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DATACOM PUBLICATIONS:
407F Hockley Centre,
Birmingham B18 6NF,

Tel: 021-233 1800

Trade enquiries
welcome

EXECUTION - They lold me it would be bad but | never i
thought it would be like this.. must keep a clear mind... ‘thorouwgdhbred racing snails' battle to the fimsh.
b can'l afford to panic...time is fast running out.. don’t
think my nerves will stand much more of this!!! A brain
straining memory bashing game of words

o LR ThLES

INTERPLANMETARY TRADER - The most addictive,
mind blowing, feature packed space adventure you will
avar experience on your AMSTRAD CPC 464, Defend
YyOUr cargo against space pirates.. navigate asteroids,
black holes, magneatic storms.. Total concentration is
required in your guest to become a GALACTIC
MEGABILLIOMNAIRE!N

SMAIL BACE - Unbearable excitement. 30

Super features include computer calculated odds, form
guide, excellent sound effects, smooth mi'e graphics.
Rivetting excitement guaranteed.

All games just

£5.95

Each

These games will be available
from your dealer

or POST FREE’

direct from:

DATACOM PUBLICATIONS
using the coupon provided
{or just write in)

*UK. only - Overseas add £1 p & p

;




FREE COLOUR
POSTER AVAILABLE BY D.K. MARSHALL
WITH DISK VERSION ADAPTED BY DARRELL D.

The SUPREME SIMULATION .....
it leaves ifve rest al the runway threshoid)

SPECTRUM VERSION VOTED
“Simulation of the year — 1984"
by CRASH MICRO READERS.

AMSTRAD CPC 464 Cheques payable to Digital Integration Ltd DIG |TAL
Fighter Pilol O esos |enclose achequelP.0. for : Total :

COMMODORE 64 Name. INTEGRATION O

flgrfﬁ- P Cmte. O Watchmoor Trade Centre,

LOADING ﬁués ' B Watchmoor Road,

DISK - 147 SECS ; e Camberley, Surrey oy h'#
CASSETTE - 300 SECS Or debit L] Access Account Mo lq GU 153A ‘ 1 w
Nt b EEENERESEEREEEREE. - R e
Night Gunner 48K O £6.95 1 - ] Tele Sakes “r"

Fighter Pilol 48K O £7.45 Pleasesend fo Digital Integration, Dept (0276) 684959 Trade and Export enquiries

Tomahawk 48K Coming Watchmoor Trade Centre, Watchmoor Road, Camberley, Surrey GU15 3AJ. welcome. Lifetime Guarantee. .

IT Racer 48K Soon  VATandp. & p. inclusive within UK (Overseas inc. 55p. per cassetie)
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Amstrad User is the OFFICIAL magazine for
users of the Amstrad CPC464 and CPC&44. Itis
published monthly, the next issue will be on sale
from May 11th 1985, Back issues are available
from Amsoft Mail Order at £1.20 each
including postage|
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Just when you thought it was safe to open

[mpress your friends at forthcoming computer shows by
wearing the latest T shirts from Amstrad Computer User.
These T shirts, exclusive to us, feature the magazine logo in
red on a cool white background. Get ready for those long hot
summer nights slaving over your Amstrad computer and

OrderValue
SOFTO81M : " ’

Access Card No.
5121214

Barclaycard No.

Expiry Date.

4929 18

Orders only accepted for deliveryinthe U.K
All prices include VAT & postage and packing
Cheques or postal orders payable to AMSOFT

+ Discount price available only to the registered USER CLUB MEMBER when
purchased direct from Amsoft, quoting membership number.

« % This name and address must be the the registered members name and
address, If purchased by credit card it must also be the name and address
advised to the credit card company.

(PLEASE ALLOW MAXIMUM OF 28 DAYS FOR DELIVERY)
(Most Orders will be despatched within 7 days)

SUBJECT OT AVAILABILITY AND OUR NORMAL TERMS OF BUSINESS ALL
PRICES & SPECIFICATIONS SUBJECT TO ALTERATION WITHOUT NOTICE.

wardrue!

take advantage of our mega offer now. Stocks are limited to
medium sized readers only but they are quite a generous
medium. Don’t delay - send today, the T shirts are available
at £3.35 to club members and at £3.95 to everyone else.

*NAME Mr/Mrs/Miss

(Please delete) *USER CLUB NUMBER.
Initials D |:|
Sumame,
.......................... PEBTCOEE oveemmny o s s
DAY PHONENUMBER ..o
POST YOURORDER TO:

AMSOFT, Brentwood House, 169 Kings Road,
Brentwood, Essex CM14 4EF
Orphonethe ORDER ACTION LINE (0277) 230222



USER

EWS

CP/M 86 For Amstrad
Computers

Screens Microsystems are now working on
an B086 second processor for the CPC464
and CPC664 computers. The device will
allow the user to expand the memory of the
system to 128K and will run all CP/M 86
software. This will overcome the
shortcomings of the 38K TPA when using
the standard CP/M 80 system. Screens hope
to be able to supply DBASE II and the
“Perfect” suite of software to run with the
system. The board is still at the prototyping
stage but the first production units should
be available in August.

Also available from Screens isa 5 1/4 inch
digk drive. This will allow users who have
another CP/M machine to transfer files
between say an Epzon QX10 and a CPC464.
It is possible to have the 5 1/4 inch drive as
drive A by using the Screens interface. This
does not support Amsdos but will run all
CP/M programs. The device will cost £300.
Amstrad User will test the device as soon as
we can. You can contact Screens on 09274
20664

Knock - Out.

Elite - the software house, not to be confused
with Elite the game - are to bring out a new
title for Amstrad Computers. Frank
Bruno’s boxing is similar to the arcade
game “Punch out”. Players control a boxer

Amstrad User July 85

against a variety of opponents. This game
sounds as though it will do more for joystick
sales than Daley Thomsons Decathalon.

The software should be on sale at the end of

July at "8.95 in the distinctive hologram
labelled packs. The great man himself has
endorsed the program and I'm not about to
argue with him,

COMPUTER

Overseas Subscriptions.

Due to popular demand Amstrad Computer
User is now available direct to overseas
readers. The rates for 12 issues are as
follows:

Eire £20(Sterhng)
Rest of the world £25 surface mail
Rest of the world £45 air mail

You should send your lovely money to
Garwood Wholesale Ltd. 45 Plovers Mead,
Wyatts Green, Essex CM15 OPS. Payment
should be made in the form of a Sterling
cheque drawn on a British bank or
International Money Order.

&+ 14 A
Chece,: D

r

Double-decker
software.

Bubble Bus is a cute name for a software
house. They have published a 3D Ladders
and platforms game. Called Hi Rise which
features Harry the builder. His task is to
build a frame within a day. Both energy and
paint are limited. You can move Harry from
four different view points. The program is
written by Nick Strange - famous for his
“Hustler” program. Hi Rise will be
available at the end of July. Also new from
bubble bus is a set of business utilities
called Clock-it, Use-it, Grap

JOUVE BEEN TRYING
& 1o PLAY YOUR

- gt ”[AJHAM" TApe ON

THIS AGAIN HAVE NT
you'!




‘NEWSI

In RAM no-one can hear
you screem.

Some games are very difficult to classify.
Alien from Argus Press Software is one of
these, If cornered [ suppose [ would call it a
strategy game. It 1is, however, very
complicated. You have two objectives,
either to escape (with the cat if possible) or
to kill the parasitic monster. This may well
mean nothing to you if you have not seen the
X-rated film, but those who have will know
the terror of half knowing where the
monster lurks on the ship. They will also
know how the crew react. Perhaps every
copy should be supplied with a video tape or
some cinema tickets. The program will be
available from Amsoft very shortly.

Amsoft go for gold.

There is nothing new under the sun and
whoever thought up the title of ‘Amsoft
Gold' is unlikely to be credited for
originality. However the name does its job
very well. Amsoft are to bring out some top
quality software. This will be distingushed
by the new name, new packaging and a
higher price (well two out of three ain't bad
-Ed). The first title to be launched is Sorcery
II. This will be a disc based version of what
is still reckoned to be the best game
available on the Amstrad. Sorcery II will
feature over 80 rooms, more monsters and
better sound.

Risky Business.

Everyone likes to take the odd gamble, that
is everyone except the people who earn their
crust from others gambling, so the owners of
casinos are going to be able to play safe.
They will be able to install a CPC464 to see
how much each table is taking (or losing) at
the touch of a button. The system is
networked and will supply the user with a
running total of how things are going with
special feature to take into account ‘High
rollers’. As always the house will be the
winner,

Melbourne House
Winners.

For all of you who entered the Melbourne
House Competition here are the winners:

Mr S Mozley - Sheffield, Charles H M
Joynson - Bradford, A C Stevens - Leeds, BR
Tranter - High Wycombe, R Craig -Ilkeston,
Wai Tsang - Ipswich, N J F Markwick
-Powys, N Hadi - Bristol, Monica Leiba
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-Carlisle, Steven Thompson -Thetford, Mr
M Lowing - Carshalton, A M Veness -Sutton
Coldfield, David Litherland - Bolton, Paul
Harrison - Cwnbran, Jason Bloomfield

-Ipswich, Adam Flynn - Kings Lynn,
Michael Roy Jackson - Warrington, Robert
John Taylor - Selston, A Matko -Glasgow,
Ian D Webster - Warrington, Neil Casey
-Waterfall, Claire Everett -Shepshed,
Antony Welsh - Walsall, Andrew Sharp
-Broxburn, E R Marks - Wellington, David
Bell- York, Campbell Barr -Kilwinning, Mr

E V Browning - Cardiff, Mark Hutchins -
Gillingham, James Shattock - Bangor, M
Cullen - Darlington, Jonathon Bundy -
Lingfield.

Each winner recive a copy of “The Ins and
QOuts of the Amstrad” by Don Thomasson.

The answers were as follows:
1,2 and 15 Sorcery

3 and 17 Splat!

4 Admiral Graf Spee

5 Harrier Attack

6 Pyjamarama

7 Flashman

8and 16 Roland in Time

9 Roland on the Run

10 Hunchback

11 Roland Ahoy!

12 Quack a Jack

13 Jewels of Babylon
14 Screen Designer
18 Mutant Monty

19 Centre Court Hunchback
11 Roland Ahoy!

12 Quack aJack

13 Jewels of Babylon
14 Screen Designer
18 Mutant Monty

WIMPs for the Amstrad

WIMPs stands for Windows, Icons, Mouse
Programs and are the fashionable things
with business computers. Apple have the
Macintosh, Epson have Taxi and IBM have
MS-DOS windows. Now the Amstrad is on
the road to joining this crowd. Advanced
Memory Systems who produced the AMX
mouse for the BBC computer are in the
throes of producing the Amstrad mouse.
They claim that the package will be very
similar to the one for the BBC. The AMX art
package which will also be available has
many features not usually found on 8 bit
micros. Amongst these are a fill and unfill
with stipples and pull-down menus.
Features which all contribite to making the
system more “user-friendly”. The mouse
and software should cost around £90 and be
available in September. For those who are
going to make the most of this device it is a
bargain.

Pretty paint.

CRL have produced a painting package to
allow you to design screens, characters and
sprites. Multicoloured characters are
supported with transparent inks. There
should be a full review of this utility in a
future issue. The “Amstrad Artist” costs
£9.90 and comes on tape with a neat little
manual.
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North Sea Bullion

Home Budget

Amstrad

CPC 464

Explored
by John Braga

and the
Amstrad

CPC 464
_b_;r Ian R. Sinclair

Database

® BOOKS

Galaxia

Zen Assembler

This superb book is designed to let
every CPC 464 user, at whatever
level, get the most from his
computer. After an introductory
section on the special Basic
features, the book looks in depth at
the excellent sound and graphic
facilities.

1 This book covers the CPC 464

itself, a detailed guide to Zen, an
introduction to the Z-80, ROM,
and RAM, subroutines, screen
and keyboard, cassette I'O and
how to plan a program. The text
is littered with illustrations,
diagrams and helpful program

examples.

Shadow of the Bear

Artwork

An outstanding selection from Kuma'’s rapidly
expanding range of Entertainment and
Application Software for the Amstrad CPC 464
Micro-computer.

Now available from selected branches

of Co-op, Granada, LASKYS and

N N S O S S S S .
Kuma Computers Ltd., Unit 12, Horseshoe Park,
Horseshoe Road, Pangbourne, Berks RGE 7JW.

. I ¢ Please send full catalogue on Amstrad CPC464 I
products.
i L R A e et I
Bddrese: T A S e e e e
.................................................. Phone:. coaaaiastnd I
I | own an Amstrad CPC 464 computer ] I

zz_  Trade Enquiries Phone 07357-4335 _—=u
L _ . N N N N I N ]

Visitors wishing to call at our Pangboumne Manufacturing and Distribution Centre are advised to phone 07357-4335 first for an early appointment



Amsoft’s original snooker game was a very polished affair
-but when it was decided to upgrade the action with slicker
ball movement and all round faster play thanks to speedier
control responses, who else but Alex “Hurricane” Higgins
could possibly be invited to lend his name to the game?
Amsoft's Hurricane Snooker game was given the once over
by the past World Snooker Champion as the Hurricane
whistled into Amstrad's Brentwood HQ to meet Amstrad
Chairman Alan Sugar to settle the endorsement deal.

After a brief ceremony at Brentwood HQ, a photo session on
the tables at nearby Abridge Country Club drew some
surprised glances from the regulars on a Wednesday
afternoon - plus the usual posse of autograph hunters who
were duly obliged with the celebrity monica.

Knowledge that the competition snooker program was sold
under the steely gaze of arch rival Steve Davis added to the
occasion, although Higgins confessed that he doesn't
actually own a home computer of his own, as he’s too busy
dashing about the country to get stuck into the finer points of
programming. Maybe someone would like to sponsor a
challenge match between messrs Higgins and Davis on
computer snooker?

Having recently moved house to one with a substantial
acreage of lawn, it looks as if the Hurricane’s summer season

Page 10

will be spent cruising across a slightly rougher green baize
surface than the one in the Crucible as he pilots his newly
acquired sit-on mower around the garden.

The new game features the original elegant scoring frame
and numbered ball options for monochrome monitor owners,
but with faster control and ball motion, coupled with a much
larger ‘target’ marker,

Another new product from Amsoft will be “Hurricane
Pool”, this will give you a chance to practice your computer
cueing action at the popular American bar room game.

Both games will be enhanced by the addition of the
Amstrad SSA1 speech synthesiser. If you pot the wrong ball
the game will tell you, This means an end to sneeky cheating
while your opponent isn't looking.

As with all Amsoft products “Hurricane Snooker” and
“Hurricane Pool” will each cost £8.95 and should be in the
shops very, very, soon.

Amstrad User July 85
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LETTERS|

i

Flease bear in mind that the views
expressed herein are not necessarily those
of Amstrad or Amsoft. Be assured that all
your views are given thorough
consideration. This letters section is the
Amstrad Computer User’s own forum.

Plugging Loud Bob

In answer to a letter appearing in the
problems page of the May issue, by a Mr
A.C. of Birmingham, I offer the following
advice as suggested in the reply. Whilst I
certainly agree that to utilise a different
character matrix standard would be a most
arduous task, but the Japanese seem to
manage their character set in a small
matrixof 8x 8,

As an alternative I suggest that Mr A.C.
purchases a 464/664 as it is the best home
small office educational micro on the
market; and if he ever persuades himself to
take the micro to work and not leave it at
home for his own personal use, he could do
worse than purchase a character designing
program and to complement it with a
printer character designer.... I just happen
to have written both of those.

With these programs he would be able to
design the language fonts himself, to use as
he sees fit, redefining the keyboard is no
trouble and to print from right to left and
vice versa would require a small
amount of code  patching the
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Write to reply

text handling calls where necessary to
perhaps a custom word processor, a
graduate computer software engineer
should have no bother I would have
thought.

If Mr. A.C. does buy a CPC464/664 then [
would be happy supply FREE of charge a

copy of PRINT with the AMSTRAD a

versatile U.D.C. designer with functions for
Rotate R/L, Inverse, Mirror H/U, Condense
H'W, Enlarge HW, Move B/S, Hex and
Decimal parameters, output to printer,
Tape, Disc, Screen, and the ability to design
with cursor or Joystick 8 characters at once
and move through a set of 256 characters.
Saving these characters as a Binary or
ASCII file or loading part completed sets for
redefining. Also a copy of Scribe 464 a
printer in graphics mode, even the dismal
DMP1 on which this letter is written with
(honestly). The program is supplied with 5
character sets from Data type to Gothic and
included iz a routine to convert a character
set defined with Print with use with Scribe
464, There is also the ability to interface
with Tasword 464 but unlike a Tasman's
program, the DMP1 characters are normal
height with a 60 chr width. Scribe 464 will
allow up to 5 fonts in memory at any one
time switching between fonts by one print
command.

5. Potter.

Loud Bob Software
39 Church Walk
Brinsley
Nottinghamshire

AcU: We get a number of letters asking
about foreign typefaces, and it seems as if
Loud Bob, alias S Potter, is able to solve
these problems.

Database

I have recently purchased your new
Amstrad CPC464 home computer and [
would like to say that | am very impressed
with its design and also the enjoyment
given to myself and my son and daughter.

However, my justification for purchasing a
home computer goes beyond the ability of
flying fighter planes, sailing submarines
and managing football teams (although
they are enjoyable and challenging).

My wife is a Deaconess with the Church of
England and she is currently connected
with a local parish. It is my aim to
computerise her parish records, currently
kept on a cardex system. These cards
contain names, addresses, ages, details of
the family, any remarks pertaining to
church activities ete.

I would estimate that there are some 400

records. It would be important to flag
certain entries, such as sorting to find
families with young children, widows,
old-age pensioners etc ete.

Could you please advise me whether a
database would accommodate these needs ?
Also is there any other equipment (apart
from a printer) that [ would need ?

B Wood.
Leigh on Sea.

A(Z’U: We're quite safe to recommend
Masterfile as the definitive CPC464
database program. Masterfile does all you
seek, although as usual, we would
recommend anyone with a serious
application to use disc drives and not trust
to the vagueries of cassette.

Giveit some rabbit

I can thoroughly recommend to your
readers the DK'Tronics speech synthesizer.
The quality of the speech is quite
remarkable even if it is somewhat oriental
in intonation. Most importantly, the
software supplied gives it amazing
versatility; [ managed to get Arnold to say
“supercalifrag......etc.” with startling
clarity! However I must admit that the
spoken program listings sound like
SerboCroat. A great bonus is the ability of
the device to reproduce sound in stereo: this
gives a quantum leap in the enjoyment of
using the CPC464.

Not only is the CPC464 the best
value-for-money on the market but so are

its peripherals.

D.P. Stribley
Dunstable.

Camping itup with
Amstrad -

The idea of spending a week on an activity
holiday devoted to mastering the use of
microcomputers interests me, and I wonder
whether you are of any such holiday
organiser who has chosen the CPC464 to be
the computer one of the computers available
as [ would of course prefer to learn on a

similar computer to my own.
I would welcome an early reply in order
that[ can make a booking.
K Jackson
Liverpool

ACU: Seems like a goodidea, any offers?
Continued on page 13
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Dear Amstrad

It's good to see that more software is coming
on the market which makes full use of the
CPC464's excellent capabilities.

One major criticism I have concerns the
problem of addressing graphics symbols
when using printers other than the DMP-1.
I have a CPA-80 which I consider to be
superior in every way to the DMP-1 for text
processing, but because of the 7-bit printer
connection, [ am unable to address and print
graphic and other characters above
chr{127). .

I am sure that there must be a large
number of otherwise satisfied Amstrad
users who are faced with a similar problem.
Are you intending to release details of a
“fix" to enable us to use our alternative
printers to the full, or is there anyone “out
there” who has already cracked the problem
and is willing to share the solution via the
letters page?

A K. Shardlow
Birmingham,

AGU: Many printers allow manipulation of
the eighth bit using an escape code sequence
-check your handbook. Other remedies
include a separate 8 bit interface - there
isn’t any magic spell to conjure up the
eighth bit with a POKE, since the
limitation is in hardware not software.

Precision

I have found that if you subtract a 2 fig
decimal from a 2 fig number, the answer is
always wrong e.g. PRINT 16-15.51 answer
0.489999998 is this a fault of the computer
or am I doing something wrong.

K Davies
Cheshire

ACU; Nope. It's an artefact of the way the
computer does its sums, and emphasises
that the handbook isn't wasting space when
it says the BASIC is accurate to 9 decimal
places. Use a PRINT USING format if
Yyou re really bothered.

Exhibitionism

[ am writing to you after hearing that you
are to stage a CPC464 exhibition at
Olympia later this year. Firstly, this is
fantastic news but, secondly, why is
admission to be restricted to over 16's only?
| am fourteen and extremely upset that I
will not be able to get in to see any of the new
developments which I am sure will be
present.

Please tell me why only over 16's will be
admitted.

Another point, when will 5-a-side soccer be
available? I understood the release date to
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have been the end of "84 but I cannot find it
anywhere,

V. Merrell, Edmonton, N9.

Acu: The plans for an Amstrad User
exhibition have been floating around for a
while now but not yet been finalised. If you
would like one, write in and tell us what you
would like to see there, where and when to
hold it, and we shall see what ean be done.

The question of excluding under 16s is
unlikely to arise, since it is a restriction
placed primarily on trade exhibitions by
such as the GLC who require different rules
to be in force regarding fire exils etc. where
a public exhibition is being held.

Modem

I am an information provider to Prestel and
I have recently purchased an Amstrad
CPC464.

I am trying to find out what modem and
communication software is available that
will enable me to communicate with Prestel
and other databases. Also as an information
provides to Prestel I would like to know if
there iz any off line editing software
available for the Amstrad.

If you have any information or ideas on
this [ would be grateful if you could let me
know,

R.W. Land
Herne Hill

ACU Contact Tandata, who have been
threatening to market just such products in
conjunction with MMG consultants.

Printer pointers

I am thinking of buying a printer for my
CPC464, please can you recommend one for
me. It must have the following:

1) About £250
2} Friction feed

d) Can produce screen dumps & letter
quality print out 4) Fonts can be
enlarged or emphasised

5) Atleast50cp.s.
6) Epson-Compatible

7)  Supported by most software (work on
Tasword, Tasprint etc.)

Can you also tell me what interface do I
need and where can | get it from.

Lastly [ am a draught enthusiast, | would
like to know if there is a draught program
available for the CPC464,

S. Law
Manchester

Acu: he perennial printer question. The
DATAC Panthers are very good but slightly
more than your budget allows. The Brother
M1009is also good, but without an NLQ
mode. The Mannesman Tally is good, but no

LETTERS'
NLQ.

Personally, we'd look for higher speed
{80-120 cps) for draft modes because you'd
be surprised just how tedious it can be
waiting for the printer to catch up.

Draughts anyone? (Didn't we publish a
draughts program already?)

Manchester Conspiracy

We are a group of five Amstrad Computer
Users who live close to each other and have
been discussing whether to try and set up a
local Amstrad Computer Users group. We
have noticed that there happens to be rather
a lot of Amstrad Computer Users in the
North West, and quite a few Users under 18.
The idea is to pass on computer hints and
information. (Not to swap tapes and copy
commercial software, of course). Plus as
much info on the latest software and
hardware that becomes available to the
Users.

We have also been getting in touch with a
lot of our local software and hardware
stockists who have been giving us
considerable help and would back our
venture all the way. We have lots of ideas in
the pipeline but before we can start to
organise ourselves, we thought it best to
write to you.

We would like to know if it is possible to
quote written work from your magazine
that has anything to do with soft/hardware
games for the Amstrad Computer in a
weekly newsletter. We would be grateful if
you could keep us in touch with all the latest
news and releases of the Amstrad Computer
Software. We also think that there is a lot of
talent in the North west and would like to
see our Amstrad Computer Users produce
good programs. We are not asking for
finance, just to be able to do something that
we enjoy and could benefit.

We are all unemployed and have had some
time to learn on the computer and think if
some of our ideas come about we may be able
to pass on local info that might be of use to
your magazine, Please try to help us with
some advice on the best way to get our ideas
working.

C. Heyliger (and others),
41 Millwall Close,
Gorton, Manchester, M15.

AITU: With our Iimited resources, the best
we can do is run a listing of local elubs and
events in each issue of ACU. Loecal elubs
tend to snowball once you have your first
ten members, so it's likely you will be
besieged by other interested owners reading
this letter. Start organising straight away.

Keep us up to date with your events -and
by all means make brief references to
features we publish, but remember our job
is encourage users to buy this magazine, not
to provide content for other publishers.
(CWTA please note!)

I'm sure our advertisers won't mind you

using their ads as freely as you h’ke..,
Page 13



Letyour Amstrad do the

talking...

by Peter Green

costing just a few pounds.

Not so long ago, synthesized speech of any kind wasn'’t really feasible, even on the largest of
computers. The extraordinary speed of research and development in the computing and
electronics field now makes speech commonplace, and almost trivial, even on the humble
home micro. Everything you need can now be obtained on a single chip, the SPO256,

All you have to do is interface the thing to the computer of your choice, amplify its output
and hook up a speaker. Now two companies have done just that for the CPC464.

DK’TRONICS SPEECH
SYNTH

First on the speech scene were
peripheral experts DK'Tronics, whose
speech synthesiser was announced a
few months ago as being the first
add-on for the Amstrad. Production
seems to have lagged, though, and it is
only now that their synth is becoming

available.

The main unit is a small charcoal box
about four inches wide by three inches
high and an inch-and-a-half thick. It
plugs into the main expansion port on
the back panel and has a through
connector to allow the connection of
other peripherals. The styling is

i

\either side, and an overall volume

excellent: the cross-section through the
case is deeply angled so that it fits
tightly against the contoured back of
the 464, and the ventilating slots along
the back of the computer are duplicated
too. It looks more at home than
Amstrad's own peripherals, and
doesn’t flex about in the same way as
the floppy disc interface, despite the
latter’s contoured ribs.

The speech unit will also amplify the
Amstrad’s own sound output, in true
stereo. It obtains the signal via a jack
which plugs into the socket next to the
joystick port. The twin speakers, which
appear to be car stereo types, plug in

control is provided. Stereo balance is
factory-set, just as well since the
balance test program in the manual
doesn't work.

Connecting up the unit revealed two
problems. First, unless you perform

surgery, you can't use the DK unit with
the excellent Arnor ROM board
reviewed last month. This is because
DK have fitted the polarising key to
the connector, but Arnor haven't cut
the corresponding slot in their board.

And Arnor’s board can't go in the back
of the DK unit because it's too deep.
One solution is to pull out the
polarising key with a pair of pliers,

though this may cause the speech unit
to slide along the edge connector and
make poor connections. A better,
though trickier, method is to get a fine
hacksaw or fretsaw blade and cut a slot
in Arnor’s board in exactly the same
place as the one on the Amstrad edge

connector,
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The second problem is that the DK
unit draws a lot of extra current. I
couldn't use the unit and my floppy disc
at the same time because the overload
protection in the monitor shut down
the power supply. I'm told that this
only affects some Amstrads, but if
you're one of the unlucky ones I don't

know what the solution is.

The method of speech synthesis used
by the SP0O256 is allophone
generation. Allophones are the

phonetic building blocks of speech, the
basic sounds that we string together to
form words. Including a range of five
pauses of various lengths, there are a
total of 64 allophones. These are
numbered, 0 to 63, so interfacing is
simply a matter of providing a single
/O address for the chip. Speech is
generated by writing a stream of single
bytes (the allophone code numbers) to
the chip, with handshaking via the
same address.

So, we need a little software to control
the flow of allophone numbers to the
chip, and a lot of software to control
what’s actually being sent. DK Tronics
supply this on a cassette as a set of
R5Xs (resident system extensions, or |
commands), so the facilities can be
used equally well from BASIC or
machine code.

The software asks you where you wish
it to be located: suitable addresses
range from 16384 to 39000. There is no
default: you must type in a number.

HIMEM is lowered and the RSXs
installed above it. There are a total of
gix.

The software uses two buffers: one to
hold the words, the other to store the
allophone data to be output under
interrupts to the chip. |SPON and
ISPOFF are used to turn the
interrupts on and off: this merely halts
the transmission of data, so the buffer
contents are left intact and the last
allophone will sound continuously.
| FLUS kills the speech and flushes the
buffers completely.

If you are using the text-to-speech
software, there are three modes, set by
| OUTM plus a parameter, Mode 1 will
only sound text which is in a PRINT
statement and enclosed by ' marks
(inside the normal " marks). Mode 2
says all printouts including listings,
error reports and Ready’, but without
the text appearing on the screen. Mode
3 says everything and lets it appear on
screen too,

The speed of the speech can be
controlled by |SPED (why all these
abbreviations to four letters? An RSX

can have a command of any length).
This doesn’t affect the actual pitch of
the voice, merely the time taken to
sound each allophone. The range is 0 to
15, but only the smaller values are
useful: at the slowest speeds, above 10,
the allophones don't flow together very
well and the speech is harder to
understand.

Note that |SPED acts asynch-
ronously with the data in the buffer: if
you send some text to be said
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at one speed, then swap to a new speed
and send some other text, the speed
command acts instantly and all the
data in the buffer comes out at the
second speed.

The text-to-speech tables are good,
but not infallible. In some cases you
will want to send allophones directly to
the chip to get exactly the right
pronunciation, and the command for
this is | FEED. To give you an idea of
speech construction, the full table of
allophones is provided plus a two-page
dictionary. This has some really useful
words, like bathe, cookie, sweats and
threaders. Some of them aren’t very
good, either. DK suggest 16,7.7,
52,19,43 for ‘memories’. This comes out
like ‘me-riss’. 1 played around and
decided 16,7,7, 16,23,58,12,12,12,43
sounded much better,

Experiment a little: you'll find
phonetic construction easy with a bit of
practice.

THE AMSTRAD SSA1

Amstrad’s version comes in a box very
similar to the floppy disc interface
moulding, except that it's a couple of
inches shorter. It plugged into my
Arnor board without difficulty and
drew a small enough current to allow
operation with the dise drive
connected.




Apart from that, things are much the
same as on the DK Tronics unit. The
internal stereo sound is fed into the
unit via a jack plug from the sound
port, and the twin speakers, again of
car hi-fi design, plug in at either side. A
master volume control is fitted on the
right hand side.

Again, only a single I'O address is
required, but Finagle's Law dictates
that Amstrad have chosen &FBEE
while DK'Tronics use &FBFE. This
might upset the software houses: if
they write games with a speech option,
the software has to muck about testing
which port is in use and alter itself to
suit. How about a bit more co-operation
in future, guys?

As always, the documentation that
accompanies the hardware is a superb
production number. Twenty A4 pages
tell you everything you ever wanted to
know about speech synthesis.

Once again, control of the speech unit
is made easier by a set of RSXs
(completely relocatable) supplied on
tape. It's perhaps surprising that
neither company included the software

as external commands in a ROM, since
that was the design philosophy behind
peripheral handling on the Amstrad.
DK'Tronics quoted lack of R & D time
as the reason for their choice, while
Amstrad said they did it to keep the
price down. Fair enough, but once
you've tasted instant software on
ROM, anything else is a bit of a
let-down.

Nevertheless, the RSXs total nine,
and provide a pretty comprehensive

selection. The software occupies just
over a kilobyte, compared to the 4K
needed by DK'Tronics, as the SSA1
uses a text-to-speech algorithm (set of
rules) rather than tables. This means it
gets fooled on some everyday words,
even if you try to help it out by altering
the spelling. For example, to take leave
of our editor a suitable phrase might be
‘Goodbye Simon’, but this comes out as
‘go00-dbee simmon’, ‘Guudbiii
Seyemon’ is better, but as with the
previous unit, sometimes the only
answer is direct allophone generation.

On the SSA1l, this is done by
| APHONE. Text-to-speech can be
performed using embedded ' marks in
PRINT statements, though the syntax
here is | ECHO plus a mode number for
all text, listings only etc. | SAY allows
text-to-speech without the hassle of
including the reverse quotes.

The way in which text is spoken is
rather better on the SSAIl, in that
numbers are spoken as we would
pronounce them and not as single
digits. For example, if a listing is being
spoken aloud, the SSA1 says ‘ten’ and
‘twenty’ for line numbers, whereas the
DK unit says ‘one zero’ and ‘two zero'.

Again, | SPON and |SPOFF enable
and disable the interrupt-driven
processing of the allophone data in the
speech buffer. |QUIET 1is the
command to flush the buffers and
silence the chip.

However, the Amstrad software also
provides three extra commands for low
level driving of the hardware. The first
is |ROOM, which interrogates the
system and tells you how many free
locations there are in the allophone
buffer, whether an allophone is being
sounded, and whether the speech
interrupts are active. |SPSTATUS is
similar but only returns information
about the hardware status of the chip
itself. Finally 1SPOUT is not a cue for
the chip to talk incessantly, but sends
allophones directly to the chip without
passing through the buffer. You have
to disable speech interrupts and

control the handshaking yourselfhere.

There are a lot of useful
demonstration programs included,
such as a BASIC speaking clock which
announces the time every five seconds,
and tips on how programs should test
for the presence of either the hardware
or the SSA1 software,

CONCLUSIONS

As far as features go, there isn’t
much to choose from between the
units. The DK device has a better
styling and appearance, and has a
much bigger phonetic library, On the
other hand, the SSA1 has more

commands and can provide a
reasonably accurate text-to-speech
conversion using less memory space,
which could be critical on some of the
largest commercial games.

The actual sound of the speech has a
different quality on the two systems,
but it’s difficult to put into words
exactly what this difference is, or
which you might prefer. I think it only
fair to point out that the chip hastodoa
lot of approximating to enable such a
complex thing as speech to be
duplicated at all, so neither
synthesizer sounds any better than
your average Dalek.

[ think it will be some time before we
find blind people programming on the
Amstrad and having their listings read
back to them coherently: the main
problem is that syllables are all given
equal emphasis. It's surprising how
difficult this can make comprehension.
However, the units will allow an extra
dimension to be given to games

Programs.
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As promised in an early edition of CPC464
User here is the listing of the prize-winning
‘Beat the Clock’ program.

The game is a cross between a word game
and a race against time. You are given a set
of letters and have to make as many words
as possible within the given time. Full
instructions are included in the program.
The game turns the screen black whilst it
sets some things up so don't be alarmed. It
would be impossible for the program to
know all the words in the English language,
even if it did it would be a pain to have to
type them all in to the program. This means
that you have to be honest and only offer it
valid words. No cheating now!
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Loader Program.

Save this on the tape before the main
program.

1@ REM "HMSOFT" LOGO

20 DEFINT a-z:SPEED IMK 408,18

38 titleS="Beat the Clock"

4@ INK 8,B:INK 1,24,8:INK 2,0:1NHK 3,0

5@ PAPER @:PEN 1:BORDER @,@:MODE 1

6@ LOCATE 15,21:PRINT “Please Wait..";

78 PLOT 168,298,2:605U8 23@:RESTORE

80 PLOT 158,294,3:605u8 230

98 chars=LEN(title$):pixels=chars+d

108 x={639-chars*32)/2

118 LOCATE 1,1:PEN 3:PRINT title$;:PEN 1

120 tx=sniy=22@:y2=398

138 FOR f=1 TO 8:x2=B:FOR g=1 TO pixels

148 IF TEST(x2,y2)=3 THEN PLOT x,y,2:PL
OT ®,y=2:PLOT x+2,y:PLOT x42,y-2

158 w=xehind=n+e?

168 NEXT giysy-b:y@syd-2:x=tusNEXT f

178 LOCATE 1,1:PRINT SPACES(chars)

160 INK 1,6,6:INK 2,2,2:1INK 3,19,19

198 LOCATE 17,18:PRINT “PRESENTS";

208 LOCATE 9,16:PRINT " by

218

220
230

238

26l
are

298
Jae
318

32
330

35e
368

iTe

P. Heathershaw."

LOCATE 14,21:PEN 3:PRINT “LOADING ..
GOTO 548

READ t,x,y:1F t=@ THEM RETURN

IF t=1 THEN DRAWR x,y ELSE MOVER x,y
G60TOD 238

RERM "A™

DATA 1,-41,0,2,8,2,1,41,0,2,2,2,1,-4
1,8,2,8,2,1,41,8,2,-3,2

DATA 1,34,70,2,2,0,1,-34,-70,2,2,0,1
L34,70,2,2,0,1,-34,-7T8,2,30,72

DATA 1,47,0,2,08,2,1,-47,0,2,2,2,1,47
B,2,8,2,1,-47,8,2,37,-8

DATA 1,-34,-78,2,2,0,1,34,70,2,2,0,1
~34,-70,2,2,8,1,34,70,2,-57,-38
bATA 1,52,8,2,8,2,1,-32,0,2,2,2,1,32
fl'.rzf'fz.r'l:'Sz:lrzriar“ﬁ

REH H"ll

bATA 1,30,0,2,8,2,1,-3@8,0,2,2,2,1,30
;hhl,!,h-—il,l,l,?i,!

bBATA 1,18,38,2,2,0,.1,-18,-368,2,2,0,1
,18,38,2,2,0,1,-18,-38,2,12,24

bATA 1.0,-32,2,2,0,1,8,36,2,2,4,1,0,
=40,2,2,0,1,8,84,2,2,-36

DATA 1,39,39,2,0,-2,1,-39,-39,2,0,-2
213,37, 00,0 1 ,=57 =57 ,2,2D,6
DATA 1,18,38,2,2,08,1,-18,-38,2,2,8,1

Amstrad User July 85



LISTING

r‘a fsgfa.fz!gltf-1sl-sa faj '1lf"ﬁ

388 REM "5

I98 DATA 1,57,0,2,0,2,1,-57,0,2,2,2,1,57
,8,2,8,2,1,-57,8,2,51,2

488 DATA 1,7.0,2,8,2,1,-7,0,2,2,2,1,7,8,
2,8,2,1,-7,8,2,2,2,1,7,08,2,8,2,1,-7,
0,2,9,2

418 DATA 1,-29,8,2,08,2,1,29,8,2,2,2,1,-2
9,8,2,0,2,1,29,8,2,-21,2

428 DATA 1,7.0,2,8,2,1,-7,0,2,2,2,1,7,8,
21‘1-2:1 f_?filz f2f211l?fu.i zlafz f1.i _?r
§.2.2.2

438 DATA 1,29,8,2,8,2,1,-29,8,2,2,2,1,29
,8,2,0,2,1,-29,8,2,46,-8

448 REM "O"

450 DATA 1,-15,-30,2,2,0,1,15,38,2,2,0,1
~15,-30,2,2,8,1,15,38,2,-25,-38

468 DATA 1,29,8,2,8,2,1,-29,8,2,2,2,1,29
fEJz .-L?.-T.-'EF,IJ,H,EE

478 DATA 1,-15,-38,2,2,8,1,15,38,2,2,0,1
,-15,-30,2,2,0,1,15,38,2,-21,2

4B@ REM "fF"

498 DATA 1,197.0,2,8,2,1,-117,8,2,2,2,1,
117,8,2,8,2,1,-117,8,2,83,32

588 DATA 1,-39,-78,2,2,8,1,39,78,2,2,8,1
,=39,-78,2,2,8,1,39,78,2,~4,2

510 DATA 1,29,0,2,8,2,1,-29,0,2,2,2,1,29
B 2,0,2,1,-29,0,2,46,0

528 REW "T"

538 DATA 1,-39,-78,2,2,8,1,39,78,2,2,8,1
,-39,-78,2,2,08,1,39,78,2,-49,-86

548 DATA 1,69.8,2,8,2,1,-69,8,2,2,2,1,69
B,2.8,2,1,-69,8

558 DATA @,0,8

568 RUN "!clocke. lis™

This is the main program. Type it in
SAVE ‘Iclock?2.lis’

1@ GOTO 1648
2@ IF clk=366 THEM RETURN
3@ ORIGIN 458,138
W ocxt=SINCcle-2@) *2@:0cy1=t05 clk-20)
20

58 oex2=5IN(cli)«5@:ocy2=C050clk)*5@

68 ocx3=SINCclie+2@) 228 0cyI=C050clk+20)t
20

7@ CALL &Bp19

B8 DRAW cxt,cyl, 2:BRANW cx? , cy?:DRAN cxd,
cyI:DRAW 8.0

98 DRAW ocx?, ocy?, 1:DRAN ccx?, ocy2:DRAN

ocxd, ocy3:DRAN B8

188 IF tk=1 THEN thk=0:50UND &,180,1,7,.2

ELSE tk=1:50UND &,78,1,7,,.2

118 exf=ocxl:cyl=zocylrexZ=ocx? icy2=ocy2:
cxd=ocxd:cyd=ocyd

120 clk=clk+é

130 PLOT &@@,508,2

148 ORIGIN ox,o0¥

158 RETURN

168 DEG:MODE T:INK @, B:PAPER @:INE 1,8:1
KE 2, @:1NK 3,B:PEN 1:BORDER @

178 DEFINT A-1

168 ORIGIN B.8

198 TAG:PLOT &88,608,2

208 PLOT 280,397:PRIMT"BEAT the CLOCK";

218 MOVE 200, 381:PRIMT STRINGS(14,208);

228 TAGODFF

238 PRINT:PRINT:PRIMT:PRINT" A game of s
kill and fum for all the "CHRS(1@)
“family. 1 to 6 players with progres
sing"CHRECIBI"difficulty as the game

proceeds.”

