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By Kieth Cambell
The Commodore MPS 1270, is a 
fully-functional, non-impact printer that 
allows you to generate printed copies 
of documents, programs, or illustrations 
that you create with your computer. 
Usina a series of microscopic jets, the 
printer sprays ink onto the paper in the 
shape of the character you designate- 
Because it has fewer moving parts than 
other printers it is much Quieter and 
should be more reliable in the long term-
The first thing that struck me about 
this printer was its design, it is small 
and compact, about the size and shape of 
a small box of cornflakes lying on its 
side, it lacks a little streamlining and 
style but who's complaining if it 
means plenty of free space on the 
desk. It is cream in colour (good news 
for the Plus owners) and comes with a 
printer cable, useless if like me you 
have a 6128 or a 464, but if you have 
one of the plus models the cable is 
compatible, otherwise the standard CPC to 
printer cable fits okay- It also 
comes with an AC Adaptor and a spare 
Print Head (ink cartridge)·
Characters can be printed in Draft or 
HLQ node In Draft node the MPS 
1276 prints at 160 cps, this is a little 
bit dotty if you look very closely at 
the print out But I find that this is 
good enough for most letters and
listings etc In HLQ node the printer 
prints much slower about 70-80 cps and 

i more dots per character. Because the
¡characters are sharper and clearer,

NLQ mode is better for important letters 
and graphics-
This printer has two industry-standard 
character sets for you to choose 
from, Epson FX and IBM Proprinter. For 
the Amstrad you should select the 
Epson FX character set, which is 
selected by setting the eight dip 

। switches located under the top cover.
I For Epson ( English they should be set 
‘to the following: 1 on, d off, 3 on.· 4 
on, 5 off, 6 on, 7 off and 8 off.

I The UPS 1270 has a set of Printer 
Control Commands that allow you to
take advantage of built in printer 
features even if you do not have any 
application software- Which means without
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the use of a word processor you 
can make words bold or underlined by 
using printer commands from within your 
own programs-
The printer commands include "control 
codes' and 'escape codes' the
control codes are for non-printing
commands ie, line feed and setting
the tab's etc- The escape codes are 
for certain print attributes, like
enlarging print, underline and bold etc- 
That is enough of the technical stuff, 
I am a user not a programmer.
Now let's look at it from my point of 
view as a user- What made me choose 
this printer ?
Ueli that is easy to answer. Rs I am 

out of work at the moment and I
do not have between ISO and 250 to 
go into a shop and buy a printer,
vno I did not steal it.)
I looked through my wife's Kays book
and there it wast £179-99 . .tor just 38 weeks at 475, and at that 
price I could afford it. A

What do I like about it ? V
Everything really, it's quiet,fast I 
it s easy to use, it makes the tea 
(iust kidding), it only takes about 10 
seconds to change the printing head/ink 
cartridge. The printer can handle all 
sorts of paper, fan fold, tractor 
fed paper, and single sheets up to 9 
inches wide, it will even print on
envelopes up to R4 size But the most 
important thing I like about it is the
quality of printout- 9ou might say I 
am happy with this little printer, 
even if it is a Commodore·
What don't like about it ?
Nothing, it's Great (no I don't work for 
Commodore)·
Here is a little tip I would like 
to pass on, the printing head come
ink cartridge costs about lb, and they 
do not last very long if, like me, you 
use Powerpage and Advanced Art Studio- 
Commodore say that they can 
not be re- filled, NOT 50, just get a 
Syringe t Needle from your local 
Chemists and a bottle of ink, inject the 
ink into the rubber bladder inside the 
ink cartridge and put a dab of

PLEASE NOTE
This issue brings to a close 
the Bonzo Data base sheets 
brnging the total transfers 
so far to 1422-Keep sending.
Also the last of the RA 
Hacking Guide sheets- My 
sincere thanks to Nigel hells 
and Barrie Snell for these 
articles. Also thank you to 
Martin Cossins -Bonzo Series 
Angela Cook - banes Dept 
and other articles- 
Barrie Snell - printer article 
and to you all for your help

superglue on the hole- This will cost! 
you about 5 or 10p a tine and takes i 
about two ninutes. nuch better than paying । 
full price each tine
So there you have it. a very good little 
printer, if I was to rate it between one 
I ten I would have to give it an eleven ’

******** KIETH CAMPBELL*********

Peter Campbell INTERVIEW
By Angela Cook

Peter Campbell - Mho's he- Oh ! isn't he 
the one that sung with Peter, Paul and 
Mary. Ho, Peter Campbell is the one that 
runs CAHPERSOFT, that brilliant Conpany up 
in Scotland of Video-haster and Microdesign 
fane
I decided to talk to Peter, but could not 
afford the phone bill, so sunnoned the 
dark spirits in ny Crystal Ball to nake a 
tenporary line instead (Look out she's 
been at the wine guns again-ED)_ _ _ _  
Peter owns two G128's one ^^A
being a plus- For a ninute M£Cj· 
afterwards I would have ^■^i^n
sworn that I heard hin say ^K,c>>^· 
he also has a PC 286, but 
the Crystal line went funnywwv^n"’v
at that point, never can rely on these 
things-
The dark spirits asked hin why he decided 
to start doing what he does Peter said 
he was dissatisfied by the prograns by the 
prograns on the CPC, as they were, and 
set about inproving the situation. He said 
his ain for Canpursoft was to continue to 
expand· He is working on a Applenac Type 
UlnP systen that will work on 6128 s 
expanded 464's- This will run iron 2 
ROM's, and will even operate nost ROH 
commands with no need to reset- Also in 
the pipeline is MICRODESIGN TUO for 6128's 
only-Release date March-April- He did 
also nention sonething about bigger profit 
nargins of course (Till he got at your 
wine guns see the advert-ED)

