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Transferring a printed image into your
CPC is child's play using the Dart
Scanner and a DPM printer.

introduction to machine code with

We continue our investigation of READ information on a 16 bit load.

and DATA statements and how to use
the data pointer.

A brand new feature to demonstrate your
own programming talents and provide
some short, easy-to-enter listings.

e
Keep up to date with the latest happenings _ s s
and arrivals in the ever expanding o - -
world of the Amstrad.

See the Business contents listing on
page 49.

i 2
Continuing the series we move on to
examine how to produce new characters
on your Amstrad.

In this issue we give you the low down on
the non-disc BDOS calls, the building
blocks of CP/M programs.

T
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version of the famous game will have Join Shane Kelly in his column this ;
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and contributions, please turn to the business contents on page 65.
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When a printer
becomes an
input device

TONY
HUNTINGDON
examines an
alternative to
the

video digitiser

A printer is an output de-
vice which prints words
and pictures. Wrong!
Take one Amstrad DMP
printer, add a Dart Scan-
ner and your printer is
now an input device
which will read words
and pictures into your
computer.

Incredible? Impossible?
Of course it is; but we are
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used to doing the impossible with
our CPCs aren't we?

The Dart Scanner is a box which
clips on to the printhead of the
printer. It is connected by a cable
to an interface which plugs into
the expansion port of your micro.

Using the software provided (on
both disc and tape) you get the
printer mechanism to scan a pic-
ture and “digitise” it.

The hardware is in three dis-
tinct pieces. The scanner head is
a sealed unit which appears to
contain a bulk and a photo-diode.

Its companion on the printer is a
small plastic moulding which has
to be mounted on the extreme left
hand end of the scanner's travel
by means of a piece of double-
sided adhesive tape. Although this
appears to be a flimsy arrange-
ment, it gave no trouble at all.

The scanner head is linked to
the interface box by about a metre
of cable. This is rather short, al-
lowing little choice as to where to
position the printer, but as the
cable is wired in, there is no scope
for extending it.

The only hardware control is a
“brightness” knob, used to set the
threshold at which the scanner de-

iy Sl
DART § -7
-

a I"“' s
e %.f:,,:;---.».. i e

cides that the grey level it sees is
either black or white.

On the back of the interface box
is an edge connector. Don't be
misled into thinking that you can
add your usual peripherals to it.
The scanner is very sensitive to
“noise” pickup, and may produce

Using the Dart Scanner, these two
cuttings from a magazine (above)
and a photograph (right) were re-
produced on the DMP printer
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random black lines if anything
is plugged into it.

On my CPC 464 system the disc
drive interface was tolerated, but
the rom board wasn't.

The operating software works
satisfactorily, but has considera-
ble scope for improvement. It
works only in two colours in
Mode 2, which may give legibility
problems with some colour moni-
tors.

You use an overlay menu sys-
tem to select one of 12 functions.
You're then prompted for any ex-
tra information that the hardware
needs. Some entries have default
values — although you're not told
what they are — while others,
which might have default values,
don't.

If you change your mind part
way through entering data, you
can't always escape back to the
main menu. If you, as I did, at-
tempt to save a picture to a write-
protected dise, you will see the
standard Amsdos error message.
Unfortunately it overwrites, and
becomes part of your picture.

Editing facilities are limited.
You can copy one area to another,
flip left to right or top to bottom,
scroll an image in any direction,
and add text.

You can create a permanent box
frame for any part of the image so
that anything outside that area
can be cleared, and there's zoom
facility for magnifying a selected
area of the screen for pixel edit-
ing.

Also the final image can be pro-
duced on paper from half to six
times the size of the original.

If these facilities aren't enough,
as pictures are saved as binary
screen images you could use this
software to acquire and save the
pictures and then use another
graphics package to edit them.

The lack of idiot-proofing in the
software often caught this idiot
out. I lost quite a few pictures by
pressing the wrong keys before I
could save them properly.

The manual, consisting of eight
A5 pages plus an addendum sheet,
is very poor. It appears to have
been written by someone who
knows what he's talking about
and assumes that we do too.

Important information was
missing:

e Warnings on removing peri-
pherals from the expansion port to
avoid noise pick up.

» Advice on the best kind of pic-
tures to copy (whether glossy pho-
tos or newspaper cuttings).

So who's going
to get the
benefit from
this product?
Anyone getting
involved with
desktop
publishing in
order to
produce low-
budget adverts,
letterheads

* How to incorporate these into
your own programs. I had quite a
few unsuccessful attempts until
Dart put me on the right lines.

However the manual does con-
tain enough hints to enable you,
with a little common sense, to in-
stall the scanner. And as the soft-
ware then prompts you for all the
data required, you'll soon aban-
don the book altogether.

So who's going to get the benefit
from this product? Anyone getting
involved with desktop publishing
in order to produce low-budget ad-
verts, letterheads, new sheets or
brochures, using a product such as
AMX Pagemaker, would have an
alternative way of reproducing
black and white “digitised” pic-
tures.

It should even be possible to sim-
ulate fax facilities by digitising a
picture or a sheet of text, saving
the file to disc, then transmitting
it down the phone line using a mo-
dem.

There is very little around to
compare with this device. It's not
a picture digitiser in the true
sense, as it only produces black
and white pictures with no attempt
at interpreting grey scales.

The concept of using the printer
mechanism to scan pictures is
very clever, but it could have been
implemented better. The hard-
ware suffers from noise prob-
lems, and the cable to the scanner
head is a little too short to be con-
venient.

Even though I had problems with
the software, at least it's partially
written in (unprotected) Basic so
you could attempt to improve it.

I find it difficult to see how Dart
justified the high retail price as
there are few components, the soft-
ware needs improving and the
manual is minimal.

If you don't have video equip-
ment and are looking for an al-
ternative to a video digitiser, and
you're happy with reproduction in
pure black and white, then look no
further.
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The pitfalls that can
make DATA

a bit dodgy

Last month we dealt with the Bas-
ic statements READ and DATA.
We saw how we could use READ
to put values into a variable, these
values being held in lines begin-
ing with DATA.

Each time a READ command
was issued by a program the Am-
strad took a value from the list of
constants in the data line and
stored this number in the variable
following that READ.

We saw that READ

don't worry too much. It's easier
to use in practice that it is to read
about. If you have any doubts at
all have a quick look at last
month's programs and you'll
soon have a good working knowl-
edge of READ and DATA.

While you're doing that you
may notice that last month's Pro-
gram VII, this month's Program
1, is rather different. Have a look
at it.

The general structure is famil-
iar, it's just the usual
FOR...NEXT loop READing val-
ues from a couple of lines of
DATA. As the loop progresses
running totals of the values are
kept.

What is unusual is that there
are two numeric variables after
the READ of line 50 — first and

second.

How does this work? Does the
first variable first

was similar to INPUT
except that instead of
looking to the keyboard
for a value, the micro
looks to a value held in
the program itself.

One major point to
grasp is the way that a
READ takes informa-
tion from the list of

PETE BIBBY digs deeper
into DATA and READ
in Part Eleven of his

series for programming

take all its wvalues
from the first data
line, line 100? And
does second read its
values from line 110?

The answer is no.
That would be a bit too
complicated. What
happens is that when
a READ is followed

numbers following a
DATA: It does it sequentially.

The first time a READ is obeyed
the initial number after the first
DATA is taken. The next time a
value is required it is taken from
the second number following the

DATA.

Each time a value is taken from
the data list the Amstrad makes a
note of where it is up to and sets
what is known as a data pointer.
This ensures that the next time a
READ is issued the Amstrad
looks at the next unREAD item in
the data list.

If all that sounds a bit formal,

10 REM Prograa [

20 RER Formerly Program VII
30 susone=0:suatwo=0

40 FOR loop=! T0 §

40 RERD first,second

40 sumone=sumonetfirst

70 sustwo=suatwotsecond

80 KEXT loocp

90 PRINT sumone,sustwo

100 DATA 1,2,3,4,5

110 DATA 6,7,8,9,10

Program 1

by two or more varia-
bles the data pointer keeps on
moving down the data line one
item at a time.