Z4@ PRINT:PRINT® Design a crossword usin
g the 13 randoa"CHRSCT1E}" Lletters, b
ut";sPEN J:PRINTTHURRY"::PEN 1:PRINT
"y your time is rusning”CHRECIB) "out
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and

241
258
268
2Tl
288
290
ige

e
i@
38
3se
558

1.1
iTe
k-1
L]

Lpa

A1)
%]
438
L@

458
L6@
A7
1.1

9@
1)
51@
5@
538
611
558
568

e

1.1

500

aae
&1
L
638
LT
658
L1
are
CEL
aee
L)
e

728
7ig
T4
758
TER
e
TE@
e
geg
E1@
B2@
LET ]
Bad

E5d
Ba@

&7
482

5TOR

ORIGIN 328,86

GOSUB 460

ORIGIN 8,8

FOR i=18 TO 179 STEP &

MOVE @,7:DRAW 248,7,2

FOR j=2 TO 4B STEF 2:1F TEST(25@+j,1
1<*@ THEN 328

PLOT 240+j,i,2:HEXT

MEXT

FOR =18 70O 170 STEP &

MOVE 439,71 :0RAW 420,1,1

FOR §=&41B TO IB@ STEP =2:1F TEST(j=1

B,i)<*@ THEN 378

PLOT j,i,1:MEXT

HEXT

MOVE @,174:DRAW 439,174,3

MOVE @,B:DRAW B, 399:0RAW 539,399:DRA

W OG39,8:0RAN B8

INK 1,8:INK 2,26:INK 3,13:INK 8,14:8

ORDER 14

ox=32@:oy=86

ORIGIN 328,88

MOVE @.8

" FOR i=1 TO 61:6050B LB:FOR dd=1 7T

0 1PB:NEXT:MEXT

GOTO B1@

FOR I=8 TO B:MOVE -(4@8+1),-(56-1)

DRAW -(5@8+0) 88,2 :NEXT

MOVE -38,54:FOR i=@ TO & STEP 2:DRAW
(3841 ), 64, 2:MOVE =(&@+i)  5L:NEXT
FOR I=1 TO 188 STEP 2

ASINCID #6641 ¥=COSIIN#60

PLOT X,¥Y,14

DRAWR 20,@,1:PLOTR 2,0,2:MOVE X,Y

K=SIN(-10#hh:Y=COS(-T)nbs

DRAW X,Y,2:PLOTR =2,8,1

NEXT

PLOT =64,22,1:PLOTR 2,B:DRANR 126,08,
Z:DRAMR 18,8,1:PLOTR 2,8,2

PLOT -&B,4,1:PLOTR 2,8: DRAMR 134,08,
2:DRAWR 18,0,.1:PLOTR 2,8,2

PLOT =-68,=4&,1:PLOTR 2,0:DRAMR 134,08,
Z:DRAWR 18,8,1:PLOTR 2,8,2

PLOT -&4,-22,1:PLOTR 2,08:DRAWR 124,08
LL:DRAWR 1B,8,1:PLOTR 2.8,2

FOR I=0 TO B

MOVE &6+1,-56+1

BRAW 56+1,-66,2

NEXT

FOR i=B TO 368 STEP 38
x=SINCT) 54 y=COS0i D054

PLOT x,¥,1

¥=SINCT ) *A2:y=COS(i)%A2

bRAN x,¥

NEXT

MOVE 45,54

FOR i=B TO & STEP 2:DRAW &5+i 66 ,2:M
OVE &7+ ,54 :NEXT

FOR i=1 T0 188 STEP &
¥=SINCi )+ 1@ y=COSCi) %18

MOVE &2,74:PLOTR x,y:DRANR 6,8
¥=SINCi+T3RI*1@:y=COS(i+ 18R]+ 1@

MOVE -38,7&:PLOTR x,y:DRAWR -&,.0
NEXT

FOR i=8 TO &

MOVE &6, 80+1:DRAMR -88, 8:NEXT

RETURN

GOTO 96@

IF clk=366 THEN RETURN

ORIGIN 450,138

ock1=5INclk-2@) v2@:0cy1=C0S(clk-20)
L]

ocx2=5IN0elky#5@: 0cy2=C05(clk)=50
ockI=SIN(c Lk+20) 2@z 0cy3=005{cLik+2@)
#20

CALL EBD19

DRAW cuf,cy? 2:DRAN cuxd, cyZ:DRAM cud

gee

bee

918

s28
23
740
%50
40
7
950
98
1aee
1818
1az@

1038

1848

1@5@
186
1845

1870

1880
1898

1188

1118

11280

1138
1135
1148

1158
1160
1178
11880

1198
1200
1218
1228
1230
1248
1258
1268
1278
1288
1298
1308
1318

1328
1338
1348
15343
1345
1344

1347
1358

JCyIDRAN 8,8
DRAW ocul,ocyl, 1:DRAW ocx?, ocy2:DRAY
oex3 ocy3:DRAN @0
IF tk=1 THEN tk=B:50UND &, 109,1,7,,2
ELSE tk=1:50UND &,70,1,7..,2
cul=ocxlzcyl=ocylien2=ocxzcy2=ocy?2:
cxi=ocxIzcyI=ocyd
clk=clk+é
PLOT &8@,408,2
ORIGIN ox, 0¥
RETURN
DEFINT a-z
DEFREAL C,0
EVERY 58,2 &05UB B4R
ox=328:0y=84
ORIGIN 328,86
MOVE 8.0
PAPER 1:LOCATE 15,25:PRINT"
":FAPER B
'FOR i=1 T0 61:GOSUB 4B:FOR dd=1 T
0 1@@:NEXT:NEXT
LOCATE 2,2@:PRINT CHRSC(ZZ);:"1";:PEN
J:PRINT®I=instructions
S=start™;CHRS(22);"R"
Ink 3,28,10
aS=INKEYS:IF a$="" THEN 1048
IF a$="s" OR a%$="5" THEN SOUND 1,20
J20,7:60T0 1898
IF a$="i" OR a%$="1I" THEN SOUND 1,20
,20,7:60T0 5188
GOTO 1848
BORDER B:INK 3,25:WINDOW 1,48,1,14:
PAPER 1:CLS:PAPER B
BPI:ORTGIN @,B:FOR i=7E TO 180 STEP
GiMOVE T@,7:DRAW 268,7,2:MOVE 18,1+
ErDRAW 248,1+2, B:MOVE 4208,7:DRAW &0
B,1,1:MOVE 428,71+2:DRAN &00,1+2,0:N
EXT:ORIGIN 328 ,B6:El
LOCATE 1,1:PAPER 1:PEN 2:PRINT TAB(
13);"BEAT the CLOCK":PRINT TABR(13);
STRINGS(14,208)
PRINT:PRINT™ Mumber of players 1 to
& "
a$=INKEYS:IF a%$="" THEN 1138

IF a$="." THEN 1130

npl=VAL(a%):IF npl<! OR npl>& THEN
1138

PRINT a%

LOCATE 1,5

FOR i=5 10 6-npl STEP -1

LOCATE 1,5#(5-1):PRINT"Player ";é-1

r
1

a¥=INKEYS: IF as="" THEN 1208
IF a$=CHRE(127) THEN 1270
IF a$=CHREC13) THEW 1380
aS=LOWERS (%)
plECi)=pleii)+as
PRINT a$;
GOTD 1298
PRINT CHR$CB)™ ";CHR$(E);
plSCiI=LEFTS(plSti), LENCpLECiDI=1D
G0TD 1198
NEXT
PRINT:PRINT" Target score (5808 Max.
-
bL=@:FR=Q:605UB 135@:A=VALLAS):IF
A>5 THEN 1328 ELSE PRINT AS$;:FR=1
bL=B:E05UB 135@:IF BL=1 THEN 1328
ELSE B=WALLAS):PRINT AS:
GOSUB  135@:1F pL=%f THEN 1338 ELSE
C=VAL(AS) :PRINT A%;
AS=INKEYS:1F AS="" THEN 1343

IF AS=CHR3(13) THEN 1353
IF KS=CHREC127) THEN PRINT CHRSC(B)"
"oCHRE(R); :G0OTO 1340
GOTO 1343
ASSINKEYS:IF A$="" THENW 1358
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'LISTING|

1351

1352

1353
1354

1348
1378

1388

1398

1400

1518
1420
1438
1448

1450
1468
1478
1488
1490

1588
1510
1520
1538
1548
1550
1560
1579

1588

1598

1s@p

1618

1620

1638
1648

1650
1660

1478
1680
1690
1788
1718
1728
1738
1748

1758
1768

1778
1TE@

1798
1888
1818

1828

IF AS=CHR${127) AMD FR>@ THEN PHIN
TehrSCEY" ";CHRECE) ; sDL=1:RETURN

IF ASCLAS)<&E OR ASCLAS)>S5T THEN 13
58 ELSE RETURN

TRa=A=18@+B=18+C

IF TRE>5BB THEN PRIMT CHRS(E):CHR$(
B);CHRECEY;" " CHRSCE) ; CHRSC(B) ;C
HRS(B); CHRS(8); 60T 1320

EVERY 50,2 GOSUB 5828

MODE 1:INK B,B:INK 1,@:INK 2,8:INK
3,8

DATA HNETRO,ADJEMR ,VUOCMR, IRDETS, WA
EDVT , PMGUIE, YOPUMM,SAXBEY ,GAIFLA, HA
TESL,OSBUMN,2ECFAT ELORTI

DATA 321221,134122,431422,223122,41
1342,434321, 414334, 218414 ,412428, 71
2122, 1246332 ,914412 121222

DATA 1,6,4,3,1,4,4,3,2,6,5,2,3,2,1,
§,8,2,2,2,3,6,4,8,4,9

ENV 1,1,15,15,15,-1,3

ENT 1,8,8,25,12,-1,2

DIN LEC13) VE(13),68014,14) ,V(24)
FOR I=8 TO 14:FOR J=8 TO 12:6%5(1,J)
=" ":MEXT:NEXT

PAPER @:PEN 1

FOR I=1 TO 13:READ L$CI):NEXT

FOR I=1 TO 13:READ VS(I)}:NEXT

FOR I=1 TO 26:READ VCID:NEXT

PRINT™ BEAT THE CLOCK “1:PEN
Z:PRINT"Players Score":PEN 1

DEG:pl=5

TIN=108

G0SUB 3319

G05UB 3718

G05UB 3349

G0sUB 3228

EVERY 8,2 eOSUB 5@28@

INK @,14:50UND 1,208,50,8,1:FO0R I=1

TO 18@@:NEXT

INK 1,B:50UND 1,20,50,8,1:FOR I=1 T
0 18@8:KEXT

INK 2,26:50UND 1,2@8,58,8,1:F0R 1=1
TO 10RO:NEXT

INE 3,13:50UND 1,20,58,8,1:FO0R I=1
TO 1RR@:NEXT

BORDER 14:50UND 1,20,50,8,1:FO0R I=1
TO TO@@:NEXT

TAG:PLOT &P8,408,2:MOVE 32,18@:PRIN

T UPPERS(plS(5]));

CLE=@:GO5SUB B2@

TAGOFF:LOCATE 1,20:PEN T:PRINT™ 5PA

CEBAR to PLAY":PEN 2

IF INKEY$<>"™ " THEM 1458

LOCATE 1,2@:PRINT"

"iTAG

GOSUB 340

cli=@:0RIGIN 108,28:0x=188:0y=28

TAGOFF

EVERY TIM,? pOSUB B2@

£5="" 1pp=@

ORIGIN 188,28:0x=188:0y=28

PEW 1

LOCATE 1,2B:PRINT" ENTER™:PRINT" WO
RO-»"

PEN 2

AS=INKEYS:IF clk=344 THEN 3938 ELSE
IF A%="" THEN 1748

IF A$="8" THEN CLK=346@:60T0 1740

IF a%$=" " THEN LOCATE pp+8,21:PRINT

"{":ipp=pp+iisE=gse” "1a0TO 1740

IF aS=CHREC{16) AND s3="" THEM GOSUB
2BLB:GOTO 1728

IF AS=CHRSC13)} AND S5>"" THEN SOUND
1,40, 38,7:607T0 2128

IF AS=CHREC127) AMD pp>@ THEN GOSLE
1980 :50UND 1,408 ,20,7:60T0 1740

AS=UPPERS(A%)
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1830

1840
1850
1868
1878
1844
1858
1908
1919
1928
1938
1948
1958
1940
1978
1980

1998
Zeaa
z@1e

2|20
2038
24
2058
2848
2e7e
2888
Z@9e
21aa
2119
2120
2139
2148
2158

2168

2178
2180
2198
2288
221@
2228

2230
Z24i
2230
2260
2278
2288
2299
23ga
2318

2328
231p

2340
2358

2348
2378
2388

2398
2400

2619
2428
2438

IF ASCAS) <65 OR ASCCAS)>9P THEN 17
.1}

IF INSTRCWLS ASD=@ THEN 1748
LOCATE 8+#PP,21:PRINT AS

s$5=5%+a%

pp=ppt1

p=INSTR{wLS 2%}

MIDSCulS, p, 10=" "

bl

PLOT &8@,408,1

SOUND 1,.40,30,8.1

TAG:MOVE p38,B:PRINT a%;

MOVE p#38,26:PRINT MIDS(vS,p.1):
TAGOFF

El

G070 1740

TAGOFF:pp=pp-1:LOCATE pp+8,21:PRINT
" ":LOCATE pp+8,21

aS=RIGHTS$(s%,1)

FOR i=1 T0 13

IF MIDSCu%,i,1)=a% AND MIDS(wLS,i,1
¥=" " THEN MIDS{wlS,i, 1)=a%:60T0 28
ip

NEXT

PLOT 608,400,7

Bl

TAG

MOVE i#38,0:PRINT a$;

MOVE %38, 26:PRINT WIDS(vE,i,1);
s5=MIDS(s%,1,LEN(£8)-1)

TAGOFF

El

RETURN

]

i=fiy=@

PEN 1

LOCATE 1,2@:PEN 1:PRINT"POSITION":P
RINT"CURSOR"

IF SBCL=1 THEN LOCATE 1@8,28:PEN 2:P
RINT"D"; :PEN 1:PRINT"=DELETE":LOCAT
E 10,21:PEN 2:PRINT"&";:PEN 1:PRINT
"=EXIT™

ORIGIN 16,128

ox=16:0y=128

PLOT &B@,4@8,2

TAG

DI:MOVE N#22,Y#22

IF CH=1 THEW CH=@:PRINT &H(x+1,¥+1)
; ELSE CH=1:PRINT CHR${233);

El

i

FOR I=1 TO 4@

AS=1NKEYS

IF AS<>"" THEN 2318

IF clik=344 AND ch=8 THEN 393@

NEXT

6OTO 2218

SOUND 1,300,2,5:D1:MOVE X222, Y422:P
RINT GS(X#1,¥#1);::E]l

IF AS=CHRE(13) AMD sbcl=@ THEN SOUN
b 1,28,7:60T0 2488

IFE (A$="p" OR A%="d"} AND shcl=1 TH
EN SOUND 1,108,28,7:RETURN

IF a%="8" AND sbcl=1 THEN RETURN

IF ASSCHRS(Z243) THEM X=X+1:IF X>11
THEN X=B:60T0 2218

IF AS=CHRE(242) THEN X=M-1:0IF X<B T
HEN X=11:G60T0 2218

IF AS=CHRS(241) THEN Y=Y=1:1F Y<@ T
HEN ¥=11:G0Ta 221@

IF AS=CHRE(Z&B) THEN Y=Y+#1:1F ¥»11
THEN Y=@:60T0 221@

GOTO 2218

TAGOFF:LOCATE 1,20:PEN 2:PRINT™A";:
PEN 1:PRINT"cross "

PEN Z:PRINT"D":PEN 1:PRINT"oun
ak=INKEYS

IF clk=384 THEN 39389

2448
2450
2440
2478
2480
2490

2508

2518

2528

2538

2540

2550
2540

257e

2588
2598
2680
2610
628
2630
2648
2658
{11
2478
2688
2658
27ae
Eral
2728
Zrig
274
e7sl
2Ten
2778
2788
2748

280
2810
2820
2838
2840
2458
2aea
2878
2888
2858
2900
210
220
2930

E940
2958
2968
2978
2988
29%8
Jbed
ELAL
igza

183
igsn
1858
LT ]-1
igve
JjnEe
g

as=UPPERS(a%)

IF aS<>"A" AND a§<>"D" THEW 2428
SOUND 1,308,287

wl=xslryl=yp+l:ok=@

FOR i=1 TO LEN(s%)

IF MIDSEsS,§,10=" " AND g$Cx1,y1)="
" THEN GOTO 2688

IF MIDS(s%,7,1)<>" " AND g&(x1,y1)¢
> " THEN 6070 24080

IF a$="A" THEN IF g$(xi,y1-1)e»" ©
OR g%(x7,y1#1)<>" " THEN ok=1

IF a%="D" THEM IF g8(x1=1,yf)<»" *
OR gS(x1+1,¥y1)>" " THEN akz1

IF a$="A" THEN x1=x1+1:1F x1»13 THE
N 2508

IF a$="D" THEN yi=yi1-1:IF y1<@ THEN
2608

WEXT

IF AS="A" THEN IF GE(X,Y+1)<»" " OR
GSCNHLENCSS)+1,Y#102™ ™ THEN 0K=1
IF A$="D" THEN IF GH{X+1,Y#2)<>" "
OR GS(X#1,Y-(LENCSE)-1)0<>" " THEN
oK=1

IF ak=1 THEN 26B@

IF ok=0 AND ft=@ THEN 2488
[=LEN{5%)

FOR d=1 TO L

TAGOFF:ORIGIN 108,28

ox=108z:0y=28

GOSUB 1980

NEXT

GOTO 1698

PLOT &B@,480,2

TAG

Bl

gl=x#tryi=ys]

FOR i=1 TO LEM(s$)

IF MIDS(sS,i,10=" " THEN 27648

MOWE u#22,y*22:PRINT MIDS(s%,i,1);
gslut1,y+1)=MID8(5%,7,1)

IF a$="A" THEN x=x+1 ELSE y=y-1
NEXT

EI

TAGOFF:LOCATE B,21:PRINT"

ft=1

ORIGIN 188,28

ox=108:0y=28

60TO 1710

1

D1:PLOT 688, 400,2-TAEOFF
sbhel=1:60508 215@:shol=@

IF a%="8" THEN 3B18

TAG

IF gSCxt1,y+12=" ™ THEN 2859

ROVE x#22, y#22:PRINT™ ";

ORIGIN 188,28

FOR i=1 1O 13

IF MIDS(wS,i,1)=g8(x+1,y+1) AND MID

$Cul%,1,10=" " THEN 2958

NEXT

MIDS(WLS,i,1)=g80x+1,ye1)

WOVE i#3B,B:PRINT g${x+1,y+1);

MOVE i#3B,26:PRINT MIDS(w$,i,1);
g(x+], y+1)=m "

TAGOFF

GOTO 2868

TAGOFF

LOCATE 1,20:PRINT"

PRINT" "
El

RETURN

ORIGIN 10E,28
ox=188:0y=28
WE="" LS ="

FOR I=1 TO 13
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itae
EAAT)
3124
3138
SR
itse
3168
e
e
3194
jZoe
3210
3220
32ie
3240
3258
3268

1278

3280

b}
3380

3318
3528

3330
3340
3358
3340
3370
33e0

3390
L2 1
3410
3éz
3630
3440
3450
L0

3470

L2%.1

3498

3see
3518
3szp
3530
3540
3550
3568
1378
3588
3598
lsae
3e1@

3820
ELEL
3640
3650
LI
1478
1688
1698
iTee
iTia
T
iTig

FOR J=1 TO RND®1f+&
L=L+1:1F L»& THEN L=1
MOVE I#3E,0:PRINT MIDS(LSCI),L,1);
SOUND 1,50,5,5:500MD 1,58,3,8
WEXT
wESWEMIDEOIS(i) .1, 1)
MOVE I+38,26:PRINT MIDS(VEL(I),L,1);
vEsuE+MIDS(vE(i) L, 1)
SOUND 2,25,5@,8,1
MEXT
WLS=¥3
RETURN
TAG:ORIGIN 320,288,0,639,400,0
PLOT 480,4088,2
FOR i=18 TO 12-npl*2 STEP -2
MOVE @,i%1@
PRINT iES(i?Z-ﬁJ;"
238, 1*10:PRINT" "
MOVE B,i+«1@+2:0RAWR 288,8,71:DRAWR @
~1B:0RANR-208,B:DRAVR @, 1B:MOVE 22
B,iw1@+2:DRAWR B2,0:DRANR @,-1B:DRA
Wk -82,08:DRAWR B,18:PLOT &80, 488,2
PLOT &08,400,1:M0VE 32,i+10:PRINT p
LECif2);:PLOT 400, 400,2
NEXT
MOVE 18,1+ 8-4:PRINT"TARGET SCORE
"TRE;
L=LEN(STRS(trg))
MOVE B,it1@=4:DRAWR 262¢1%14,08,1:0R
AWR B,-18:DRANR -(242+0+16) ,@:DRAWR
8,18
RETURN
]
ORIGIN 45@,13@,0,5839,8,599
FOR I=8 TO B:iMOVE -(4B+1),-(56=1)
BRAW ={5@+1),=86,2:NEXT
MOVE -38,54:FO0R i=8 TO & STEP 2:DRA
Wo=(3B47) 64, 2:M0VE -C4@+7) 54 NEXT
FOR I=1 TO 18@ STEP 2
K=SINCT) #bb:Y=CO50 1) wdd
PLOT XY, 14
DRAME 2@,8,1:PLOTR 2,@,2:MOVE X,Y
X=5IN(-01) %56 :Y=(05(-1)%68
DRAN X%,.Y,2:PLOTR -2,8.1
NEXT
PLOT -64,22,1:PLOTR 2,8:0RAMR 124,0
,2:DRAWR 18,8,1:PLOTR 2,8,2
PLOT -&B8,4,1:PLOTR Z.B: DRAWR 134,08
JL:DRAWE 18,8,1:PLOTR 2,0,7
PLOT -68,-4,1:PLOTR 2,8:0RANR 134,80
(2IDRAMR 18,0,1:PLOTR 2,0,2
PLOT -6&4,-22,1:PLOTR 2,0:DRAMR 126,
B,2:0RANR 1B,8,1:FPLOTR 2,8,2
FOR [=@ T0 8
HOVE 4841 ,-54+]
DRAM 5641,-64,2
WEXT
FOR 1=@ TO 348 STEP 3@
K=SIN(i)#54:p=C08(7 w54
PLOT x,¥,1
E=SINCIIwbZy=C0S(1 Iwhd
ORAW .,y
NEXT
MOVE 45,54
FOR 1=8 TO 6 STEP 2:DBRAN &5+1,84,2:
MOVE &7+7,54:MEXT
FOR i=1 TO 188 STEP B
R=SINCI 1@ y=COSCiI=1Q
MOVE 42,74:PLOTR x,y:DEAWR &,8
¥=5IN(i+1BB) =1 y=Co5 i+ 1800 «18
MOVE -38,T4:PLOTR x,y:DRAWR -5,0
NEXT
FOR 1=B TD &
MOVE &6, 88+7:DRAMR =88 ,B:NEXT
RETURN
ORIGIN %,18,5,63@,62,18
[LG 3
DRANR @, 52, 1:0RAMRE 620,8:0RANR 8,-5

" tMOVE
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7R

3rie

760
e
ITER
iree
Ig@0
Igi@
IEze
g3
pie
IE58
s
IETE
Ig8@
Ig08
988
918
928
3938
940
1958
el
%78

ivae
ive

LERg
igia
4pze
4230
LRL@
L
LT

LE@7a
4L@3R
4@98
4100
4118
4128

L1319
4140
L15@

L168
4178
4188
198
L2@8

4210
L2z
4230
L24f
4250
426l
L2708
L2Ep

L2908
LieR
4318
L328
LREL
L1

Z:DRAWR -520,0
MOVE B,26:DRANR &628,0:MOVE 124,8:0R
AWE 8,52
FLOT 688,508, 2:TAG:MOVE &, 18:PRINT"
Letters™;
MOVE &4, 45:PRINT"Values";
FOR i=1 TO 13
MOVE 126+i#38, @:0BAUR B,52,1
NEXT
RETURN
ORIGIN 12,118,9,272,376,118
CLe 3
gs=26d
FOR 1=@ TO gs STEP 22
MOVE B,i:DRAW gs,i,1
MOVE i,B:0RAW 1,05
NEXT
RETURN
PRINT IMTC(RND®&)+1
GOTO 3898
AS=INKEYS:IF AS="" THEN 3918
PRINT ASCCAS)
]
SBCL=@
TAGOFF
ENT -2,10,1,1,28,-1,1,18.1.1
FOR i=1 TO S@:S50UND 1,38,2,7:50UND
1,28,2,7:NEXT
FOR i=1 TO 35
SOUND 1,.30,9+3/3,8,1:50UND 1,208,171+
13,81
s=g4f,21izi45
NEXT
EWV 2,15,1,1,15,-1,20
SOUND 2,20,720,7
SOUND 1,20,300,8,2
WHILE SQ{1)»127:WEND
LOCATE 1,28:PEN 1:PRINT"CHALLANGE
“iPEN Z:PRINT™ Y/N %
L)
WHILE INKEYS>"":WEND
AS=INKEYS:IF a$="" THEN &PE@
a3=UPPERS(a3)
IF a$="Y" THEN 5@&0
IF a%$<*"N" THEN %880
LOCATE 1,28:PEN f:PRINT®
§ ":PEN 2:PRINT" N
FOR I=1 TO 12
FOR J=1 T0 12
IF G3$04,102"% " AND (GS(J-1,103" " @
R GE(J#1,10>" ") THEM PT=PT+¥(ASC(G
50d,100-6&):LOCATE B,21:PRINT PT:50
UNE 1,580,308, 1:WHILE 5&{1)>127:WEN
b ELSE SOUMB 1,20,1,5
FOR D=1 TO 4B:MEXT
NEXT:NEXT
FOR I=1 TO 12
FOR J=1 TO 12
IF GSCI,J)»" ™ AND (GS(1,J=103" "0
R OGSCE, 415" ") THEN PT=PT+V{ASC(G
$C1,00)-64) :LOCATE B,21:PRINT PT:50
Ukd 1,58,30,8,1:WHILE 5@{1)>127:WEN
b ELSE SOUND 2,28,1,5
FOR Bb=1 TO 4@:NEXT
WEXT:NEXT
ORIGIN 32P,288
Th@
FOR i=1 TO pt
SOUND 1,588-PT(PL),3,7
ptipli=ptiplli+1
MOVE (294-LENCSTRS(ptiplldiniad,(pl
w21el@
PRINT ptipl);
IF ptipld>trg THEN 5320
NEXT
MP=@
ORIGIN 184,28
IF 55="" THEN 4399

POINT

4350
V368
5378
4388
4398
(711
6410
4420
§430
)

4458
LoER
Laog
Lrae
&T18
&T20
4738
LT4@
4758

iT68
L7780
L788
i798
1111
Li1g
LE2g
L8308

(1]
‘850
LBsB
Lare

Laaa
4898
4900

w91

928

4938
494
4958

L9eR
TR

4788
in%d
spae
ig1e
520

g3
i4a
5850
5860
5are
igee
igep
ilpe
i11e

5128

5138
5isp
5158
5168

FOR L=1 TO LEW{s%5)

GOSUB 1988

SOUND 1,208,467

NEXT

FOR I=1 TO 13

IF MIDS(WLS,I,10=" ® THEN 4&2@
MP=MP+VI{ASCIMIDS(WLSE, 1,1))-564)
NEXT

TAGOFF

LOCATE 1,20:PRINT" i
PRINT" »

1F WP»@ THEN 4718

ORIGIN 108,28

TAGOFF:LOCATE 8,20:PRINT" =
GOTD LAAA

ORIGIN 32@,2B@:TAG:PLOT 400, i0@,.2
FOR i=1 TO mp

ptiplli=ptipl}-1

IF ptipl}<@ THEN ptipl)=@

MOVE (2BB-LENCSTRE(pt(pl)))a1a), (pl
#2)+18

PRINT ptipl);

SOUND 1,188+i%3,3,7
NEXT

ORIGIN 188,28

TAG

FOR i=1 TO 13

TAG

MOVE i#38,8:PRINT “ ";:MOVE i*38,26

:FEIHT" 1|I:
SOUND 1,i%18,1,7

MEXT

ORIGEN 14,128

FOR i=@ TO 11:FOR j=8 TO 11:1F g%(4
#1,j#103" " THEN gS(i+1,j+1)=" ":Np
VE i#22,j+22:PRINT™ "

HEXT:HEXT

ORIGIN 320,280

PLOT 6@8@,400,1:MOVE 32, {pl*2)v18:PR
INT LOWERS(plS{pli];

plepl-1:1F pl<é-npl THEN pl=5:TIM=T
IM=5:1F TIM<2@ THEN TIM=28

FLOT &80,408,2:M0VE 32,(ple2)«1@:PR
INT UPPERS(pLS(pl));

ft=@:pt=0

TAGOFF

LOCATE 1,28:PEN 1:PRINT™ SPACEBAR t
o PLAY":PEN 2

IF INKEY$<>™ ™ THEN L0468
LOCATE 1,2@8:PRINT"
]
TAG
GOTO 1478
EVERY 38,1 GOSUB 5828
G0TO @18
IF tk=1 THEN tk=@:S0UND &,180,1,7,,

? ELSE tk=1:50UND &,78,1,7,,,2
RETURN

L)

LOCATE 1,20:PRINT™ .
LOCATE 1,21:PRINT" .
EVERY 10080,7 c0SUB B2@:clk=@
sbel=1:6050U8 2840 shc (=0

60TO 412A

1

BORDER B:INK 3,25:WINDOW 1,48,1,14:
PAPER f:CLS:PAPER @

DI:ORIGIN @,@:FOR =78 TO 188 STEP
S:MOVE 10, i:DRANW 248,71 ,2:MOVE 10,1+
Z:DRAN 240,1+2 ,B:MOVE 420,i:0RAN 68
B,,1:MOVE 420,i+2:DRAW 608,i42,0:8
EXT:ORIGIN 3:8,86:EL

PAPER 1

PRINT TAB(13);"BEAT the CLOCK"
PRINT TAB(13);STRINGS(14,288)
PRINT:PRINT® The object of the ga
me 15 to make a":PRINT"crossword
using. 13  random letters,":PRI
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LISTING |

NT"obeying normal crossword rules b WNT"the words in the grid and remo 5598 DATA 213,213,438
ut there” ve then":PRINT"befare the points a 5608 DATA 198,268,568
5178 PRINT"iz a time limit which gets sh re added up." 5618 DATA 179,253,584
orter after”:PRINT"each round. 5298 PRINT:PRINT:PRINT:PRINT" 1 S620 DATA 142,239,478
"e PACEBAR TO CONTINUE" 638 DATA 159,198,478
PEN 3:PRINT™ SPACEBAR TO CONTIMUE": 5300 IF INKEY$<>"™ ™ THENW 5388 5660 DATA 159,190,438
PEN 2 S310 CLS:GOTO 1118 5650 DATA 179,213,638
5188 IF INKEY$<>™ " THEN 5188 5328 SH60 DATA 179,239,476
5198 CLS:PRINT TAB(13):"BEAT the CLOCK": 5318 TAGOFF 5678 DATA 198,239,478
PRINT TAB(13);STRINGS(14,20E8) 5348 LOCATE 1,28:PRINT" SAE@ DATA 213,253,638
5280 PRINT:PRINT" Enter a word from the “:tPRINT" - S6%@ DATA 198,268,638
letters available":PRINT"and press 5358 LOCATE 1,2@:PRINT pLS{pl);™ WINS" 5T8@ DATA 239,284,568
ENTER, then postion the curser™:PRI 5368 G0SUB 5438 5718 DATA 239,239,478
NT"using the arrow keys to where t 537@ LOCATE 1,2@8:PRINT™ SPACEBAR TO PLAY 5728 DATA 239,284,548
he word":PRINT"is to start om the AGAIN" 5730 DATA 239,391,482
grid. Press ENTER":PRINT"then ' 5380 GOSUB 5438 ST40 DATA 0,319,638
i' for across or 'D' for down.” 5398 GOTO 5348 5750 DATA 999,999 999
5210 PRINT:PRINT™ SPACEBAR TO C 5488 RUN 148 5760 RESTORE 5438
ONTINUE®" 5610 a$=IMKEY$:1F a%$="" THEN 5419 5778 Co=@
5220 IF INKEYS<*" ™ THEN 5220 3420 PRINT ASC(a$) STER ENT =1,1,1,1,2,-1.1,2.1,.1,1,-1 1
5238 CLS:PRINT TAB(13);"BEAT the CLOCK": 5430 DATA 23%,28E,9 ST90 ENT =-2,2,1,1,4,-1,1,4,1,1,2,-1,1
PRINT TAB(13):5TRINGS(14,288) 5440 DATA 213,284,8 5888 READ A,B,C
5260 PRINT:PRINT" If a word is to cros 5450 DATA 198,319.8 SR1@ CO=CO#1:1F CO=&1 THEN GOTO SER@
5 a4 word in the":PRINT"grid then 5440 DATA 179,358,716 5820 IF A=99% THEN RESTORE 543@:60T0 530
that word must have a space™:PRI 5678 DATA 179,239,716 ]
NT"where they cross. Words may be 5480 DATA 239,284,716 S830 SOUND 1.A,20,48,08.1
deleted”:PRINT"from the grid by pr 5490 DATA 239,239,714 3840 SOUND 2,B,20,5
eszing the "CLR" key." 5500 BATA B,358,714 5850 SOUND &4,C,28,5,8,2
5250 PRINT:PRINT:PRINT" SPACEBA 5510 DATA 179,239,714 5868 IF INKEYS=" " THEN RUN 148
B TO CONTINUE" 5520 DATA 198,284,716 5878 IF CO<6@ THEW 5808
5268 IF IMKEYS$<>"™ " THEN 5268 5538 DATA 179,319,716 5888 souND 1,179,128,7.8,.1
5278 CLS:PRINT TAB(13);"BEAT the CLOCK": 5540 DATA 159,319,438 5898 SOUND 2,284,128.6
PRINT TAB(13);5TRINGS(14,208) 5558 DATA 159,213,438 S%0@ SOUND &,716,128,6,8,2
5288 PRINT:PRINT™ When the players time 5568 DATA 213,284,438 5910 WHILE 5@{&)>127:WEND
is up then the":PRINT"next playe 5570 DATA 213,213,438 5920 RETURN
r may challenge one or more of":PRI SSE@ DATA 8,319,638 !1[:1]

Announcing MAXAM for the AMSTRAD CPC464

The start of a complete Expansion System...

SIDESWAYS ROMS at last! Meet MAXAM — a new full-feature no-compromise
No more loading . . . Assembler/Disassembler/Editor — with a difference. It's in
Leaves 40K free! a very full 16K EPROM which plugs directly into the

AMSTRAD. No waiting while it loads — it's always there|

The perfect system: You can still use the Disc unit. You also get, as a bonus, a

L4
. All-powerful Assembler new expansion socket for Arnor's new range of Sideways
. Complete Disassembler ROM cartridges (containing, for example, our forthcoming
Full screen editor Word Processor).
* Multi-function Adaptor :
* : ; MAXAM uses no BASIC RAM space. It lets you mix
Huge expansion potential BASIC and Machine Code — just like the BEEB! Or, you
in one simple unit! can assemble direct from the Editor, and you can even use
So easy to use and learn . . . the Editor to edit BASIC programs! ;
MAXAM is ESSENTIAL software for the AMSTRAD = Tachnical Data 7
10 MEMORY HIMEM-10 enthusiast. Super-fast 3000 lines/min assembly *Condi-

tional Assembly *Plain English error messages
"Full Expression evaluation *Unrestricted label
names *Directives include: ORG, BYTE, WORD,

20 start=HIMEM+1
30 ASSEMBLE start

Cassette (reduced specification): £13.50
Disc: £26.90. All prices include p&p.

40 ‘get star .
50 'ﬁmn AFFFF MAXAMin ROM £59.90 TEXT, RMEM, LET, IF, GET, PUT, LIMIT. CODE,
60 ‘ORG start MOCODE, READ. Commands include: LIST, NOLIST,

LISTP, TITLE, PAGE, PLEN, WIDTH, DUMEP.
*Menu-driven Screen Editor includes move copy
and delete block, tabs, search and replace, print
all/part of text. Load/Save all/part of text.
Disc/ROM wversion only: Register display. Memory
Edit commands, breakpoint, string search in RAM,
Link to AMSDOS.
Technical Enqu. 01-852 2174

70 'CP 10:SCF:RET Z
BO ‘'RST 1&B752
90 'ORG &BDZR
100°JP start
TTO'END

Software Houses: We have the perfect low-cost High Quality Software
system for software in ROM! Talk 1o us!

Cheques/P0sto- Arnor Lid, PO Box 619, London SE256JL. Order Hotline 01-653 1483 (2pm-6pm)
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» Dramatic 3D
Graphics & Fast
Action » Unigque
2-Player Co-op
erative Mode
» 4 |evels of
Difficulty 13
Different
Dungeons »129
Different Rooms
P Joystick
Control

o -_"I.

ACHALLENGING JUACTION STRALEGYPRUGRAM-FUR TUUR LB 54

REALM (0)3

OBJECTIVE ¥V

The evil cleric,
Wistrik, has stolen the
7 crowns of the
middle Kingdoms -
He has hidden them
all among his 13
Dungeon strongholds
- YOUR TASK - enter
the dungeons, find the
crowns, and get out alive! ’ ’

atch out for the zombies,

snakes, spiders & orbs — get
hit too many times and you're
dead.

Protect yourself with magic
crosses and spells. X X X x

HIGH PERFORMANCE PROGRAMS
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THE COMPLETE CASH BOOK ACCOUNTING SYSTEM

(includes VAT file
program 1813)

This is a program of enormous @4
scope which allows the Amstrad @ B
to be sed as a powerlul -
business fool, taking the '
drudgery out of book keeping,
and producing accurate and comprehensive management
infarmation.

Inits simplest form the program will replace your Cash and Petty
Cash books BUT Gemini's program, in effect, doss much more,
Inaddition o recarding cash and bank transactions, the program
will allew you to enter credit sales and purchases, and for all of
these enines it will automatically complete the double entry
routines, 1o ensure that your records are always in balance.

Sales and Purchase ledger control accounts are included, which
makzs the program ideal for integration with an existing manual
sales or purchase ledger system

The program also includes the following features:

1. Balance at Bank for up to 5 separate Bank Accounts.

2. Petty Cash in hand for up to 3 separate Cash Accounts.

3. Alisting of 2l nominal account titles (maximum 198), most of
which are user definable).

4. Monthly fransaction summaries and departmental analyses of
sales and purchases.

5. VAT memo account balances (salesinet purchases), and VAT
accounts.

6. Batch printouts of all transactions entered in current program
un.

7. Total deblors and creditors, sales, overheads and Trial
Balanca.

The program is therefore a complete 'stand alone’ actounting
software package, ideal for both business users, and peactising
Chartered Accountants, since an infinite number of different
Cash Books may be kept on & single Amstrad,

A full audit trasl of all data entered in the program is produced and
& journal entry routine is incorporated to facilitate adjustments to
individual nominal accounts, prior to producing a final Trial
Balance. The |atier inferfaces automatically with Final Accounts
prograrm C.1806, so that a Profit and Loss Account and Balance
Sheet can be prepared from data held in the Cash Baok program,

Cassette C.1805 £53.95
Disk D. 1805 £64.95

VAT e

Whilst this program will benefit most VAT registerad businesses,
itis also designed for those users who are on one of the special
retailers schemes fior VAT, which requires them lo analyse their
expenditure invoices over the various rates of VAT, in order to
caleulate their VAT oulput tax, The program will provide the
fellowing:

1. A means of recording invoices.

2. A printed copy of all invoice details.

3. Accumulated lotals of different types of transactions

4, The facility for coping with a multi-rated VAT system,

5. Information needed for the preparation of VAT retumns.

B. The facslity to sort and prigt transactions by date, invoice
reference or cusiomer/suppfgname.

The package is capable of dealifg with up to 140 transactions in
& single batch and the different transaction types are processed
in separate batches, which are then printed aut a5 a permanent
record. Cumulative tatals for gross takings, VAT at standard rate
ete. are stored in a dafa file on disk or tape which can ba loaded
atthe start of every session 1o provide ‘brought forward totals for
the program

Casselte C.1813£19.95

Disk D.1813 £25.95

0

one handy pack, together with their appropriate manuals.

e '
. Ion Designed to offer maximum value and convenience lo
0 m ] serious business users, by combining several programs in

Contains: Cash Book (including VAT file) and

Kg Final Accounts
Pdc Normal List

Price of Programs Combination

in Pack Pack Price Saving
C.1818 Cassette £119.90 £89.95 £29.95
D.1818 Disk £129.90 £99.95 £20.95

Firdl g coont3

This program is designed o produce a Trading and Profit & Loss
Account and Balance Sheet, either from the final Trial Balance
produced by Cash Book program 1805 orfrom any other Trial
Balance making i & truly stand alane ‘Final Accounts' program,
The facility o produce these documenis quickly, accurately, and
regularly is of enormous help in running any business, large or
small, since one shows the true profitability achieved, and the
other the exact strength of the business in terms of assets and
liabilities

The program also allows insertion of budget or comparative
figures which can be shown alongside the actual figures, together
with notes 1o the accounts, and the opening Trial Balance for the
follawing period,

Whether used by businessmen or practising Accountants, this
program allows the Amstrad fo be used as a real business
computer producing vital information for decision makers with
ENOIMous ease and accuracy.

Cassette C. 1806 £59.95

Disk D.1806 £64.95

Bona fide dealers, distributors and overseas licensens
for Gemini software always required. Educational
establishments contact us for details of our fuss-free
lcensing agreaments.




BEAUTIFULLY PACKAGED AND DOCUMENTED, THESE EXCEPTIONAL PROGRAMS PROMISE TO
BECOME ‘BEST SELLERS' FOR ALL AMSTRAD STOCKISTS, AND ARE CONFIDENTLY
RECOMMENDED AS 'STATE OF THE ART' SOFTWARE FOR THIS POPULAR, COMPETITIVE HOME MICRO.

- Urdeash the data storage capabilities of your Amstrad with this

powerhul database pragram from Gemini, the market keaders in

home computer software!

Your Gemini Database will allow you to store, redrieve and

manipulate data in a variety of useful ways — just as you would

with amanual cardindex system, but with exira capahilities, such

as: ;

# Setupyour ownuser-definable card layout in 40 or 80 column
mode

# Upto 20 fields allowed, each with 160 characters —to a

i maxirmum of 1000 characters per card. Up to 994 reconds
available, making full use of the 464/664's memory capacity.

@ Extensive mathematical and field relational expressions may
be used, including totals and averages,

@ Quickly sorts alphabetically or numerically, even names by
surname if required, with or without case discrimination, Sorts
may be performed on subsets of records on ANY fizid

@ Integrates with Report Generator (available separately) to

L produce standard mail-merged form letters, maiking labels up
1o 3 across page eic.

# Change record formal at any ime, add or delete fields after
set-up.

: GEMINI MARKETING LIMITED

' Gemini House, Concorde Road, Dinan Way
Industrial Estate, Exmouth, Devon EX8 4RS
Tel. (0395) 265165 Telex 42956 GEMINI

® Completely user-definable field summaries avaitable to both
screen and printer — 40 or 80 cofumn display mode.

#® Dalete reconds.

@ Browse with instant edit'print/ delete cptions

# Simple menu-driven operation

® Utlises machine code routines —no long 'garbage collaction’.

@ Files may be merged enabling the apoending of files without
tedious re-fyping.

@ Superbly documantedin an sasy to understand style — just as
you would expect from Gemini!

® Comes with two documented demonstration files to show the
extensive capabiiities of 1he software,

Casseffe C.1801 £19.95

Disk D.1801 £25.95

RS = =

gty

Requires Gemini Database Program No.
C.1801 and Printer

The Gemini Amstrad Home Accounts is a suite of two programs
offering compreheénsive management of home finances. [tis
guick and easy to use and includes the following main features:

& Compuier aided budget design.
This program will allow you to present and print your Gemeni # Upto 30 expenditure allocations.
Database data in formais that you design yourself on-screen, @ Financial year may start with any manth.
Look at some of the ways in which you can use it: : GHTGMETE&E;;MQ&? any time.
i p characters per fransaction.
[ ] gqe—;:ﬂmwr record layout fo meet specific prnted @ Automatic waming if bank charges likety.
T @ Forecasting of balances and expenses.
e Eﬁtigisswmﬁlgf e bl ] Ear.mans_m hudgaflfactuai ingomedaxpenditure,
® Creste documents inserting merged fields into text, just lke : ;a"ﬁf”m' ;“”“".eﬁ' i
the expensive word-procassors! Dm il ;3““"‘95 including:
8 Design field summaries for columnar presentation of data, Mﬁﬁ;_lﬂsfﬂ&ﬂ e
S Anksh A given Tonmn. Transalntinn details (spacific name)
#® Ideal for maik-merged standard letters. Credits
@ Create any number of standard documents from one CF binati
kit ; : et S?nnpie to check account lotaks and runiing totals against
@ 'Will even right-justify documents, automatically adjusting for budget at any fime.

variable length merged data,

Technical Details
RECORD MODE: 1600 characters of text available, including

All account enfries sorted inlo date order i reguired.
Simple amendment or deletion of entries.
Date entry validation.

Satsn o Brpmeats sidriamnd e
I msum H L
e EET
i
P Rl
' wore
1
1 '“"_ s
Foma Ausail
s HH
(PFEHT NSSETH = Wi
Fuuxce b W i
. srgitnm B FTOEAT e g ot
Y "
41 o
CUKRENT LUABILTES W
A ——
Crwistaim b ST
. flank 1 Bl s
. 111EL
x i
LAABILTTIES g -
T ASSETE!
HET GURRE ;
LIABALITIES] g Il-ﬁ
iL _— =
WET AESETH
® :
T 2 1219 )
CAPITAL AFEET 2591 »
Coapal RETES o ———
ca et L1 o I114% -
M e -
® == -
-
-
& #
'
L4

field data. Headers and Footers may be entered when using Full summary by allocation.
printer paginig options. Four fypes of monthly summary.
MAILING LABEL MODE: 1-3 abels ESLICETINR: iy, O SIMRNG M
across page, with automatic compacting @, lus more...! Casselte C.1807 £19.95
of fines to sequence the printer. Disk D.1807 £25.85
DOCUMENT GENERATOR MODE:
3200 characters available per documnent, .}
with merging of up to 20 fields in any
position an decument. Any field may be O
used more than ance. Automatic .
|ustification. O
FIELD SUMMARY MODE: Up to 20 . .. . : e :
fields may be specified, maximum of i_:u--laﬁ."“"" WIp ' 2 @
160 characterss each, @ Trretesawe 2230 g e
Cassette C.1820 £19.95 COST 0 s oo Hb
Disk D.1820 £25.95 [ ] @ i —
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SOFTWARE

_10 help 3ll businesses becg e\%
pE»
B

DFM DATABASE

An easy to use database for maillists etc. Complete with label print
option £14.95

HOME ACCOUNTS MANAGER

The complete home accounts manager, for bank accounts, expenses,
andincludes aname/addressfile £14.95

TRANSACT

The ideal small business book keeping system.
For day books, nominal ledger, journaland VAT £29.95

INVOSTAT

Aninvoice/statement generator, featuring automatic
creation from a sales product table £29.95

STOCK-AID

A simple but powerful stock control system,
with extensive reports for screen and printer £29.95

All Dialog software provides easily understood screen
formatting, taking full advantge of Amstrad computers’
40/80 column capability. Available on tape: disc versions
soon. Above prices include VAT,

From AMSOFT & Dialog Software




The ideal desk for Keep yourself tidy

a1l Amstrad with this superb
computer desk,

. computer featuring space for
. owhnhers. software, printer,

& disc drives.

ony £29.95 *

X ForUser Club Members only

Available to Non-Members for £34.95

Date

CD1

Access Card No.
512|214
Barclaycard No.

4191219
Expiry Date,

*USER CLUB NUMBER.

“*NAME Mr/Mrs/Miss (Please delete)

Supplied in a self assembly pack e || L]
with full instructions. SIS

Orders only accepted for delivery in the U.K
All prices include VAT & postage and packing

Cheques or postal orders payable to AMSOFT
*  Discount price available only to the registered USER CLUB MEMBER when
< S Bt E AT DV - - . ;. ; - AT

** Thisname and address must be the the registered members name and
address. i purchased by credit card it must also be the and address
R b - DAY PHONENUMBER ..o
POSTY ;
; [PLEASE ALLOW MAXIMUM OF 28 DAYS FOR DELIVERY) OSTYOURORDERTO |
i (Most Orders will be despatched within 7 days) mnr; : Brfnmggg Hou scer;; ig ?ng Road,
SUBJECT TO AVAILABILITY AND OUR NORMAL TERMS OF BUSINESS rentwood, £ssex U144
ALL PRICES&SPECIFICATIONS SUBJECT TO ALTERATION WITHOUT NOTICE Or phone the ORDER ACTION LINE (0277) 230222

Amsoft is a division of AMSTRAD Consumer Electronic PLC



FEATURE

TELECOMPUTINGWITH

YOURAMSTRAD

by Steve Gold

and, in this code, the letter A is really the

So, you've got your Amstrad, an interface
and a modem. What now?...

If you've perused a few of the magazines
dedicated to ‘modem living’ then you'll have
realised that there is whole new sub-culture
out there, chock full of communications
buzzwords such as ‘parity’, ‘baud rate’ and
the like. This article will, I hope, guide you
through the trauma of getting your
machine ‘on-line’.

Having read your user manual(s)
thoroughly, you'll need to have a modest
understanding of a few of the components to
which your computer is attached. The
modem and the serial port are important
ACCeSSOTIES.

Your computer operates in a binary
language of ones and zeros. This binary
language is due to the fact that all a
computer really knows how to do is to throw
thousands of microscopic, internal switches
very quickly to offand on states.

For instance, when you type the letter ‘A’
on the Amstrad’'s keyboard, the CPU
(Central Processing Unit) has it's own
two-numbered way of dealing with that
letter. It is called the ASCII binary code,

Page 30

binary number 1000001. B becomes
1000010, and s0 on.

Now let’s suppose you've got a document
already composed on tape or disc. What's
really recorded on the tape or disc is the
binary encoded sequence that represents
each of the letters one after the other - a very
long string of ones and zeros. Using a
modem, (short for MOdulator
DEModulator) you can squirt the string of
zeros and ones down a 'phone line as a series
of representative tones, which may then be
decoded at the other end to produce the
original document again. Your modem
‘talks’ to other modems using the 'phone
line.

Now, that's all very well and fine, but, just
as there are different TV encryption
systems round the world, so Murphy’s law
dictates that there are several different
‘protocols’ in use for modem transmission.
These protocols are defined by the three
major variables:

Parity
Baud Rate
Duplex

Parity

Transmitting a sequence of tones to
represent a string of digits is really a great
idea, but how does a modem recognise when
one character has finished and the next
starts? The method by which most
computers do ‘this is called ‘asynchronous
transmission’. Many computers add a
process called ‘parity checking’, and as
you'll have come to realise in the computing
world, this is a complex sounding name for a
really simple idea.

Each character in the ASCII 7 bit code has
a start bit added to it. The start bit is always
a 0, and tells the receiving computer to
expect an ASCII letter. After the ASCII
letter is sent, an extra bit, known as a
‘parity bit’ may be added on. If the parity
check is ‘even’, then the sum of all the bits in
a character, including the initial 0, and the
final parity bit will produce an even
number. Odd parity gives a sum total that is
an odd number, If the receiving computer
gets a checksum that is even, when odd
parity is being used, it means there has been
a transmission error, and, depending on the

Amstrad User July 85



software package, will take appropriate
action, Appropriate action means either
notifying the recipient of such an error
(usually on-screen), or automatically
requesting re-transmission of the data
concerned.

The parity bit is not usually acted upon in
small computer communications, but ‘stop
bits' are. A stop bit, like the start bit, is one
or two binary numbers which follow the
parity check bit. The stop bit is really a sort
of end flag that notifies the receiving
computer that one letter has ended, and to
await the mnext start bit. Most
communications protocols in this country
use one stop bit,

Baud Rates

When you drive a car, vour speed is
measured in miles per hour. When you
transmit words and information by
computer, your speed is measured in baud.
Unfortunately 300 baud does not, despite
much misleading information to the
contrary, translate to a given number of
characters per second. This is because, as
you'll have seen above, each character is
represented by a series of tones. At 300
baud, each tone lasts a fraction over 3.3
milliseconds, which {assuming 7 bit ASCII
code) together with one start and stop bit,
means that each character is 9 bits long.
Working this out, we get a maximum of 29.7
characters that may be sent every second.

300 baud is used by the vast majority of
Bulletin Board Systems in use in this
country. Because of the Prestel rates of 1200
receive, and 75 transmit, some are coming
on-line using this rate as an option. In
practice, whilst receiving data at 1200 baud
is fine, uploading at 75 baud is not, so you
will find that 300 baud is the most popular
BBSrate.

Duplex

Obviously, just having one computer
squirt information to another is not
satisfactory, particularly when the other
computer wants to talk back. S0 modems
are devised so that they can permit
simultaneous operating where both can
talk at the same time. Naturally, two
different sets of tones must be used with 300
baud, so that the signals do not get confused.
One modem works in the ‘originate’ mode,
and the other in ‘answer’ mode. This is
known as ‘full duplex’ and is almost
universal in its acceptance as a standard in
the UK today. Half duplex, where the
computer can only receive or transmit at a
given time, evolved in years gone by, to
allow cheaper modem components to be
used. Duplex is not applicable to 1200/75
transmission as, obviously, different tone
channels are used in this system.

Amstrad User July 85

Plugging in

I hope by now you'll have grasped some of
the basic principles involved in computer
communication. Armed with this
information then, let's look at what services
are available.

Services accessible via your modem fall
into two distinct categories; free and
chargeable. The free ones are usually
(Blulletin (Bloard (S)ystems, and are
usually run by an enthusiast who devotes a
lot of time, money and effort to get a system
up and running. Because of the cost,
involved often a BBS will operate limited
hours, and on one "phone line, which, since
there are tens of thousands of modems all
(theoretically} wanting to use the few dozen
BBS's already in existence, makes for a lot
of engaged tones! In practice, you'll find that
by using off-peak times (early evening and
very early morning) you'll stand a better
chance of getting through.

Remember though, that a BBS represents
a lot of time and effort on the part of a
SYStem OPerator (sysop), and it is only due
to his'her good nature that you are allowed
to use it, so please, no bad language, and no
electronic graffiti! A list of publicly
accessible BBS's is given at the end of this
article.