Peter thinks the CPC is a superb hone 
conputer, his favorite software is IMP, 
which is a Conns package, Discology, RTF, 
Elite, and his favorite piece of hardware is 
the ROM Box- His favorite colour is Black 
Peter has his walls painted black in his 
Conputer-business roon.
Hou before you all say Huk, it is supposed 
to be quite nice Peter has put up 
pictures created with Microdesign on white 
coders, apparently very nice-
I asked Peter about the supposed denise 
of the CPC He had only one word, it was 
part of the nale species anatony. He
think it is quite untrue- He says that 
whatever happens, fanatics will keep the
CPC going-
Aside all that peter is a very nice nan,
najority of then are He has a genuine
love for the CPC and the work he is doing 
on it. . . . . . . . ANGELA COOK . . . . . . . . .
(MICRODESIGN 2 Mill we get a review ?-ED)



THE BASICS OF IT /ill

BETTER PRO6RñHHIH6 by BRRRIE SHELL

:--either numbers or letters (or a mixture of both), - 
and how many of those characters are allowed in the 
number or word· Ue have to allow the user to cancel
the last character(s) and to detect when the (ENTER)® 
key is pressed to show that the user has finished sa

Last tine we looked at the problem of how to get 
single-keypress inputs iron the user into the computer's 
memory, and came up with a simple subroutine to solve 
it, with sone associated stored strings necessary, to 
prevent 'crashes'·
He'll need that subroutine again this tine where we 
look at getting nultiple- keypress inputs from the 
keyboard- ie for every character of the multiple- 
keypress subroutine we shall CALL the 
single-keypress subroutine for verification upon return-
These little routines are for those of you who nay 
be just starting out in writing your own programs, to 
save you from doing repetitious memory-consuming coding 
in ALL parts of the program where questions need to 
be answered. Ue are going to send all of the
questions to a single subroutine Hou can experiment
and make them none sophisticated, depending on your skill 
level

MULTIPLE-KEYPRESS IHPUT
Hou will need this routine for, say, asking what a 
player's name nay be, or asking for a 4-digit number 
representing a year from 1 to 9939, perhaps-

Let's ask a question-
For illustration, let's ask the user to input a name with letters 
only, and only allow a maximum of 9 letters- Ue need to tell the 
subroutine a few things These 'things' are generally known in 
computer-speak as parameters'- Two of these parameters will be 
where to LOCATE the area of the screen at which the keyboard 
input will be shown- Let's say that 'so far in on the line is 
variable 'x' and the actual screen-line from 1 to 25 is 'y'.
Another parameter is the maximum number of characters that 
are allowed to be input by the user in his answer- Let's 
denote this by the variable 'i'- Set another parameter which the 
subroutine needs to know is which particular ok«) holds the 
allowed characters for the user keypresses- Represent this by 'ok'-
How looking at the allowed keypresses, we only want letters 
from A-Z- Can you see now how these subroutines can complement 
each other? If you were to write a 'confirmation-code' for 
each question individually then it would take a tremendous 
amount of coding for a medium sized program ( paradoxically making 
it into a very large program )·
|The question-]
"Hane :- (3 letters min) - - - - - - - - - - - " ( 9 '-' symbols for the
template )

Planning Ahead The parameters-
Uhat are the things we need to think about before we 
even begin to start writing any code in BASIC at the 
computer?
Obviously we need to know the number of characters 
allowed in the user's reply so as to obviate any mess-up 
of your carefully-planned screen layouts It is no good 
asking the user for, say, a 3-lettered password then 
allowing the user to input up to 255 characters of 
gibberish and overwriting some of the carefully arranged 
screen. Also here vou have asked for 
letters, so if the user presses any number keys these 
should be ignored-
Uhat other things do we need to think of? Obviously we 
have to detect when the (ENTER) key is pressed, 
indicating that the user has finished inputting 
from tne keyboard, so this control character, 
CHMliyx must be included in the okl() as outlined last 
month.

Let's go for Mode 1- Uhere to print the reply is Locate 25.5- So 
x=2S, y-S- Let the 9-letters maximum be i=9 Let the ok« that is 
the allowed single keypresses that are allowed to make up the 
reply be ok«l)="AECDEF6HIJKLMN0PQR$TUUUX3Z·. therefore we set 
ok=l·
Into this ok«l) we need to incorporate the CHR«13) for the 
(ENTER) key and CHR«12?) for (DEL) so that we now modify ok«l) 
to be as follows ·-

ok«l) = CHR«13) + CHR«127) + 
"ABCDEF6HIJKLMN0P0R5TUWX9Z" Lower-case letters for a name can 
be handled as will be illustrated later on-

INTO ACTION
Type this in and Run it, and play about with the variables or 
'parameters' and see what effect they have, when altered by you· 
The multiple keypress subroutine shown in the example program here 
can be compressed, and I have expanded it here simply for 
explanatory purposes-

Uhat else? Say that to keep later screens tidy you have 
to limit the name of the user to 10 characters or less 
If you say "Enter your name, up to 10 letters", it 
would be clearer if you provided the user with a 
template of 10 asterisks or 10 underline characters, to 

let him see how his 'key-Press count' is qoinq, each 
character entered over-writing an asterisk from 
left-to-right. with the number-of-asterisks-remaining 
showing clearly how many more characters are 
allowed in the original response to the question from the 
computer-

