ACTION

when we recelved so many calls for

Campursoft hog

lead news item shock!

free copy. The version you'll receive

have a preview of it next issue.

Finally {1 thought it would never
end), wo've just received a review
copy of their world maps, designed
for use with MicroDesign. Check
out the review on page 27.

magazine you're holding at the
minute is printed on ECF paper. The
ECF bit stands for Elemental
Chilorine Free, as we don't bleach
the paper with chlorine. The down
side to this is that you can no
longer clean your swimming pool
with the mag once you've finished
reading it, but we hear that the
massively environmentally
damaging covertapes are pretty
good for that.

Dedicated
follower of fashion

Are you tired of dull T-shirt designs?
Do you want to wear your own
interesting designs for a very low
price? A
company called
Quill Marketing
may have the
answer - iron-
on print outs. If
you have a
computer, a
printer, and an
fron, you can
create designs
that Jean-Paul
Whatsisface
would kill for.

The pack
includes sheets of paper, That's
right. It's special paper, though —
when you've printed your design
onto it, you can iron the design onto
any piece of fabric (it helps if it's
cotton based, but polyester's
horrible anyway), and have your
very own colour washable T-shirt.

The packs will soon be available
through most computer retail
outlets, and will cover & wide range
of printer types, from inkjet,
thermal and laser printers, right
through to dot matrix printers. So
you too could look like the people
in this photo, lead a normal and
balanced life, and wear T-shirts
denoting your interest in sports to
demaonstrate the fact.

Avatar vanish

Avatar seem to have completely
vanished from the face of the earth,
This, plus their treatment of some
customers, means we're no longer
allowing them to advertise n A4, but
there are still people ordering bits
and pieces from him, and many of
them aren't receiving goods in return,
50, basically, what we're saying is,
don't send any money to Avatar,

T




~ disk and tapes and has a wide selec

PD Libraries
Amsol
[=] Lissamly, Cluyms,

A , Trolund
Larga range of Eurcpean stuff

[*] 2 8¢ Margeret's Roed, Hayling lsland,

HMants, PO SRP.
Jinch disks only

Colrab PD
(=1 9 Aviemors Roud, Hemlingten,

Middlesboraugh
New tape-onty PD lbrary

Demon
=] AT Milton Avenue, Hall Groan,

Birminghom B10 OPE
3.54nch discs available.

= Lowsr Daxbesr, Dexhoor, Holrwartiry,
Deven EX13 TLA.
= 0208 82348

GD PD
. 49 Woadville, Burnstuple,
Baven EX31 2HL

Image PD

% Durven Dodds, 13 Blmwsodd Drive,
Pontnland, Hewiaite-Upen-Trre MEZO $0Q
Nsa provides a digitising service.

PD Fun

= 41 Mishacigate, Kirkly Lensdule, Via
Lames LAS 2BE

A policy of ‘no senious software’

 Power PD

= 83 Langleat, Graat Barr, Blrmingham,
West Midlunds 883,

Signal Software
i=lsa U Growt Barr, Birming
Wast Midinnd: 83,

Sheepsoft
™ 0448 TI6529
Basad n Wales, of course. Basaas

Sleepwalker PD

=] plsk sofrware: los Meulding, @
Mosting House Lame, Balsall Commen, Nr
Caveniry CVY TIX

Spacial offer 1o AA readers - if you send
Joe a disk he'l sand you a free selaction of
FD, Only one selection per person, please.

The Vault

(= 83 Windlisid Gardens, Clybaun Rosd,
Gulway, lrelumd.

™ 010 353 91 28204

A new but rapidly expanding library with
lots of Evropean software.

Ultimate PD
(%] 26 Weedside Roud, Irhy, Wirral,
Mersepside L6 AUL ¥
Mew PO library that specialises in 3

of jcs' programs availabl

(whataver that maans)

. Fanxzines
~ Amszine

= L

H you want to be included in the
Directory, or you know

of any information that needs to be
updated, write to: Amscene

(=] 14 siation Read, Ricall, Yerk, Horth
Yerkshire Y04 &Q)

€PC User
T 0319 234291
The UAUG's fanzine,

CPC Undercover
% 37 Triminghum Drive,

Bary, L
A technicaly-mmded fanzine that’s also on
the look out for writers.

Ulra Games

(% 20 Lantaster Terrace, Chester-Lo-
Straat, Co Durham, DH3 INW

Cassette based multiformat fanzine fram
thie man who used W produce AmCom

User Groups
Amsirad Contact

T 0403 753348
Sussexbased group that alse runs a
technical helpline for CPC users

VAUG (United

Amstrad User Group)

™ 0329 234291

An Adrecommendad user group.

WACC

T 0602 728108

If you're seriously into the techy side of
the CPC then you realy shouldi't be
missing out on WACCI, They're fab

Independent
S are
Companies
Avatar

™ 0274 802180

Suppliers of Phil Craven products, and a
few of the Bonzo titles.

Campursoft

™ o4l 554 4738

You nama it, they do it, really - take a
look at the inberview in ish 96,

AA106. Don’t risk i

NEWS

DMP Software

(=] 89 Welverhampton Road, Codsall,
Walverhapion WVE 1PL

Cver 30 home-programmed games and
serous programs on both tape and disk.

Gary & Scott Kennedy

061 736 1204

Authors of Trakers, a truly great CPC
game |con't argue),

ible for Zap TRalls, the excellent
Soundtrakker, and, nopetully, & few
more tiles pretty soon.

Radical Software

T 081 836 8402

Still releasing top-quality, new software
for the CPC. If you've written a program
you think is worth releasing this lot would
leve to hear from you.

SD Microsystems

™ 0760 720381

Spacialists in business software — take a
ook at the feature in AAS3

Sentinel Software

o081 876 7032

Suppliers of sslectad S5TS titles and a
few origina! products. They don's arf
churn "em oul

Siren Software

T 06 TIA TSTR

I'd take a hell of a time Lo st everything
they do - check out ther ad (t's the
yellow haltpage ona),

VerySoft

[+ 450 Revghmen Road, Winglisld
Exturs, Ratharhom, Seuth Yerkihire.

The people who brought you The Grioper
and Gormparitor. They're also on the look
Qut 107 NEW PIOEIAMIMErs.

Big Softies
S0 you can nng, them up and hassle "em
about relsasing some new slufl

Alernative Software
T 0977 THTYTT

CodeMasters = 0936 5141332
Gremlin/GBH = o742 783423

Ocean,/Hit Squad
T 061 B33 6533

Titus/Fox Hits = or1 700 2119
Touchdown = o268 541126
Virgin = os1 vso 2258

US Gold/Kixx © 021 356 3388

Mr A (who wishas to remaln anonymous) is an AA

reader (but that's not why he wishes to remain

anonymous - that comas In a minute):

*1 was a normal, happy human being until the day |
went into the newsagent to buy the latest Issue of AA...
AND IT HAD S50LD OUT. | was so ashamed. Ever since |
have locked mysolf in my house, afraid to go out, afrald of
what people were saying about me. My life is now just not
worth living. If only | had filled in the form on page nine of
AA and handed it into my newsagent. He would have
saved me a copy. Don't let the sama happen to you."

SAVE

! Get it ordered.
Dear Newsagent,

Please zave me a copy of...

AGHEH”

...every month. It comeas out every third Thursday
of the month and is produced by those wonderful
people at Future Publishing.

Zeppelin Software
™ o1 388 7758

Hardware
Datel = orna raaror

The place 1o go for mice, printers,
memory expansions, all that sort of stulf.

Micreform Fax: 0772 703131
Drives, upgrades, disks, all sorts of
techy stulf like thal

Romantic Robot
™ 081 200 ASTO
Creators of the Mulliface

WAVE = o229 829109
Suppliers of inadsa good stuff - thair ad
15 on the back cover

Scﬂ\n;iciro
:.I.:m x:;\r-am o8

Fast friendty service, the ad says. And
U's right. They've got an impressively

wida variety of soltware on offer as well

Software Cavern = ceas ao1101
Probably the largest selection of CPC
scftware for sale in the known umiverse.

Software Express
T 0483 340168
A new company in Inverness.

Tronics Morth

T Ool0&ITT 252 Tas

*. PO Bex TA19, Carbat, Oussniland
Australle, 4874,

The largest suppler of software and CPC
bits'n'pseces in the southern hemisphare.

Mail Order
Trading Post = ovsz asz2138
They're offering loads of cutprice
cartridges al the moment.

Trojan = 0554 7rreea
The people to spaak to for cartridge and
lightgun stuff

Wizard Games = o723 376806
Games, games and yet more games,
basically on every imaginable format

(=] 47-49 Ruilweay Roud, Laigh,
Laneushirs WHT 4AA.

™ 0PAR 187888

They've been around for ages, guarantea
a fast turn-around, and must be a much
better bat than Avatar. Give 'em & go.

'WTS Electronics
T 0582 491949
Amstrad-authorised repairs specialists.




'UNBEATABLE
PRICE!! |

B This Amstrad M is @ high r

quality interface.

¥ When combined with OCP Ady d Art Studio this graphics packag

simply the best system availdble. The f are hed
B Create an image - shrink it, expand it, move it, rotate it, copy it, colour MOUSE MAT
] s or shades, make elastic lines - stretch and manipulate AND

B Zoom in to add detail in fine mode. B Pulldown/Icon driven menus for ease MOUSE HOLDER
(WORTH £12.99)

B Mouse operation, plus joystick and keyboard control. WITH EACH PACKAGE
N 16 pens, B sprays, 16 brushes - so flexibl y can create superb graphics easily.
B Full cur and paste facilities plus llent printer support.

TOTAL PACKAGE INCLUDES MOUSE/ MOUSE MAT/HOLDER, ATTRACTIVELY
STYLED INTERFACE AND OCP ADVANCED ART STUDIO

LC 100 ‘| 'R PRINTER PACKAGE

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!

W The Star LCT00 Colour Printer not only prints in Near Letter Quality for your regular jobs but
also prints out your pictures from Art Studio, etc., in fantastic colour!

M LC100 is a fuil Centronics printer so it works with other computers (Amiga, ST, PC etc.)

B \ade possible by Date’s | pACKAGE INCLUDES STAR LC100 COLOUR PRINTER RRP £199.00
umque colodr printer driver - CENTRONICS PRINTER LEAD RRP £12.99

now you can have a hardcopy DATEL COLOUR PRINTER DRIVER SOFTWARE RRP £19.99
in up to 16 colours!! NORMALLY £231.98

B o e o by, COMPLETE PACKAGE NOW ONLY £199.00

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY ONLY £19,99

B |f you already have an LC10, LC100 or LC200 Colour Printer we can supply the Driver
separately.

e g e— e— W Simple plug in memory expansion gives instant axtra memory
*"‘o l) ' CS M Features bank swiching software for easy use by 'he programmer o for use
—e as a data storage area ’

M |deal for use with the CPM 2.2 e'c

“mmmﬂﬂﬂ B The software alsc leatures some extra BASIC commands
™ W 64K unit expands 464 to 128K, u E H 0 n "
- -

emm B 4K unit brings 464 up 10 CPC 6128 memary configuration

making a much iarger software base available. Will work straight off
with mary programs desigrea for this unit (ircluaing OGP At Studio -see Ad.)
= o4k MEMORY
frenics 64 ] :
| e—

I Bank swilchifigfione auiomatically by software (cassette 464).
3

— i 3 5 = A § ™ g
i f.'] Qa0 KAK ENP ARA = : =

B 1 \\L\ \| | e wWe 'v'|.\.' VNIV . :
464+ NEEDS ADAPTOR (£9.99)

244 HOUR MAIL Send Cheques, Postal Orders or credit card details fox
ORDER HOTLINE () S MacInCdes e

0782 744707 = s

FAX 0782 744292 sT4 m ENGLAND.

OR CALL AT OURLONDON SHOP:- DATEL ELECTRONICS 222 TOTTENHAM COURT RD, LONDON W1 TEL: 071 580 6460
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ou might not realise it, but when you

look at your humble {designed

king at an
more compuhng
ssible. Almost
any comgp to the most
powerful f acintosh =

even mainfrar

5 and exchanging information
This has never been more important

than today. T

computer

2 buzzword in technology

if a computer can't

NOW IS €

ompatibility

e omnipotent
to be found in every

8

. can

The basics
The most ©
Ok

g that famed product of

Tmon wa

up computers (s

technology

The CPC can do a lot on its own. But imagine how much you
couvld do if you could tap the power of millions of other
computers. Richard Fairhurst gets on the blower...

Windows, you'll get a beautifully-crafted box with
2 in it instead)

about because, even if the dist

SneakerNet™. You too can install your own

a nasty me

1
this comes

ve a program from one computer to another sizes are the same, their formats - the
save it on a disc, take the disc out of the drive,

and put it in the other computer. Hey presto

way in

communicating computers
Try to put the same disk
in a PC at school or at work,
however, and you will come
up against anather
problem: the disc doesn't
fit. Unfortunately, in the
real world, everyone
uses 3.54nch discs
instead of the 34nch
now,

discs that we all |

love and can't ge
of any more. No problem, thinks
above-averagely intelligent AA read

ur

rule

one - always be nice to your readers), and
goes out and buys himself, herself or
itself a 3.54nch drive from Siren, Avatar
r the like. But put this disc in a PC, and
MS-DOS will print a nas
message on the screen
complaining that it doesn't
understand (if you're running

v

>»
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() communications

Kit comms
The AA buyers' guide to communications
['comms’ tor the initisted) equipment.

® SERIAL (R$232) INTERFACE.

The Avatar/Cirkit and (out of production)
Amstrad models are very similar: the
Amstrad model comes with software on ROM,
but all the best comms software is PD and on
disc anyway. Siren's interface is cheaper
1£29.99 rather than £39.89) but, owing to a
couple of technical peculiaritios, it won't work
with any but its own (rather poor) built-in
software, and can't be operated at the fast
speed that today's modems require.

@ COMMS SOFTWARE

Commstar, built-in to the Amstrad interface, is
okay, However, your best bet is the thoroughly
wonderful PD BBS Terminal (also known as
ANSILARC), which does almost everything you
could want - including work with fast modems.
CP/M freaks might like to take a look at ZMP,

which programs and other files are arranged on
the disc - aren't, F«umdy you can persuade
your GPC to write to PC format discs. For this,
you'll need either the commercial program 2in-1
(from Moonstone Software) or Andreas
Stroiczek's equally good shareware DOScopy,

messages

So what information can
you exchange between
computers? Firstly,
programs are out. The
instructions which your
CPC understands (a
particular brand of Z80
machine code) will
confise a PC or Amiga.

The main exception is
CP/M programs (the ones
which have a filename ending

with *.COM", which crash every
five minutes and are horribly un-
userdniendly); these will run on any other

Here are a fow programs you can use to got

® ARCHIMEDES: older Arcs need a program
like MultiFS. Arcs with the newer Risc0S 3
can read PC format discs automatically.

® MACINTOSH: Apple File Exchange (comes
froo with all Macs), Macintosh PC Exchange
or DOS Mounter.

@ ST: there's no need. ST and PC discs are
virtually identical.

® A CPC can read Amstrad PCW 3-inch
discs using any one of a huge amount of
CP,/M PD programs - check out your
favourite local library,

June 1994 AMSTRAD ACTION

another PD program, which has a more
efficient way of transferring files than any other
mmﬂﬂ:mmm‘i
running at high speeds, though.

® MODEMS

We could recommend one, but the best way to
wumunpumwm
welgh up all the magazines, and buy the
heaviest one. The mag you choose In this way is
guaranteed to have lots of lovely modems for
sale at around £60. Look for one which says
2400 baud (this means that it can shift data
about pretty quickly), and Hayes-compatible
{which means that you can tefl it what to do with
a bunch of unrecognisable abbraviations). You
might be able to buy a tax-modem for this price,
which acts as a fax machine too when hooked
up to a PC, Mac or similar. Not that you'd ever
consider using one, of course...

Legally, any modem you connect to the
‘phone line must be approved by an official body
called BABT. However, approved modems
usually cost hundrods of pounds more, and no-

computer which runs CP/M, which for practical
purposes means the Amstrad PCW. Even so, a
few apparently CP/M programs are in fact
It is possible to run some CPC programs ona
PC-compatible machine, using a very
clever piece of PC programming.
(a shareware program
by Marco Vieth

Southend-On-Sea, Essex SS1 2YD

w (0702) 466933), which emulates a

CPC. A PC with a royalblue screen

and yellow writing saying *Amstrad
128k Microcomputer (v3)... hmm, it
looks strange, but for the majority of
programs, it works.

The anly problem is that, to run

-mhmmwnmu

unapproved model, They're no risk to anyone,
unless you see an approved modem going very
cheaply indeed, don't worry about It.

® PHONE BILLS
Mmmmmmm-

forced on BT by the regutatory body Oftel (you

would love you to sign up with the alternative
“phone operators, Mercury, though, and you
might find it a very good idea, bocause long-
‘distance 'phane calls on weekdays are still far
cheapar with Mercury, and customer service is
arguably a lot better.

Excluding the small increase in your ‘phone
Mﬁmmmunwhm
with brand-new equipment - for under £100.
Second-hand, you could expect to pay maybe
half that. Which lsn't bad going when you

anything approaching
narmal speed, you'll
need a PC with at
least a 486DX2/66
pracessor {technical
jargon for a) very fast,
and b) very expensive).
I's a shame that there's
only this CPC emulator in
existence; most computers
warth their salt have a
Spectrum emulator
(including the CPCY), a
Commuodore 64 emulator
and a ZX81 emulator. Oh,

good paint to put

Doing it yourself

It's perfectly possible to run a bulletin board
yourself with a CPC, but here are a few things
you'll need to bear in mind.

First off, it's always best to run a bulletin
board full-time. Even If you say that itll only be
operational between 10pm and 8am, so that you
can use the ‘phone for normal calls the rest of
the time, someone is bound to "phone you when
you're in the bath. Picking up the ‘phone to the
scroech of computer data (like playing a game
tape on your stereo) is not very pleasant.

So, get BT to fit an extra ‘phone line, and
ﬂummmbmmmm
for anything else, buy another one. You'll need a

3.5-inch disc drive to hold all the downloads and

are a few CP/M packages around - ROS, PICS
and so on - and you'll need to be talked through
sefting them up by someone who's done it
before, because it's not the sasiest of tasks. If
you're still interested, ask on a bulletin board.
Running a bulletin board Is attractive - all the
“advantages of comms, but as people call you, no
phone bills - but It's not realistic on a CPC. Your
best bet Is to find a cheap old PC (even an 8086-
mmmu}ﬁh-mmm
work out just as cheaply and be less hassle.

~and this seems like a

! Jl

puu\uj

BT A ey -



an old chestnut to rest; you can't run PC,
Amiga, Nintendo or live cricket games
Anyone writing to Techy Forum to ask how
do this will be shot. Thank you

Don’t ASCIl me
If you want to exchange other information
between your CPC and other computers
ier, Any decent word-processor w
you save a document as ASCH (American
Standard Code for Information Interchange)
which means *no frills": no information on page
I.ayuul of styles {such as bold or talics), just t
letters which make up your text (in Protext, for
example, you save from program mode). You
can then load this into a word-pre
or virtually any other computer
Protext users will be pleased to hear that
PC and Amiga versior
word-processor are avallable, Very few people
use them however, beca they are
hopelessly underpowered in comparison with
the heavyweights like Word for Windows, but
you will be able to load CPC files dire

an your

lot ea:

sorona

and it she

twithout mucking :
and the [
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variety of
computers you
can hook up to.
The humblest is
the enthusiasts’
*bulletin board" (or
BBS, bulletin board
system), which is
usually a computer sitting
In someone’s
bedroom with
a 'phone line

and a hard
drive full of programs. You can dial up this
computer and transfer the programs from it
down the ‘phone onto your machine - a process
known as 'downloading’,

This is the secondary purpose of most bulletin
boards, though, which exist mainly for
discussions and electronic mail. As there are a
lot of peaple all accessing the same computer, it
makes sense for them to be able to
communicate with each other,
instead of just with the
computer that the bulletin
board is running on.
Electronic mail (E-mail
for short) means
that users can
send a private
message to
one another.
Discussions
(often descnibed
as ‘message
areas') are where
someone posts a
message that
anyone can read,
another replies to it,
and before long, there's a
fullblooded argument raging on
someone's hard disc.

A wonderful system known as FidoNet
hooks up loads of bulletin boards all over the
world, so that discussions (or FidoNet echoes’)
can be carried out between users of different
boards, and E-mail sent from the user of one
board to another. FidoNet started as two
computers linked in America and grew from
there - the name derives from the idea of the
faithful Fido running between a network of
computers carrying messages.

June 1994 AMISTRAD ACTION

Calling Aspects

It's possible, for example, for a user of the
Aspects bulletin board in Manchester to send a
message to a CPC user over in Australia; and
CPC users the world over can carry out a
discussion in the FidoNet ‘Amstrad Echo’.
Aspects, by the way, is a truly fine board and
should be your first part of call as a modem-
awning CPC user. There are CPC (not just CP/M)
programs a-plenty to download, a friendly sysop
(systems operator, the misguided soul who has
given over his computer and a 'phone line), and
as a FidoNet co-ordinating centre, you can be
guaranteed to catch up on all the latest CPC
gossip on the Amstrad Echo,

Even the worldwide FidoNet, though, is small
fry compared to the current irthing, the Internet.
Back in the 1960s, Marshall McLuhan spoke of a
‘global village' in which, thanks to new
technology, international communication would
be the norm. It's only now, with the
Internet, that this is becoming a reality.
The Internet is a loose term used to
describe a massive network of

computers all over the

world, and connects to
many other networks
- eg, Britain's Janet
{the Joint Academic
Network) and
America's
Tymnet - so that
users of almost
any network can
communicate
with each
other.

More than
just fun?

What's the practical advantage
of all this? For a start, there's
Usenet, which is like a huge bulletin board
available on all Internet computers, Topics range
from the predictable (various computers,
although not the CPC) via the interesting (music,
politics etc) and the sad (a section, ‘Amiga
advocacy’, where Amiga owners persuade each
other that they have the best computer ever
nvented), to the downright perverse (a Lycra
fetishists' section). There's even a Terry
Pratchett fan section — Terry himself is an
occasional contributor to discussions.

E-mail takes on a new dimension with the
Internet, because you can send a message from
your computer to any user of any of the
thousands of connected machines. For example,
if you want to complain about the shoddy quality
of this article, you could send a message to
rjf1001@phx.cam.ac.uk - rif1001, being my
name on the computer in question, phx the
computer's name, cam its location, ac indicating
that it's an academic machine (co is used for
commercial ones, for example), and uk being the
country in which it's located,

You can send a message to Bill Clinton — try.
president@whitehouse.gov - although he isn't
guaranteed to reply personally.

A 3 bl b pomaniia: il vsusily
‘have experienced the same thing before.

_ Alternatively, write to your ever-friendly

Technical Forum, Amstrad Action, Future
mnmxwmm

Best of all, as long as you can connect to the
Internet, it's all free from then on. If you've just
got access to a CPC and modem rather than a
large business or university computer, though,

you'll have to pay a subscription to a company
which has a connéction to the Internet itself, The
biggest is Demon Internet Systems, who are
putting connections into most major UK cities -
50 you only have to pay for a local 'phone call,

Or, if you subscribe to one of the up-market
‘information systems' (very posh and expensive
bulletin boards), like CIX or Compuserve, you'll
find that they connect to the Internet too.

it beats CD-ROM

AA readers know that the CPC isn't dead; the
flood of interesting PD and home-brew programs
proves it. Set your machine communicating,
though, and you'll discover a side of it you'd
never imagined, Who needs a PC when your CPC
can produce documents on discs acceptable in
any office? And who needs a CD-ROM drive when
a modem gives you access to more information
than you could ever dream possible? For

less than £100, your CPC can become

a whole new machine. 0
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You think you've got problems? Spare a thought

Jechy

for Richerd Fairhurst. He gefs
hundreds every month. And
they're not even his. They're
m.lﬂllo'lp-“hld“
them, so don’t feel too sorry

Video star

1own an expanded 664,

6128, green monitor, MP-2

modulator and Amstrad

VCR4700 video recorder. |
would like to be able to use these to create
titles on videotape. Can | feed an input from
the CPC direct to the video recorder?