The first variable takes the val-
ue of the first item in the line, the
second variable the next and so
on. If you think about it, this is
much the more sensible method.

Let's see how it works in the
case of Program 1.

Line 50, tucked away inside a
FOR...NEXT loop that cycles five
times, is the one we want to under-
stand. Here a READ is followed
by the two variables first and sec-
ond.
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The first time round the loop,
when the READ command is
obeyed, the Amstrad has to put a
value in first. It looks at the first
item in the first line beginning
with DATA and takes that value.
In this case it takes the value 1.

It doesn't stop there, though.
There is another variable, sec-
ond, following the READ and this
needs a value as well, so it looks
to the next free item in the data list
— pointed to by the aptly-named
data pointer — and takes that val-
ue.

So the first time round the loop
first has the value 1 and second
the value 2. Lines 60 and 70 just
keep the running totals of the
numbers stored in first and sec-
ond as the loop progresses.

The second time round the loop
line 50 again has to look to the
data list for a value for first. This
time the data pointer has reached
3, so first takes the value 3.

The second is used to store 4, the
next value along. As you can see,
the two variables take it in turn to
get values from the data list. Add
a line like:

55 PRINT first,second

if you're still in any doubt.

While you've got Program 1 in
your micro, let's just take another
look at two common errors that oc-
cur when using READ and
DATA. Try changing line 110 to:

110 DATA 67,8,9,10

and see what happens. Unless
your micro is very different from
mine you'll get a:

DATA exhausted in 50

message for your pains. What
has happened is that by having 67
in line 110 instead of the previous
6 and 7 separated by a common,
we have reduced the number of
data items in the list.

Before we had 10, now we have
nine. The trouble is that as the
loop cycles five times, each time
taking two items from the list, the
program needs 10 items in the
data list.

What happens is that it runs out
of data and tells you so. Notice,
however, that the message refers
to the READ line and not the line
where the error actually occurred.

Next, try changing line 100 to:
110 DATA 6,7,8,9,1,0

which could happen if a lazy typist
got the line wrong. Now there are
11 items in the list, not 10. Can
you remember from last time
what will happen when you run
the program? Try it and see.

Even though you get the “wrong”
answer, there's no error mes-
sage. The Amstrad just takes the
first 10 items. It doesn't know that
the 1 and 0 at the end should have
been 10. The moral is, be careful
typing in data lists.

So far, all the items in data lists

{0 REM Progras 1l

20 FOR family=1 TD 4

30 READ naaes

40 PRINT names

50 NEAT family

60 DATA Peter, Eileen, Bodger, Spot

Program Il

have been numbers which, unsur-
prisingly, we've read into nu-
meric variables. We can, howev-
er, use READ and DATA to read
in strings, as Program II shows.

Here the FOR...NEXT loop cy-
cles four times, each time READ-
ing in an item from the data list
of line 60. These strings are
stored in the string variable
name$ in just the same way as
we've seen with numbers.

Try changing the program fo
read in your own string input and
you'll see that reading strings
and numeric values from data
lists are similar operations. Even
the errors that you can make are
similar.

Try changing the data list to:

60 DATA Eileen, Bodger, Spot

and;:

60 DATA Peter, Eileen, Bodger,
Spot

and you'll see what I mean.

Notice that line 60 consists of a
list of strings which are assigned
to the string variable name$.
Normally when we assign a
string of letters to a variable we
enclose them in inverted commas
to tell the Amstrad that it is a
string and not a variable name.

However, when we're reading
from a data list, we needn't use
the inverted commas, as the mi-
cro can tell from the variable
name name$ that we want a
string variable. So, while we can
have a line like:

60 DATA“Peter”,“Eileen”,
“Bodger”,“Spot”
it's not usually necessary.
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There is, however, one time when
it is necessary. Can you think of
it? We'll come across it later.

There are a couple of more
points to be taken into considera-
tion when reading in strings.
The first is that you have to read a
string value into a string varia-
ble. Try changing line 30 to:

30 READ name

and you get the message:

Syntax error in 60

This is because you've tried to
store a string in a numeric varia-
ble. Notice that the error message
points to the data list and not to
line 30 where the mistake actual-
ly happened.

From this you can see that the
following is good advice: When
you come across an error mes-
sage pointing to either a READ or
a DATA line you should check all
the program’'s READs and DA-
TAs carefully, no matter where
the error message points.

Before we finally leave Pro-
gram II, try changing line 60 to:

60 DATA 1,2,3,4

and run the program. As you see,
it works perfectly. This is because
the numbers in the data list are
stored as string variables in
namey.

However they are strings, not
numerics. You can't do sums
with them as you'll see if you now
add:

35 name$=name$+1

and try to run the program.
You get :

Type mismatch in 35

message because you've tried to
add a numeric, 1, to a string,
name$.

This may seem a bit pedantic in
the case of Program II, after all
it's so simple no one could mis-
take a string for a number, and
vice versa.

However, when you learn that
data lists can contain both strings
and numbers you'll see how easi-

10 REN Program III

20 FOR fapily=i 70 4

30 READ name$,age

40 PRINT name$,age

50 NEXT faamily

80 DATA Peter,34,Eiieen, 2!
70 DATA Bodger,3,5pot,2

Program llI

ly the above mismatch problems
can arise. Program III shows
what I mean.

Here line 30 is reading values
into two variables, the string var-
iable name$ and the numeric
age. So as the loop cycles the pro-
gram will look to the data line
and expect a string, then a num-
ber, a string, then a number and
S0 on.

The data lines have to be con-
structed so that this is what actual-
ly happens. If items are out of or-
der in either the read line or the
data list, havoc occurs. Try
changing line 30 to:

30 READ age,name$

and you'll see the point. Notice

that the error message points to the
data list and not to where the error
occurred,

It's not just the read line where
you can get your variable types in
a twist. Put back the original line
30 and type in:

60 DATA 34,Peter,21,Eileen

Now when you run the program
you'll get the message:

Syntax error in 60

Be grateful — at least this one's
pointinjg to the right place!

Try your own variants on Pro-
gram III, mixing up string and
numeric variables in the data
lists. You'll soon get the hang of
them.

Remember not to put too much
trust in the error messages. Just
because they say that there's a
mistake in line 60 doesn't neces-
sarily mean that line 60 is where
you made your mistake.

10 REM Program IV

20 FOR boast=1 T0 3

30 READ rubbishé

40 PRINT rubbish3;

50 NEXT boast _
40 DATA 1,am,wonderful

Program IV

And talking of mistakes, have a
look at Program IV, which is try-
ing to use a data list to print the
modest message!

I am wonderul
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It's a nice program that you
should have no problems under-
standing. The loop cycles three
times, each time reading a string
from the data list into rubbish$. It
then prints out that string and the
loop goes round and gets another.

It does, however, have one fault
beside the inaccurate message.
the strings are all jammed togeth-
er to produce the message:

Iamwonderful

It would be nice to have some
spaces there. Can we do it by put-
ting spaces in front of the strings
in the data list? Try it and see.
You'll find that altering line 60
to:

60 DATA I, am, wonderful

still results in

Tamwonderful

This is because the Amstrad ig-
nores the leading spaces.

What we have to do is to turn to
the inverted commas we came
across earlier. By using these
around the strings we can get our
spaces to be accepted. So line 60 be-
come something like:

60 DATA 1, am”,* wonderful”

Now, suppose I'm flushed with
success at getting my spaces into
the message and want to repeat it
five times. Could I put the whole
thing in a FOR...NEXT loop that
cycles five times and so get the re-
quired number of messages? Pro-

gram V attempts this, but doesn't
get too far.

All you get when you run the
program is one:

I am wonderful

and a:

DATA exhausted in 40

{0 REM Progras V

20 FOR repeat={ 10 §

30 FOR boast=1 70 3
40 READ rubbish#

50 PRINT rubbish$;

60 NEXT boast

70 PRINT

80 NEXT repeat

90 DATA 1," am*,* wonderful

Program V

What's happened is that the pro-
gram has run out of data items in
the list. The first time round the
outer loop there's no problem. The
inner loop cycles three times,
reading in values for rubbish$
and printing them. Hence the
first message.