Chargeable systems make you pay for the
service because they invest great sums of
money into providing a professional service
available on a great number of dial-up
ports, thus wvirtually puaranteeing you
access 24 hours a day - whenever you want.
Often, by means of a special service called
(Placket (Siwitch (S)tream, they enable you
to save on phone bills by giving vou a special
local 'phone number to dial, even though
they may be hundreds of miles distant.
Because of the resultant savings on "phone
bills, which can total up to three pounds an
hour, the hourly connect rates for such
services are relatively quite high.

Most readers will be able to have a lot of
fun simply by calling up their local BBS,
but, as you become more experienced in the
use of your modem, and your thirst for
information increases {in proportion to your
telephone bill!) you may like to try these
services. Space is too limited for me to
provide much information about the
services, but again, at the end of this article,
you'll find lots of addresses for you to write
to for free information.

Your ’phone bill

Naturally, using the "phone isn't free. Nor is
it, in spite of the horror stories of
multi-thousand pound ‘phone bills,
devastatingly expensive.

If you restrict your usage to ‘cheap rate’
(any time other than 8am to 6pm, Monday
to Friday), your bills will be manageable.
You'll find it useful to keep a log of your
calls, as this will often solve the family
disputes that inevitably arise when the bill
arrives. As a general rule of thumb, cheap

rate local calls cost around 40 pence an
hour, whilst short haul direct dial calls
weigh in at £1.20 an hour. Really long
distance calls (over 50 Km) will set you back
up to £4.00 an hour, so watch out for these. If
you call the telephone operator and ask for
FREEPHONE TELEPHONE SALES, they
will send you information on 'phone charges
appropriate to your area - and the call to the
sales office is free!

As with all things, moderation is best. I
think you'll find modem living to be a cheap
source of good entertainment.

A few useful names and addresses:

American Peoplelink,
Arlington Ridge Office Center,
3215 N Frontage Road,

Suite 1505,

Arlington Heights,

IL 60004,

USA.

Tel: 0101 3128705200

Association of Free Public Access Systems,
{Please include an SAE) -

Fred Brown,

421 Endike Lane,

Hull HUG BAG

CompuServe Inc.,

5000 Arlington Center Blvd.,
Columbus,

Ohio 43220,

USA.

Tel: 0101 614 457 8600

Dialog Information Services,
PO Box 8,

Abingdon,

Oxford 0X136EG

Tel: 0865 730969

Packet Switch Stream Marketing,
British Telecom National Networks,
Seal House,

London.

Tel: 01 920 0661

Telecom Gold Marketing Dept.,
Sales Administration,

60-68 St. Thomas Street,
London SE13QU

Tel: 01 4036777

The Source Telecomputing Co. Inc.,
1616 Anderson Road,

McClean,

Virginia 22102

USA.

Tel: 0101 703 821 6666

If you need assistance on ‘Comms’ matters,
then please leave a message on the London
Underground’ (01 863 0198), or, if you have
access, on any of the following networks:

CompuServe 76011,1155
Prestel 01 278 3143
Source BBY 284

Telecom Gold 83:JNL 113 ACU
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PROBLEMS?

Problems solved, Questions answered,
Hints supplied, Universes saved etc.

Q:

A few weeks ago I started getting the occassional ‘Read
Error b, since then it game from occasional to continual,
with the odd ‘Read Error A’ thrown in.

It is virtually impossible to load any program that has
‘SAVED' successfully. Pre-recorded tapes such as
‘ROLAND’ still seem to load OK (I had one read error but
loaded with a second go).

CODENAME MAT seems to load OK but doesn’t appear to
be playable. I haven't seen a planet yet, although the
readings suggest I am close enough to touch it. Zapping
aliens has no effect either.

Before the “ERROR” occurs I can tell it will happen from
the sound. It seems distorted compared to the sound from
“SAVE", One gets the feeling that the tape is slowing and
speeding up, in particular when there is more noise. Its as if
the data slows the tape down. You can in fact see that the lift
spool appears to slow down and then take off again, The fault
occurs with all tapes including AMSOFT, and top brand
audio tapes.

R.J. Thomas.
Leicester.

A C[]: Ifyou find that you are getting an unacceptable
number of these error messages with several different
cassettes, your datacorder could possible have a faulty
motor. In this instance you should return the computer to
Your retailer for repair. Some loading errors may be due to
incorrect head alignment, This will need to be corrected by a
qualified engineer. Re-aligning the cassette deck yourself
could mean that nothing loads afterwards. Whatever you do
try cleaning the heads first.

Q:

10ONERRORGOTO 100
20PZINT"HELLO"
S0END

TOD ERRORERR : END
RUN

(Should report ‘Syntax error in 20°)

Syntax error in 100

(ie the ERROR command reports the line on which it, and
not the error, is to be found)
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A C[]:: If you use the ERROR command then the
BASIC will report the error as having happend on the line
containing the ERROR command. This is what is intended.
Ifyou use an ON ERROR GOTO construction then you have
access to the failing line number and error code until
another error occurs, or a RESUME command is executed.
An ERROR command is treated exactly as if an error had
occurred.

Q:

While writing fairly simple programs I found the following:

DIM a (1@)

18 DEF FNy(x)=x+1
2@ FOR b= @ To 4

38 a(FNy(b)) = @
40 NEXT

RUN

(Should initialise a(10toa (50))
Unexpected NEXT in 40
(ieindexing an array by a function disrupts the return stack)

A CII.' It is not possible to use a User Function as an
array subscript.

Q:

L]
10FORa=1T010
20REM | (shiftd)

S0NEXT
RUN

(Should just pause for a short time)

NEXT missing in 18

(ie the search for a matching next is disabled by the shiftf
sign)

ACU:' The programmer should avoid using

characters
other than those with ASCII in the range 23-123 and
125-127 in a REM statement. ACU
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HISOFT

High Quality
Microcomputer
Software

for CP/M

a sparkling full screen editor

Devpac80

THE NEW STANDARD

£39.95
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40 a glittering macro assembler &U@'@W
Bild=card dind sl wabukskafn ,
fnterval gise ndling (retory, Bl ledrirte, vl These 3 programs are ﬂvallablg in one
powerful package for your CPC 464/664 180 High Street North,

disc system. Only £38.95 directly from
HiSoft (UK inclusive), Write for export Dunstable, Beds. LU6 1AT
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prices or full technical details.

Telephone (0582) 696421

THE BESTFOR HISOET

YOUR 464/664

HISOFT PASCAL

Pascal is & valuable educational and development
toal and in addition il runs programs lypically 40
times fasler (han the BASIC [even Locomotive
BASICY equivalent. Cur compiles is an almost full
implementation of the Pascel language which com-
piles directly 10 machine code (no slow P-codes).

As with Devpac, thers are two versions of HiSofl
Pascal for the Amstrad compuiers. one Amados
compatible and the other CPoM compatible,

The Ams s version of HiSofi Pascal fully supposts
both cassette and disc |[via Amsdos], comes com-
plete with a furtle Crephics package and many
procedures and Tunclions for interfacing with the
firmware

The CPM version {Pascalbd) 15 supplied with EDaG
four  full-screen,  Wordstar-compatible  aditos],
example Pascal programs (including an extensive
i:!iFHEEHmMEII and supports sequential (ile hand-
ing.

Fasoul @5 undoubtedly o powerful programming
language and the combination of Hi%of Pescal and

the Amstrad compuiers adds fest, easy develop-
mnt, L nbeatable!

Prices:
PasualBO [CIM)
L3185 [aise)

Pasgeal
L3 [ape ] L3495 [disc)

CEA s a Trademark of Digital Research Tnc,

HISOFT SOFTWARE

FONT 64 (nee FONT 4645 an easy-to-use font de-
signer enebling vou to design, edil and seve your own
chareclers and graphics: there are 6 pre-designed
fonis and the packege comes complete with sophisti-
cated prinfer-driving software which allows high-
resilution screen dumps and letter writing on Epson
compatibles and the DM P-1. £7.95 (lape) £12.05 {disc).

THE TORCH: an extensive. disc-based lutorial that
illuminates the mysteries of the CP/M operating
syslem. Plus an easy-io-use menu system. £1295
[disc)

THE KNIFE: hack your discs into shape with this
powerlul disc mainlenance program. recover une
erased files, cul and paste sectors, learn how files are
slored on disc, you have unlimiled power over vour
discs with The Knife! £12.85 (disc). :
HISOFT C: walich oul for the Amsirad version of our
hiirfhlg.' acelaimed C compiler - it will be well worth
thve weail!

“—__— |
VISA

High Quality
Microcomputer
Software

HISOFT DEVPAC

The standard pzsembly langusge package for the
Amsirad CPC compulers available on taps or dise
Uevpac is used by leading soltware houses to develop
their commercial software because il is slanderd.
Devpae is & complele machine code developmeni
package with #B0 assembleredier and (ront panel
disassembier/debugger fealures inchede = standard
Zilog mnemonics, powerful sssembler commands
conditional assembly. assemble text frome lpe or
disc, full support of fage and disc, lsbelling disusyem-
bier, multiple breskpoints, memory search, singde-
shep el

Dervpacktd (our CPS version) has all the above
[eatures plus much, much more it runs wunder the
CPM dise operating system, comes complete with
full-sereen editor {EDBO) and takes Tull sdvamiags of
LM allowing disg-to-disc assembly, virtsal disking
full Zilog macros, Full Zilow expressions, grinter {ileg
disassembly o dise ste, el The new standard
assembleridebrugger peckinges,

Mense Feel Teee W wiile bor dull technicnl speibioa-
ticons of hoth produgis.
Prives:
Devpac: L prae B
L2145 (bape| L2645 fodisg ] EIAHHE {rlisa |

SO0N TO BE RELEASED IN ROM!!!




‘ COMPETITION I

4-‘1f

1
FLAYER

~=

"\x

AMSTRAD

Rules:

1 The winners will be the first 25 correct entries drawn on July
30th 1985.

2 There is no limit to the number of entries any individual can
make, however each entry must be on an official entry form.
Photocopies cannot be accepted.

3 Entries should be sent to:
Amstrad Computer User Magazine
Confuzion Competition
169 Kings Road
Brentwood
Essex
CM144EF

4 No correspondence can be entered into regarding the
competition. No entries can be returned.

The judges decision is final. No employees of Amstrad,
Amsoft, Amstrad User or their relatives may enter.
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Confuzion is the best-selling puzzle solving game. You have to
guide a spark through up 64 different levels. The game is very
addictive, even the Editor got hooked.

Some snazzy softwear is on offer to 25 people who can prove
that a simple puzzle does not leave them Confuzed. Look at the
photo on this page. It shows a typical Confuzion screen. Explain
how to slide the blocks about to leave a straight path from the
spark to the bomb. Unlike the real game you cannot move the
blocks once the spark has started its travels. So if yo though
that the best moves were Right, Up, Left, Down that is what
you should fill in on the entry form. Of course that isn’t the right
answer (Even Amstrad Computer User Competitions aren’t
that easy).

entryForm, < T T

l I'mnot Confuzed, | think the movesshouldbe ....ocoovveeee..

|

Name l
|Address |
I Ma,,sweatsmnsizeié“ﬁﬁf[fﬁf.'.'ﬁfﬁf,'ﬁIIIII."I."fﬁﬁji'.'.III.‘IZIIIIIZ[Iﬁﬁfj.'.'.'.' I
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“YOU MUST BE THE BEST

SOFTWARE FIRM IN THE WORLD"”

(L. Hallard, London)

FOREIGN ORDERS WELCOME, satisfied customers in over 40 countries for 3 vears. UK prices include YAT: export prices are the same, plus p&p. Pay
by sterling cheque, bank draft or postal order. It's faster to order by phone from any country with your VISA, ELROCARD, MASTERCARD, or
ACCESS, Call 01-789 8546, 24hrs. WE ALWAYS TRY TO SEND YOUR PROGRAMS ON THE DAY WE GET YOUR ORDER, that's why it's called

Speedysoft! All programs normally in stock. Faulty tapes replaced immediately,

Send £1.00 irefundable) for catalogue only.

KN IG HT LORE “EASILY THE BEST PROGRAM THI

AMSTRAD HAS EVER SEEN _.. awesome,
intricale graphics ... enough to make most software houses pack up and go
home ... if you have an Amstrad, you should start whooping for joy.”
(PopCompWikly! “How do vou describe software so good it makes “fet set Willy'
ook feeble? Stunning 30 and full of tricks o learn.” (Amsitrad User! “Quite
simply  the most fechnically  awesome  game  Ullimate  have

iPersCompiVews) STICK OR KEYS. ¢(Ultimatel CASSETTE £9.95

x “Probably the most comprehensive
COM BAT LYN realtime battle simulation  program
ever written for a home computer ... it is worth  every  minute,”
iPersCompToday! “If you want a complex, challenging strategy game, themn this
i a must.” (HomeCompWkivi Air-to-ground battle simulation as you fly your
Lynx helicopter. Realtime combat, a game can last 5 howrs! 4 skill levels: 30
re-definable command keys., SAVE HI-SCORE TABLE, STICK OR KEYS. (Digial)
CASSETTE: £8.95

DECATHLO This double-sided tape has deservedly

been in the charts for dges and now it's on
the Amstrad too. Itis astonishing value-for-money as well as exciting. Compete
i ten different field and track sporting events: good screen display and great
armmation of you, the athlete. You see the number of attemnpts, points scored,
world record, qualifiing time and distances. The crowd are encouraging! A
classic joystick waggler. STICK SNEEDED. (Ocean) CASSETTE £8.95

released.

STEVE DAVIS SNOOKER? “41

their ‘true-to-
lite” ball movement is unmatchable. It's certainly better than anything else we've
seen for any micro. Normal snooker rules, You can reset previous shiot, define
spin acc L.|r|31!"|'- nominate colour. Infinitely variable speeds. Highest break table.
1 or 2 players. STICK QR KEYS. (CD5) CASSETTE £7.95

TASWO R D It vou have been looking for a ward processor,
then look no further ... an excellent program.”™
iCrash) “Explained very clearly, with excellent self-teaching tutorials ... a
comprehensive and wser-fnendly package for both home and professional use
highly recommended. ™ (HomeCompWkh) TASWORD is the best word
processor for your Amstrad. Text is printed just as it APPEArS On=SCreen.
Impressive list of features and helpful maneal, TASWORD 464D (disk) version
includes NEW mailmerge facility for personalizing standard letters and uses
larger memorny well. S0 STICK. (Tasman! CASSETTE £19.95 DISK £24.95

DARK STA and convincing ... the whole action s fasf,

smooth and well archestrated ... A LEADER IN SPACE-FLIGHT SIMULATIONS.
(Amstrad User) “Try a5 | may, | can’t think of a better arcade game.”
(PersCompNews) i it moves, shootit: if it's square, fly through it. There are 256
sectors in the galaxy and six skill levels. CUSTOMIZE feature lets you personalize
the game. NO STICK, (DesignDesign) CASSETTE £7.95

STRI P POKER “Even withoul the strip feature, this game
would still be very compulsive . the scene

where the girl remaoves her dress is very well done ... the movements are all

“The graphics and stereo sound are spectacular
Erdf P

natural and the effect is quite CONVInCng. “iAmstrad Use) A very well animated
game of S-card draw [.ll-LL rwith some of the biggest animated graphics you have
ever seen. You can raise, stand, fold, or bef but you cannotl cheal. MINDY,
modest Mindy is your opponent. Be careful of her bluffing. Mind you, she
doesn't always bluff... NO STICK. (Knightsoft) CASSETTE £8.95

SPEEDYSOFT

VISA
ACCESS

-789 8546 (24 HRS)

FREE 32-FPAGE ILLUSTRATED CATALOGUE WITH EVERY ORDER.

0 RC E R “Without doubt the most strikingly produced game I've
S soen 1o date for the Amstrad.” (C.T. W Wonderen! .
the graphics are beautifully designed to an incredible degree of detail. This
cartoon  detald extends  throughoot all Ji). quite  different,  screens.”
(PopCompWily! “Stunningly sharp, colouriul graphics and a truly infuriating
and fascinating plot ... CERTAINLY THE BEST GAME YET FOR THE AMSTRALD. ™
(Micro Adventurer) STICK NEEDED. (Virging CASSETTE £8.95

FIGHTER PI LOT THE FLYING IS THE BEST I'VE COME

ACROSS ... it wins too on graphics
and instrumentation.” (PCGames) “The game with the maost plavability and the
longest-lasting appeal | have played on the Amstrad . . . months of Hyving here. ™
(CVGames) “A superb flight simulation with full instrumentalion and marvellous
moving horizon cockpit views.” {Computer Choice! STICK or KEYS (Digital)
CASSETTE £8.95

EME RA LD ISLE AN vou lot out there with twisted minds

and .[]l'r.'r.". af time on your hands are
going to love this. " iAmsirad User) 230 beaulifully drawn locations, plus over 30K
of well-written text. 2 fullcolour posters free and clue sheet available. An

astonishing bargain and a great graphic adventure! NO STICK iLevel 9 CASSETTE
£6.95

Ml N I OFF Ic “Quite exceptional value ... the first

affordable  program  swite . | strongly
recommend beginners get this frst.” (PersCompNews) 4 programs on one tape,
all warking with Epson-compatible printers, WORD PROCESSOR: DATABASE:
SPREADSHEET: GRAPHICS. The perfect introduction to these classic programs.

NO STICK (Database) CASSETTE £5.95 DISK £9.95

MACHINE CODE TUTOR

interactive computer feaching package — the best I've come across in any fiedd.”
(PopCompWkiyl “Well thaought-out, aesthetically pleasing and (as far as | could
tell) bug-proof and crashprool . .an excellent idea, well-executed. (Computing
Today) Owver 70K of data loads in 4 parts from 2 cassettes, with lessons and
exercises 1o teach you complete machine-code. Clear, helpful manual. NO
STICK (New Generation) TWO CASSETTES £14.95

MASTE RCALC 46 “The easiest program of all to

wse .. the manual is by far the
best.” (PopCompWkly) “There is a professional feel about it which makes i
stand oul from the rest.” (PersCompMews! The perfect spreadsheet for the
Amstrad. All micode, Up to 3,000 cells. 0 - 7 decimal places, Variable column
width. Insert/erase columnirow. GRAPHIC BAR CHARTS. Hi-res screen copy with

Epson-compatible printers, NO STICK (Amsoft) CASSETTE £24.95 DISK £29.95

MASTER FI L E . without guestion the best |, prasentation

s superbs .. well-written r:-n;.\_sr,_..]n' makes lea rr||'r|lr_; the lrJJ'fJ_I;r.irn VETY 2dsh
(PopCompWkly) The most flexible, mast sophisticated {iling svstem vouw will find
for the CRCIeG64, Alf micode and now with relational files. NO STICK iAmsant

EUROCARD
MASTERCARD

‘A real landmark in terms of guality and price

POST TO: SPEEDYSOFT (amuz)

87 HOWARD'S LANE, LONDON SW15 6NU, ENGLAND.
For CATALOGUE ONLY, send £1 cash. Refunded with vour first order.
| own an AMSTRAD. | enclose a cheque/PO payable to Speedysoft
OR charge my VISAVACCESSEUROCARD/MASTERCARD

v [ TT T O O] O T

Signature: ExpiryDate
Please write clearly. Ifwe can't read it, you won't get it
Name:

Address

Pasteode:
PHOMNENO: ifany, incaseol query

Program Name Cass/Disk Price

UKadd 75p perorder
Europe ADDE£1.00 per program
Cutside Europe ADD £1.50 per program

Postage & Packing

lotal Order




‘ LISTING I

Moon Base Alpha.

It is a race against time. The solar flares are coming. You
are trapped on the moon and must manoeuvre the
radioactive stores to the safety of the underground bunker.
Your only hope is to build the radio tower before the second
flare hits. Unfortunately the radio tower is covered in the
radioactive cells. To move the cells you command a small
spaceship, fuel is limited so time has to be spent refilling

By Martin Adams

from the tank. The design of the tower is complicated and
you will need to study the map.

The program works with either a joystick or keyboard
controls. Hazards include running into walls and fuel cells
and an explosion caused by dropping the cells. You only get
one life so be careful.

Page 36
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| LISTING
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188
198

288

218

s
218

4@
258

268
]

HEH REEEkkR R R R R Rk R
REM » Moon Base Alpha
REM * by Martin Adams
REM +
REM *
REN »
REM *
RER wusdkwndddrdwhrhdms ke hwns ok
REM
REM %22+ initialisation cold #tesew
REM
PEFINT a=p,r-z
MODE 1
INK B,B:BORDER B:PAPER B:IKK 1,24:1IN
K 2,26:IMK 3,15
LOCATE 13,12:PRINT"Mocn Base Alpha"
FOR i=1 T0 SPB@:NEXT i
bIM scoret[1@],nametSC1R]
rock=14:g1=127:02=143:93=251
upj=T2:downj=T3: leftj=Tb:rightj=Ti:L
iftj=7é
upk=B:downk=2:leftk=B:rightk=1:Liftk
=9
sYmBoL 251,60,126,255,255,455,255,25
511’2
sYmeoL 252,.31,63,127,225,127,43,31,.8
SYMBOL 253,255,255,255,195,255,255,2
35,126
SYMBOL 254 ,248,252,254,135,254,252,2
48,8
SYMBOL 255,0,9.08,240,240,8.0,0
G0TO 338
REM

o w w oW W

2B REM #dwdwsdsd play again? whdksinkuds
298 MODE 1:PEN 1:PRINT "would you Llike t

o play again {y/fn)?"

300 IF NOT INKEY({45) THEN CALL &BCRZ:BOR

e
1
iig
i
350
1.1
iTa

jae
B

Loe

LRl

]
L38

L4
458
L4d
478
430
490
5p8
518
528

310

ju@

DER 1:PAPER B:PEN 1:CALL BBBBI:CL5:E
ND

IF INKEY(43) THEN 3I8@

REM

REM #4dxx instructions whmdiks

REM

CLS:PRINT" You are & science officer
and have been";

PRINT:PRINT"posted to Moon Base Alph
. A large solar";

PRINT:PRINT"fLare eruption is immine

nt and the"

PRENT:PRINT"situation is critical.”

PRINT:PRINT" You must finish buildin

g the radig"

PRINT:PRINT"tower and mave the store
5§ egquipment™

PRINT:PRINT"into the bunker before t

he 2nd flare"

PRINT:PRINT™hits.™

PRINT:PRINT™ You can only survive th

e flares in the"

PRIMT:PRINT"bunker so keep & Wwatch o

n the two stage”

PRINT:PRINT"radiation alarm.”

LOCATE 20,23:PRINT"GOO0D LUCK."

GOSUR 4428

PRINT" Your controls are shown Below
and you can use either jovstick or
tursor keys."

PRINT:PRINT ™ ":CHR$(242):" to move
ship Left."

PRINT:PRINT ™ ":CHRS(243);" to move
ship right.”

PRINT:PRINT ™ ":CHREC24@):" to move
ship up.”

PRINT:PRINT ™ ":CHRS{241):" to move

ship down (free fall)."
PRINT:PRINT™ copy/fire to operate gr
abs."”

FRINT:PRINT" z to operate emgines.”

Amstrad User July 85

R

540
578

584
ave
L
s10
420
638

.11
550
468
&70
580
&90
Tap
[l
[
L
T4l
7

T6@
|

TER

il

L1

AL
Bzd

B3d

gil

&s5@
Bl
ava
LT
L
vae
18
¥20

930
qé0
258
60

978
9E8

o8

PRINT:PRINT" d to cperate bumker doo
[ s

PRINT:PRINT" p to display plans.”
PRINT:PRINT"Note= when refueling sui
tch engines off.”

GOSUB 4429

REM

REM ##d% initialisation warm #wwi+
REM

BIM screenl4B,25)
score=@:scorei=@:scored=M:scoref=f@:c
ount=2
timeout=gd:yellow=R:orange=g:alarmdel
ay=3
engines=-1:upflag=B:grab=-1:shipend=
Biobjectexplode=f:outside=@
velocity=B:objvel=@:o0bjectupflag=1:0
bjecttypes@:manvels3
alive=l:timestrand=2é:daone=@:ctime=1
S8@:alarm=P:door=1:mnanfuel=10008: fue
L=9808

REM

REM ®wwws% grpne set Up REkkddk
CLS:GOSUE 4868

REM

REM ##%% obhject set up #wks
objy=19:FOR objx=1% TO 25 STEP 2:60%
U8 227T@:MEXT abjx
objy=1B:obju=2B:60508 234@:0bjr=24:6
05UB 2340

objy=17:FOR abjx=17 TO 25 STEP 4:G60S
UB 2I4@:NEXT objx
ebix=19:0biy=15:605UB 234@
objy=16:FOR objx=17 TO 25 STEP 2:G0S
0B 22T@:NEXT objs

objy=24:FOR objx=6 TO 12 STEP 2:GOSU
B 246B:NEXT objx

ebjy=23:FOR objx=6 TO 14 STEP &:GOSU
B 234@:NEXT objx

objy=22:FOR objx=7 TO 13 STEP 2:605U
B 2460:NEXT obju
abjx=14:o0bjy=24:605U8 2270
objy=21:0bjx=T:605U8 227@:0bin=18:60
SUB 2348

objy=17:0bjx=19:60508 246@:0bjx=23:6

QSUB 266@:obju=13:0bjy=21:605U8 2278
objx=23:0bjy=15:605U8 248@:0bju=25:6
OSUB 2468

REM

REM w¥mwk ship place wwwsew

PEN J:x=21:y=24:G05UB 1328

REM

REM wxxww panel set up toéwd

GOSUR 32@@:G05SUB 3@@p

REM

REM texx gngine and alarm sound set
Up #kik

EVERY 25,1 G05SUB 2888

REM

REM #www® main loop wweie

IF NOT INKEY(2T) THEN GOSUB &438@:60%
UB 2508:REM plans

GO5SUB 118B:REM ship control

IF engines=1 THEM I1F grab=1 THEN ton
ex17P@-objecttypes5PB: fuel=fuel-18+0
bjecttype ELSE fuel=fuel-5:tone=1180
1GOSUB 2178

IF fuel<P THEN fuel=@

1888 IF fuel»® THEW 1028
1818 engines==1:1F x<*37 OR y<»3 THEM 60

SUB 154Q:605UB 3278:1F done=1 THEM

shipend=1;CL5:PRINT"You ran out of

fuel, were stranded and™:PRINT:PRIN
T"perished when your Life support s
yetems":PRINT:PRINT"failed.":60TO 1
138

1828 IF engines=-1 THEN upflag=@
1038 IF upflag=@ THEN GOSUB 166@:REM fal

184p

1858
1a&n

1878
1288

1898
1108

1118
1128

1138
1148

1158
1168
1178
1188
1198
1268

1218

1220

1230

1268

1258

1260

12re
1280
1298

1308
1319
1328
1330

1348
1350
1368
1378
1380
1390
1488
161@
1428

1438

1448
1450

1440
1478
1480
1498
1508
1519
1520

| chuck

IF shipend=1 THEW GOSUB 3758:6070 1
13

fueling=@

IF «=37 THEN IF y=3 THEN IF engines

==1 THEN fueling=1:605UB 2%5@8:REM f

uel load

GOSUB 1548:REM panel update

crime=ctime-1:1F ctime>@ THEN 958:R
EM loop back

yellow=B:arange=@:count=count-1

FOR 1=1 TO 20:IMK B,24:FOR j=1 TO 2

BE:HEXT j:oINK B,@:NEXT i

GOSUB 3RZ@

IF shipend=@ AND

e=15@@:60TO 958

GOSUB &46@:FOR =1 TO SOPB:NEXT i

GOSUB 348@:GOSUB 3310:REM calculate
& display sceres

ERASE screen

GOTO 2BE:REM play again?

REM

REM #sadw ship control swkss

IF engines=-1 THEN 1248

IF NOT INKEY{upj) OR NOT IMKEY{upk}
THEN velocity=B:IF upflag=@ THEN u

pflag=1:RETURN ELSE direction=1:60%

UB 14@@:G0TO 1280

IF NOT IMKEY{downj) OR NOT INKEY(do

wnk) THEN upflag=@:direction=z2:IF g

rab==-1 THEN 605UB 14B8:RETURN ELSE

RETURN

IF NOT INKEY{leftj) OR WOT INKEY(Le
ftk) THEN velocity=B:upflag=1:direc
tion=3:605U8 14B@:60TO 1289

IF NOT INKEYCrightj) OR NOT INKEY(r
ightk) THEN wvelocity=@:upflag=1:dir
ection=&:G05UB 1488:60T0 1288

IF NOT INKEYEV1) AMP fuel>B THEN e
ngines=engines*-1:505U8 43IB@:RETURN
IF (WOT INKEYQLiftjd) OR NOT IMKEY(L
iftkd ) AND screenfx,y+13>0 AND scre

enlx,y+11<é THEN grab=grab*=1:objec
ttypesscreenfa,y+1]:obju=uzobjy=y+l
(GOSUR 43B@:RETURN

IF NOT INKEYCE1) THEW GOSUB 3968:RE

TURK

RETURN

IF grab=-=1 THEN RETURN

IF direction<»Z THEN objvel=8:G050UB
198@: RETURN

GOSUB 19B@:RETURN

REM

REM ###4 ghip drau wewes

LOCATE w=1,y:PRINT CHRS(ZS52)4CHRS(2

SIV+CHRE(254)

RETURN

REM

REM #xiw ship delete sasss

LOCATE x=1,y:PRINT" "

RETURMN

REM

REM ##%%% chip move *ewndw

PEN 3:605UB 1368

ON direction GOTD 1438,1450,14708,14

vl

IF screenln-1,y=-11>8 OR screenlx,y-

11»0 OR screenlu+t,y-11>0 THEN 1528

y=y=1:60T0 1518

IF screenlu=1,y#11>8 OR screenlx,y+

1128 OR screenlut?i,y+13>0 THEN 1528

yEy+1:60T0 1519

IF screenlu=2,y1>@ THEN 1528
¥=x=1:60T0 1518

IF screenfu+2,y1>@ THEN 1528

Azx+l

GO5SUB 1328:RETURN

shipend=1:RETURN

count>® THEN ctim
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.=« Think Tasman

TASPRINT 464 The Style Writer N s s

A must for dot-matrix printer owners! Print  varying from the futuristic DATA-RUN ta the
your program output and istingsinachoice of - hand-writing style of PALACE SCRIPT.
five impressive print styles. TASPRINT 464  TASPRINT 464 drives the dot-matrix
utilises the graphics capabilities of dot-matrix printers listed below and can be used to print
printers to form, with a double pass of the ~ AMSWORD/TASWORD 464 text files,
printhead, output in a range of five fonts TASPRINT 464 gives your output originality
Five impressive print styles for your use and style.

This is the new Tasword especially
developed to utilise the capabilities of the
CPC 464 disc drives. The additional facilities
include alarger text file size and automatic on-
screen disc directories during save and load
operations. A major new feature is the mail
merge facility. This gives multiple prints of
COMPACTA - bold and heavy, good for emphas is | yourstandard letters, forms etc., with each
OAYAR-RUL = B FUTURISTIC SCRAIPT copy containing, for example, a name and
LECTURA - clean and pleasing to read address automatically taken from a disc file

: : W : containing the data. This data can be entered
MEDIAN - a serious business—like script using Tasword 464-D, or created using the

Fatace dchipt - a distinctive Howing font Masterfile Program Extension package. A

Typical Tasprint output. Please note that different makes of printer produce different sized output. E;;ﬁ;f?; %njul‘:ﬁjm' ggﬂf;tgnigcn:;%%t _

TASCOPY 464 The Screen Copier be printed according to user-specified

criteria, Tasword 464-0 will only run on, and
is only supplied on, disc.

A suite of fast machine code screen copy  Screen capies printed onto two or four sheets
software for the CPC 464. Print high- which can be cut and joined to make the

resolution screen copies in black and white  PoSter. TASWORD 464-D disc £24.95

and also large 'shaded' copies with different
dot densities for the various screen colours.
TASCOPY 464 also produces “poster size”

TASCOPY 454 £9 9 TASWORD 464 The Word Processor

The Screen Copier “There is no better justification for buying & 464 than

this program” POPLILAR COMPUITING WEEKLY, NOVEMBER 1984
TASPRINT 464 and TASCOPY 464 drive Your 464 becomes a professional standard word
the following dot-matrix printers: TASWORD UPGRADES: Tasword 464 and  processor with Tasword 464. Supplied complete with 2

r I comprehensive manual and a cassette which contains
AMSTRAD DMP 1 MANNESMANN iﬂ?;”fﬂg: EEE’fa”?nwl'”;fﬂg?DL?SEE”’E both the program and TASWORD 484 TUTOR. The
EPSON FX-80 TALLY MT-BO PRI Ba TR teaches you word processing using TASWORD 464
EPSON RX-80 STARDMP 501/515 purchase and £13.90. Your oniginal wil D& yyhetner you have serious applications or simply want g
EPSONMX-BOTYPEII ~ BROTHER HRS returned together with Tasword 464-D learn about word processing, TASWORD 464 and the
NEC PC-B023B-N gg‘sp:ﬂ'"gg EE'BG on disc. TUTOR make it easy and enjoyable.
= DATAC PANTHER s 0 0RO 464 cessette £19.95
DATAC PANTHER Ii Available from gnnd software stockists and direct from:

)an

1SOFTWARELE

Spnngﬂeid House, Hyde Terrace, Leeds LS2 9LN. Tel: (0532) 4333[}1

P ININdSVL

N N T A B B T S B S B S s S N

1f you oo not want to cuUt thes magazine just woite your order and [TEM PRICE

posE to:

| raswan soFTwage, deot. coc, Sonngied House T —
Hyde Terrace, Leeds LS2 9LN

=
===l

123 217s ayl v9

| enclose a chegue/P.0. made payable to Tesmean Software Lid £ LR |
OR charge my

ACCESSVISA number_ o I
MAME TOTAL £

ADDRESS Send me the free Tasman brochure describing I
NIOHESS = your products for the Amstrad CPC 464 tick here
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LISTING

1530 REM

1540 REM ##awsx panel update *esidx

1558 PEN 1

1560 IF fueling=@ THEN GOSUB 3R4E:REN fu
el gauge emptying

1578 LOCATE 17,1:1F engines=1 THEM PRINT

CHRE(143); ELSE PRINT™ *;

1580 LOCATE 25,1:1F grab=1 THEN PRINT CH
RECY1E3); ELSE PRINT™ ";

1598 1F ctime=99 THEN yellow=1

1688 IF ctime=4%9 THEN yellow=B:orange=1

1618 LOCATE 33,1

1620 IF ctime<5B THEN PEN 3:PRINT CHRE(1
§3);:60T0 1668

1638 IF ctime<1@@ THEN PEN 1:PRINT CHRS(
143); ELSE PRINT" ";

1640 RETURN

1650 REM

1680 REM wewwwx ship fall weesww

1670 PEN 3:IF grab=1 THEN 17R@

1480 IF screenlx-1,y+11>8 OR screenlx, v+
118 OR screenlx+1,y+11>8 THEN 1F v
elocity>maxvel THEN 1790 ELSE RETUR
L]

1690 &05SUB 1360:y=y+1:G05U8 132@:velocit
y=velocity+1:RETURN

1700 ON objecttype GOTO 1718,1758,1719

1718 IF screenfa-1,y+1158 OR screenlx,y+
2150 OR screenlx#T,y+1]>0 THEN IF v
elocity>maxvel THEN 1798 ELSE RETUR
N

1720 GOSUB 136@:y=y+1:605U8 1320:velocit
yavelocity+liscreenlobjx,objyl=R:ob
fy=abjy+1

1730 1IF objecttype=1 THEM GOSUB 2278 ELS
E GOSUB 2448

1740 RETURM

1750 IF screenfu-1,y#21>@ OR screenlu,y+
218 OR screen[x+d,y+2]128 THEN IF v
elocity>mauvel THEN 1798 ELSE RETUR
N

1760 GOSUB 136@8:y=y+1:805UF 1328:veleocit
yEvelacity+1

1778 FOR i=obju=1 TO objx+l:screenli,obj
yI=@:NEXT i

1788 objy=objy+1:GOSUB 2350:RETURN

1798 shipend=1:RETURN

1688 REM

1E1@ REM ###x+% axplosion wwwes

1628 PEM 3:engines==1i

1838 IF xe<4 THEN xe=4

1848 IF xe>37 THEN xe=37

1858 FOR i=1 70 3:FOR j=ve-1 TO ye+i

1868 LOCATE xe=3,j:PRINT SPACES(T):

1872 FOR d=1 70O 19@:NEXT d

1888 SOuND 1,20@,5,15,.8,8,15

1890 LOCATE xe=-3,j:PRINT".21es:,":

1900 MEXT j:NEXT i

1918 FOR j=ye=1 TO ye+i

1920 LOCATE xe-3,j:PRINT SPACES(7);

1930 screenlxe-3,j1=B:ecreenlue-2,5]1=@:5
creenlxe-1,j1=0:s5creenlne,jl=R:scre
enluet],jl=@:screenlue+?, jI=B:scree
nlxe+3,.j1=@

1948 NEXT :

1958 engines=-1:yellow=B:orange=0

1948 RETURN

19708 REM

1980 REM #%++ phject move wees

1992 IF cbjecttype=3 THEW PEN 3 ELSE PEN

F;

Z0PB ON objecttype GOTO 2@810,210@,201@

2010 GOSUB 231@:0M direction GOTO 2828,2
a3, 2@50, 2060

20Z@ objy=objy-1:6070 Z@4@

2038 objy=abiy+!

2P4@ IF objecttypes1 THEN GOSUB 227R:RET
URN ELSE GOSUB 2468:RETURM
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2858
2R6d
2878

2088

2@%e
2188

2118
2iz@
2138

214

2158
2168
178
cidg

219@
Z2am
221

2220
2230

2240

2258

2260
227a
2288

2290
2308
2318
2328

2338
2348
2358
2368

e37g

2380
2398
2ie
24l
2428
2430

2640
2450
2468
2478

2488
2498
258@
2518
2528

2538
2548

2550
2560

abju=zobja-1:60T0 2878

objx=ebjx+1

LOCATE objx,obfy:1F cbjecttype=1 TH

EN PRINT CHRS(g2); ELSE PRINT CHRS(

g3);

IF screenfobjx,objyl*@ THEN shipend

=1

screenfobjx, objyl=objecttype :RETURN

GOSUB 2618:0N direction GOTO 2118,2

128,2138, 2140

abjyzabjy=1:60T0 2158

objysabiy+1:60T0 2158

objx=objx=1:1F screenlobjx=-1,0bjy]l>

@ THEN shipend=1:G0T0 2158 ELSE 215

8

abjx=abjx+1:1F screenlobjx+1,0bjyl>

@ THEN zhipend=1

GOSUB 2358:RETURN

REM

REM ##%% phject fall wwwaw

PEN 2:0N objecttype GOTO 2198,2238,

219@

1F objvel>maxvel AND screenlobix,ob

jy+11=8 THEN 2258

IF screenlobjx,objy+1]>8 THEN RETUR

N ELSE &05UB 231@

objy=objy+1:1F objecttype=1 THEK G0

SUB 2278 ELSE GOSUB 2468

objvel=objvel+1:RETURN

IF screenfobjx=1,0bjy+11>0 OR scree

rnlobjx,objy+11>8 OR screenlobjx+!,o

bjy#11>@ THEN IF objvel*maxvel THEN
2250 ELSE RETURN

GOSUB d41@:objy=objy+1:605UB 2358:0

bjvel=objvel+1:RETURN

SOUNE 1,208, %08,15,08,0,15:xe=obju:y

e=abjy:60508 181@:shipend=1:objecte

uplode=1:RETURN

REM

REM *wwid phject 1 draw *waw

PEN 2:LOCATE objx,objy:PRINT CHRS(g

2);zscreenlobjx,objyl=1

RETURN

REN

REM ##d%+ object 1 & 3 delete wrwas
LOCATE objx, objy:PRINT" "::screenlo

bjx,objyl=8

RETURN

REM

REM w#2% ghject 2 draw ##esser

PEN 2:LOCATE objx-1,0bjy:PRINT CHRS
C12TV4CHRSC2IZD+CHRE(12T);

FOR io=objx-1 TO objxtl:screenlio,n

bijyl=rock:NEXT i

screenlobjx,objyl=2

RETURN

REM

REM ®#xw phject 2 delete #w#ds

LOCATE objx-1,0bjy:PRINT SPACES(3);

FOR i=objx-1 T0O objx+1:screenli, obj

yI1=@:NEXT i

RETURN

REN

REM ##%% pbject 3 draw weew

FEN 3:LOCATE objx,objy:PRINT CHRS(g

$iescreenfobin,objyl=3

RETURN

REM

REM wwdew display plans #4s#

CL5:G05UB 4@6@:PEN 2

LOCATE 6,24:PRINT CHRS(g2)+" “+CHR

$(g2)+" “+CHR$(g2);

LOCATE 6,23:PRINT CHRS(127)+CHRS(23

TIHCHRECIZTI+CHRS (g2 ) #CHRECIZT I #LHR

S(233)+CHRS(12T);

FOR j=22 TO B STEP =2

LOCATE 9,j:PRINT CHRS(g2);

LOCATE 8,i=1:PRINT CHR$C1ZTI+CHRS(Z

2578
2580

2598
2600

2618
2620

2638
2648
2638

2660

2670
2680
2698
2788
2718
arz2@
2738
2748
2758
2748
Erva
2780
279e
2eee
2818

cazg@

2430
2a4a
2858
2860
2aTe
2aem
2890
2900

2918
2928
2938
2048
2958
2968
2978
2988
2998
igna
g8
ig2a
iazg
igsa
jgse
B0

3ogre

3pes

igse

Ieg

3918

itza

F3I+CHRSC127);

NEXT §

LOCATE 20,16:PRINT CHRECT12T)+CHRS(2
FIVECHRS(12T) ;

FEN 3

FOR i=2@ TO 28 STEP 2:LOCATE i,24:P

RINT CHR$(g3);:MEXT i

LOCATE 2B,23:PRINT CHR$(g3);

LOCATE 28,%5:PRINT CHRSC252)+CHRE(2

SI)CHRE(254);

PEN 1

LOCATE 38,22:PRINT™ ";

LOCATE 1,1:PRINT"press space bar to
continue”

LOCATE 28,4:PRINT™FUEL BASE======- L

LOCATE 21,22 :PRINT"BUNKER":

LOCATE 29,23 :PRINT"====S5TORES"™:
LOCATE 11,11 :PRINT"====== TOMER" ;

IF INKEY(4T) THEN 2788

GOSUB 2T4R

RETURN

REM

REM =eews regenerate Screen sierkd
CLS:605U8 4B6@:REM scene set up
GOSUB 32@@:REM panel set up

GOSUB 15&4B:REM panel display

FOR i=1 TO &4B:FOR j=2 TO 25

DN screenli,j] GOTD 281@,282@,2830
GOTO 2840

PEN 2:LOCATE 1,j:PRINT CHRS(g2);:60
TO 2848
oxt=objx:oyt=objy:objx=izobjy=j:605
UB 2358:objx=oxt:objy=oyt:60TO 2848
PEN 3:LOCATE 4,j:PRINT CHRS(g3);
HEXT j:NEXT 1

PEN 3:GOSUB 1328

RETURM

REM

REM #+# gngine sound sub #awdes

IF engines=1 THEN SOUND 2,tone, 50,4
IF yellow=8 AND orange=@ THEM RETUR
N

IF alarmdelay*@ THEN alarmdelay=ala
radelay=1:RETURN ELSE alarmdelay=3
IF vellow=1 THEN SOUMD &,408,58,12:
SOUND &,388,50,12 ELSE SOUND §,288,
5@, 13:50UND &, 188,58,12

RETURN

REM

REM ##wws refyeling weess

IF fuel<maxfuel THEN fuel=fuel+1@d
ELSE SOUND 1,158,5,13

GOSUB 3800

RETURN

REM

REM *x#% Ffuel gauge filling sewwus
PEN 1:LOCATE 7,1:PRINT STRINGSCINT(
fueled/maxfuel) ,CHREC154));

RETURN

REM

REM *#%% fuel gauge empiying #xka
PEN 1:LOCATE 7,1

IF fuel=@ THEN PRINT SPACES(S);:60T
0 3188

ON fuel/maxfuel*18 GOTO IPB8,3098,3
109,3110,3120,3138,3148,3158,3160,3
17@

PRINT CHRECZ255)+SPACESCL);: :50T0 318
a

PRINT CHREC1S4)}+SPACES(4); :G0OTO 318
a

PRINT CHREC154)+CHRS(255+5PACES(T)
;:R0TO 3188

PRINT STRINGS(2, CHRECI1S54))+5PACESE
1::60TO 3188

PRINT STRINGH(Z CHREC154) ) +CHRE(25S
VHSPACES(2);:G0TO 3188
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LISTING |

3130

EALY'

3158

Eal]

378
3ee
3158
30
3z1e
zee
32ie
izeg
125@
3240
3270
LEE]

BTl
3508
3318
1120
33ig

BELT
LLET )

3350
137

1380
33%a
300
3418
3428
3438
BT
3458
Jhod
isTa
1488
190
1500

518
3528

3530
3540

3558
3568

3578
580

3598
isaa
1410
jaz@
ELEL
ELTY)
3658
3668
L

bLET

3490

PRINT STRINGS (3, CHRSC154))I+SPACES(?
Y;:60TD 318@

PRINT STRIMGS(3,CHRECI54))+CHRE( 2SS
J+SPACES(1);:60T0 3189

FRINT STRINGS(4, CHRE(154)1+45PACES(]
Yi:60TO 3130

PRINT STRINGS(L, CHRS(154) )4 CHRE(25S
1;:60TO 3188

PRINT STRINGS{5,CHRE{154));

RETURN

REM

REM ###x+ panel set up #ekww

PEN 2:LOCATE 2,71:PRINT"FUEL";
LOCATE 13,1:PRINT"ENG"™;

LOCATE 19,1:PRINT"GRABS";

LOCATE 27,1:PRINT"ALARM";

RETURN

REN

REM ##k stranded delay #+é+

IF timestrand>@ THEN timestrand=tinm

estrand=1 ELSE done=1

RETURN

REM

REM ###2+ display scores swimnses
CLS:CALL EBB@3

INPUT "Wwhat is your name ";name$:na
ne$=LEFT$(nanes,9):CLS

FOR i=1@8 TO 1 STEP -1

1F scoretlil » score THEN MEXT i:60
0 341@

FOR i=i T0 1 STEP -1
tempseore=scoret[jl:tempnaneS=namet

$[j]
scoretljl=sscore:nanet$jI=names$
score=tempscore:named=tempnamne’d

NEXT j

PRINT" name"SPACES(T);"score":PRINT
FOR i=1@ TO 1 STEP =1

PRINT " ":nametS[il,scoretlil

NEXT 1

GOSUB 4428

RETURMN

REM

REM =ssawrd scoring seewhinss

PEN 1:FOR =19 TO 29:FOR j=21 TO 24
IF screenli,j1=3 THEN score=score+]

)

MEXT j:MEXT 1

CLS:PRINT"For moving stores you sco
red “;score:PRINT

FOR i=& TO 12 STEP 3

IF screenli,241=1 THEN score2=score
247

NEXT i s

IF scared<t THEN scarelsscoreZ:GOTO
3678 ELSE scorel=scareltscored:sco
red=@

FOR i=4 TO 18 STEP &

IF screenli,231=14 AND screenli+1,2
31=2 AND screen[i+2,231=14 THEN sto
red=scored+h

NEXT 1

scorel=scorel+scored:1F score2<12 T
HEN 3678 ELSE scaref=1

IF screenl9,231=1 THEN scorel=score
142 ELSE 3679

IF scoref=0 THEN 36478

FOR j=22 TO & STEP =2

IF screenl®,j1=1 THEN scarel=scared

+2 ELSE 31678

IF screen(B,j=11=14 AND screenl9,j-
11=2 AND screen[18,7-11=14 THEN sco
rel=scorel+d ELSE 3470

NEXT j

score=scoretscorel

PRINT"For work on tower you scored
“izeorel :PRINT

IF scorel=84 THEN PRINT"Far finishi
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iTaa

e

ivie
iTie
ITeg
i7se
iTen

ir7e

ivee

ired
B
3818
3B2@
ig30

RTY
3450

3840
3870
3880

3899
I9e8

ivig

ivig

3930

3948
3958
1968
3978
Ivee

i0ea
4gaa
L@1a
LE28
4@3m
LAsp
LA5P
LAGE
LaTe
LPER
s@a

418

6118

ng tower you scared 3J@B":PRINT:sco
re=score+38@

IF shipend=1 THEN PRINT"For destroy
ing ship you scored @" ELSE scores

scare+1@@:PRINT"For saving ship you
scored"; SPACES(A) ;108"

PRINT:PRINT:PRINT"Your total score

is™:SPACES(12) 5care

GOSUB 4&2P

RETURN

REN

REM #%##vww ship destroyed #wwwew

xesniyesy:a05UB 1818:605U8 S46@:CLS
:PEN 1

IF fuel=8 THEM PRINT® Your ship ran
out of fuel and then™ :PRINT:PRINT"
crashed." :RETURN

IF objectexplodes1 THEN PRINT™You d
ropped an object, it exploded and™:
PRINT:PRINT"the radiation destroyed
your ship.":RETURN

PRINT"You crashed your ship.”