Could you tell me where | can get the

software to create simple title lettering? |
have the AMX Pacemaker program, but the
plcture from this always contains the icons,
labels, etc, at the top.
Alec Williams, Chester

In the same way that you'd
connect the MP-2 to a
television, you can connect it to
the aerial input-on your video
recorder, and record the titles
in this way. The MP-2 Isn't the highest quality
unit you can.buy, neediess to say, and
you might like to get in touch with
Campursoft to find out about their
Videomaster (T 041 554 4735).
They're also about to release a
package specially designed for video
titling, but if you want to stick with
screens you've designed using
Pacemaker (whatever happened to
Gerry?), then it's perfectly possible to
remove the icons from the top. You
could try loading the saved screen
into an art package, if you have one,
and wiping the relevant area; even a simple
package should prove capable of this.
Alternatively, try the following program. It loads
in a screen first of all (called TITLE.SCR), and
then every time you press

our excl
column,

for all budding I'anme editors.
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SPACE, wipes off a line from the top of the
screen. Press any other key when you've
finished, and the screen will be re-saved,
10+MODE 21 -LOAD . "TITLE, SCR" , &CO0D
20:n=398

30 i4=INKEYS: IF - i8="" THEN-30
40.IF+i$¢)" " THEN: SAVE."TITLE,SCR",B,&C

000, 44000
S0/MOVE:0,n: DRANR:646,0,0
60:n=n-2:+G0T0 30
| hope that helps.  Richeard
Robots
in disguise
Just recently my poor old
monitor, a CTM640, blew
up on me. | took it to the

doctors and had it checked over. | got a
phone call a day later to say that the
transformer had blown. Yes | could get it
repaired but it would upset my purse at
£70 plus. What exactly is a
transformer? Is it big
or small? With the
right parts, could | fix
it myseif?
n My last little bit is
this — whatever
_happened to MJC
. Supplies? | hear they went
" down the pan. It was so
quick and easy to get my

stuff from them, they were

so very helpful. Have they
hl 'l':u' gone forever? Will they rise
picture of a  8Eain? Oh, how | wish |

Transformer... could hear the bloke's

T The most important design
element is consistency. Design a
basic page plan, and save it to disc
you can then load it up as the first thing you do
en creating a new page. You might find it
hn!pful to have llighlly different base plans for

just Ioohl r.a'n'y

Spot the dot
Help! Being very new to
computing, and wanting to
transfer Stormlord to disc, |
decided to try my hand at the
program you printed - never having tried
the type-ins before. | had three or four tries
at the program and at Typechecker.

Each time when | run or attempt to run
one, my computer (a 6128) gives me a

voice again. After all, he did sound a
rather lovely dish (don't tell the husband).
Mandy Rowe, Milton Keynes

A transformer, as everybody knows, is a
cunning device manufactured by Hasbro. One
minute it's a car or a plane, the next it's
transformed into a robot. It's not surprising
that your monitor blew up if there was one of
these inside trying to get out.

Alternatively, it's the bit of any electrical
device that transforms the mains electricity
(240V AC) into the appropriate voltage, direct
current, for the device in question. It is, as
such, a very vital component. However, over
£70 is a complete rip-off; you could probably
buy a second-hand CTMG40 for £40. Should
such a thing happen again, phone round a few
repair specialists for a quote first. It's not the
sort of thing you can fix yourself, though.

MJC went under owing to the recession,
I'm afraid. Why the most efficient and
friendliest of mail-order companies had to go
bankrupt | have no idea, but that's just the
way it goes. Richard

2 Don't let articles spread all the war across a
page without interruption - it m: th |

& Try to avoid large areas of bi
they have an unwelcome effect
to call attention to themselves, t|

sample copies can wcrl:
wonders for your readership figures.




*Syntax error' and will not run either
program. The listing gives me a space after
the line number, which try as | might, |
cannot get rid of. When | list them the
space is there on every line. The magazine
listing is as follows:

10-addr=4BESO

...and so on through the list. In spite of
many careful attempts to get rid of the space,
| get SYNTAX ERROR and the following:

10+ addr=4BESO
Reg Elms, Isle of Wight

Spot the difference between the
dot on your screen and the one
in the magazine. The one on
your screen is a full stop, at the
bottom of the line; the one in the
magazine is hovering half-way
up the fine. That's because it's not actually a dot,
it's a space. In Typedns we print a dot to show
you where the spaces should go, because if you
get the wrong number of spaces, Typechecker
will complain - and counting dots is a lot easier
than counting spaces. So every time you see a
"« ', type a space. From now on this is & system
we will be using in Cheat Mode and Techy Forum
listings as well, Richard

Painting
by numbers

Have you got any idea where
| can get a copy of the new,
updated GPaint program?

A Sheldon, Nottingham

Try ringing around some of the Public Domain
libraries listed in the Amscene Directory at the

't be afraid to take
r fanzines. They've trodden
before, and probably made
's more, with the amount of
g at a DTP package, they'll
to help. Probably the best

Throw ‘em away and put
proper disc box. You can g

front of the magazine — Sheepsoft are usually
good for that sort of thing. Richard

Up the creek

1 Is the GX4000's control
paddle totally compatible
with the 4647

2 | am writing a game in
BASIC which is going pretty well. | was
wondering if the background could be made
more interesting using an art package or
BASIC's DRAW command. If so, how?

3 Are all the pen colours [in MODE 1)
definable, and can they be changed half-
way through a program?

4 How do | emulate FILL, GRAPHICS PEN
and GRAPHICS PAPER on my 4647 Also,
how do.you turn the cursor on and off?
Daniel Bryant, Exeter

1 Yes.

2 Using the DRAW command is
all very well for a line-based
background, but for the best and
most imaginative results, you're
best off working with an art package. Once
you've saved a screen from your art package,
you can load it onto the screen using
LOAD+"f1ilenane” ,8C000. However, making sure
that graphics don't obliterate the background is
another matter entirely, and one which involves
lots of messing around with sprites and such like.
3 Ves. Toset a pen colour - or, as it's properly
known, an ink {from 0 to 3in MODE 1) -to a
particular colour (0 to 26), type INK ink number,
colour number, For example, to set pen colour 2
1o red, you'd type INK 2,6. You can change inks
halfway through a program, but anything currently
on the screen in that ink will change colour too.

boxes very cheaply these days from Staples,
Dffice World and other such ‘office superstores’,
and they're fine for the 3-inch variety too. Do it
now, you know it makes sense [because we told
you so, that's why).

¥
superstores). The difference is incredible.
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rad n, 30 Monmouth
i Ayon fA1 2BW.

4 FILL is tricky, and is best avoided; if you only
want to fill rectangles, a routine using the DRAW
command in a loop is easy enough to write (if
enough people want one, we'll give you a proper
464-compatible FILL command in Techy Forum
one of these days). The other three problems
can be solved using the AA Toolkit on last
month's covertape. Richard

Colour me,

don't colour me
| have recently acquired a
Citizen Swift 24e colour
printer. There does, however,
seem to be a problem getting screen dumps
in colour from Advanced Art Studio. Can
you please help?
Ray Forster, Cleveland

MIC Supplies used to sell a
colour printing utility called
ColourDump 3, which will do
what you want. Unfortunately,
MJC have since gone down the
plughole, but you can buy a copy for £15.95
from OJ Software (T 0257 421915). Richard

9-9
| just started buying AA with
issue 100 and thought |
would drop a line to say how
good it is.
1 I've just bought this bubble-jet printer
which is extremely user-hostile (on the
Amstrad, at least). | can’t use the driver
software provided as it is on a PC 3.5-inch
disc. | wrote a driver to do screen dumps,
only to discover that the Amstrad only has a
seven-bit port. How about a hardware
project for an eight-bit printer port? If not,
can you suggest where | might get one?
The printer uses bit-mapped graphics.
How could | convert colour blocks to shades
for black and white printing?
2 How do you do the equivalent of IDISC
and ITAPE in machine code?
3 Do you know if there is a really
good BASIC compiler available for
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the Amstrad CPC6128, and if there is,
where will | be able to get it?

4 Why don't you put a tape-to-disc routine
on all of the covertapes, to save us disc
owners the wait?

5 Hex Heroes PD library provides the best
service (within the week) | have ever had
from a PD library.

6 Is CP/M Plus the same as CP/M 3.17
7 Is the Glenco Sprites Alive package still
available anywhere?

8 What's this GAC | keep reading about?
© What happened to the WIMP system on
the covertape a couple of months back?
Bob Salter, Perth

¥ With many printers, you can
get away without the eighth bit.
You may be able to change your
routing to print seven bits of
data on each line, and simply

adjust the line spacing accordingly. Il you do this,

you'll also need to make sure that you don't need
to output the eighth bit when sending the number
of bytes you're going to print; if that's 640, send
639 (&017F) and then the final byte separately.

This might not be possible on your bubble-jet,
50 you'll need to look for an eight-bit port. No
mail order dealers are selling them at the
moment so it's off to the Small Ads with you.
Alternatively, we printed a hardware project a
long time ago to do the job: if there's enough
interest we'll consider repeating it.

To convert colour blocks to shades, you'll
need to define a ‘stipple pattern’ for each
colour; a stipple pattern is basically a small
graphic block with a dark pattern for a dark
colour, and a light pattern for a lighter colour.
With a 360dp bubble-jet, you've got plenty of
detail to play about with, too. Incorporate these
stipple blocks into your routine, and hey presto,
one grey-scale driver.

2 The same way you execute any RSX from
machine code. Set up the RSX name in RAM (with
bit 7 of the last character set), point to it with HL,
and CALL - &BCD4. If carry is set, then you can
CALL+&1B to jump to the routine - otherwise, the
command wasn't found.

3 Not really. SPM's Power Basic and Ocean's
Laser Compiler were both reasonable efforts

which you might be able to pick up via the ever-
useful Small Ads. There was also a rather nice
commercial German compiler which mistakenly
found its way onto the British PD circuit (oops),
but your chances of picking this up are even less.
Keep going with the machine code!

4 We would if we could. Unfortunately, the
pressures of producing AA for you make it
difficult for us to act as master crackers and
spend hours working on nifty tape-to-disc
routines every month, When we can, we will put
one on for you.

5 Three cheers for Hex Hero Richard Marra.

& Yup.

7 Afraid not - you know what I'm going ta say
next, and it involves the words ‘Ads’ and 'Small’,
Quantum's Aussie wizard, Richard Wilson, has
been developing an infinitely better games
creation system called Zack, which for the first
time lets you produce commerciakquality games
without machine code. We're not sure if it'll ever
see the light of day (or if it does whether anyone
will ever be able to get hold of a copy from the
ever elusive Quanturn) but if it does, you can be
sure that AA will have full details.

8 GAC stands for Graphic Adventure Creator,
It's a rather nice adventure programming system
which we gave away on the covertape with AA76
(back issues still available, folks). But no, before
anyone asks, there are no GAC booklets left.

© We had second thoughts, because the tape-
owning population of Amstrad land might not be
50 keen on a disc-only WIMP system. We try to
keep everyone happy with the contents of the
tape. Richard

Just a number
in your little
black book

| have discovered that this
statement, run in different styles, will
achieve different results:

ad="abede": PRINT:Baf

10+a$="ahcde" : PRINT -Ba$
Using DATA statements produces further
different values, which leads me to the
opinion that the values returned are maybe
pertinent to the amount of BASIC used, as in
the location pointing to the next free byte

1#’s all Greek to me

I have a 6128. Is there
any available disc
software for word-

/ processing in Greek, and

at what price?
/ S Valavanis, Halesowen

The best choice for
international word-
processing is our old friend
Protext coupled with

the Protype print enhancer. Protext itself

is £21.95 on disc (you can also buy a

ROM version if you have a ROM-board),
and Protype, perversely, is more
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expensive at £23.95. You can buy

both of them from our old

friends at 0J Software

(2 0257 421915).

Incidentally, the

reason that | keep on

mentioning OJ is

because they're

advertising the

most comprehensive range of serious CPC kit
around at the moment. If anyone
_else has got large stocks of
N\, stuff that they think readers

ought to know about, drop us
aline. Richard

for a BASIC program or something to that
effect? The mystery deepens when you
realise that without assigning a string in the
first place, this would produce a SYNTAX
ERROR message!

It doesn't make any difference how many
characters you use in a$ (up to 256), which
frustrates all my attempts to understand,
Adding 256 to 368 would not agree with all
those results! Very mystifying - at least to
me it is. If you aren't aware of it, would you
please experiment and let me know what
your experts make of it anyway?

Brian Bond, Bromley

Never fear, Guru Fairhurst is
here, the man who is incapable
of writing a machine code
routine without turning it into an
RSX. He doesn't eat dinner, he
executes a¥=+"DINNER" : - IEAT,®ad. Writing a lot
of RSXs means that you have to be aware of the
intricacies of string storage on the CPC. Your
confusion is understandable; it's not the most
straightforward of subjects.

The @ indicator before a variable, indicates at
what address in memory the variable is stored. A
simple example: assign an integer variable, a%,
to equal &0532 (hex). Now print PEEK(8a%),
which should be 50 (&32 hex), and PEEK(@a%+1),
which should be 5. Hey presto - that's your
variable. The reason why you can't PRINT -Ba$
before a string has been assigned to a5 is
because aS doesn't yet exist: it's hardly
surprising that the computer generates an error
when you ask it to tell you the address of a non-
existent vanable.

Where are the variables stored? Immediately
after the BASIC program. This explains why you
get a different result from entering a direct
command, as in your first example, where there
is no BASIC program in memory, to running the
command when there is a program in memory
(as in your second example).

However, if you assign two strings, you'll
observe - as you've hinted - that their addresses
don't seem to vary with the length of the string.
To explain this, we have to look at how variables
are stored. Integers are simple two-byte jobs, as
explained above. Floating point variables are
harrible great five-byte monsters that require a
degree in Maths to understand, And strings?
Three bytes. No matter how long the string is.

The first byte (ie, PEEK(Ba$)) is the length of
the string. The second and third bytes
(PEEK(Ba¥+1) and PEEK(Ba$+2)) store the
address of the string itself, which is much higher
in memaory - near HIMEM, in fact - and so doesn't
affect your calculations regarding low memory.

Try it yourself. This listing inputs a string, and

then displays it on the screen using the rules

outlined above:
10 INPUT a8
20-a=PEEK(Gaf)
30+h=PEEK(Bat+1)+256#PEER (Bat+2)
40 -FOR-n=h-T0-b+a-1
$0PRINT -CHRS (PEEK(n));
B0 NEXT
Hope that's all clear now! Richard AR



. Issue

Check out these crazy prices

1

e e

AMSTRAD
ACTION::%

At Festurer Complete gude i games-playing. simulstors. Reviews:
Superears. Rsbecep 2. North amd South, Strider 2, Mystios!, Golden

RATT: Covertape: Seymour Take Ore |mini game|, Firslord,
Foottal Fi [Furts. rnside: Tho Fr

Laarmng
AATE Covertape: Spece Crimade [demal, The Sphine fima,
Shackway Rider. imside: Guldo 1o PD. foviews: Space Crusade,
Donitie Oragen 3

All extra issues..........add

* These prices apply to the UK only, see below for overseas prices.

1 back issue... o -.£2.50

2 back issues.. : vesennsennnss-£8.50 i e The ’*“9]

3 back issues...... - £6.50 R .. 4;1’

4 back issues.... — U 1
£1.50 for each -

b L ' &%

scnon <% ;,

ARG Covartape: Steve Davis Srocker. LARA (Machine
Code Utility). inide: 100s of Mutiitace POKEz. Reviews:

Wertd Pepeye Collsction > is your
AT Covertape: BooTracker imusic programi, Syntss. - e
Balloon Buster [ pa— URIDIOR =~ [

EEL%%RF-—W 3 ot &

Stroet Fighter 2 - the myth starts hare. Reviews: Pro-Ext.
St Paus, Trakors,

ARG
Crace

AATSH Covrape Ranarama, Mare Manin. Meaning Busswss (was of
businers uSSter). Ieside: Behind the scenes at AA Reviews: Blurs
Brothers Bodland Proficors

Lamersing, Adclam

AASE Covertape Screen Designer, Ned Anrosd. inside:
Cart round-up.
Coverwpe: Stryher g the Crypta of Tragan |ders|, Avarchy. AAST. Covertape: Frap Assermbler. e The best
Magrots, GPamnt. nide: How 8 garme i made (Soymor], buyers you con et for under 3 frver, debugging. Reviews: Ulimate
Soryter. 3

Harness the
pnwr_\r o

i
‘AMS iz
ACTIQRAD

Bot o ;;;l"; =7

228} Cvertape. Deforders of the Eavth dema|, Dreheriss, Supersonk:
foranic). insete The French CPC scers. buyery guide to sducationsl
softuars. Rrvewt. Turto B Tortodes, Gred and Fela.
AR Famous Five on 8 Traasurs laland, Notepad, Litsprog. lnside:
30 games. Reviews: Hideous, Brumwerd ROM.
LSS Covertaps: On The fiun, Link, Wavktop, Disk Organiser.
Irddle Miaking music. Reviews: Amarican Tag Team Wresting.
Soccer Pinhall
AARG Covertaps: Ghder Aidar. snimation utiiibes. insida. MDI

prness
wer of
£ press
IFLook Tape

b cnmaptate

Post code
Method of payment (please tick)

po [

Credit Card Mo [ | Expiry date[

Bl New lower overseas rates:

@ Europe £4 ® Rest of the world £6

the actign wig

SONIc ~ |

PraPriat HOM, Stoflar Chtpost. fangines, the 3
AX100 Covertape: Eiite. Inside: The Top 100 CPC Frogra, Unbrk 8
products ever, & look back 2t 100 ke of A% Reviest . ML oo

Touchdown:. Page Putsiuher

ARID] Covertape. Exclon, Home Accounts. imide: Ths
compiets guide o armation on T CPL. interves with
Radienl Softwure, Elas Magtercise

AALO2. Covertape: Cybernoid 2. Graph Master,

Doie'y oo, inside: maks some noise - your CPC's somkc
capabilities, The CPC werld Reviewed DES - Desiiop
Ermiroemant System.

ARIDT Covertape Nebuhat Speech inside: cogying
dnvicon. Fluff preview, Elmsoft intorview. shoot.'am-
P round-g, fow-Cost primter reviess.

AAIDA Covertape: AA Toolks, Urichur. insicla: Flulf

ruview, the PO scens aipossd. sports sim roamd-up,
Basic idea, Home Tascher

1 would like the following back issues...

Cost of back issues _ i
Please add £1 for postage and packaging £

Total cost
Please make all cheques payable in pounds sterling to
Future Publishing Limited, and send the whole lot off
to AA Subscriptions, Future Publishing, FREEPOST,
Somerton, Somerset TAT 7BR.



to be accessed while the

program is being run. How is it done?
How can you store information
quickly and easily and use it
at any point? The most
widely used method is
the DATA statement.
By the end of this
month's instaliment,
u'll have written a
quiz program with a
little ibrary of questions
that can be updated
whenever necessary.

First, you need to take a
look at how you're going to store and
retrieve information easily. Let's start

with a completely useless program that

simply illustrates the point. The
commands to pay special attention to
are DATA and READ, by the way. If

you're having trouble understanding FOR

and NEXT, you'll need to read last

month's installment (order a... = Dave),
Yes, Dave, we know, back issues, page

19, etc. Anyway:
10:FOR:a=1:T0:3
20READ a$
30.PRINT af;"."
40NEXT-a
50 END
60DATR Billy,was,confused

All this program is doing is printing the
words, 'Billy was confused’ on the
screen, a task which could have been

easily solved with

10-PRINT “Billy-was:confused”
The importance of the longer program
s that it demonstrates the use of the
DATA system — the three words are
stored as three separate pieces of
information in line 60, separated by
commas. All the READ command Is
doing is working its was though the
information stored in DATA statements
throughout the program, and placing
them in the variable of your choice. In
this case, the variable is a$, as the
information is text

RAD ACTION

Your starter for 10: how do you write a quiz
program using DATA statements? What d’ya the month
mean, ‘pass’? Here’s Simon with the answer. In the meantime, let’s

o you've written a
BASIC program, and
you've come to a part

where you have to store lots
of information that will need

get on with our
If we wanted to store numbers, the - program. The way
program needs to be slightly different. In s is going to work is with me giving
this example, only lines 20, 30, and 60 you the full program straight away, then

have changed: going through it line by line
10+FOR+a=1:703 10-9=0:c=0
20-READ -2 20 -READ qf
30-PRINT-a 30 IF q$="END"  THEN PRINT "You's
40-NEXT-a cored”;c;"out of " ;q:END

50-END 40 =g+

60.DATA §,78,3 50 PRINT g
This program, instead of 60 INPUT ™" a8
displaying the numbers 70 READ o
In @ row, separated by §0:ad=UPPERS (a$) :cd=UPPER$(c)
spaces (as happened 90 IF -af=ck THEN PRINT "Correct®
with the words in the 1e=ctl
previous program, 100 IF-a$()cd THEN -PRINT: "Hrong:
each number is on a new ~+the-ansuer-was "jod
line. This is only to stress 110+PRINT
that each piece of data is 120601020
entirely separate 130:DATA:Mhat:is-the:capital -of
Something else to remember 15 that France?,Paris
every time the program is run, the READ 140:DATA Hhat -processor -does- the
statement starts looking at the first «(PC have?, 280
piece of data in the program again — it 150 :DATA-Hhat:is:Simon's middle-
doesn't need to be reset nane?, David
160 DATA Who-makes:the most tea:
A quick in+the-office?,011ie
recap 170-DATA-END
In the true style of a So there you have it - your fab quiz
well-planned article program, with four whole questions
(purely accidental, | included. The program also has a little
can assure you), this score system included that counts the
month's program will call upon quite a number of questions it asks and how
few things you've learnt in earlier months.  many of them the user got right. Let's
The main commands you'll need to read g0 through it line by line, 50 you can see

up on are INPUT, PRINT, IF and THEN. If what's actually going on.
you haven't got previous issues, you can

order them from the back issues pages 10:q=Ric=0
for very reasonable prices (hang on, Before we do much else, we need to
you're putting me out of a job — Dave), establish two numeric vanables to keep

Two by two

This month we've covered several commands, READ being by far the most
important. By way of demonstration, take a look at this:

READ:a¥,b4
All the command does is read in two pieces of data instead of one, placing the

first in AS and the second in BS. The same Idea works for the INPUT command:
INPUT -a$,b¥

For a command like this, the user has to type something like Simon,Forrester,

to place each word in a different variable. The comma has to be used, so it's best

to warn the user before expecting them to cope with an input method like this.




some kind of score running. Q will
represent the amount of questions the
program finds in the DATA statements,
and C will be increased every time a
question is answered correctly

20 READ q%

We've already seen the uses of this
command = it'll take the first piece of text
found in the DATA statements at the end
of the program, and place it in qs

30 IF q§="END" « THEN PRINT "You'scored®
res"outof" jq:END

This command is fairly unimportant until
the program comes across the single
word END where one of the questions
should have been. When it does, it
displays the user's final score, and
returns to BASIC.

40 qzq+l

If the program gets this far, though, there
must have been a question left. For this
reason, the Q variable, counting the
amount of questions asked, is increased.

50/PRINT q§

If you can't work out what this one does,
you really ought to start reading this
series from the start (back issues, blah
blah). In our program, it displays the
question on the screen

60 INPUT "™ ,a¥

You should be fully aware of what the
input command does — it allows the user
to type text which, on pressing RETURN,
will be deposited into the variable AS,
where it can be used by the program.
The grammar of this command is a little
odd, and is explained in more detall in the
box-out Input Explained (surprise,
surprise). All you need to know for now is
that it gives the user a chance to type
their answer into the variable AS.

10 READ ' c§

Similar to line 20, this command reads in
the next piece of text which, if everything
runs correctly, will be the correct answer
to the question asked

80 a$=UPPERS (a$) : c$=UPPER%(c$)

This is an odd little line, that you probably
haven't come across before on your
travels around the CPC. The problem, you
see, is that at the moment, if the correct
answer Is 'kippers' but the user gives it a
capital letter ('Kippers'), the program will
assume he's wrong. If you were to ask
your computer to PRINT - UPPER$
("kippers"), it'll display KIPPERS, turning
it into uppercase before it did so. All the
command a$=UPPER§(a$) does, then, is
convert everything in AS to upper case.

90+ IF -af=c#+ THEN-PRINT - "Correct®czetl
If the two answers match, the program
tells the user they were right, and
increases their score

100 IFa${>cé - THEN-PRINT  "Hrong: -
+the answer was " ;cf

If the user was wrong, though, they're told
so, and given the correct answer, The ‘<>’
just means ‘not equals to', by the way.,

Input explained

If you've been reading the main text closely enough, you'll have noticed that the
INPUT command crops up in the program we've looked at this month, Though
relatively straightforward, a little explanation of the command may be in order.
Try typing in the following program:

10.PRINT «"Hhat+isyour nane?”

20-INPUT :n$

30-PRINT“Hi +there, " ;n$
As you can see, having a second question mark on the next line is a bit of a
messy way of doing things. We could tidy the program up by changing line 10 to:

10+PRINT - "Mhatis+your -name";
But there is an easier way of doing things. Here's a shorter program:

10+ INPUT - "Hhat is+your-name?:",n§

20PRINT "Hi «there, " jn$
As you can see, the INPUT command will happily print a string of text before it
asks a question. When it does this, it also drops the question mark that normally
precedes inputs from the user, This is why the command INPUT-"* ,af takes an
input without a question mark. The fact that the input prompt is preceded by some
text means there's no question mark, and the fact that the text printed happens to

be nothing at all is neither here nor there. If you really wanted to, you could use:

INPUT - "#nswer:" ,af

Now you know how to tidy up your user inputs. Bear in mind, though, that you don't
only have to ask for text, as a command like INPUT :a will take a numerical input.