Now the program sets off around
the outer loop for the second time.
It gets to the inner loop, which cy-
cles three times for every cycle of
the outer loop, and line 40 attempt
to READ rubbish$. And this is
where the program grinds to a
halt.

What has happened is that it has
run out of data items. The first
three READs have taken what is
in the list and moved the pointer
along each time. Now it's point-
ing to nothing. There are only

three strings in the list and
you've had them. There are no
more left for the program to read.

Of course what you want the mi-
cro to do is to go back to the begin-
ning of the list again. The trouble
is that you haven't told it that
that's what you want.

What you have to do is to use a
RESTORE command. This sets
the data pointer back to the begin-
ning of the data list. In other
words, the READ commands
starts taking items from the front
of the list again.

In the case of Program V the
line needed is:

65 RESTORE

which has the program producing
the required five messages. Eve-
ry time the inner loop finishes its
three cycles the RESTORE sets the
data pointer back to the first item
in the data list, 1.

Now when the inner loop starts
again it has the necessary data
for the second message. When
that loop finishes, the RESTORE
restores the data list and the pro-
gram carried on.

RESTORE doesn't have to be
used by itself. It can be followed
by a line number specifying
which data line the data pointer is
to go to. So in this case we could
have had a line such as:

65 RESTORE 90

which sets the data pointer to the
first item after the DATA of line
90. However, as there's only one
data line in the program it's a bit
pointless. Program VI shows a
more practical use of a line num-
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While it's hardly a wonderful
maths test, the program does show
how RESTORE can be used to
choose between two different data
lists. Line 100 ensures that if the
user has made a mistake, the next

set of questions are the easier set.
It does this by using the RE-
STORE 130 to get the data pointer
to select the easier numbers.

On the other hand, if the an-
swers to the easy questions are
correct, the RESTORE 140 of line
110 has the Amstrad READing
from the harder set of numbers.

10 REM Progras VI

20 WHILE eternity=0

30 easiersQ

40 FOR loop=! 10 3

50 READ nuaber

60 PRINT *Hhat is ®jnuaber;” times *;

number;

70 INPUT answer

BO IF answer<’number®number THEN PRIN
T "MRONB'": easier=-|

90 NEXT laop

100 IF easier=-1 THEN RESTORE 130

110 IF easier=0 THEN RESTORE 140

120 NEND

130 DATA 2,3,4

140 DATA &,7,8

Program VI

Can you alter the program so
that there are three or even more
alternatives? I leave that up to
you.

And that's where we come to an
end for this month, We've seen
how READ and DATA can be
used to read in both string and nu-
meric variables from data lists.
We've also come across some of
the pitfalls that await the unwary.

Finally we explored RESTORE
and saw how it could be used with
line numbers to select different
data lists.

10 REM Program VII
20 DIN nuaber (5)

30 FOR loop=l T0 5
40 READ nusber (loop)
50 NEXT loop

60 FOR loop=! T0 §
70 PRINT nusber (1oop}
B0 NEXT loop

90 DATA 100,200,300,400,300

After all that I leave you with
Program VII.

What's happening here? The
FOR... NEXT loops and the READ
and DATA are fairly familiar,
but what's that DIM? The an-
swer comes next month when
we'll be dealing with arrays.

Program VII
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Big fun software

The entertainment soft-
ware boom forecast in
Computing with the Am-
strad three months ago is
now well underway.
Latest figures from the
trade show that CPC pro-
grams are steadily gain-

Software boom

mand for disc-based
games, and those firms
who've got their wits
about them and can
move fast will do very
well indeed”.

This has now been
borne out by the sales fig-

ing a larger share of the
market while sales of
games software for other
machines like Spectrum
and Commodore have
been declining.

One survey says CPC
games now account for more
than 15 per cent of total sales, up
from about 10 per cent last year.

Industry observers say the
boom owes much to the 40 per cent
cut in the price of 3in discs three
months ago.

Cost of Amstrad's CF-2 blank
discs was slashed from $12.50 to
$7.50, and software houses told
Computing with the Amstrad at
the time that high disc price was
one of the reasons CPC program
sales were being held back.

O by for a_possible

on its way ?

Previously, publishers disap-
pointed that software sales had
not matched the success of the
CPC itself were releasing tape-
only games, and in some cases
even ignoring the machine.
“Yet our research shows a high
proportion of CPC users prefer
discs to tapes”, said Patricia
Mitchell, product manager of
Virgin Games.

Amsoft marketing director
John Ainsworth predicted: “It
will stimulate an enormous de-

ures released since Jan-
uary which show CPC
products as the fastest-
growing software sector.

It is seen as a reward
for loyal CPC games pro-
ducers such as Activi-
sion — which launched seven
CPC games at once in March —
Martech, Bubble Bus, Hewson,
Ariolasoft, Alligata, Bug Byte
and Melbourne House.

Good news, too, for software
houses who have ensured that
their blockbusters — like The
Growing Pains of Adrian Mole
from Virgin, Repton 3 from Su-
perior, Monty Mole from Grem-
lin, Ballbreaker from CRL, and
the PSS wargamers series — are
released for the CPC.

IBM FADING IN

Amstrad is pulling away from
its biggest rival IBM in the fight
for supremacy in the British
business PC market.

Latest figures from market re-
searchers Romtec put Amstrad's
share up to a record 35.8 per cent
which represents a 10 per cent

lead over the former leader.
Before the turn of the year Am-
strad was only 1.4 per cent ahead
— the first time they had taken the
lion's share of the market. But
Romtec's survey reveals that only
a small percentage of the Amstrad
sales were taken up by PCWs.

G

BATTLE

But the survey was made
among independent distributors
rather than High Street chains,
where most PCWs are sold.

Amstrad is keeping cool about
the figures, a spokesman de-
scribing them as “very pleas-
ing”. It is thought they are wait-
ing to see whether this is a trend.
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for PC151\

Superior database

One of the world's leading data-
base houses has entered the Am-
strad market for the first time
with a revolutionary database for
the PC1512.

Precision Software has un-
veiled Superbase Personal, an
easy-to-use package for $250 de-
signed specifically to make the
most of the Gem environment.

This powerful system places no
limit on the number of fields or on
the size of the record, and as
many files as needed can be
opened to build up a relational re-
port.

Superbase Personal has been de-
veloped as a “very visual” data
management system. It offers a
unique facility for coordinating
pictures and text. The graphics
management capability allows

A

pictures to be retrieved and dis-
played, and there is a built-in
automatic slide show picture se-
quence.

This multi-file relational da-
tabase incorporates all the latest
user-friendly techniques such
as windows and pull-down me-
nus. Data manipulation is
achieved by the click of a mouse
on video recorder style symbols
on screen.

File structures can be changed
at any time without disturbing
existing records, and there is a
specially designed straightfor-
ward printing feature.

Precision is well known on
the international database
scene, with sales of more than
100,000 packages world-wide.
However this is its first product

Four in one
for the CPC

A spreadsheet for the Amstrad
CPC has been released by Audio-
genic. The company claims Ma-
trix 1s probably the most powerful
spreadsheet for any home com-
puter.

It is billed as four programs in
one. Apart from the usual
spreadsheet for displaying tabu-
lated accounts, it has a database
capability, a text editing note-
book and a graph plotting facili-
ty.

Features include cut and paste
sheet editing, pull-down menus,
large spreadsheet area, adjusta-
ble column widths and many
mathematical functions.

The notebook features a text
editing area for preparing let-
ters, reports and such and the fa-
cility to draw on data from the
spreadsheet.

Financial information can
also be presented in graphic
forms such as line graph, bar
graph or pie chart.

Price $75 on cassette and $87.50
on disc.

for the Amstrad range, having
made its name primarily in the
Commodore market.

“We are well aware of the im-
portance of Amstrad in the micro
scene today”, said Nigel Lovett-
Turner, Precision's sales direc-
tor. “That is why we have devoted
considerable time and money to
develop this package”.

Computing With The Amstrad —July 1987 13




New games

Two new games for the CPC have
been released by Melbourne
House.

Doc the Destroyer is set in the fu-
ture and players must try to save
the Doomed City from flooding by
penetrating the city's defences
and confronting the temple
priests who rule it.