RETURN

REN

REM ###2uw ship safe #eswss

PEN 1:1F x<19 OR x>28 OR y<21 THEW

outside=1:60T0 3918

FOR =17 TO 3@

IF screenld,283<rock OR screenli,25
l<rock THEN 3918

MEXT 1

FOR j=28 TD 25

IF screenl17,jl<rock OR screenl3@,)
l<rock THEN 3918

NEXT j

IF count=@ THEN CLS:PRINT"Congratul

atiens your ship survived the":PRIN

T:PRINT™solar flares.":RETURN ELSE

RETURN

shipend=1:xe=x:ye=y:G05UB 1810:CLS:

PEN 1

IF autside=1 THEN PRINT “Your ship

was caught outside the bunker®:FRIN
T:PRINT"when the selar flare occurr
ed and so was":PRINT"destroved.":RE
TURN

PRINT"The bunker door was open when
the solar™:PRINT:PRINT"flare occur
red and so your ship was":PRINT:PRI

NT"destroyed.”

RETURN

REM

REM wwdik dogor whdaddk

IF door=1 THEN LEE0

IF y<22 OR y»>23 OR x<29 OR x»31 THE

N IF screen[3@,221=8 AND screenl3d,

231=8 THEN 4D@@

RETURN

GOSUB &3B@:door=door+-1

IF door=1 THEN fills=143:fillas14 E
LSE fills=32:filla=@
screen(3@,22]=fillasscreen(38,23)=1f
illa

PEM 1:LOCATE 30,22:PRINT CHR$(fills
V;:LOCATE 30,23:PRINT CHRS(Fills);
RETURN

REM

REM #%#%% gcene set up tekdis

PEN 1

FOR 1=1 TO &@:screenli,1l=rock:scre

enli,25)=rock:LOCATE i,25:PRINT CHR
$(g1)::NEXT i

FOR §j=15 TO 23:screenl1,jl=rockzLOC
ATE 1,j:PRINT CHRS(g1); :MEXT j

FOR i=2 TO 23:screenf1,il=rock:scre
enld@,i)=rock:LOCATE £0,7:PRINT CHR
$(g1);:HEXT 1

FOR i=36 TO 3%:FOR j=2 TO 15:screen

4128

4138

4148

4158

LT

4178

4180

L1508

L2ee

4218

sZ2@

4230

4240

4230

L2460

278

L28@

4298

43a@

4310

4328
43318

L3sg

4358

L340
&378
388
L3598

4408
L@
Li2e
4430

444l

4450
[TV
L&TH
L4ER

[i,j)=rock:LOCATE i,j:PRINT CHRS(g1
J:tNEXT j:NEXT i

FOR 1227 TO 32:FOR j=6 TO 2P:screen
Ci,jl=rock:LOCATE i,j:PRINT CHRE(g1
J;tNEXT j:MEXT i

FOR j=16 TO 18:LOCATE 32,i:PRINT CH
R$(32};:screenl32, j1=@:NEXT j
LOCATE 33,19:PRINT CHRS(gT)+CHRS(g1
V#CHRS(g1);sscreen(33, 19]=rock:scre
enl34,19)=rockscreenl35,19]=rock:s
creen[38,221=@:screenl30,23]=8

FOR j=8 TO 24:LOCATE 2,]:PRINT CHRS
(g1);:screenl2,jl=rock:NEXT j
LOCATE 16,24:PRINT CHRS$(g1);:screen
[18,24]=rock

FOR =19 TO 24:LOCATE 17,i:PRINT CH
R$Cg1);iscreenli17,jl=rock :NEXT j
LOCATE 17,18:PRINT CHRS(Z23);:5cree
nl17,18]=rock

FOR i=18 TO 26:LOCATE 1,28:PRINT CH
R$(g1);:screenli, 28]=rock:NEXT i
LOCATE 18,21:PRINT CHRE(220);:scree
nl18,21]=rock

LOCATE 18,19:PRINT CHR$(223);:5¢ree
nC18,19)=reck

LOCATE 26,19:PRINT CHR$(222);:scree
nl26,19]1=rock

LOCATE 15,24:PRINT CHRS$(222);::s5cree
nl15,26)=rock

LOCATE 16,23:PRINT CHRS(222);::5cree
nl16,23]1=rock

LOCATE 16,26:PRINT CHRS(223);:scree
nl18,28]=rack

LOCATE 38,21:PRINT CHRS(g1);:screen
[3@,211=rock

LOCATE 29,21:PRINT CHRE(Z21);:s5¢ree
nl29,21]=rock

LOCATE 29,26:PRINT CHR$(222);:5cree
nl29,24]=rock

LOCATE 30,24:FRINT CHRS(g1);:screen
[3@,24]=rock

LOCATE 6,25:PRINT CHRS$(143);:LOCATE
F,25:PRINT CHRECT143); :LOCATE 12,25
:PRINT CHR¥(143);

IF door=1 THEW PEN 1:door=-1:G05UB
3968

PEN 3

FOR i=3& TO 39:LOCATE i,5:PRINT" ";
sscreenli J)=@:NEXT i

LOCATE 36, &:PRINT CHRE(143)+CHRE(2D
FI+CHRE(143)

FOR i=3&6 T0 38:screenli,6]=13:NEXT
izgereen [37,41=12:L0CATE 39,4:PRIN
T "rzscreenl39,41=12

RETURN

REM

REM ##xwsds delay sdwwwuw

FOR del=1 TO SE@:MEXT del:SO0UND 1,28
g,10,13

RETURN

REM

REM ##%% gpace bar #vs

LOCATE 1,25:PRINMT"Press space bar t
¢ continue"

IF IMEEY(4T) THEM 44&@ ELSE CLS:RET
URN

REM

REM #wwddk shut down weees
engines=s=T:yel low=@:arange=@

RETURN

ACU
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| SUPERCHARGE

YOUR AMSTRAD.

‘SUPERPOWER' SIDEWAYS ROMCARD FOR
THE AMSTRALD
This unit apens up o whole new field of
i sanal co mputing, previogsly on |y available
to owners of the BBC Micro and ather top of
the range computers
Rem bosed software iz instantly available from
fhe keyboord ond being written in machine >
code s very fast in operolion
The SUPERPOWER SIDEWAYS ROMCARD
‘Rt A10T! hus the following features
I".n"ll;;h'_iung [:.{;':.E.'_, with ea 5I|}' detachable cover,

Fits 'srlugl}' ta reqr of computer.
Bus extension for fitting of Disk Interface o
other units. Houses up to 7 foreground
or background Roms - ony mix of BK ond 16K

Simple selection of programs fram Keyboard
< BAR > Mail etc. No odditional power-supply
necessary, Additionol cords can be
daisy-chained for further copocity.
HIGH GUALITY BLAMNEK EPROMS AVAILABLE,
These are 200 nanasecend devices, the speed
recommended by AMIOFT,
BK Eprom £ 7.95 [Ref A104). 16K £11.95 [Ref A105).
LMIQUE INTRODUCTORY OFFER
Until 300 June the SUPERPOWER ROMC ARD
will anly be available by Mail Order We are
giving aweay a 16K Eprom fworth over £10)] with
all orders received by that date. Moreowver, this
will contain a FREE copy of Micro Power s highly
accloimad ‘Ghauls' progrom to demaonstrate
the instant nature of Rom- based Software

ROMCARD Ref Al01 £

SUPERPOMWER SIDEWAYS 39 95

SUPERPOWER" MAILING LIST [AMD CLUB

SUPERPOWER' ROM BASED SOFTWARE
A complete range of Rom-bosed grograms is
under development, releases being plenned at
the rate af twao per month, starting in June
Available from June 15t are the M|:ri|ing ListClub
Membership progrem plus the Disk User s >
Uilities Rom
Later releases will include Werd Processor,
Sprecdsheet, Database and Grophics/Printer

MEMBERSHIF| FROGRAM IREF A102)
The progrom hanedles very large lists of names
and oddresses an o seleclive bosis, acts 0s o
simple Databiase, and is porticulary suitable for
Club Membership records. The main features
ore as follows:- Eoch Record con contain up to
19 fields, those fo appear on lobels being
userselectad . Variable length fields are used 1o
optimise memory and disk space
In praoctice, approximately 2000 recards
containing nome and address and rwo non

routines pockages - with dofa interchange
facilities - PLUS an Enhonced Basic/Toolki
program and a Machine Code Manitar

SUPERPCMWER MAILIMG LIST
ond club membership

PROGRAM [Ref AI02) £3?95

label fiekds can be held on one side of a disk.
Multiple double sided disks ore cotered for. Each
record can have up to 20 clossification indicotors
When used os Memhership List, 1% can be

A screen report gives breakdown
by categories. Printing options include Label fields
only, and Total Record including classifications.
Label can be of two standard sizes or user defined
Program works with any porollel printer
Alphaobatical Order is dealt with on Entry. User
choice of Keyword eqg, ) ohn or °3" mith
The Mame Febd can be searched for the first
part or the whale of o keywerd. The whobe file
can also be searched for any string. Theee is
sophisticated ine and character edifing, incleding

nominated for monthly subscription reminders.

SUPERPOWER' DISK USER'S UTILITIES ROM
({REF A10:3]

This program allows detoiled inspection and
medification of information held on disk, It is of
particular wse in the recovery of data frem
corrupted disks. Individual sectars con be reod
from ond written to. All data con be output to
the screen andier printer. The pragrom also
containg a number of functions of vse to the
aisembly languoge programmer
Mgin Functions

change of keyword. Function Keys can be defined

to give single key entry of commanly used siring
2.g. ‘Membership Mol In Entry mode an

outematically incrementing number is available,

SUPERPOWER DISK USER'S
UTILITIES ROM (Ref A103] £ 39.95.

FILELOAD - loods first sector inte buffer and
remainder into memory for fast access later,
READ - reads o sector into the buffer and

entars Edit Mode.

Foreground and Background colowrs con be
seleciad

e ———

]

EDIT - displays the current buffer. Data
disployed is Butfer Address, Hexadecimal
representation of each byte and ASCI

representotion of each byte
Depending on mode selected, display is of
12 or 24 lines of 8 or 16 bytes.
madification of Hex numbers, changing the
ASCH outomatically and vice verso.
comprehensive cursor confrols for easy

editing.
FIMD - can search a sector or tatal file for an
ASCH siring.
WRITE - writes o seclor previously reod by
READ ar FILELOAD.

DEALERS! SuperPower represents an exceptional profit opportunity. Ensure your
part ot the actien by becoming o SuperPower Advice Centre and Stockist and
benefiting from our dealer support package. Contact Eileen Garfield on 0532

434006.

>

CATALOGLE - similar to AMSDOS cotologue

IMK -~ Select Background and Fareground Colours,
ROM CHECK - lists all sidewoys Roms, giving

OTHER DISK COMMANDS - Access to other

Calculate the Sum and Difference of two hex

SUBSIDIARY FUNETIDNS o

MODE - Select 40 col.12 line display or
B0 12, 40V24 or BO/ 24

Pasiticn, Foreground or Background, Name,
Version Mo. etc

commands such os Format and 'l-"eri'f'y is
provided directly from the Rom.
ASSEMBLY PROGREAMMER S AIDS.
Disassembler. Relative Jump Calculator.

numizers. Hex to Decimal Conversions
and vice versa. Inteligent Capy.

ROM-BASED SOFTWARE

you wish.’ru purchase. E"—"Y_D” FULFILS THE PROMISE OF YOUR AMSTRAD.
Access/Visa card by staling e

your card number or write
endeosing o cheque made payable to: Micro Powerlid. Please add 95p to your full

Sevwnr sol e Iropm e Moo Powes cegonicsan

HOW TO ORDER Phone or write to: The SuperPower Project Manager, Sheepscar
House, Sheepscar Street South, LEEDS LS7 1AD. TELEPHOME [0532) 434006.
State your NAME and ADDRESS and the REFERENCE MUMBERS of the praducts

orderamountto coverpostand packing.| ACT NOW TO SECURE YOUR ORDER
AND YOUR INTRODUCTORY OFFER. (Mo cheques received will be banked
before your order is despatched )

KEEP UP TO DATE Phone (0532) 434006 to join our mailing list and receive regular bulletins on new products and release dates.



PROGRAMMING |
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Writing Adventures

What I have been trying to give you over the last
three issues is the core of an operating system for an
adventure game. Part 1 described how to map out
‘your’ adventure game's locations and how to add
objects to this world and so create the beginnings of the
puzzles so very necessary to an adventure,

Part 3, last month, gave you a system where you - and
the eventual player -will be able to issue commands to
the computer. The system given was a compromise
between the rudimentary VERB/NOUN only inputs
found on the original adventure games and the highly
sophisticated routines available on a few of the latest
games.

I have stressed the importance of writing down on
paper, full and detailed lists of all the words that you
wish the program to recognise. This month you will
begin to understand why. Writing an adventure game
is enormous fun (even more so when you have
completed it) but it is not to be entered into lightly nor
without adequate preparation. This month we will see
just how good your preparation hasbeen.

The command routine is only a development of the
more simple system; mainly with user friendliness in
mind rather than offering a command structure that
will act on complex sentences. Whilst the later may
seem a goal to aim for, it has many serious drawbacks,
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both in memory requirements and speed of response
when written in BASIC.

The system used so far, has been for you to stick to the
line numbers given in the articles, with occasional
updates as may have been necessary as the program
developed. That still applies to much of this and future
articles, but this month, we will reach some areas that
will be unique to ‘your adventure’ and so you may have
to use my line numbering more as a guide than a
command.

We finished up last month with routines that would
enable the computer to recognise up to a three word
input command. This thoughtfully ignored such
‘linking words’ as THE, A and TO, or of course any
other words you felt should be treated in this way (line
1625).

Having analysed the input and given each word a
unique ‘number’ we now have to begin actioning the
command. Although we have permitted the input of
VERB-MODIFIER-OBJECT, we can accept a range of
single word commands and generally operate on just
the verb and object. The modifier (adjective or adverb)
will for the most part be ignored. Its inclusion is to
enhance the appearance of the inputs accepted (user
friendliness!) and occasionally to add variety to the
puzzles - GET LARGE KEY or RUN QUIETLY
SOUTH ete.

Initial checks...

Having accepted the words of an input command we
must find out whether they make sense. Because the
words SOUTH and SWORD are both acceptable to the
program, it certainly does not mean that the
combination SOUTH SWORD will have any sensible
meaning!

We first pass the words through a short validation
routine starting at line 2100. The most often used
commands are movement commands, and although
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we have already sifted out the single key and single
word commands we must still allow for people that are
in the habit of typing GO EAST etc.

26BREM** LIST =23
269REM**VerbandObjectsynonims
2TORESTORE 13000

275 FORIX=1TO16:REM** Numberof verb
synonims

2B0READSVECIX) :NEXTIX

285 FORI%X=1TO13:REM**Numberofobje
ctsynonims

290READSNXECIX) :NEXTIX

2099 REM*xValidate

2100 1F (VX=340RVE=T6O0RVY=62) ANDNZ
>108 THENQS(1)=LEFTS(WS(3),1):60T0
2000

2105 IFN%X>BS ANDN%<99 THENN%Z=SNX(N%-8
5)

2110 IFVE>60 THENVX=SVE(VX-60)

2115 REM

2120 REM

2125 1FNX=33AND (AX=160RAX=17) THEN
NZ=10ELSEIFNX=33AND (AX=1D0RA

%=26) THENN%Z=31ELSEIFNX=33 THEN
CLS#3:LOCATE#3,2,2:PRINT#3,"Ak
eyisakeyisakey...":G0T0960
2130REM

2135REM

2140 IFNX<Z2 THENIF COPXC(NX)<>LXANDO
PECNZ)<>0ANDOPX(NX)<>=1) OROCK(N
R)>LTHENCLS #3:LOCATE#3,2,2:PRIN
T#3,"Canseenothing likethat her
...":G0TO960

2145 REM

2150 REM

2155CLS #2:LOCATE#R2,2,2

2160 IFVX>41 THENZZ210ELSE 2200

2199 REM**DirectiontoVerbroutines
22000NV%X-15G0T05600,5700,5800,5900,6
000,6100,6200,6300,6400,6500,6600,6
700,6800,6%00,7000,7100,7200,7300,7
400,7500,7600,7700,7800,7900,8000
22100NV%-40GOTOB100,8200,8300,8400,8
500,8600,8700,8800,8900,9000,9100,9
200,9300,9400,9500,9600,9700,9800,9
850

12999 REM**Synonimdata
13000DATAZ24,34,16,16,35,33,43,27,29,51
,16,16,32,48,55,34
13010DATA22,16,16,12,33,52,28,11,29,13
+26,25,25

Line 2100 looks to see if GO, WALK or ENTER
(V9%=234 etc.) have been used in combination with a
word from our object list having a number above 108
(N, E, U, NORTH etc). If this is the case then the first
letter of the object word is stripped off and the program
directed to the single letter routine at line 2000.
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Lines 2105, 2110 check to see if the object or verb
numbers represent synonyms (remember we put all
synonyms in separate blocks within our verb and
object lists). If the number represents a synonym then
N% or / and V% is reassigned the number of the prime
word by using arrays SN%() and SV%(). These arrays
were filled with the appropriate numbers in the
routines at lines 270 - 290, using the data held at lines
13000 and 13010.

Line 2125 looks to see if the object KEY (N%=33) has
been entered, if it has been used with an acceptable
modifier (LARGE, IRON, SMALL or CURIOUS) then
the program knows which key is meant, and reassigns
N% with the correct number (10 or 31). If an
unacceptable modifier has been wused then a
nonsense/hint message is printed in window 3 and the
program returns via a delay (line 960) to the input
request at line 1500.

The REMs at lines either side of line 2125 are left in
case ‘you’ have other special conditions to be checked
before the program continues.

Line 2140 checks to see if an object is either at that
location (L%), is in the player’s possession (OP$()=0),
is worn (OP%()=-1), or is visible (OC9%() less than 4), If
none of these condition are met then an appropriate
message is printed in window 3.

Note that this is the same message as one of those
that is displayed if the object word is not understood at
all (lines 640-650). This is on purpose, so as not to give
away the fact that the word has been recognised.

These conditions having been met, some response
will have to be made. To prepare for this, line 2155
clears window 2 and determines that printing will
appear on the second line down (LOCATE #3,2,2).

Note that if a line of text extends past a full screen
line then LOCATE only locates text vertically and
does not locate text horizontally as you would expect.
Hence the leading space incorporated in single lines of
text.

Having completed our initial checks, the program is
directed to the routines associated with the VERB
entered in the input command - lines 2160, 2200 and
2210. The routines are split into two lines because
there are too many of them to type onto one line.

In my program, there are 76 words recognised as
verbs, but if you look back to last month’s listings
(lines 14000 and 14010), you will note that the first 15
are reserved for single word entries - hence the
subtraction of 15 from V% in line 2200.

Action all the way...

Obviously the choice of verbs and their action within
‘your’ program may well be different from the way that
I might use them. This is something that you will have
to work out for yourself. What I can do is go through
some of the more likely commands and hope that these
examples will not only help you to understand my rou-
tines but will give you a working understanding of
what to look and plan for in yours.
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The most used command (after movement) is that for
GETting or TAKEing something, so let us look at
what this routine is likely to entail. GET is my 23rd
word in the verb list and if you work from lines 2200
and 2210 you will find that this routine starts at line
7200. TAKE’s synonym, is number 73 but has been
changed to 32 inline 2110.

We start in line 7200 by deciding what objects may be
got. The first 31 items of the object list may be taken,
providing the conditions are right. Objects 76 and 77
(OIL and WATER) are treated as a special case.

654 REM** LIST - 24

655PRINT #2," WHAT ! You_re joking...Thi
sissupposedtobeagameof logic
anddeduction...Youarenotonco
urse...":G0T01500
T199REM** Get ,Take

7200 IF (NX>31ANDNX<74) ORNX>108 THEN
655

7205REM

7210 REM
T215IFNX=7T60RN%=77 THEN 9900
T220IFNX=16ANDOPX(8)<>-1THENPRINT
#2,"Thethorns haveapoisonthat
provesdeadly tohumans...":60T0
16000

7225 1FLX=13ANDFX(2)=0THENPRINT#2,
"TheTrollwillnot letyou take th
em!":G0T01500

7230 REM

7235REM

T240 IFNX>98 THENTZ2TS

T245 IFOPX(NZ)=00ROP%(N%X)=-1THENPRI
NT#2,"You_vealreadygot THAT...":
GOTO 1500

7250 IFCX>4 THENPRINT #2,"Youarecarr
yingall thatyoucan...":60T01500
7255 REM

7260 REM
7270PRINT#2,"0K...Carried":0PX(NX)=0:C
%=CX%+1:G0T0 1500
7275PRINT#2,"":FX%=0:FORIX=1TO031:1IF
CX»4 THENI%=31:60T07285
TZBOIFOPX(IX)=LXANDOCXCIX)=1THENOP
ACIX)=0:CE=CX+1:PRINT#2,"0K...Car
ried":FisFi+1

T285NEXTIX:IFC%>4 THENPRINT #2," You
arecarryingall thatyoucan...":
GOTO1500

7290 1FFX=0THENPRINT #2," Seems tobe
nothingtheretotake," :PRINT#2:P
RINT#2," Youmay havetobemores
pecific!":GOTO1500ELSEGOTO 1500

The remaining object words that are understood
(such as COURTYARD, RIVER, the object synonyms,
and NORTH, SOUTH, etc.) are not items that one
would expect to pick up. Even so, some people may still
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try to do so. For them we will provide a sharp reminder
at line 655. This message will be used by nearly every
routine in response to unwelcome or silly input
commands.

Line 7215 reacts to OIL and WATER by sending
program operation off to their own special sub-routine
at line 9900.

Eventually we will probably allow the object chosen
to be TAKEn but first we must check for any special
cases.

Line 7220 checks to see if the adventurer is wanting
to get the ROSE (N%=16) and if he is wearing the
GLOVES (object 8), if not (OP%(8)<>-1), then
poisoning and the death routine at line 16000 will
ensue.

Line 7225 checks for the Troll’s location (L%=13) and
also to see if he is alive (flag F%(2)=0). If so, you are
not permitted to take anything!

The REMs merely indicate where you may add
further conditional lines of your own. Line 7240 looks
for ALL and EVERYTHING and directs the program
tothisroutine at line 7275.

Line 7245 checks to see if the players are asking for
something they already have (or are wearing). Line
7250 ensures that only up to five items may be carried.
A ‘greater than’ condition is used because this allows
small items to be hidden inside others that may be
picked up (discovered later) AND retained. If more
than five items are already being carried, the program
merely stops any more being taken.

Now that all the checks that we can think of have
been applied, line 7270 transfers the object’s location
to that of the player (OP%(N%)=0) and increments the
number of objects carried (C%).

Finally the routine for GET ALL from line 7275. A
flag is set to count the number of items taken (F%). A
FOR...NEXT loop cycles through all available objects
to see if they are present, and if their ‘Class’ is 1, then
providing the permissible number is not exceeded,
they are then added to the player’s possessions.

If F%=0 then a message is displayed saying that
nothing has been taken, but with the rider that the
player may have to be more specific. This is a simple,
ambiguous way to cover situations where an object
may be seen but not taken (i.e. where the object’s Class
is not 1: such as our poisonous rose!).

Youdon’t know whereit’s been...

Having just picked something up, you may wish to
put it down again. This is quite a short, simple routine
with (in this example) no conditions set to prevent
anything carried being put down.

669BREM** LIST-25

6699 REM*%Drop, Put

6700 IF (NX>31ANDNX<T4) ORNX>108 THEN
655

6705 REM
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PROGRAMMING

6710 REM |

6715 IFNX=T60RNX=77 THEN 9900

6720 IFNX>98 THEN 6750

GTZ5 IFOPRE(NX)<>ODANDOPX(NX)<>-1THEN
PRINT #2,"Youcannotdropwhat you
don_tcarry!":60T01500

6730REM

67T4L0REM

6745 PRINT #2,"0K...Dropped" :OPX(NX)=LX:
C%=CX%-1:60T01500

6750IFCX<1 THENPRINT #2,"Nothing tod
rop... :G0T01500

6755 PRINT #2,"":FORIX=1T031

6760 1FOPX(IX)=00ROPE(I%X)=-1THENOPZ
(1%)=L%:CH=CX%-1:PRINT#2,"0K...Dro

pped”

6765NEXTI%X:60T01500

Line 6700 is our general reply to the silly command
such as DROP WEST etc. Line 6715 again diverts OIL
and WATER to their own sub-routine at 9900. Line
6720 redirects the program to line 6750 on the
command DROP ALL.

Line 6725 checks to see if the player has actually got
anything to drop. Again REM lines are there for any
additional conditions that ‘you’ wish to set. Line 6745
carries out the command transferring the object’s
location, and decrementing the number of items
carried.

Lines 6750-6765 utilise a FOR..NEXT loop to
ascertain what is being carried and relocating all
items carried to the present location.

Look around...

After GET the most used command is EXAMINE. This
not only amplifies an object’s or a place’s description,
but often alters the conditions of some items present.

The object list is compiled in such a manner as to
make the condition of whether an object can be
examined, easier to determine. Line 6900 prints our
standard message (line 655) if something like
EXAMINE SOUTH is entered.

Next those items in the first section of the object list
(up to number 20) are dealt with in line 6902. These
have no special significance when examined and a
simple message is displayed.

ngspecialcatchestheeye":60T015

oo

6908 REM

6910 REM

6912 IFNE>60ANDNE<TL THENPRINT #2,"1
havefar-sightandhind-sight...":
PRINT#2:PRINT #2," but, Iseenoth
ing!":G0TO 1500

6914 REM

6916 REM

69185%=N%-20
69200NSLGOT06922,6924,6926,6928,6930
,6932,6934,6936,6938,6940,6942,6%44
,6946,6948,6950,6952,6954,6956,6958
,6960,6962,6964,6966,6968,6970,6972
,6974,6976,6978,6980,6982,6984,6986
,6988,6990,6992,6994 ,6996,6998

6940 IFFX{1)=1THENPRINT#2," Theburn
ishedbladerevealsapictureof
adragonwithinamagicalsphere...
":6OTO1500ELSEPRINT#2," This fi
neweaponhasbeenleftunusedan
duntended for toolong...":G0TO15

00

6952 1FLE=240RLE=25 THENPRINT#2,"T
heboat is longandblack. Thereis
amandressedinablackcloakwi
thadeephoodsittingguietly
alongside...perhapsheisthefer
ryman...":60TO1500ELSEGOTO 665

6960 IF LE=4 ANDOCKC(30)=5THENPRINT #2
;" Thereisapileofredcloth,un
deritityousee:aswordandal
argekey!":0C%(10)=1:0C%(30)=1:60T0
1500

6961 1FLA=4GOTO660ELSE 665
6972PRINT#2,"NYMPH" : GOSUB 960
6992PRINT#2,"WALL":G0TO960

659 REM** LIST~ 26

660 PRINT #2," You_rewasting time, you
havealreadysearchedthisplace..
.":G0TO 1500

6899 REM**Examine, Search

6900 IFNE>77 THEN 655

6902 REM

6904 REN '

6906 IFNA<21 THENPRINT #2 ,W8(3);"...EX
AMINED:=":PRINT #2:PRINT#2," Nothi
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The next section to come under scrutiny are those
objects that do not have any special significance and
neither do they have any object description (data lines
12000-). This means that we have no way of easily
checking that the object referred to is at that location.
Hence the somewhat ambiguous but not unreasonable
response in line 6904,

One mark of a good adventure game is its ability to
apparently deal sensibly with awkward commands. If
the response does not ‘jar’ on the player, you are half
way there. Watch out for such responses - for instance,
try not to give singular replies to plural questions.

An ON..GOTO command is used to direct the
program to the right response for our chosen objects in
line 6920. S% is adjusted in line 6918 so that object
number 21 (the first ‘examinable’ object) will have its
message at line 6922, the first of the ON...GOTO line
numbers. Again the REM lines are for any additional
conditions that ‘you' may wish to set.

It is somewhat easy to get lost with all those line
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AMSTRADDRAGON-SPECTRUM-ORIC-1

The Saga Begins...

In a world cursed by
the Evil Sage, in a land
where magic is reality,
only the lowliest traveller
can become the mightiest
hero and possess THE
RING OF DARKNESS.

Wintersoft proudly
present an epic adventure
played in superb high
resolution colour
graphics. In THE RING OF
DARKNESS you become a
lone traveller in a cursed
realm, where brigands
and bandits seem free to
attack innocent
-farers, and foul, ewl
creatures have infested
the darkest pits. Create a
character and travel the
vast, enchanted land.
Trade in many towns,
seek employment from
the local king, and
explore the deep, dark
three dimensional
dungeons in your quest
for Shedir, THE RING OF
DARKNESS.

May luck travel your
path.
“The most impressive

adventure tested. ..” vour
COMPUTER.

n

“’An astonishing
program.”’ sOFTwWORDS

“The map is very la
-10000 mms-?ndrge
there is a large variety of
objects, weapons, spells
and places to explore (it
would spoil the game to
give any more away)"”
MICRO ADVEMTURER.

“A rich, fantastic
tableau... it will
undoubtedly take many

hours to fulkil.” rersonal
COMPUTER NEWS

DEALERS PHONE
01-367 5720

30 UPLANDS PARK ROAD
ENFIELD, MIDDLESEX,
EN2 7PT

AMSTRAD CPC 4564
The Ring of Darkness . . . .

DRAGON 32
TheRingofDurknEss...............
RefurnoF’rhERing. 1 s T e e T, e
DragonTrek. ..............

SPECTRUM 48K
The Ring of Darkness .

ORIC-1 48K
The Ring of Darkness . ICHOPA - S =
Operation Gremlin. . . £6.95

PRICES INCLUDE P&P, VAT, AND OUR LIFETIME
GUARANTEE.

SELECTED TITLES AVAILABLE FROM

LARGER BRANCHES
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Filla Form and Wina Desk.

What do you want from Amstrad Computer User and from the user club. Here is your chance to shape the future of
the magazine. Fill in the survey below and send it in to us, the page folds up into an envelope. Shinecrest have given
us two of their very smart desks worth nearly £70 each. The first two completed forms to be drawn at random on July
30th will win a desk. Good Luck

Fie TINVBEIREE sy oo e e s W T M 0 8 S B o S i il
B TR e T O e T e e e A S R A e AR

2. Age:Under120 13-160 17-210 21-300 30-590 60+0

3. DoyouownanAmstrad Computer? 66400 4640  NoO

4. Ifyeshowlonghave youhadit? 3Monthsorless, 0 6monthsO 9monthsO 12 monthsO

b. Isthe Amstrad yourfirstcomputer. Yes] Noll

6 [Inotwhat was your previoUs COMPURET oo am s i A s e s i e s

7. Areyouamemberoftheuserclub? YesOO Noll

8. Doyouintendtojoin/renew Yesll NoO

9. [fyouranswerto (7) was No was it that you found it too expensive Yesl No[ orforsome otherreason .....

10. If youranswer to (7) was Yes do you think you get good value forthemoney YesO NoO

11. What added benefits would you like to see the ClUD OFfer ...t e ere e e
12. Which peripherals do you own
DDH1O  FD-1O  Printerd MedemO RS23200 Other

13. Which do you intend to buy in the next year
DDI1O  FD-10 Printerd ModemO RS2320  Other v iee s srs s s rssnns (please specify)

14. How many commercial programs do you own on tape. (Excluding 12 pack Software) ...........occoooveeeevecreeseeenens

.................................................. (please specify)

15. How many commercial programs do you own ondisc ..........ccccceeeeecennn) e R
16. What is your favorite program

17. Which issues of thismagazinedoyou have 10 20 30 40 50 60 70

18. Which other magazines do you buy regularly. 19. How would you like the mixture of the contents of the
magazine to change. Rate each of these topics in order
of importance from 1 to 10 (10 being the best, 1 the
worst)

al Personal Computer World [0 | al Basicprogrammingarticles (like the Musical Amstrad) .
bl Your Computer O | b} Programlistings ......ccccvveeminiieeciisnsnsonienn, e ——
¢) Computerand Video Games [0 | cf Games software reVIEWS ......c..cccoiiiviinmasinisssssosessnes
d) Computing with the Amstrad WOl R R e s ———

W

L]

O

e} Hardware projects
f)l Howtouse Discs

el Popular Computing Weekly
fl  Home Computing Weekly
gl Electronics and Computing Monthly

.........................................................

B Uher sasiassm s (Please specify) | h) Makingthemostof CP/M ..........c.coieeiiieniieeeeeee e,
i} Machine code programming articles ..............c.c.......
I oINS o e

20. Doyou typeinthe program listings

Neverd Occasionalyl] Sometimesd Oftend AlwaysO
21. What new field would you like to see the magazine incorporate

..........................................................................

Tick this box if you do not wish to be added to amailing list. O
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> DATASTAR QUALITY

<\ Atdown to earth prices.

When it comes to *a
@ | printers, whichever way —g
you look atit, we've got
 ine \owest prices, the
Y widest range and the
| best back-up service in
L the country.
@ | ‘What you won't get from
\ us, are special gifts, or
&8 ' ‘alse promises — just
\hunes‘t value and a fully

Quaranieaed atter-salas
HerJyice

&

SPECIAL OFFERS | .

Brother — M1009 r£173.88 - VAT — £188 85

L
50cps @ bi-directional @ logic seeking @ 96 chars plus international and Il'l. =
graphics & 9 x 9 matrix. \

Gemini 10X £189.85 -+ VAT — £218.3a \®

& 120 cps. @ bi-directional @ In?ic seeking @ friction, tractor and roll \
holder standard @ down loadable cha racters @ ultra high resolution @ \
80 cols. @ IBM PC version available. \

by Canon PW 1080A £265 . vi—£304 15 :;

Near letter quality @ 160 cps @ bi-directional @ 96 chars. plus graphics
@® 5 print sizes @ 11 <9 matrix @ 23 <18 NLQ matrix

GCOMPLETE RANGE

< | DOT MATRIX DAISYWHEEL
PRINTERS

& Canon PW 1080A £265 +vaT—5304 .75 Brother HR15 Rina f :
Epson RXBO £198.95 + vat = £228.79 :amtmrfarﬂ :-L‘uhsc'\:'f::l?s ﬂﬂfﬂfﬁs

. 1BCPS P i /
Epson AX80 F/T £228.95 4+ var — £263 .29 ;E‘f mp’{‘fii’f.g?nﬂ T Colotr DT
o erndraris
@ |\ Epzon FXB80 £319.95 + yar = £367. 9.4 RS2A2 or Cantronics
Canon PW 1156A £359 95 +vaT=E413.99 Juki 67100 £325 + var —

L] : 20 CPS max £373. 75
Star Geminl 10x £189 .95 + var = £2718 44 Dlablo protocols Boid & ahagow prinbng

‘ 0 g.u 1o wrrdaclinin Subscriorn &

Star Daella 10 £319 .95 4+ var — £367 .94 Standard 2k buffer - oy BEREIRERAR S
4 \Siar Radix 10 £498 95 4+ vatr = €573 79 Comprenansive ussEfriandiy manual o

1 yeaar parts & labour warrarnty

Cables @ Paper @ Ribbons @ Sheet and tractor teeders
& Interfaces "1 L

| Ifyou have any technical queries or want our |latast prices | g
please telephone: \

| -
Credit card hot line... 01-482 1711 | e

Please add ©10 for delivary,
wa guaraniea 48 hour
delivery from paymant .
Parsonal callers wealcome .
We're at the junction of
Camden Road, near the
railway bridge . Anytiime
9.00am to 6.00pm Monday
1o Friday 10 .00am to
1.00pm Sunday .
Export and dealer enquiries
welcome. Post your order
with cheque 1o

Datastar Systems UK

Unicom House, 182 Royal Ealle%e Street, London NW1 9NN
Telex 295 931 Unicom G elephone 01-482 1711




Meet the Gang!

ST EVER MULTI-ROLE ARCADE ADVENTURE

Includes Hit Single on reverse “Everyone’s A Wally” performed by Mike Berry

MIKRGIGEN

Commodore 64 £9.95
Amstrad CPC 464 £9.95

44 The Broadway, Bracknell, Berks. 0344 427317



PROGRAMMING

numbers in line 6920, so I would draw your attention
to lines 6972 and 6992. These are there so that I could
verify that I would get the correct responses.

There are no conditions set in these two lines, so I
only have to RUN the program and type in EXAMINE
NYMPH or EXAMINE WALL. If the correct line
numbers have been chosen, then an echo of what was
typed in will appear on the screen. A similar system
may be used to check the line numbers in 2200 and
2210.

Let us look at a few examples of the ‘examine
responses’:

EXAMINE SWORD - line 6940, if the sword has been
cleaned (F%(1)=1) then one message is given but if it
has not, then the second message is displayed. There is
no need to check if the sword is present as this was
donein line 2140 above.

EXAMINE FERRYMAN - line 6952, checks to see if
the player is at location 24 or 25 and if true, describes
him, If not at these locations, our general purpose
response at line 665 is used again. The check for the
location is necessary because the ferryman is not part
of our object data - he is only mentioned in the location
description.

EXAMINE COUNTER - line 6960, checks to see if
you are in the right location (L%=4) and also the
‘Class’ of object 30 (the sword). If the sword is still
hidden (OC%(30)=5), then the sword and large key are
revealed and their ‘Classes’ changed to ‘visible’
(0C%()=1).

The next time the counter is examined (people will
you know.), then an ‘already examined’ message is
displayed. Should anyone try to examine the counter
in the wrong location, then neither message is
displayed (L% is not equal to 4) but line 665 is used
again.

These three examples show the three main ways of
utilizing the EXAMINE command. It can simply give
the same message again and again, either a hint to a
puzzle or just a ‘red herring’ (the ferryman). It can
change the status of objects either at that location or
any other (the counter); or it can display a message
dependent upon action taken other than the
examining itself (the sword).

Stylish...

Another short routine for a command that often crops
up is WEAR. This starts at line 9850 which checks to
see if the item requested to be worn is ‘wearable’.
Object numbers 8,9,14 and 26 are the only ones
permitted - any others (such as WEAR FLASK) get the
‘silly’ answer.

QBLBREM** LIST-27

G8LO REM** Wear
OBSOIFNX<>BANDNYE<>9ANDNYX<>14 ANDN
AC>26 THENPRINT #2,"That would Loo
kprettysilly...":60T01500
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9855 IFOPX(NX)>0 THENPRINT #2,"You can
notwearwhatyouhave_ntgot!":60T
01500

9860 IFOPX(NZ)=-1THENPRINT #2,"Forget
ful?-alreadyworn!":G0T0 1500

9865 PRINT #2,"0K...Worn":0PX(N%)==1
9870REM

9875 REM

QEB0REM

9885G0T0 1500

Line 9855 checks to see whether the player has the
object in his possession, and line 9860 checks whether
it is already being worn! Line 9865 changes the ‘Class’
of the object to ‘worn’ (OC%(N%)=-1). The following
REMs are there to allow room for additional action to
be taken if something should happen when a
particular object is worn. Control is returned to the
input command request (line 1500) at the line 9890.

Finally...

Note the changes to lines 545 and 550 that now
enable the inventory to indicate which items are worn.
I have changed the response in line 1230 from
‘Nothing obvious’ to ‘Nothing else’. This sounds logical
following the location description in window 1 above
and looks far better when it follows the ‘more’ display
(when just enough objects are at a location NOT to
actually show any MORE when the space key is
pressed -line 1225).

Line 1600 corrects a mistake made in the listing last
month; without A%=0, the program remembers the
last modifier used. Lines 155 and 160 are updated with
the new variables introduced this month.

154 REM*% LIST -28
155DIMNC50) ,E(50) ,S(50) ,W(50),U(50),D(
50),0C%(31) ,0PX(31),5VK(16) ,SNX(13),
FXC10)

160 SCORE=0:L%=1:LC%=0:1%=0:X%=0:1=0:DL=
0:YA=0:WCA=0:Wh=0:VZ=0:N¥%=0:A%=0:8%=
0:C%=2
S545IFOPX(I%)>00ROPX(I%)<-1THENSS55
SS50FX=F%+1:PRINTH#2,"";058(1X);:1FOPX
(IX)=-1THENPRINT#2," (worn)" ELSE

PRINT #Eflnl
1230NEXTIX:IFFX=0THENPRINT#2,"Not
hingelse..."

1600 ERASEWS:Q8(1)=Q$(1)+"":Y%=1:WC¥%=0
tVE=0:NX=0:A%=0

I hope that some of the readers are making progress
with their adventure scenarios and have not got into
too deep water by making their plots too complicated
to start with! If in real doubt, then you know our
address. You never know, we may be able to help you

‘puzzle it out’.
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You CANNOT
be serious!
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tennis game for S e
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Tape £8.95
Disc £12.95
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Serve yourself another ace from Amsoft!




BUSINESS SOFTWARE
forthe
AMSTRAD CPC464
SIMPLE ACCOUNTS ..........oeessenererens £29.95 incl VAT
Easy to use, comprehensive book-keeping system complete
with step by step instruction manual.

* Full Analysis of Income & Expenditure

* Powerful Entry Search Routines

* Monthly and Year to Date Reports

* Quarterly VAT Report

(All VAT routines are optional and may be omitted by non-VAT
Traders)

MANAGEMENT ANALYSIS ............ £19.95incl VAT
Extracts Management Information From Your Accounts

* Superb Graphic Representation

* Pie Charts Analyse Sales and Purchases

* Bar Charts Compare your Monthly Figures

* PLUS Detailed Statistical Reports

* Compatible With SIMPLE ACCOUNTS

Specification Manual and Sample Output Available on Request
CORNIX SOFTWARELTD
16 KNEESWORTH STREET, ROYSTON, HERTS.
SG85AA.
Tel: Royston (0763) 46065

Specialists in Business & Financial Software
** Foradvance notice of furter programs **
* Make sure you are on our mailing list *

Tripods, Snooker, Roland

Cheap Software as new.

Including  F-Manager, Ahoy, many more £5.00.
Codename Mat, Fruity Home-Budget, never
Frank, Punchy, Return to opened £10. Phone for,
Eden, Eletro Freddy, list(0892)30507.

THE TOMB
OF
KUSLAK

A GRAPHIC AND TEXT ADVENTURE FOR THE CPC 464
KUSLAKS TOMB WILL OFFER MANY SURPRISES
Features:

OVER 240 LOCATIONS
REAL TIME PLAY
SPEED OF PLAY CONTROL
EASY FAST INPUTS

AVAILABLE FROM YOUR LOCAL STOCKIST OR
MAIL ORDER FROM

INTRIGUE SOFTWARE (address below)
FIRST CLASS RETURN POST FREE £7.50

Games to remember from
INTRIGUE
SOFTWARE

Cranbrook Road, Tenterden, Kent TN30 6UJ
Telephone 05806 4726

A COMPUTER SERVICES
OUR OUR

R.E.P PRICE RRP PRICE
BEACH HEAD 4% T4 QUICKSHOT 1 1255 L]
RAID OVER MOECOW R .50 SLIGHT 518 {(MYRDDHN) HE 3 .88
WORLD CUP FOOTBALL 145 .50 HARD HAT MAC B 6.55
MASTER CHESS LL -3 .83 ETEVE DANIS SNOOKER 5 595
SFYHUNTER 905 7.50 HARDHAT MALT RS 6.95
HUMCHRACK 11 505 675 TECHNICIAN TED T4 6,50
DALEY TOMS DECATHALON 89 675 COMBATLYNY 08 685
FLICHT PATH 37 (1. L ] REALM OF IMPOSSIBILITY £ £.85
ARCHOMN 1155 5.9 EVERY OIVES A WALLY 195 7.50
KIOMG STRIKES BACK 95 6.73 FAKNON 9.5 .50
ALIENE 995 150 ONEONONE 2595 655
ETSETWILLY 855 6.75 ARABIAN ENIGHTS 600 158
KNIGHT LOBE 9495 7.50 ALLINTERCEFTUR GAMES 600 4.50
STREET HAWK 895 [ %] AZIMUTH | HEAD ALIGKMENT? B 6.95
DALY TOMS SUPERTEST L1 &T5 FIGHTER AILOT §A5 6.95
FYIAMARAMS - ) 585 ALL LEVEL 9 GAMES 4% 7.98

CHEQUESF.0. T0: § C § —(DEPT AMUS) 633 GREEN LANES N.8 OLOLY. LONDON (MALL ADDRESS ONLY).

TEL #1-800-3156, (5.A.E FOR LIST) EUROPE ADD &1, PER TAPE, ELSE WHERE AT COST,
— OR VISIT OUR SHOP AT MARBLES SHOPPING CENTRE LINIT 11. 527-531 OXFORD 5T, WIR IDD, OPEN 7
Y5 & WEEK FROMI 10 AM Ii{ﬂ{l WM FROM MARBLE ARCH TUBE ARCVE DECOLNTS APPLICABLE LY O
PRODUCTION OF THES ADVERT AT OUR SHOP.

For sale the following Adventure, Harrier
Amstrad games cassettes Attack, Flight Path 737,
only £4.50 each: Rolandin  Phone Sunderland (0783)
Time Roland In The 486803.

Caves, Snooker, Classic

ZEUS SOFTWARE
THE BUCCANEER

Here it is , the utility you have all been waiting for, the buccaneer,
The Buccaneer is a very powerful tape to disc transfer utility .
Transfer your tape based software onto the new
threeinch disc system
Canyou afford notto buy this program?
Allinstructions included.

At an amazing introductory price of £5.00 ( cassette ) £9.00 on disc.