118 PRINT
Belt up — it just leaves a gap on the screen.

120.GOTO- 20

When the question, whether it's answered
correctly or not, is finished with, the
program jumps back to line 20, where it
deals with the next question

130 DATAHhat is-the capital of -
France?,Paris

140-DATA Hhat -processor-does: the:

CPC have?,280

150 DATA Mhat«is:Simon’s middle:
name?, David

160 DATA Hho nakes the most tea in th
eroffice?, 01lie

170-DATA-END

And so our DATA statements contain the
questions and their answers, separated
by commas. The final data statement just
contains ‘END', to indicate to the program
that there are no more queshons.

There didn't have to be five different
lines, though. The program would have
been quite happy with:

130 DATAWhat+is the:capital of -Fr

ance? Paris,What:processor-does-th

e+CPC-have?, 280, What - is:Simon's ni
ddlesnane?,David,Hho makes: the mos
toteasin thesoffice?,011ie,END
The information being separated onto
separate lines is purely to make things
easier and neater us programmers

Former glory
So you've got ail these
DATA statements
hanging off the back of
your program, and
you've accessed them
all. Now we have a problem —what
happens when you want to use them
again? Can we expect the user to stop the
program and run it again every time you
want to look at a piece of information
further up the list? If we wanted the

program to loop, we need some way of
telling the READ command to start looking
at the very first chunk of data again. Lo
and behold, we've got a command called
RESTORE. Let's change line 30 to read:
30, IF «q§="END" « THEN PRINT:"You'sc
ored"jci"out of" jq:PRINT:RESTORE:
GOTO 18
We'd better go through the commands
after THEN, then. Bear in mind that these
four commands will only be executed if g5
contains ‘END'". That means that these four
commands are only executed when the
quiz is completed.

PRINT "You-scored";c;"out of"iq
We've seen this command before. It
basically prints your score

PRINT

Simple - it leaves a gap on the screen,
50 the next thing to be printed won't
appear directly underneath the score

RESTORE

Thar she blows - this command makes
sure that the next READ command looks
at the first piece of data again, as if the
program had been freshly run

GOTO- 18

Yerss - | think we can pretty much work
that one out, Of course, when it comes to
commands like RESTORE:GOT0+ 10, we
could have just used RUN, but if we'd have
wanted to jump to a line other than the
first one, we'd have been in real trouble.

Well, then...

So there we have it - our
VEry OWN quiz program,
and a mastery of the
READ and DATA
commands, Mow we've learnt
the basic principle that'll let us write
incredibly complex software,
using huge amounts of @
information quickly and easily
19594 AMS
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~ @}) HARDWARE PROJECT

Dwiit emncls

Nope, Simon’s not finally getting a haircut. He’s actually
going to let the world know how easy it is to make a
device that’ll let you plug two joysticks into one socket.

ave you got a copy of Gauntiet?
H Maybe you like the odd blast on

Ikari Warriors? One of the problems
with these lovely little games is that in two-
player mode, because both people play

imult ',. one unfor person has

to use the keyboard. A lot of people don't
mind this, but joystick fans (like Dave) will
definitely get annoyed.

There are three solutions to this problem:
® Buy a Plus - the newer range of CPCs
have two joystick ports, making life
incredibly easy. The older CPCs only have
one port, though, so unless you want to
spend huge amounts of cash for the sake of
two joysticks, a Plus is not a viable answer.
® Buy the Amstrad joystick - When Amstrad
originally released the CPC, they bundled it
with loads of games and a joystick. This
standard black plastic joystick had a
mysterious d socket attached,into
which you could stick a second joystick.
This was okay, but it meant that the second
player was attached to the first by a bit of
wire, and the joystick was rubbish anyway.
These were the kind of joysticks where the
two people would toss a coin, the lucky one
getting to use the keyboard.
® Read on - You'll learn how to build a
Jjoystick splitter of your very own, allowing
you to use two joysticks of your choice, both
of which will be attached to the CPC. Make
sure you read every word of this feature
before attempting anything yourself, though.

What do we do, then?
Before we get down to fiddling with bits of
wire, we'll need to know how a joystick
works. We won't need to know what

Raw materials

To build this groovy little gadget, then, you'll
need quite a few parts. They're all available from
your local Tandy shop (well, that's where we got
ours from], branded either Archer, Radio Shack
or Smart. Whichever brand name they end up
with, the part names are always the same.

Anyway, you'll need:
2 9-position male D-subminiature
connectors (solder type)
1 9-position female D-subminiature
connoctor (solder type)

3 Shielded D-sub connector hoods
The three connectors cost 99p each, and the
three hoods will cost £1.99 each, making a total
cost of £8.94.
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microswitches are, just how the CPC looks
at a joystick from its end of the bargain.
Let's start with the joystick port, as you'd
look at it from the outside:

As you can see, there are nine pins (you
can count, can't you?). Five of these
correspond to the five movements of the

joystick, being up, down, left, right and fire.

The way the CPC detects these five extra
keys is simple — when the stick is moved in
that direction, a connection is made
between the particular pin and the pin
marked ‘common’. It's marked "

say, simpler than... well it's unprintable,
really. It's pretty easy, though - we just have
to connect the five control pins to the
second common pin, marked com 2.,

The birds and the bees
To understand exactly what's going on with
connectors, we'll need to get one little piece
of terminology out of the way. Some
connectors have pins sticking out, others
have holes that the pins slide into to make
the connection. | think you can use your
imagination to work out which is termed as
male and which is termed as female but if
you're still having problems, pose the
situation to someone slightly older and they
should be able to enlighten you. Anyway, |
think we can work out what we have to do...

No we can’t
Fair enough - I'll tell you then. What we're
actually doing is taking one female plug and
wiring it to two male plugs. Both joysticks
have to have the five controls, so they'll all
be wired directly from both plugs. This
means that as if you're looking at the plugs
from the spiky ends (the backs of the

kets), pins 1, 2, 3, 4 and 7 have to be

not because it blows its nose on its sleeve
and drops its h's, but because it's the one
ion that's to every other.
Operating a second joystick with this
system is, as my dear old granny used to

connected from the female socket to both
male plugs. The wiring diagram for this
looks a little odd, but it's very easy to
understand - all the connections to male 1
are one lead, and the connections to male 2

sEEEEnnreenss

Hare they are - all the bits, nicely lald out. The whols lot for under o tenner,

You'll also need some wire (pretty obviously
- what did you think we were going use,
spaghetti?) but this can be obtained by slicing
up any old joystick you can find - failing that,
you can buy perfectly suitable ribbon cable for

quite a reasonable price. Bear in mind that
whatever cable you buy, it must have six wires
inside it {a normal power cable has three, for
instance], and these six wires must be very thin
(I mean really blimmin' thin).



-
-

H you're thinking, “this all looks

ridiculousty simple,” Thot's b M ls.

are a second lead. The diagram above
should make things a bit clearer.
The only important thing to consider is the

Right - listen up. You'll need a soldering iron with
an incredibly fine tip. You'll also need a roll of self-
fluxing solder. The flux bit is just to stop everything
going bubbly, This lot will cost you about £20, but
a soldering iron will last you a lifetime if you treat it
properly, and solder is very cheap.

The simple way fo strip o wire - take o piece
of wire and work arewnd It stissor, just hard
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to solder two pieces of wire to one of our socket
connectors as well if you want.
1 Heat up your soldering iron, testing to see
whether it's hot gh by ] g a
bnummmw.m»mm«um
2 Melt some solder onto the tip of the iron.
You're alming for a fairly small blob, not big
enough to fall off the tip of its own accord.
3 Hold the wires you want to solder firmly in
place. In this case, you can stick the bit of
wire into the thin metal tube. Make sure
they're perfectly still, and well away from any
other wires; you don't want to be soldered.
4 Touch the tip of the soldering iron to the
wires, letting the solder run down onto the
wire, fixing it to the second wire or metal
tube or whatever.
5 Take the iron away from the new
connection and, still holding the wire firmly,
gently blow on the solder to cool it down. It
should now be solid, and quite strong.
This takes quite a bit of practice, so getting
a few odds and ends of wire and trying to
solder them together is a good idea. Don't
worry if you mess it up a few times — just work
slowly, and you should get the hang of it after
@ while, If it heips, get someone else to hold

o the wire in place while you solder it.

| don't want to patronise anyone, but it's best

enough to break through the outer ploatic bit.

tion of the pins. Both male
sockets have the common wire connected to
pin 8, but these two leads aren't both
connected to pin 8 of the female plug - the
second lead is connected to pin 9. Oh hell -
this is confusing, isn't it? Look at the diagram
above for a clearer explanation, though we'll
pretend the other wires we've connected
don't exist for now, and concentrate on the
individual pins. Don't think about the wires, -
just concentrate on the numbers.

Step by step

Let's break this up into simple steps, then.
We're looking at all three plugs from the
back, keeping the female in the middle, with
a male either side. All three plugs should
have the narrow side flat to the table (the
same way up as the previous diagrams).

1 Connect the top left-hand four pins of the
female to the top right-hand four pins of each
male. These are the directional and fire pins.

Out sockets, lold ovwt male, female and thes male. Den't ask.

Soldering is a method of heating metal to
such a degree it turns to liquid, so you can pour
it onto two pieces of wire, and it'll cool to make
one solid conducting and connecting lump.
Sounds a bit scary, huh?

Look - I'd love to say, “if you haven't soldered
betore, forget this project,” but that's not fair.
Instead, we're going to go through soldering two
pleces of wire together. You can use this method

2 Look at the first male plug from the
back. Locate the pin on the bottom row,
one in from the left, and connect it to the
female plug, at the pin on the bottom row,
one in from the right.

3 - Connect the same pin on the second
male (bottom row, one from left) to the pin
on the far right of the bottom row of the
female - and that's pretty much all the
hard work done.

4 - Let the whole lot cool.

There we have it - a
functional joystick
splitter. But, you
have read this whole
thing through once
before you dug your
soldering iron out,
didn't you? If so, you'll

Why should you bother?

Good question. if you spend most of your time
playing one-player games, then no (but you are
missing out). i, however, you like nothing more
than to romp around on Bloodwych in two-player
mMmdunllmrlouPhuwan
Amstrad joystick, but as I've explai hy

your life, even (though I'm not sure how). And it
only costs around a tenner, so you haven't
exactly broken the bank, have you?

One thing - neither Amstrad Action or Future
Publishing wltdu responsibility for scarred

neither is exactly the best solution). l:outdm

flesh, d P or charred houses, if
you mess this up, on your own head be it.

to talk about safety here. A hot soldering iron

is perfectly capable of burning a hole through
your flesh, causing a good deal of pain in the

process. Never touch the tip of the iron to test
how hat it is - use a bit of solder. When you're
charging the tip (putting solder onto it), use a

long piece of solder, making sure your fingers
are nowhere near the end that's about to meit.
Get it? These things bloody hurt (| know - my

hands are scarred from this sort of accident).

have known that you were now going to use
those cases you bought, and cover up that
messy wiring, to pretend it doesn't exist.
That's it, really - there's only one way you
can plug the thing into your CPC, but you
might have trouble working out which is
socket one and which is socket two. The easy
way to find out is to plug a joystick into one of
them and waggle it. If arrows appear, you've
found socket one and can mark it with a 1,
and if letters appear, you've found socket two.
Once you've sorted that out, you're all
ready to load up your favourite two-
player game, invite the friend over m
and, of course, have fun, Ah

So we take owr matal casing, and hide the
disastrous messy wiring vedemoaih it.
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1) MACHINE CODE

' Assembly Line

Size doesn’t matter? Don’t you believe a

word of it. The smaller
the befter is Simon’s
philosophy, and
he’s going to
prove it by
talking about
compression.

ast month, we

took a look at

the various
things you can do with
a disc drive and an
assembler. Storing
information is all very
well, but there's only so
much you can fit on a
disc. Even though you can
actually fit 205k on a disc (by using ten sectors
per track and 41 tracks per di

you might still
need to cram a little more information on there.
There are a few ways around the problem,
though, and the one we're going to look at this
month is compression

The idea is simple - if we can crush the same
unt of data into a smaller set of bytes, we've
ved space before we've even saved it out. Disc
owners can now sit up and listen because they're
always paranoid about space, and tape owners
can cartwheel around the living room because
using smaller files cuts down on loading time

One big crunch

Find yourself a tape user, and mention loading
screens to them, | can guarantee they'll get
depressed. The problem is that though it's nice to
look at a pretty picture while a game's loading, that
same picture takes aeons to load, wasting your
time. For some reason, programmers still insist on
using them, though. For a happy medium, we're
gomng to take a look at a form of compre that

could reduce those 16k files (1 7k if you're using a

disc) down to around 9k. The size of the new file

Glossary

isn't always the same, but it usually
comes out at around 9k. We're going to take a
look at rurdength compression
Computer graphics are always stored

unecanomically. Though storing a picture pixel by
pixel allows fine detail, it also means that huge
expanses of one colour are stored in massive
strings of identical bytes (a solid block of nothing
turns into 100-0dd zeros). Run-length
compression is a system whereby we take the
long strings of identical bytes and represent them
with fewer numbers, keeping the strings of varying
bytes intact, as they can be more difficult to
compress, This will be a lot easier to understand if
we see it in action. Take this string of numbers.

60B45222222289256B6666
As you can see, we've got
some expanses of
identical figures that
WE Can Compress.
The file we're
trying to create
will have an odd
format, as it'll be
tull of control
bytes. For the
minute, these will be
represented by a number
prefixed with a letter,
50 you can see

exactly what's
EOINg on.
These control

bytes are

going to signify how many
times the following byte is going to be repeated
(when the letter is a 'C’), or how many bytes
have to be written normally into memory
(represented by an ‘'N'). It'll help to see how our
numbers look after compression:
C3BNE45CTRNISRECES
The first control byte (C3) states that the next
number (0) is going to be repeated three times
The next control byte (N2) states that the next
two numbers (4 and 5) are to be written
normally. The next control byte (C7) st

5 that
the next number (2) Is to be repeated seven
times, and so on

As you can see, our string of 20 numbers has
been reduced to a string of 13, The more
perceptive amongst you will be wondering now
how the control bytes are going to be
represented, without taking up more than one
byte. For this, we need to look at the binary
forms of the control bytes:

76 B -4 3.2 1.0
C3 % B 0 o0 00X 2
N2O B 0000 18
CI=1 B0 % g 1T I A
N3O O 2 0 B0

S 1000 V108 P P ign]
If you examine the above figures closely,
you'll notice that as well as having the number
of repetitions or straight bytes represented in

binary, the most significant bit of the byte
(column seven) is either 1 (signifying
compression) or O (signifying normal
representation). The only restriction this
places on the control byte is that it now only
has a range of O to 127 - if there's a string
of bytes longer than 127, there will be two

® Run-length - The form of compression relying on
large strings of identical bytes.

® ASCIl = This Is the code system whereby letters, numbers, and all
other symbols are represented by bytes. There are 256 in total (0 to
255), and a complete chart can be found in your manual.

@ Bitwise - In this case, the working of bytes by fiddling with the
individual bits they're made up of.

@ Control byte = A byte in a file that doesn't appear in the
decompressed version, as it's there to indicate things to the
decompression program.
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@ Source file - The block of data to be compressed.

® String - A series of bytes. A string usually refers to less than 256
bytes in a row, whether they're identical or not.
@ Tokenisation — A compression system that relies on repeated
phrases (strings of bytes), that can be replaced with a single token.
An example would be ‘the’, which occurs several times in a text file,
and so could be replaced with a token taking up the space of one
letter, as opposed to three,



identical control bytes in a row (130
bytes, all being O would be represented
with C127 0 C3 0).

NB: In a vain attempt to find out how
much you've learnt in the past months, I'm
going to throw all of the routines over to
you ~ let's see what you can do. Can you
come up a decent run-ength compression
program. In two months (to give everyone
time], Il print the winning entries, or
my own routines if no-one else has
got what it takes,

Words and music
One of the things to remember
about runlength compression is that
it relies on whole bytes being identical,
When it comes to something like a text
file, it's very rare that you'd get too many
identical bytes knocking around, as at the most
letters are only ever repeated twice in succession
in the same word (‘succession’ has two
repetitions, 'c’ and 's’). Rurdength would be
heavily impractical, then, as you'd never save any
space (replacing two identical bytes with a control
byte and a normal byte is pointless, as it's stil
two bytes). It's for things like tex!t compression
that we can introduce bitwise operations

Let's take a look at a string of
bytes that might be found in a
text file, The reason these bytes,
though |'ve selected them at
random, could appear in a
text file 15 because their values
are all lower than 128,
There isn't any particular
reason why the bytes in text
are only 7-bit numbers, apart
from the fact that the ASCIl
characters over 127 are odd
symbols that are very rarely
used. Let's take a look at eight 7-bit
numbers laid out as bits in bytes. The
bit values themselves aren't shown, as they're
largely irrelevant - the numbers that are placed
where the bits should be represent which byte in
the string each bit belongs to. Anyhow:

Bes7 6 5 4 3 2 1 0
ey S S SR S
o e T e T e b
1 4 4 4 4 4 4 4
; B S T T T T
1 6.6 6 6 6 6 6
| TRRIRSLE T 7 U
1 8 88 88 8 8

It may look unintelligible at first, but if you take a
closer look, you'll see that the bytes 1 to 8 are
all represented by their seven bits, but the whole
lot fits into 7 bytes as the first byte straddles the
unused bit of the other seven. If this method is
repeated with every string of eight bytes, you'll
have shaved an eighth off the total length of the
file. One eighth isn't all that much, though...

When | was writing BooTracker (that excellent,
wanderful, etc), | was faced with storing strings
of notes, where each note had to have an octave
and an instrument value. For this, | used four bits
of the byte to store the note, and the other four
to store the octave. This is very similar to our

But what

~ That's a good question, really -
what about compressing actual

chunks of machine code? Well, there

are several ways you can do this. By
far the easlest is to find two numbers
that are never used in machine code
programs. Though difficult, there
are always some. These two
numbers are usually 175 and 181
(take a look - you'll see what |
mean), and can be used as
control bytes to signify either a
phrase or an identical string of
bytes. This method combines run-
length coding and tokenisation in one

text compression, as it uses one byte to store
mare than one value - the values were stored
with a form of bitwise compression

The unfortunate side to this is that you can't
write a bitwise compressor unless you can
predict exactly what type of file is going to be
used. A bitwise text compressor is pointless, as
shaving an eighth off the length of a file is
hardly worth the time. The principle is

Let’s here it
from you

Can you take the Hairy Challenge? The
address to send all your Assembly Line
submission to is: Assembled, Amstrad
Action, Future Publishing, 30 Monmouth
Street, Bath, Avon BA1 2BW.

impartant, though, because bitwise
compression will be invaluable if you're
writing a program that deals with large chunks
of data, such as a music package.

A token gesture
Text files aren't completely useless, though = the
fact that there's a bit going spare on the end of
each byte can be useful for other reasons
Token compression is the system of identifying
wellused strings of bytes, and replacing them
with tokens. Let’s take a few words, and see
what we can do with them:

the: jellyrwobhled:on:the plate
When we set about tokenising this, there are
letters that are repeated, so the first 26 token
values will correspond to double letters:

theJelTi2)y wolT21led  on-the-plate
Remember, of course,
that [T12] and [T2] are
represented by
single bytes, as
are the letters, so
we've shaved
two bytes off
already (as
each byte
holds the
ASCIl value of

about code?

swoop, which is probably the most
effective form of compression when it
comes to coding.

Remember, though, that instead of
tokenising words in a text file, we're
working with common commands in
machine code such as ‘call &bbSa’, which
comes out as &cd, &5a, and &bb, three
numbers that repeat themselves and could
be replaced with a control byte followed by
a token reference number, making only two
bytes instead of three. Though this is only a
saving of one byte, the cumulative effect of
performing this operation on several
phrases in a large file could be massive.

the a letter, or a token). Next, we'll take
advantage of the fact that 'the’ and ‘on’ are very
commaon words, and assign them the tokens
[T27] and [T28]

(1270 jelT121y wolT211ed (1281 (1271 plate

So from a string of 30 bytes representing
the letters of ‘the jelly wobbled on the plate’,
we've produced a string of 23 bytes that
represent the same thing. |f we take a 30k text
file, then, we'd have reduced it to around 23K,
or even less, considering most words are five
letters long, and roughly half of them
will be reduced to single byte
tokens. A quick bit of mental
calculation reveals that
you'd come out with &
text file about 18k long
- you've knocked
40 per cent off the
length of your file,
producing a string
of bytes 60 per
cent of the size of
the original. That's
the kind of saving
Texas Superstores
love to offer you (in
the form of very loud,
hangover-unfriendly TV ads)

during the week between
Christmas and New Year.,

Once again, I'm throwing this
challenge over to you lot. If anyone

would like to write it instead of me (please),
there'll be some sort of juicy prize involved.
Failing that, Il just have to do it myself, m
you callous lot.

-

Next month

It was a long time before a hospital unit
found me ~ | was lucky to be alive. After
the horror of this month's Assembly Line
came the terrorising fear that it could
happen again today - or tomorrow.
The cold dread of next month's
journey into 280 hung over humanity
like the Sword of Damocles. Only
time could tell...
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@ SERIOUS REVIEWS

Simon casts his expert ear over a forthcoming music
package that can actually read music... you know, demi-
semi-quavers and things like that.

bravery, you know. He sends a music

package along to Amstrad Action knowing
damned well who'll be reviewing it, and states in
the documentation that it's better than ‘other
sound packages that use interrupts’, because
apparently ‘they crash!,

BooTracker didn't crash, Mark, That was what
it was supposed to sound like (we believe you,
Simon - Dave).

Anyway, Mark Payne from Reveal Software
thinks he's got the answer to all our sound
tracking problems - a music package that
actually works with musical notation instead of
lists of numbers, Whether this is a fabulously
good idea or not is definitely debatable, but it's
the method every Amiga, ST, Mac and PC music
package has used since the beginnings of time,
Okay, so the sound quality differs, but
these editors are still perfectly possible.

® Pungtines

I've got to say something for this guy's

50 bringing us up to date on that front could be
quite a good idea. His other idea was sending
this in as a preview version, as | don't get to
make any evaluative statements just yet, after
that last insult.

troubles
The first part of the package, the musical
notation section, is, unfortunately not yet
complete, as it experienced some quite major
teething troubles when running on
our office CPC. These problems
shouldn't be too difficult to iron out
though, as they simply involve a bit
of re-structuring on the part of the
author to allow vital memory to be

used in some sections, e 151 ommmds

This is not the end of the
preview, though - there's mare to
this music package than a notator
section. To fully
understand exactly what's
going on, we'll have to
take a look at exactly what
a CPC music package is
and how it works.

The incredibly simple explanation is
this - it's a package which enables you
to write music for inclusion in your own
pragrams; only being able to play a
tune you've written from within the

original music package
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There are many sophisticoted music
packages out there. Here's your chance.

weren't helped out by a sophisticated
music package at all, no.

The BASIC driver is probably the most
advanced we've seen so far, by the way, using
some rather self-explanatory RSX commands,
instead of long and forgettable machine code
hex addresses, to do the job.

No naff

Running from BASIC, this package looks as if it's
really going to leave a mark — not only are all of
your sound envelopes left untouched, but the naff
hardware addressing thing isn't used as it
narmally is = you don't have to go into the realms
of stupidity when writing programs to cope with
the tunes in anything other than terror.

T 400,70, 5590 ¢C0,R, 16,000 4,009,708

Music Maker has
many RSXs to make
your life easy.

The RSXs that have been planned are
nothing if not comprehensive - they're the
standard commands for initialising tunes and
turning them off again, but it doesn't end there.
First, the package has capatilities for sound
effects, meaning those long, tiresome ENV and
ENT commands won't be necessary - it can all
be loaded and used with the rast of Music
Maker's facilities.

Secondly, the RSXs give you an incredible
control over exactly what's happening and when
~you can disable all sound effects if you feel it's
really necessary, as you can with the music, to
make sure things don't crash,

You don't need to take it that far, though - the
sound system is billed as a multitasking affair,
50 it's running happily in the background without
any interferance from anything you happen to get
up toin the meantime. Having this rather special
ability does come with a few drawbacks, though
~a lot of work {on the part of the programmer,
you lazy mob) has to be done to actually get
tunes, sound eflects, and normal sounds working



MicroDesign World Maps

A couple of months back we reviewed a map
package for use with MicroDesign which
allowed the user to print out various maps of
the UK for the to include in their DTPed pages,
posters, reports, newslatters or
whatever else they felt would be
better off with a map stuck on
it. Now along comes an
accompanying package
that gives you the whole
world to play around
with.

The variety of
different views is quite
astonishing, as you'll find
not only several maps of
each individual continent,
but a view of the whole
planet from different angles.

The planetary view Is slightly
odd because of the
limitations of the original
MicroDesign package - first,
the size of picture you can
import with the package is quite limited,
meaning that if you wanted to fit the entire
planet onto your screen it'd have to be

Sign wp and
see the world.

happily together without combining into a
cacophany of cack. Music Maker's own sounds
are incredibly well co-ordinated. Two of the three
channels of the tune cut out for the length of time
it takes to play any particular sound effect
automatically, and the whole lot sits in the
background for normal CPC beeps and squeaks.