10 REM Initialise
12 ok«l)=CHR«13)+CHR«12?)+"RBCDEF6HIJKLNN0P0RSTUVUX32'
19;
20
22
24
26
27
28
30
32
33

REN Ask the question- Answer returned in nt
MODE 1: LOCATE 1,5: PRINT “Name ·- (3 letters min)"; 
x=25: y=5: ok=l· i=9: REM The parameters needed 
60SUB 200 ■ REM Get the reply 
' Check the reply and manipulate it
IF LEH(n$)(3 THEN 22
namel=LEFT«n«l)+L0UERKHID«n«2))
PRINT: PRINT: PRINT "Sour name is "name!
60T0 33 : REM Stop here

Can you think of anything else it needs to know? 
Uhat if the user pressed a wrong letter-key or a wrong 
number-key by mistake and wanted to delete if?
Simple; Ue allow for this by including the control-code 
lHR«Í27)=(DEL> in the relevant ok«).
Any more? 3ES, there is one more important factor 
when you want the user to input numbers only, and some 
of you may be way ahead of me on this, but for 
those of you who aren t I'll treat this separately in more 
detail late* on·

SB:
99 REM Single keypress subroutine 
100 v=0: UHILE v=0

mm

(Summary |
So what have we got so far? Ue need to tell the 
subroutine where on the screen to print the question and 
where on the screen to accept the user s reply Also 
we have to tell it what keyboard characters to accept,

102
104
106
198:
199
200
202
204
206
208
210
212
214

kl*‘": UHILE kt»"": kl=UPPER«IHKE3«: UEND 
v=IN5TR(ok«ok),k«: UEND
RETURN
REN Multiple keypresses subroutine mm 
nl=": LOCATE x,y: PRINT STRING«!."-");-· LOCATE x.m
FOR a=l TO Hl
GOSUB 100
IF 
IF 
IF 
IF
IF

v>2 
v*l 
v=2 
v>2

AND a=l THEN 204
AND a=i+i THEN 204
THEN 
THEN 
THEN

a=i+l
PRINT CHR«8) '-" CHR«8);: a=a-2: nl=LEFT«n«a> 
PRINT k«·· nOn*+kf



BETTER PROGRAMING continued. . .
Ue needn't be concerned about how the single keypress subroutine works
because it was covered in detail last issue, but suffice to say that it is
repeatedly called by line number 204 of the multiple keypresses subroutine, 
and it returns kl as its single character output with which to build up nl
for return to the main program It also returns a variable, v, whose value
depends on what key has been pressed-
Ne know the coAposition of our okt(l) which has as its first character
CHRK13) to detect if the <ENTER> key was pressed; if so, then v=t The next 
in okl(i) is CHRK127) to check for the (DEL) or back-space key being 
pressed, in this case v will be returned with a value of 2- Positions 3 to 28 
of okl(i) contain all the letters of the alphabet, so if any letters are 
pressed, v will be fro« 3 to 28-
HON IT MORKS.
Line 200 resets nl to contain nothing, then 9 Rinus symbols are printed for
the template to aid the user, then the 'invisible' cursor is repositioned to
where we want to accept and display the keyboard input-
Then in line 202 a FDR-NEXT loop is begun, starting with a=l The value of
the variable ’a’ deterAines which character-number in the teAplate is being
pointed to and where the next letter in the reply will be printed, and will
always be one Aore than the number of letters already on display-
Line 204 then calls the single keypress subroutine, and on return line 206
will be acted on- Initially, a=l so if the user presses (ENTER) or <DEL>, then 
nl is empty and the program goes back to line 204, and so on.- until the 
user s first keypress is a letter from ft to Z-
The program now drops through to line 208- Here the program checks to see if
the maximum number of characters allowed have been entered already
and another letter has been pressed· There is only room in the template for
S letters in the present case, so a= i+1 = 9+1 =10 and again it goes back
to get another single keypress, in this case, expecting either of the (ENTER) 
or (DEL) keys·
To get to line 210 it means that RT LEAST one of the letters from A to 2 
must be in the reply, nt and line 210 checks to see if the (ENTER) key was 
pressed If it was then v=l and so the value of a' in the FOR-NEXT loop is 
forced to be the terminating value, and line numbers 212, 214 and 216 are 
dropped through and the user input, nl, is returned to the main program by
line 213-
Looking at line number 212, if the (DEL) key 15 pressed, there must now
be a letter or letters on the screen to delete, and the value of 'a' must be
anything from 2 to 10, so line 214 prints a back-space and a '-' 
over-writes the letter to be deleted, and another back-space ensures that
the 'invisible' cursor is in the correct place to accept another keypress- 
Then the value of a' is reduced by 2 and the offending letter is chopped 
off the end of the present nl and line number 214 is dropped through and 
a' is increased by 1 and off we go back to line 204 for the next 

keypress-

Look back over your own previous proarams ! 
and see if you can adapt them to get rid i 
of any unnecessary GOTO s and use tne i 
'drop-through' principle instead
Oh yes, I nearly forgot about what I was zyi 
goin^ to tell you about numbers-only

Unknown Numbers
Say that yny have written a Birthday program 
which’ asks" (among other questions) what year 
the user was born , or a Bank Balance 
program which will keep track of all your 
transactions over several years
Now it is UERy’· likely that the year 
requested will contain 4 digits, so you can 
simply use my multiple-keypress subroutine as 
presented in this article with the variable i=4 
in the main program which calls it, and then 
do a simple check upon return that nl does 
indeed have 4 digits and that its value is 
within the range of years required- What I'm 
really getting at here is that the 'template' 
will be '—-'.
Row say that the number of digits in the 
number to be entered by the user is 
undecided and cannot be predicted with 
certainty. How do you know what number of 
template-characters to use and what value will 
T take initially?
The answer is surprisingly simple-
I'll use the principle of a Database 
program as an example. The Database as 
built up so far by yourself might contain 
anything from 6 to 1215 records, and the user 
is in Edit a Record“ mode and the program 
asks the question "Enter the Number of the 
Record to Edit“.
How many characters should be in the 
template? ie Mhat should be the maximum 
string-length that the subroutine should 
accept, because the subroutine should be 
'universal' in the sense that you 
cannot re-write it for different 
circumstances, but that one single version 
should handle ALL circumstances-