Send cheques/P.0 To:

ZEUS SOFTWARE 42 MOUNT STEWART STREET
CARLUKE STRATHCLYDE SCOTLAND ML8SEB,

0.J.SOFTWARE
FASTFRIENDLY SERVICE
*EFECIALORDER TWO OR MORE ITEMS, DEDUCT EXTRA 50p PERITEM™**

ADVENTURE OUR ARCADE (CONT) VR STRATSIMUL OUR
PRICE PRICE PRICE
FOREST WORLEND B CHUCKIEEGG E695  FLIGHTPATH 77 1595
HEROES (F KARN E436  DARKSTAR §685  SPECIALOPS 608
JEWELSBABYLON E4S%  TANKEUSTERS 695 POOTOALLMAMAGER .08
MESSAGE ANTROM E4%6  TECHNICIANTED 685 4LV ENOOKER £,
EMERALD I5LE £S5 COMBATLYNY £185  WORLDCUPPOOTBALL 6.8
ERIK THE VIKING ER 50 DALEY THOMPSONS 18 AN STRIP POKER .96
RETURNTOEDEN 2RS5  HUNCHDACKII 08 FIONTERPOLOT a6
AING OF DA RKNESS 805 KONOSTRIKE BACK £ BATTLEMIDWAY |50
THE ROBBIT 0185 JETAETWILLY E%  BUSTTILITIES
ARCADE TETEOOTIACK £96  mivioRice e
CHOPPERSGLAD pams  ROLANDINSPACE E156  MASTERFILE b9
ER*BERT Pz DORCERY 96 pasmORD G 1788
3D ETARSTRIKE imse  XMIOHTLORE 2885 THEQUILL 1450
COMFUEMIN iaps NDER ER85 A CCESSORIES
DETHFT inas  GHOSTHUSTERS B350 pLANKDISCS £4.50
DIGSER HARNES En a6 EDUCATION QUICKSHOT I T
ANDRMDONE 2695 FITMAME TYFING il SPEECHSYNTH £47 80

CHEQUESPO'STO 0. SOFTWARE. (PRICES INCL UK. PEF)
273 MOSSY LEA RD, WRIGHTINGTON
WIGAN, LANCE, WNG SEN
TEL0257» 421915 till Tp.m.
Writeor @ for FREE LIST and LATEST RELEASES.
OVERSEAS ORD| FLEASE ADD 50p EUROPE, £1 OTHERS, FER ITEM

For the AMSTRAD CPC 464 and CPC 664

m PRECISION PIXEL PLOTTER

GRAPHICS| 50 A3 Size Screen Layout Sheets
325 mooe 0 + B 25 mooe 1 + Procrammer's Rererence Guipe

Send Cheque or PO. for £3.75 + €1 p&p to:
P.S.Graprics, 161 Mountview Roap, Lowoow, N& &4JT

SMALL TRADERS PACK

For the AMSTRAD CPC464/664
ADisc-Based system comprising:
* SALES LEDGER *PURCHASE LEDGER
*STOCK CONTROL. *MAILING LIST (With label printer)
Four full-feature Business programs, driven by MASTER MENL for easy operation.
Ideal lor the first-time User. Provides INSTANT INFORMATION - At the press of a key! Price: §24 95
inc. PP & concise mamual. SAE for full details. Available by MailOrdes from:
50 MICRO-SYSTEMS, .0, BOX 24 HITCHIN HERTS.
OR DEMUO at: MELMARK MICROS WARREN PLACE RAILWAY STREET HERTFORD.
TEL: (92 554469
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FROGGIE!

By C.Chin

: imilar
g with a Elml
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s is @ versio original :‘:"T and the
This o H o tel that the O Ty oggehog and (10

1@ REM w#® AMSFROG #%% by C.Chin 20/2/85 LP@ sOSUR B3 S¥1IFRINT 15;
20 DEFINT a-2 410 RETURM T30 IF x1<@ THEN MOVE 624,y1:PRINT f§;
30 60SUB 2228 420 MOVE tu, B:DRAW tu, 15:tx=tx-8 748 RETURN
&@ a=FRE(™™) 430 ti=ti=-1:1F ti»16 THEN RETURN 750 IF TESTOx1,y1=B)>1 OR TEST(xl1+428,y1-8)>
5@ Gosue 2188 E4@ SOUND 130, 3080, 808,2+((16-t1)\4) 1 THEN ok=@:hit=-1
G0 NHILE =1 58 IF ti=@ THEN ok=@ 768 RETURN
78 GOSUB 1978 L6 RETURK 770 WINDOW 1,28,1,25:WINDONET,7,11,1,1:WIND
BB kk$="iphks" 478 IRSCRY,5,6,11,12,9,18,9, 18 1LSCR1,7,B:10 WK 17, 19,7, B:WINDOWES, 3,3, 3, 8 WINDONK
78 GO5UB 1918 RSCR2,15,16,17,18,17 18- I1LSCR2,21,22,1% & B B, 3, 4 WINDOWES 13,13, 3, Lo WINDOWHE 1
188 1F k$="1" THEN GOSUB Z1@@ ,20,19,20 ! 8,18,3,4:WINDOWRT 4,6,7 .8
118 IF k§="p" THEN GOSUB 178 488 turstur+1:IF tur=26 THEN GOSUB 550 TER PENEY 14:PAPEREZ ,2:PAPERKT ,2
128 IF k8="h" THEN GOSUB 1588 498 IF y=198 THEN RETURN TO8 m=3:sc=@:ns=@:de=3B:11=4B:tx=530:5c5="0
138 IF kS="k" THEN &OSUB 178P 588 IF y>198 THEN 528 gaga”
148 IF k$="s" THEN GOSUB 2@E@:60T0 &P 518 GOSUB 7SP:RETURN B00 aE=CHRS(2Z2)+CHRECID:PRINTEI, aS:PRINTHS,
158 WEND 520 x=x+ 18 (y=298) - 18 ({y=230)0R (y=324))-3 aE:PRINTES ,aS:PRINTHE 2%
148 EMD 2e{y=2h2) tul=nsylizy 18 SPEED KEY 28,18
1780 GOSUB 778 538 IF x»6@8 OR x<B THENW GOSUB TZ@:0k=B:mis B2 RETURN
180 GOSUB 93@ sed=-1 BIB IF sc<h{B) THEM RETURN
198 WHILE n>B 568 RETURN B4B hiB)=sc:i=8:h$(8)=""
208 GOsUB 1258 550 tur=@:1F tu=1 THEN &@Q B5@ WHILE R{i)>h{i=1)AND i31
218 GOSUE 1368 560 PRINTHT diturt$;:tu=t:tur=12 B&B st=hCideh(id=h{i=1)+h{i=-1)=zt
220 WHILE ok:k$=INKETS 5T IF y<»294 THEW RETURN BTE =t$=hS(i):hE(i)=h8{i-102h$(i=-10=518§
230 xl=utdxe({kS=leS)-(kS=ri%)) 580 IF x<192 THEN MOYE x-16,y:PRINT f%;:c0k= BAB i=i-1:WEND
248 y1=y+dy*{{k!=d§$}-Ek!=up$]J ! L] B9@ INE 14,26,8:INK 5,6,0
250 IF yl<»y OR 1%x THEN BI:GOSUR &18 598 RETURN SAE WODE B:PRINT:PRINT:text$=" COMGHRATULAT
268 IF y=358 THEN GOSUB 1528 GB8 tu=B:tur=@:PRINTHZ,turt$; :RETURK TONS":G0SUB 1308
78 WEMD 418 IF y1<38 THEW EI:RETURN 10 PEN 15:PRINT:PRINT:PRINT:PRINT:PRINT :PR
288 soump 13@.1.1.8 428 IF s THEN SOUND 129%,1088.0,18,1.1 INT" Your store is in the top &
%8 IF s=B THEN GOTO 338 630 MOVE x,y:PRINT f%;:1IF y1>198 THEN GOSUB 5
388 IF missed THEN SOUND 12%,1000,808,15,8,2 T@@ ELSE GOSUB T5@ 920 PEN 1:FPRINT:PRINT:PRINT™ Enter your na
318 IF hit THEN S0UWD 129,488,08,15,2,8,15 A48 MOVE x1,y1:PRINT {%; me"
320 IF splash AND y1<358 THEN SOUND 129,388 658 scasc=2#lylay)=(ularun) rx=nizy=yl 930 PRINT:PRINT:INPUT" "onb:rlF LEW(nS)
LB,7,3,8,15 668 IF x1<@ OR x1>608 THENW ok=B:mizsed=-1:R 8 THEN CLS:PRIMT:PRINT:PRINT:PRINT:PRI
350 IF missed OR splash OR hit THEN rt==1 ETURN NT:text$=" TO O L ONG":605UB 1398
335 MOVE x,y:PRINT f$;:splash=B:missed=@ 678 scS=RIGHTS(™"BBOB"+NIDS(STRE(5c),2),5):P SFOR n=1 TO SOB@:NEXT:G0TO 8@
348 FOR =1 TO 3:t=REMAIM(i) :NEXT RINTEY,scH; F&8 h&(id=n3
350 TAGOFF:PRINT CHRS(23)+CHRECR); G88 IF ok THENW EI 50 INK 14,26:INK 5,6
348 IF rt THEN &05UB 1218 498 RETURN 460 GOSUB 1688
378 IF hit THEM GOSUB 139@:hit=@ TBE IF TESTOx1+12,y1+2)=2 AND TESTIx1+#14,y1 Q@ RETURN
JE@ IF ti<=@ THEN GOSUB 9EQ +2)=2 THEW ok=@:splash=-1 988 PAPER B:CLS:FOR i=1 TO d:holi)=R:NEXT
398 FOR 1 =1 TO ZOPB:MEXT:WHILE INKEY$<»"": 718 RETURN 998 WINDOW 1,2@,2,.4:PAPER 3:CLS
WEND:WEND TR IF x1>688 THEN a=z=186-14w(y1=262) :MOVE 2 1088 WINDONM 1,208,5,12:PAPER Z:CLS
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LISTING

1a1@
1828
1828
1848
1858
1068

WINDOW 1,280,913, 16:PAPER 1:CLS

WINDOW 1,28,%5,22:PAPER B:CLS

WINDOW 1,28,23,25:PAPER 1:0LS

WIKDOW 1,28,1,25%

turs22:h=@:tu=@:ti=48

PAPER 13:PEN 14:LOCATE 1,1:PRINT"SCORE
(BEBER RI:";:hiS=RIGHTSC"@@@0"+MIDS(ST
RECHCIND 20,50 :PRINT hi%;:LOCATE 1,25:
PRINT"TIME:";

PRINT#1,5c8;:G0SUB 1188:60508 1219

FOR i=3 TO 6:PAPER¥T,B:CLSHTINEXT
PAPER 2:a5=" "+sloghtus+” "#llog
$:LOCATE 1,5:PRINT a$

ag=" "rturtS+us+”

CATE 1,7:PRINT a$
af=llogSeut+” "+slogStus+”
sLOCATE 1,9:PRINT a%
a¥=slogf+uss" "+5lopEtus+”
gf:LOCATE 1,11:PRINT a%

Gosue 1398

a=FRE("")

RETURN

DATA &,16,112,244 300,388,400 ,528,76,1
68,180,300,356 460,584,596

DATA 12,66,168,172,332,366,6608,4692,.8,4
2,136,168,328,3608,456,488

FOR 1= =192 TO 639 STEP 12:MOVE i,338:
DRAW 14192 ,382,5:NEXT

FOR =68 TO 548 STEP 168:MOVE §,336:0R
AWk @,32,0:0RANR 38,@:DRAWR @,-32:MEXT
RETURN

ti=48:tu=539:FOR i=160 TO 543 STEP 8:M
OVE i,@:0RAN ,15,2:NEXT:rt=0

RETURN

DRAWR B, @,16:MOVER B,2:DRAWR -B,@:RETU
RN

DRAWR &,@,16:RETURN
w=3Z@:ui=n:ok==1:TAGOFF:PRINT CHRS({Z23)
+CHRE(@) ;

y=3B:y1=y:PEN B:n=m-1:LOCATE 18,25:i=n
sPRINT"  "p:LOCATE 18,25:WHILE i»8:i=
i=1:PRINT f%;:WEND

LOCATE 1,1:PRINT CHRS{23)+CHRS{1);:TAG
PLOT 70@,0,8:MOVE u,y:PRINT £§:

RETURN

rx=POS(RA) cyy=VPOSTHB) snu=Cux-1) #3244
yy={db-yyln14-3

PLOT T@R,78@,5:PEN 14

MOVE xx,yy:TAG:PRINT textS;:TAGOFF
PRINT CHR$(22)+CHRS(1);:PRINT text$;
PRINT CHRS(2Z)#CHRS(RD

RETURN

EVERY de*3.5,3 GOSUE &2@

EVERY de,! GOSUB 47@

EI:RETURN

WINDOW 1,208,15,22:PAPER @:CLS:WINBOW 1
,20,1,25

LOCATE 1,15:PRINT tr$(1)

LOCATE 1,17:PRINT tr$(2)

LOCATE 1,27:PRINT tr$i4)

LOCATE 1,19:PRINT tr$(3)

RESTORE 1168

FOR =178 TO 74 STEP =94

FOR n=1 TO 8:READ a:MOVE a,i:G0SUB 124
B:MOVE a,i-26:G05U8 124@:MEXT

NEXT

FOR i=B2 TO 114 STEP 32

FOR n=1 T0 8:READ a:MOVE a,i:c05UB 123
B:MOVE a,1+22:G0508 1238 :MEXT
NEXT:hit=0

RETURN

IF ok=@ THEN RETURN

FOR i=1 TO 3:t=REMAINCI):NEXT
x=xtP4:IF (x\168) <> (/1680 THEM ok=P:x
=x=-06:missed=-1:RETURN

y=x\ 18@:1F holx)=1 THEN ok=@:missed=-1
t=nlGR-96:RETURN
holx)=1:hn=x+2:PRINT&hn,fhE;sh=h+1

187@
iLEL
1@vo

118 "+turt$:LO

1118 "45logs

1128 "+slo
1138
1148
1158
1168

178
1180
1198

1288
1218

1228
1238

1240
1250

1260

1278
1280
1299
1308

1318
1320
1338
1348
1350
1348
1378
1388
1398

1400
1418
1428
1438
1448
1458
1468

1478
1480
1498

1500
1518
1520
1538
1548
1558

1548
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1578

1588

1598
1688
1418
1620
1438
1648

1658

1668
1678
1680
1590
1708

1718
1728

wh 1739

1748
1758

1768
1778
1738
1798
1800

1810
1820
1838
1848
1858
1840
1878
1830
1890
1908
1918
1928
1938
1948
1958
1968
1978
198@
1948
2eee

Z@ta
28z

Z@3n
@48
2@58
2068

2078
Z0Ed

IF 5 THEN SOUND 129,8,1,8:FOR i=é T0 1
@:FOR n=@ TO 1:50UND 1,i%6@=-n+20,3,7:N
EXT:NEXT

sc=sc+ 2B SeRIGHTS("OPRA " +MIDS(5TRE (s
€),2),5) :PRINTHY , s¢c8:

n=m+1:GOSUR 1250

BOSUB 1348

IF h=& THEN GOSUB 143@

RETURN

ns=nstlisc=sc4S@ans+5eti

SCS=RIGHTS( "BA0R"+MIDS(STRE(sc) , 2),5):
PRINTET,5c%;
n=ntlzok=@:ti=-1:h=Q:de=de=4:1F de<2?
THEN de=22

IF ns=4 THEN m=m+1

RETURN

PAFER B:MODE @

tautg=" HALL of FAME":GO0SUB 1308
texts=" "+STRINGS (14, CHREC154)) :60SU
B 1300

PRINT:PRINT :PRINT

FOR =1 TD &

PEN B:iS=MIDS(STRS(3),2) :PRINT i%;":";
sPEN 14:PRINT USING"H##R":h(i);:PEN 15
tPRINT" ... ";:PEN 1:PRINT h$(i);

PRINT:PRIMT :NEXT

PRINT:PRINT:PEN 3:FRINT"

BAR"

kk$=" ":G05UB 1918

RETURN

FAPER @:MODE @

text§=" REDEFINE KEYS":G605UB 130@
texts=" "+STRINGS(14,CHRECI54)) :GOSUB
1308

PRINT:PRINT:PEN 1:PRINT:PRINT™
FT = ";:GOSUB 16880:leS=a%
PRINT:PRINT:PRINT:PRINT™
"::GOSUB 1EB@:rif=a%
PRINT:PRINT:PRINT:PRINT™

;0508 18B@:upd=ald

PRINT:PRIKNT:PRINT:PRINT"

"::B05UB 1BBB:dod=af

PRINT:PRINT:PRINT:PEN J:PRINT"
SPACE BAR"

kk$=" ":G05UB 1918

RETURN

kk$="zxcvbnm,./\); :Lkjhgfdsaguertyuiop
dl":REM *+* last four characters a

re CTRL CHIJK]

Press SPACE

LE

RIGHT :-

P o=

DOWN :-

Press

GOSUB 1910:PEN 15:a$=kE:PRINT CHRS(1)+
a%:PEN 1

RETURN

WHILE IMKEY$<>"":WEND

a==1:WHILE a

k$=INKEYS:IF k$="" THEM k%="!"

IF INSTROkKkS, kSh<>D THEN a=@

WEND

RETURN

MODE @ 2

5=5 KOR 1:605UB 2BBE:LOCATE 1,1
text$=" AMSTRAD FROGGER™:GOSUB 1308
text$=" "+5TRINGS (18, CHRE(154)) 1 6OSUB

1308

PRINT:PEN 1&:PRINT" Press :"
PEN 15:PRINT:PRINT:PRINT"P";:PEN 1:PRI
NT" :to PLAY GAME"

PEN 15:PRINT:PRINT:PRINT:PRIMT™1"; :PEN
1:PRINT" :for INSTRUCTIONS"

PEN 15:PRINT:PRINT:PRINT:PRINT"H"; : PEN
1:PRINT" :for HALL of FAME"

PEN 15:PRINT:PRINT:PRINT:PRINT"K"; :PEN
T:PRINT® :to REDEFINE KEYS"

PEN 15:PRINT:PRINT:PRINT™S"::PEN 1:PRI

WT" :for SOUMD ON/OFF"

RETURN

§=5 NOR 1:LOCATE 28,1:PEN 18:IF s THEN
PRINT s$; ELSE PRINT" ";

2098
2188
2118
2128

2138
2148

2158
2160

2178
2188
2199
2200

2218
2228
2238
2240

22s5@

2240

Ezra

2260
2298
2300
2318
2328
2310

2348
2358
2368
2378
2388
2399

Zhae

2419
eh2d
2438
244l
2458
2660
2570
268D
2499
2508
25180
2528
2338
2348
2558
2540
2570
2388
2598
2600
261d
2620
c630
2640
£l
LT
247l
2480
2490
2708

RETURN

PAFER @:MODE @

texts=" INSTRUCTIONS":GOSUB 1388
text$="  "+STRINGS(14,CHREC154)) 16050
B 1308

PRINT:PEN 1:PRINT"Help the tired frog

to his resting placeat the top of the
screen.”

PEN 2:FPRIMT:FPRINT"Avoid the traffic on

the road, and hop  across the river o

n the logs and turtles";

PEN S:PRINT:PRINT"Controls :"

PEN 15:PRINT:PRINT™"";CHRSC1); Le$;™"' .

vss T go left"

PRINT:PRINT"'";CHREC1}:ri%:"" ... to
ge right";
PRINT:PRINT"'";CHRSC1);up%;"' .... to
go up"

PRINT:PRINT"":CHRE(1) :do%:"" .... to
ga down”

PRINT:FPEN 3:PRIMT" Press SPACE BAR";
kk$=" ":GOSUB 1910:RETURN

CALL BBCBZ:DIM h$(B) ,hi8) hols)

SPEED INK 48,20

FOR i=1 TO B:h$C(i)="Amstrad ":hii}=300
TMEXT
du=32:dy=32:0e85="z"ris="x":up%=":":do
$=".":88=CHRS(218) :5=1

BORDER B:PAPER B:IONE 255

KEY DEF @,1,11:KEY DEF 1,1,9:KEY DEF 2
#1,10:KEY DEF 8,1,8

G0SUB 2398

G0SUB 2338

GOSUB 3178

Gosue 2418

RETURN

ENV 1,5,1,2,2,-1,1,18,-1,1,5,1,1,5,-1,
3

ENT =-1,5,-58,2,5,58,1

ENV 2,1,8,28,14,-1,2

ENV 3,8,1,2,14,-1,4

ENT 2,1,0,28,3,127,1,1,0,58

RETURMN

RESTORE 24B@:FOR =8 TO 15:READ d:INK
i,d:NEXT:RETURN

DATA ©,26,2,3,1,6,281,5,.9,9,18,16,18,8,
26,4
SYMBOL
SYNBOL
SYMBOL
SYNBOL
SYMBOL
SYMBOL
SYMBOL
SYREOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYNBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL

200,0,0,8,63,94,78,192,223
201,8,0,8,255,0,60,8,126
202,8,0,8,252,6,114,3,251
203,192,223,192,78,94,63,0,0
204,8,126,0,60,0,255,0,0
285,3,251,3,114,6,252,0,8
206,0,8,8,0,8,31,126,248

208,0,0,0,0,8,252,62,63
209,248,248,126,31,8,0,8,0
218,12,12,12,12,12,60,124,58

211,63 ,63,62,252,8,0,9,8
£12,0,0,0,8,16,63,124,252
214,0,0,0,8,16,268,126,31
215,252,252,124,63,16,0,0,8
217,31,31,126,248,16,8,0,0 |
218,8,0,0,126,286,206,206,287
219,8,8,0,255,255,255,255,255 7
220,2087,207,204,206,206,124,0,0
221,255,255,255,255,255,255,0,9
222,0,0,0,126,115,115,115,243
221,247,24%,115,115,115,124,0,8
224,8,0,8,15,127,241,193,193
225,0,0,8,255,131,254,254,254
226,0,0,8,254,63,63,63,63
227,193,193,193,241,127,15,0,8
2¢8,256,854,856,2564,131,255,0,@
229,463,631 ,63,63,61,254,0,0
239,0,8,8,127,252,252,252,252 i
231,0,8,8,255,193, 127,127,127
232,0,8,8,248,254,143,131,131
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2718 SYMBOL 233,252,252,252,252,252,127,0,0 cars+us+’  “trrars 3220 READ dS:d=VAL("E"+d$)

2728 SYMBOL 234,127,127,127,127,193,255,8,0 IB10 tr$i4d=" "sllorry$tloes+”  "4lsalby 3238 POKE i,d:MEXT
2738 SYMBOL 235,131,131,131,143,254,248,8,0 §+"  "tllorry$+loestloes I248 CALL RA3EE
2740 SYMBOL 236,8,0,0,119,17,63,43,127 3820 trsi3)=loars+use”™ “+lcarrus+”  "+| 3258 RETURN
2758 SYMBOL 237,255,127,63,63,17,119,8,0 car§+” "+ubtlcar$ 3268 DATA B1,BE,A3,21,8A,A3,00,01,BC,0%,00,
2760 sYmpoL 238,8,0,0,0,24,36,66,153 3@30 RETURN pe,ap 08,1043
2778 SYMBOL 239,165,153,6864,36,24,0,0,8 3840 DATA 15,3,288,281,282,18,8,8,8,283,284 3278 DATA €3,45,A3,03,6D,A3,03,95,A3,03,05,
2TBR SYMBOL 248,102,36,40,60,24,126,98,195 FE05 A3, 4C,53,43,52
2799 SYMBOL 241,8,P,126,255,126,60,126,126 3B50 DATA 15,3,208,201,281,281,282,19,4,8,8 3288 DATA B1,52,53,43,52,81,40,53,43,52,82,
2608 SYMBOL 242,255,255,255,126,126,126,0,0 8,8,203 204,204,284 , 285 52,53,43,52,82
2B18 SYMBOL 243,36,36,8,60,0,8,8,36 IBE0 DATA 15,6,286,208,10,8,8,289,211 3298 BATA BB, bD,6E,B0,00,23,00,23,20,26,08,
2629 SYMBOL 244,264,153 ,153,98,968,90,219,8 JOTE DATA 15,4,212,214,10,8,8,215,217 29,29 ,29,29,E5
2838 RESTORE 3840 3880 bATA 15,5,21B,18,8,228,15,7,221,221,11 3388 oAt 01,29,29,19,09,F5,00,31,43,11, 88,
2848 r=12:605U8 316B:slogs=al 8,8,219,219 c8,19,23,06,88,05
2858 r=18:GOSUB 3168:Llogs=as IB90 DATA 15,7,219,219,8,8,10,221,221,15,5, 3318 DATA ES,DB1,23,81,4E,00,14,F5,18,1A,ED,
2868 r=9:GOSUB 316B:lcars=as 223,8,11,222 B@,12,F1,13,12,01,01,07,089,¢1,18
2B78 r=9:605UB 316B:rcars=a% 3180 DATA 15,15,224,225,226,8,8,8,18,227,22 3328 DATA EB,F1,30,20,09,09,F5,00,31,A5,11,
28R r=15:605UB 316@:1lorry$=as 4,229 LF .C8,19,¢6,.086,08
2898 r=15:G05UB 3168:rlorry$=as 3118 bATA 15,3,230,231,232,8,8,8,19,238,234 3330 DATA C5,E5,D1,28,81,4E,80,14,F5,13,14,
2988 r=12:G05UB 3160:rsals=al 235 Eb,BB,12,F1,18,12,81,4F,08,89,01
2910 r=12:G05U8 316@:lsals=as 3128 DATA 15,4,236,236,236,8,8,8,18,237,237 3340 DBATA 1@,EB,F1,30,20,09,00,85,00,31,03,
2928 r=12:60508 3168:turts=as 237 11,82,00,19,06
2938 r=12:605U8 316@:diturti=as 3138 DATA 15,4,238,238,238,4,8,8,18,239,239 3350 DATA 88,C5,E5,01,86,02,18,14,F5,FE,84,
2948 r=15:605U8 3168:fhs=zab: fFE=CHRS(24D) 239 38,82 ,AF,12,10,F5,06,4E,TE, FE,04,38,84
2958 bIS=CHRECTS) +CHRS (13 sh2S=CHRE( 141 +CHR 3148 DATA 15,18,241,8,10,242,31,1,1,15,3, 24 2,38
$(@) 38,108,244 3360 DATA B@,T7,23,13,70,F3,06,82,F1,FE,084,
2068 LearS=bi$+lcars+b28:rcars=bis+roard+hl T158 DATA 15,3,263,8,10,244 38,81,12,13,18,67,01,82,07,89
$:llorryS=bi8+Llorrys4b28:rlorrys=biss T168 aS="":FOR i=1 TO r:READ d:a$=aS+CHAS(d 33178 DATA €1,18,CF,F1,3D,208,01,09,F5,C0,31,
rlarryS+h2s JIMEXT:RETURN A3, 11,40,00,19
2970 rsals=biS+rsals+b2s:lsals=bis+1lsals+b2 3178 RESTORE 326@:5YMBOL AFTER ZB@:MEMORY & 3188 DATA P6,88,05,E5,01,86,02,13,14,F5,FE,
H AZFF 4,358,802, 4F,12,10,F5,06,4E,7E,FE, 84,38
2980 uS=CHRE(11): LoeS=CHRECISI+CHRS (7D +OHRS 3180 S0UKD 129,1000,808,18,1,1:50UKDp 1,1808, B4 ,12
(219)+CHRS(B)+CHRS{18) + CHRE(221)+us: Lo B,18,1,1:50UNp 1,1088,8,18,1,1 3398 DATA 3E,B8,77,28,18,10,F3,06,.02,F1,FE,
eS=h15+Loes+b2s " 3198 WODE B:INK B,@:PEN 1:PRINT:PRINT:PRINT B4,38,01,12,18,10,F7,81,4E,08
2998 tr8(1)=loes+rlarrys+"  "trsalfiuse” SPRINT:PRINT:PRINT:PRINT:PRINT:PRINT 3408 bATA B9, C1,10,0F,F1,3D,28,01,09
"sloes+loeSerlarrys 1) 3280 texts=" AMSFROG":6OSUB 1308
3000 trS(2)=rcar$+us+” “trcar$tuss™  "¢r 3210 FOR i=RA3D TO GA414 ACU

WE'RE SERIOUS ABOUT

At the VIRGIN GAMES CENTRES, we've worked
long and hard to put together the UK’S BIGGEST
RANGE of COMPUTER SOFTWARE GAMES. We've
got an unrivalled selection of.. . Adventure Games,
War Games, Classic Games, Family Games, Sports
Games, Business and Educational Software. For
Spectrum, QL, Atari, BBC, Electron, Commaodore 64,
Commodore C16, Commodore Vic 20, Elam, Enterprise
MSX, Amstrad and Oric machines.

Plus a large stock of utilities, peripherals, chess computers
books and magazines — and a range of Sinclair,
» . Commodore and Amstrad hardware.
And if you find choosing software hard,
f we have knowledgeable staff to heip you.

]
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* NOW AVAILABLE FOR THE AMSTRAD CPC 464!!

SPECTADRAW 3 —THE LATEST VERSION OF THE
ORIGINAL AND BEST POOLS PREDICTION
PROGRAM FOR THE 48K ZX SPECTRUM!!

ANDNOW . .. AMSTRA-DRAW - THE FIRST
POOLS PREDICTION PROGRAM FOR THE
AMAZING NEW AMSTRAD CPC 464!!

® Supplied with Database containing data on over 10,000 matches
since 1980!

® You update the Database each week — but no tedious typing, as
tearmn and division names already in program!

® Errors easily corrected — the program even checks your entries!

® Comprehensive instruction manual and menu driven program —
easy to use, even for a newcomer to computing!

® Will forecast the least likely draws for those who prefer to bet on
fixed odds!

@ Built in perm generator — complete your coupon direct from the
screen!

® Fully microdrive compatible! (Spectadraw only).

® (Compatible with Currah Microspeech — the first pools program to
read you its predictions! (Spectadraw only).

Spectadraw 3 for the 48K Spectrum..........................£9.95 inclusive

Amstra-Draw for the Amstrad CPC 464 _...................£9.95 inclusive
(Cheques/PO.s payable to B. 5. McALLEY)

Combatlynz ET785 (G hoetiusters £9.56
Sarrery £795  FighterPilot 7.9
oot Bet Willy L7.50 Tank Busters £6,00
Chiscky Eg £8.590 Sir Lancelot £5.05
WerldC pg"m'lha'!l i6.95 Milliemaine E5.95
Ring of Darkness L8.06 Hubhic £12.85
Uuﬁ.&ur £6.94 [heliemd or Die £A 25
FErbert £5.25 Missiom [ Valeann 7495
Humchheck £7.50 Technscian Ted BEaS
Redeugta £5.95 Snooker £7.50
Holand Ahoy £7.50 Crlza'ﬁul! £7.50
Chouls 600 Steckmearket E"‘H’r
All Lavel-9 o] All Interceptor £6,05
All Anirng £195 Sereen Desigmer £10.95
Pascal 3000 Dlev Pas £20.50
Bnsiz Part 1 f17.00 Bagie Part 2 E17.00
Mini Offies £5an Harrier Abtack E1.50
Amaword £17.00 Bridge Player ET.50

WRITE (3R PHONE FOR FREE CATALOGUE

chequer.0.. MICRO COMPUTER WORLD

1, LANE CLOSE,
LONDON NW26QZ, TEL: 01-452-0803
Access Taken

NEMESIS ADVENTURES

"ARNOLD TEXT ADVENTURES ARE LIKE A BREATH OF FRESH AIR *
T RENDLE. FOP.COM WELY.DEC 1984
THE TRIAL OF ARNOLD BLACKWOOD.

ARNOLD GOES TO SOMEWHERE ELSE.
THE WISE AND FOOL OF ARNOLD BLACKWOOD.
Each adventure £6.50 inclusive.
NEWTITLES
ANGELIQUE:A GRIEF ENCOUNTER £6.50 INCLUSIVE
BRAWN TREE .. & budget price introduction to adventuring at £2.00

We dispatch every Monday with the database made up to include all (Yes ! Twn) only.

rmatches up to the date of dispatch. Chas.PO's for same day despatch in,

SPECTADRAW (DeptCLl), 1 Cowleaze, Chinnor, Oxford OX94TD. NEMESIS. 10 Carlow Road, Ringstead,
(Tel: 0844-52426) NORTHANTS, NN14 4DW.

CLASSIFIED AD ORDER FORM

o m e —m———————
:

I Please write your copy in capital letters on the lines below and send to:

Classified Ads, Amstrad User, Brentwood House,
169 King’s Road, Brentwood, Essex

Rates:
Semidisplay

Wordage 25p per word (Minimum 10 words)

£5.00 per single column centimetre (£4.50 for 6 insertions)

WE CELELT AT I T TEY ] CELE LR LT R LR T T P

llllll L L L L LT LTy T T T WAL LA LR L L e L R R L P T TR TRt iT]

Conditions:All copy strictly pre-paid . Gopy must be receivied by 10th of the month preceding cower date

Pubisher reserves the right io refuse any advertisement without notice or giving reason.

L R P TP T AT T T T

ADDR-ESS FAREERRE AR AR R AR R L L L e T e T T T T ]
I FERRERERRRE RN RR R LR TR e ] phﬂnﬂ Nu LLTLTL TR LT L T T T T T T T T T ey

For Office Use Only
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REVIEW

Software reviews

CATASTROPHE

“ SC:OSLO0 HS: 00OonD  75: 08000 SC:051%E

This is one of the simplest and addictive games I have seen
on the Amstrad so far, and, once hooked it is difficult to resist
playing just one more game in the hope of reaching the
ultimate target.

Well, what's it all about? You have a company helicopter at
your disposal. With this helicopter you must pick up
prefabricated building blocks from the supply ship and place
them carefully one by one onto the building site. Having
mastered placing the blocks in just the right position so that
they don't fall off into the sea, the task in hand appears easy
enough. The weather, however, is not under your control and
you only have a day in which to reach your target score. But
don’t be misled by what is happening to the building site to
the left of the screen since the computer positions its blocks
in a random manner. Choose your own strategy and stick to
it!

For each block placed, 100 points is awarded to your score
and for each storey constructed, a bonus of 600 points is
given. Therefore it is worth concentrating on an individual
storey to obtain the maximum number of points possible
during the time allowed for each days work. As far as other
points of strategy are concerned, [ will leave it for you to find
out for yourselves....

Every now and then an overhead flying aircraft appears
from the edge of the screen. Beware of a collision with this
aircraft as it will result in the loss of one of your four
helicopters. If the lighthouse starts to flash watch out for a
change in the weather: earthquakes and hurricanes are not
too drastic but an electric storm could hinder and perhaps
ruin a whole days work if not enough thought has been given
to the overall construction of the site. In other words, aim to
build a construction that will withstand the most arctic of
conditions. Once you have reached the target for the first
day, a new target is given and you go on to the second day
and carry on thus until the game is finished.

On start up, there are two levels of play to choose from
--amateur or professional. The only real difference between
them is that everything happens very much faster on the
professional level, and that the daily score targets are
slightly higher. Although it isn’t stated on the instruction
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page, it is possible to play the game with two players using a
JY-2 and another joystick plugged into the back. Don't
forget to choose to do so before the game commences,
otherwise the computer will begin to play as if it is in one
player mode.

The screen graphics complement the simplicity of the game
and it is quite fun just to watch in demonstration mode. Look
out for the rising of the sun at the start of the day and setting
atthe end.

Overall, well worth a look at, although as it is such an
addictive game its a shame that there iz only the one screen
toplay...

AUTHOR: ..... AMSOFT/ANDROMEDA SOFTWARE LTD

i by G MR S e e, S i Cassette
PRI £8-95
L e ¥
L5 AT TR G e L LS e T Lok N,
FAEER) Doy A T e S P S ) b
30 R e Rl L ok
MR.FREEZE

This is a typical ladders and platforms type of game where
the objective is to work your way from the bottom of the
screen to the top by avoiding the many nasties and pitfallson
the way. The scene is set in the inside of a fridge which has 6
compartments (6 screens) in all. Each has to be de-iced. The
special de-ice button is located, of course, at the top of the
screen and having made it that far, you must fight your way
back down the platforms to be able to proceed to the next
compartment.

It all sounds very easy, and it would be if it weren't for the
laser guarded stairs. They are very tricky to negotiate at
first but once mastered the task does become much easier.
The only weapon that you possess against the other horrors
that await, such as flying food, guardian robots and ice cubes
is a flame thrower. This, incidentally, isn't any use at all to
fight the lasers.

Fortunately, the compartments need not be de-iced in any
special order. It is therefore possible to tackle the easier
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screens first for practice before trying your luck at the
harder ones. Our hero Mr. Freeze has 6 lives and as each is
lost he is turned into ice before being reincarnated to
continue the quest.

I thought it was rather a shame that there are only 6
screens to negotiate (although some are very difficult) since
once the timing of the jumps has been perfected and the
lasers mastered, the initial impact of the game is lost. I found
the graphics rather uninspiring. Although, to be fair they
were very distinctive on the green screen monitor. For those
without joysticks there is a sensible keyboard option.

AETNOR: .o e s el By FIREBIRD
FRRMAT: ... i s o e s Cassette
R e e i inms s £2.50
s e Rt S e S e
e G B e e e P L 1 e
LR (e TR S e B R o s
0 T A R S e OOV R T
THE PRIZE

This is a shoot-them-up game based within the confines of a
maze. The ultimate objective is to find "The Prize’ by solving
the mystery of the maze with the help of your spaceship
Almazoon. It is nicely presented with colourful and smooth
graphics and all the necessary noises which go hand-in-hand
with this type of game.

The overall task is simple enough. You must, however,be
prepared to persevere as the maze can become surprisingly
confusing and finding your way to a particular spot whilst
dodging a multitude of nasties can be difficult. Apart from
avoiding untimely death, your main task is to explore and
collect, in numerical order, the code pods which are scattered
around the inner walls of the maze. After having collected
all the pods, you must find your way to code pod B which will
transport you to the next level where there are more code
pods to collect until eventually you find yourself on level 4
where the treasure is to be found.

As you negotiate and pass through each maze portion, the
screen changes to a continuing section in which you'll find
another selection of nasties. The obstacles appear in four
different forms: mutants, crushers, death drones and
messengers. As their names suggest they can all be lethal.
Both the crushers and death drones require lightening
reflexes and it can take some time to decide on the best
course of action when confronted with these. With time and
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practice, however, success can be achieved, but often with
the result of continuing to another screen in too much haste
and colliding with some other unexpected nasty.

Fortunately some of the guardians can be destroyed on
contact, thus preserving some of your precious laser bolts for
more desperate use. At the beginning of play, you have 75
laser bolts on board which, surprisingly, are soon reduced to
none. Supplies can easily be replenished, however, at the
Power Plant located on each level.

Energy bases give you the required boost to become
immune to the effects of the guardians. These are the most
useful means by which you can explore and collect the code
pods at leisure! Unfortunately, the immunity factor is only
given for a undetermined amount of time and it never seems
to be long enough....

If you enjoy a game which involves tearing around the
screen and shooting at everything in sight, but with a
certain amount of strategy and thought involved then this is
probably for you.

I didn't quite make it to level 4 so I cannot hint as to what
prize awaits you there, but I trust that it befits the
determination it would take to reach the end of the game.

AUTHOR: oo AMSOFT/ARCADE SOFTWARE LTD
FORMAT: o il i Cassette
e I R i e LR £8.95
ORAPHICRE |\ iissstisrspmisseissemmssimmsmssiasssmpsss i
PLAVERIITY. e s o
ADDICTIVENESE: i s *h
e O IR T el P NS o
GHOSTBUSTERS

After almost everyone saw the film “Ghostbusters”, the
computer game was lined-up to be a hit. First of all there was
the Commodore version (people tell me this is the best for
graphics, sound and playability) which zoomed up towards
number one in the top ten. Then came the Spectrum version
that was obviously not as good as far as graphics and sound
were concerned, but still, two versions were in the top ten.
Now it's Arnold’s turn. You've got three ghosthusters and a
ghost-inhabited city. Once loaded, you'll you find yourself
tapping your foot along to J Parker Junior’s catchy tune.
You are then asked to buy a car. Prices range from $200 for a
VW Beetle look-alike right up to a $15000 sports car. Then,
equip your vehicle with various ghostbusting weapons;
ghost traps, marshmallow man detectors, PK energy
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detectors and a pair of goggles that let you see ghosts.

After loading-up, you set-off around the city. You have to
move your famous “Ghostbusters” sign around blocks in the
city. This maps your route to your destination. If you should
pass a ghost you will have the opportunity to ‘bust’ a ghost
with your vacuum cleaner. On reaching your haunted house
-- highlighted in flashing red -- you have to lay a trap and
ensnare the ghost. This réquires a great amount of skill, as
you have to catch the ghost between the beams of your
nutrona wands. If you should fail to do this, the ghost will
‘slime’ you. The quicker you react to an emergency call, the
mofe money you obtain for catching the ghost in the trap.
When all your traps are full, or if two men get ‘slimed’ you
will need to return to HQ. If you have earned enough money
from ghostbusting, you will be able to enter the dreaded
Temple of Zuul. This is where you must go and close the
Temple gates to stop Keymaster and Gatekeeper from
meeting, Marshmallow man is there-so watch out!

Unfortunately, there is no real variation in the game.
Initially, it is great fun and the musical is wonderful. Once
the attraction starts to pale, however, I reckon it would
gather dust more quickly than usual as its addictive
qualities are lacking.

g8 L SR e R e D S e e Activision
610 T Y R el ARt b S e B e R Cassette
L T B o R et s £10.99
T G e e e e e B s s ashihis
PRl et Tl B e T SRR Ut S s ik
PLAYABILITY .........ccomnies A L R PR e i
Ty Y R R R e R e, DR R St T
Hunchback 11

No prizes for guessing that this one is the follow-up to
Hunchback. Subtitled “Quasimodo’s Revenge”, this is one of
a series of games released by Ocean all using a speed
loader/protector (all of 15% faster than normal) and all of
which fail to work on a 664. -

The game starts with a garish loading screen which
disappears three and a half minutes later, giving way to
some music which sounds so jarring and wavery that it is
almost funny. You select your options and the screen comes
up with “Ready ?”. Ready or not the game starts five seconds
later but you do get hold and abort keys. The program does
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allow you to use either the joystick or to define your own idea
of what makes a good keyboard control.

The plot consists of wandering through five screens
collecting The Bells (Der Bells made me dith way Mathter)
while avoiding the best efforts from the bat population and
the Notre Dame and District Ladies Archery Association.
Successive sereens add fireballs, cannon balls plus what look
like low flying clods of chilli con carne and are just as
devastating.

You leap on to moving ropes, platforms and hooks to get

" from one platform to another. Strangely, you can manoeuvre

yourself in mid air with the joystick thus defying Newtons

‘Law of Commotion. This is necessary because you don't seem

to stick to a moving rope, platform or whatever unless you
are moving a little bit sideways. Persevere, it is possible.

The last screen has you shinnying up ropes to push clappers
against some large bells. Ring all of these and you get to see
(but not kiss) Esmarelda. She is only 3x2 character squares
small but at least she is there.

The Quasimodo character is quite well depicted and
animated as long as he doesn't try climbing a rope. Then he
looks like one of those small green beetles that falls into your
picnic when you sit under a tree.

Animation of the other pieces is not quite so good, the
cannon balls especially seem to flicker like a dying striplight
when they get near the bottom of the screen and the clappers
on the last screen are none too steady.

There is a high score table, you move a cursor around and
select your letters from a table on the screen. You canonly go
backwards or forwards and the rubout does not work
properly thus giving rise to some very strange names and/or
swearwords.

This game is recommended for all budding campanologists

.but did not have much lasting appeal to me. Some people

might like this game and it is better than its predecessor.

TR o e L i i QCEAN
4 81T Ry e R G T S RS R R . Cassette
| 5o 4 i R e R L T e e e s EB.95
e e BRI R s A R S —— b
L T R AT R A e R s &
REIOTIVENERN - i i ok
O R AL i e i s R **

Continued on page 66
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SUPERB REAL
TIME SIMULATION

“[Wm 3D LANDMARKS

2 YOU CAN FLY AROUND
- .qeg/ é L

—€

MYRDDIN FLIGHT SIMULATION
AMSTRAD CPC 464

Lol T

wymoDi®
FLiam?
“ﬂuUTmu
FoR THE
s TRED
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MANUAL

Here are some screens from a typical flight showing the view from the cockpit (top half of screen)
produced as printouts of the actual simulator.

A real time simulation with 3D graphics uses a massive 64000 x 64000 longitude & latitude flying
area, making each flight completely different. Developed under pilot instruction to give realistic
flight effect. The view through the cockpit gives moving 3D graphics.

Comprehensive instrument panel with moving needle meters & digital displays. 15 aircraft types
with varying control sensitivities & speeds of between 100 - 500 knots.

3 runways available forrefuelling, take off & landing. Ground and landmark orientation correct with |
all flying attitudes (rolls etc.).

The3D graphics are stillaccurate when

you fly upside down. MYRDDIN SOFTWARE, PO BOX 61, SWINDON, WILTS.

Telephone: (0793) 40661

3D landmarks you can fly around. Please send me....... Flight Simulators) by return of post for

the Amstrad GFD 464

Comes complete with manual & fully
detailed chart of landmarks & airfields.

Joystick or keyboard operation.

INC P&P (DISC) OR Debit my Acecess A/C No.:)

T PELE ] T

OR Telephone through your Access Order.

If your local dealer doesn't have it in
stock yet, order from us direct.
For despatch within 48 hrs.

(usually 24 hrs.). Blgaetietpes s o Py

x} ................................... Postoode:: s ooapsuided
: Cheque enclosed for £11.95 INC P&P (CASSETTE), £15.95

|

|

I

|

I

I
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PROGRAMMING

101 Naughty Things todo

withThe 6845 ...

Warning! Amsoft disapproves of a lot of
the tricks in this article. This is because
they do not use the legal calls given in the
firmware manual and so they will not
work on all machines, worse the
firmware may become confused and not
behave as expected.

The impressive screen display capabilities
of the CPC464 and 664 are due in no small
part to a chip inside the machine called the
6845, This isn't a very impressive name, so
it is often referred to as the ‘CTRC’, which
stands for ‘Cathode Ray Tube controller’. Its
purpose is to look after the sereen mode and
make a displayable picture out of the data it
findsin the screen RAM.

The screen RAM is an area of the CPC464's
random access memory which is devoted to
holding the screen image details. As you
know, a screen is formed from various
textual characters such as ‘A’, b’ and so on,
and graphics such as lines and circles,

The 6845 is capable of looking after all
these things for us, giving the CPC464 what
is known as a ‘hard screen’, as it is
controlled by hardware rather than by
software. A purely hardware controlled
screen is able to manipulate screen data at
very high speed, but unless the computer
manufacturer has spent a fortune on
choosing the most impressive chip
available, it can't do as wide a variety of
things as a ‘soft’ screen.

A soft screen is not as fast as a hard screen
because the microprocessor in charge of
overall operations has to take time out to
look after the production of the screen
display, while those computers using a chip
to do this can speed things up by sending the
chip a few simple commands and leaving it
to get on with it.

Those nice guys at Locomotive and Amsoft
have not been stupid. They've seen that
they somehow had to come up with
something almost as fast as a hard screen
but at the same time as versatile as a soft
screen. So they compromised, and used a
mixture of both types to get the best of both
worlds.

Of course, there are always applications
where you wish that something was not
quite what it is, but then the ingenuity of
programmers wouldn't be called into action
so frequently if everything was perfect.

Well, you pays your money and you takes
your choice, and we've got ourselves a 6845
gitting in the middle of the machine ready to
be programmed and produce some sizzling
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special effects. You'll be pleased to know
that really expensive computers like the
IBM PC use a 6845 to look after their
screens, as well. One ever-so-slight problem
with the 6845 is that it's not that easy to get
to grips with programming it.

When the CPC464 is left to deal with the
6845, it's well behaved and produces
displays in all three screen modes as
expected. Part of the compromise involved
with softhard screen choice is that the
cursor (the little flashing square just ahead
of what you're typing) is not controlled by
the 6845, and neither is the selection of
colours. The 6845 is certainly able to look
after the cursor, but not on the 464.

The Amstrad’s operating system programs
the chip most of the time, setting the ‘base of
the screen’, the number of characters which
can be displayed in a given mode, and so on.
We can alter all this, setting the base
address of the screen to any of four places,
and altering the number of characters (and
their size) which may be displayed at one
time.

To see how we can do this, let’s take a quick
look at the insides of the beast. We see that
it has 18 ‘registers’, which are similar to
memory locations except that they're
located inside the 6845 rather than inside a
memory chip. These registers are used by us
to tell the 6845 what to do, and by the 6845
to reassure us that it's doing everything just
as we asked.

Fourteen of these registers are ‘write only’,
which means that we can put data into them
(we'll see how later) but we can't get
anything from them. They are similar to
memory locations which we can POKE but
not PEEK (WOM - write-only memory).
Two other registers are ‘read only’, which
means we can read whatever the 6845 puts
in them, but we can't put new values in
there in the hope that the 6845 will do
something with them. If we do try to write to
these registers, the CPC464 hardware
ensures that our efforts are ignored.