ROM
Information

I's come to our attention recently (owing to a
constantly ringing reader call telephone in the
office) that you lot seem to be running around

desperately trying to find ROM boxes so that
you can run Campursoft's rather excellent
ROM-based desktop system DES, and you're
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impossibly small, probably too small to work
with. Instead, the planet has been sliced
horizontally like an orange, letting you load up
a fraction of the planet at a time.
Unfortunately, the world maps are
nowhere near as detailed as the
UK maps. Okay, we don't
want to see the main dirt
track from Woolawonga
to Sydney, but a few
more country
boundaries or major
deserts and mountain
ranges would have
made this package a lot
more valuable.
But whatever it's faillings,
this is a package that'll
really let you see the world... (I
can't believe | just said that).

Details

PRODUCT: World Map Collection
PRICE: .£11.99

AVAILABLE FROM: Campursoft
™ 041 554 4735

It’s looking

In all, this looks as if it could definitely be the kind
of package you'd want to use - if you don't have
a very good understanding of musical notation,
staves, semi-quavers and crotchets you might
like to think carefully before sending off your
cheque, but there's no better way to learn than

not having much luck by
the sound of it.

Y'see, one of the
places we always used to
recommend you get
ROMboxes from, Avatar,
seem to have gone well
and truly down the
plughole, and there’s no
point sending any money
off to them any more.

This still leaves the
problem of finding a
ROMboard, though,
doesn't it? An Infinitely
more reliable company, namely Siren
Software, are currently selling
single-slot boards for £14.99,
though these won't be suitable for
DES, which sits happily on two
ROMs. Instead, Siren are looking
into collaborating with Campursoft
to produce a special DES box along

the same lines

-
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being thrown in at the deep end. For those of us
who've already got a working knowledge of
musical notation, this should be a welcome
breath of fresh air after using 5o many computer
programmer-orientated music packages that
care more about the way the driver warks than
the tune being played.

Of course, you'll have a while to wait before
having to make the decision whether or not to
part with your cash — this is only a preview, but
we expect the full version along for its review
(and nit-picking session, knowing you - Dave)
quite soon. Until that time, you'll just have to
make do with the rather excellent
BoaoTracker, won't you? (He never stops M
trying, does he? - Dave.)

Details

PRODUCT: Music Maker
PRICE: To be announced

AVAILABLE FROM: Reveal Computer
Software at PO Box 1818, Redditch, Worcs,
B97 4AZ or ring T 0527 597707

Stop Press!
How you can
get ParaDOS

Campursoft have just taken over the sales of
ParaDOS, the high capacity disc operating
system, previously sold (or attempted to be
sold) by the hideously unreliable Quantum. The
package will now be available for an amazing
£14.99, so order now while stocks last.
Contact Campursoft on T 041 554 4735
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You bought DES. You need a ROMbox
now, though, don't you?

For more information on these lovely little
boxes, you can contact Siren on 061 724
7572, as they should have some firmer details
by the time you're reading this.

Failing that, if anyone thinks they could
write us a hardware project for producing your
own working ROMboard, please send it along
to the mag at the usual address and maybe
we'll even publish it in these very pages, and
thus you'll earn yourself long-lasting glory in
the eyes of the thousands of would-be DES
owners, It could be the start of something big.



Simon discovers that embarrassing one person per month

is really good fun. So for a whole three pages, it's over to

Chris Morgan and his amazing programming powers.

his Chris Morg

an excellent programmer (and I'm saying

zan really does seem to be

Platform Game

8 Jatform game (just in case you

adn't worked that out)

GAEG 10-REM-Platforn:Game

GAOP 20-REM<by:Chris Morgan

DACE 38-REN-(c) 1994

BAIG 40-REN

IAIL 50.5YMBOL-253,60,102,195,195,195,231,98,
L1}

IACA 60-SYMBOL-252,66, 68,86, 126,66, 66, 66,66

CAPL 70-GOSUB-530

GAFF BO-DEFINT-a-2:DIN.p(21,25)

Flatiorm Game

]
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fall
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Built-in Instructions make my job so much
easier. That's a tip for getting into print...

GAPC 90.ENV-1,5,1,1,5,1,1,5,1,1,5,1,1

DARJ 100-ENV-2,100,-1,1

FAFH 118:ENV.3,108,0.5,5,10,-0.5,5

LAHE 120+ level=1:lev=1imenz3:INK-2,18:INK-3,2
|

FHCH 130 MODE B:0=248:G0T0.550

HAEB 140:Lizti-(level-levin

FBGK 150 LOCATEL,25:PRINT"lev";level;" nen";
nen® 50" js0; (LOCATE 14, LtPRINT"TI"; i

HAAD 160 LOCATE 1,2:PRINT CHRS(248);

WAMF 170 LL=TIME/ 300 :DEF -FNtinztt+ti-INT(TINE
/300)

FAMD 180 REM-main:loop

FBBC 190 IF FNtin() 1t THEN+LOCATE 16, 1 :PRINT.
FNbim; s IL=FNtin:IF FNtin=0 THEN 490

MCMG 208 IF+ t/4() INT(t/4)THEN 220 +ELSE-FOR a=
170 bad :LOCATE xx(a), yla) i PRINT® " j 1pix
xla), gla))=32 o (ad=uxla) tdir(a) 1 IF xx(a
Jaxmax (a)OR o (ad=x(a) THEN -dira)=-dir(a
)

PAKN 210+LOCATE xx{a),y(a) tPRINT CHRE(255); :p
(xxla),yla))=B55 (NEXT
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HABO 220 -t=t+1:IF pix,y)=255 THEN 490

GAMH 230 IF p(x,y+1)=207 THEN-270

DEAR 240 IF p(x,y+L)=165 AND+£/3=INT(L/3)AND
*PLAND p(x-1,4)=32 THEN - x=x~1:G0OTO- 260

DBEK 250 IF -plx,y+1)=166AND -t/ 3=INT(L/3)AND
w{ 20 AND «p(x+l,u)=32  THEN x=x+1.ELSE 270

CAPOD 260.GOSUB-430

JBHB 270 IF+ jump=0 THEN 290 - ELSE  IF (p (x, u=1)(
232+ AND p(x,y-1)(3253)0R y=1+THEN fall=1
1 junp=0:G0TO 290

DEFP 260 yzy-1:GOSUB 430: Jump=unp+L:IF - jusp=

5 THEN:fall=1:junp=0 ELSE 300

250 IF fall>@-AND-INT(Fall/3)=fall/3 THE

N+370

OBHM 300 IF « INKEY(8)=0+AND(p(x-1,4)=32 0Rp(x
=1,4)=R55 OR-plx=1,y)=R53)AND x) L+ AND - p(
¥, ) ()25 THEN x=x~110=261:GOSUB 430:G0T
0.320

OBHO 318+ IF - INKEY(1)=0:AND(p(x+1,y)=32 OR-p(x
+1,4)=255OR p(x+l,y)=253)AND «x {20 AND p
(x,u) {3252 THEN x=x41:0=250 :GOSUB - 430 : GO
10320

WAFN 315:1F rc)248  THEN c=248:G05UB 430

FAKH 326 IF fall@.THEN. 370

FALJ 330 IF junp)@. THEN. 190

FAPN 340 IF - INKEY(D)=0.THEN. 390

GBEH 350 IFINKEY(2)=0:AND junp=0AND (p(x,y)=
252 OR+plx, y+1)=252) THEN yzy#1:GOSUB 430
1G0T 190

BEHD 368 IF-fall=0:AND(p(x,y+1)=207 00 plx,y)
=252.0R.p(x,y+1)=252)THEN - 190

KEDP 370 IF pix,u+1)(} 32 ANDp(x,ut1)()253 AN
Doplx,y+1)¢)255 THEN: 380 ELSE - y=y+1:GOSU
B430:fall=fall+1:G0T0.198

LANF 360 IFfall)16+THEN 450 ELSE fall=0:G0TO
1%0

ABJC 390 IF pCx,y=1)C)252 AND p(x, y) () 252+ THE
N+410+ELSEy=y~1:GOSUB 430

CAHK 400.GOTO0. 190

FAMA 410« jump=1:G0T0. 130

KAEK 420 REM-print new-char position

FBHK 436 LOCATE xx, yy:PRINT - CHRS (plxx,94)) 5L
OCATE w, y:PRINT CHR$ ()} 1= iyy=y

HAGD 440 IF p(x,y)=32+ THEN RETURN

DEDA 450 IF p(x,y)=253 THEN p(x,4)=32:c0inzco
intlise=sc+l:LOCATE-17,25:PRINT sc; : SOUN
D:1,30,34,15,1:IF coin/100) INT(coin/10)T
HEN:RETURN-ELSE- level=level+l:lev=levtl:
FOR+az1-T0-3:50UND 1, 100-a*10, 80, 18, 3 NE
XT:IF+1ew=5+THEN: lev=1:RESTORE :GOTO 130+
ELSE: 130

GHAMC 460 IF plx,y)=265 THEN 490

CALJ 470 -RETURN

CACP 480 REM die

MAO

=

Level twoe - it's even gol conveyor belts.
No cuddly toys, though, strangely enough.

ADGI 490 S0UND -1, 2000,70,15,2:FOR a=1-10+ 000
tNEXT:IF -men=1+ THEN«S10-ELSE -nenzaen-1:1
Felevelzl THEN-RESTORE -ELSE  IF - level=2.1
HEM-RESTORE 770 +ELSE - IF - level=3 THEN-RES
TORE -840+ ELSE -RESTORE - 938

JALY 508 coin=0:fall=@: junp=0:G0T0. 130

PBJJ 516 /MODE:1:PRINT*You scored®sc"points”:P
RINT:PRINT"Press any key-to-play-again":
CALL-&BB18:CLEAR:COTO- 80

GANH 520 REM:title screen

KAGI 530:MODE-1:PEN:L:PRINT"Platforn Gane"

GEIE 548 PRINT:PRINT" Youmust:collect-all.10
«the:coins to:«-complete-a:level, -Each-l
evel contains-a-feu-baddies, ‘which: youn
ust avoid, You: may-clinb-up-and downla
dders, «and - juap, but -youmay-only fall so
ar. ..

KCGG 550 PRINT® In-some:levels wouwill also
neek: oo oonverer belts, -By standing:on
these youwill -move:in-a-certain-directi
o,

ODHN 568 +PRINT® «There-are-four different: leve
15 for youto-complete, -and the -renaining
+kine-is:shown-at+the top right corner,
You+have-three:lives to-collect -as many
ooins-as-you:can®

ADGK S70PRINT:PRINT:PRINT"Controls:-:the:cur
sor keys " (PRINT"Up+ =+ junp/clinb  ladder
" tPRINT"down - clinb-down: ladder" :PRINT*
Ieft/right - move: left/right"

RBHL 588 LOCATE 1,25:PRINT"Press a-key:to:Pla
y" 1CALL 4BB18:RETURN

HAGC 598:REM-seb-up:screens

NAGA 600 -FORx=1+10+20:FOR y=1:T0.26:p(x,y)=3
2tNEXT tNEXT

ACNL 610 PEN:2:x1=1tMHILE x1¢)B:READ o, yu,x1
tLOCATE xx, yy:PRINT - STRINGS (x1,207) ; :FOR
samod - T0 ool =11pla, uy) =207 :NEXT :HEND

OBNB 620 ch=207:FOR-a=1 10 2ix=d:y=2:y1=1:HHI
LE-y1¢)8:READ xx, 4y, y1 {LOCATE  xx, yy : FOR+
b=yy 10 yy+yl-1:LOCATE xx, b

PACO 630:PRINT-CHR#(ch) ; tp(xx,b)=chiNEXT tNEND
1ch=252:PEN: L1NEXT

PBHF 640 x1=1 (MHILE % 1¢)0 :READ o, wy, %1 :LOCAT
Exx, 9y PRINT - STRINGS (1, L65) ; : FOR - a=xx
10 xxtx1-1:pta, yy) =165 :NEXT :HEND

FBKF 850 x1=1:MHILE x1¢}D:READ xx,yy,x1:LOCAT
Eoxx, 9y :PRINT « STRINGS (x1, L66) ; :FOR - azxx+
10 otxl-1tpla, yy) =166 :NEXT :HEND

EBMO 660+PEN:3:FOR+a=1+T0+10:READ %, 9:LOCATE
%, Y:PRINT - CHR$(253) ; 1p(x, ) =253 {NEXT : PEN
i1

FCNI 670 READ-bad:FOR-a=1+T0 bad :READ x(a),y(
a) wmax(a) :LOCATE x(a),yla) :PRINT-CHRS(2
§8); oxta)=xta) idir (ad=LiNEXT ix=1ixn=L1y
=21yy=2:READ ti




Imaginative title - Platform Game.

CAMK GB0.GOTO- 140
EAMR 630 REM Level 1
KCLG 700:DATA:1,24,20,12,22,6,4,11,6,1,3,5,5,

8,1,3,5,1,4,19,2,1,10,1,7,18,3,13,2,8,13
1,1,11,6,1,12,6,1,13,6,1,14,4,1,13,10,1
,14,9,1,15,8,1,16,7,1,17,6,1,18,5,1,15,1
1,1,13,18,1,15,16,1,17,16,1,19,16,2,16,1
4,1,18,14,1,11,21,1,1,1,8

GAPM 710.DATA:3,7,13,6,12,8,10,1,6,1,1,0

JACK 720-DATA-4,5,13,12,11,10,1,14,7,9,4,4,20

,8.9,1,1,0

DAEF 730-DATR-1,1,8,1,1,8

LAJG 740:DATA.3,6,5,15,5,9,7,17.9,3,10, 14,11,
3,15,10,15,21,20,1%

FAFJ 750.DATA-2,1,83,20,5,10,9,89

EALA 760 REM:Level-2

PBIB 770.DATA-1,3,1,1,15,5,3,6,1,6,3,1,5,11,3
,1,4,5,8,1,5,12,8,7,13,2,8,13,8,1,14,7,3
17,8,1,11,12,19,9,1%,¢8,10,22,3,12,81,3,
1§,28,1,15,18,5,17,8,1,17,21,4,17,22,2,1
1.0

BBFC 7680.DATA-20,5,6,3,22,1,4,21,2,5,19,2,6,1
1.2,%,18,2,8,9,3,10,58,4,11,1,3,12,1,2,1%8
5,310,410

JAFC 790.DATh-4,6,8,6,2,8,7,7,3,8,12,11,20,5,
6,1,1,8

FAPG 800-DATA-1,24,20,1,1,0,1,1,0

LAHM 810:DATA-2,18,4,23,7,18,9,16,10,3,13,3,1
4,20,15,18,17,7,20,20

HAWG 820-DATA-3,7,6,11,12,6,17,10,11,80,120

EAKC 830 .REM:level 3

NCMG 840.DATA-1,3,3,1,18,2,1,24,20,2,7,2,2,16
,2,8,20,2,2,82,2,2,23,2,3,1,2.4,4.2.4,12
,1,5,2,2,58,7,2,5,20,9,5,21,3,6,10,1,6,13
A.08,1,7,8,3,0,11,1,8,2,4,9,6,1, 11,21,
§,10,4,2,11,11,3,11,16,4,12,19,3,13,13 4
,14,2,7,16,11,1,18,16,1,16,19,1,18,9,2,1
[

PAOK 850.DATA-15,3,18,17,1,18,19,1,18,23,2,19
,13,1,19,21,1,20,5,1,28,12,1,268,17,1,1,1
0

EBMJ 860:DATA-3,8,8,6,23,1,9,4,4,9,14,4,10,8,
§,12,14,5,13,1,3,15,3,10,15,3,10,18,4,2,
19,6,2,20,19,1,20,19,2,1,1,0

MAFD §70.DATA-1,7,10,4,16,7,6,4,5,14,6,6,16,4
,6,17,6,7,17,14,8,1,1,0

JAPN 880.DATA.5,15,3,7,.23,1,8,19,4,10,23,2,15
i23,3,1,1,8

IACG §90.DATA-5,19,3,6,17,3,8,23,2,12,23,3.1,
1,0

LAKG 500.DATA-1,23,7,2,7,7.7,10,9,9,13,14,11,
10,186,10,19,5,20,18

GADC 910.DATA.2,6,22,16,13,17,16,140

EALC 920 -REM-level -4

0BJC 930.DATA-1,3,1,1,12,1,2,5,3,2,13,9,5,2,1
,6.4,2,6,6,2,7,1,3,10,3,3,10,5,3,10,8,1,
12,10,4,182,13,2,13,2,8,14,2,2,14,4,2,18,
b.2,17,15,1,18,17,1,19,4,1,20,24,1,1,1,8

HBAD 940-DATA-1,22,2,2,8,4,3,1,4,3,22,2,4,8.4
,5,28,2,8,3,2,6,6,6,7,12,1,7,82,2,9,1,11
«11,16,4,128,14,2,13,1,1,16,14,4,1%,14, 11
J.1,0

GABO 9508.DATA-2,15,4,5,5,7,17,18,5.1,1,0

KALD 960.DATH-1,24,18,5,18,3,12,21,2,13,17,1,
14,13.4,1,1,8

MALN 970.DATA-1,20,8,3,16,8,9,21,1,10,22,1,12
,19,1,18,13,2,15,16,1,1,1,0

LADG 980.DATA.1,11,2,23,4,6,6,5,9,17,10,4,14,
14,17,14,20,3,20,10

HAID 990:DATA-3,2,12,6,3,14,11,3,15,10,2080

Puzzle

Okay, the title's not up to much to much, But

Chris was obviously saving his falents
for the game itself. He's come up a
computer version of those simple jittle slide-the

tiles puzzie games that used to frustrate us all
until we worked out the simple method of

completing them - taking them to bits, There is
another method, but I'm not going to tell you -

you can work it out for yourself instead (

n). Anyway..

can't take apart a computer versi

GAPJ 10REM:Letter -Puzzle

GAON 20 REM:By:Chris-Morgan

ABGC 30 DEFINT.a-z:DINn(16) 1x(1)=11y{l)=1:5¥
MBOL « AFTER 64 : SYMBOL - 64,0

GAFM 40 FOR x=1T0:4:FOR-y=1.T0+4

OAPC 50-z=INT(RND®18) :IF n(z)=0 THEN nlz)=l:p
(x,4)=zELSE-50

HAJC 60 IF-2=0 THEN x(3)=x:y(3)=y

DAPD 70 NEXT :NEXT

LAAN 80 MODE-0:PEN.1:PAPER:@:LOCATE1, 1 :PRINT
"NOVES @

CENO 90<FOR x=1+T0+4;FOR u=1.T0 4 :LOCATE (x+3)
2y, (y+B) 42wy PRINT «CHRS (p(x, u) +64)

DAJG 100 NENT :NEXT

HBJO 11@-x(2)=x(1):y(B)=y(1) :PAPER 1 :FEN B:LO
CATECx (L) +3)+2m (1), Cy(L1)+B)+2%y(1) :PRIN
T CHRE(p(x (1), y{1))+64)

MAKH 120 IF INKEY(0)=0AND-y(L)31-THEN y(1)=y
(1)-1:G0T0-19@

WAMH 130 IF  INKEY(2)=0AND-yC1) (4 THEN y(1)=y
(1)+1:G0T0- 190

WABI 140-IF INKEY(8)=0+AHD k(1)) 1 THEN x(1)=x
(1)=1:6070- 190

WAKH 158 IF INKEYCL)=0+AMD-x (1) (4 THEN x(1)=x
(1)41:G0T0 180

OALW 160-IF INKEY(3)=0THEN:x=x(1)iy=y(1):PEN
+11PAPER-@:GOTO 200

JADE 170-IF INKEY(67)=32 THEN CLEAR:COTO- 30

CAFX 180-GOTO- 120

HCJN 190 PAPER L :PEN+Q:LOCATE(xCL)#3)42mx(L),
(y(1)+6)+2my(L) :PRINT - CHRS (p(x(L),y(1) )+
64) :PAPER-0:PEN- LiLOCATE(x(2)+3) +2mx (2),
(y(2)+6) +2uy(2) :PRINT CHRE(p(x(2),y(2) )4
64):G0TO- 110

KCOO 208 IF x)x(3)AND y=y(3) THEN-st=1+ELSE-IF
W (IIAND y=y(3) THEN: st=-1 ELSE  IF rx=x(
J)VAND yCy(3)THEN  sb=-1+ELSE  IF «x=x(3)AND
+ydy(3)THEN st=1ELSE-PRINT-CHRE(7) ;1G0T
0-118

PBBD 210-IF:y=y(3)THEN FOR a=x(3)70x STEP st
tpla,y)=platst,y) tLOCATECa+3) t2ua, (y+6)+
@#y:PRINT CHR¥ (p(a, y) +64) 1NEXT:GOTO 230

JBGF 220 -FOR-azy(3)T0 ySTEP:stiplx,a)=pix, at
st) 1LOCATE (x+3) #2mx, (at6)+2%a FRINT -CHRS
(pix,a)+64) INEXT

LAKS 230-LOCATECx+3)+2%x, (y+B)+2%y FRINT" " 1p
(x,9)=0

GCJT 240 t=t+licor=0tFOR y=1-T0 4:FOR-x=1-T0-
4 IF(p o, yd=x AND - y=1)OR(p{x, u)=x+4 - AND «
y=2)OR{p(x, y)=xe8AND - y=3)0R (px, y)=xtl2
+AND - y=4) THEN - cor=cor+l

TROL 250 IF plx,y)=0+THEN x(3)=x:y(3)=y

WHAE 260 NEXTNEXT:LOCATE 6, 1:PRINT £ :IF - cor(
15+THEN- 118

ADID 270:MODE-1:PRINT*Hell done. Yourhave: con
pleted the-puzzlein”t"noves," ;PRINT:PRIN
T*Press any key-to-play again® (HHILE - INK
EY§(3"* {MEND : CALL-&BB18:CLEAR:GOTO - 30

LISTINGS

Typing
- -
listings

If you've never typed in a listing

from AA before, then reading this
following biurb is a REALLY GOOD IDEA.
@ Basically, all you need to do is make sure you
type in exactly what we print EXCEPT the first four
letters in each line.
® The first four letters are a code which work in
conjunction with our unique and utterly
excellent TypeChecker program below.
® Only press RETURN when you get to the end
of a command line. f a command line goes on
to two lines do not press RETURN at the break
in the line. Your lines on screen should break in
exactly the same place as they do in the mag.
@ The dots you see in some lines (like the one
between well and done in PRINT"Nell done. ") do
not have to be typed in. They indicate spaces.
They are there so that you don't have to guess
how many spaces to put in when there are more
than one.

TypeChecker

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

® Load up TypeChecker.

@ Type NEW.

® Type in the listing of your choice.

@ When you've finished type LIST.

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

PAML 10" -TypeChecker:UL.D+--By-Sinon-Forrest
ere=Dec: 1992

MAOJ 28’ For Anstrad:Action:-+Public+Domain

DANK 30 NEMORY « &9FFF

CAJK 40:csun=f

GAME 50-FORaddr=4A000 10 &ASH

DAKJ 6O READ-bytes

GAJE 70:-bytezUAL("&" +hytes)

FACF 80 POKE addr, byte

GAFB 90:csun-csunthyte

DALK 100+NEXT-addr

OACT 110+ IF - csum{ }2ADD - THEN - PRINT - *Checksun+
Error" {END

LAHE 115.POKE-4ABG1,PEEK  (ABBSR) :POKE - &h0OZ2, P
EEK - (#BBSC)

KAHI 120+POKE-ABBSA,AC3:PONE ABBSB, 43 :POKE 4B
BSC, 440

MACN 130 -PRINT-"TypeChecker 1.0 Installed" E
ND

MABC 140-DATA-CF,FE,93,FE,04,CA,00,0,F5,C5,0
§,ES,FE,00,Ch, 22

LACJ 150/DATA-#0,5F,16,00,24,54,00, 19,22, 54,4
0,E1,01,C1,F1,C3

LAFJ 160.DaTa-00,00,3E,20,CD,00,40,3E, 18,CD,0
0,40, 24,50, 40,7C

LADI 170.DATA-CD,45,40,7D,CD, 45,00, 3E,18,CD,0
0,40,21,00,00,22

LACN 180.DATA-5A,n0,C3,1B,A0,FS,E6,0F,C6,41,C
D,00,n0,F1,E6,FO

KAJC 190-DATA-1F,1F,1F,1F,C6,41,C0,00,4@,09,0
0,00, END

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

PONE 4BBSB,@  To tumn it off

POKE 4BBSB,3  To turn it back on again
Isn't science amazing? (Now don't argue.)
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This month’s dissected program is a fabulous little listing
by that Chris Morgan bloke, a game called Crusher. The I I
concept Is really quite original, so you should have a bit of
fun with this. The screens, nurse...
display eight windows urrme 0 lugh
window O is the window that's normally the screen.
Printing to window #8 will send text to a printer if

characters by five characters at the top-right of
the screen, we'd use this command:

HINDOW #1,36,40,1,5
The first figure, #1, refers to the reference

Line 90

This Chris Morgan is a man who believes in doing
things the quick way - instead of dimensioning

these variables one by
one, he's done about four
millien on the one line. In
case you're wondering
dimension variables are
simply variables that
have depth - they can
act like a pile of numbers
instead of a single one.
Let's take a look and
see how it works:
10:DIM-a$(5)
20+FOR:1=1t0'§
30 INPUTas(1)
40NEXT -1
Instead of working with
five different variables,
we've worked with five
variables, all of which
have the same name.
This has obvious
advantages, as we've just
sean - the other method
would have involved five
INPUT commands. The
other advantage to this is
that we could easily get
the computer to pick a
string at random, or deal
with hundreds of text
strings in one go.