If none of the above conditions apply, the letter contained in kl is printed 
on the screen and added onto the end of the present reply of nl,
then line 216 loops back to line 204 to get another keypress
Line numbers 206 and 208 must be where they are, but the order of lines
210 to 214 are purely arbitrary, and the order presented here is as good 
as any other. Note particularly the ‘drop-through principle that I nave

employed in the subroutine. For example, there is no need to write 'GOTO 216' 
at the end of line numbers 210 and 212 because because if v=l when line 
210 is encountered it will be acted upon, and lines 212 and 214 won't be
Un the other hand, if v=2 when line 210 is reached, line 210 will be
ignored, line 212 will be acted on and line 214 will be ignored- On the
other hand ( 3 hands?! ) if v is neither 1 nor 2 when line 210 is
encountered then lines 210 and 212 will be ignored, but line 214 will be 
acted upon-

It can easily be done by the BASIC command- 
INT(L0610(numI)+l.
Say that you have made the variable 'num'

be the number of records in your 
Database or the number of whatever things
that you have counted so far in your own 
program Rs a quick recap, if the maximum
number that is allowed as an input is 43 then
the instruction INT(L0610(43))+i will return

a value of 2 as the template length, or if 
the number unknown exactly by you the 
programmer, but known by your program to 
be num=13SS3, using the command 
i=INT(L0610(num))+l will make rS·
Of course you will now initialise a new 
okl(2)=CHRI(13>CHRI(127)+"01234S6789\ and make

REVELED LAST ISSUE, IS AVAILABLE TO CONTACT 
MEMBERS AT 10Z DISCOUNT. =£9 ONLY

SEND CHEQUE OR P.O. TO NR G.KENNEOT 
321«80». SM », MB«™, MS2U

ok=2 to tell the single-keypress subroutine to 
only accept numbers
Beware if num=0 because what is said 
above will produce a non-destructive 
'overflow error but although your 
program will be allowed to continue 
uninterrupted, your screen layout will be shot 
to Hell? Be careful
Mell that's the end of my article for this
issue but next time I might go into some
sort routines, the various types and how they 
work·

See you all next time· ... BARRIE



ALL THE ITEMS THAT FOLLOW ARE THE ORIGINAL PROPERTY OF BONZE'S 
SCRAPYARD. WHILE YOU ARE FREE TO TYPE IN THE VARIOUS LOADERS
ETC. PLEASE TYPE IN THE REM STATEMENTS THAT GIVE CREDIT TO THE 
ORIGINAL PROGRAKERS.

BONZO NEWS:
CAPTAIN DYNAMO (Code«asters) is re-generated by OPTION 4
STUNTMAN SEYMOUR (Codeflasters) gets broken by OPTION 4
SCREENPLAY (MacMillan) is curtains with OPTION 8
SEYMOUR 60ES TO HOLLYWOOD is a take with OPTION 14
SUPER SEYMOUR SAVES THE PLANET goes into orbit with OPTION
6RANDSLAM COMPILATION - THE FOLLOWING GO
RUN FOR GOLD 
HIGH FRONTIER

OPTION 1
OPTION 3

BARRY McGuigans boxing - option 3
RAMPAGE - - - - - - - ·
SUPERSPRINT
GEE BEE AIR RALLY
GHOSTBUSTERS
SAILING
DEAD OR ALIVE

OPTION 4
- OPTION S

(MF ONLY) - OPTION S

STRIKE FORCE HARRIER
ARMOURGEDON MAN
ME6R APOCALYPSE

- OPTION 8
- OPTION HR
- HACKPACK
- HACKPACK
- BLITZNU
- BLITZXL

Please note that although there is not nuch being released at 
the flonent SOMEONE SOMEWHERE MUST HAVE SOME NEWS OF TRANSFERS 
they have done PLEASE SENO THEM ÎN. as we are getting venu
low on inforflation-
OPTION 14. YES there is such a thing, if you have not got it 

send a blank disc to Dave the editor, (S AE please) 
NO there is not an Option 13, The Argonaut is very 

_ _ _ _ _ _ _ _ _ _ superstitious _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _

MS800 SECOND DRIVE INFORMATION
How «any of you use a second drive with HS800 ? Quite a few I 

SDHICAOSySTEHS have a nS800 Utility disc called 
FRONTRUNNtR. ihe programme is WIMP controlled and as well as 
the usual Copy, Format etc- it is a bonus for MS800 users in
that it allows you to copy to and iron HS800 Discs- Bou can
TAG as many files for transfer as you like (MS COPS only
allows ten). you can copy files from ft to B, or B to H
without reloading the copier- Unfortunately though the copier is 
just as pedestrian as MS COPS.