The Mystery of Arkham Manor
is a two-part detective thriller for
the CPC. The player takes on the
role of an investigative journalist
and must try to discover the
whereabouts of the missing Colo-
nel Fortescue.

The village of Arkham must be

explored and its inhabitants ques-

tioned. Regular telegrams and
articles must be sent to the editor
and these may be filed using a
save and print option.

endat g
s

Lo
Ay
*.‘: e

Arkham Manor . . . detective thriller

Both new games cost $22.50.

Assembler
update

Arnor has finished work on a
new version of its Maxam As-
sembler plus a C compiler for the
CPC 6128 and the PCW.

Maxam 11 has a totally differ-
ent editor, based on Arnor's Pro-
text word processor.

A new monitor has also been
written complete with symbiotic
debugger. It enables switching
through the various parts of the
CP/M+ memory map.

The C compiler, which also runs
on CP/M+ only, now allows exter-
nal sources to be linked. Users
can link with Maxam or vice-
versa. Both cost $200.

Arnor is at present working on
a version of Protext for the Am-
strad PC.

DIXONS DRIVE INTO

THE USA

High Street chain store Dixons
is poised to expand into the US
— and that could mean really
good news for Amstrad.

The electrical stores group is

a major retailer of Amstrad
products, and its American
venture could open up fresh
markets for British micros.

Dixons is negotiating to buy
Cyclops Corporation, owner of
the coast-to-coast string of 120
Silo electrical appliance out-
lets.

Amstrad is hoping this
means its micros will eventu-
ally appear on the shelves of
every Silo store.

Amstrad already has an
American presence through
Sears chain stores and distrib-
utor Videco, but a spokesman

said: “We're after as much ex-
posure as we can get.

“We hope our claims will be
considered when Dixons com-
pletes the deal for Cyclops”.

ROYAL
FROLIC ON
THE CPC

A light-hearted look at the Royal
Family is the subject of the latest
CPC release from 8th Day. In the
hope of receiving a knighthood,
HRH players must return the
Queen's giro after an embarrass-
ing mix-up at the DHSS.

The price is $7.50 on tape, $17.50
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Discover some real
characters!

In Part VI of our series on Amstrad graphics Geoff
Turner and Micheal Noels show you how to design
your own character set.

So far we've explored two ways
of displaying information on the
screen. We've used the text cursor
for printing alphanumeric char-
acters and the graphics cursor for
drawing and plotting shapes.

Whichever method is used to
write to the screen, the end result
as far as the computer hardware
is concerned is to change the co-
lour of a number of points or pix-
els within the screen area.

Depending upon the particular
combination of points selected, we
hope to see a recognisable shape,
whether a printed character such
as the letter A or a shape drawn
with the graphics cursor, like a
triangle or circle.

In this article we are returning
to the use of the text cursor, and
we'll examine some of the many
characters which can be printed
on the screen. We'll also find out
how these characters are pro-
duced.

Let's start off by resetting the

computer. Now it's in command
mode, and if we press any key
then we expect that particular
character to appear on the screen,
positioned at the text cursor.

Press the letter A, and of course
A will be displayed. Now if you
look closely at the character it
may be apparent that it is made up
of a combination of dots. We
could actually reproduce the letter
A by using the PLOT command,
as long as we can work out the
correct combination of points to
plot.

Program I demonstrates how the
character may be plotted. Notice
that we have printed A first at line
40, and then plotted a number of
points to also produce the letter A.

Line 90 reads the X and Y coor-
dinates from the DATA state-
ments of lines 120 to 180. Notice
that relative plotting is achieved
by using the PLOTR command.
The two characters produced are
identical, but it was much easier
to print the character rather than

plot it.

Imagine having to plot every
letter, number and punctuation
mark! Even producing a short
sentence would involve a consid-
erable amount of work, and pro-
gramming would be a tedious
business.

Fortunately we don't need to plot
any of these characters, as they
can all be produced with the
PRINT command. Buried some-
where deep in the Amstrad's
firmware is all the information
needed to generate the pattern of
dots to represent all of our com-
monly-used characters, plus
quite a few more. The work has
been done for us.

The set of points required for
each character is known as its bit
pattern, The computer stores the
bit pattern for each character and

18 REM PROGRAN I
28 MODE |
30 LOCATE {,5
~ 48 PRINT"This 1s printed *;"A"
50 LOCATE {12
48 PRINT"This is plotted *
70 FOR pixel=! 10 28
88 MOVE 256,208
99 READ x,y

188 PLOTR x,y

110 NEAT '
128 DATA 2,2,4,2,18,2,12,2
138 DATA 2,4,4,4,10,4,12,8
148 DATA 2,6,4,6,6,6,8,6,10,6,12,6
158 DATA 2,8,4,8,18,8,12,8

168 DATA 2,10,4,19,10,18,12,18
170 DATA 4,12,6,12,8,12,10,12
188 DATA &,14,8, (4

Program |

Figure I: Bit pattern for A
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when it is asked to print a particu-
lar character it looks up the appro-
priate pattern and sends the data
to the screen.

All this is performed by fast-
working machine code routines,
resulting in the character appear-
ing even before we have had
chance to release the key.

Each character is laid out or
drawn on an 8 by 8 grid. Figure I
illustrates how the letter A is pro-
duced. We used this particular bit
pattern to plot the character in
Program 1.

The Amstrad has a capacity to
store the information relating to
256 characters. If you wish to ex-
amine the bit pattern for any of
them, they are all to be found in
Appendix III of the CPC464 User
Manual, and Chapter 7 of the
CPC664 manual.

Each is given a number in the
range 0 to 255 so that the computer
may identify and print the correct
character. For example, the letter
A is referred to by the number 65
and we can use this code number
to print the letter A.

So instead of entering:

PRINT "A"
we can use this alternative:
PRINT CHRS(65)

Both lines will produce a letter A
on the screen. The second says, in
effect: "Print the character whose
code number is 65",

You might like to try using the
above statement substituting some
other numbers instead of 65. For
the moment avoid using numbers
below 32 and above 126. Any num-
ber within this range will produce
a recognisable letter, number or
punctuation mark.

The 256 built-in characters can
be split into three distinct groups.
Those in the number range 0 to 31

are a special set of control charac-
ters. They are often referred to as
non-printable characters, as they
don't usually cause any character
to appear on the screen.

A useful example of one of these
control characters is the one with
code number 7. Try entering:

PRINT CHRS$(7)

You won't see the character, but
you will hear it! This character
causes a short beep to be generated

~ 1@ REM PROGRAM [T
28 MODE §
38 x=liy=l _
48 FOR character =32 70 126
58 LOCATE x,v

68 PEN i
78 PRINT character;
8@ PEN 2

98 PRINT CHRS$ (character)
180 y=y+! '

118 IF y=25 THEN y=1 : xsx¢6
128 NEXT =
138 WHILE INKEY$=""1NEN

Program I

via the computer's internal loud-
speaker. Hence the term control
characters — they control what the
micro does.

There are quite a few other use-
ful control characters. Numbers
8,9, 10 and 11 control movement
of the text cursor so that:

PRINT CHR$(10)

will move the text cursor down
one line, while:

PRINT CHR$(11)

moves the cursor upwards one
line.

Many of the control characters
have equivalent Basic state-
ments. For instance, character
number 29 will set the border co-
lour, although it will need to be
followed by two other numbers to
select the particular colour. The
statement:

PRINT CHR$(29);CHRS(3);CHR$(3)

is exactly the same as the com-
mand:

BORDER 3

and will set the border to red. No-
tice that we need to enter two co-
lour numbers even though they
are the same. Different numbers
would result in a flashing border.

Similarly character number 4
is equivalent to the MODE com-
mand, and the following state-
ment will select Mode 2:

PRINT CHR$(4);CHR$(2)

We don't often need to use the
control characters in Basic pro-
gramming, but they can be useful
when they are used as part of
longer character strings, as we
will see next month.

Although I said that characters 0
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to 31 were non-printing ones, it is
possible to print a symbol repre-
senting the character. To do this
we use the Ctrl key in conjunction
with one of the other keys. For ex-
ample pressing Ctrl and G (the
seventh letter of the alphabet) at
the same time will print a symbol
on the screen representing the
bleeper.