Line
140

This line demonstrates
one of Locomotive
BASIC's most incredibly
handy features - its
ability to smarten up
your programs by using
windows. Though they're
not nearly as advanced

CRUSHER

EABG 10-REM:Crusher

GAOP 20-REM:by:Chris-Morgan

DACD 30 REM:(c) 1994

BAIC 40-REM

GALI 50:DEFINT-a-2:DEFSTR.c,s

EBOD 60-INK-0,0:INK-1,24:INK-2,22:INK-3,20:IN
K-4,6:INK5,19;:INK 6,26 INK+ 7, 17: INK - 8,1
1:BORDER -8

JAAE 70 SYNBOL. 254,126, 126,126, 126,126, 126,12
6,126

WO 80 SYNBOL 255,24,24,24,60,60,60, 126,90

JAAD 30:DIN-b(14),e(14), u(14), uu(14) ,dir(14)

PAGO 100 +sc%=0!NODE -0 :PEN: 2:PRINT"Score: 0" :P
RINT"Hiscore:" thi

EBPL 110.PEN#1,1:NINDOWNL,3,3,7,14:PRINTRL, *C
RUSHER" ; : s=CHRS (255) 1a$=CHR# (254) +4CHRS(
10)+CHR4(8)

JAME 120+ cc="":FOR-az1:T0-J1cezcotal :NEXT

DEBL 130-PEMNL,3:HINDOWNL, 1,6, 16,22 FRINTHL, "
Byeresoos i Chris-Morgan:« o« " ;CHRE( 164
);"1994

PAOP 140 WINDOW-BL,15,20,8, 10 PEN-81,7:PRINTH
1,"+Avoid«-the blocks"

CBIN 150 WINDOWML,16,20,18,20:PENNL, B:PRINTHL
"Keyse e o oo ox" ;CHREC242) ;" - * ;CHRE(R43) ;"
x")

OANM 160 PLOT 190,10, 6:DRAM- 190, 290 : DRAK-450,
290 :DRAN-450 , 10:DRAN - 190, 18

HAGM 170FOR-a=7:T0.14:GOSUB 430 :NEXT

FAAN 180 xx=10:x=10:G0T0 248

FACD 190 -REM-controls

BBFH 200 c=LEFT$(UPPERS(INKEYS), 1):IF 0=""THE
N+270 ELSE WHILE  INKEY#{)" " :NEND

JADK 210-IFc="ZAND %) 7 THEN -x=x-1:G0TO - 240

JAMM 220 IF - c="X"AND w14  THEN x=x+1:G0T0 . 240

CAHX 230.GOTO.270

ABFO 240-LOCATE xx,24 :PRINT"+*; :LOCATE :x, 24 :F
EN4:PRINT-5; :PEN« Lixx=x

FANM 250 IF +yy(x))24. THEN- 360

FABP 260-REM-Move-blocks

JAEF 270:FOR-a=7.70-14:IF dir(a)=-1THEN. 300

0AJO 280 IF+yy(a)=25+ THEN-LOCATE -a, 24 :PRINT" «

SUB-330:C0T0- 320

IBPG 298 LOCATE a,yla) :PRINT® " ; 1 LOCATE a, yu(
a)1PRINT - CHRSC254) ; ryyla)=yylal#liylal=y
(a)+l:G0T0- 320

NBKC 308 IF:y(a)) 8« THEN yy(a)=yy(a)-1:LOCATE.
a,uyla) (PRINT"+*; rg(a)=yla)-1:LOCATE 2,y
(a) 1 PRINT CHR#(254) ; 1GOTO 320

HBGO 318 LOCATEa,8:PRINT®/*; {LOCATE a,yula):
PRINT:CHR$(254) ; suylad=yylad+lsyla)=yla)
+lidir(a)=l

JAPD 328 NEXT:IFyy(x))24.THEN. 360 ELSE - 200

CBFR 330-IF LENCc(a))=1+ THEN . sc¥=sci+L: LOCATE
+7,14PEN-2: PRINT - sc% :PEN+ 1:GOT0 430

ABMI 348.c(a)=LEFTH(c(a) LENCe(a))-3) dir(a)=
=1:gylad=yyla)-1:RETURN

EAKK 350+ REM-crushed

IBFH 360+FORa=1+10+258:FOR b=1.T0+2:10UT - &BC
8,6:0UT-&BDOO, 25:0UT - &BCOG, 7:0UT ARDOG, 3
JIMEXT :007 - &BDOO, 26 :NEXT

DAOG 370 00T 2EDOO, 31

NEKK 380 PEN: 1:LOCATE x, 24 {PRINT CHR#(254) ; : L
QCATE- 1, 3:PEN-4:PRINT*You' ve -been- crushe
d" 1 IF - scxhi - THEN-hi=sex

JALD 390 FRINT"Press-a-key:to'play

JAAG 400 IF . INKEY4<)""THEN 460 ELSE -CALL - &BB1
]

CAPJ 416+GOTO- 100

GAMM 420-REM-create-blocks

ABFN 430 PEN:Lieda)=ccth(a)=INT(RND*B) +INT(sc
%/5) 1 IF b(a)) 14 THEN b (a)=14

IBKM 440 FOR+b=1-10 hla):cla)=zca)bas:NEXT: ol
a):LEFT#(c(a), LENCoCa))-2) thiad=hla)+3:y
ula)=8+b{a) 1yla)=g

IAHK 450+ LOCATE a2, 8:PRINT c(a); :RETURN

you've got one, and #9
will send text to any file
you've got open, but you
don't need to worry
about that right now.

Lines
360
fto 370

| just thought I'd mention
this little routine, as it
was featured in the Easy
Street feature in issue
98. All it's really doing is
shaking the screen using
the CRTC chip, which
controls the screen
pleture. You don't need
to know exactly how it
works, just that you can
use it to shake the
screen for whatever
reason you have.

Line
430

Have we discussed how
to produce random
numbers? It's quite
simple, so a quick recap
wouldn't be too painful,
There is a system
variable called RND,
which produces random
numbers. It's called a
system variable because
you can’t give it a value -
it's variable, and
generated by the

as the windows In the package by the same
name that used on the PC, they'll still be a
great help. Let's say that we want a window five

Beware the terror
of the deadly
yellow lines.
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number of the window we're setting up. The next
four numbers are the left, right, top and bottom
edges of the window, in character measurements

system. The random numbers this variable
produces are between 0 and 1, so we need to do
something to get more utilisable figures, such as

(the same as the LOCATE ). Obviously,
this window would appear roughly in the middle of
the screen if we were in mode 2, but we'll work in
mode 1 for now.

If we wanted to change the colour of the paper
or the pen, we'd use the following commands:

PAFER #1, [pen]
PEN+#1, [pen]

Obviously, you'd replace the [pen]s with the
pen colour you wanted to use, but that's how you'd
do it. Printing is also very easy:

PRINT H1,"Hi-there"
Using these modified commands, we can

multiplying RND by the maxi ber we want
to produce. For example, if we wanted to produce
a random number from 1 to 5, we'd multiply RND
by 5. We would also like it to be a whole number,
though, (none of those messy little fractions, thank
you) so we need to use the INT operation. So if we
wanted to print this value, we would use:
PRINT - INT(RND*5)

Random numbers are damned useful, by the
way - if you want your prize-winning game to have
any unpredictable alien movements or
starting position, you're going to need to
know how to generate them. @



Looking for Ihﬂm” of a lifetime? This month Debbie Howard recommends
a couple of adventure-orientated fanzines that just might help you find it...

Lords & Ladies 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
you might be disappointed. if
you want to become a Lord or
Lady please write to The
Examiner, Amstrad Action, 30
Monmouth Street, Bath, Avon
BA1l 2BW. Go on, you know it
makes sense.

@ Five On A Treasure Island,
Werewolf Simulator - Samantha
Blair, 21 Obelisk Rise,
Kingsthorpe, Northampton

NN2 8QT.

® Five On A Treasure Island -
Tommy MacDonald, 7 County
Cottages, Piperhill, Nairn.

® Adult ll, Bew Bews, Blue
Raider 2, Can | Cheat Death?,
Doomlords 1-3, Dick-Ed,

Y,

Escape From The Planet Of Doom,
Firestone, Jason And The Argonauts, Lords
Of Time, Nite-Time, Red Moon, Spaced-
Out, Welladay, Yawn ~ Paul White, 18
Conifer Road, Coxford, Southampton,
Hampshire SO1 6FX.

@ Shard Of Inovar, Five On A Treasure
Island, Holiday 2, Mell, Hobbit, Lords Of
The Rings, Shadows Of Mordor, all Dizzy
Games - Andrew

Hughes, 12

Colliers Close,

Woodhouse,

Sheffield, S Yorks

SY3 7DE.

® 4th Protocol
(parts 1 &2),
Knightmare,
Mega Bucks,
NEXUS. -
Andy Riddings,
10 Berkshire
Street,

Dear Examiner,

1 would like to tell you about my
Amstrad CPC adventure PD
Library. | am just starting out and
at the moment | am trying to get
enough Homebrew adventures to
fill a couple of discs. The idea of

38 Wait for you to get a cpH
39 Drop sticks. 2l
A0 Light paper with match.
41 Light stick with
&2 Drop paper.

43 The storm had

one pow, go to Rocky
Ilsau:llnmlmd.mr_r ; I_twmkaddm.

my PD library is to have
previously unreleased software
and to give good value for
money. | will be offering a
playtesting service for both PD
and TBR. But my main concern is
getting the adventures in the first
place. If anyone is interested in
playtesting or having their
adventure playtested they are
welcome to send me an SAE for
an “information pack”. (See
Moonshine in the Where To Go
Box for the address).

The Beast (Martin

Greenhalgh), Clwyd.

Following in the footsteps
of Adventure PD are we?
Anyway | wish you luck! Debbie

/

Advenfure “zines

I have had several letters
from readers asking if
aimed solely for Amstrad
‘adventurers. Unfortunately
there are none to my

are a couple that include
usual adventure review, |

each issue, filled with
reviews, tips, objects and
their uses, letters and so
on. The magazine has
become so popular with
adventurers that every
year the ‘zine holds a
convention just so that
they can meet.

Red Herring
Price: £4
Address: 504 Ben




Bargains galore and much, much more in the CPC second-hand
superstore. Or, in other words, here are the small ads...

Mastor Sys

3|1||‘

Colour monitor Ay
1647318

ad 464 Plus,
ki ard, 3,54nch d
are titles, PO software, m

5 provided. Pristine ¢
it & e one 081 44

Amstrad CPCG] 28

Soccer Mml.%gsmlmt game,

Printer o

u‘II. ProText
o, Ring

wor, tape

ks, miany
! for £100 Call

28, 464 comg

lonathan, S

H jl"lu"w Glover, 1 Garrick
y DE24 BPT
strad DMP2000. Package
5, printer lead and full user

I'ur monior, datacorder, Multiface

Amstrad CPCA64 ¢

printer

Ammad cPClM 664, 5:28 cauolle

games from £2 List avadable. AA hack mspes
00 £1 p.urt Winter

cassefte
playes, game waorth

£500, Wil

Cassette and disc wﬂum Oweer 50 tith
oing at £2 or nder. Including Potsworth &
Hard Drvin’, Robocop iy more. For detad
send SAE to A Seaton, 37 Whirlowdale Crs,
Whirlow, Sheffiekd! 5

Amstrad 464
printer, Multiface 2, 6128 expansion, mouse, kght
pen, MPL-TV tuner and E300worth of software

Advanced Art Studio, £3500n0, Tel

W 25008 daisywhesl
carriage, full working

arder, in Include er
Only £50. Ring 088 19

CPCAB4 keyboard Green maonitor £25
Colour manitor £50, Ga
new and boxed £4. R

CPCS] 28 with jire

Jerysinch

Colchester, B6393

Buying goods through the post

here are loads of great

bargains to be found in this

Reader Ads section and the
other adverts scattered through
the magazine, but some of you
might be a bit reticent about
sending money through the post
for goods you haven't seen to
somebody you've only talked to
over the phone. But don't panic.
Just follow our simple guide to
buying goods by post to minimise
any risks.

Before ordering anything try to

contact by phone to the person or

company advertising the goods
you want. Write down a list of
questions you want to ask them -
clarify the price, who will pay for
delivery, compatibility, etc.

< Confirm a delivery date - ask
how long you can expect to wait
before the goods will be delivered
(with official companies it should
be within 28 days).

>4 Never send cash through the
post. If possible use a credit card
because it will probably give you
some form of insurance. Failing
that use a cheque or PO.

Keep records of all
correspondence and phone
conversations with the people
you're ordering stuff from.
>< If a problem does occur, the first
place to contact is the person or
company you're ordering the goods
from. Be calm and explain the
problem clearly. Most faults are just
mix-ups and can be sorted out.

If, however, you continue to
have problems write to us here at
Advertising Complaints, Amstrad
Action, 30 Monmouth Street, Bath,
Avon BAL 2BW.

Ep. RAMDOS £10.

AM plu
864730
165 tape games. [0

£5. SAE to Darren Lith
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A Ind 464 Plus with monito

|, manual, ¢
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peech synthe
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b |||'I
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Two rare to come by tape games. Armageddon
Man, £3 and Mind Fighter inchiding novel 54
Phone Karl on 081 690 7940,

DDA disc drive, good condibion, with CP/M 2.2
\dedl for CPCABA, £750n0, contact T Miller,
Pakefield, Lowestolt, Suffoll NR33

Amstrad CPC464, colour monitor with
keyboard, tape driver, two poysticks, 100 games
with manual, £110 0634 370631,

CPCA64 Plus, vigc. Colour momitor, 60 games
Including 9 carts, manual, foypad £1500no
Boxed games from £1. AAs 3099 with tapes
from 75p. For details telephone Andrew on
0602 202877

CPC484, colour monitor, DI disk drive, FIX
disk drive, Multiface 2, TV modulator, 41 AA
mags, 44 discs, 80 tapes, Light Pen, Joystick
utility discs, Mini Office 2. £295. Tel Alan
0293 771693,

Budget release cassettes. Titles inchiding
Mission Genocide, The Trap Door, Super Hero,
Classic Muncher, Zub, Fast Food. Phone for
complete list, 071 B22 3727, Ask for Roger
Protext ROM and Graduate Software CF/M
Plus ROM for sale £10 for Protext £15 for CPM
Call Ronald on 0738 29536 (Perth).

Rombo ROMBox with B ROMs: ProTest,
ProMerge, ProSpell, Odd Job, etc. £60 MP2
moculator £20. Books and games, tape and
disc. Phone for fist. John D633 B57376
Newport Gwent. Postage extra

Amstrad Action issues 51, 53 1o 100, each
£1.30 or £13 per 12. Also SYBX programming
programmang the 280 by Rodnay Zaks £15
Write 1o latn Quagley, 14 Bule Court, Greenock,
Inverclyde, Strathclyde, Scotland PALG TAG.
CPC games for sale including Batman The
Mowve, Seymour Goes To Hallywood, Hudsan
Hawk, compidations and more. Tape and discs
from 50p. Send SSAE for kst. 21 Dane Bank
Avenue, Crewe, Cheshre CW2BAE

Amstrad CPC6128, green screen, Fo-l 2nd
disc drive, business software £70. 3 Sinch
2nd disc drive with 3rd drive switch and
MS800 formatting software £45, Tel 0727
856181 after 4pm

Great tape games for sale. Prices up to £8
Titus The Fox, Soccer Stars, Hudson Hawk and
loads maore. Write to John Sinclar, hybank, 2
Low Green Road, Indne, Ayshire KA12 BRA.
CPCE128 DK Tronics 256K memary £75
Multitace 2 £20.many books {manuals and
general CPC stufl), 0404 44154

Help! | am looking to purchase an Amstrad
computer new,'secondhand and IBM/PC
compatble, For spreadshest, database,
wordprocessor, drawing. etc. Write to Chris, 8
Shipton Street, York, YO3 7ALL. 0904 679914,

DOI-1 disk drive for 464 Plus, Also warted,
Sim City on tape. Good price paid, Phone Garry
Nelson on 049 (84306 latier 4pm).

PD games warted for a new PD kbrary, Tape
ot disc. Send to TPD, B8 Ship Road, Pakefeld,
Lowestolt, Suffolk

RAM Music Machine Interface and software.
Wil pay up to £10. Tel 0225 722899 after Tpm
Amstrad 6128 games wanted. Disc or tape.
Also some for sale or swap. Also anything else
nterestmg you may have. SAE with your #st to
28, The Rally, Arlesey, Beds 5G15 6UL
Wanted: Extreme, Spindizzy, Scooby Doo,
Helter Shelter, Nebulus, Pang. Telephone Ben,
0902 676171

Wanted: A 3nch disk drive for the 464, | wil
swap for two megadrives games, Phane for
detads on 0473 216891 after 4pm

Atari 130XE TV-switchbox wanted urgenily
Telephone 0295 267140 after Spm and ask
Tor Mr F Merritt

MPI modulator in exchange for GTES green
monitor. Contact Adam on 0507 605120 after
Bopm, ¥ you get answernng machine leave
message and telephone number

Wanted: Heroquest and Football Manager One.
Will swap for Midnight Resistance, Turbo
Tortoise or Afterburner. All cassette. Wanted
for CPCAGA, Write o Lee Cleary, 20 Arcacia
Avenue, Matthy Near Rotherham, South
Yorkshire 566 BDS.

CPC 464 Plus, colour montor or modutator
MP1 Plus. Phone Jamie on 0743 874156,
Wanted: Continental Circus, Nigel Mansel's
World Championship and Powerdrift. | will give a
good game for any of these. Telephone Alasdar
0828 4483 alter 5pm, Cassette only

Public Domain software wanted for new disk
PO Wrary. Amything from games to utiities
Please send to Colm Monarty, Bree,
Enniscorthy, Co Wexford, irefand.

Keyboard for Amstrad POWB512. Contact

Mr H Greer, 15 Wigton Avenue, Leyiand,
Preston, Lancs PRS 1AJ

Wanted: Sim City on cassette. Alzso Multiface 2
Phone me after school hours on (343 549408
or if you prefer write to 4 St Andrews Square,
Pinefield, Elgin, Moray, Scotiand V30 3HX
Wanted: AA covertapes 4 and 7 from the
magazines AATD and AAT3, Also want magazing
only = AAB3, Phone 081 575 2979 evenings
only. Will pay up fo cover price. Ask for Robert
Multiface 2 for 5128 Plus. Will pay up to £20
Phone Steve on 061 652 5242 (Didham). Or wil
o swaps.

Help! I'm stuck on programming. | need a pen
pal to help me do some programming on my
CPC 6128 disc drive. I you can help contact
George on (981 240057 (evenings).

Amstrad Actions 165, 71, 72 and 74 with
covertapes in good condtion, Wil pay 50p each
or £35 for the ol Stuart Mainland, 2 Douglas
Road, Coylton, Ayrshire, KAG 6JU

Printer compatible for Amstrad CPC464, colour
or mona. Write to; Emily Parle, 32 Broadhurst
Gardens, Sandford, Oxford, OX44 4Y0),

PC 286, Must be cheap and have hard drive
RAM does not matter. Will pay up to £150
Exchange 464 exiras £300 software, Write
Knis, 19 George Elot Avenue, Badworth, Warks
CV12 9FT

Wanted: Absokitely anything to do with
Amstrad programming from hints/Yps to
game,/demo programming and cheat typedn
pokes, Anything PO Il enough responses with
aim to start Amstrad programiming help tape
with possible mag later

Software disc to control DK Tronics 256K
memory mxpansion urit for 6128, an anyone
help? Peter Palfroyman, 33 St Mary's DRve,
Thormgumbald, North Humberside HU1 2 NS
0964 623656

EMR MIDRrack system {tape) desperately
warted. Will pay reasonable price, 464 version
phease. Contact Ronnie O'Rourke, 166 Westburm
Hoad, Westbomn, Cambuslang, Glasgow, Or
phone 041 641 1179,

Prince of Persia or Jack Nicklaus Golf wanted
on disc for 6128 Plus. Wil pay reasonable prce.
Also wanted Kick Off 2 also for 6128 Plus,
Phone 06626 70490 after Spm weekdays
Penpals, any age (yes, even yours, Ed) male or
female who can help me understand the
Amstrad 464. Am | oo cid 1o learn? | know
Basic, it's the technical part | would kke to get to
know better, | am 57 with no job. | have plenty of
time on my hands. Mora Less, 285 Franklin
ftoad, Cotterbrdge, Barmingham B30 1NH.
Colour monitor. Exchange Green monitor plus
cash. For CPC 464, Also leads for colour TV
Also games hsts wanted. 0200 24601

Light Gun for Amstrad CPCABA, W pay up to
£5. Telephone; 0B72 77936 and ask for Joseph
or write to Willow Green Farm, 3 Mile Stone,
Trura, Commwall

Penpals wanted aged 14-18. Needad to help
mie understand the CPCAG4. [l reply to
everyone thal writes, Write to: Sherry Field,

73 Bach Close, Brighton Hill, Basingstoke,
Hants RG22 402

Wanted desperately: Ranbird's Advanced
Music System on disc (boxed). A fair rice
pad. Please ring Howard on 0403 241240
anytime. if answerphone please leave your
name and number

Help! Could anybody help me with any of the
Dizzy games. Hints, tips or maps. Help before |
g0 insane. Paul Pryers, 4 Gaddeston Grove,
Welyn Garden City, Herts. 371805

Wanted! Wanted! Wanted! AA] and AAZ (in
readable condition if possible). Write to Bruno,
Pastfach 43, BE04 Ay, Switzerland (sorry about
last time - Ed).

Wanted: tape deck for Amstrad CPCE1Z8. Wi
pay up to £8. Contact Simon from 5.30pm to
Gpm on 0634 574007

Amstrad CPC,/Plus home-programmed
saftware for sale (not PD). For a paper catalogue
of Amstrad software send SAE and 10p to
Derek Payne, 59 Wolverhampton Road, Codsall,
Wolverhampion WVE 1PL

PBM games. i you ke PBM games write to
PEM Rock Group, Lower Dexbeer, Dexbeer
Halsworthy, Devon EX22 TLA. Or phone D288
B2348 after 6pm and ask for Padl

The Office Disc: looking for top senous PD
programs ke word processors, speadshests
and databases? Send disc, SAE and £1 to
David Crookes, 37 Trimingham Drive, Bury,
Lancs BLB 1.W.

The Entertainment Disc: |ots of PD games
{ZaptTBalls, POwer Tetnis Puzznix, etc), SEnd a
disc and SAE and £1 to Daved Crookes, 37
Trimingham Drive, Bury, Lancs BLB 1LIW,

The Entertainmant Disc 2: Lots more FD
games Uumpmania, Les Mings). Superb. Send
disc, SAE and £1 to David Crookes, 37
Trmangham Drive, Bury, Lancs BLE 1JW.

Buy and sell compuler magazne. Free
advertising. Send SSAE for details or £1.50 for
largest magasine. Payable to D Howard, 10
Overton Road, Abbey Wood, London SE2 950,

Coming soon: Seander’s Mag with cheats,
stories, puzdes and much more. Tel: 0483
814321 for a subscription

Pen Pals, male and female aged 17 to 25 from
any courtry to swap programs. Al lefters will get
@ reply, Al Halabi, 85 Thames Prom, Chelsea,
WVictona 3196, Melbourne, Austraha

Wanted dead or alive (preferably aivel: PO
contacts to swap PD on disc/tape. Write to Tom
Dean. 53 High Lane, Bursiam, Stoke-on Tren,
Staffordshire ST6 TDF.

Do you hawe Graduste Software's CPM+ on
ROM? Have you moved and would ke to change
your address on the ROM? | can help. Call Perth
(0738 29536,

Are you bettor than Kenny Dalglish? i so why
not try our great new PBM, Soccer Leagues
Engiish and talian teams. Send SAE for free
starter poack. Paul Barrett, 26 Speing Bank Croft,
Parkhead, Holméirth, Huddersfield HD7 1LW

A,

I S |

ORDER
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Classification. Tick box:

(] For Sale

SEND TO: SMALL ADS, AMSTRAD ACTION, 30 MONMOUTH STREET, BATH, AVON BA1 28BW

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

FREE
READER ADS!

It's true - you can advertise in

Amstrad Action for NOTHING! it's all part
of our continuing efforts to provide you
with the best value magazine
possible.