DIZZY TO DISC
Hany of you have asked if a transfer can be /
worked out for tape to Disc on CRySTRL
KINGDOM DIZZy, also for SPELLBOUND DIZZS- W 
Uhen talking to a new member Mr P Curgenven x·
from Cornwall· he told ne it has been done,
and he kindly backed i nu tapes up. The transfer has been done 
by THE EQUfttiZER and uRFEoG (Many thanks guys) If you want 
then, send a blank disc, with your MASTER TAPEy to Dave-

SCRAPYARD CT BECOME A GRAVEYARD
Martin Cossins, the main nan behind the Bonzo Scrapyard, is 
thinking of packing it all in- The Rain reason fur this is his 
6128 has given up the ghost, also he has written articles for 
others and given his help FREE OF CHARGE, only to recieve 
letters and phone calls iron then without even a thank you- 
PLEASE if any of you find out any Bonzo Transfers not listed in 
the Database LET MARTIN KNOW, even if you don't have any new 
transfers, why not drop him a line and give hi« sone 
encouragement to continue- His Address is:

Mr Martin Cossins
11 Dulverton Square
Cottingly 
Leeds
Borkshire LS11 OLL (If you want a reply send SR-E Please)

teteá Batel tete B te
TAPE IS - AA No 81
After transfer you should have the MENU-BIN and 1BIH for 
FORBIDDEN PLANET game on side A of the disc, plus the basic 
bits- 2-BIN, 3-BIN up to 7-BIN on side B for The ADDAMS 
FAMILY Deno- The best thing to do is to RENane the 
HEHUBIN to MENU1S.BIN, then copy it and 1-BIN over onto side 
B of the disc· The loaders are:-
10
20
30
40
50 
GO

REM FORBIDDEN PLRNEKSave as FORBID-BRS) by Barrie Snell
REM Needs MENU 1S-BIN and 1-BIN fron Tape IS 
MEMORY 47FFF:L0RD"MENU15-BIH",48000
POKE 
POKE 
CALL

4810C.62:P0KE 4810D.1-PÜKE 4810E.0
487BF.1
480F6

Now for THE ROAMS FAMILY Deno. You can save 17k of disc 
space by erasing 2-BIN which is only another loading Screen 
for tape users If you want to Jo this then include LINE 
55 in your loader, and annend your REM in line 20, and onit 
the POKE 48702,2 in line SO-
SS POKE 4 87D2.19S.P0KE 48703.241:P0KE 4 8704,170
10 REM THE ADDAMS FAMILY 0EM0<Save as ADDAMS-BAS) by 
B-SNELL
20
30
40
50
51
60

REM HEEDS MENU1S-BIN, also 2,3,4,5,6,7-BIN fro« tape IS
MEMORY 47FFF:LORD"MENU1S-BIN', 8000
POKE 4810C,G2:P0KE 48100,SPOKE 4810E,0
POKE 487D9,2:P0KE 4 87F8,3P0KE 48803,4
POKE 4 880A,SPOKE 4 8811,bP0KE 48817,7-REM NAMES
CALL 480F6

TAPES 16 -AA82 and IAPE17-AA83

These Tapes are very disappointing on the ganes front, Tape 
17 only has Dragontorc that will run, and Tape 17 Defenders 
Of The Earth is a dreaded Multi Load and is a NO GO, Spit!!
DRAGONTORC uses 2-BIN and 3-BIN files, so ZAP 1-BIN fro« 
side A by typing IERR,‘1-BIN’ (the I is obtained by the shifted 
8 synbol,'- Rs there is only one gane to write a loader 
for, it's daft to do it in basic and have the nenu on disc 
as well, so this tine we shall nodify the MenuBIN to bi the 
loader as well-
10
20
30
40
SO

REM Convert MENU-BIN on Tape 16, internally- MEMORY 47FFF:L0AD“hEHU.BIH“i8000:|ERA,‘MENU.flN
POKE - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -
POKE
SAVE

By B-SNELL
4 8100,62P0KE 4 8101,4P0KE 4 8102,0
48?FB,2P0KE 4 8812,3PEM 2, ANO
"DRAG-BIH’.B, 48000,4887.480EA

3-BIN FILES NEEDED

Put Side A of the disc to which you have copied Tape 16, 
Type in and RUN the above program There is no need to 
save it because it will only need to be run once- After 
running, the original MENU-BIN will be wiped off and replaced 
by DRAG-BIN whenever you want to run Dragontorc, sinplv 
RON’DRAG’-
IAPE4B,- AA 84
FIVE ON TREASURE ISLE is Option HA for Bonzo Users, otherwise
it's a NO GO.

City Slicker:- Put the disk in the drive and RUN the program 
below- Again it only needs to be Run once- Afterwards 
the disc will contain ONE FILE "SLICK-BIN, the Menu and 1, Bir 
files will have disappeared Just run SLICK in future:
10 REM Alters City Slicker RR Tape 18 by Barrie Snell
20 MEMORY 4 HFF:L0RD'l-BIH",41200:|ERR,"l.BIN":|ERfl,"MENUBIN' 
30 SRUE'SLICK-BIN“,B, 41200,4 9100,41422
SO THERE YOU HAUE IT. . . NEXT TIME THERE MILL BE A COUERTAPE 
BLITZ- A FEM NOTES FOR HS800 USERS, BUT ME ARE RUNNING 
OUT OF ITEMS SO IF ANY OF YOU MRNT TO SEE SOMETHING ELSE 
MHEN THE COUERTAPE INFO RUNS OUT  LET ME KHOM AND RS 
USUAL, NE MILL SEE MHAT NE CAN DO ABOUT IT-

DRUE MUGGERIDGE. . . . EDITOR.
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GATES DEPARTTENT-BY TO COOK!

SUSSEX

but it is difficult, and you often get killed trying. I spoke I 
to Simon Forrester about it, he said Titus had told him tneu ! 
were going to fix it- That was six months ago- Even with j
this small bug, it is still a brilliant and varied game" 
"So how did you score it ?·"
"Well, I am going to give the Graphics 38Z, They are Superb 
especially on the plus- The Sonics get 100Z- The
Playability gets 38Z, even with the small bug The Value is
amazing. ^Qto ί^ΓΤΟ7)Π[ί fl 1° opinion the best game t® MH the CPC has ever seen.