You can examine all of these
characters by holding down the
Ctrl key and pressing each key A
to Z in turn. Some of the symbols
are quite clear in what they repre-
sent. The cursor movement char-
acters 8 to 11 (Ctrl plus H to K), are
represented by arrows showing
the direction of cursor movement.
However many of the symbols are
a little bit obscure in relation to
| their meanings.

. Notice that if we enter a com-
mand:

PRINT CHRS$(7)

the control function is actually
| executed. In this case we hear the
| beep. If, however, we press Ctrl
| and G simultaneously the symbol
1s displayed but the function is not
| executed and no sound is heard.
We can use the Ctrl key to enter
| the control functions in program
. listings and get it to work, provid-
ed we surround it with quotes.
Therefore instead of using a line
like this:

10 PRINT CHR$(7)

we could achieve the same result
by using this command:

10 PRINT "Q"

where Q is the symbol displayed
when Ctrl and G are pressed to-
gether. Now when we run the pro-
gram the control function will ac-
tually be performed when line 10
is executed, but the symbol will

not appear on the screen.

The second group of characters
are those numbered from 32 to 126.
This group represents all the let-
ters, numbers and punctuation
marks which are found on the
keyboard. Program II displays
all these characters together with
their respective code numbers.

You can also find the characters
in the User Manual.

The interesting thing about
these characters is that they are a
standard set which can be found
on most computers,

As we have already seen, if you
instruct the computer to print
character number 65 it will dis-
play the letter A. If you have ac-
cess to any other type of computer
you may like to try printing char-
acter number 65 on that one.

You should find it will also dis-
play the letter A, but the way it is
built up may not be exactly identi-
cal. However it will be recognisa-
ble as the letter A. From this you
might guess that there is a stan-
dard list of numbers that corre-
spond to letters.

This set of characters is known
as the Ascii set. Ascii is short for
American Standard Code for In-
formation Interchange. As its
title implies, it is a code that origi-
nated in America. but it has been
generally accepted as the stan-
dard code for all alphanumeric
characters on most types of com-
puter,

You might find slight varia-
tions with some of the lesser-used
symbols and punctuation marks.
Being an American code, there is
no representation of the British
pound sign within the standard
set.

To overcome this problem some
British manufacturers have in-
serted the pound sign within the
standard character set in place of
one of the lesser-used characters.
However Amstrad have tackled

this problem differently and allo-
cated a number outside the stan-
dard range to the pound sign.

There is a Basic keyword to rep-
resent the Ascii code, so that if we
wish to find the code number giv-
en to a particular character we
can use the command;:

PRINT ASC("A")

This will return the value 65,
which we already know to be the
code number of the letter A,

Program III is a variation on
Program II, but this time it works
the other way round. It prints out
the Ascii value of each of the let-
ters A to J. The letters are con-
tained in the DATA statement in
line 120.

If you wish the program to print
out all of the Ascii codes, you
would have to extend the DATA
statement to include all the alpha-
numeric characters.

Alternatively you can use Pro-
gram IV, which asks you to press
a key and then displays the Asciii
code number for that particular
key. When you use this program,
remember to take into account
whether you have the Caps Lock
key on or off. You can also make

{2 REM PROGRAM [if
28 HODE |
38 FOR letter=: 10 18
42 RERD jetters
58 PEN |
b8 PRINT "The ASCIi code for ":
78 PRINT letters:

82 PRINT " is5 "4

98 PEN 2

188 PRINT RSCiletter$)
118 NEXT :

120 DATA A,B,C,D.E.F 6,k 1,J

Program Ill
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use of the Shift key to obtain the
upper range of characters.

Finally we come to our third
group of characters, those num-
bered from 127 to 255. These are
a special set of symbols which
are definitely non-standard.
It's very unlikely that you
would find an identical set of
characters on any other comput-
er.

You see, the designers of the
Amstrad have taken full ad-
vantage of the fact that the micro
can sotre a total of 256 charac-
ters, and have designed and in-
teresting range of non-
standard symbols for use in our
programs.

Once again you may like to ex-
amine the User Manual to see all
of these characters, or alterna-
tively you can change line 40 of
Program II to read:

40 FOR character=127 TO 255

You'll see all sorts of characters
ranging from mathematical
symbols to music symbols, play-
ing-card symbols to little men. If
you look carefully you may even
spot the occasional Space Invader.
(What micro would be complete

without one?)

Remember earlier we talked
about the pound sign? This, too, is
to be found within the range of
special symbols as character
number 163.

Many of these characters are not
directly accessible from the key-
board, so to make them appear on
screen it's usually necessary to
use:

PRINT CHR$(n)

where n is the number of the char-
acter. Notice however that the
pound sign can be accessed from

the keyboard just to the left of the

Clr key.

With all these characters to
choose from, you would think
that there would be every sym-
bol we even need to use in our
programs. However, sooner or
later you'll find a use for one or
more symbols that don't al-
ready exist in the built-in char-
acter set.

To overcome this problem, the
programmers at Locomotive
have given us the ability to de-
sign our own set of characters
in addition to the internal set.
In fact, any of the built-in char-

acters may be re-designed to
something completely different.

Before we start to design our
own characters we need to exam-
ine in detail how how any charac-
ter is built up.

Remember that we said that
each character is laid out on an 8
by 8 grid? Let's examine closely
how the letter A is designed. We
saw the layout in Figure I, and
this is repeated in Figure II, but
this time we have added some
numbers to the drawing.

Across the top of the figure, each
column is allocated a number. If
you know anything about binary

129864 32 16 8 4 2

1

16+8=24
18 REM PROGRAM 1V d28 1648460
MMEL : _ 64+32+4+2-102
30 PRINT "Press 3 key = followed by E
stort = 64+32+4_+2:102
48 PRINT 64+32+16+8+4+2=126
58 PEN i '
SEmems S : 64+32+4+2=102
52 INPUT "key "ik$ +2+_+
78 PEN 3 . 64+32+4_+2=102
§B PRINT "The ASCII code 15 "3ASC(KS) '
9¢ 6070 5@ -
Program IV Figure Il: Row values for A

18 Computing With The Amstrad —July 1987




6443241648422 126 01111110
_ 16+8 - 24 00011000
16+8 = 24 00011000
 46:8 - 24 00011000
1648 =24 00011000
16:8 - 24 00011000
. 64+32:164i8+4+2 =126 01111110
0+0+0+0+0+0+0+0 = O 00000000

left untouched.

The same rule applies to
each of the eight rows of Fig-
ure II. We can add up the
column values of all the
black squares in each row,
and this gives us the num-
ber shown at the right hand
side of the figure.

To see if you have under-
stood this, you might like to
try calculating the values of
some other characters. Fig-
ure III (the letter]) is an easy

Figure Ill: A simple
character

Table I: Bit pattern for fig.lll

one to start off with, but Fig-
ure IV (our Space Invader
friend) is a little more com-
plex.
You'll need to get the hang of
calculating these values if

Q+84_.+32+'|_6+3+4+.2+0_=1 286
12B8+64+32+16+8+4+2+1=255

01111110
11111111

10011001

you want to design your own
characters. Tables I and II
give the answers.

The Amstrad has already got
the maximum 256 characters

128+ 0+ 0+16+8+0+0:1-153 -

. built in, so how can we ac-
128:64+32+16+8+4+2+1-256 11111111  omadate any new charac-
128464+ 0+ 0+0+0+2+1=195 11000011 ters? Well, the computer ini-

: - tially allows up to 16 charac-
128+ 0+32-16+8+4+0+1-188 10111101| 4. c't0 be redefined and these
128+64+32+16+8+4+2+1=255 11111111 are numbered from 240 to

0+641:32+16+8+4+2+0=126 01111110 255 v Yedesien ch aractor

number 240 then the new

Figure |V: Alien Invaders

numbers then you should recog-
nise this sequence of numbers.
Starting from the right-hand col-
umn with number 1, each column
to the left has a number double the
previous one. These numbers rep-
resent the eight bits of a binary
number, and any combination of
these numbers can represent a
number from 0 to 255.