Write your advertisement here, one word per box. Include your name and phone number if you want them printed.




When you've finished reading AA you don’t have to wait a
month for more CPC literature. David Crookes browses
through the fanxine scene to see what's on offer.

“ Moulding, its owner, has got permission to sell
ews copies of Artificial Intelligence and CPC Power.
@ Potential Difference (47 Al Saints Drive, North ~ WWho knows, Sleepwalker PDS

Waootton, Kings Lynn, Norfolk, PE30 3RX] is now foud ‘““m ;‘“"“"
offering its readers a coverdisc. It works in the well lll;Dilbr =
sama way as all of the other coverdiscs around; you - 0
have to send a disc to get the stuff. Basically. it CPC
contains the normal coverdisc-type of software (je,
Price: £1.50 + disc + SAE
£7) SNERE DM SECHEIS 3 116 D DN Editor: SA Sandhu

W.Mmmhmﬂm- Mrn;:“l:

huge coverdisc for issue six Gromar mlim

which is, incidentally, its :

birthday issue. It you don't believe in

@ Moving on to yet another "‘“"w";“'ﬁ‘"‘"““

breakthrough in cover- you will after reading

mounted goodies is CPC this. Not In the sense

Undercover. Having teamed :'P“'P‘;h“‘“"“

up with Sleepwalker PDS, it ol i

can now offer cassette users el Mg a

a covertape as an all- - ¥

inclusive offer with the :g;‘”‘“"“"‘ L

fanzine for £2. All orders for thore was & magazine ¢
Amstrad Express which came

this should be sent to
Sleepwalker PDS, the
address for which can be

complete with a covertape. But
because the editor, Salman, had
other commitments |exams) the

m':?‘:ln‘ mer i magazine took an early bath (and got
i rather soggy). Fortunately Salman

® Sleepwalker PDS (a " has decided to revive the 'zine, albeit

library which seems to be with a different name.

ever-growing) has bean

CPC Mania

Prize: £1 (choques

payable to Alan Payne)
Editor: Derek Payne
Address: B9 Wolverhampton
Road, Codsall,
Wolverhampton, West | /!
Midlands WV8 1PL k

Derek Payne is not
new to the CPC scone
by all means but this is
his first foray into
fanzine publishing. || ANSTRAD'S HISTBR'!'I'
CPC Maniais anAd  meRaimE Ry
'zine with 28 pages by R R
which appear to have
been designed on a HEE BBSIEI
word processor. [IEd- Ay A
Inside you'll find
the usual news,
roviews and cheats,
as well as an article
on the history of the

X
bk ey wwsimaetal

Why filea? Don't ask us?
striking a few deals with fanzine editors. Joe

IIEH BEM EN-UP FOR THE CPC!

CPC Express is a 28-page

‘zine filled with news, reviews, an article on tape-

REVIE]

of the the ‘zine is the actual
content of the reviows: four lines,
no matter how beautifully written, do
not give the reader a solid base from which
to decide whether or not to spend their
monay on the gama.

That aside, though,
it's a formidable
magazine. ts
appearance needs
sprucing up a bit, but
the text Is pretty good
and very entertaining.

A lot of the things in
the "zine have been
covered by other 'zines
baefore, but if you you
want to read them again
but written from a new
angle, then you could do
worse than take & squizz
at CPC Mania.

Content: 64%
Appearance: 40%

CPC. The major Naw
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Overall: 60%

Krash

Price: £1.50

Editor: Karl White

Address: Bryn Trefor, Liandecwyn,
Gwynedd LLAT 6YR

This is one of the most professionally
produced CPC fanzines available, Karl
has decided not to produce It on the CPC
and even though It is not keeping In with
the ‘spirit’ of the CPC scene, It does
admittedly make for a better product In
terms of design.

But all graphics and no words maketh
not a good fanzine, as the saying goes. If
this is true then Krash has almost Krashed
out. Okay, so it does have words - it's not

a plcture book - but it
doesn't have that
many of them, The
text is written in a
large font which limits
the reviews to, on
average, 100 words.
Krash's saving point is
that It reads well even
if the adverts tend to
get in the way of any
real content.

For a new
magazine with just
one writer, though, it
i not a bad start. As
an added bonus, Karl
has slashed the price
of issue one to just £1
and says that any

Amstrad Action readers who order the first
two issues can have both for 50p each. A
bit of a barg, really.

Content: 40%

to-disc transfers, a PD library guide, letters,
addresses, technical pages and quite a few
adverts. In short, it's got the lot. Well, not quite
all. What it hasn't got yet, unfortunately, is a
logical way of numbering its pages. If you turn to
the last page you will find that you are reading
pages 3 and 201?

The articles are written in a clear and
interesting style which is easy to follow. What |
found a little bit naughty, though, was that the
editor has decided to snatch a few sentences from
other magazines, namely Artificial Intelligence and
Amstrad Action. Come on Salman, at least give
the original writers some credit.

In terms of design it's a decent enough looking
‘zine, though it's an almost direct copy [again) of
Artificial Intelligence (but imitation is the sincerest
form of flattery, as they say, and if you are going
to imitate another fanzine then Artificial
Intelligence is a good target). Unlike some other
fanzines, finding articles is not like searching the
local computer shop for CPC software as the
layout is clear and uncluttered with a decent
percentage of appropriately used clip art.

This is the first issue of the 'zine in its current
guise and so it is still in an experimental period.
There are some problems, but it's quite a
satisfying read.

Content: 58%
Appearance: 72%
Overall: 70%

D



| PuzzLE GAMES €D

“Tiwe Buwwarie

“Welcome, my friends, to the Puzxie Maxze. | am
your host Ollie 0’Brain, here to subject a set of
victims (Simon and Dave) to all manner of
devilish CPC puxxle games. Will they make it fo

the Puxzie Dome and play the
game? Only mumsy knows...”

cene one: presenter, looking more like a

genetic teddy-boy throwback than a

television presenter, leaps onto futuristic-
looking stage, landing In front of two timiddooking
contestants. “| wrote the Rocky Horror Picture
Show, you know”, he mumbles, before leaping
into life. “For those of you who haven't seen this
show before, it's very simple. We take our two
contestants around several zones, each
containing a number of rooms. Our team picks a
member to be shut into the room, where they'll
find a rather natty piece of equipment called an
Amstrad CPC. On each computer, there'll be a
puzzle game running, on which they'll have to
complete one level, If they fail, they'll be locked in.
It they wan, however, they'll win crystals, which will
buy them valuable time later on.”

“Unfortunately, owing to a total lack of cash,
commitment, or care on the part of the producers
of this show, we only have a team of, erm, two.
They'd better not get too many wrong, or this s
going to be a very short show,” the jovial
presenter beams, before leading the two
contestants out of shot by the elbows. “Right, into
the first zone, hurry along, chop, chop,
oh dear, where do we get them..."

Tetris (ro)

After atight litle musical sting our
presenter, accompanied by the team,
strolls into the main corridor of the first
game area - the Classic Zone, All
around is classy furniture, PD
catalogues spread artistically over the
polished tabletops from their fingers.

different

forms...

A prize for
guessing
the name
of this ene.
(Hint - not
Menotris)

=

vitimate puxzie

atalogue, quickly scanning the page
2000, Super Tetris, Mega
vper Tetris, Wetris,

Ollie bounds over to the nearest one and
picks up the
*Tetris
Tetris
Temptris
place all right = hc
famously classic games of all time. Who wants to

take the first crack at this one?”

Dave, sensing his other team member's
oncoming editonal revolt, shoves Simon roughly
through the hatchway. Simon is just about to
complain when Ollie lets the door creak shut

Tetris

'ower Tetris, |

metris and Draughts. This Is the
2 to one of the most

Tetris can
take many

Power Tetris - a
novel twist for the
CPC Tetrls weorld.

Before the timer has
even started, Simon is
playing away. For the
beneft of anyo
hasm't been
near the

s who

et Earth
for the past few years,

Sirmon starts to explain
the idea of Tetris over his shoulder

“It all started with some Russian bloke
wanting to write a computer game, but being
restricted by the entertainment technclogy
available in the country at the time. Instead of
relying on fast moving high resolution video
images and a gun, he had to write something
that even the most bas
He came up with Tetrs.”

c of computers could run

“The idea was really simple
randomly-selected shapes fall dc
and all you have to do is move the shape left or
right or rotate it to try and fit it into the best
available gap. When you completely fill a
zontal ine with blocks it'll vamish, and all the
blocks above will fall to fill its place - if the pile of
shapes reaches the top of the screen, you see,
you're dead.”

After a few minutes of cursing at himself for
t, and basic ability
n to collect his

the screen,

W

rystal
Ollie comes to the most important point. “So

what would y

u give it, then?™

"Well it's a classic — there aren't many games
that achieve this kind of acclaim. It's gameplay In
s r t form, without interruptions from

graphics or ¢ ame, the object of

which is to he

Rating:

Battleships (pomark)
“Onto the next puzzle challenge, then,” Ollie
booms, leading them to the next doorway, as
Simon makes a conscious effort to keep Dave
between him and the door, “This one IS an
itatry™
“He's says Simon,
taking a step back. Ollie,
needing no further prompting,
opens the door for Dave to
step through, letting it swing
shut behind him.
1is is @ very simple
game that everyone's seen
before, called Battleships. it's
dead simple
of ten squares by ten
squares, onto which you have
to place a set of battleships
Each player (or the computer)
takes it in turn to fire at a
location on their op The only
indication they'll then receive is whether their
shot was a hit, miss, or was the last section of
an already destroyed ship, meaning a sink. And
50 the object of the game IS To wij
opponent’s entire flee

-lever

idly

you have a grid

nent’

out your

before they get yours."
it
representation of a piece of plas
emerges from the room, looking slightly let
down. “it's okay, but why did they bother!” he
asks, with all th fidence of someane who's
reviewed seve 5 several times

After a minute of s n-screen

c, Uave

esn't seem to
) ve a way to spend your time -
if you really desperately want to play Battleships
to badly you need a computer opponent, you
must be pretty sad anyway."

‘But then what would bored PD programmers
do with their time? replies Ollie, imbering up for

1994 AMSTRAD ACTION



Classic ball-
crunching fun,

__ €D ruzzie canis

the jog to the next zone. “We'll be right back
folks, after these adverts.”

Rating: L
Pipemania (Touchdown)
“Yes folks, it's time for those games with the
tightest time limits you've ever seen, making you
worry about two things = running short of time as
well as trying to work out what the hell you're
supposed to do.” Ollie bounds onto the set of the
second zone, flicking an egg timer on the wall
nearby. “Quickly now, who's going to have a try
for.your third crystal?®

*l may as well do all the work as usual,”
mumbles Dave as he shuffles to the door that
Ollie's happily tapping out a
rhythm on, “What's this one,
then?" asks Dave

“Pipemania - you have to
take tiles from the conveyor
belt and drop them onto the
grid. Each tile will have a
picture of a piece of pipe on it,
and all you have to do is make
as long a section of complete
pipe as possible, to contain the
gunge that starts travelling down the pipe a few
seconds after you've started building it,” chirps
our presenter, managing to lean towards both
team members and the camera in a ridiculously
overbearing manner,

Dave steps through the door and sits down,
picking up the joystick in a superior manner. “Call
this a joystick? How am | supposed to use this?”

Ollie is just about to give a reply roughly along
the lines of, "quickly!” when he's shouldered out of
the way by Simon, who immediately starts shouting
gabbled instructions at the top of his voice.

*Press fire to start it. That's right. Now grab
that piece over there. No - the one on the left.
Oh, you idiot. No, don't put it there. What are you
doing? Dave is obviously ignoring this
unprompted and unwelcome attempt at
instruction, an action which only serves to make
Simon shout all the louder, *You've messed that
right up, Dave, Now what are you going to do?
Oh, you jammy sod = that was so close. And
that, You're just lucky, that's all.”

The end of the level is punctuated mare by
Simon's silence than it is by the CPC's squeaks
and bleeps. Dave,
triumphant, steps out
of the opening door,
taking another crystal
fram Ollie,

“That was a gem of
game,” says Dave,
sounding at peace
with the world. “The
time limit being liquid
ooze is a nice twist
and the fact that you can see the next five pieces
you'll be given coming along the conveyor belt
lets you plan ahead, even though they're random
enough to keep you on your toes."

“It was fun, wasn't it. You might like to know
that there's a PD version available that's every bit
as good as the onginal, at a fraction of the
price,” smooches Ollie, displaying a surprising

The games they missed

After his untimely lock in, Simon had started to
get friendly with one of the studio hands, who
gave him a little guided tour of some of the
games they'd missed.

E-Motion
A truly odd litthe game, this one, but we've all
seen It before. You start each level with a
ship (or two if you've got two players),
and a load of different coloured
balls. In a style similar to
plotting, you have to collide
identically coloured balls
together by knocking them
around with your ship. Be
warned, though - if balls of a
different colour clash, they'll
produce lots of little baby balls,

Can you break
the link in time?

anunan

Or avoid the obstacles?
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There's a time limit to each
level, being the time it takes
for the atoms (it's a physics
game, you sea) to reach
critical mass and explode.

Rating: 5 &8 &
Lemmings

Yup, it's the game that everybady loved,
Everybody loved it. They loved it right up until
they found out it was so bugged it was pretty
much unplayable, as some levels would crash,
others would hang up, and others had design
flaws that meant they were totally unbeatable.

It was a fun game, though - a hatch would
apen in the sky, and 50 or so lemmings would
all jump out. It was your job to get each lemming
to do something useful, such as climbing, bridge
building, digging, exploding, or anything else
that'd help the other lemmings reach the exit
safoly. The game was perfectly suited to other
mouse-driven formats, and though the CPC
version meant suffering with a joystick, it was
still an utterly fab litte game.

Rating: B B & &
Panic Dizzy

We always slag off Dizzy when we can, don't we?
There's a reason for this, if you must know -
most Dizzy stuff is utterly and completely crap.
Panic Dizzy is no exception, being a truly vile

knowledge of the CPC scene. “We'd
better get on though, as we've got to
fit another game in this zone in before
the ad break.” Ollie sprints over to a
door on the far side of the scenery.
Rating: . * oA WA
Puzznic (ui squad)
"Oh wow — it's Puzznig.” Simon is
clearly happy ‘

Dave, looking through the
hatch, decides to explain for the benefit of the
studio audience: “It's a lovely little game, this
Each level has a set of variously-patterned blocks
when you push two tiles with same design next to
each other, both disappear. The blocks can sit on
top of one another or on platforms, and you can
push them about with your cursor. In fact, the
only thing you can't do is lift the blocks - you can
only slide them sideways, or let them fall off the
end of platforms.”

Simon takes offence, | don't need instructions
Dave. I've played this billions of times before.”

20 seconds gone," Ollie isn't in the least bit
worried about the time limit, he just thinks he
ought to announce the time occasionally.

“Just don't stand there teliing me what |
already know. You always do that."

“30 seconds,”

Simon rushes over to the table and starts
playing, relying on his intellect and cunning to get
him through. As you could have guessed, his
intellect and cunning fail him miserably, and he
barely completes one match before the timer

= | 'E-'
I -'s g
reclly deb, 8.  right, trying to catch
decide. T  the shapes in the
- ? correctly shaped
holes.
That's it. The fact that Dizzy
Jjust happens to be standing
elsewhere on the screen has
absolutely nothing to do
with the gameplay, and he
was obviously just used to
sell what was otherwise a
bland, irritating and shallow
little game.

Rating: &5
Spitting Image

Released aeons ago (in computer game terms,
at least), this was just a simple variation on the
standard slidy tile game, except for the fact
that it had nice huge pictures of well known
political figures to shift around as opposed to
squares with numbers drawn onto them. As the
name may suggest, the pictures were artwork
versions of the Spitting Image puppets. What
more can | say? It's just a slidy puzzie game.
Yep, that tedious.

Rating: . .

little puzzle game,
involving a conveyor
belt with different-
shaped holes and
falling blocks, All you
have to do is move
the belt left and




runs out. Ollie, with the joy of anyone who gets
to be in charge of Locking People Up, slams the
bolt on the door firmly home, and tuts loudly.

“It wasn't my fault. The joystick was faulty.
The CPC wasn't working properly. You were
putting me off by telling me what to do." Simon
gets desperate for a plausible excuse

“You should have just got on with it, shouldn't
you? it's a great little game, with a reasonable
time fimit and loads of fun levels, but you just
stood there arguing, instead of trying to get used
to the way of thinking you'll need to get through
the game."” Had Dave thought this over, he

1t's ‘sell that gome with a bimbe’ Hme.

wouldn't be saying something like this, but he
didn't really see what damage Simon could do
from the other side of a wall, be it only chipboard.

“Do you want to buy him back out? itll cost
tal, Actually, it'll cost you nearer two —
there's a lot of him, Ollie then starts
making exaggerated weighing-up motions.

“Leave him in there — it was his own fault,”
says Dave, resolutely shaking his head

“Very well,” Ollie declares, producing a
mouth organ and hammering out some

nameless blues
DUALIFY

you a cr

you know."

tune. “Onto the next
zone, then - the
action zone."

And we fade to
black again, hearing
this time the muffled
unprintable cursing
of Simon thrawing
himself around a
small wooden room

Rating:

Plotting
{Ocean)
As the final ad fades
from the screen we see Ollie and Dave running
into the final zone, trying to make out that while
the viewers were considering changing their
washing powder and resolving once more to buy
the single of the latest Levi's ad, the hapless
contestants been jumping around platforms and
corridors in an attempt to get to the next level
*Here we are at the last zone, the Action
Zone, Mumsy, Mumsy, Mumsy." Ollie is obviously
getting into the part. “The first game is Plotting.”
‘| like Plotting, me," Dave had found
something he likes. He peered through the
viewing portal, *Right, see that block of tiles
there on the right. Well you throw other tiles from

EHE 0:00) s

PUzILE GANES )

The Puzzle Dome

KLA:
= P>
& -

“And s0," purrs the Puzzle Maze's presenter,
“We come to the final game, the Puzzle Dome,
the greatest challenge of all - a real corker.
Shame all our contestants have been locked
in, I'll just have to play it myself.” Ollie
clambers into the great crystalline structure
and the door closes

behind him, pushed

ably by a fiabby the cart

studio hand.

{Tengen)

As soon as he turns

the machine on, the

Klax title screen

appears. That's the

beauty of cart game,

he reflects quietly, until he realises that the TV
audience are still with him. “This is a great
game - you have to catch the coloured squares
in your bucket as they fall off a conveyar belt,
and then deposit them in a grid in an attempt to
make lines of three or more, vertically,
horizontally or diagonally. Horizontal lines of
three score just a few points, while diagonal
lines of four or five are much more lucrative.

DUALIFY

PUSH 2P BUTTON

It's Plotting - one of
the best puzzlers ever!

ELERN!
CONGARTULATIONS
the left and BaNUG 1DoO MO |
try to hit a
tile in the
pile that's
got the
same
pattern. If
you do, then both of 'em varish and another tile
flies out of the pile, which is the next one you
have to chuck back into..."

*Hold on, take a breath.”
“| didn't understand a word of that."

*Er, it's a tricky one to explain, Perhaps, I'c
better just palish this one off, " says Dave

Ollie looks bemused

‘We've had

| insured, you

1 can feel the excitement building.

“There are 99 levels, on each of which
there is a specific target to achieve;
sometimes you just need to get a certain
amount of Kiaxes (rows of three), while at
other times you need to score a specific
amount of points. The worst, though, require
you to get, say 13 diagonal or 18
horizontals. It also gets very fast as the
levels progress and starts throwing new
colours in your direction.

“It's so great, in fact, that the prize for
completing the Puzzle Maze is an unlimited
session on Klax. This is the puzzle game
against which we rate every other one ~ it's
fast, challenging and fun, but
it still needs a heavy amount
of brain power and
reasoning on the later levels.
This isn't just a game ~ this is

Ollie walks over to the door, types in a code
and watches the door slide gr
Dave, stepping through the d
gnore the machinery that, though opened the

rcefull

trigs to

to shut it again
ace noticeably

o smoothly, was refusin

2 over to the +s NS

“You've put it on a gh level."

¢ gets excited — So

difficult

?1s that a problem?” (
zame that might be
It's just that Plotting's the kind of game

B
Iy high

of

you've got to make sure you've got the |
before jumping in at a
level = it's best to work your way
whinges Dave
with the

and utterly fails

up gradually,”
while he wrestles

joysh

to complete a level
“Lockdn, then, I'm
afraid.” Ollie leaps
in delight - he
doesn't have to
worry about the
Crystal Dome any
maore, if there's ne
one left to complete it. “You could buy
ut nat only are you
locked in, but you wouldn't have any bme
e tuts, "your luck's out
Zle your way out of that.”

your team out

in the Dome

mate - puz

4
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) PUBLIC DOMAIN

Psst. Wanna buy some software going cheap? Some of it's
going for the price of a disc and a stamp. Some less than that.
All completely kosher, you understand. Y'do? Then Keith Woods
has got the dirt on the latest and hottest PD merchandise.

Troll

By Noel Berthereau

Oh no! Poor little Troll has gone and gotten
himself lost in the big nasty forest, and if he
doesn't find his way home soon, he'll be late for
his tea! Worse still, he's in danger of being
gobbled up by one of the vicious
animals that lurks among the
trees. Can you help him?
Well, maybe you can
If you can move Troll
around the PacMarike
screen to coliect nine
magic potions, whilst
avoiding the nasty
monsters, you'll be
rewarded with a key which'll
allow Troll to escape through a

Troll is ene for the
kids. Easily pleased
kids, at that.

clearly a game which
would only be of interest to
young 'uns,
Despite its
initial 'cute’ appeal,
Troll is likely to leave them
bored and frustrated.

Atland Preview

By M Fauquet

door at the centre of the screen

The trouble is though, Troll's gone and gotten
himself so well and truly lost that you'll need to
repeat this feat 10 times. This doesn't bode well
for Troll'
soon di

chances of reaching home, as you'll
ver that it's really difficult to manage

The radiation disaster at THORP, which was 10
times worse than that of Chernobyl, had
catastrophic results. The most contaminated
areas were no longer fit for humans to live in {a
bit like Staines then — Dave). Only grossly
mutated insects, a hundred times their
normal size, and creatures the like of which

to get past even the second screen

This immediate level of difficulty is a real
shame, because with its cute and colourful
sprites and straightforward gameplay, Trollis

TNYETIEY
rupernpe

FOMD . NN | Danger - that's what it's all about. Staring death in
| the face and getting away with it. That's what
| drives you on, gives you your thrill, for you're the
| Universe’s top bomb disposal officer.
: Samehow, though, you think that the
Ahrill in praspect on your latest mission
might be too much for even you
to take, Intergalactic
terrorists have lined
dozens of rooms
in & major space
station with
hundreds of highly

nlTHRPCE
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had never been seen on Earth before inhabited
the land. If only the British government had
listened to Greenpeace...

Emvironmental politics aside, Atland places
you in the role of a bird which has gained some
rather strange fighting abilities (it must have been
the fallout) and has to shoot down and kill all
manner of mutated nasties, whilst trying to avoid
bubbles emanating from the Earth's
contaminated crust.

To help him on his way there's a variety of
different weapons for him to collect. He's also
remarkably mobile in the air and can never die -
as this is only a demo, you never lose a life. It
also means, though, that the game soon gets
boring, as there's very little to it and it's
extremely repetitive - the chance of getting killed
might have added a much-needed edge.

The little you do get, however, is extremely
good. The scrolling is fast and reasonably
smooth, and the graphics and sound are
excellent. Most striking though, is the absolutely

Atland - as far as we know the commercial
version of this was never released

explosive bombs, and you've been
clear them out. Lu B
With your heart in your mou
first room. Ther le left of it but t
bombs. The
are major gaps
careful to keep your feet firm
you fall into the eternal ab
slippery ice patches and tile
underfoot, you know this
The bombs come in three
ones that just des
ones that
them as well; and purple on
tile surrounding them, whict
You've got to prime the bombs, and in three



(we think).

<@ [eieTeiLs
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PD librarians usually just copy other people’s work,
without ever sitting down to write anything more
than disc menus themselves. How refreshing, then,
{o come across a PD librarian who devotes much
of his energies to programming tis own software,
-and indeed, bases his library on his own work.

amazing animation of the
main sprite, the bird. It flies
along with its wings
flapping with startling realism.
As far as | know, the full version
of this game never got
released. More's the pity, as
if the demo's anything to go by,
it would have been a stormer.

Soundhakker 2.0

By The Equalizor

known for hacking other
 he provides a program to
the Soundtrakker tunes out of
S programs.

It works on the b that most Soundtrakker
tunes, which dominate European ¢ 5
demos, are often stored in th ond 64k of the
CPC's memory, and thus survive a software reset.
The Soundhakker can then hack the music from
the extra banks and s a stand alone file.

The difficulty is, though, that it is impossible
to effect a software reset in 99 per cent of the
programs Soundtrakker tunes are found in. But if
you've got a Multiface or Hack4t, no
problem, because they can rip the music

The Equalizor is b
people"

A pusiic pomaI (39

That librarian is Joe Moulding of Sleepwalker
PDS and Caecilia Metella is one of the best of the
many games he has produced to date.