The final pair of 6845 registers bear much
more relation to memory locations, as they
can be written to and read from. They are
known as ‘read / write' registers.

Now, to select which of these eighteen
registers we want to communicate with, we
have to put a value into another of the 6845
registers called the ‘address register’. This
value which we put into the address
registers is used internally by the 6845 to
point to one of its registers.

The first register is 8 bits wide, which
means that it is the same size as a memory
location (1 byte) and can hold any number
from 0 to 255. This register determines the

‘horizontal sync frequency’, which is related
to the number of characters which may be
displayed on a line. It is one of the ‘write
only’ registers' and we'll refer toit as RO.

The second register iz also 8 bits wide and
write only, and holds the number of
characters displayed ona line. It'sR1.

The third (8-bit, write only) register is R2
and determines how far off the edge of the
screen the display starts. The larger the
number in here, the more leftwards the
screen starting position.

Don't alter the next register (R3) unless
you want an unreadable screen, as it
determines the ‘sync’, If the sync is wrong,
the display goes haywire (it isn't dangerous
to the machine, but it isn’t a very useful
effect).

The next register (R4) is 7 bits wide and
write only, and together with the next
register determines the ‘vertical sync
frequency’.

See above for the description of R5 (5 bits
wide w/o).

R6 is 7 bits wide, write only, and
determines the number of characters which
fit down a page - in other words, the number
of rows on the screen.

Most of the other registers are concerned
with light pens and cursor positioning
(which isn't used on the Arnold), except for
R12 an R13 which together form the base
address of the screen. The CPC464
hardware limits us a bit here, and only
allows the screen base address to be at 0000,
40000, BO0O0D or COO0 (all numbers in
hexadecimal).

Now that we know a bit about the thing,
let's have a play and see what we can do
with it,

To be able to program a ‘peripheral chip’
(which is what the 6845 is) in a Z80 system,
we have to know which ‘port’ it lives on. As
the 6845 has quite a few registers, it also
has quite a few port addresses. The
important one to use is &HBCxx (the “xx’ is
unimportant, and can be anything from 00
to FF), which is the port address of the
address register.

We can't PEEK or POKE the Z80’s ports,
as they are not ‘memory mapped’. We have
to use the special Basic instructions INP
and OUT instead.

First trick, then: type

OUT &HBCOA,@:0UT &HBDBO, 126

Well, it might be useful for something!
Now for a bit of sideways scrolling, try this

program:
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PROGRAMMING

[

10FORa=08T050

200UT &HBCOB,2
300UT&HBDOB,a

40 FORB=@T0 10@:NEXTB
SONEXT a

By altering the value of the FOR.NEXT
loop on line 40, you can get some really
zappy scrolling effects. They could give vou
some great game ideas.

So what do we do to get vertical scrolling?
This is a bit harder, as we would normally
alter the screen base address very slightly
to make everything barrel-roll by one
character. As the hardware inside the
CPC464 stops us from doing this, we can
only implement a slight vertical scroll.

We do this most effectively be altering the
value in register R5. By making this vary
between about 10 and -10, we can make the
screen jump up and down by small amounts.
If we go too much outside these limits, the

6845 loses sync and the picture starts
rolling endlessly.

Now for total madness, we could combine
the two and get a diagonally moving screen.
The program below does this, but it gets a
bit out of control at time. Experimentation
with a few values here and there should
produce some useful routines for use in your

OWT Programs.

18 while 1

20 for a=@ to 58

30 out &HBCAG,2

40 out &HBDEMG,a

S50 out &HBCEG,S

60 out &HBDEG,a

780 for b=@ to 5@:next b
80 next a

99 wend

As we said at the beginning, and as you
have probably discovered by now,
programming the 6845CRTC may not be
the easiest thing in the world but it is the
most fun!

By playing around with various other
registers, randomly outputting values to
each one (try a few in combination, too),
you'll be surprised at what effects you can
drag up. With a chip as powerful as this,
most things are possible and it all adds
enormously to the scope of the machine.

ACU

Convert your 664 into a 464

Aretrograde step ? Cliff
Lawson explains why
thisisnot always the
case.....

Those lucky people who now have a
CPC664 will most probably have rushed out
and bought several Amsoft games cassettes
to try out the machine while waiting for the
disc based software to appear in the shops.
Unfortunately, you may well have
discovered that several of these games
(Codename MAT and Pyjamarama for
instance} will not load, but stop with a
‘MEMORY FULL’ error.

The reason for this is not due to any
incompatibility between 464 and 664
machines (the same thing happens on a 464
with a disc drive). It is caused by the disc
ROM which claims 1284 bytes of memory
for its own use. On a 464 with disc the
solution is simple -just don't switch the disc
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on before switching on the computer. With a
664, the disc ROM will always be powered
up when the machine is switched on - there
is no simple hardware solution by which
BASIC can reclaim the memory used by the
disc firmware.

Help is at hand - if you type in the short
program below and save it on a disc, then,
whenever you wish to load one of the
memory guzzling cassette programs, just
pop the disc in and run the program. You
should be met with the message ‘BASIC 1.1"
for 1.0 if you use it on a disc based 464),
PRINTing HIMEM should now return the
value 43903, rather than 42619 when the
disc was working. A side effect of this
program is that none of the disc commands
{I'TAPE, | DIR etc) will function at all - the
machine actsjust like a tape based 464.

190 MEMORY ETFFF

{88 entry=EE08@

210 sum=@

22A FOR addr=@ TO E3E

230 READ byte$

Z60 POKE entrytaddr, VAL("E"#hytes)

250 sumssumtVALI{"E"+hyted)

260 HEXT addr

270 IF sum <> GBSE THEN PRINT "Data errg
r":END

280 CALL entery

290 NEW

BB PRINT HEX%(sum)

310 DATA cd,cB,be,Ta,b3,28,05,06,00,11,8
bl ed,53,3c,80

320 DATA ed, 83, 3e,88,21,1c,80,8e,fc,cd,
&,bd,2a,3c, BB

338 DATA ed,ib,3e,88,48,%e,¢69,32,¢h,be,2
2,19,80,79,32,3b,60

548 DATA 11,48,80,21,f1,ab,d1,3%9,80,80.0
g,00,00,00,08,00

These lines were missed from last
month’s Writing Adventures listing.

QEDFOR i=1to2000:NEXT
SE560TO 1500
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COMPETITION

[

Win a Printer. Win aPrint
Prmter. Wina Prmter.Wu

_—e —— e— e e o e e— e— — e — — —

These two people are the directors of the software house
‘Domark’. They got togged up to promote their new game
"View to a Kill'" named after the new James Bond movie. One
thing you can afford to do if you are a rich director is go out and
buy a printer. In response to the many people who are not
company directors who have written in and asked, we are
offering a free printer, Better than that we are r::uffenng three
free printers. The people who really deserve the thanking are
Datastar systems UK, they have given us three of thier brand
new Gemini Star printers. The new model of the Gemini Star
sounds really good. It offers near letter quality (NLQ) printing
and is both fast and fairly quiet. Each printer is worth about
£300 so if you don’t enter you could really be missing out.

How to win.

Winning is simple. Put a caption to the photograph. The three
entries which make us laugh the most will win.

COMPUTER m!"

Official Competition
Entry Form

——— e —— — — — — e — —

Rules
1 The winners will be the funniest three entries which have
arrived at the Amstrad Computer User office by July 30th.

2 There is no limit to the number of entries any individual can

make, however each entry must be on an official entry form;
photocopies are not acceptable.

3 Entries should be sent to: Amstrad Computer User,

Datastar Printer Competition, 169 Kings Road, Brentwood,
Essex,CM14 4EF.

4 No correspondence can be entered into regarding the

competition. Entries cannot be returned.

5 Thejudges' decision s final.

6 No employees of Amstrad, Amsoft, or Amstrad User, nor

their relatives may enter.

Win a Printer. Win a Print
Printer. Win a Printer.Wir

Page 64

Amstrad User July 85



_ICOMPUTER _
AMSTRAD INTERFACES AMSTRAD INTERFACES HARDWARE

*#+ THIS ISNOTJUST A MODEM, BUT A COMPLETE SYSTEM, NOTHING ELSE TO BUY *** = & SOFTWARE —

Incorporating serial and parallel interfaces, to allow software control of all functions, each feature
controlled from basic with the bar commands, call from m/c or on entering bar modem all controls are
menudriven forease of use, bell/ccitt standards 300/300 600
1 1200 1200/75 75/1200 full & half duplex, auto dial and auto 3k MODEM H¥
answer CONTACT BULLETIN BOARDS, PRESTEL .  £153.00
COMPATIABLE, SOFTWARE BULITIN ON ITS OWN
SIDEWAYS ROM, UNIQUE PANEL DISPLAY, IT DISPLAYS
WHAT THE MODEM IS DOING, MODE OF OPERATION, AND DIGITS WHEN AUTO DIALING,
STANDARDB.T.PLUG CONNECTOR

NOTE THISMODEMISNOTB.T. APPROVED

THE UNIT HOLDS 4 ROMS, EACH CAN BE 2,48, OR 16K IN
* SIDEWAYS ROM * SIZE INCORPORATING A DEVICE TO ALLOW *SLOWER

£26.05 ROMS TO BE USED LESS THAN AMSTRAD SUGGESTED
sk sk ok ; sk 200ne, THAT MEANS CHEAPER ROMS FREE UTILITY ROM
, WITHEVERY UNIT.
5 RS232 PARALLELPORT 8 BIT PRINTER PORT
| COMMUNICATE WITH YOUR MAKE THATROBOT MOVE MAKE USE OF THAT 8 BIT PRINTER
MODEM CONTROL ELECTRICAL APPLIANCE ALLOWECHARACTER CODES
! TALK TO OTHER COMPUTERS TWIN & BIT PORTS OPERATES DIRECT ABOVE 127(1E 0 TO 256 :
| USE SERIAL PRINTERS FROM BASIC PLUGS INBETWEEN CENTRONICS q
; PORT AND PRINTER
_ EPLITBAUDRATES 2&14 WAY SPEEDBLOCK gndue
: STANDARD 25 WAY ‘D' CONNECTOR CONNECTORS it
' £39.96 £22.57 £17.35 — —
ALLUNITS ARE CASED ANDHAVE THROUGH CONNECTORS * PLEASE ADDV.A.T. * |
15 HILL STREET, HUNSTANTON, NORFOLK PE365BS. TEL(048592076 ~ ELECTRONICS
OURPOLICY FOR 1985 IS TO PROVIDE SOFTWARE THAT EVERYONE CAN AFFORD.
“WE HAVE FAST RETURN SERVICE BY 1st CLASS POST FOR SOFTWARE ON RECEIPT OF ORDER” (Out of
stock items are automatically back ordered and usually follow in a week) ; 3DSTARSTRIKE £ 535
AND ALL PRICES INCLUDE P&P. IN U.K. FOR EUROPE ADD 50p PER ITEM OF SOFTWARE. FOR HARDWARE DALEY THOMPSON DECATHLON £ 7.78
ADD £2.50 PER ITEM UNDER £50, £5.50 PER ITEM IF OVER £50 AND UNDER £200, OVER THIS JUST ADD GILLIGANS GOLD £ 595
£10.00. DOUBLE THESE COSTS FORREST OF WORLD. KILLERGORILLA/GAUNTLET £ 875
AND YOU GET A 50p OFF NEXT PURCHASE VOUCHER WITH ANY SOFTWARE ORDER OVER £15. EVERYONE'S AWALLY £ 850
ANDWE DON'T JUST CUT THE PRICES OF A SELECTED FEW TO THE BONE, EVERYTHING IS DISCOUNTED. ?ﬂﬁﬂﬁm E E‘;g
ALL ROLAND GAMES £ 6.50
BOOKS UTILITIES DISC SOFTWARE m}%ﬂg”m E ggg
THE WORKING AMSTRAD £5.95 MINIOFFICE £ 495 ROLANDINSPACE £ 995 aRranDPRIXDRIVER £ 850
THE 464 EXPLORED £795 DEVPAC £19.95 ROLANDINTIME £995 PG STRIKES BACK £ 890
MACHINE CODEFORBEGINNERS  £6.95 HISOFT PASCAL £27.00 SNOOKER £995 TaNKBUSTERS £ 6ok
464 ADVANCED USER GUIDE £6.95 HOMEBUDGET £16.25 CHESS £ 995 SoncERy £ 148
AMSTRAD GAMES BOOK £4.95 PITMANTYPING TUTOR £ 750 PASCAL £31.95 ppepenT £ 430
SENSATIONAL GAMESFOR464  £5.95 EASIAMSCALLSPREADSHEET £14.75 DECISIONMAKER £2295 CereNDORDIE ¢ 550
AMSTRAD COMPUTING £6.95 ADVANCEDAMSWORD £16.80 MICAOSCRIPT £39.95 DARK STAR £ 5'35
PRACTICALPROGRAMSFOR464  £6.95 MASTERFILE 464 £19.95 MICROPEN £3995 CoNFUZION £ 580
YOURFIRSTAMSTRAD PROGRAM  £6.95 MACHINE CODE TUTOR £12.25 ADVAMSWORD £19.25 CHoCTRUSTERS £ 895
COMPUTER CHALLENGEFOR464 £6.95 THEQUILL £14.95 SCREEN DESIGNER £1695 |rTeETWILLY £ 850
ACHILDS GUIDE TO THE 464 £3.95 SCREENDESIGNER £12.25 THEQUILL £2095 CHUCKIEEGE £ 8.5
INSAND OUTS OF THEAMSTRAD ~ £7.95 MASTERFILE £2295 FGHTER PILOT £ 195
g;gﬁ"éﬁmﬂ £19.25 \4aniC MINER £ 650
PLANNER £22.95
ADVENTURE/STRATEGY HARDWARE ENTAEPRENEUR 26 S re oA L
FOOTBALL MANAGER £ 625 CPCEE4(MOND) £325.95 *B“‘L‘ﬁé“gﬂ""ﬂ”” g Egg
CLASSIC ADVENTURE £ 650 %chiﬁg:é%:&wm gnag % :
BRIDGE PLAYER 2 £775 :
KNIGHT LORE £ B45 DMP1PRINTER £185.85 gﬁ’éﬁ:ﬂﬂﬁ?ﬂiﬁiﬁ#ﬁn LIST
FOREST ATWORLDS END £ 495 DD1DISCDRIVE £185.95 T0:
EMERALD ISLE £ 585 10C-15BLANK CASSETTES £ 365 ' RUN DEPT
RETURN TO EDEN £ 7.75 103"DISCS £ 35.00 Iﬁﬂgnggx 1U 23 L
BATTLE FOR MIDWAY £ 7.75 AMSTRADSPEECH £ 3495 .
SOFTWARE STAR L DARTFORD
LORDS OF TIME £775 DA15AA
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No, not a sequel to Ghostbusters but a innovative adaption of
the classic arcade game Battlezone. In other words, a very
good rip-off by those very nice Design Design people. It has
more features than the original such as hidden line removal,
wire guided missiles (well, joystick then) and a way of
ending the game other than getting blasted or pouring Coke
over the controls.

The patter on the cassette cover and in the high score are a
might more colourful than this article could hope to be. This
game is in the tradition of their last hit, Dark Star, and uses
the same high speed loader (which even works on the
664),high score table , key definer and other bits (including
the programmer and secret design studio in his bedroom)

For those people who have been living in a pit on a desert
island for the last ten years, the basic plot is to manoeuvre
your tank around a plain littered with cubic and pyramidal
obstacles. There are other tanks on this plain which you can
spot with the aid of your radar scanner. They are a bit
unfriendly but are slow and can be dealt with using a single
shell. The scenery is done in (flicker free) 3D wire-frame
drawing from the viewpoint of the front of your tank. One
improvement on the original is that the battle tanks have
hidden line removal. Instead of seeing through the tank, it
appears to be solid. The game ends when your shields are
worn out or you have destroyed all the objects. Just one small
omission from the original , you forgot the moon guys.

There is a bit of scenery in the background to the game
which scrolls smoothly past and includes mountains and an
erupting volcano. The mountains and volcano are in the
options tables, the mountains can be made to disappear and
the volcano can range from being dormant to a super-dooper
3D turbo Meagacano spurting out red stuff very
realistically. What are those strange green flying squares
for?

Other options allow you to use wire-guided missiles to
destroy the foe as well as ordinary, boring anti-tank shells.
The problem is that while you are guiding the things you are
not guiding the tank. The other tanks realizing this, home in
on you whilst you are in the sitting duck position and convert
your tank into a piece of metallic Emintaler cheese. Not
surprisingly, the enemy gets increasingly violent
throughout the game but they have a sense of glory in
combat and only take you on one at a time.

You can practically ensure a nice explosion by selecting an
option which views things from the point of the missile, this
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1s very dramatic. You zoom across the landscape, dodging
the obstacles , until you hit a tank, an object, or run out of
guiding wire. The view then snaps back to that of the tank in
time for you to see all the little bits of debris bouncing
around. This is very nicely done with suitable boinging
sound effects.

Speaking of the sound effects, they are done in glorious
technicolour stereo (when played through a speech
synthesiser or your hi-fi) but are mostly of the whirr, bang,
crump type. I prefer playing to AC/DC at full volume.

The game gives you a chance to recharge your shields by
squatting on rotating red squares. These can be scouted for
by firing off a missile and viewing the scenery rapidly.
Another hint is to sit on one of these squares and blast the
enemy as they come for you.

As with Dark Star, the high score table is filled with
apologetic graffiti on start up and the caps shift on the
keyboard is backwards i.e. you type in upper case until you
press shift. The high score comes up with messages when
some names are typed in. Try typing in Dark Star, Mon and
Rommel (a version of the same game on a Spectrum). Telling
it to go forth and multiply also gets a response.

The game has its faults, the [control] [shift] [escape] does
not self destruct, overlapping objects tend to change colour
and you don’t get any sort of bonus for finishing, but it is very
playable and promises to be better than Dark Star.

Just one last word to the authors, “Tanks for the game
folks.”

RUTVHER e e DESIGN DESIGN
bl E O e e ST T R S nll L Cassette
{5l st ) M el b U Lo ST S £8.95
TR e B e R LR S e
i b G L b R o S S e T
A I oias s rovronsenseraesareixshl b

3-D STARSTRIKE

3-D Starstrike is not the first fly-around-in-space and blast
everything-in-sight game to appear for the 464. Other
games that have a similar scenario include Codename MAT
and, more recently, Dark Star. Starstrike and Dark Star
have a lot in common. They both begin with a flight in space
during which the budding pilot at the controls must see off
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|REVIEW |

the enemy ships with his laser cannon. They both include
sections where a planet’s surface must be negotiated,
dodging the buildings and flak. And the ultimate aim in both
is to blast the central building/reactor on a planet.

Having played all these games and many others of a
similar genre, | have to say that Starstrike is by far the best I
have come across.

CORE 005800

TOoFS

\I] e i

The game falls into four sections: the first consists of you
against the enemy ships. These come in various flavours,
each type of ship being shown in beautifully smooth and fast
moving wire frame 3-D. As each appears in the distance, it is
not long before he sends a devastating fireball hurtling in
your direction - it is more important to hit these, to save your
shields, than it is to hit the point-winning ships.

In the second section of the game, you fly across the planet
surface shooting at the fireballs that emanate from the
ground bases. You can also swoop and dive towards the red
top buildings, firing all the time - each one hit not only
increases your score, but gives a very satisfying explosive
effect, with debris realistically flying off in all directions. On
level 2 and higher, the short red buildings are joined by
much higher green towers which you can fly between, Take
care not to hit one as it will send you reeling into inverted
flight. The majority of the green buildings have a further
yellow section on top - hitting all of these grants a very
attractive bonus at the end of the section. An on screen
counter is decremented for each one that is successfully
dispensed with. Missing just one or two of these yellow tops
invariably means that the section is ended before one can
achieve completion of the bonus.

So, its on to the third section. This sees you flying down a
narrow trench, the purple pyramidal gun towers firing on
you all the while, To further hinder your progress, you must
avoid the cat-walks that span the trench. On the earlier
levels, they occur just singly - however, on higher levels,
they occur in pairs (the trench is only four cat-walks deep)
this sees you frantically pulling back and pushing forward
on the stick to avoid the obstacles so that you may almost
become flight sick with the realism. On the even higher
levels (should you ever make it), the trench is filled with
walls that protrude from the side walls and half fill the
trench - this means that you must be as adept at horizontal
control as at the vertical control.

On reaching the end of the trench, the fourth and final
section should seem fairly straight forward. All one hastodo
is hit each of the two rotating cubic reactor pods on each side
of the escape duct. Failure to do this means that you must fly
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the gauntlet of the trench once more, but, by this point, your
shields will probably be quite depleted. Success in this
fourth section allows you to fly from the planet and just
before entering hyperspace for the next encounter, you are
given the satisfying delight of seeing the enemy base blown
to smithereens in a truly spectacular explosion, with bits of
the satellite sent flying in all directions.

With your shields partly refilled, it's time to do battle with
another squadron of enemy fighters. Of course, having
proven yourself a worthy adversary, its just that little bit
more difficult.

The game can best be played with a joystick. However, a
number of key combinations can be selected. The starting
level can be chosen from a list of four - I would suggest you
stick to ‘Easy’ until you've won your wings.

For all blast fans, this game is a definite must - by far the
best shoot-em-up to appear for the 464 so far. If pushed to
make a criticism, | might say that the difficulty increases a
little rapidly for some. A neat solution to this, might be to
include the following POKEs in the loader (&2665,0
&2640,0 &2641,0). The first keeps you on the same level
every time, while the second two ensure that your shields
are fully replenished after every run. Unfortunately, I can't
give too much advice on how to install these as it
necessitates breaking the protection of the BASIC loader
-however, I'm sure the hackers amongst you will find it a
doddle.

RUTROR- S cmanlsisamnmismgs, Realtime Software
R 0 T R WS T S R W e SR N Cassette
2 A s R e A S R TR £6.95
BHAPHICS . i isaiiamniiin gt
PEANABHITY il i i AR
FLEE e R Eig s L S PR IR TS A *EF A
[ 378 1 1 R N S S s St L e hadicad

For those of you who thought Codename Mat was difficult
this one is nigh on impossible. The easiest way of playing it
requires two joysticks and the keyboard but it is possible to
play with one joystick and keyboard or just the keyboard on
it’s own.

The game requires a bit of strategy to play, as you have to
supply two bases with personnel from the main HQ and take
back the unlucky ones. You also have to defend the bases and
the HQ from enemy attack using a fearsome (and
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bewildering) array of weaponry. All is lost when the bases
are overrun or you have mangled all three of your choppers.

The game starts off with a number of choices for the
controls. Using two joysticks leaves only the wire-guided
(O.K. then, keyboard guided) missiles. On entering the skill
level the game starts up to show you your head-up display
and a section of the surrounding countryside.

The view is from the point on the compass nearest the rear
of the helicopter. This causes the view to flick round and you
to get ill every time the chopper swings round through 90
degrees. Annoying at times but it makes for fast code and
you get used to it after the first three paper bags.

The first thing you do is to refuel and re-arm with rockets,
machine gun ammo, cannon ammo, anti-tank missiles,
anti-aircraft missiles and mines. While you are selecting
your arsenal, the program displays a beautiful 3D rotating
wire frame drawing of a helicopter fitted with the weaponry
currently featured in the menu,

After loading up, you puzzle out which joystick does what
and take off. If at this point you do not crash within the next
30 seconds you are doing rather well. There is a map which
can be displayed of the countryside which shows the
contours of the land, enemy and allied concentrations and so
forth. Unfortunately, you don't stop moving while the map is
up and if you are foolish enough to fly low at this point you
get some crashbangsplat noises as you test the solidity of a
hillside.

Soon you learn to spot an enemy tank, sneaking up behind
it and aim .. just in time to get blasted out of the sky by an
enemy fighter. To avoid this, keep the anti-aircraft missiles
selected until the last possible moment. They don’t need
much aiming but you only get to carry six at most.

When you have the time to look at the landscape, it comes
in nicely from the distance and features on the ground get
bigger and smaller with distance. Eventually you get the
hang of it but it is hard going though once mastered thisisa
very absorbing game.

AUTHOR s s et el DURELL
FORMAT - oy e e s o s Cassette
PRIGE G it s i piir el pi s s st G s e £8.95
GRAPHIDS ainian unanineitistciiniiie abiit o b
PLAYARILEEY o an o oa mngiint o pn s s e Hkk
P LB 12 ] L e e e S e R *okk
OVERALL Shossliniic Ll s s i e a ) i
DEATHPIT

In Death Pit from Durrell, you play the part of an intrepid
explorer. You must go deep into a mine in order to find a
possible maximum of 20 gold bars and a single gem stone.
Points are scored for each of the bars that are returned to the
tent on the surface close to where the game starts. The game
is finished when the diamond is returned to the tent. At any
one time, it is only possible to carry four objects, so several
trips into the bowels of the Earth are required in order to
succeed. While underground, a large battery shows how
much power is left to light the lamp on your helmet while a
large oxygen cylinder gives an indication of the remaining
air that is needed to go through the submerged parts of the
mine,

As well as the gold bars and gem stone, your adventurer
can carry spare batteries and air cylinders, but carrying
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these obviously reduces the number of other objects that can
be carried. Spare oxygen and batteries are to be found on the
ground near the mine shaft entrance, Objects are picked up
by hitting the space bar then moving a cursor to one of the
four possible positions and finally using the fire button to get
an object - in this way it is also possible to swap a desired
object with one that is already being carried. Another object
that may be carried is a spade, this is not used for digging but
for despatching the various nasties that inhabit the mine.

While on a connecting ladder, one must turn side ways for
this defence to be active, so it is often necessary to stop your
ascent or descent and move momentarily to one side when an
undesirable approaches. In play, you wander relentlessly
around, along the tunnels and up and down ladders, trying
to find the gold and gem. The baddies occur in two types,
those who are suspended from the ceiling of the tunnels
(spiders) which appear occasionally and those that can move
about freely (scorpions and another type of spider).

The area of play is confined to a relatively small window,
which is updated each time you walk out of one edge. In
many respects, this game is similar to Roland on the Ropes.
Both consist of large mazes populated with baddies and
desirable trinkets. But, unfortunately, this game is nowhere
near as good. The control does not seem to be as accurate and
the part of the map shown does not scroll as one moves,
which is a shame. The business of oxygen and batteries just
seems like an unnecessary confusion as is the time limit that
counts (reasonably slowly) up to 9999 at which point our
hero expires.

The monotonous, repetitive tune that drones on in the
background might as well not exist. It will very soon be
turned down anyway. Another drawback of the game is the
fact that the maze and location of objects within it is always
identical, 80 once mastered, this game could rapidly lose
appeal. This game does not really match the usual standard
of games from Durrell, I think I'd spend my hard earned
pocket money on Combat Lynx every time.

o Ea L e e S RS 1L Durrell
e F o R R G T S 5 | | Cassette
B e i i £8.95
R e i e R i
PEATRBIEETY it s d Bl ¥
RDIICTINENREN: | o o el e *
EVRALL .~ oh i i diat s sl Bl il
ACU
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AT LAST!

The complete expansion system for Amstrad
computers you've all been waiting for..............

HS-S1 Serial Interface forBASIC&CPM .... £35.95
HS-52 Serial I'F foruse under CPMonly ...cveesnens: £29.95

Built to the umversal RS-232C standard, the HS-S1/2 sernal
interfaces are two-channel cards, capable of operating directly
from Amstrad CP/M without additional software. The transmit
and receive baud rates for channel A may be set individually in
software from 50 to 9600 baud, for applications such as 1200/75
baud terminals The baud rates for channel B are also
selectable, but are not independent.

The HS-51 is supplied with software allowing BASIC
programs to use the interface for communications and serial
printer support. The HS-52 is supplied without software for use
under CP/M only.

Channel A supports RTS, DTR, DCD and CTS type
handshaking from CP/M The HS-S1 wil also support
XONXOFF or no handshake when used under BASIC.
Channel B has no handshaking under CP/M, but can be used
with XON/XOFF or no handshake from BASIC (HS-S1 only).

The cards are suppled with one 25 way D-type plug,
configured for DTE operation, with Channel B connected as a
back channel.

General features:

- H5-51/2 are supplied uncased with a ‘thru-bus' for
stacking expansion peripherals.

- Comprehensive documentation.

- Additional BASIC commands supplied with the HS-S1

Send to HoneySoft Ltd.

Box 489, Brentwood, Essex, CM158DX

Please supply :

[J HS-P1 Centronics interface and parallel interface card
at £24.10 including post and VAT.

[J HS-S1 Serial interface card at £35.95 including post and
VAT,

[0 HS-S2 Serial interface card at £29.95 including post and
VAT.

[1 HS-RX1 4 socket sideways ROM expansion board at
£18.35 including post and VAT.

enclosed

Please allow up to 28 days for delivery.

FULL DATA SHEETS AVAILABLE: If you require further
information on the above and forthcoming products, please
write, enclosing a stamped self-addressed envelope - thankyou!

HS-P1 8-bit Centronics and
Parallel Interface .... £24.10

The HS5-P1 comprises two 8 bit input/output ports where
any of the 16 lines may be individually assigned for /O
functions, based on a Zilog PIO. All 16 /O lines, hanshake
lines and PSU lines are accessible on a 26 way IDC
connector, Additionally, one of the ports may be used to
operate a Centronics compatible printer, with its own
handshake lines for both BUSY and /ACK signals, leaving
one complete 8 bit port available.
The printer connects to a 0.1" edge connector, allowing
existing CPC464 printer leads to be used.
- The HS-P1 is supplied uncased with an 8 bit Centronics
porton a 34 way edge connector
- 16 bit parallel /O on a 26 way IDC connector
- Thru-bus for chaining penpherals
- Comprehensive documentation
- Supplied with additional BASIC commands

- Compatible with other HoneySoft Amstrad penpherals

HS-RX1 Sideways ROM
Expansion Card ....... £18.35

The HS-RX1 provides facilities for up to 4 sideways ROMs,
giving instant access to programs, combined with
maximum RAM: no more loading from tape or disc.
Support for parallel and serial cards available. Supplied
with comprehensive documentation, but without ROMs,

If an HS-RX1 is purchased with an HS-P1 or HS-S1,
then support software is supplied in ROM, otherwise
software is supplied on tape.

Dealer and Overseas
enquiries welcome

LAOMEG BOOIE civresiciicansormsssntarsssniassmmnns

HS-XM1 Expansion motherboard
A backplane system that allows up fo § expansion cards to be
connected. Complete with itsown PSU and ribbon connector.

Registered Office: 26 Crescent Road, Brentwood, Essex

HOI‘IEYSOft. « it’s the bees knees !



BOOKREVIEWS

On The Road To
Artificial Intelligence:
Amstrad CPC464

Jeremy Vine

Shiva Publishing
ISBN 185014064 2
102 pages

£5.95

These titles don't get any shorter, do
they. I don’t think this one is too
accurate, either. My dictionary defines
intelligence as ‘intellect: quickness of
understanding’. Intellect is ‘the faculty
of knowing and reasoning’. Current
computer technology, be it an Amstrad
micro or a Cray supercomputer, fails
all of the above tests. A computer
knows nothing; it reasons only in the
sense that it will produce results from
data using its list of rules (but so does a
pocket calculator); it has no
understanding.

In essence, any computer is just a
collection of switches that can be on or
off. The switch states represent
numbers, and can be altered using
rigid rules fundamental to the
hardware design. A machine code
program is just a list of these rules. We
can use the numbers to represent
objects in the real world, and model
physical and mathematical processes
with suitable choices of rules to
manipulate the numbers. But the
whole  process is  completely
predictable: given the initial state of
the computer, we can always calculate
the end state. It happens that by far the
quickest way of obtaining the end
result is to actually run the program,
which is why we build and use
computers, It just isn’t sensible to talk
about computers being intelligent.

The author himself questions the
validity of describing computers as
intelligent, but fudges the answer a bit.
The trouble is, artificial intelligence is
a nice buzzword with sales impact. A
more honest title would have been ‘On
The Road To Faking Intelligence’, but
it wouldn't have looked so good on the
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Peter Green

bookshelves.

Please dont think I'm attacking
Jeremy Vine over the content of his
book, because I'm not. It's just the
labelling of it that bothers me. The
book itself is actually a good guide to
the techniques of text handling — the
sort of thing that is so useful in
up-market adventure games which
allow very complex commands to be
input and acted upon, or in the
development of a really friendly user
interface for a piece of business
software.

All the BASIC keywords for
manipulating text, such as PRINT,
INPUT and the string-handling
commands are covered in some detail,
and much useful advice is imparted on
good programming technique.

The book closes with two long
example programs. Sigmund is a
version of the psychoanalysis program
which takes the ‘patient’s’ input and
chooses some very convincing
responses which, at times, really do
seem to constitute a conversation.
Intervieweris a version of Sigmund

which conducts a job interview, Both
programs are impressive — at times
you could believe a real person is
answering you —but please, Jeremy,
don’t describe the replies as intelligent.
They are sensible, which not the same
thing at all.

Adventure Games For
The Amstrad CPC464

A.J. Bradbury
Collins

ISBN 0003830780
229 pages

£7.95

When I used to work on a computer
magazine, the office was inundated
each month with copies of books from
all the major publishers: far more than
we could possibly review. Often we'd
get a string of similar books from an
author, each with a different computer
in the title. We'd joke in the office about
these authors having good search and
replace facilities on their word
Processors,

This book falls into that category, but
I'm afraid the author has very bad
search and replace. It's a version of a
previous book written for BBC owners:
[ can tell because large chunks of BBC
material have been left in. For
example, he keeps talking about
storing numbers in ‘resident integer
variables’ because CHAINing a
program corrupts the variable area.
This is true on the BBC but nonsense
on the 464, (Anyway, it has no RIVs),
He talks about using ? to access
memory directly: this, too, is BBC, as
the 464 uses PEEK and POKE.

Page 201 states that arguments for
user-defined graphics must be hex
values: this iz nonsense on either
computer. I typed in the Boolean
operator demo on page 33 exactly as
listed: it does not work as described,
although the preface states that all
listings in the book have been listed
from tested programs on the Amstrad.
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Thisis clearly not true.

In short, the preparation and editing
of this book are completely inadequate.
It's a pity, for many of Mr. Bradbury's
comments on the actual structure and
techniques of adventure game
programming are thoughtful and

relevant. I'd disagree with his
preference of gridded paper to the
boxes-and-lines method of

constructing adventure maps — the
latter is much more flexible and not as
prone to error as he suggests — but
that's a matter of opinion. But
whatever the merits of his adventure
theory, how can I possibly recommend
a book which doesn’t even know which
computer it is describing.

Colling have made me angry. I can
understand publishers trying to make
profits from the home computer boom,
but if they sacrifice quality and
accuracy just to get their snouts in the
trough, they are treating you, their
customers, with contempt. If you've
already bought this book, complain. If
you haven't, look elsewhere, Voting
with your wallet is the only way to get
the books vou deserve.

A Child’s Guide To
The Amstrad Micro

John Dewhirst and James Ryan
Cambridge University Press
ISBN 0521315611

96 pages

£3.95

This book is aimed at the younger
programmer - there’s no age range
mentioned on it but I'd say pre-teens
would be a fair estimate, Thus the print
is relatively large and simply-written,
and there are numerous cartoons
scattered about to break up the text.
Many of these feature the five
characters used to present each of the
sections: PC Bobby Truemo who tracks
down program errors, Mortimer Puce
the artist, and Ms. O.C. Termup, the
reference librarian.

This is a good idea, as kids love to
have silly names and characters like
this, but together with the ‘You try’
boxes, the 'Display box’ showing the
result after you type an example, and
the ‘Make a Note'boxes, the layout gets
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a bit cluttered at times. Nevertheless,
the treatment is at a very basic level
and the dimmest of computer
illiterates should be able to gain from
it. It might even be more suitable for
the ‘truck driver and his wife’ that
Alan Sugar (pause to tug forelock)
aims his computers at — 'm getting
worried at the number of 12-year-olds
who seem to know more about machine
code than [ do.
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Sixty Programs For
The Amstrad CPC464

R. Erskine, H. Walwyn, P. Stanley and
M. Bews

Pan Books

[SBN 033028764 8

303 pages

£5.95

If you like games and love typing, this
book will give you many happy hours,
A thick tome containing nothing but
program listings to type in, covering
just about every conceivable game and
one or two more serious topics. It's
impossible to really review a book of
this sort: all I can say is, I dipped in at
random and got a simple Galaxian
program which worked first time. At
10pa listing, how can you go wrong?

Computer Challenges
For The Amstrad

Richard Hurley and David Virgo
Duckworth

ISBN(07156 19799
212 pages
£6.95

Here’s another book which claims to
contain artificial intelligence
programs. The authors justify

themselves with this definition: ‘. . . the
combination of methods employed in
programming in order to make a
computer solve or attempt to solve a
problem by selective reasoning’. That
sentence contains its own refutation
—because computers do not reason. It is
the programmer who does the
reasoning when he analyses the
problem and writes the program,
which the computer then blindly,
mechanically, and predictably follows.

Nevertheless this does not reduce the
value of the book, which is actually
about puzzles and games programs.
The material used is rather more
up-market  than  the usual
kill-the-alien listings books, however,
The first half of the book offers four
puzzles in which you try to solve
problems which use the computer
simply as a passive display device. For
example, the famous sliding puzzle
(buy one for £1400, and get a free
Macintosh) starts off the section, and is
followed by an on-screen Rubik Cube
for you to solve, a crossword puzzle
with a database as big as you want, and
that classic found in every magazine
article on recursion, the Towers of
Hanoi.
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The second section makes things a bit
trickier for you, because it contains
two-player games with the computer as
your opponent. This can often give you
a run for your money: not because the
computer is intelligent, artificially or
otherwise, but because it is better and
faster at blindly following rules. The
games covered by this section are
Othello, Noughts and Crosses,
cribbage, backgammon, draughts, and
Connect 4.

The two authors are both lecturers in
computing at a Sussex College, so the
programs are well-written in neat,
structured blocks. Flowcharts and
diagrams abound. A short section near
the beginning of the book describes the

keywords from the Amstrad’s
Locomotive BASIC wused in the
programs, and provides simple

examples to back up this tuition: so
beginners need not feel lost. The
listings are often several pages long
but on page 214 of the book are details
of a cassette, also available from
Duckworth, which contains all the
programs described in the book and
costs £7.95. Not bad value for 10
games,

Practical Programs
For The Amstrad
CPC464

Owen and Audrey Bishop
Collins

ISBN 00023830829

172 pages

£6.95

If you're the sort of the person who
likes to type in listings, but also likes a
detailed description of their workings,
this book is for you. The Bishops are
noted authors and contributors to
computing and electronics magazines,
so when they say all programs are
listed from a debugged and working
Amstrad program, I think we can take
them as accurate even if Collins are the
publishers. Certainly I was unable to
find any errors in programs or text.
Furthermore the Bishops take great
pains to describe the most probable
typing errors you'll make, such as
mistaking lower case 1, capital I and
the number 1 for each other, If the
programs don't work, it’s probably your
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fault.

There’s a pretty broad spectrum of
programs here, 14 in all, and aimed at
practical and serious, though simple,

applications. Statistics feature
prominently, with a Pools program,
trend analysis, statistical deviation
and decision analysis. Home owners
can type in listings for planning space
layouts, checking cashflow with a
simple spreadsheet, doing accounts
and watching the call charges
accumulate while making phone calls.
There are several varieties of database,
and a Supersound program that makes
it easier to develop sounds using the
complex Amstrad SOUND command.

An Amstrad CPC464
Compendium

Martin Gandoff and Robin Kinge
Addison-Wesley

ISBN 0201 154390

168 pages

£7.95

This is another games compendium, a
collection of 22 listings in Locomotive
BASIC for a whole variety of games,
from traditional to modern, from
games of skill to games of chance, plus
a set of short graphics programs for
amusement and a screen drawing
program. The introductory chapter
skims through the BASIC keywords,
and it's rather worrying that the
authors are completely in error about

RAMS FOR
HE AMSTRAD
T pcaca

the way SYMBOL AFTER works; I
hope the listings were checked
properly.

The listings have a minimum of
explanation, but they are printed in
big, heavy dot matrix lettering which
will be easy to type in. Better, each
game has a screen photograph so you
can see what you're getting before you
enter it (or buy the book!). This is
unusual in listings books and is to be
encouraged.

Amstrad Magic

Edited by Jack Walker W. Foulsham &
ColLtd

ISBN 057201297 7

96 pages

£5.95

The subtitle of this book is “Your First
Programming Book’ and it is another
one aimed at the younger programmer,
or absolute novice. It goes into a great
deal more detail than ‘A Child’s
Guide...", because the print is smaller
and there are only a few cartoons
included. The page layouts are also
much neater and the book is easier to
follow. However, a young child could
well find the denser text more
daunting to wade through: parent’s
will have to judge which level of book
would be more suitable for their
offspring.

As well as lots of short examples
scattered through the text to illustrate
points as they arise, an appendix gives
two complete programs, a Mastermind
type and our old favourite, the Towers
of Hanoi. A useful book to keep your
more thoughtful kids quiet during the
holidays.
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THE MUSICAL AMSTRAD

Part5

This month sees that last of the present
series about music on the CPC464 (and of
course now, the 664!), so I thought I'd
complete the musical story by looking at a
few ideas which utilise the micro to good
effect. The Amstrad can be used in many
ways and it's not only for sound effects of
background ‘tunes’. As this is the last of the
series I'm going to consider a number of
ideas for music programming - not all of
them immediately obvious - and also look at
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how the Amstrad can be used in conjunction
with other musical instruments.

Using a computer to produce music is great
fun in itself, but how useful is a micro, even
if it is an Amstrad? Considering the
limitations of the sound chip, the sounds
that can be created are impressive. But
after formulating a lazer-gun zap or an
explosion, you might begin to wonder
whether there is anything else you can do.
Well, there is.

JEREMY VINE

Throughout the past few months, I've tried
to show that even if you're not a musician,
you can still create music. However, true
creative works are the realm of the
composer and it's one area that most of us
wouldn't even attempt to aspire to. So
wouldn't it be nice if your Amstrad could
compose music for you?

The Composing
Computer?

The idea of a composing machine or some
way of reducing the composing process is
not new and delving into the musical
history books reveals various attempts at
relieving the musician of the need to spend
hours on end, manuscript paper in hand,
composing. The problem, however, seems as
impossible as answering the question of
how we learn language. It's all a case of:
what makes a good tune?

Over the years, music has not followed one

straight road and this is shown by the
diversity of music in different cultures, In
the West, music has for many centuries
followed a recognisable form that differs
greatly from, say, Indian music. To our ears,
Eastern music often seems unharmonious
but this is because of the way we have
become used to a certain set of fixed interval
sounds. If you look at your User guide, you'll
see a list of frequencies of sounds and their
related pitch names (ie C,D,E, etc).
This forms the basis of most written music
and if composing from a piano keyboard, the
musician is limited to the range of
semitones present. From this, we have
developed the multitude of compositions
and musical styles we know today. But
music isn’t limited by these restrictions. It
is always important to remember that what
we are doing with music is merely juggling
a set of different sounds frequencies and
hopefully ending up with something our
ears find pleasing.

Now all that may seem very interesting
but what's it got to do with computing? A
lot, if you intend to teach your micro to
compose. Because the micro is basically
very thick, we have to teach it how to
compose and that is not as easy as it sounds.
Unlike writing a games program, where the
purpose and final results are already
known, a program that might compose
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mugic has no known end-result, except that
some noise will be made. An understanding
of the rules governing music is essential but
as [ said earlier, ‘What makes a good tune?”,
and that unfortunately is not easy to
answer. What is worse, is that there are no
rules governing composition. So when in
doubt, turn to Mozart.

The most famous example of an
auto-composing method was formulated by
Mozart (now known as Amadeus due to his
recent Oscar winning success) and was
called the ‘Musical Dice Game'. It is
ideally suited to computer conversion as it
uses that old favourite of the silicon
machine -random numbers. However,
despite the genius of Mozart, the end result
is far from inspiring and in no way compares
to compositions of the mind. But it does
provide us with a set of rules by which
compositions of a certain character can be
created. These rules can be converted into
programmable form and the techniques
discussed over the past few months can be
put to full use.

In its own way, compoging by micro is both
exciting and surprising. I have not included
a ‘Dice Game’ program here because of the
sheer length of code involved - the vast
amount of code is musical data, rather than
any complicated programming technique.
You can of course try to create your own
random music generators using the RND
function but the first pitfall is the clash of
subsequent notes causing usually (unless
you're really lucky) a perfectly horrible
inharmonic noise.

To get over this problem a few simple rules
can be applied. Firstly, use different
durations but not too many (two would be
best) as this will add rhythm into the music.
Different instrument sounds will also
detract from the randomness of the notes
generated and, finally, apply a strict rule
that eliminates repetition of notes or
clashing unharmonious sounds.

An ear for Music?

Virtually all music programs written for
micros that | have seen have involved a
knowledge of music and make little or no
attempt at tech music. [ suspect many of you
reading this have no background in music
but, like most people, still enjoy music. The
Amstrad is the ideal tool with which to
learn the language of music. Patience is a
great asset in any teaching situation and
the microis well utilised in this area.

It is easy to write programs that test both
the visual and auditory senses. The first
hurdle faced when learning music is to
understand all those funny dots and lines,
g0 why not use the computer? An excursion
into the graphics commands is needed but
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this need not be more than drawing five
horizontal lines and placing a ‘blob’ on or
between lines. The position of the ‘dot’ is
directly relative to a note name and this
information is easily stored in a DATA
statement,

Even if you don't understand music, the
position of notes can be copied from a music
notation book and a simple question and
answer program is virtually finished.

The same idea can be applied to testing
knowledge of scales and key signatures. But
visual tests are not all that can be
programmed. Using the ‘C major’ program
from April as a basis, extend the DATA
statements to play all Major scales and
randomly play any scale. Provide a
‘pitch-fork’ tone as a guide (‘A’ is usual)
before playing the scale and then see
whether you can work out the scale. The
same goes for testing the pitch of individual
notes and it is easy to elaborate the process
to make the task seem less learning
orientated and more game-like.

The same principles can be used in a
random rhythm generator, In May's article
I converted the musical duration times into
values that the Amstrad can understand.
It's not hard to extend that into a program
generating a beat (you need only use
SOUND statements).

Scintillating
Synthesising!

And now a few thoughts on interfacing the
Amstrad with other machines. As a music
machine the Amstrad is impressive but in
no way compares to the likes of a
professional synthesizer. However, there
are options which you might like to think
about. As a noise generation box the
Amstrad may well have uses in the
background but where it could really score
(excuse the pun!) is in controlling other
instruments.

Compatibility is one word that is often
used in computing circles but rarely exists.
In the world of the professional musician,
similar problems exist but one important
standard is the implementation of MIDIL
MIDI  (Musical Instrument Digital
Interface) is a means of linking musical
equipment  together and causing
synthesisers, drum machines ete, of
different makes to work together. The
added bonus is that because of the nature of
the MIDI interface (essentially a serial
device), micros can be connected into the
‘circuit’ and used as the controlling unit.
The computer can then act as a recording
studio and outputting the information to
the relevant machine.

‘Great’, I hear you cry. But there's a catch.

At the time of writing this article, [ haven't
heard of a MIDI interface for the Amstrad.
They are just appearing for other micros
and it would seem likely that the Amstrad
machines will spon have MIDI. The 664 in
particular is ideal as the disc drive can store
the vast amount of data needed. This is
because synthesisers have many different
‘events’ occurring simultanecusly and
much information is contained even in the
production of one note.

The uses of MIDI is only just being
explored and I hope that we will soon see the
use of synthesisers and computers,
side-by-side, in performance. Synthesisers
are coming down in price and it's not
inconcievable to think of a computer
controlled band.

And finally...