Hello again. I hope you all had a good Christmas and a happy 
new year· Can't think of anything else, so on with the review;

"How about a second opinion iron your brother Lewis ?"
"I think it is brilliant I get really far on it. Ho plus 
owner should be without it- I gave it 99Z
(EDITORS NOTE: The gane reviewed was the 6128 and 6128PLUS 
version, on Disc· Ue have not seen the 464 Version... I have 
had a look at it. and agree with Hngela BUS IT it's the best
FAIR LIGHT THE LEGEND By THE EDGE Tape £i-£3 Computer 

Fairs and Boot Sales

"Dave this game is brilliant it is really wonderfull. It has to 
be the best game ever· Hou just have to buy it".

Why is that Angela"- "TITUS have sent ne this game to 
review., it's called Prehistorik IL Return to Hungerland".
"What's so great about it?" "Everything, the music, the 
sound effects, the graphics, the game playJt's totaly awesone". 
"Great, so tell ne wore Angela"· "Well, when I put the game 
on, up cones a screen asking ne to centre it· I did this and 
next on cones the title screen, this is a cave with all sorts 
of acknowledgements popping out of it. On the ordinary CPC it 
cones up in really bold colours". "What about the Plus?"

•'In really nice pastel shades" "Rny Music?" "Music, it is 
phe best music in a game on the CPC that I've ever heard, it 
.has a good rhythm and beat, it keeps going, and it doesn't get 
pn your nerves either, its so brilliant“ (Jou can turn it off 
I anyway ED) "So what about the graphics?·" "Then are 
•excellent too· So defined, so clear· tonparable to a "PC or 
Hegadrive The background is really detailed, it's got hills, sky 
ano rocks The ground and bridges move as you tread on 
then“· “Is the plus game any different?" "9ou would not 
believe it. It's got clouds, trees and rock formations in the 
foreground- It looks almost 3D” "But doesn’t that jet in 
the way?"· Yes, sometimes, but you can turn it off it you 
want”. "Well you know what they say, Gain on the swings, 

I lose on the roundabouts', Great graphics and Sonics are one 
¡thing, (er I make that £ ED), but what about the Gameplay?"·

¡’Its got great gameplay, it's brilliant, everyone in the house 
¡loves it Sou get a game with fantastic music, excellent 
¡graphics, brilliant gameplay, wonderfull effects, and paralax 
I scrolling". "I don’t believe it, you can't possibly have all 
: that together in a name !”· "Jou can Dave Oh! I haven't 
! told uqu the plot yet Jou are a man aptly named Prehistoric 
11 call him Rick’ He is the most wonderfully" designed character 
¡there is Jou wake up and decide on breakfast, but there is 
¡no food in the cave, arghhh- finyhou you must go out and 
¡search for food- Jou Know one place where there will be 
I plenty of food, the Ogres meat locker· Jou have to battle 
¡through ten levels of dinosaurs, spiders, wasps- birds·, and 
‘other baddies Jou club bears to death. If you jump on them 
I you can double your score, and jump higher too "
i What about lives and bonuses ? “ "Well that’s good too· 
¡This may sound a bit complicated- Lives are made up of three 
¡hearts Hearts are made up with six bones- Every time an 
enemy touches you he takes away one of your hearts, but if 
you smash his brains, then he drops his bones- you collect 

¡them and you have your heart back. Bonuses are all over the 
i place, extra food and points- For some points you can pick up 
I joysticks and discs. 1 don't know what they are doing in 
i 10,000 Bi·“ "Jou can't get a game that good, you will have to 
•send it up to ne so I can take a look, and try to get sone 
¡screen grabs" "Yes OK, but watch out for the skulls and 
¡deadly plants“· "I will, but have you found any bad points?“· 
¡"Yes there is a small bug in the program- When you reach a 
certain point, the program makes you go back over a part you 
have completed- Jou can get over it by going a different way.

Review by Dave Muggeridge; This Tape contains BOTH of the 
Fairlight games- If you are an adventurer you will love them, 
if you are a platform or beat-em-up fan you will hate them
The idea of the first game is to Find the book of light and 
return it to the wizard- The game is set in, and around a 
3D castle, with you in control of the main character via your 
joystick, when you press fire he draws his sword and fights
The problem solving in these games is difficult- Hou nave to 
find keys, and where they fit Find food and drink to keep 
your energy up Find out about other objects; Crosses, 
Potions, Magic Scroll etc· and where and when to use them. 
Jou can pick up and drop just about anything. (Put a barrel 
on an enemy when you kill him and he can t get up). By 
moving plants etc- Jou can get other objects out from under 
difficult locations.
The second game continues from the first- By giving the 
Wizard the book of light you released an evil on the land- So 
now get it back- This has more colour than the first story. 
It contains two parts- First find the wand and knife, release 
the captain of the ship, and sail off- In the castle you will 
find a Flying Carpet (limited flight), keys and other objects to 
work out, before finding th Wizard and destroying him- Amstrad 
Action gave this 81Z when released- But the graphics are very 
jerky. Indeed slow when more than one person is on screen. 
The atmosphere works well With very few sound effects- So 
going by todays standards would only score1

One bonus is that both games 
transfer to disc using the Bonzo 
Options.