You're placed in the role of a Robodigger,
who's got the unenviable task of searching through
15 spike-ridden tombs in search of some valuable
sparks which open the door to the next level,
Unfortunately, the tombs are damp and slippery,
50 as soon as Robodigger gets going, there's no
stopping him until he hits a wall door or spike.

Robo moves around by crashing from wall to
wall. When he hits the edge of the small screen
he re-emerges on the other side as fast as ever
The idea of this game is to find a way to all the
sparks without hitting the sharp side of a spike,
heading off in a direction which is free from
anything that might bring you to a halt or falling
foul of the tight time limit

It's one of the better ideas I've seen for a
puzzle game lately, and boy have | seen a lot!
Pity, then, that there are only 15 levels, but the

out of anything (well, almost, let's
not get Iit about this). So,
aSSUMINg you
your tunes Il be able to use
well programmed utility which comes complete
with full instruction (a bonus for PD).
If you own a Hackit, the Soundhakker may
alled in
the
program is stored on tra 0 of your disc. This
means when that you want to
copy it you have to copy the
instead of just
e, which is a completely
irritation

which was form
ace coders
Prodatron and
Alien left Beng! in

anes we've got are cunningly designed and sure
to keep you occupied for a reasonable while

The graphics are perfectly functional, if a little
bland, and there's a decent Soundtracker tune
tracking along in the background to keep your ears
amused. The playing area is, perhaps, a litthe too
small, though the nature of the game does demand
a screen of petite proportions.

The only real grumble is o
that there's not a enough to 76 /o
it. Maybe Joe will produce an
extended XL version...?

short seconds scuttle away to a safe distance
before they explode and blow you to kingdom
come. The difficulty is that each bomb sets off any
other bombs which are within its range, cre
some pretty explosive chain reactions. As you're
rooted to the spot you're on when the bombs begin
to blow, you need to be pretty sure that you're
standing in a safe area, and won't be cut off from
any unexploded bombs which you need to finish the
level, Predictably, the many levels are cleverly
designed, becoming steadily more difficult
progress, to ensure that you must take car
of the result of setting off any of the bombs.
Control is simple enough, provided you're not
one of those people that loathes 3D games. The
graphics are colourful and everything moves as

eful note

Stay in the green and out of
the reds you get nothing

in this game if you 3T 52 ==
4 _

fall through one
of those blue
squares, either.
well as it needs to, though the
sound leaves a lot to be desired
As for the allimportant gameplay
this is one game that sure has it. It's like
Jumpmania in 3D, combining demanding

puzzles with an arcade

eleme

t, but on a smaller,
slower scale. This is

defin
Claude’s better games

tely one of

The @ ? LE?
rubbish L L oLk
raphics i -
'In’llt a " il a - g7
really 5u¥
quite w3
goed L |
game. '-_lir

cient
Neither does it

within

fag (though it |
up). And hopeful

Better
Than Life
t Issue

of which 1s imminent

S0 now you want to get hold of all this lovely

software. Well, it should all be available from

your friendly neighbourhood PD library, and to
find out where that is, check out the Amscene
Directory on page nine.
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PREVIEW

well don’t worry, you've got a couple of meonths fo prepare
yourself for perhaps the best game ever fo come out of

hose of you who've ventured outside the  coming full circle, because Megablasters
world of the B-bits and into the domainof  is Super Bomber Man for the CPC.
consoles such as the SNES will have Odiesoft's Megablasters has a

simple enough game idea - you play
the part of a blokey stranded in a series

undoubtedly seen or heard of one of the most
playable multiplayer games ever to be released
on cartridge - Super Bomber Man. Of course,

of high explosives to protect him. Each

level is one screen in size, and features
indestructible walls, destructible walis and bad
guys. Your aim on each level is to kil
everything that moves that isn't you.

The bombs are old-fashioned, black, round,
shiney affairs that blow
up after a few seconds -
you can't contro! the
timing, just as you can't
control the effects. When
a bomb explodes, the
blast shoots across the
grid horizontally and
vertically taking out
everything within range.
This is useful for getting
about the place as well
as killing things; blasting through destructible
walls is the only way to get from one side of the
screen to the other.

this was preceded by Bomber Man on other
formats, but the SNES version was the first to
make it really big.

Like most other console games though, the
concept of the game owed a hell of a lot to stuff
that's been available on the 8-bits for years.
We're not here for a
history lesson, but
just bear in mind that
this is a game with
serious roots. But
now everything’s

There's only one

On my level
Like most arcade games these days,
Megablasters is split into separate worlds,

Grab those boots - they could come in handy
for making a quick pe from b

Megablasters from OdieSoft. Will it be as
good as we obviously think? Will #? Huh?

including Rookie, Village, Forest and the like.
Each of these worlds contains five normal levels,
a secret level and a bonus level. The five normal
levels are the screens you'll progress through as
a matter of course {unless, of

course, you're rubbish at
the game and don't
progress at all),
whereas the bonus
levels can only be
reached by
collecting all five
letters of the word
‘bonus’, one of each
being left on each screen

The secret rooms are a little
more special, though, as they're accessed by
almost unforeseeable actions at any point. Some
may be entered by walking into a border wall,
while others can be found by walking into
enemies (not something you'd normally want to
do). Whether hiding rooms this well is such an
amazingly ‘Good Thing' or not is something we'll
have to leave for the final review (ah, | love to
make these programmers sweat),

One thing you may not be expecting (it's
abnormal for this type of game, really) are the
end-of-level guardians which pop up to make life
that bit more difficult. These are tackled in
much the same way, but visiting the bonus
room is handy as you can always stock up on

Deon't mention the
three that died.

1t might just be me being paronocid but | think
those cute things are planning something.




PREVIEW

On your marks, get set, blaw up!

B e e e W

Ah - something's just
sitting there asking te be
kaboomed with a bomb.

those handy extra abilities before meeting it and
getting pounded into the ground on account of
having a completely crap blokey.

What special
abilities, pray tell?

Didn't | mention them? Here would be a good
place to do just that, then. On some occasions,
you see, when you take out a wall or fry another
bad guy, odd icons will be left behind. These
icons come in several different guises and give
your blokey some rather special help:

® Extra bombs - one bomb at a time is pretty
dull, huh? Collecting an extra bomb icon will let
you drop two, three, or even more at a time.
There are some icons that increase your
bombing ability by several, but it's all just really a
matter of the luck of

the draw. 2 L una
® Freeze frame - L
this one doesn't
really need all that
much explanation
really, as it simply
freezes your
potential victims for
a short period of

That little black shiny
beauty should do the trick
quite nicely, thanks.

_____.. L

Now the wait...
It's over - if you want to learn more about this
exciting new release you'll have to wait until we
give you the full review, For the utterly impatient
'l quite happily reveal that this shouldn't be
anything more than 2-3 months, as the version

Til then, for more details contact Radical
Software at 57 Lebrun Square, Kidbrooke,
London SE3 9NS T 081 856 8402,

@ Longer flame - when you begmn, your
explosion’s range reaily isn't particularly
impressive. You can collect icons that increase
the length of the fiame, giving your bombs the
ability to fry things a hell of a long way off

@ Remote detonation - in some cases, the
fact the bombs are on a
timer can be limiting. Picking
up a detonator icon allows
you to plant several bombs
and set them off by remote
contrel at your own intervals,
making traps and set-ups
quite possioe.

® Speed - there are times in
the game when you can't run

time, letting you
sneak right up to

breed a viel

fast enough — many a badly
nation? planted bomb with a long

them unawares and

plant bombs at their feet.

@ Invineibility — I'm sure you can all work this
one out, Picking up an invincibility icon makes
you invincible. You become invincible when you
pick up the invincibility icon. Get the idea?

If you've got the urge to blow anything vp...

range can have you running
for your life, and finding some good running shoes
lying around can only be good for your health.
® The trots - okay, so this ‘special ability’ might
not be all that helpful, but it's stil there. As a
deterrent against mindlessly picking up icons,

«just breathe slowly and think ‘1 am

058 00005
[.:.r.

A A A LA & A #wr._!‘_r_r_r,_r_r w'_.

And would you credit it?
It's left behind a multiple
bomb icon type thing.

This, of course, is now the i A
vitimate licence to wreak [
havec on the world.

there is a rather cunning little power-up that
literally gives your player diarrhoea, making him
drop bombs constantly, leaving you running from a
line of bombs following you down every dead end,
waiting to explode and take your hide with them.
® Constipation - the opposite icon to the trots
completely stops you from dropping bombs for a
limited time penod

Four Play

As if cunningly timed with a
similarly slanted feature in
this month's ish,
Megablasters has,
incredibly, a four-player
mode. Though we'll have

to wait and see how well
it's implemented, our
preview version looks really
very strong indeed. The idea
behind the four-player mode is simple

- it's a battle. Okay, so you may all be united in
the common cause of completing a level when
playing individually, but in battle mode the last
man alive is the winner

The four-player mode is a feature that really
sold Super Bomberman on the SNES - though
anyone wanting to make use of the facility had to
buy extra joypads and special four-way adaptors,
the game worked well enough to make the £100-
odd for the set-up sound attractive.

The CPC version requires no such add-ons -
we've had things like keyboards for years now,
Four players can easily manage on a keyboard,
given that two of them would be using joysticks
anyway. All you'll have to do is plug in and go,
leaving those consolers behind in the dust.

| don't really have to explain the good points
of multi-player games, do 17 If you
can't see that intelligent
opponents (as opposed to the
d computer-controlled characters)
sl expand the game so much
further, because a fight to the
death with intellectual equals (er
interpret that as you will) and a
party atmosphere is a truly
fabulous thing then youll just

have to wait until the final

review comes along to be
tully convinced



Arriving fresh from the outback wastes of Matlock comes this month’s feast of mouth-
wuatering pokes put together by the handsome, dashing and charming Lee Rouvane (ah,
the real Lee must have been replaced by alien bodysnatchers, then - Ed).

PHCC  240:PRINT . "Insert:SPACE-ACE-disq-and pre
55-akey:"

TAHA 250+ READ:side:PONE ABEBO, side BRUCE LEE

FAJG 260 CALL-AEBLO;CALL - %6000

NADP  270-PRINT"DLAR: eRRESBiryrir Taah' T LiLyn Phillip Entwistle from Astley Tyldesley

' with BB :;}E:‘; supplies us with a black belt of a cheat
n program type in the GAGN 290 %, LEAVE - ALL (LINES TN . e for that old kick-'em-up, Bruce Lee.
n listing, save that, then type in the individual ~ HALL 300-DATA:21,18,2,06,08, 1L, 5e,88;861 Philip writes that if you run straight onto
; and ththe saved  JAID 310-DATA.dS, cd, 77, hc5ed cd,83,be, Bcd the third screen and then go to the right-
main listing. Se on fingers IAHM__320-DATA+ed, 7, be, 21,81,60,0e 01, 3b2 hand corner and lie down, you will skip
working, youknow you want to IACE 330-DATA:¢3,16,hd,24,48,4¢,46,07,31h going underground. Now, when you
IAID £ BBNCRARR (i su) -hasha HAGA 340-DATA-88, 21,30,00, 11,00,00,22, 164 reach the extra life, collect it and run off
FACH  2- 'BusdohneGirsin TALA  350-DATA-34,D0,ed,53,36,00 03,22, e the screen and then return back to the
LA R o WA 380:DATA-17,M, 22, 36,00,01,84,07, 133 exts iife. Repest t1is method for 89
e etuden THOL 370:DATA-24,b6, 98, 16,67,aF, od  AF, 368 v g e
i, 5 TABF 380:DATH: 7e,3a,57,77,23,00,78, b1, 34d AAAAHHHSOOO! (Bless you - Dave.)
FADD 10 | TAPE:OPENOUT 4" IANB 390.DATA.20,£6,01,54,87,21,06,99,2fh
N s AT o TR foch AIDMIE 20 0o o 4 T ELds S5 0ty D SODATAGO0,d, .AL0L a0, 200
BN A8 PRINT. CRACE BT hacks:by-Jobn:Girvin: WGP 2D:DATHT0,06.51,0b, 77,78, 28,01, 383 e g:g::;::;:;*:f;:*g';‘:’::;::g
ML 60 addr4s000 RESIONE : 10300 HACO A30:DATA-28, £6,21,¢3,89,01,40,07, 26 e
SAIN 60-ok=0 HAMN 440 DATA-b, 78, 34,23, b1, 20,19,01, 245 R MR
THK 0L0CATE- L, 3:PRINT-*4t . Line®) In HAWN -~ 450:DATA+24,07, 21,22, a1, 18,5, Te, 207 o oo B
EAPE 807OR dat-0-10.7 e i, 11,0 B A IAJB 620 DATA.15,01,97,08,21,8c,8a, 1, 2eo
B 8. X0 bytes IAHB 470:DATA:£6, 84,21, 87,03, 21,13,98, 360 et L
SAEP 100: 7 hotes="SPACKACE" - TNENILS0 TACE 490.DATA-11,56,08,06,02,ed, 5¢ ,ab, 273 bl LoDl
GAEE 110 byte:UAL("4" fbytes) TAEK 490-DATA-aa, ae,77,23,06,20, 16,14, 408 o R S it
EALG 120-ck=ckihyte e n L L. 1o, L TMC §80 DATA.ZL e, Sa, 01, 67,06 o 5 91
$000 " $o0 POXE. adirsdat Dot HAOK 518 DATA+DL, £4,06, 21, 26,34 16,56, 250 S el e
DAIE= 140 NIXT-dat e e HAGH  §80.DATA0E,74,06,21. 22,1, 16,40, 155
EAEB 150 :READ checkt ik SRR 2L O TAGT 630.D47A e,a0,87, 77, 2,0b, 76, bt 355
" JAMA S40:DATALE, e 51 e, 77, 1h,7a.b3, 3bi G 17,2, 16,31,
THEK 168 IF:ch()UALC"A"+checkd ) THEN. 270 HAEH 700.DATA-20,£6,81,63,06,21,22,a1, 264

JA0D 170+ addr=addrs8;In=1n+10:60T0 .60 I ERORESRSER, 08, 51, 09, 31 (8L 3E IAIT 710/DATR-37,7¢,d8, 34,77, 2h, 00,78, 215
DADY 180 addr=4E21B HAON 720-DATA-b1,28,£6,01,48,06,1d,21,33
DAOM  190-READ hated JAJA 73-DATA-db,8a,24,3h,0c, ed, 5F, £, 426
GACE 200 IF -hyted="ws"-THEN 230 IAPM 740 :DATA-ae,00,40,ad,fd, 77,0000, 386
HAKG  218-POKE-addr, UAL("8" thytes) TAGE 750/DATA-2b,£d,23,78,01,20, ee, 01,383
GRAL 220 -addr=addr+1:G070+150 IADE 760:DATA:36,06,21,22,a1,37,7e,ce,2a3
EAJA 200+ FRINTSPRINT HAOD 770:DATA-37,77,2h,8h, 78, b1, 20, 16, 323
HABF 780 DATA-21,18,9b,31,86,61,11,13,208
TAFC 790DATA-06,d8, od,Bd, 61, e1,01,08, 384
IAA0 B00-DATA-00,09,65,el,d43,ed,5f,2a,45¢

JACA 810.DATA-ae,ab,77,3b,3b,1h,23, b, 36

AMST "",";:‘:* ” IADN 820-DATA-7d, eh,b2, o0, fd,21,a¢,61,507

R (Raspberry? Rabbit? Rotund?) o S IAIE 830.DATA-11,£8,05,21,2b, b, ed,5¢, 341
Hojabr of Hove in East Sussex - : 1 TAON 840 -DATA-ae,fd,ae,05,77,1b,7%,23,36d
supplies his first Cheat Mode “ =X Ia0R 850-DATA-b3,20,00,28,02,0d,¢9,01,204
contribution - a corking little tip for . - . : P TAHF 860 .DATA-e8,05,21,3b,9b, Te, 6, 2e, 356
Whl‘ld!l“bﬂ_f. He suggests that on 1 HAJL 870-DATA-77,23,0b,78,h1,20,£6,21,305
TAHF  880/DATA-4b,%b,01,d8,05, 7, ¢d, 44,373

lovel one round thres, collect the : HANG 890 .DATA-77,23,00,78,b1,20,06,01,2¢5
Sag of Guie anil thau-ds w0t twe \\( 2 TAIF 900 :DATA:c7,05,21,5¢,9b, 37, 7¢, de, 371
the egg with the leech in; jump over * gL : HAJO. 910-DATA:28,77,23,00,76,b1,20, 16, 30e
itinstead. You will now find thatthe & o IARE 920-DATA-31,21,al,21,d7;02;¢d,5¢, 338
bag of gold will have filled your \ = IABI  930+DATA-4T;d4;7a,a9,53,5¢,45, 3,405

energy meter completely. M InAH  340:DATA-3b;2h,7d, b4, c2,£6,81,01,3b1



JETL]
HA00
IRNE
IME
TiNB
HAEN
TAKN
TRHE
Hitbd
IRKE
TANA
IGI
TAkA
10D
TAEH
TREH
1APD
1AGE
TAON
ThiH
1804
ThcH
HAOH
14CE
TAEH
1D
L
TRaF
Tadh
TALE
HARO
113
TiKH
Tnc
HACI
EADF

1 program

§50:DATA-a2,05,21,81,5h,ch,0e, 00, 28
960-DATA-T8,23,b1,28,18,21,31,9h, 3b1
970-DATA-OL, 52,05, ed,5f,ae,0b,77,314
980 -DATA-78,23,b1,20,16,21,20,8b, 3he
980:DATA-01,83,05,%,2f,77,23,0h, 1db
1000 DATA-78,bL,20, 67,31, 20,a1,81,354
1010 DATA-hS,02, ed, 57,4041, Th, 29,447
1020 DATA 5a,57,45,3b,3h,2b, Te, b5, 358
1030-DATA-20,f0,01,59,08,21,22,a1,253
1040DATA+ 16,18, Te, aa,57,77,2b,0b, 258
1058 DATA-78,b1,20,16,01,48,05,21, 2ae
1060 DATA dh,3b, 16,13, e aa,67,77, 355
1070 DATH 23,0b,78,b1, 20, 16,81, 36, 2ad
1088 DATA-05,21,22,a1,37,Te,de, 10, 26¢
1090 DATA-77,2b,8h,78,b1,20,F6,01, 2ed
1100 DATA 26,085,216, 9b,37, 7, ce, 352
1110DATA-04,77,23,0b, 76,b1,20,16, 211
1120 DATA 34518, 30, 21,08,02,ed, BF , 246
L130-DATA AL, 41, 7a, 29,53 56,45, 01, 48b
1140-DATA 2D, Te,b5 c2, 96 62,81, fe, 415
1150 DATA-DA,21,22,a1,37, Te, ce 07,272
L160:DATA-77,2b,0b,78,b1,20, 16,01, 2ed
L170-DATA-F2,04,21,21, 90,35,23,00,247
L180-DATA- 78,01, 20,£9,01, 04,04, 21, Mc
1199-DATA 31, Se,cb,06,23,00,78,b1, 303
1200 DATA-20,£8;3a,80 he, b7,21,00, 368
1210-DATH 63,28,03,21,0d,63,11,16, 146
1220-DATH-a1,01,0d,00,e4,b8,21,00,264
1230<DATA 00, 22,6, 9¢,22,c2,9¢, 21,315
1240 DATH - 14,63,22,94, 92, 3,40, 9¢,370
1250 DATA 44,49,53,4b,2¢,42,49,4¢, 232
L12B0-DATA Tc,72,a2, 1d,41,b5, 80, £2,415
1270-DATA:0d,a7,0e,25,01,5f,98, 3b, 854
1280-DATA: 74, ab, 02, 80,08, L2, v8, 12,353
1290 -DATA 4a,01,00,00,00,00,00,08,04h
1300-DATR: SPACERCE

has also

1 skidding after

the
tly after it

2000 ' SPACE - RCE - Hurthslar
2010w LEAVE - IN e

2020 DATA-21,2d,63,11,40,00, 84,53
2030 -DATH ca, 82,01, 16,00, ed, biiol
2040 DATA 00, B0

2050 ‘ Infinite: lives

2060 DATA 3e,b4,32,0c,29

2070 Invulnerability

2080 DATA+ 3o, 18,32, 08,00

E030: 'Noskids when: stopping
2100-DATA-21,00,00,22,71,04,22,72
2110 DATA-0d

AM«_;TRAD cpC

EAMG 2120w LEAVE TN en
EAMK 2130 DATA+03,00,01, %%, 1

Trantor

Now to that brilliant platformer, Trantor. John has
excelled himself once again by revealing the
secrel of infinite fives. Merge with main program
or type directly after

GAFL 2000 ' SPACEACE - Tranter

HAGR 2010-DATA-21,24,63,22,af,82,03,00

GAON  2020-DATA-BO.21,36,63,11,40,00,0d

HAJG 2030:DATH 83,26, aa,01,08,00,ed,b0

HAFT 2040:DATA-03. 24,29, 3,080,328, %, 24

FALG  BOSO-DATA-c3,00,01,c0,%,0

CAGH = 2060 -DATA »x

Zynaps
t en better now with John's

e cheats that you ¢
f nstructions as before
2000 " SPAC - Zynaps

EAKG 2010 "wwx: LEAUE » TN+ u%
2020.DATA-2),2d,63,11,40,00,ed,53
2030.DATA-35,87,01,29,00,¢d, 40,3
2040 DATA-00, 80, 38,09

2050 'Fire-through:soenery

2060 DATA: 32, b1, 48

2370 ' Invulnerability

2080 DATA- 32,54, 56

2090 ' Infinite:lives

2100 DATA-32,4¢,60

EABM 2110 'Rapid:fire

2120 -DATA 32,339,861

2130 ‘Noraliens

Connes ties ()

A little snippet here for all those
raging Renegade 3 fans out
there. Jonathon Crozier of
Bellingham, Northumberland
has come to your aid with a

neat keypress that should
enable you to finish this one in
next to no time. He suggests
that you should hold down the
keys Q and T at the start of
the level, then pressing these
keys again will transport you
to the next level.

464]664!6128 DISK

HAGH
FAKG
IRFH
FANG
HADP
FACN
EALT
EADL

2140 -DATA-af 32,30 4,32, 44 42, 32
2150-DATA-49,4a, 38,40 4

2160 'Fly-through:scenery

2170 DATA3e,a7,32,02,468

2180 'Aliens skop firing
2196-DATA-21,37,¢9,22,06,48

2200 'wwn: LEAVE - IN . nua,
B210-DATA-c3,00,90, x|

ource of lve
with th

erful shig

11 Cavern

I mad thing, just
sfore (y'know, the
ou about we e start of
this megacheat), and you ca far wrong

HAKG 2008 ' SPACE ACE« = Cybernoid
EANG 2010 “ax LEAVE TN wxx
HALR 20820 DATA21,2d,83,11,40,00,ed,53
HAPJ 2030:DATA: fe,B6,81,12,00,ed,b0,c3
EAHA 2040 -DATA 00, 80,31

FANC 2058 'Faster:gane

DAGK 2060-DATA-32,41,02

HADG 2070 Infinite weapons

EAHA 2080-DATA-32,0d, La

GALT 20908 'Infinite:lives

EAED 2180-DATA-32,ae,2b

HAME 2110+ ' Invulnerability

Fhkd 2120 -DATA-3e,c9,32,3a,2b

EANG 2130 'wwi. LEAUE - IN . #ae

AMSTHRAD ACTHON
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GAMES TIPS
Exolon

Infinite lives, bulle renades and invulnerability
are all provided fc
blaster. Remember, this

: ACE = «Exolon
2010 "www  LEAVE - TN e

2020 DATA-21,2d,63,11,00,be ed, 53
2030 DATA81,8h,01,1d,00,ed, b0, c3
2040 DATA-00, 80, af

2050 "Infinite:]ives

2060 DATA- 32,25, 2a

2070 "Infinite-bullets

2080 DATA-32,59,11

2090 "Infinite grenades

2100 DATA.32,%, L1

2110 "Invulnerability

Nepe. 50!"!”" : t the hell are
es« multicoloured balls {af?
ENEED Gl @J

2120-DATA.32,78,07,32,78,12,32,79
2130-DATA-12,32,7a,12, 3¢, 32, Bc, 07
2140w LEAVE + TN

2150+ DATA ¢3,40,00, #«, 1

Xevious

r the benefits of a d
h this Infinite L
ructions as before. In other
Just flicked through this
the heading Xevio
and I'm usele
type in these

2000« SPACE ACE - Xevious

2010« "wes . LEAVE « TN - s
2020+DATA<21,2d,63,11,40,00,ed,53

HAIC 2B30:DATA-07,90,01,00,00, ¢d,b0,¢c3
GAPM 2040 -DATA-00,80,21,00,00,22, 60,04
HAJA 2050:-DATA 22,ed,04,03,00,01,07,32
GAAM 2060-DATA.78,12,32,79,12,32,7a,12
HADE 2670 DATA 3c,32,80,07,cd,48,00,32
HALC 2080 DATA-ed48,21,37,¢8,22,a6,48
EAJL 2090 DATA:c3,00,50, %, 1

Venon
Strikes Back

¥ Bea cut abiove the rest now with this poke
2 for Infinite Energy and Infinite Weapons
Foliow the same instructions as before

é‘ma KAGG 2006 'SPACE-ACE-~+Uenon Strikes:Back

EAKT 2000 "o LEAVE « TN - sewt .