In the top row of Figure II, the
squares in columns 16 and 18 are
plotted. Now if we add these two
column numbers together, we get

Table II: Bit pattern for
Figure IV

24. The number 24 represented in

binary is:

00011000

You can see that the numbers 0

and 1 are in exactly the same po-
sitions as the white and black
squares in the top row of Figure II.
In other words the 0s and 1s of the
binary number mirror the struc-
ture of the rows. A 1 means that

that column is plotted, a 0 that is

symbol simply overwrights
the existing symbol stored at
number 240.

Let's try designing a new
character now. First of all enter
the command:

PRINT CHR$(240)

The micro will now display the
original character numbered 240,
which is in faet an upward-
pointing arrow. To define a new
character, we use the SYMBOL
statement which is followed by the
character number, which in turn
is followed by eight numbers each
represnting the value of each row
of the character.

Try entering:
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Program V

SYMBOL 240,255,255,255,
255,255,255,255,255

followed by:
PRINT CHR$(240)

Now instead of the upward-
pointing arrow we should have a
solid square displayed. You see
we have used the maximum value
of 255 in each row of the character,
which results in all the 64 of the 64
squares in the 8 by 8 grid being
plotted.

You might like to try designing a
character of your own now. Re-
member you may use any charac-
ter numbering from 240 to 255.
Try following the SYMBOL com-
mand with eight completely ran-
dom numbers after the character
number, between 0 and 255, Alter-
natively try to work out a se-
quenceof numbers that will pro-
duce a recognisable symbol.

You may find a sheet of squared
graph paper useful in helping you
to design your own characters.
Program V allows you to enter
eight veriable numbers which are
then used to design a new charac-
ter. In this program you will actu-
ally see each line of the symbol

displayed as each number is en-
tered.

The SYMBOL command workse-
qually well whichever screen

"'Rsn Paetaame vx '

30 SYNBOL AFTER 32

40 FOR character =32 TB‘_—-2&5
5 SYNBOL character 255 55
55,255.255,255 :
_-.;_uﬂ NtKI

Hﬁsm .

25 prINT ?'ua;t for t‘\e heep l". .

,255 zss é'

Program Vi

mode you are using. Although
Mode 0 actually displays the char-
acters over a wider area than pode
1 and therefore uses more pixels,
the symbol is still designed using
the same numbering scheme.

Try changing line 20 in program
V to Mode 0 and you will see that
the program works just as well ,
but ofcoursethe characters appear
wider than before.

As we mentioned earlier, the Am-
strad will allow up to 16 new char-

acters to be defined, but this is
only a default setting. If you find
that 16 are not enough for your
needs then the default setting can
be changed.

To do this we use the statement :

SYMBOL AFTER n

where n is the number from where
you wish to start redefining your
characters. We can, in fact, rede-
fine all the prinable characters
from 32 up to 255.

It is unlikely that we would want
to redefine all of them, but lets say
we needed 64 new characters. We
would need to redefine character
numbers 192 to 255. To do this we
would use the command:

SYMBOL AFTER 192

Now we can start redefining any
character from the 192 in the usu-
al way like this:

SYMBOL 192,1,2,3,4,5,6,7,8

Just to prove it can be done we'll
redefine the whole character set
with program VI. Try running it
and then try to use the keyboard.
Can you work out what's hap-
pened?

Thats it for this month. As you
seethen, redefining some of your
characters can be very useful
even if you only want to produce a
more complex set of friendly ali-
ens from space.

Designing a lot of new characters
can be a tedious business which
can be made easier by using a
special utlity program called a
character generator.

We'll make use of this in the next
article, and we'll also see how we
can build up larger characters by
joining them together.
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By Richard
Pearce

This game for one or two players is a faithful
rendition of the casino favourite where for-
tunes may be won or lost — but in this ver-
sion you won't lose your shirt.

You can place all the bets found in the real
game and the odds paid are the same as in
the casino. Anticipation and suspense are
maintained as you watch the ball spin round
the wheel.

Once past the introduction you choose the
kind of bets you require (A-K on the menu),
then follow the remaining prompts to set the
amount.

There is no restriction on the number of
bets you can place — other than your bank
balance.

You can look at the wheel by pressing L
and spin it using the M key. In the two player
mode the N and O keys switch the bet-
placing option between players.

Your aim is to win $12.5 million and you
are allowed to bet up to $250,000 if your bank
balance will stand it. The various bets and
the odds paid on each are shown in Figure 1.

The game ends when you have either run
out of money or, hopefully, broken the bank.

When in two player mode, it's a good idea
for player 1 to place all his bets first, as occa-
sionally the chips overlap on the table and
may obscure the other player's.

Player 1's chips are white and those of
player 2 are red, but in two particular sets of
circumstances — the bet of a Carre using 0, 1,
2 and 3, and a Transversale Plein using 0
with 1 and 3 — a chequered chip is used for
clarity.

If you are restricted to a green screen mon-
itor your display will benefit from a change
of INK 2 in line 320, from 9 to 18. Although
this is not strictly the correct green for a rou-
lette table you will be able to see the numbers
more clearly.

Once Roulette's running you'll have
hours of fun trying to break the bank. So, la-
dies and gentlemen, faites vos jeux ...

The different bets and their odds

Name ~ Description - Odds
Plein | Any single number: 351
Cheval Any two adjacent numbers 17 -1
Transversale plein Horizontal row of three numbers 11 -1
Carre - | Square of four adjacent npumbers | 8-1
Sixaine Two adjacent horizontal rows : 5—1
Colanne _ Column of 12 numbers . 5-1
Douxaine 12 numbers 1-12, 13-24 0r 2536 | 2- i :
Deux douxaines 24 numbers 1-24 or 13-36 1-2
Pass/Manque 18 numbers 1-18 or 1936 _Evens
Pair/lmpair - | Any odd/even number “Evens
Noire/Rouge Evens

| Any red/black number

10 REM Roulette 60 INK 0,0:INK 1,24:INK 2,6:INK 3,1
20 REM By Richard Pearce 1

30 REM (c) Computing with the Amstr 70 DEFINT c-j,l-n,p,s-u,y~-z

ad 80 LOCATE 8,12:PRINT CHR$(18); :INPU
40 REM ——————=——- CPC Only =-------- T;"How many players (1 or 2)";i;play$
= 90 IF plays$=“" THEN 80

50 MODE 1:DEG 100 plyr=ASC(play$)-48
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110 IF plyr<t OR plyr >2 THEN 80
120 LOCATE 8, 15:PRINT “Please wait
a few seconds”

130 DIM s(36),c(36),81(36),c1(36),s
2(36),c2(36),83(36),c3(36)

140 f=0:FOR a=0 TO 360 STEP 360/37
150 s(£f)=195%8IN(a)+200:81(£f)=160%S
INCa>+200:52(f)=140x8IN(a+5>+193:53
(£)=175%x8INC(a+5)+200

160 c(£)=195%xC08¢a)+200:cl1(£)=160%C
05(a)+200:c2(£f)=140%xC08(a+5)+207:¢c3
(£)=175%xC0S8¢(a+5)+200

170 f=f+1:NEXT:CLS

180 SYMBROL 241,0,0,0,0,16,8,0,124
190 SYMBOL 242,12,124,204,118,0,0,0
0
200
210
220
230
240
250
260
270
280
290
300
0,0
310 WINDOW#1,25,40,1,25:WINDOW#2, 25
,40,11,25:WINDOW#3,25,40,19,25:WIND
OW#4,25,40,6,25:WINDOW#5,25,40,15,2
Oow#7,25, 40,25, 25

320 INK 0,0:INK 1,6:INK 2,9:INK 3,2
6:INK 4,4

330 ENV 1,1,120,3,24,-5,3

340 ENV 2,1,120,2,1,-120,2

SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL
SYMBOL

243,15,9,9,9,15,0,0,0
244,1,1,1,1,1,0,0,0
245,15,1,15,8,15,0,0,0
246,15,1,15,1,15,0,0,0
247,9,9,15,1,1,0,0,0
248,15,8,15,1,15,0,0,0
249,15,8,15,9,15,0,0,0
250,15,1,1,1,1,0,0,0
251,15,9,15,9,15,0,0,0
252,15,9,15,1,1,0