And finally, I've given over the past few
months a lightening tour around the
Amgtrad sound chip which is a pleasure
both to program and to listen to. I hope that
the intricate nature of the sound commands
are no longer a mystery and if you're a
muscial novice, that music itself is not as
frightening as you might have imagined.

I haven't concentrated on giving you loads
of sound effects as the series has been in the
main about music and it's fun anyway to try
your own effects. But I bow to pressure for
giving some sound effects so here's a few
that I have used for my amusement, games
ete. Iwon't tell you what they - you'll have to
type them in and see.

Program A.

10@ FOR mystery = 58 TO 158
11@ SOUND 1,mystery,3,15,08,0,08
128 NEXT

1380 FOR loop = @ TO 45

148 SOUND 1,1,3,15.8,8,31

158 NEXT

Program B.

188 ENV 1,1008,122,1

118 SOUND 1,239,8,15,1,8.8
128 FOR y = 8 TO 20808

138 NEXT

148 GOTO 118

And that really is that. This is the last of
this series for the time being but not the end
of music on Amstrad machines, The
exciting part of using the sound system is
the unexpected variety of new sounds
possible and that's where you come in. Play
around, experiment -don't be afraid. You
might keep the neighbours up nights but
who knows what sound you'll discover. And
if it's good, send it to us so that we can all

listen.
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UNLEASHED
ThePanther

a superb printer gt a printable price

The Panther has arrived. A fast, sleek,
good looking printer from DATAC
that’s leaving other printers standing.
Just look at the features that make
The Panther the most exciting printer

available today:

@ Friction feed and tractor feed for
vanying paper widths.

®80cps.

® 80 c.p.l with40/132 optional.
@ Compatible with EPSON Control

Codes.

@ BLOCK GRAPHICS standard.

@ Bi-directional logic seeking
carriage.

® 4,000,000 character liferibbon @ PANTHER 2 provides 120 c.p.s. or

@® True one line bufferwith
1152 Bytes.

@ Precision printhead for sharp
quality printing and durability.

cartridge.

@ Centronics interface as standard.
® Compatible with the AMSTRAD

+ VAT

CPC 464/664; TASWORD;
TASCOPY; TASPRINT.

All this plus more for only £278,

NLQ for £319 + VAT
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Input and Output

We have already seen in previous articles how numbers are
input to the stack, by simply just entering the number, and
also how numbers are output from the stack by using the
FORTH word ‘.’ (dot).

When it comes to the handling of strings of characters,
FORTH is very much a ‘do-it-yourself type of language.
There are no string variables as in BASIC, and therefore no
string handling words such as LEFT$ RIGHT$ MID$ etc.
However, as with most things in FORTH, the bare essentials
are all there and it is up to the user to incorporate what
string handling words are considered desirable.

The first text handling word is EMIT. This will print out
the number that is TOS as its ASCII equivalent. Se 65 EMIT
would print out ‘A’

To print out the word ‘YES' you could say:

83 69 89 EMIT EMIT EMIT

and this would do the trick. You could define a new word to
print out ‘<’ number of characters from the stack with:

DISPLAY B DO EMIT LOOP ;

All you need to do now is to specify the number of
characters that you want printed out from the stack. For
example, 3 DISPLAY would print out the word ‘YES'
assuming that the three numbers 83, 69 and 89 are on the
stack of course. As we shall see though, there are better ways
of outputting text than this.

EMIT is not just restricted to the ASCII characters though.
The codes from zero to 31 can also be used, which is very
useful. For example, if you turn to chapter 9, page 2 of the
User Instruction Manual, you will see the list of control
character commands that are available. To sound the
‘bleeper’ in BASIC you would have tosay:

PRINT CHR$(7)

In FORTH you could make this rather more user friendly by
defining a new word called naturally enough...BLEEP:

: BLEEP 7 EMIT ;

Any time you need the keyboard bleep, then just type
BLEEP...simple! English could be defined to turn the
transparent mode on and off:
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: TRANSPARENT-ON 1 22 EMIT EMIT ;
: TRANSPARENT-OFF @ 22 EMIT EMIT ;

A word to print inverse characters is easily defined by:

: INVERSE 24 EMIT ;

You could create other words just as easily for the other
control characters depending upon your needs. This is a good
indication of how ‘user-friendly’ FORTH can be if you use
appropriate names for the new words.

If you have a printer, EMIT is a Godsend! To set boldface
type on my Daisywheel in BASIC would need:

PRINT CHRS(27);CHRS(87);

In FORTH you would say:

: BOLDFACE 27 EMIT 87 EMIT ;

All you have to do now (assuming the printer is TINKed') is
to type BOLDFACE and the printer is set to boldface.
Setting the line pitch in BASIC, to say 1/8th inch would
need:

PRINT CHR$(27);CHR$(30);CHRE(6);

The setting is given in 1/48th inch increments - hence the 6
atthe end. In FORTH it could be:

: LINE-FEED 27 EMIT 3@ EMIT EMIT ;

So now 6 LINE-FEED would set the linefeed to 1/8th of an
inch. 16 LINE-FEED would set it at 1/3rd of an inch. Once
again...very simple and very user friendly.

The opposite to EMIT is KEY. This waits for user input
from the keyboard and places the ASCII value of the key that
is pressed to the TOS. If you try:

KEY .

and then press [ENTER|, FORTH will wait for you to press a
key, and then print it's ASCII value. KEY is normally used
for testing that a certain key, or combination of keys, has

been pressed in response to a prompt such as ‘PRESS
[ENTER]TO CONTINUE'. You could then use a new word,
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say TEST-KEY to test for the key pressed:

: TEST-KEY BEGIN KEY 13 = UNTIL ;

Placing the word TEST-KEY in a program would suspend
the program until the ENTER key is pressed. A string of
characters could be input using a loop as in the new word
GET-WORD:

* GET-WORD BEING KEY DUP DUP
EMIT 13 = UNTIL
DROP ;

This word will accept text input and place the ASCII values
onto the stack until the ENTER key is pressed. The DROP
removes the value for the ENTER key which is not required,
and EMIT will ‘echo’ the keys that are pressed to the screen.
The characters on the stack could now be tested and
manipulated as required. Of course, this word is still far
from perfect. What happens if the backspace key is pressed,
or the ESC key? The values will still be placed onto the stack,
when they are not required. Although making up these
various types of words may seem to be easy at first glance,
making them foolproof involves a lot more work. Just as in
BASIC, a large part of the program may consist purely of
foolproofing techniques. There is not enough room in these
articles to cover foolproofing, but hopefully you will modify
some of the words to cover this aspect.

A more general FORTH word used for inputting text is
WORD. This will take the ASCII value on TOS and read in
characters up to this delimiter value. Its main use is to ‘look
ahead’ at text. The FORTH word -FIND uses WORD to
search the dictionary for whatever word follows. If you
wanted to see if the word SWAP exists (which it does!) then
you would use:

-FIND SWAP

The delimiter value in this instance is a space, which is of
course the main delimiter value used in FORTH. If the word
i8 found in the dictionary, then a true value (1) is placed on
TOS followed by the length of the name, and the words PFA
(see last months article). If the word is not found then a false
value (0) is put on TOS. You could make up a word to return
the details as follows:

: WORD? -FIND IF DROP ." PFA ADDRESS IS " .
ELSE ."™ WORD NOT FOUND " ENDIF ;

Now WORD? will search the dictionary for the word that
follows and print out its PFA if the word exists, or tell you
that it could not find the word. Bear in mind that -FIND will
only work on the FORTH VOCABULARY and the current
VOCABULARY if this is different from FORTH. If, for
example the current vocabulary is FORTH, then WORD?
CPIR will return “‘WORD NOT FOUNIY. The word CPIR
does exist in the ASSEMBLER VOCABULARY though, so
you would need to type ASSEMBLER firstly, and then
WORD? CPIR. This time the word will be found and its PFA
address printed out. Next month’s article will take a closer
look at using the FORTH ASSEMBLER.
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WORD can be used to input stings of characters directly to
the dictionary. At compile time the string that is input is
stored from HERE. HERE is a FORTH word that points to
the next free memory in the dictionary. The first byte of the
string will contain the string length once WORD has
completed its routine. This can be used to set aside the
required number of bytes to store the string into the
dictionary, and to increment the dictionary pointer HERE
accordingly.

We can create a new defining word IN$ which at compile
time will store the string that is input into the dictionary,
the first byte of the string being the length of the string:

: INS <BUILDS HERE ( Save address of HERE on stack )
13 WORD { Accept string until <ENTER> )

cd 1+ ALLOT { Get string length & allot 1]
DOES> ; { PFA to stack at run time ¥

This uses the <BUILDS and DOES> as described in last
months article. The address of HERE is saved onto the stack
first as this address will hold the length of the string. 13
WORD will then accept the string up until the ENTER key is
pressed. The length of the string is then returned by Ca and
1 is added to this to take into account the first byte of the
string which will be the length byte. The FORTH word
ALLOT will then move the dictionary pointer HERE by the
length of the string plus one. To see how this works, first
enter the new defining word IN$. Now if you wanted to
create a string called ‘OPTION-1" which was part of a list of
options, you would say:

IN$ OPTION-1 A - Display Menu of Chord Shapes

Now IN$ is a defining word so it will compile the next word,
OPTION-1 into the dictionary. The <BUILDs part will store
the string ‘A - Display Menu of Chord Shapes’ into the
dictionary. Now that the string is in memory we need a way
of printing it out or performing other operations on it. The
first FORTH word of use is COUNT. If the address of the
string is on TOS, then COUNT will place the length of the
string on TOS. Note that the first byte of the string must be
the length byte for COUNT to work correctly. The word
TYPE will then print the string of characters given by the
length and address of the string. If you have compiled the
above string into the dictionary then OPTION-1 COUNT
TYPE will print out the string. Remember that the DOES>
part of IN$§ puts the PFA of OPTION-1 on TOS when the
word is run. The PFA of OPTION-1 contains the length byte
and the string, which is then used by COUNT and TYPE.

You could create as many strings as memory allows if
needed with IN$. Once you know where the string is located
in memory it is fairly easy to perform other checks on it.
Words to simulate RIGHTS$, LEFT$, MIDS etc can be created
if desired. However, it would take up all this magazine to
give examples and there are many other points to cover.

Formatted OQutput

On the better BASICs, PRINT USING is available for
formatted output. FORTH has some very useful formatting
words which work on numbers that are output. If you were to
type in the number ‘123, it is the FORTH word NUMBER
that turns the string “1” “2” “3” to binary and puts it on TOS.
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In this case a 16 bit number is generated. If NUMBER finds
a decimal point anywhere in the string, then a 32 bit
number is generated. The first of the formatting words is .R
and D.R which print a 16 bit and 32 bit number right
justified by the value specified. If you try the following two
words you will see how this works:

TEST1 10@@0 1000 100 10 @
5 0 DO CR . LOOP CR ;

: TESTZ 100080 1000 100 10 0
58 DO CR 5 .R LOOP CR ;

Try changing the value before .R in TEST2 to 40 and the
numbers will be printed out halfway across the screen in 80
column mode.

Other formatting operators are available but these must be
placed within the two words <# (start formatting) and #>
(end formatting).

The number that is to be formatted must be a double
number, The word S—D will convert a 16 bit number to a 32
bit number if required. Putting the value of zero on TOS will
also have a similar affect The formatting words to use
between <# and # > are !

#S # HOLD SIGN

which gives the absolute value of a number, just as in
BASIC. As the word is a double number you will need to use
DABS which performs the same operation, only on a double
number. The only problem remaining now is to restore the
minus sign when the string is printed out. This is where the
word SIGN comes into use. This will insert the minus sign
into the string if the number that is TOS is negative. In this
case it will be necessary to DUP the number before
formatting it so that it can be tested later on by SIGN. Asit is
a double number 2DUP will be used. The modified version of
MONEY would therefore be:

MONEY 2DUP DABS <#
# # 46 HOLD

#S SIGN

163 HOLD #> ;

Try this out with negative values and you will now find
that it works correctly.

Some quite clever formatting can be done by changing the
BASE value during formatting. For example - given a
double number on TOS let’s try and output it as HOURS :
MINS : SECS. First we need an operator to divide by sixty to
give the seconds and minutes. The following word SEC/MIN
will perform this:

These words convert the double number to a string which is
generated downwards from PAD, which is a scratchpad area
always at a fixed offset above HERE. After generating the
string, the address of the string and its length are left on the
stack. Using TYPE, as before, will therefore print this string
out. Try the following new word which will take a double
number on TOS and print it out as pounds and pence:

: MONEY
< (start formatting)
LI fconvert two smallest digits - pence)
46 HOLD Cinsert [.' into the string )
75 (convert any remaining digits

)
163 HOLD (insert the pound sign inte string 1}
K> fend of formatting )

Now if you were to enter 123. MONEY TYPE the string
printed out would be '1.23 - remember that the decimal point
after the 123 is to signal that the number is a double number.
Let’s see how this works. The # word will divide the
double number by the current BASE to generate the first
character. Working in decimal (BASE 10) this would give
123 divided by 10, which leaves a remainder of 3 - the first
character of the string. The number left, 12, is then divided
again by the the second # word. This gives a remainder of 2
- the second digit of the string. This takes care of the pence.
The word HOLD takes the value that is TOS and inserts its
ASCII equivalent into the string - in this case the decimal
point. The word #8 converts the number remaining in the
same way as #, until there is nothing left to convert. The
pound sign is then inserted into the string by using
HOLD. There is one problem with the word as it stands.
What if a negative value is input ? If you try it with MONEY
the result is quite unpredictable. The formatting process
requires that the number to be formatted is a positive
number. This is easily rectified by using the word ABS
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: SEC/MIN DECIMAL # (convert first digit in decimal)
& BASE ! {set BASE to 6 )
§ (tonvert next digit in base & )

DECIMAL 58 HOLD ; (restore BASE - insert [.° 1

The new word CLOCK will then use SEC/MIN as follows:

CLOCK <# (start formatting )
SEC/MIN {convert to seconds )
SEC/MIN (convert to minutes 1
#5 #> (convert remaining digits)
CR TYPE CR ; (print out the string )

Now if you were to enter 60. CLOCK you should get 0:01:90
printed out. 12345, would print out 3:25:45. Remember the
decimal point when inputting numbers. There is no error
trap for a negative value but if you follow the previous
example you should be able to add this to the CLOCK word.
There is a time counter on the CPC464. The value of this is
returned by TIME in BASIC, and this is measured in
1/300ths of a second. Next month’s article (and the last in the
series) will use a machine code FORTH word to return the
value of TIME and use a similar type of formatting to that of
CLOCK to ouptut the value. Despite the unusual format of
the FORTH ASSEMBLER, machine code programmers will
find FORTH an incredibly powerful language for developing
machine code programs. As far as I know, no other language
offers the sort of flexibility that FORTH gives - you could
even create a type of ‘High Level Assembler’ if you wished.
For machine code programmers then, next month’s article
should not be missed.

[ will also try to take a brief look at some of the facets of
FORTH that have not been touched on - mainly for the
interest of programmers who may be toying with the idea of
giving FORTH a try.

Page 81



e . e s B

PROGRAMMING

DATASTRUCTURES

PART 2

We saw in the first part of this series on data structures,
that BASIC does not provide many built-in ways of
structuring data beyond variables and files.

In this installment we'll look at a special type of variable
known as an array.

The one-dimensional array

Suppose you wanted to keep a record of the scores achieved
by twelve students in various tests. One way this could be
done would be to have a separate variable, one for each
student. These could be called, for example, S1, 82, S3, ...
S12. Each can have a new score added easily, asin:

1818 INPUT "ENTER STUDENT'S NUMBER";STN
1828 INPUT "ENTER STUDENT'S SCORE";SCR

1830 IF STN = 1 THEN S1 = §1 + SCR
1848 IF STN = 2 THEN S2 = S2 + SCR
1850 IF STN = 3 THEN $3 = S3 + SCR

There is a better way of doing this. Since all the students
and their scores are logically related, it makes sense to treat
all twelve variables as a group. This is achieved by using a
type of variable called an array. An array is just like an
ordinary variable but with sub-compartments. Instead of:

S1 82 83 S4 85...5812

...we have:

S0 S(1) S(2) S(3) S(4)...8(11)

This is a single variable, called S, with 12
sub-compartments, each of which has a unique identifying
number.

A variable such as this is known technically as a
subscripted variable or a one-dimensional array.

To use an array in a BASIC program, it is first necessary to
‘declare’ it. This is done in a so-called DIM statement (DIM
stands for DIMension). Here'’s how it would be done for an
array with 12 subscripts:

DIM S(11)
The name of the array appears outside the brackets, and

the number in the brackets shows how many subsecripts or
‘cells’there are. ‘But wait,’  hear youcry, “...thereareonly 11
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subscripts’. That's because the number of the first subscript
is S(0) (pronounced ‘S sub zero’).

Values can be assigned to, or read from, subscripted
variables just as they are from ordinary variables. The only
thing extra that you have to do is to specify the subscript.
The value in the subscript does not have to be an actual
number; it can be ‘calculated’ using ordinary algebraic
expressions.

Before actually running the following program, try to work
out what results will be printed:

10 DIM S(11)

20 FOR X = @ 70 11
38y = 108 = X

4@ S(X) = ¥

5@ NEXT X

6@ Z = S(1) + S(5)
78 S(4) = S(6)

80 5(9) =1

9@ PRINT S(9)

180 PRINT S(&4)

110 PRINT S(8)

120 PRINT S(1)

It is worth noting that some varieties of BASIC call the first
element of an array ‘1’ and not ‘0’ - a point to watch out for
when trying to convert programs written for other machines
to run on your Amstrad.

At first sight, arrays may not appear to offer any
advantages over individual, simple variables. But in fact
they can make programming a lot simpler. Suppose you
want to print out all the students’ scores. Using simple

variables, you would have to write a program segment like
this:

PRINT 51
PRINT 52
PRINT S3

PRINT §12
...but with an array you can do this:
FOR LOOP = 8 TO 11

PRINT SCLOOP)
NEXT LOOP
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Multi-dimensional arrays

The concept of the array can usefully be extended to two or
more dimensions. A two dimensional array is like a grid,
with rows and columns. It is sometimes helpful to organise
data in this way, and easier to handle too. If, for example,
you had a chain of seven retail stores and wanted to analyse

their total sales month by month, you would have an excel-
lent candidate for a two dimensional array. Actual figures
might look like this:

BRANCH CREWE POOLE HULL BATH SWANSEA | ABERDEEN | PENGE

MONTH

JANUARY 12000 8000 9000 11000 6500 14000 10500

FEBRUARY 9750 7500 6500 9800 4600 11000 9500

MARCH 10000 8000 7000 10000 6000 12000 10500

DECEMBER 14000 11000 10000 13000 9000 1500 12000
An array such as this could be set up thus: 1 M =11 " M IS MONTH

It is now a simple matter to calculate total sales for the
chain for a given month, total sales for the year for a given
branch, or even total sales for the whole year for the whole
chain.

A two dimensional grid such as this is not always enough,
however. Each store might have a number of separate
departments, say, CLOTHES, ELECTRICAL,
HOUSEHOLD and FURNITURE. If each branch returned

28 B =6 ' B IS BRANCH
30 DIM SALES(M,B)

sales figures every month separately for each department,
you would need a three dimensional array to store the
information. Using D to stand for ‘department’, you would
include the statement DIM SALES(M,B,D). This array
would then be equivalent to a block of cells seven across (for
the branches), twelve down (for the months) and four deep

(for the departments). ACU
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FEATURES

GRAPHICS TOOLKIT

PART3

This months program is a real whopper weighing in at 342
lines - and that's without the TOOLBOX routines which
we've been developing over the last two months. It's
interesting to note that, apart from around 5 lines in the
AIRBRUSH routine, none of this SKETCHPAD program is
directly involved in drawing on the screen ! Most of the code
is devoted to the interface with the program user and yet by
commercial standards this program is not especially robust
and is also still a tiddler.

Before looking in detail at the important areas of the
program it's sackcloth & ashes time while I tell you about
last month's two BLUNDERS. The first is in the REMAP
JOYSTICKS routine where I forgot to redefine MOVE
RIGHT! Please insert a line

22465 KEY DEF 75,1,243

The second goof was in line 10100 of the MOVE GRAPHICS
CURSOR routine for the SKETCHPAD program which
should be

18108 PLOT CX%,CY%,3

without which the CURSOR tends to become invisible.

Figure 1. shows an overview of the program logic with the
routines being divided between COMMANDS and CURSOR
MOVEMENT. The sketch was prepared by the program and
saved todisk from which it can be recalled VER Y quickly.

You should type in the program and then MERGE in the
TOOLBOX routines most of which are used by the
SKETCHPAD. If you haven't got the last two issues with all
the necessary routines then they can be obtained by writing
in for details of BACK ISSUES,

OPERATING INSTRUCTIONS.

1. CURSOR MOVEMENT can be either by JOYSTICK 0 or
using the keyboard CURSORKEYS.

2. ENTER and FIRE are used to make any individual
command GO.

3. COMMAND selection is by pressing the SPACE BAR.
Each press will move the current command on by one as
indicated by the ladder menu on the left side of the
screen.

4, FLASHING PROMPTS will guide you through each

command as follows-

LINE - set start and finish points by pressing
ENTER or FIRE in response tothe FIXS &
FIXF prompts.

BOX - set OPPOSITE corners of the box by

pressing FIRE or ENTER.
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DOTLINE - as for LINE but enter the spacing factor

as aninteger between 2 & 8,

- you can set the interval between points
on the circumference. Next set the centre
point then any point on the circumference.

- as for CIRCLE but with added inputs for
FLATNESS (the higher the number the
flatter the shape). Note the ELIPSE
routine can take an ARC parameter which
has not been implemented here in the
interests of brevity but you could easily
add this yourself.

- just set the start point by pressing
ENTER or FIRE. The SURE ? prompt is
there to ensure that you check that the
start point is inside a closed shape.

- This command only works when ENTER
or FIRE is kept fully depressed. You can,
however, use the MOVEMENT keys at
the same time so as to pass over the surface
being painted. Press DEL to return to the
normal COMMAND select mode. Note
that to paint whilst moving you should
press ENTER or FIRE before pressing the
movement keys.

TEXT - allows you to set the start point for text
- entry which will end at the right margin or
on pressing ENTER which ever comes
first. Note that ASCII codes are printed so
DEL will give a CHECK pattern.

SCREENDUMP - choose between Amstrad or Epson types
-if you have a faster version then you can
subtitute calls to your own routines in
lines 17075 & 17080, The SURE ? prompt
is only there because the BASIC versions
take a while,

CIRCLE

ELIPSE

PAINT

AIRBRUSH

ERASER - this works like BOX but in reverse
-filling your defined rectangle with

: BACKGROUND colour.

QUIT - returns you to BASIC after checking that
youreally meant to QUIT.

The empty right hand ladder menu is there both to make
the screen look tidy and for you to add some of your own
commands which have been left out because of space
requirements. Some obvious areas for additions are : -

1. Control over ARC in CIRCLE and ELIPSE.

2. Colour changes.

3. A fast BLOCK FILL - have a look at ERASE to see how
thiz would be done.

4. A GRID command using repeated calls to the DRAWBOX

routine.
5. Finally how about a KEYBOARD MACRO using the
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KEY command of LOCOMOTIVE BASIC by saving
successive keystrokes in a string which could then be
allocated to a function key.

10 REM #tssssddiswbbdddisnbbbdisaahbds
B REM messwamssmmhnhhsssidndd ik inhin
I8 REM ++ SKETCHPAD for AMSTRAD&GL &3
P BEM #tssssddsesbidddbisbdbniddbddan
G0 REM mossnnddssshadme s e hdtd s ahhhhan

6@ REM

180 Gosue 11@ed

118 '

115 CLS

120 Gosug 1158@ i REM PRINT SCREEN

138 GOSUB T@@@d

¢80 IS=INKEYS : IF I5="" THEN 2P@

210 IF IS>CHRS(239) THEN CMI=ASC{IS) : 6

05Ul 18R
220 Branch = =1*(I$=CHRE(32))
REC130)

230 ON Branch GOSUB 14088 , 16808

299 G010 284

999% ST0P

T0B88 REM #esmbkdddiddbhbbtdrmnbhntrany

18B18 REM * MOVE GRAPHICS CURSOR *

TOBZE REM #evdhnpmadrkhdhheeahnbnrtedhd

10838 REM

10848 PLOT CXX,CYX.CBX

18858 IF CMX=24@ THEN CYX=CYX+CSY : IF ¢
YIXCYHE THEN CYX=CYHX

10868 IF CME=241 THEN CYN=CYX-CSX @ IF ¢
YE<CYLE THEN CYX=CYLX

18870 IF CME=2&2 THEN CXX=CHI-CS% : IF
KI<CXLE THEN CXX=CXLY

18080 IF CME=2&3 THEM CXE=CXY+CSE @ IF €
XX>CXHE THEN CXE=CXHX

18090 CEBYSTESTOCNX, LYY

18188 PLOT CXX,CYE,3

18118 RETURN

11008 RENM #dtsksuddntddddhbdarhahnihid

: REM INITIALISE

~2&(15=CH

11818 REM * INITIALISE *

TIHZE REM *nssbssdanasssahdissssdadass

11838 REM

11848 COMMAND=1

11845 PARAM=1

11858 Ccri=z200 : REM Current ¥ 1
ocation

11848 Cui=328 ¢ REM Current X I
ocation

11870 cs5i=2 1 REM Cursor move
ment speed

11888 CYHE=394 ; REM Cursor Y ma
®inum value

11098 CYLX=4 : REN Cursor Y mi

ninum value

11108 CXHE=532
xinum value

11118 CxLi=188 : REM Cursor X mi
ninum value

11128 GOSUB 22408
icks

11938 TITLES="SKETCHPAL for AMSTRAD CPC4
bh/BhL"

11135 pelay=5@

11140 MonE 1

11141 mI¥=2

11142 WINDOWEY,1,6,1,25

11143 WINDOWEZ,35,48,1,25

11158 INK @,13

11168 INEK 1,8

11165 PLOT 1,1,1

11178 INK 2,6

11188 INK 3.0,26

111%9@ BORDER 24

11195 PEN 1

11288 GOSUB 2@s@@
nt end
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! REM Cursor X ma

: REM Remap joyst

: REM Program fro

114%%
11588
11518
11528
11338
11535
11548

11545
11558
11548
11578
11588
11598
11408
11418
11420
11430
11440
11450
11660
114va
11480
11490
11999
12008
fzpia
12828
12038
12048

12858
12858
1287@
12@80
12898

12188
12118

12128
12199
12500
12540
12550

12568
12599
14088
14818
16820
14030
14948
14858
14050

1Lare
14899
15508
135140
15528

_ 15538

15555
155489
13558
16888
16818
16828
16830
16848

RETURN

REM droborshmimirsid sdo b s ot i ko i oy
HER * CDRAW SCREEN FRAME '
BEN #*ddsshsdkdssshhdssbddesbdtadd
REM
GOSUE 12088
TLe=@ : Tly=39%
=8
PLOT 8,0,1 .
GOSUR 2P2@@ : REM Drawbox
PLOT 100.8
DRAW 100,399,1
PLOT 540,8
DRAW 540,399
ask=@ : ufi=1g@
FOR LX=12 TO 392 STEP 32
PLOT xsX,LX
DRAW %X, LY
NEXT
usi=540 @ xfX=439
FOR LX=12 TO 392 STEP 32
PLOT xsd,LX
bRAW xf%,LX%
HEXT
RETURN
REM #wwdddadkhhimhddhindnniehhs
RENM = PRINT COMMANDS L
REN swdidsskddidhnddbahdasanhinn
REM
bATA "LINE ™, "BOX ","DLINE ","C
IRCLE" ,"ELIPSE" ,"PAINT ", "BRUSH" ™
FILE *“,"TEXT "“,“DUWF " ,"ERASER"™
;NEUIT (1]
RESTORE 12848
FOR L%=1 TO 12
READ C%
LOCATE 1,LX%2
IF LE=COMMAND THEN PRINT CHRS(
26); : REM IMVERSE ON
PRINT C3;
1F LE=COMMANMD THEN PRIMT CHRS(
eh); : REM INVERSE OFF
HEXT
RETURN
REN srdddssdddddssdtdsdddiidhiin
IS=INKEYS : IF I§="" THEN 12540
IF 25>(HRS(Z3%) THEM CMI=ASC(I%) :
GOSUB PR
IF I$<>CHR${13) THEN 12548
RETURN ]
RER dwhdddhddhddibhhdddhhkd b ddhd
REM # [HANGE CURRENT COMMAND w
REM wndswhunidshhdtidhdinshbidiy
REM
COMMAND=COMMAND+1
IF COMMAND > 12 THEN COMMAND = 1
GOSUB 11528 : REM PRI
NT COMMAMDS
15=INKEYS
RETURN
REM #adddiddbaddmadhhambhhaminni
REM = CLEAR NON DRAWIMG *
REN mwawnddmdddmdehhhdehhiidhhdes
REN
CLS#
CLS#E
RETURM
REW #kddedakdddahdierphbiamdgninndy
REM * EXECUTE CURRENT COMMAND
REM #asskdndsrdbditsrhtsdbbnniin
REM
ON COMMAND GOSUB 16718@.16288,16300
16500 ,76580,16600,15700, 15308, 169

: Brx=63% : Bry

16099
146108
15105
16187
16118
16115
16128
16125
16127
16130
16135
16140
16145
16150
16152
16155

16160
16145
16170
16199
16208
16205
16210
16215
16220
16225
16238
16233
1a24@
16245
16258
16255
16248
162635
16278
16275
16277
16278
16280
16285
16299
14308
16305
16318
163135
14328
16325
16338
16335

16348
16345
16358
16355
16340
16345
16399
16400
16485
16619
16415
16420
18424
16425
16430
16435
16448
16499
14588
16585
16518

@0,17808,17180,17280

RETURN

RER dwamddwwdhd | JNE swvnkdsddddds
LOCATE 35,22

PEN 3

SOUKD 1,288,10,.7

PRINT "FIX 5"

GO5UB 12588

X5A=CXh @ YSA=CYX

PLOT X5%,Y5%,2

LOCATE 35,22

SoumD 1,2080,18,.7

FRINT "FIX F"

GOSUB 125080

XFE=CXE & YFE=CYX

PLOT X5X,¥SK,2

IF COMMAND=1 THEN DRAW XFY,YFX,2 E
LSE IF COMMAND=3 THEN GCSUB 215089
LOCATE 35,22

PRINT * L

PEN 1

RETURN

REM ##dddddddts BOY dddddmmimdnn
PEN 3

SOUND 1,20@,18,,.7

LOCATE 35,22

PRINT “FIX T

GOSUR 12588

Tla=CK¥ ; Tly=CY}

PLOT CXK,CYX,2

chi=2

LOCATE 35,22

SOUND 1,208,718, .7

PRINT "FIX B"

PEN 1

GOSUB 12508

Bry=CXY¥ : Bry=[YX

PLOT CXX,CYX,2

LOCATE 35,22

PRINT " L

IF COMMAND=Z THEN aOSUB 28208
GOSUR 18088

RETURN

RER #wxsddas DOTLINE wwwmdawnmnid
LOCATE 35,28

PEN 3

PRINT “STEP?"™

LOCATE 35,22

PRINT "2 - 8"

S=INKEYS : IF z$="" THEN 16338
IF 2$<"2" OR z5>"B" THEN S0UND 1,1
pe,1@,,7 : GOTO 16338

LOCATE 35,22

PRINT " 4

ds=VhL{zS)

aOSUE 1s1@@

LOCATE 35,20

PRINT " H

RETURN

REM wawwmuwnn CJRCLE Zkddssddnds
60508 14308

TAX=XFY-X5%

TBY=YFi-¥5X
RE=SRR{TALATAX+TRYI=TRY)

PLOT CXX . LYX,2

[BE=2

IF command=4 THEN GOSUB 27088
LOCATE 35,28

PRINT ™ o

RETURN

REM ##ssdsddk ELIPGE weekmbndsis
PEN 3

LOCATE 35,28
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16515
16528
16525
16530
14535
16548

16545
16558
16555
16556
16560
16599
16600
14605
16618
16615
16620
16625
16630
16435
16640
16642
16643
16644
16645
16647
16648
16649
16450
16455
18499
146708
T6TRS
16718
16715
16720
16725
14738
16735

16737

16748

16755
16748
167462
16765

14778

14775

16788
16785
16790
16791
14792
16793
16794
1479%
T6E@a
16885
16818
16815
16820
16825
16838
16835
Tad4@
T6E45
16858
16851
16852
16855
16860
146865

S50UND 1,28@,10,.7

PRINT "FLATX"™

LOCATE 35,22

PRINT "§ - §"

2E=INKEYS : IF 28="" THEN 16535

IF 25<"1" OR I%>"9" THEM SOUND 1,1

@8,18,,7 : 6OTOD 14535

FF=1-(VAL(23)+0.1)

GOSUB 16480

AR=1

PEN 1

G0sUB 221880

HETURM

RER wdddzawnn PRINT swdddemennnsn

FEN 3

LOCATE 35,22

FRINT "FIX 5"

G0SUB 1258@

LOCATE 35,22

SOUND 1,208.18,,7

PRINT "SURE?Z"

GOSUE Z@spm

LOCATE 35,22

PRINT " "

PEN 1

IF YNS="N" THEWN RETUEN

PLOT CXX,CYX,2

XSE=CXX

YSX=CYL

GOSUB 217@A

CBi=2

RETURN

REM whseesss AJRBRUSH weeewsnhss

PEN 3

LOCATE 35,28

PRINT "RADIUS"

LOCATE 35,22

INPUT z%

Radius=VAL(z%)

IF Radius<é OR Radius»>4@ THEN 1472

B

z5=1NKEYS

6798

IF 23>CHRE(@) THEW cmX=ASC(z%) : &

05UB 10088

RAMDOMIZE TIME

FOR L¥=1 70 2

PLOT CXX,CYX
RIZ=INT((RND*Radius)=(Radius/?

IF z§=CHR$(127) THEN 1

1]
R2X=INTC(RNO*Radius)=-(Radius/2
B
IF INKEY(1B)=8 OR INKEY(74)=R
THEN PLOTR R1%,R2X,2
WEXT
GOTO 16737
LOCATE 35,20
PRINT " "
LOCATE 35,22
PRINT * "
PEN 1
RETURN
REH ES TR RS SRR} F]LE S ST ISR TT Y]
PEW 3
LOCATE 35,28
PRINT "L/§ 7"
IS=INKEYS : IF I8="" THEM 164828
IS=I/PPERS(I%)
IF T5<»>™L™ AND I8<>"5" THEN 16828
LOCATE 35,28
PRINT “NAME?"
LOCATE 35,22
INPUT FLNAMS
LOCATE 135,22
PRINT " n
LOCATE 35,20
PRINT "SURE?"
GOSUB ?P@i@p
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16887
16868
16878
16875

14380
14890
164899
16908
16985
16918
16915
16920
16925
14938
16935
16948
16942
16945
14958
14955

16960
16965
16978
16998
16995
16997
16999
17888
17885
17810
17815
17028
17825
17838
17835
17848
17845
17850
17855
17068
17065
17078
17075

1TRER

170485
17890
17895
17897
17898
1789%
17188
17185
1118
17115
17128
17125
17130
17135
17148
17145
17158
17168
17165
17198
17195
17197
17199
17z@m
17282
17283
17284
17287
17218

LOCATE 35,20
PRINT " M
PEN 1
IF YH$="N" THEN 14890
IF I%="3" THEN GOSUB 15508 : GOSUB
22iga
IF 185="L" THEN GOSUB 22390
GOSUB 11580
RETURN
REM #wwmmesnss TEXT wuwnsessisss
LOCATE 35,22
PEN 3
PRINT "FIK 5™
GOSUB 12588
HPE=1+CHE/ 18
VPE=25-CYE/16
LOCATE 35,22
PRINT "ENTER"
PEN 2
LOCATE HPX,VPX
I$=INKEYS : IF Z$="" THEN 16950
IF I3=CHR3(13) OR HPY>=34 THEW 16%
L)
PRINT 1%;
HPE=HPL+1
aaTo0 146950
LOCATE 35,22
PRINT ™ "
PEN 1
RETURN
REM ##wwdwww SCREENDUMP #didwwas
LOCATE 35,28
PEN 3
PRINT "DUNP"™
LOCATE 35,22
PRINT "SURE?"
SOUND 1,208@8,14,,.7
GOSUE 20408
IF YM§="N" THEN 17R99
LOCATE 35,22
PRINT " n
LOCATE 35,20
PRINT "A or E"
I3=INKEYS = IF Z$="" THEN 17845
IS=UPPERS(15)
IF 2%="A" THEN GOSUB 15508: GOSUA
20688 : cOTO 17090
IF 2%="E" THEN GOSUB 155P@: GOSUR
21188 : 070 17090
GOTO 17065
LOCATE 35,20
PRINT * "
PEN 1
G0sUB 11500
RETURN
FEM wwhddwwdd ERASER wedddddirdd
GOSLUE 146208
LOCATE 35,22
PEN 3
PRINT ™SURE?"™
GO5UB 20428
IF YNE="N" THEN 171%9@
IF Tly»Bry THEM ST=-1 ELSE 5T=1
FOR L=Tly TO Bry STEP §T
PLOT Tlx,L,@
DRAW Bru,L,8
NEXT
GOSUE 10082
LOCATE 35,22
PRINT "™ ”
PEN 1
RETURN
REM sxwwmndadd QUIT wtamddddddis
FOR L=1 TO §
SOUND 1,200.18,7
SOUND 1,500,208,7
NEXT
LOCATE 35,18

17212
17215
17217
17228
17225
17238
17235
17299
Zazed
20218
282
823
Za24n
c@25@
c@2om
2ezTe
20280
20290
g4aa
Zgse
e@4ze
ZB4ig
niig
28450
20450

2847l
Zps0a
28410
@628
2863
2asse
20658
20648

2pe70

L

1L
2aven
20718
20728

207340

28740
Zpdan
LT
Zpaze
20E38
2RELE
2058
20860
20878
2@880
28894
Z@snn
Z@91e

Za9ep

20938
20940
20958
20940
2897d
20940
2@s9a
Z1gep
Z1a1e
21029
21p3e
21048
21858
21188
21118
211zd

PEN 3

PRINT "SUREZ"

PEM 1

GOSUR 2@40@ : REM YES/ND
IF ¥N$="Y" THEN [LS : §TOP
LOCATE 35,18

PRINT * -

RETURN

REM dekkddirdddanhhnddbdddiidbdd
REM + DRAWBOX *
REM s#adddmmkhisbhhedshbdrannhtns
REM

PLOT Thx,Tly

DRAMW Brx,Tly

ORAW Brx,Bry

DRAW Tlu,Bry

BRAW TLlx,TLy

RETURN

REM swdssdkdidabdmrahnnisbhddsrd
RER « YES / MO #
RER #ddaadhmmmhnehhdtdahrdrmnnn
REM

THE=INKEYS : IF YN$="" THEN 28448
YHE=UPPERS(YNS)

LE YNE<>"Y" AND YNS<>"N"™ THEN 2044
L]

RETURM

REM dhmdahhnmshndesshddimmhnnslh

RER « PROGRAM FROMT END *
REM hisudddddddddbhmhiddhhitbdds
REM
CLS

Tlx=@ : Tly=3%8 : Brx=639 : Bry=1
GOSUB ?@ZEA

: REM DRAWBOX

Tlx=18 : Tly=388 : Brx=638 : Bry=1
i

G0SUB D288

: REM DRAWBODX

LOCATE 2@8-INTCLEN(TITLE®)/2),18
PRINT TITLES

LOCATE 3,14

PRINT "Press S PACE B AR
to start”

2$=INKEYS :1F I$<>CHR$(32) THEN 728
730

RETURM

HER #wiadhnmmhhhkehbhtdedddbrahins

REW « SCREEN DUNP *

REM #*idddddshdddrabhbadhhhndenaddis
DIM i%(328@)

pixln=413

FOR kX=1 TO 28

pixlrzpixln-14

FOR LX=1 T0 319

G05UB 20988
TECLR)=pT1X+p2XepIX4pbiepSt+pbXepTy
MEXT

PRINTHE, CHRSCE2T);CHRE(VS) ; CHRS(Z);
CHRE (84D ;

FOR j%=1 T0 32@ : PRINTHB, CHRECi%(
1830; o« WEXT

PRINTHE, CHRECiX(32@))

NEXT

PRIMTHE,CHRE(15)

ERASE 1%

RETURN

plX=(TEST(LE+2,pixlnl>@)e-1
p2X={TEST{1¥22 ,pinln=20>@)wn=2
pIX=(TEST(LE#2 ,pixln-L)>@)w-4§
phE=(TEST{LY*Z ,pinln=602@)%=§
pSR=(TEST(LX#2,pialn-B)>@)n-18
paR=(TEST(LR*Z ,pinln=-10)2@) =37
pFE=(TEST(LE*2 pialn-12)>@) »-54
RETURMN

REM #udmdddhhmmehdnbbdbdbdrrddbidd

REM # EPSOM TYPE SCREEN DUMP "
REM swwssknnssuhmdsbahttarbhmtan
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FEATURES

21130 pIM X320 21738 REM 22@58 XPE=RX#COS(L) : YPI=RY*SIN(L)
21135 PRINTHE, CHREC2T); CHRS(A5) ; CHRE(S) 21740 DpIM XPECZEE) : DIM YPY(ZED) 22050 PLOT XSEeXPE, YSE+vPY
21148 pixln=413 21750 HEADX=8 : TAILY=Q 22A7R MEXT
21150 FOR kX=1 710 28 21768 GOSUB 21840 ZZ0ED RETURN
21168 pixln=pixln-14 21778 TAILX=(TAILX41) moD 208 2100 HEM werorwwwdnesnbrddehdhdahihhhi
21178 FOR LE=1 70 328 Z1TEBB XTH=XPYL(TAILY) 22118 RER » DRAW ELLIPSE *
21188 GOSUB 212E@ 21798 YTE=YPY(TALILY) 22120 REM wéswwnwsenhhbidtbbatbakbhtons
21198 XN =p1Xep2 4 pIhephepShipslepTy 21888 IF TEST(XTE+1=MIN, ¥YTX)=@ THEN X5%= 22138 REM
21208 NEXT ETRH+1#MIK ¢ YSR=YTY @ GOSUB 21840 22148 BS=D5/188
21218 PRINTHE,CHRECET); CHRE(TS) ; CHRE(A5) 1818 IF TESTOATE=1#MIX, ¥YTE)=B THEN 5%z 22158 FOR L= TO 2+PI STEP D5
JCHRSCT): ATE=1=MIX : ¥YSE=¥TX : GOSUB 21348 2168 APL=RI*COS(L*AR) : YPE=RE+FFeSINIL
21228 FOR j¥=1 TO 320 : PRINTER, CHRE(i%( 21820 IF TESTIXTE,YTE42)=0 THEN XSE=XTX *AR)
jEYY: ¢ MEXT POYSX=SYTE+2 @ GOSUR 21848 22178 PLOT XSX+XPE, YSX+YPY
21238 PRINTHE 21838 IF TESTCXTX,YTX-2)=@ THEN X5%=XTI 221808 MEXT
21248 MEXT POYSXESYTE-2 @ GOSUB 21848 22198 RETURN
21250 PRINTHR, CHRSCZ7); CHRECAS) ; CHRS(12) 21835 IF INKEYS=CHRS(127) THEN RETURN 22700 REM #tsmbat s b anunsnnnnsbunhhesrss
21268 ERASE 1% 21640 IF HEADX=TAILY+1 THEN ERASE XP¥ : 22218 REM = SAVE SCREEN *
21278 RETURM ERASE YPX : RETURN 22220 REM wrwdwmdmubddksdbkddsahdhhadbun
1260 pIR=TESTOLR#2,pixlndwés 21858 s0TO 21778 22238 REM
21298 p2R=TESTILX#2 ,pinln-2)232 21568 PLOT XSX,Y5% 22248 SPEED WRITE 1
21508 pIR=TESTLLX*2,pinln=-£)%14 21878 HEADY=(HEADX+1) MOD 200 22250 SAVE "!™ + FLMAMS,B,EC008,85008
21318 paX=TEST{LE#2,piuln=-6) %8 21888 XPEIHEADR)=XSX : YPX(HEADE)I=YS5Y 22260 SPEED WRITE @
21328 pSX=TESTLLY*2,pixnln=8)+4 Z1458 RETURN 22270 RETURN
21330 pAE=TESTILE#2, pixin-10)%7 F1900 REM ssaddisskdddrbrhiihahidrmhiss 22T0Q REM whdddhddidsdhhiddirdniinnhnhnis
21340 pTY=TESTILN=2,pixkn-12} 21918 REM * DRAN TRIANGLE * 22310 REWM w SCREEN LOAD *
21350 RETURN T1920 REM swwwmsswnssssdhbsrhdtambnuony F2320 REM dadwhnd e nmn ke hd b e e bhhdaan
Z15@0 REN suwnsdssudhdessnsdterrobbinnn 21925 REN 22330 REM
21510 REN * DOTTED LINE * 21930 WOFFSE=BASE/2 : HOFFSI=HI/3Z 22348 LOAD "!™ + FLMAMS
F1520 BEM skwssswanrimehnadidenbdkidiss 21948 X1X=MBY-WOFFSY = YI1¥=YBY-HOFFsY Z2358 RETURN
21539 REN 21950 X2X=X@Y = Y2X=¥BL+2+HOFF5E 22400 REM #awhtsdhsrdsddhdisnnhnnsnnsss
21568 TAK=MFX-X5% 3 TBX=YFi-75X 21968 AIN=N@X+WOFFSY @ YIX=YDE-HOFFSY 22410 REM # REMAP JOYSTICKS *
21538 TR=SGR(TAR+TAL+TEE+TRY) 21978 FLOT X1X,Y1X : DRAW X2%,7Y2% Z2L20 REN swhmdmmunt e hhddddhhhhibnnhhs
21568 THX=TAY/TQ& : TY=TBE/TQ 21988 DRAW X3R,Y3X 22430 REM
21578 FOR L=P TO Ta STEP BS : XP¥=x5¥+L= 21990 DRAW X1X,Y1X : RETURN 22440 KEY DEF 72,1,260 : REM UP
TX & YPR=YSH#L*TY : PLOT XPE,YPY : F2000 REM #awnwbidunndshdkbrkbdisrdnian 22450 KEY DEF 73,1,241 : REN DOWN
MEXT 22018 REM = DRAW CIRCLE * 22460 KEY DEF 741,242  : REM LEFT
21580 RETURN 22020 REM stdsdssbhsdaehdhshhnssnnsdsss 22465 KEY DEF 75,1,243
Z1700 REM =wassssdadddttnhndnmnninatss 22030 REM 22478 KEY DEF 74,1,13 + REM FIRE ?
21718 REM * PAINT * 22835 ps=p5/180 22488 KEY DEF 77.1,13 + HEM FIRE 1
FITED BERM #descadhmmmnnndniddsbshazsnns 22048 FOR L=@ TO 2+PI STEP DS 22498 RETURN

ACU

TARE UTILIMY V2.0

LOAD YOUR SLOW LOADING SOFTWAREATUPTO4 TIMES ITS NORMAL SPEED

10 Different reliable speeds

eHandles more than any other

#The only one that manages headerless programs
e¢integral header reader

eHandles upto 39744 bytesinone go

¢l oads and saves allblocksinone go

o Full on screen display

eVery easy to use

¢ Fully automatic

THE ONLY ONE THAT REALLY WORKS

ONLY £6.99 ON TAPE £13.99 ON DISC OVERSEAS CUSTOMERS PLEASE ADD £1.00
SIREN SOFTWARE Dept AU, 76 Bridge St, Manchester M3 2RJ
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SOFTWARE

3.