Tee off to success with this excellent tip
from William Huddleston of Tweeddale.
First, go to the level option - you are
presently on easy. Change the level to
hard then back to easy again and select

menu. When you decide to play the next
tournament you will find that the
opposition will not play as good as before.
Cheers Wills, send us some more and
we'll declare you a national hero.

Poking the
multiface way

T Make sure you've got a Multiface plugged
into the back of your CPC - it helps.

2 Load the game as normal.

3 Press the RED button on the Multiface.
4 Press T for tool.

5 Press '+’ to select the code.

6 Press ‘H' for hexadecimal input.

7 Press SPACE for input.

8 Type in the address (ie, 3A7C).

D Type In the POKE (ie, A7).

10 Press RETURN.

1 1 if there is more than one poke then go
back to step seven.

1 2 Press ESC to get back to the menu.

1 3 Press R to return to the game.

WALA 2020 DATA-21,24,63,11,40,00,¢4,53
HAOM  2030-DATA-49,8b,01, 1,00, ¢d 10, c3
FAIG 2040-DATA-DG, 80, af 67,61

GAGO 2050 ' Infiniteseneray

GAFO 2060-DATA.32,4b,33,32, 28, 3a, 82,25
FAJH 2070.DATA.42,3e,a7,32,27,42
HAEG 2080 'Infinite weapons

FAMG 2030.DATA-22,94,31,22,95,31

EAKG 2100 "sxa LEAVE . IN . wan

EAJK 2110.DATA:c3,00,01, %0

And that just about wraps itup, Phew.

Are you
befuddled
by listings?

Don't panic if you're new to listings, There's a
full explanation of how to type in the darned
things and what the four-letter codes at the
beginning of each line mean in the Type-ins
section which starts on page 28.

The Mallic multipoke mania zone

A special multiface poke extravaganza this month folks with all the pokes
from John Girvin's Space Ace cheat to give you black box owners a special
advantage (and less stumpy fingers). Some of these pokes might work on the

Game Format Poke, Address Effect Game
Trantor Disc 247E AF Infinite lives Northstar
Zynaps Disc 48BF AF Fire through scenery

5650 AF Invulnerability

GO4E AF Infinite lives

6139,AF Rapid fire  Exolon

AA3FAF

4A44 AF

AA49 AF No aliens (do all four pokes)

AMMEAF

48E2,AF Fly through scenery
Venom Strikes Back Disc 334B.AF

3A28,AF } Inf energy (do all three pokes)

422?»} Cybernoid

3194 AF
3195,AF
03F0,xx

June 1994 AMSTRAD ACTION

] I6f weapons (do both pokes)
whers xx= number of lives

original (and covertape) versions of the games. It's worth a try, anyhow. And
If you've got any pokes you want to let the world know about send them to
Cheat Mode, Amstrad Action, 30 Monmouth Street, Bath, Avon BA1 2BW.

Format Poke, Address Effect
Disc 290C,B4 Infinite lives
occe,18 Invulnerability
O0y2 A | Mo skids (do both pokes)
Disc 2A25,AF Infinite fives
1159,AF Infinite bullets
4F7A AF Infinite grenades
0779,AF
1278 AF
1279,AF ) Inf energy (do all five pokes)
127AAF
078C,01
Disc 0241.AF Faster game
1ADD,AF Infinite weapons
2BAE AF Infinite lives
2B3A,C9 Invulnerability




Stuck bohind that ssemingly  FabE 20.0aT4-36,0F,29,36,BE,C3
impassable rodk? Is that FAHF 30-DATA-a8,99,21,17,BE,22

FAIG 40-DATA-4F, A6,C

guardian on level FAHL 50:DATA-21,B9,28, 11,
four giving you FAFL 60-DATA-CD,48,a8
D hassle? Mesd FAKK 70-DATA-22,62,a8,

FANL 80.DATR-3E,089,32,12, 3¢
Iﬁ-“
CAEP 90 DATA<86,3{

published before  ;;; (55.,..un0n¢ 45000
you were bormm?  7ipc 110 FOR . x=AEED0. 10 ABE3L
Don’t fret = FAKJ 120 READ.a#iazUALC"A*4at)
GAGH 130 -POME:x, a1y=y+a{NEXT
4% Sagumey; 10 FADF 140 IF (41617 THEN 170
857 (is that in hex? - Bd) is EAMA 150-L0AD*ROBOCOR

here to deal with afl 2B DAAR 160-CALL-ABEOO
. TR
your enqguiries. ‘ s GM?I 170 PRINT"data error)
; : 4
M = | | 1|, Regarding the

i

: Some months ago | Thanks for the sentiments John, but e I o keypress for
" / purchased Prehistorik 2 from  your blatant creeping doesn't win "~ spellbound Dizzy
) Titus. Despite very determined you @ prize, Sorry. But you can in AA98 - | cannot get it to work! |
. efforts we cannot escape the jungle nor can  fave these pokes though with must be the world record holder for
~ weinflate the hang glider. Do you know of a  compliments from the Cheat — g typing IWANTANOMLETTE, | have
- cheat mode or can you give us any clues? Mode vaults. followed the instructions to the letter
-', Mrs C Taylor, Lipson, Plymouth. GAMC  1+'-GHOST &+COBLINS: (TAPE) but it just won't work. Please help.
" NAOE 2:' INFINITE:LIVES:&:PRESS-ESC-T0-ADUANC  J Morriss, Boughton, Notts.
Alas Mrs C, no cheat mode for this graphic E+A LEVEL
stunner has yet become apparent but here are FAJP 3+" BY-STEPHEN MATTHEWS An absolute fiood of letters has deluged the
sometips that will take you right out of the jungle  faLs 4% Cheat Mode offices this month with over hail of
and beyond. First collect the hang glider then HAGT 10 MEMORY-ALZFF :MODE-B:BORTER -0 thermn enawring about this keypress, This
stand on the edge of the rock you want o jump JAOC  20/FOR+i=0 10+ 151READ ot INK i, o INEXT Kevpres: ks perfectly fine onmy tiner aded
off: Repeatedly move the joystick to the up GALN  30+L0AD" 1ghostpic, son" sc) 464 plu am inclined to

e

position (ie, jump) and the hang ghder will start to-— DAEK  40-LOAD" | code® nd 64K machir

o fill with air, Once airborne, you must continue to JAMN  50.PONE A828,40:" «CANNOT - USE - A -MULTIFACE - o 5 Kieypres
o move the joystick up otherwise the hang glider DAMJ  60+POKE. 45096, 4C8 knows any different T nd
o Wwill deflate and you will drop (to your doom). To CAOK  70-CALL-ASO0D y rambling old foo
'ﬂ make your way across the jungle floor you will BATI 108.END
o have to bounce off the baddies’ heads and JAMK  110.DATA+26,13,0,15,24,6,16,2,14,1,3,11, B | I've heard there is a
0 jumping on (and then off)-any convenient rock 10,9,18,85 ] | J' keyboard cheat for Exolon.
B uteren 1 a left-to-right direction. If you make it - |~,,___1, * Could you tell me what it is?
) across you will have finished the game. FABF 1:'Robocop Cheat Gerry Kidd, Staines.
B 56 GAJD 2’ Infinite-Energy

§' = | ¢4 | have been reading AA since FANG 3+ 'By Phil-Howard Ft JOL e

ll"':! !J : Jﬂ Issue 64 and | never tire of AALH 4+ z hick

S reading the greatest CPC mag  FaLc 10.04TH:21, 16,80, 35,3, 29 than some Raf Cecco k

ever published. | am writing because |
desperately need cheats for Ghosts &
Goblins and Robocop. | realise you cannot

'/ d -
il We can’t do it, you can help

the next available AA? Each month we get letters from readers at ® | can't find any bat pieces in the original
John Shiéids, (a desperate gamespiayer) their wits’ end asking us all sorts of strange and  Batman. Can anyone help?
Rothesay, Isle Of Bute. impossible questions (in other words, Lee Matthew Fennel, Halewood, Liverpool
doesn't know the answers
= - Ed). Rather than let them  ® | need some help with Rainbow Islands levels
The Dark Knight - L. R down completely, we have 1-5 (Insect island). | can't find any of the secret
returns. In cyan, = R decided to lat you lot rooms. Can anyone tell me where they are?
“pparently. el o have a go at providing Anthony Ayres, Baskinagh, Co. Meath
: the answers for them. If
you think you can answer @ | know this sounds silly, but no matter how
any of the following hard [ try | cannot get over the first obstacle in
questions then write to; Codemasters’' Moto X. Please, please can
GIVE LEE A HAND, anyone spare me from this nightmare?
Jason Ackerman, Thurnby Lodge, Leicester.

® | have a GX4000 (you poor thing - Lee) and
two games | desperately need some help with are
Fire & Forget 2 and Pang. I'd be very grateful it
someone could help me with these games.
Simon Topper, Edgbaston, Birmingham.
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LETTERS

Short
Sharp
Shocks

Have you got any intention of running a
hardware series giving the types of
peripheral available, their specs, and
what they can be used for?

Paul Collins, Dorset.

We tainly have, It'll start either next
or in AALDT. Dave

What happened to Peter Worley (1992).
Did he stop writing?
Andrew Hughes, Sheffield.

where

Please print a diagram of a tape player,
showing where the alignment screw is?
Eric O'Dell.

=Te '

MICHO COMPUTER SQ 'ARE DATACORDER

k

Glad to be of service. Dave

Please make out a £20 cheque to Eric
0'Dell and send it to my address.
Eric O'Dell.

that much

What size disc drive do | need for a 464,
3-inch or 3.5-inch?
Sean Gray, Morpeth.

Both work with th C, but you'd be

better off getting a 3-inch disc drive,
that's what most of the

software comes on. The 3.54nch drives

are only really any use if you want to

y or from other computer

as PS. Dave

transfer da
formats, s

My reply to the Short Sharp Shock in
AA102 is, “No, | do not wear an anorak,
but | bet Simon wears a pink frilly tutu
with net stockings and pink Doc Martens
to the pub - and all the workmen having
their pints wolf whistle at him.”

Daniel Thain, Cowley.

nk that? Dave

June 1994 AMSTRAD ACTION

This is your chance to get your views broadcast to the
nation, so send your letters to: Reaction, Amstrad Action,

Street life
I have suffered your
comments about one of

Future Publishing, 30 Monmouth Street, Bath BA1 2BW.
my favourite games -

Street Machine - for some

time now. It also annoyed me to a
considerable extent that the name appears
to have been changed, as you now refer to
it as Street Rally.

| can assure you that the game is not

new. | bought it in early 1987 and | have
always known it as Street Machine. This is
confirmed by another person who
contacted your magazine and said he
bought the game in Blackpool. Hopefully,
| can clear this up once and for all.

The game is a proper release and was
written by a company called Software
Invasion and | am certain that it is not
PD. | am sure that many
people have this
particular piece of
software, as it was

readily available
for at least a
couple of years
after 1987.

| would like to

add that your
opinion of this
game is
misguided, |
can think of 100
worse driving
games - Formula One
Simulator, for example, is
nowhere near as addictive or interesting
as Street Machine.

Mark Newman, Brentwood.

PS Your screenshot in the review of Street
Machine in the February 1994 issue of
Amstrad Action is incorrect. In the actual
game, the road from the starting line goes
straight ahead and then left, not right.
Owing to this error | nearly bought another
copy of the game from CPC Now! as |
thought it was a different game.

Now, just hold on a minute here. Don't

blame us for this debacle. We reviewed a
game we were sent, Street Rally, in good
faith, believing it to be a new game - that is
how it was presented to us by CPC Now! We
were not trying to hoodwink anybody, and as
soon as we found out the truth we printed it.

It anyone is at fault it's actually CPC Now!,
who should be ashamed of trying to pull a
stunt fike that

The PD connection comes from the fact
that we found a C64 PD game identical to
Street Rally, except that the instructions
were in Italian. The mystery deepens.

As for the grab, it was printed correctly.
In Street Rally the track does go that way.
In fact Street Rally isn't so much a carbon
copy of Street Machine as an inferior version
of it. Which probably explains why our rating
was so low. Dave

Public service
| just had to write in to tell
you my views about a
certain PD library, namely
Sleepwalker PDS.
PRETTY DARNED GOOD!
If other PD libraries work like this
one (most I've written to don't),
then they won't go far wrong.
Discs return quickly, and
| mean quickly, and the
catalogue is one of the
best I've laid eyes on.
Please print this
letter so that Joe
Moulding knows that he's
got one very satisfied
customer here.
Damian Hart, Lincoln.
PS Why have you stopped
making the covertapes easily
transferable to disc?

| hope Joe's got more than one satisfied
customer, Oh yeah, about the tape to disc
transfers, Yes, sorry they've been missing
lately, but, where possible, we will be
including them again in the future, Dave

Poster

campaign

| want to ask all you budding

Amstradees out there to

help me and help the
collective Amstrad world, in an easy bout of
advertising for poor Arnold.

Here's the plan.

What | have done is got hold of several
pieces of A3 paper from my art teacher and
| drew some posters. On one it said:

“Break into computer programming -



it's an easy way into a good job - with
an Amstrad.”

Another said:

“Learn to program computers with an
Amstrad CPC."

While another said:

“Amstrads combine technical knowledge
of all sorts with a games base bigger than
any console’s.”

All three had logos and
artwork. If everyone does
this then the
Amstrad
market will
retake the
ground that the
Amiga has evilly
and malevolently
stolen. c

| am at
boarding school
for nine months a
year - a long
separation from Arnold
= but | still order Amstrad Action.
Don't let anything stop you! If he
sells it to someone else get him to
get another! (Sorry - Dave?)

| am on holiday now so |  Well, ll“”
can try out the three L‘"’:

covertapes that used to shine

in my school locker.

M Blues Brothers on the

covertape - “A BIG thank

you". The music is brillimmosso.
2 In answer to your question in 103,
Nebulus is a cross between a pea and a
wacky cabbage.
3 | have now started subscribing to your
mag because the local newsagent kept
selling out (there is still a very healthy
appetite for CPC gear in Rugeley), and |
have discovered Subs Club leaflets in
every magazine except in issue 103,
Have | been robbed?
4 Thank you very much for explaining
what PD is. | was going to write in and
ask, but felt stupid.
5 In response to Richard Grant's theory
about the design fault with the 64k
upgrade and mouse interface (issue 103),
he is correct, because exactly the same
thing happens with mine.

1 | would like to say a
big thank you for putting

6 And finally, could you please tell
my cousin, Matthew Round, that an

Don't pirate games - if you want a game
then buy it. Software shops offer a large
selection of second-hand games at 50p
each. Oh no, | am just about to run out of...

Lots of business-like luck,

Simon Crabtree, Selby.

Right, we'll give a prize to anyone who can

get their Amstrad posters shown on telly.

Send us a video tape as proof. Sky One

doesn't count (because it's rubbish). Dave
interesting (and

Aladdin’s
cavern
M | recently had a very
enlightening) conversation
at my local Computer Cavern store.
| happened to be browsing around the

Amstrad cassettes and discs, but seeing as |

didn't have any money on me | was about
to leave. But when | reached the door the
man behind the counter (who had
obviously been watching me) called
out, “Are you interested in Amstrad
games, then? If you can't see what
you want we can get it for you.”
So | walked back over to the
counter where he offered to get me a
copy of the stock lists. "Are you
interested in discs or cassettes?”
Either. “Well, we have hundreds of
discs and thousands of cassettes. In
fact we have the largest range in the
world. If you want anything in particular we
can get it for you from Marlow for you to
pick up, or you can get it by mail order.”
Thanks! In actual fact, glancing down the
sheet, they stock more than just discs and
cassettes; they do a full range of game
carts, printer ribbons, joysticks,

Amiga is a meek parsnip when compared
to an Amstrad.

Thank you, keep up the good work.
Helena Peeling, Rugeley.

T Aw, shucks, we do our best.
2 | still think there's a frog in
the genes somewhere,

3 Unfortunately, the

subs letters did have to

come to an end,

purely because none

of the team had time

to put one together

every month. We

thought it was better to
concentrate our energies

on the actual magazine.

4 Would we take the mick?
Would we? You know we're not like
that, thicko... er, | mean Helena.
5 1l take your word for it.

6 Peas, cabbages, parsnips? Are you
some kind of vegetable expert? What
kind of munchable do you reckon the
Amstrad is, then? Dave

Nebulus: animal,
vegetoble or
mineral? i's not
entirely clear.

CIIID

headcleaners (disc), dust covers, cables,
business utilities, light pens and much,
much more. Who said the CPC was dead?
If you're interested (and want to keep the
CPC alive - you ought to) contact: Capri
Marketing Ltd, Computer Cavern, 9 Dean
Street, Marlow, Buckinghamshire SL7 3AA,
enclosing an SAE for a list, or ask at your
local branch of Computer Cavern for
details. It says on the sheet, “Tell all your
friends about us,” so | have.
Matthew Long, Reading.

We have mentioned the excellent service
Computer Cavern gives CPC users before -
they supplied us with many of the cart games
for a Go Cartin’ feature a few months back. If
you're looking for any CPC-related products,
they're a good place to start. Dave

Heavy turnover
| am writing on a number of
points (That must be painful
- Dave) about Amstrad
Action. And so, without any
further delay or time-consuming nonsense, |
hereby with pride and a great sense of
humour do thus tell you these reasons, and
put forth a number of questions which |
hope you will answer, so my life will be
fulfiled in every sense of the word (Get on
with it - Dave).
1 What happened to that game designer
review, or even the game designer itself,
that you previewed a while ago?
2 Can you print a list of the
M. Basic commands that are
present on the 6128 but not
on the 464; otherwise how
are 6128 owners
supposed to know if their
programs are compatible
with the 464's?
3 Why do you hate Dizzy
so0 much? What has he ever
done to you?
4 Why do old Amstrad Actions
give good reviews for games you
say are rubbish?
5 | think adventure games are totally
excellent - please put one on the covertape
soon (and, while I'm asking, how about a
football game too?).
6 Is it me, or is Fluff going to be available
for snazzy Plus owners?
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7 Why does no-one ever hold down a job
on AA for more than six months?

Chris Hatton, Warrington.

PS Death to false metal.

1 Zack is one of those products that's been
lost in the maelstrom known as Quantum.,
Hopefully, the company will sort itself out,
because the program looked very promising.
2 We could, and we might, but the other
way 6128 owners can find out whether their
games are 464 compatible is to read the
manual, Ah, yes, the manual. Perhaps we'd
better print the list, Simon!

3 Because all the adventures were the same
game with slightly different puzzles (one
would've been okay, but the yolk was spread
very thin); and all the others were just awful.
& Because we're nght and they were wrang.
5 Anything’s possible.

© No, it's not you. But to balance things up,
Megablasters looks as if it's going to be 464
and 6128 only

7 Hang on, I've been here 10 months,
Simon's been here a year-and-a-half and Ollie,
though he only returned last issue,
was on the mag for three
years before. Okay, my
predecessors were a bit short-
Ived, but they just couldn’t
handie the pace. Dave

the following

tape games:

® Fighter Bomber (Activision):

The first targets are blown up,

but they aren’t registered as

destroyed (so | cannot complete

the mission).

® Line of Fire (US Gold): Is it

just me, or is the level three

boss (loads of blokes in a

tower) impossible?

® Viz (Virgin): Press fire to

activate special moves and

your character locks up

until he hits something and

loses a life.

@ Monty Python (Virgin): At

the end of the first level,

your score adds up and

then the screen (and the

game) locks up. Two

coples did this,

2 Don't bother

getting Nigel

Mansell's World

Championship on

cassettel Why? It'sa ;g4 « B
horrendously cut- o
down version with no
fancy presentation,
simpler graphics
(Spectrum-like) and

Bugged!
1 | have found
problems with

Viz and Monty Python.

1994 AMSTRAD ACTION
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DES compo winners

Campursoft are pretty chuffed by the way DES, their WIMP
(Windows, lcons, Menus and Pointer) desk-top file management
system is selling. It has already proven a great success; and the
company are planning to make all future software they release DES
compatible. But two lucky people won't have to splash out on this
revolutionary slice of software, because they are the winners of our
DES compo from AAL02,

And just to keep the suspense going, before we reveal the names of the
winners, here are the answers you needed to be in with a shout:

No wonder Gumby looks
grumpy - there are bugs in

1 b) Desmond Dekker
2 c) The Palace of Industry and Technology
3 ) Egg Fu Yung

| bet you're trying to remember how all those connected up with DES now aren't you? (So are we -

Dave.] Anyway, the lucky winners are:

® James Broomfield, Winchester

® TB Miller, Lowestoft

Congratulations, your ROMs are on the way.

People power
Do you reckon that
everyone who reads AA (and
presumably they would all
like to see more
commercial
releases) went
into WH Smith's
on a certain day
(say June 4th)
and ordered a
CPC game, WH

it's so jerky
that you hit
things
before you
even know
you're
close to
them!
3 Do you
know if
Super
Cauldron
and
Prehistorik 2 will ever
be re-released at
budget prices?
Long live the Amstrad.
Mark Leatham,
Umberleigh. (Where? - Ed.)

¥ | reckon there's a
feature in this. If you've
found a dreadful bug in a
game (and yes
about the Blues Brothers one),
ell us about it and \
t that should embar
few programmers.

3 As far as we know, t
no plans at the moment, but it

would be a shame if they
weren't (because then we
wouldn't get the chance to re-
review them), Dave

Smith's might get the message that there
are still thousands of CPC fans out here who
want to be able to buy new software?

Just a thought.
James Perry, Frinton-On-Sea

| think it's the software publishers
themselves that you really need to convince
here. But you never know, it's worth a try -
if WH Smith's suddenly start ordering
thousands of CPC games from the software
publishers, some of the men in suits are
bound to see the results showing up on their
balance sheets. Dave

Public outery

Re your software piracy
feature in AA103; | think it
is ridiculous that we aren't
allowed to copy games that
are patently not commercially available
anymore. Take Prince of Persia, for
example. | really want it. You keep
recommending it and | agree, it's a game |
want in my collection. But I've searched
everywhere for it, and have come to the
conclusion that it simply cannot be bought
from any shop, anywhere, any more.

5o | have two choices - | either copy it or
buy it second-hand (from your reader ads
service, as | know you're going to mention it
at this point in my letter) (Would 17 - Dave).
But either way, the publisher and author
won't receive any royalties. So what's the
difference? | think the whole situation is just
stupid, and see no moral reason why |
shouldn’t just copy the game.

Mr Pseudonym, Somewhere.

The situation might seem a bit illogical, but
the problem is that copying of the sort you
mention is merely the thin end of the wedge.
We can't have degrees of piracy; it must be
completely illegal, with no exceptions,
otherwise major league pirates will be able to
find loopholes in the law which they could
turn to their advantage, and that would be
totally unacceptable. So, it's the small

ads for you I'm afraid. Dave @
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* Quality repairs at unbeatable prices AMSTRAD 464
* Standard charges on most repairs AMSTRAD 6128
* —FAST= Turnaround (exc. disc drive replacement)
* Free technical support /advice/information on all | MONITORS
repairs carried out PCW'’s
* All repairs guaranteed P.C’s

*(Postal repairs - please add £3.50)
Established repairers to the Trade/Education
Amstrad - Amiga - Acorn - Commodore - PC’s ete
IO mwa 1986

(l-llmllcy Electronics ComputerCare)
47-49 Railway Road, Leigh, Lancs. WN7 4AA. Tel: (0942) 261866/672424

£24.00 *
£28.00 *

P.O.A

P.O.A
P.O.A
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Your guarantee of value'

This magazine comes from Future Publishing.
Hera's what we can offer you:

Better advice. Our titles are packod with tips,
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Mmlﬂn We have a cast-iron policy of

wditorial independence, and our reviews give claar buying

rocommendations,
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A printer feature
like you've never
seen before!

A self- Pop-up
replenishing greeting card-
printer making facility?
ribbon?

A red light that '::: ;::en_
flashes - and you St

can actually glasses?
understand why

it's flashing? A widget?

Not that kind of
feature, but a complete,
in-depth guide to
getting the best results
out of your printer.

Superb sci fi
shoot-"em-up action
on the covertape with
Zynaps @ The latest
news on Campursofi's

video tiling systems
® Get the most out of

your art package. ‘ 9 9 4
SEPARA"I'ED A'I' BIRTH?

Uncanny, huh? In fact the only
way you can tell them apart is
that when they stand next to
each other the lemming is
slightly taller.

Do you know of anyona
who looks like a famous games
character? Send your
suggestions to: Separated at
Birth, Amstrad Action, Future
Publishing, 30 Monmouth
Stroet, Bath, Avon BA1 2BW.

Jools Holland
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