^'EXCUSE KE
MR MONKEY BUT HAVE 

^% SEEN A HOLY CROSS HERE 

8SfflM IB

NOH you CRN NIK FRIRLIGHT THE LEGEND, ON TAPE; SEND YOUR 
ANSWERS TO ANGELA, AT THE ADDRESS ABOVE: THE QUESTION:
HOH OLD IS DRUE THE EDITOR r
A) 28 B) 38 0 48 D)58 ( Closing date 20th February)
NO correct answers last issue so the first incorrect entry 
out of the nat was DAVE QUAHTRILL of Sussex Darkman is on 
it's way. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
NO LETTERS " If you want help with a game etc please write 
to me, or I may become angry (if they say I'm older than 
that so will I ED) Have a nice whatever. . . . .

ANGELA



Make a special note of the hexadeciaal nuaber in brackets in line-reference 30 of Fig.4, in this case (8817). This will have 
been calculated by you using the offset value found in Fig.2. It crops up again in Fig.5 twice and it tells you that you 
needn't disasseable any part of the a/c of the Menu past aeoory location 18816.
The iaportant parts to recognize for any MENU.B1N are the line-references 27 to 30 where it says L0 A.lxx then LD HL.ixxxx 
then LD DE.Ixxxx then CALL lAxxx. In this case you know that you are looking at the code to load the first gaae choice froa 
the Menu because you got here in the first place froa the inforaation given in Fig.3. If you keep looking at wore and aore of 
the listing you won't see any aore like the above so you now know that the gaae SEYMOUR uses the file I.BIN only. An iaportant 
point to note, however, is that you austn't go past address 87ea because Fig.3 ref-lines 22 and 23 Infor· you that the code 
froa 87eb onwards is there to load and run the second gaae in the Menu.

So the address to poke into for the SEYMOUR loader is obviously 8783, which at the aoaent contains 01. You can poke it with 
any nuaber froa 0 to 9 so if there is rooa on another disc for Seyaour Take 1 but a gaae on that disc already uses 1.B1N, you 
can just renaae the I.BIN on Disc 11 to another nuaber that is not being used on the destination disc. Don't forget to copy 
MENUll.BIN and the Basic loader to the destination disc as well!

s48ia|s48f84s|84«l«l*i8fsis|8|a48|8is|84

Now we'll find the relevant addresses to Poke in line 50 of the loader for the second gaae choice of the first Menu shown on 
page three, viz., FIRELORD. Line-ref 23 of Fig.3 says we should start looking froa aeaory location 87eb (converted froa laaeb) 
onwards, so get back to the Coaoand Screen, type in the letter M iaaediately followed by *87eb’ (ENTER), then press CTRL-A to 
see the disasseably of the a/c froa there onwards. You should see Fig.5 below.

The section of code to Load and Run Menu choice 2.
Figure 5, 87eb 2122a7 (03) LD HL,la722

87ee cd38a8 (44) CALL Ia838
87fl 3e02 (45) LD A.102
87f3 21f708 (46) L0 HL,IOOf7
87f6 I19a8d (47) L0 0E,l8d9a
87f9 cd!7ab (48) CALL labI7
87fc cd71a5 (49) CALL Ia571
87ff 3e03 (50) LD A,103
8801 2100c0 (51) LD HL.IcOOO
8804 11581b (52) LD DE,llb58
8807 cd!7ab (53) CALL Iabl7

: al="Loading..."
: PRINT al
: Point to 2.BIN on disc * first part of FIRELORD
: Start address in aeaory to write to
: Length in bytes of 2.BIN 

(8817) : Load 2.BIN into aeaory froa the disc.

: Point to 3.BIN on disc = second part of FIRELORO 
: Start address in aeaory to write to 
: Length in bytes of 3.8IN

( 8817) : Load 3.BIN into aeaory froa the disc.
. . . . . .  and so on, all the way down to aeaory-location 18816.

If you keep looking at aore and aore of the disasseably on your aonitor, up to a liait of location 8816 reaeaber, you won't 
see any wore key-sections like line-refs 45 to 48, and 50 to 53.
The iaportance of finding the offset as detailed on page two is aaply illustrated here and in Fig.3, because otherwise you 
wouldn't know which part of the a/c to look at to find out what BIN nuabers are needed to run thè FIRELORO gaae.

Here there are two addresses to poke into because there are two BIN files needed. You can see that the relevant locations are 
87f2 and 8800, and in line 50 of the FIRELORO Basic loader you would poke these with any digit froa 0 to 9 (but both oust be 
different !!) depending on whatever you’ve renamed the original 2.BIN and 3.BIN files as on Disc 11.
Initially though, you can singly poke those locations with what is already there, as this can do no hara. If you do use the 
facility to rename any of the BIN files for a particular gaae then change the nuabers in line 50 of the loader accordingly and 
alter line 20 as well so that you know which files go with each gaae in case you want to do sone wore shuffling in the future. 
That completes writing the Basic loaders for the a/c gaaes on Disc 11.

tttttttHtlttttltttlltttttltttttttltttttlttttttttlttttttttttttttttttttt

DOING IT ALL AGAIN KITH MENU 14.
As aore practise for the forthcoaing Aastrad Action covertapes let's do it all over again with a lightning quick tour of Disc 
14, and this tine there won't be so auch text to get in the way.

Now follow the instructions on loading in the OEVPAC aonitor on page one, but use Menul4.bin instead.
When the Command Screen reappears press the letter M followed iaaediately by 8000 (ENTER), then press the letter L followed by 
a single press of any other key and see that the first exclaaation nark after the text "(ENTER) KEY" corresponding to the 
number 21 on the left is in location l80fd. This is the entry address which is CALLed in line 60 of your Basic loaders.
Now press (ESC) to get back to the Command Screen. .Move the pointer to the entry address by pressing the letter M followed 
immediately by 80fd then press Enter. Now press CTRL-A to disassemble then press any other key once. The 5“ line down on Ihe 
right says LD DE,la300 so this is the offset. The 6th line down says LD BC,l07dc and this is the length in bytes of Menul4. 
The 9l* line down on the right says CALL Ia419. On the far left of the 9“ line down aeaory locations I81l34cd, 18114419 and 
48ll54a4. so in line 40 of your Basic loader change these to 18113=62, I8114=(choice), 18115=0, where (choice) is as below. 
The addresses are hexadeciaal nuabers, but the values which you Poke into then are ordinary decimal nuabers.