6]
(0]
0
0
0
¢
¢
»
253,0,56,124,124,1

»
»
»
2 M
0,0
24,56,

350 k(1)=500:k(2)=500:WHILE k(1)<50
00001 AND K(1>>0 AND k(2><5000001 A
ND k(23>0

360
370
380
3390

g€1)=k(1):g¢2)=k(2)
x(1)=k(1):x(2)=k(2):y=0
spin=0:num=RND%37

GOSUB 590:GOSUB 1470

400 GOSUB 870

410 SOUND 1,260,10,0,2:S0UND 1,185,
10,0,2:S0UND 1,159,10,0,2:S0UND 1,1
19,10,0,2

420 GOSUB 1150

430 CLS:WEND

440 IF plyr=2 THEN 480

450 IF k(1)>=0 THEN 460 ELSE LOCATE
9,12:PRINT "You have broken the ban
kt!":LOCATE 14,14:PRINT "Feeling fl
ush?“:LOCATE 9, 15:PRINT "Ho

w about lending me ten":LOCATE 11,1
6:PRINT" dollars till Tuesday?":GOT
0 550

460 LOCATE 9,12:PRINT"You have no m
oney left!”

470 FOR i=1 TO 13:S0UND 1,676+(ix13
),10,0,2:NEXT:LOCATE 5,14:PRINT "Do
n’t plan any spending sprees !":GOT

0 550

480 IF k(1)=0 AND k(2)=0 THEN LOCAT

E 5,12:PRINT “"You have both run out
of money!":GOTO 550

490 IF k(1)>=0 THEN LOCATE 6,12:PRIN
T "Player 1 has run out of money!":

GOTO 550

500 IF k(2)=0 THEN LOCATE 6,12:PRIN
T "Player 2 has run out of money!":

GOTO 550

510 IF k(1>>5000000 AND k(2)>>500000
0 THEN 540

520 IF k(1)>k(2> THEN LOCATE 6,12:P

RINT "“Player 1 has broken the bank!
1" :GOTO 550

530 LOCATE 6,12:PRINT "Player 2 has
broken the bank!!":GOTO 550
540 LOCATE 5,12:PRINT *You have

h broken the bank !!!":GOTO 550
550 PEN 1:LOCATE 8,24:PRINT "Do
want another game?":v§$=INKEYS$
560 IF vé="" THEN 550 ELSE v$=UPPER

bot

you

$(v$)

570 IF v$="Y" THEN 350

580 IF v$<{>"N" THEN 550 ELSE END
590 REM *%x%xxx draw table Xxkxkxxkkk
*

600 CLG (2)

610 FOR i=0 TO 3:MOVE 16,366-(ix108

Y:DRAW 352,366-(i%108),3:NEXT

620 FOR i=0 TO 1:MOVE 16+(ix366),10
:DRAW 16+(1%336),366:NEXT

630 FOR i=0 TO 12:MOVE 112,366~-(i%x2
7):DRAW 256,366-(i%x27):NEXT

640 MOVE 16, 10:DRAW 352,10

650 FOR i=0 TO 1:FOR j=0 TO 1:MOVE

48+ (i%x32)+(j%x240),42:DRAW 48+(i%x32)
+(j%240), 10:NEXT: NEXT

660 FOR i=0 TO 1:MOVE 112+(ix144),1
O:DRAW 112+(ix1d44),390,3:NEXT

670 FOR i=0 TO 1:MOVE 160+(ix48),10
:DRAW 160+(ix48),366:NEXT

680 TAG

690 MOVE 112, 3%0:DRAW 256,390:PLOT

176,384, 0:PRINT "0";

700 d=1:RESTORE 790

710 FOR i=0 TO 2:FOR j=0 TO 2:d$=8T
R$(d):READ e:PLOT 128+(j%x48),358-(i
*x27),e:d$=MID$(d$,2):PRINT d$;:d=d+
1:NEXT:NEXT

720 FOR i=3 TO 11:FOR j=0 TO 2:d$=S
TR$(d) :READ e :PLOT 120+(j%x48),358-¢(
i%x27),e:d$=MID$(d$,2):PRINT ds;:d=d
+1 :NEXT:NEXT
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730 RESTORE 800:FOR i=0 TO 2:PLOT 2

6+C(ix32),32,0:READ b$:PRINT b$:;
T 330-(ix%x32),32:PRINT b$; :NEXT
740 RESTORE 810:FOR i=0 TO 5:PLOT 7
2,358-(i%x16),0:READ w:PRINT CHR$(w)
5 :NEXT:RESTORE 820:FOR i=0 TO 4:PLO
T 280,350-(i%x16):READ w:PRI

NT CHR$(w); :NEXT

750 RESTORE 830:FOR i=7 TO 12:PLOT
40,360-C(i%16) :READ w:PRINT CHR$(w):;
:PLOT 312,360=(ix16):READ w:PRINT C
HR$ (w); : NEXT

760 RESTORE 840:FOR i=0 TO 4:PLOT 4
0,352-(i%x16):READ w:PRINT CHR%$<(w);:
NEXT:RESTORE 850:FOR i=0 TO 5:PLOT
312,356-Cix16):READ w:PRINT

CHR$ (w); : NEXT

770 FOR j=0 TO 1:RESTORE 860:FOR i=
O TO 3:READ hi1,h2,h3,h4;:PLOT 32+(jx
2403,126-(ix16), j:PRINT CHR$(h1);CH
R$(h2);CHR$(h3);CHR$(hd); :N
EXT:NEXT

780 TAGOFF:PEN 3:RETURN
780, DATANL,Q, 15,0, 150,050, 1,0,0, 1
1)0}1)0,1:1:011)0;1:0;1’0,1,0;0
215081500 ]
800 DATA p,m,d
810 DATA 49,57,241,242,51,54
820 DATA 49,241,242,49,56
830 DATA 73,32,77,80,80,65,65,73,73
»82,82,32
840 DATA 80,65,83,83,69
850 DATA 77,65,78,81,85,69
860 DATA 32,214,215,32,214,143,143,
215,213,143,143,212,32,213,212,32
870 REM %%Xxxx*xxxx%x draw wheel xkkxxx
* % %k %
880 CLG 2:TAG
820 RESTORE 1030:FOR i=1 TO 64:READ
n,ni,n2,n3:PLOT n1,n2,n3:PRINT CHR
${n+243); :NEXT
900 TAGOFF
910 MOVE 200,200
920 FOR f=0 TO 36
930 DRAW s(f),c(£),3
940 IF f=36 THEN f=-1
DRAW s(f+1),c(f+1)
MOVE 200, 200
IF f=-1 THEN f=36
980 NEXT
990 MOVE s51(36),c1(36)

1000 FOR f=0 TO 36

1010 DRAW s1(f),ci(f)

1020 NEXT

1030 DATA 0,174,382,3,2,212,382,1,3
»198,382,1,5,240,378,0,1,228,378,0,

:PLO

1, 0

960
970

9,270,370,1,1,256,364,1,4,290,352,0

’1,3203332: 1,2,304,332) i’z,
332,310,0,5,356,284,1,2,340,284,1,7

,368,256,0,1,352,256,0,4,372,226,1,
3,356,226,1,6,364,196,0,7,372,166,1
32,356,166, 1
1040 DATA 3,362,136,0,1,346,140,0,6
,346,106,1,3,332,114,1,1,330,86,0,1
»314,92,0,0,308,64,1,3,294,68,1,8,2
78,50,0,3,258,36,1,2,244,40
21,0,226,24,0,1,214,36,0,5,190,28,1
;4,164,36,0,2,152,26,0,6,138,44,1,1
,122,34,1,3,110,54,0,3,96,48,0,1,76
;66,1
1050 DATA 0,62,86,0,2,50,86,0,4,46,
112,1,1,30,112,1,1,34,138,0,3,18,13
8,0,9,18,164,1,2,22,196,0,2,6,196,0
;8,22,226,1,1,6,226,1,9,30,
254,0,2,14,254,0,7,32,282,1,8,56,31
2,0,2,42,312,0,2,74,332,1,1,60,336,
1,5,96,346,0,3,82,352,0
1060 DATA 3,116,364,1,6,152,372,0,2
,138,380,0
1070 RETURN
1080 REMx*xxkxxkxxlook at wheel
1030 GOSUB 870
1100 TAG
1110 MOVE 370,50:PRINT"Press space
to"; :MOVE 370, 25:PRINT“return to me
nu";
1120
1130
1140
1150
% sk %k
1160
1170
1240
1180 num=t:TAG
1190 MOVE 370,50:PRINT"Press space
to"; :MOVE 420, 25:PRINT"respin”;
1200 IF INKEY(47)<>0 THEN 1200
1210 PLOT s2(f),c2¢(f)»,2:PRINT CHRS$(
253) 5