4 weeksupto
14/5/1985
TITLE
Publisher
KNIGHT LORE
1 Ultimate - | NE 664 - 100
DALEY THOMPSON'S DECATHLON
2 Ocean - | NE - |79
GHOSTBUSTERS
3 Activision 1 A 4 1 |78
SORCERY
4 Virgin ; o NE - |73
COMBAT LYNX
5 Durrell 18 A 1 |48
FIGHTER PILOT
6 Digital Intergration 3|V 664 1 (45
JET SETWILLY
7 Software Projects 2|V 1 |36
EMERALD ISLE
8 Level9 9 | oA ||D]| |664 1 |29
MINI OFFICE
9 Database Publications 5 | v | D] |664 1|28
STEVE DAVIS SNOOKER
1 0 CcDS ? ' 1 24
KONG STRIKES BACK
11 B - NE - |19
WILD BUNCH
12 | Sreris 17 | A 664 1 |18
VAMPIRE KILLER
13 Mastertronic - | NE = |17
3D STARSTRIKE
14 Realtime - NE EE4 - 13
BATTLE FOR MIDWAY
1 5 PSS, o NE - 1 2
HUNCHBACK Il
16 Ocean 2 NE = |
HUNCHBACK
17 | e - | NE 664| |A|l - |10
TANK BUSTERS
18 Design Design - | NE 664 - 9
MINDER
19 DK' Tronics - NE EB4 - 8
MANIC MINER
20 | software Projects 11 | v ||D All 1] 7
D | Available onDisc 664 | CPC664Compatible | A | Available from Amsoft
The Gallup software chart is compiled for the trade magazine - Computer and Software Retailing.
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ADVENTURE
CREATOR

For just £2.99 you can buy THE AMSTRAD PEMNTACLE, o
program which takes all the hard work aut of writing
adventures on the Amstrad. Just type in the program provided
inour £2.99 book, THE AMSTRAD PENTACLE, and follow the
instructions, and you'll be creating your own, original
adventures. |t comes complete with a full set of data for the
medieval odventure Castle of Doom. So, for just £2.99, you
get the book THE AMSTRAD PENTACLE which contains the
full listing of the adventure-creating program, full instructions,
and a complete set of data for the Castle of Doom adventure.
You can even market the adventures you write with this
package - without paying a penny in royalty!

DYMNAMIC GAMES FOR THE AMSTRAD contains 50
exciting gaomes for your computer, including arcade
programs, a complete Chess, adventures, and much more.
Complete with detailed instructions. Just £5.95.

Both THE AMSTRAD PEMNTACLE {ISBMN 0907563 70 8)
and DYMAMIC GAMES FOR THE AMSTRAD (15BN
0947495 14 B) are available from your computer B
or book stare, or by mail [post free) from:
Interface Publications Lid., Dept. AM,

9/11 Kensington High Street, London W8 SNP

(UK Trade: WHS Distributors)

Interface

THE BEST SOFTWARE...

AMSTRAD CPC464

ASSEM BLER ﬂ RE

MDN’TDH

THE WMACHINE COCE SPECWLISTS

ALWAYS TAKES TIME TO PERFECT.

# Send SAE for fully detailed leaflet.
*® Awvailable NOW by guaranteed
48 hour mail order, by sending
cheque/PO. for £19.95 to:—

WEST WICKHAM, KENT.

Dept. AU, PICTURESQUE, 6 CORKSCREW HILL,

PRIDE UTILITES

3 great utilities for the CPC 454

CUT LOADING TIME DRAMATICALLY ANDLIST YOUR
WELCOME TAPE WITH OUR WELL KNOWN ‘SYCLONE’ PROGRAM.
kkhEE
TRANSFER YOUR PROGRAMS ONTO DISC WITH
OUR EXCITING NEW PROGRAM, ‘'TRANSMAT'

LER B 8

Bway e b gt bt sobwane, e Mo lestures anc befier valug lor money fran other simear prcrams guaiacis, We aso ol
& Fexst nedable and nandly ~al-order i, Lock & jusl somacl [ bsatuses ouf progrars ol

rsx. SYCLONE

Copy and or convert your programs toload in up to 4 times faster,
Features include:

+ COMMANDS AVAILABLE FROM BASIC

4+ CHOICE OF 4 LOADING SPEEDS, 1000TO 4000BALD

+ COMPREHEMENE HEADER READER

+ LOADANDLIST PROTECTED BASIC PROGRAMS

Cassatte £6.05inc. PAP

TRANSMAT

Transfer your software onto the Amstrad DISC system (DDI-1)
Features include:

+ FATHFULLY TRANSFER ALL PROGRAMS

+ ADDRELOCATOR IF REQUIRED

+ AUTOORNON-ALTO MODES

+ ERASEORRENAME PROGRANS

+ COMPREHENSIVE HEADER READER

Cassette £7 35inc. P&P

ZEDISHI
Acomprehensive maching code editor and disassembler
Features inchude:

+ CONTINUAL MENU DISPLAY

+ BREAK POINT INSERTION

+ REGISTERINSPECTION

4 MIGHSPEED HEX CODE/STRING SEARCH

+ HE{CODESTRING INFUT

Instructions included to disassemble tha ROMs.

Cassette £6.95inc. P & P Disc - £10.95inc P&P

PRINTERPAC 1

A printer enhancement program for the DMP1 and Epson compatible printers such as the
Shirwa CPA&0, and Epson RXB0.

Features include:

+ SCREENDUMP INALL MODES

+ 2 5IESOF DUMP FOR EPSON COMP, PRINTERS
+ TEATDUMP I ALL MODES

+ INEWTYPESTYLES FOR THEDMP1

+ ABREVIATEDCODESTOPRINTER

Cassatte £5.95inc. P & P Disc - £9.95inc. P&P
SCRIPTOR

2 program pack which is a must for DMP-1 printer owners, Offers 6 definable character
fonts.

Features inciude:

+ LOWER CASEDECENDERS
+ FUTURERISTIC
+ [TALCS

+ AEALWRITING
+ BOLDANDHEAVEY

+ [HARACTERDEFINER PROGRAM

CASSETTERE 85incP &P DISCE10.85inc PAP

*SPECIAL OFFER*
WORTH£3.95

Buyrnare than one fitle and gat a cassatte containing 2 real time digital slarm clock FREE (whike stocks last)

PRIDE UTILITIES LTD (CP4)

1 Chalton Heights
Chalton Luton
Beds LU4 9UF.

Customer Enquiries,
Tel: 0582 411686
Between9 + 10am

Europe- ADDE1 per titie Rest ofworkd - ADD £1,50 per flle
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ARCHON is brilliant. There's
something in it for all games
addicts; arcade, adventure
and strategy are all here. My Ghmi'
only complaint is that it's best
played against a human opponent — the
computer’s just too good and you can't
give it a handicap.
Bryan Skinner
Personal Computer News

Features @ Play the computer or a friend @ Computer
player gets tougher as you do @ 64 Battle combinations

@ Separate battleground screen @ Medieval pieces

like the wizard and the sorceress — magic spells and a board
that changes as you play @ Deluxe boxed package includes
full instruction and hints manual @ Joystick controlled *

of (Spectrurm & Amstrad versions)
et e :

T g

i S5

ﬂ_.mgkg ﬁ HIGH PERFORMANCE PROGRAMS




COMPETITION I

Having judged the latest entries for the Amstrad Software
Competition, it was encouraging to see the increasing
number of entries on disc. Machine code, however,
particularly in the arcade games, was sorely missed.

Ag with the previous months competitions the judges were
looking for more than just programming ability.
Presentation and the standard of the documentation also
played a part.

The new flexi-prize system improved things greatly;
therefore this month there are five winners. They take the
form of a first prize and four runners up. The big winner is

by Malcolmn Andrews 1986

MrM Andrews - Cribbage

Mr M Andrews for his cribbage program. He wins '600. The
remainder of the '2,000 goes to D.L. Lau for P*cman goes
planting, Mr Livesey for Astro-Pac, Mr A J Brook for his
banking program and to Mr Speekman for his Duck Dodgers
arcade game. They each receive '350.

It is worth spending some time to look at each of the
programs in turn.

—_—
HOE P

Geee  CH IBDBAGE Go6s
txaaw] [aeamm] [ncaaaficema]ensaea]en

MrM Andrews - Cribbage

Cribbage fully deserved to win. The program plays
according to the rules of the game and the graphics are
beautifully drawn., Everything from the slowly produced
title page to the input routines within the game are well
executed.
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Competition Time.

MrM Andrews - Cribbage

The four other programs show how difficult it is to seperate
programs covering different topics.

D.L. Lau-P*man goes Planting
P*cman goes planting, wasn't quite called that but this

magazine doesn't want to upset anyonelt features the
horticultural exploits of a yellow disc-shaped creature who

D.L. Lau-P*man goes Planting
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| COMPETITION|

goes about planting things in his garden. The game was fun
because it presented just the right degree of difficulty, and
contained a variety of hazards, The sheets become
progressively more difficult and it looks to be a good
candidate for later listing in the magazine.

MrLivesey- Astro-Pac
Astro-Pac is a spaceman in a maze game. To play you have
to fly your little astronaut around a maze using left, right
and thrust controls. Hitting an alien or a force-field saps
your energy. This is precious and has to be refilled. The
multi-coloured spaceman character moves smoothly and the
maze is well designed. As with the other winners the game
played well. Some of the rooms proved to be too difficult too
early. With twelve rooms it will take some time to master.

SCORE 90000 SHIPS 3

Mr Speekman - Duck Dodgers

Duck Dodgers is based on the “Buck Rogers and the Planet
of Zoom” arcade game, this makes the title the least exciting
thing about the program. The title pages are neat with with
extra large D’s for the programs name. The backdrop
contains some pretty shaded moutains and the terrain in the
first sheet is made to move by the use of palette switching.
Some of the movement is a bit jerky but otherwise thisisa
VEry nice game.

The final winner is a bit different. Banking won a prize
because it is genuinely useful. The author, Alan Brook,
wrote it for his own use and it is one of the few applications of
a tape based computer system which benefits from the power
of the computer instead of using it as an expensive note book.
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SCORE 900910 SHIFPS 3
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Mr Speekman - Duck Dodgers

SCORE @80810 sSHIPS

Mr Speekman - Duck Dodgers

The feature include the automatic accounting for standing
orders, and handy routines for updating the database.

If you enter the competition please remeber to include your
name and address in Rem’s at the beginning of the program
or as a loader program. You should also mark the tape or disc
with this information. Amstrad look forward to your future

entries.
Hoay T NG SRS B (N CRY R
B p1h i o i 25
B } o " £
Emter Ieiter BEBIE {8 T FoCE REFGRF (R)
HIG REME ip FiY HFT ta
JELETE FIRST INTRIES ) WEERS M Dl "LERE F;L;i;ﬂ'-. E

L)

Mr A JBrook - Banking
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COMPETITION

£29000 p.rf)g ram rpink what you could buy
competition!

The objective couldn’t be simpler: write the best program submitted to the
AMSTRAD USER review panel. Every other month £2,000 will be shared

amongst the very best entries.

RULES

1 Thewinner{siwill be the entrant

A full listing would be helpful, but

with a £2,000 windfall...

All emtrants must undertake not

HOWTO ENTER:

Think about your program, and
map it out in a series of events or
features, Write the program onto
cassette, based around these
events and check that the
program runs as intended. Once

b snitrantswho snbmit the best nthutmaentini.ﬂ:;ti:f summary of taﬁuhmiiﬂthasantﬁrr a similar }';:u are satisfied, send a mp}'bluf
program. It may be any piece of e program and its purpose programtoany other magazine, the cassette in a suitable
software that rflrns ungrhiﬂPﬂﬂiﬁde should accompany all entries. publisher or organisation until envelope along with the
or CPCEB4 5  Allentrieswill be treated in strict after the announcement of the following:
2 Thenameofall thewinnerswill s - ‘
e nameof all the winners wi 1i
be printed in the next available 6 Neither AMSOFTnor AMSTRAD ~ 1© Amsoftmayoffer o publish 11 A twief swiimeryof the
: : programs either in Amstrad User ary
1ose ot Amatrai Uger. “‘B“];*held dmhﬂmg’mble‘f“r or as commercial software, in program in 500 words or
_ : . ARy I0ss Or qamage Lo any . A ft will th
} Mmooty sbmision nt s ety |
& .Entries arriving after _

vill be i i the author(s) concerned, Amsoft -
thﬂtf_l.ﬁtﬂ‘i:r.ln i:lmt':::_lﬂ._td&d inthe 7 ?‘-Iomrrespm:lldenceca.n be entered rincrvis therighi e amand alier 2)  The completed competition
next 1s5ue’s competition Into conCerning programs : ; i b

submitted for the cash prize or revise any program that is entry form, w ich must be
4 All Eutn&fgmu;tﬁl{f&l;ﬁiﬂlglaﬂ!m competition. publishes. gigned.
or cassette cop
with some codes where 8  Thedecision of the judges is final. 11 Noemployees of Amsoft or 3 Pro listi "
application (plus loading _ i Amstrad, or their relatives may gram 15tIngs, 1
instructions where necessaryl), 9 Itmamnﬂmm\ nfle ntry that all enter this competition, available.
h " N entrants have exclusive .
ﬁ?ﬁ%ﬁgﬁnﬂOWFmﬂ ownership of the copyright of the 12 All entries must have the name ;
: material submitted, and thatthe unda:i-:]_ressn’r‘ theprogrammeras | 4) SAE if you want your entry
winners agree to assignall REM's in the first few lines of the returned.
copyright in the winning program programor loader.
to Amstrad.

SOFTWARE COMPETITION

No entry is valid unless accompanied by this official entry form.
Only User Club members are elgible to enter.

Usﬂr C luh Membership Numher ApERERERARERERRRRRERI R RR R R RS RR R ER R AR R AR

Name AR R AR IR R R RN RN R IR R R NIRRT TR R R RN RPN IR R IR R R AR RN R SN FR R RN TR PR RN RS RN AR RN TR AT NI RE R BRI RN RN PR RN R TR RN RN PERERT R R SRR RS
Addrﬂsg FEEEE AR R R R R AR R R R IR R AR R R R R R R AR R R AR AR R AR R RN AR R R R R R
RN N R RN RN A N R R RN N R N RN RN NI NN A N RN NN R RN R RN R R R R AN N PR R R R R R RN N R PR R RN P R N N R R R RN AR R R E N N FR PR R R R A RN NN R RN AR R IR R RN R RS

Pﬂst':'}de LSS LRI R L S L LI LA Rl Rl Rttt Rl il iR Rl el Rl il il Al Ll Ll il Rl it Rl il il Al to A tRIR I R Rl lililplydle e idliyslliRlel]}

T el e e I DO i B B A R S B i B RS

*NB All programs must be submitted in UNprotected form. Preferably on disc.
I have read the rules published in 2=TFAT COMPUTER USER, and agree to be bound by them.

T have enclosed:
O tape/disc
0 listing

O  SAEforthereturn of my entry
0  Asummary of up to 500 words

Iamover 18 years of age. YES/NO: Ageifunder 18 ...............

(The signature of a parent or guardian is required where the entrant or the nominated representative of the
entrantsisunder 18 years of age.)

SIGNATURE ........ccccovnes PEe g LR i T P e e R L e
Program Name . B e s TR P T
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The latest addition to the Shinecrest range has been enthusiastically received by both
dealers and home computer owners for providing all the facilities a computer user
could require, Shown in our photograph with the Amstrad CPC464 you can see there
remairs plenty of space both behind and alongside the computer, The raised shelf
provides ample room for your monitor, and if you choose, a printer. Any weight will be
easify supported as all the shelves are fitted to two metal rails which travel the full
width of the desk and locate into the metal ends. Castors provide an often needed
mability for your desk. The shetves are supplied in 3 Teak woodgrain finish ro
compliment the dark metalic brown painted metal rails and end frames,

Ar the back of the desk there is ample space above and below the courtesy panel for
mnterconnecting leads and paper feed to the printer, Every requirement has been

provided for,

Dimersions  Distance between top and middle shelf 146 mm [57,)
Distance berween middle and bottom shelf 216mm(8'5")
Depth of plinth 292mm|11 "7
qumnfbmmnsneir' 320 mim |12 "/5"]
Width %83 mm 363,
Deplh &10mm{247)
Height BA9 mm (357
rrice £69-95

The model 450 workstation has many features
not found on large desks twice the cost. The
top shelf has 3 large hales to allow the leads to
be easily fed to the back of the unit. Once here

they are all fed into a 4 into 1 masterphug
. supplied with the workstation, thus
allowing just one lead (supplied) to be
- required for mains electricity. The pre
@  formed plinth Is moveable

" allowing it to be used either left
7 or right “handed™. Fitted 1o the
bunu'n edges is a non sip rubber
L strip making your monitor safe, The
painted metal frame provides
substantial strength and  stabifity
whilst the fitted castors allow easy
- mability,

SHINECREST

COMPUTER WORKSTATIONS AND DESKS

o
o
i

Model No., 500

An attractive prece of computer fumiture the model 500 also provides all the
COMpUTErs users requirements. A full width monitor shelf allows easy left or right
handed operation whilst still providing space for the printer. The large work surface
gives plenty of room for your Amstrad computer with ample “waorking room™ sgilf
available. A unique Shinecrest development allows the desk to be mobile by the
fixing of 2 painted metal castor supports. The very large courtesy panel ensures that

the desk s stable and solid and will not “rock™ like some models available, The back
Model No. 450 is “cut away™ to allow unobtrusive removal of leads. The model 500 is available in a
Teak woodgrain finish.
Dimensions  Depth ufpd!n[rr 2%mm 11 ') Dimensions  Depth of plinth 296mm{ 11"
Width of plinth 478 mm (18%/,") Distance between top and middie shelf 130mm {5
Distance between lower shelf and working shelf 178 mm (77) Width S55mm {387
Wideh 762 mm (307 Depth 590 mm (23 '/,")
Lepth 500 mm [193%,7)+ Height BE5S mm {34™)
HEIghE ?43 mm [29. If"--r
PRICE &59-95 PRICE £54-95

Shinecrest Froducts Ltd. ane a well established company supphying many major Electronic companys inciuding Amstrad. Ourrange of products ane sold by such outlets as Hamods, Sefridges and DH. Evans.
T abtain your computer desk orwork Station we sLggest you punchase at any of the following dealers -

Spectrum Dealers, 30 Computers, Ramco, Sewsards, PH. Electronics, Colchester Co-ops, Oxford & Swindon Co-nps, Trionic, and from most AMSTRAD Stockists,
In e unfikeedy event that you are unabile 1o ebtain the product you reguire, please contact Shinecrest at the address below, who will provide the name and address of your rearest stockist

SHINECREST PRODUCTS LTD.,
UNIT 14, DICKER MILL,
HERTFORD,HERTS
TEL. HERTFORD (0992) 51977
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 AMSTRADCPC464 SOFTWARE | | | PRINTERBARGAINS ~  vtcuuczs i
pmcme o o = = || [FEEERaaR my £190
ghewo 50 R BRSO 8 i s il
A m W e % i el
ELAGGER 58 815 LORDSOFTIME 83 758 4  Fully Epson compatible
S R — i
BlcKogERS | W M MACINECODRTUTOR e e MANNESMANN TALLY MT80 + ovy £219
COLORSAL ADVENTUR b s rommvE e s 4 B0col 100c.p.s9x 9 dat-mairix
DRFENDORDIR e am RaMD e 4  Duality print styl for latir writing
oot 5 Tm RETURNTORDEN | e 1 %  Tractor and friction feed
TATARASE 1455 148 SURNTVOR 845 AR
DRSS % e SEVEDAVEmNOOKER PR TAXANKP810 oy £299
Sssar  m o= M, 0 o I
Remwnen D DS o | e
ron Tk e wow £ ETARER
o ouseo 1% G Mg e MTERFALIS
FRUITYERANK 6% L TAPER H % Paralial Interface cable ... i AR TR RN 3 .
GRocs REveNGE S5t TASPINTas o e SDFIWhRE
HOME ACCDUNTS - -S4 Tasword 4640 ... S 4
HRLICOPTER. 3 b noweomaa T
HARRIER ATTACE B85 845 JETEET WILLY T8 S5
HEATHROW ATC 145 8.5 AMSTRAD ARTIST aas L
Honsi iR Gl im o an
SEND CHEQUE/P.0 PAYABLE TO: Business software availahle on disc please call the number helow
‘BUTTSOFT' THE BUTTS, SANDPITS ROAD, RICHMOND, STRONG COMPUTER SYSTEMS.
SURREY TW107DT Bry Cottags, Penisl, Carmarthen, Dyed. SA32 7).
(ALLPRICESINCLUDE P&P, V.A T ANDFAST DELIVERY) Tel: 0267 231246 for assistance!! 1!l

Amstrad Software pack AMSTRAD DMF1 printer :
minus easi Amsword six months old still boxed g?;nupumgd?ﬁf lem?itfr-:g gzg-ﬂﬁlméﬂthsef.%eiﬁ
600 one e | bl ol "ot |t e risond S s T

i : g teachers of dyslexics. 6PL
Ruislip 75070 ask to processor. £95 only Phone Small L ah :
speak to Roy. 2 fOpyme fhatpe

013609717 after 6 pm.,

DEMON LORD

A two Player fantasy wargame featuring strategic and

MIDLAND COMPUTER LIBRARY
ATTN: AMSTRAD OWNERS

The: First & Largest AMSTHAD Library in the Waorld

“Pick of the Pack” Or

Price Pﬂﬁ'
Congo Bango BS0 Everyome’sa Wally Bd5 Rattle for Midway 785
Dapsbusters a8 Foathall Manager 625 Busich Head B0
Defend or Die 594 Hanehhark 850 Friz the Viking 785
Bonty Bob Strikes Back 850 Jet Set Willy B35 Fighter Filot 700
bt hestira 825 Hiller GonillstCauntlel B Hareraiser | Prelude: .75
Enight's Lare L] Mamic Miner B35 Hareralser (Finale) .75
Sareery T45 Pole Position: B.50 Hisaze of gher 595
FLaxxom ] Spanrerman 8.75 dekmmy Beb 585
BC's Groeat for Tyres B30 Steve Navis Snmker b.35 Raid ever MOSCOW H.20
Grogs Revenge #50 Traghman 685 Spetial Op's 5.05
Briandack’s Superatars 655 American Feathail .20 Burvivor 5.95
Dark Star B30 Hackpacker's Guide .04 Swaords or Soreery B.50

Chegues, P.0OVa T Ice Blue Software

36, Walpole Road.,
London N.17 6BJ

FREE: Pyjamarama
tofirst 5 orders

tactical maps, up to nine armies of nine units on either side, e mmmm:ﬁ:?ﬁ“ e
and a cast of thousands including Elves, Dwarves and 2 ‘Yourfiestiape hired free
Trolls. Includes a complete instruction booklet. 3 Lifemembership £6
4 Hire charge from only £1.50inc pégp for full 7 days
Send a Cheque or P/O for £7.95 to: 5 Nolmit 1o the amount of games you can hire
= e &  All games oniginals with full documentation
i 7 Games, Business and Educational software
Airstrip-One Software 7| S B
Tall Trees 9 Lowestnew hard and sofware prices in the UK
London Rd 10 Join now on 14 day maney back guaraniae
g 11 Cver 300 titles in stock
Stranraer PLEASE SENDCHQ/POFOR TS _
Witownshire together with free selection orlarge SAE for further details
DG 8BZ E ;‘ﬂl,%oll'll'n'ga PUTER I.m e
i VISA
Return of Post Service. Tok m‘“ 6“1"5““! .
* ICE BLUE ASTROLOGY
Software that Sparkle for beginners
(Crar
Price

Teach yourself astrology using your Amstrad
A Starter Pack comprising a simple program to calculate a horoscope, an
introductory booklet and 2 self-teaching programs (how to interpret the horoscope)
only £11.50
No previous knowledge required
Also many other programs for more experienced astrologers

Please send me the Astrology Starter Pack for the Amstrad
lenclose a cheque/PO,U K. for £11.50 (inc p&p). Outside UK add 50p; or,

I encl-:m a targe sae fur free cataiogue
Name .. R e TR

A:idress

ASTHGCALC IDe pt A! E? Feascruﬁ Hﬂad
Hemel Hempstead, Herts HP3 8ER Tel: 0442 51809




multiple bar graphs. Full set of demonstration data included. “Clearly laid
out, easy to understand, perfect for a tyro... the screen display is excellent”,

3 Flanchford Rd., London W12 9ND

FULLY AUTTOMATIC TAPE T DESC THANSFER UTILITY, £11.96 BRCLUMING 050

: UTILITIES DISC
Popular computing weekly. [ESASSEMELER, (A PHICS TOOLKIT, [25C TORLETT. 200K FORMATTER
Cassette + 12 page manual, only £14.95incl p&p EASTIE FROTECT + MANY MORE. £1%. 95 [HCLIING D5
from HLANK C15 TAPES £33 PER 10
Connect Systems, PLEASE ADID €100 POST AND PACKING OR SEND SAE. FOR FULL DETAILS

] = -
A i TS _h' |I-II rll iﬁ_‘ "'E"' ||:I ";\
¢=-¢Eﬂ$TJmBI CHILTERN COMPUTER CENTRE AMSTRAR
BENEFITS: MEMBERSHIP IS
‘gebeanmaivee  JOIN OUR SOFTWARE DISCOUNT CLUB 00 o s mati 50 e s
5% Discount on Hardwars write or phone for details
Games of the month: Ghostbusters, Knight Lore, 3D Starstrike
AMSTRAD HARD'WARE AMSTRAD GAMESTONT AMSTRAD GAMES/.CONT AMSTRAD GAMES/TOINT AMSTRAD UTILITIES CONT
CPCRE COLOUR ALO0D AMSGOLF BB  HUNTERKILLER A3 STARAVENGER 655  MICROSCRIFTIORSD 480
CPC 64 CREEN s ANDRDIONE (4] JAMMIN 3 STEVE DAVISENDOEER 785 MECRO SEHEA D TS &)
CPC 464 COLOUR W0 ANGELIGUEAGRIF ENCOUNTER E5F  JETHOOTJAlK 36 ETEVE DAVIEENODKER DS ** 1285 MINIOFFICE 505
(CPC 484 GREEN A ANIMATEDSTRIP PORER &8 JETBETWILLY HE6  ETOCK MARKET BB MUSICCOMPMISER F0E
D1 DESC DRIVE 17400 ARNOLOGOESTOSOMEWHEREELSE 650  JEWELSOF BABYLON 540 STOCKMAHKET(DIHC) 1205 NONYAT ACCOUNTS 17,85
FD-1 DISC DRIVE 18650  ASTROATTACK A% JORNNYRED 685  SULTANS MutE B85 PABCALIDASC) e
POWERSUFPLY MODULATOR 2RE ATOMEMASHER 75 KILLERGORILLA & GAUNTLET B85 SUPERCHESS fa PAYROLL )
J¥-2IOWETICK 138 BACKGAMMON BSS  KNIGHTLORE 885 SURVIVOR 185 PITMANTYPING TUTOR A5
GUICHEHOT LI0YETICK 1L BATTLE FORMIDWAY 985  KONGSTRIKESHACK 885  TANK EUSTERS 106 PROJECT PLANNER {[HS( G
T DS BOX 10 Wt BLAGGER T8 LASERWARP &0 TECHNICIAN TED 7% PROMECTPLANNER 2656
TIN5 EINGLE) 4 50 BRIDGEIT HEE  LOROSOF TIME aB5  TESTMATCH 63  PURCHASESALES LEDGEE A5
DMP.1 FRINTER 17560 BRIDGEFLAYER T8 MANKMINER 835 THEHOBRIT 45 SCREEN DESIGNER TIS0) 1R a5
MP1E PRINTER NLG M CENTRE COURT(DISC) ** 1288 MASTERCHESS 896 THEFRIZE A9  BCREEN DESIGNER 14.95
CPAS) PRINTER 18900 CENTRE DOURT AR MESSAGE FEOMANTHOMEDA G50 THEWILDEUNCH 250  ETARWATCHER 15,85
PRINTERLEAD 086 CHESSIMSC) ** 12,55 MILLIMYAIRE 658 TRACERACE E®  STARWATCHER IS = .85
AMSTHAD BOO CHUCKIEEGD 68 MWINDER 088 TRIALOF ARNOLD RLACKEWOOD R STOCK-AID £
_._I'_E, CLASEN ADVENTURE 896 MOONBUGEY 785 TRIPODS 245 STOCK CONTROL 1756
MACHINE CODE FORBEGINNERS &80 CLASSICRACING 495  MAFREEZE 250 WARZONE B85 TASWORI 864 10:54
FYOUR FIRST AMSTRAD FROGRAM 683  CODENAME MAT(DISH* 1296 MEWORGS LOOPY LAUNDRY S WISE&FOOLOF ARNDLDELACEWDOD &80 THE QUILL 1458
THE WORKING AMSTRAD 388 OOLOSSAL ADVENTURE 985 MUTANTMONTY BB WORLDCUP T8 TRANSACT 1995
BENSATIONALGAMES 0N AMSTREAD 58  COMBATLYNY 1086 MUTANT MONTY (I8 = 1305 XANAGRAMS A% ZENMACHINECODE 1985
BASIC PROGEAMMING 03 AMSTRAL 79 COMFUZION BLA% MYSTERY OF THEJAVA STAR 585 l.m*n II"I'I‘[II'IEE
PRACTICALPROGRAMSFORCPCG. 656 CRAZYGOLD B8y OHMUMMY B
STARTING BSIC IBOOK 1) a96  CUHIT BB PINBALLWIZARD Bt ADVANCED AMEWORT NS =4 396
AMSTRADGAMES BOOK 88 DALY THOMPENE DRECATHLON &8 PROJECTVOLCANG 8596 AMSWORDWORD PROCESSDR 1896 ﬂ]l SI:IﬂWErE ]J]‘[CE.S
AMSTRADCOMPUTING B85 DARKSTAR T8 PUNCHY B35 AZIMUTH HEAD ALIGHMENT TAFE BES [‘.l d.E
AMSTEAD PROGEAMMING BOOK 585 DEFENDORDIE 28 PUNCHY(DISC) 1295 CASHFLANNER & FORECASTER 26 INCIUOE carriage
AMETRAL ASSEMBL Y LANGLUAGE 1250 DETECTIVE S PYIAMARAMA HAE DATAHASE 14,85
ADVENTURECAMESFORTHEAMSTD 705  [HCEERBARNES B PYIAMARAMA DG = 1285 DECISION MAKER e anywhere in the world,
ADEDUCATIONALGAMFSFORCPC 464 585 DRAGONSGOLD 895 QUACK-A-JACK B84 DECESION MAKERTNSC) = =5 A]] ware
COMPUTERCHALLENGES 663 DUMGEON AVENTURE 995  QUACK-A-JACK (DISC)** 1285 DFMDATABASE .00 hB.l‘d p]‘i[:EE
ING & OUTS OF THE AMATRAD 18 ELECTROFHEDNE S5 REDCOATS 885 FASLAMBCALCSPREADSHEET ws  include carriage within
THE ATV ANCED USER GUIDE 63 ELECTROFREDOY (HISC)H* 1285 HETURNTOEDEM 395  EASLAMBCALCSPREADSHEET 1056
THEAMSTRADCPCAGAEXPLORED 785  EMERALDISLE B85 RINGOFDARKNESS 835 EAS-AMSWORD s the 1K [Overseas
A CHILDS GUTDE T THE AMSTHAD s ER**BERT 5O ROLANDGOES DIGGING (DESC) == 1256 ENTREPENELR 95 E pagp
AMSTRAD ERIC THE VIKING w8 EOLANDON THERUN 36 ENTREPENEURINSCH= =g CUSOMers p}
EDUCATIONAL FANTASLA INAMOND T8 RMLAND[NTHE CAVESIDIED) & 1288 HIBOFT DEVPAC 1885 i[] hﬂ[‘dWﬁrE
AMETRAD BASIC PART ) 1986 FIGHTERPILOT 786  ROLANDINTHE CAVES 95 HISOFT PASCAL £T .88 Eﬂquu'ﬁ iy
AMITRAD BASIC IPART 1) aah FIREANT £ ROHLAND [N TIME R3S HOMEBUDGET 1585
ANIMAL, VEGETABLE, MINERAL EBS  FLIGHTPATHTIT B ROLAND N TIME (IR0 == 1285 HOME ACCOUNTS MANAGRER 14,85 ]]I'EEE ]J]EQEE E]IDW 14
HAPFY LETTER 885 FOOTEALLMANAGER 756 ROLANDON BOPES!DIEC) 1285 [NTROTOPASCAL 14.95
HAFFY NUMBERS &05  FORESTATWORLDSEND 530 ROLANDGORS INGGING 885 [NVOSTAT .55 dEYE il]l" dall" Er y oo
HAPFY WRITING E8S  FRUITY FRANE 38 ROLANDINSPACINEC) = 1288  LOGO TURTLE GRAPHICE 15:5G ha]ﬂwm
IDENTIKIT 795 FRUITMACHINE 895  ROLANDINSPACE B85S  MACHINECODE TUTOR 1958
MAPRALLY 4% GALACTHCPLAGUE B95  ROLANDAROY &85 MAILINGLIET 1736
MATHS [NVADERS 786 GALAXIA B85 ROLANDAROY (DISC)* 1256 MASTERFILE M
DEPREY Has GATECRASHER RaS RLANDGOES 23U ARE BASHING A% MASTERFILE (DM3C)** nas
TIMEMAN O E BE6 GEMEOFSTHADUS 885 ROLANDHOWS THE ROPES A5 MICHOFENDIED) 4800
TIMEMAN TWO B8 GHOSTHUSTERS 1088 ROLANDON THE RUN (IR == 1256
WD HANG B95  GHOULS 68 SR LANCELOT 88
WIELIVWISE RS5  GRANDIPRIX DRIVER 10 SNOWHALL a8 MAILODRDER
AMSTRAD HULTRERR VT AUE IR0 2 1%  GOFTWARESTAR TLu6 PLEASE MAKECHEDUES & FISTAL ORDER FAYARLE T
—rﬂ HARRIER ATTACK 356 RIRCERY TaE “HNEWCRIWN CEMPUTERS LTI
LD NONSTER CHASE T.85 HAUNTENHEDGES 36 EPACE HAWES RA5 7EE DALLOW ROAD
ADSTARSTHIKE £8n  HEROESOFERN G50 EPACE HAWHS (RS0 = 1285 ¥
ATMIRAL GRAF SPEE &85 HOLDFAST 556 SPANNERMAN P LUTTN.
ATVENTURE GUEST &8 HOMERUNNEE B96  BPANNERMAN DISC 1.8 BEDS LAM 1LY
AIR TRAFFIC CONTROL 745 HOUSEOF USHER T80 SPECIALOPERATHING (1 TEL [0552) 455584
ALIEN BREAK [¥ 74  HUNCHBACK 785 BPLATTIDESE 1250
TRAIE & MAIL CROER
AMERICAN FOOTHALL B9  HUNCHEACK (RS 1205 BPLAT &5 FERIERS S
AMBCOLF (DHSC) = 1255  HUNCHBACK 2 EBS  STARCOMMANDH 455
4 =
Make your AMSTRAD start paying for itself! HOME COMPUTER
(Games are fun, but it’s time you used your computer for something really AMSTRAD UTILITIES:
useful. Like brining your financial affairs under control with .. BACKPACK,
MONEY MANAGER DHE ULTIMATE BACKUP S TSTEM, WIIUE HARDW ARE AND
A professionally written business/personal financial mangement system. L IEII!:EISLHJISE'IIL[ mmwwmﬁﬂmnmma
Record all your transactions for the past 12 months. Up to 100 entries per REDITIRES AN DOMESTT CASSETTE HECORIEE. £1215
month. Up to 50 classes of income/expenditure, divided into groups. Up to 9 HIGH SPEEDUTILITY
accounts (current, savings, credit card, building society, VAT, cash etc). CONVERTS SOFTWARE ¥ OAD AT HIGH SPEET, (NCLITING HEADERLESE 5 55
Fully selective monthly statements, annual statements, pie charts and DISCMASTER

Home Computer 243 Holdenhurst Road, Bournemouth, BHB BDA

WORDSQUAREWORDSQUAREWORDSQUAREWORD
AMSTRAD SOFTWARE 5 7525 POULAR CAME NOW ON THE AMSTRAD. FIND THE 2
BIG RANGE LOWPRICES FAST SERVICE 3 HIDDEN WORDS IN A BLOCK OF LETTERS. ;
RRP  PRICE RRP PRICE| 7 <
BAcHAD | 3% 4 swesormonow 1e  +» | 2 *15 CATEGORIES * 4 LEVELS OF SKILL * 450 WORDS * =

COMBAT LYNX nes a2 RETURN TO EDEN 895 780 (o] ENTER & SAVE OWN WORDS *
RUSALMGEn Tk sm S s 1= |=  THOUSANDS OF COMBINATIONSPERCATEGORY &
SEND TR TAMP  SAEFORMUCELBTTS, S SEND $595 TO KEY SOFTWARE 18 HORNBY CROFT, @
RAMESES = LEYLAND, LANCS. 2

12, WINSLEY ROAD, COLCHESTER, ESSEX CO1 2DG s

WORDSQUAREWORDSQUAREWORDSQUAREWORD ™
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GARWOOD 1s GROWING!

(and you can reap the benefit)

DYSAN M MEMOREX
14 | 58 i4 | 589
15,60 | 14.70
17.10 | 16.00
2060 19.30
24,70 23.20
2740 25.70
19.80| 18.80
20.80| 18.50
27.10| 2540

CHEAPER
PRICES

BASF MAXELL
1-4 14 | 58

BIGGER
STOCKS

DISKS
Price per box of 10

5-9
13.70
16.50
2020
21.70
25.20
14.30
18.80
22.30

1-4 54

S/D
D/D
D/D
QD
QD
SD
8" D/D
D/D
" Compact {for the Amstrad Disc Drive)
3'fy" Micro 5/S DD 135 | 41,80 | 39.20

| Disc prices are sxc. VAT but inc. carriage. 5/S = Single Sided VS = Double Sided 3/0 = Single Density VD = Double Density 00 = Quad Density

TPl
48
48 | 17.25

25.30

25.30

31.80

16.20
23.70
23.70
29.80

48

514

24.70
i 29.30

2315
27.45

5600005 s

38.00

STOP PRESS — NOW AVAILABLE MAXEL 3" Compact Disks available in individual storage case.

£4.60 inc VAT & POSTAGE

QREAT NEW OFFER — 1000 LABEL-TRACK® 3'/," x 17/,4" Computer Labels in flip top dispenser
£6.75 inc. VAT and Postage

| RIBBONS suppiied for most printers (including the Amstrad DMP1 @ £6.50 inc VAT and postage) Prices on Application

LISTING PAPER (plain or ruled) Priced per box Boxed

1-4 boxes

5-9 boxes

104 boxes

1"« 85" 1PT B0 gsm 2000
1M1= 0" 1PT &0 gam 2000
11" =8, 1PT 70 gsm 2000
117%8"," 2PT NCR 1000
11" 14" 1PT 60 gsm 2000

9.45
10.05
11.40
15.40
13.80

B.85
8.40
10.70
14.40
12.890

8.55
9.10
10.35
13.95
12.50

Brentwood,

this area. -

Listing Paper pricas are
exc. VAT, Dalivery free
within 15 mile radius of

Carriage at cost outside

| PRINTER OFFER - MT80+ Matrix Printer 100 c.p.s. RRP £217 + VAT OUR PRICE £217 inc. VAT & carriage

[ GARWOOD's STATIONERY CATALOGUE - Full colour 224 pages - £1.75 inc postage

Garwood (Wholesale) Limited m

45 Plovers Mead, Wyatts Green, Essex CM15 OPS

‘& Blackmore (0277) 823747
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Masterflle 464
“A LANDMARK ... WITHOUT QUESTIOMN THE BEST
DATABASE | HAVE EVER SEEN", Tony Kendle,

Popular Computing Weekly. Prices: £24.95 (tape)
£29.95 (disc). See larger ad elsewhere in this issue.

Only available from Campbell Systerns:
MASTERFILE PROGRAM EXTENSIONS (MPX): Use
this to augment your MASTERFILE 444 to export
data to other programs, such as TASWORD. With
MPX you can also write your own Basic to process
the file in just about any way, even create a new
file, or merge two files. What started as a filing
system can now become a &
complete processing system. MPX !
comes on tape only, but is easily
transferred to disc, and is £9.95,

® All our programs run equally well on
CPCA64 or CPCH64,

Prices include VAT and P&P anywhere within
Ewope. Send your order to he oddress below
wrl'h ment made out fo' CAMPBELL SYSTEMS';

one s with your Acoess or
Bamlmrmrﬁ riurne.

4900

i

S - & ﬂ-::;»' &

3 '

.‘.-. S

We are pleased to announce: MASTER-CALC.
This spread-sheet program offers 3000 cells,
variable/mixed column widths, split windows, high
precision, unique fomula handling. and graphic
histograms. Totally machine-coded, MASTER-CALC
is fast and powerful. It has a 40-page manual.
Look out for the reviews — the pundits predict a
smash hit with this program. AMSOFT will be
publishing MASTER-CALC but you can obtain it
now from us. Price £24.95 [fc:pe]
£29.95 [dlsc}

1 ::h\m

CAMPBELL SOFTWARE DESIGN Ltd (Dept AU)
57 Trap’s Hill Loughton Essex IG10 17D

Tel: 01-508 5058




HARDWARE PRODUCTS from NORTHERN COMPUTERS

Northern Computers Ltd supply & service AMSTRAD, Apple, Apricot, BBC and IBM computer systems & peripherals :

THE AMSTRAD CPC 464 COMPUTER IN EDUCATION
British designed

? @ Outstanding hardware features include:
o 64K RAM memory, 32K ROM containing a high speed
. standard BASIC and the operating system, high
quality Qwerty Keyboard with numeric keypad, built-
EEENEE. in datacorder, high resolution graphics, 27 colours, 80
= column text, 3 channel sound with stereo output and
THT volume control, user port, parallel printer interface.

| ® AMSTRAD disc drive system features include:
§ | *CP/M version 2.2, Dr Logo and AMSDOS which up-
] loads AMSOFT cassette programs to disc.

SR ;- THE AMSTRAD EDUCATION
S SRl e X dj e - . ... el Scmm OFFEM:
I (for bona fide education & training establishments only)
¥ Substantial educational discounts.
i 1% 1 year FREE hardware service contract.
. —]4% Educational software lists for schools.
% Languages, utility, business and application
P T \ 2 = software lists for higher education and training
e g =g %'% o % Future product information.

*‘* - schemes."’
e e Bl e ¥ Network development information.
AMSTRAD’S EXCLUSIVE ¥ 12 FREE software cassettes,

[COJeNEIe EDUCATIONAL DISTRIBUTORS: 1€l: Frodsham (0928) 35700 «ovines)
: i Northerm Computers Ltd., Churchfield Road, Frodsham, Cheshire WA6 6RD.

ADVERTISER’S INDEX

AIRSTRIP-ONE ..o (95 KEYSOFT oot 9B
-1 (70 2 COBBUSITE  KUMR T g
BMSTRAD ....ccoimimiiiniisiisasamiiay 1818 LOADSRUN . T I
ARIOLASOFT ...ccoccoovvescssossnsesssesesseseseseesenene 25/80 MICROGEN .. rmesmssiesssssssesnn 49
ARNOR ..o sesssssessess s 24 MICROCOMPUTER WORLD .. I
ASTROCALC .. R esse Dl MICROPONER . N n———_—
BUTTSOFT .. et 98 MIDLAND COMPUTER LIBRARY .. IS -
CAMPBELL SYSTEMS .. vvevesissmssmsesnesseseoee 31 MYRDDINSOFTWARE w..ooooovossossossseessoosssseses s, B1
CHILTERN COMPUTER CENTRE ... 86 NEMESIS . s 56
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GﬂRWODDWHDLEEﬂLE 97 SHINECREST ..o eoeeresesss s sennns O
GEMINI . L2827 SHEKHANA ... T B
HISOFT . essssessesssisemsmmmsssssesssns 33 SIRENSOFTWARE oo, 8T
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ICEBLUE SOFTWARE ..o 98 STRONGGOMPUTING oo g
INCENTIVESOFTWARE ...........ccoooorosssocsios 11 TASMANSOFTWARE oo 28
INTERFACE ......cccooovmmmmminrmmessismssissessimsseseesosinsios 88 VIRGINRETALL oo B8
INTRIGUE ... N
K.D.S.ELECTRONICS ... s 8 ZEUSSOFTWARE ... coooeoeremseaoreermoresmes. B2
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Manchester - M2 5NS
. Telephone 061 832 6633

Ocean House * 6 Central Street !
Telex 669977

&L
& HUNCHBACKII

KONG STRIKES BACK
GILLIGAN'S GOLD DALEY THOMPSON'S DECATHLON

Ocean Software is available from selected branches of:

WOOLWORTH, WHSMITH, (522 )" LTI, LASKYS, Rumbelows. COMET,
Spectrum Shops and all good software dealers. Trade enquiries welcome.




Amstrad CPCL6L
Speech Svnthesizer

The dk’tronics Amstrad speech synthesizer and powerful stereo amplifier uses the popular SLO/256 speech chip and
has an almost infinite vocabulary. It is supplied with a text to speech converter for ease of speech output creation.
Everything you wish to be spoken is entered in normal English, without special control codes or characters, it is there-
fore extremely easy to use. The voicing of the words is completely user transparent and the computer can carry on its
normal running of a program while the speech chip is talking. The speech output from SLO/256 is mono and directed to

both speakers.

Stereo Output

To utilise the Amstrad stereo output on the back
of the computer, the interface has a built in stereo
amplifier, this gives all sound output a totally new
dimension and greatly improves the sound quality
and volume over the computer's internal speaker.

Any sound that previously came out of the mono
speaker will now be sent out via the interface in
stereo. All programs that use the sound in anyway
(i.e. commercial software) will now output
through the interface, which is fitted with volume
and balance controls .

Speech Synthesis

The Amstrad speech synthesis utilises parts of the
spoken word known as allophones. These are
actual sounds that go to make up speech. The
SP0256 allophone speech synthesis technique
provides the ability to synthesize an almost un-
limited vocabulary. Fifty-nine discrete speech
sounds (allophones) and five pauses are stored in
the speech chip’s internal rom.

Text to Speech

Although there are only 26 letters in the alphabet, letters
have a totally different sound when used in different words.
For example, The ‘‘a’’ in ‘Hay' is much longer and softer
than in ‘Hat’. When you speak you automatically make
adjustments because you know just how a word should sound
Not quite so easy with a computer.

The machine code software is mainly developed to this mode
of operation. 3.5K is used for tables which contain the rules
& exceptions to the rules of the English Language.

e.g. | before E except after C) This therefore allows the user

to enter words to be spoken in normal English.

Speakers

Supplied with the Speech Synthesizer are two high quality 4"
speakers these have been designed to compliment theAmstrad
Computer. They are fitted with 1 metre of cable and can be
positioned for the best stereo effect. The synthesizer inter-
face fits neatly on to the rear of the computer. It has a
through connector to enable other interfaces (e.g. Disc Drive)
to connect to the rear of the synthesizer for ease of expansion
Please send S.A.E. for a copy of the instruction manual
which will give full and comprehensive details.

e A e S e e e |
Saffron Walden, Essex CB11 3AQ
Tel: (0799) 26350 10 lines

New Basic Commands

There are 8 new Basic Commands which control all the
functions of the interface. Making the Synthesizer very easy
to use. You can even control the speed at which it will talk.
to you. Or use the synthesizer to create sound effects like
a fourth sound channel.

10 PRINT ** '‘AMSTRAD" "’

The above is an example of the Syntax for entering speech
into the computer and shows how simple it is to use.

The instruction book gives comprehensive details and
examples of how to use the interface both from machine
code and basic.

How to Order

The Amstrad Speech Synthesizer costs only £39.95. You can
obtain your synthesizer through any good computer store or
by completing the order form and returning it to:

dk’tronics Limited, Shire Hill, Saffron Walden, Essex. OR

by telephone quoting your barclaycard or access number.
Orders normally despatched within 24 hours.

Please rush me

...[QTY] Amstrad Speech Synthesizer at £39.95 +£1.25 p&p

I enclose cheque /PO /Cash for Total £..................0v...
or debit my Access /Barclaycard No.
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