PAGE FIVE



(choice) Proqrai Haie Progran Type
1   STRYKER OENO . . . . . . . . . . . . . i/c MENO for covertape II,
2. . . . . . . . . . . . . . CROCO MAGNETO. . . . . . . . . . . . Basic
3. . . . . . . . . . . . . . . . .  ANARCHY. . . . . . . . . . . . . . . . . a/c Only allowed values for (choice) are 1 or 3.
4 . . . . . . . . . . . . . . . . . .  GPAINT . . . . . . . . . . . . . . .  Basic
5. . . . . . . . . . . . . . . . . TYPE-INS. . . . . . . . . . . . . .  Basic
6 . . . . . . . . . . . . . . . . . .  POKES . . . . . . . . . . . . . . . . . Basic
7 . . . . . . . . . . . . TRANSFER TO DISC . . . . . . . . (ignore)

Non press CTRL-A to get back to the Coaaand Screen, then press the letter G key followed iaiediately by the letters 'fe' then 
press Enter. Now type in the nuaber 1 and press Enter, finally followed by pressing the Enter key in its own. The pointer will 
be )8715 FE( but if it isn't, press the letter N key once; if it still isn’t then press the N key again and again until it 
does point to a location beginning with the nuaber 8. Now press CTRL-A to disasseable the a/c of the Menu. The top 5 lines are 

8715 feOl CP 101 — See (choice) above.
8717 2822 JR Z,1873b --- GOTO 873b
8719 fe03 CP 103 --- See (choice) above.

Note 1 871b ca61aa JP Z,laa61 —GOTO aa61‘(using la300 offset, this converts to 18761)
871e f5 PUSH AF — No need to look past here, reaeaber.

So, the above inforaation tells you that when the value of your (choice) in line 40 of your Basic loader equals 1 the Menu 
prograi will execute the code fro· locations 873b to 8760, inclusive, and load and run the STRYKER Deao gaae.
When (choice) equals 2 it will execute the code fro· aeaory location Iaa6i, but as this doesn't actually exist you have to 
convert it to a I8xxx nuaber, otherwise you won't know where to GOTO to see the code which loads in the second gaae.
The next stage in writing the Basic loader is to find out what BIN file(s) are needed for each gaae and the address(es) to 
Poke in line 50 of your loader. For the STRYKER deao you will disasseable the a/c froi location 873b, and for the ANARCHY gaae 
you'll disasseable froa 8761.
So now press CTRL-A to get back to the Coaaand Screen, then press N followed by 873b then press Enter then press any key once.
You’ll see :- 873b 

873e 
8741 
8743 
8746

2172a7 
cd65a8
3e01 
216901
11978e

LD 
CALL
LD 
LD
LD

HL,la772 
13865 
A.iOl —\
HL,10169 
DE,l8e97

\ Recognise this ? 
1

Note 2 8749 cd79aa CALL Iaa79 --/ Here aa79 converts to 8779 using the offset, of *a300·
874c Cd94a5 CALL Ia594
874f 3e02 LD A,102 ---\
8751 2100c0 LD HL.icOOO \ and this ? SO 'STRYKER' NEEDS THE l.BIN and 2.B1N FILES ON DISC 14.
8754 115133 LD DE,13351 /

Note 2 8757 cd79aa CALL Iaa79 --/ So for line nunber 50 of your Basic loader lor STRYKER you’d Poke address
875a af XOR A 18742 with a I, and you'd Poke address 18750 with a 2. If you want to renaoe
875b 3203c0 LD (lc003),A the l.BIN and 2.B1N files to a different nunber then do so, and anend the
875e C31111 JP Hill nunbers in line 50 of your loader accordingly, and the REMinder in line 20.

No need to go past here because Note 1 above says that locations froa 18761 onwards are for the second gaae.

To get the BIN file(s) needed for ANARCHY and the address(es) to Poke into, press CTRL-A and aove the pointer to location
18761 then press CTRL-A to disasseable then press any key just once to get :-

8761 2l72a7 LD HL,la772
8764 cd65a8 CALL Ia865
8767 3e03 LD A,103
8769 217001 LD HL,10170 \ and this ? SO 'ANARCHY' NEEDS ONLY THE 3.BIN FILE ON DISC 14.
876c Hc0c6 LD DE,l6cc0 /

Note 2 876f cd79aa CALL Iaa79 —/ So for line nuaber 50 of your Basic loader for ANARCHY you'd Poke address
8772 af XOR A 18768 with a 3, or another nuaber if you've renaaed 3.BIN to soaething else.
8773 cdOebc CALL IbcOe
8776 C38001 JP 10180

No need to go past here because Note 2 above CALLs a subroutine froa 18779 onwards to load the BIN file being pointed to, into 
the coiputer's aeaory froa the disc.
You now have all the relevant inforaation of what addresses to Poke to, and what nuabers to Poke into then to write your Basic 
loaders for the a/c gaaes for Disc 14.

Ttte. End.

1 hope you've found this useful, but if you have any criticisas good or bad, or suggestions for inclusion or exclusion, or any 
questions in case of difficulties then please write to ne .

Pflbt SIX
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