IF INKEY(47)<>0 THEN 1120
GOSUB 590:GOSUB 1680
TAGOFF : RETURN

REMXx%%x%x% spin sequencexkxkxxkxkxxxk

GOSUB 1370
IF num>0 OR num=0 AND y=0 THEN

1220 MOVE 370,50:PRINT SPACES$(14);:
MOVE 420,25:PRINT SPACE$(6);

1230 GOSUB 1370

1240 GOSUB 1260

1250 TAGOFF:RETURN

1260 REM%xx%%x win or lose skkkkkkkkxk
* % %

1270 TAG:IF plyr=1 THEN 1310

1280 IF x(1)>k(1) THEN MOVE 450,375

:PRINT "Player 173 :MOVE 450, 350:PRI
NT "has lost";:MOVE 450,325:PRINT *
$"3x(1)-k(1);:ELSE MOVE 450
»375:PRINT ”Player 1%3:MOVE 450,350
:PRINT "has won"; :MOVE 450, 325:PRIN
des® skl =x€Cl)5

1290 IF x(2)>k(2) THEN MOVE 450, 250
:PRINT "Player 2";:MOVE 450,225:PRI
NT "has lost®; :MOVE 450, 200:PRINT *
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$"3;x(2)-k(2); :ELSE MOVE 450
»250:PRINT “"Player 2";:MOVE 450,225
:PRINT "has won";:MOVE 450, 200:PRIN
T "$"3k(2)=x(2);

1300 GOTO 1320

1310 IF x(1)>k(1) THEN MOVE 400,375
:PRINT"You have lost"; :MOVE 425, 340
:PRINT "$"3x(1)~k(1); :ELSE MOVE 400
»375:PRINT “You have won";:

MOVE 425,340:PRINT "$"3k(1)-x(1);
1320 MOVE 378, 100:PRINT “Winning no
.i="inums;

1330 PLOT 400,50,0:PRINT "Press spa
ce to"; :MOVE 450, 25:PRINT"continue®
1340 TAGOFF

1350 IF INKEY(473<>0 THEN 1350

1360 RETURN

1370 REMxXxXxxxxx spin ball kxkkkkkkkkk
*

1380 TAG

1390 sp=RNDx8:IF sp<{3 THEN sp=3
1400 FOR i=1 TO sp:FOR f=0 TO 36:PL
OT s2(f),c2(£f),3:PRINT CHR$(253);5:P
LOT s2¢£f),c2(f),2:PRINT CHR$(253);:
NEXT:NEXT

1410 RESTORE 1450

1420 p=37:2==-2:WHILE p<>num:READ p:
z=z+1 :WEND

1430 FOR f=0 TO z:PLOT s2(f),c2(f),
3:PRINT CHR$(253); :PLOT s2(f),c2(f)
»2:PRINT CHR$(253); :NEXT

1440 PLOT s2(f),c2(f),3:PRINT CHRS$(¢
253);

1450 "DATA 32,15,12,4,21,2,25,17,34,
6,27,13,36,11,30,8,23,10,5,24,16,33
203 d, B39, 225 18, 29575 28,1 2,35,3
»26,0

1460 TAGOFF:RETURN

1470 REM skkkk% menu %ikkdkkkkkkikikk
1480 ORIGIN 0,0, 1000,2000,3000,4000
:CLG O:0RIGIN 0,0,1,640,1,400

1490 GOSUB 1680:pl=1

1500 IF g(1)>=0 AND plyr=1 THEN RETU
RN

1510 CLS#3:IF play=13 THEN 1560
1520 LOCATE#3,2,2:PRINT#3, "Player";
pl:“to bet"”

1530 LOCATE#3,2,4:PRINT#3,"pl 1 $";
g(1d

1540 LOCATE#3,2,5:PRINT#3,"pl 2 $";
q(2)

1550 LOCATE#7,2,1:INPUT#7,"choice :
“,m$:IF m$="" THEN 1550 ELSE 1580
1560 LOCATE#3,2,2:PRINT#3, "Money re
maining $"iqdl)

1570 LOCATE#3,2,5:INPUT#3, “choice :
",m$:IF m&="" THEN 1570

1580 m=ASC(UPPER$(m$)>)-64

1590 IF m<{1 OR m>play THEN 1510
1600 TAG

1610 ON m GOSUB 1920,2010,2190,2370
»2510,2580,2660,2730,2810,2960,3110
»1080,1640,1660, 1660

1620 TAGOFF

1630 IF spin=1 THEN RETURN ELSE 150
0

1640 REM xxxx%x allow spin Xkkdkkkkkx
1650 spin=1:RETURN

1660 REMxxxx%x%x%x change player xkxkkxx
% %%

1670 pl=m-13:RETURN

1680 REM kxxkkkkkkk list kkkkkkkkikx
%k %k %

1690 CLS#1:PEN#1,2:LOCATE#1,2,1:PRI
NT#1,"Choose your bet":PEN#1,1:LOCA
TE#1,1,3:PRINT#1, "Key bet"

1700 IF plyr=1 THEN play=13 ELSE pl
ay=15

1710 PEN#1,3:FOR i=1 TO play:LOCATE
#1,2,Ci+3):PRINT#!1,CHR$(i+64) :NEXT
1720 RESTORE 1740:FOR i=1 TO play:R
EAD g$:LOCATE#1,4,Ci+3):PRINT#1,9%:
NEXT

1730 RETURN

1740 DATA single number,two numbers
shoriz. row,square,two rows,column,
dozen,two dozen,high/low,even/odd,b
lack/red,see wheel,spin bal
l,player 1 bet,player 2 bet

1750 REM %xk%x%kXkk%x bet kkkkkkkkkkkkkk
*

1760 CLS#4:PEN#4,3

1770 LOCATE#4,2,13:PRINT#4, “Mohey r

emaining $":iqlpl)
1780 LOCATE#4,1,1:INPUT#4, "How much
do you want to bet ? $",b

1790 IF b>100000 OR g{(pl)-b<0 GOTO
1750

1800 RETURN

1810 REM X%x%xx%x*x%* choose number xxxx
% %k % %

1820 CLS#2:1=36

1830 LOCATE#2,1,1:INPUT#2, "What is
the lowest number your bet is
to cover “;l

1840 IF 1<0 OR 1>35 GOTO 1820

1850 GOSUB 1870

1860 h=0:RETURN

1870 REM %kkkxkxkxx l1d/Im kkkkkkkkkkkk
1880 1m=1 MOD 3:IF 1m=0 THEN 1m=3
1890 1d4=FIX(1/3):IF 1m=3 THEN 1d=14
-1

1900 RETURN

1910 REM %xkkkkkkx bets kkkkkkkkkkkkk
1920 1=37:h=0

1930 CLS#1:PEN#1,1:LOCATE#1,5,1:PRI
NT#1,"en plein”:LOCATE#1,2,2:PRINT#
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1,"éing1e number"”

1940 GOSUB 1750:PEN#2,3

1950 WHILE 1>36:CLS#2:LOCATE#2,1,1:

INPUT#2, "what number*;1:WEND

1960 IF 1=0 THEN px=128:py=385:G0OTO
1980

1970 GOSUB 1870:px=80+(1m%x48):py=35

8-(1dx27)

1980 GOSUB 3270

1990 q(pl)=gqlpl)=b:IF l=num THEN h=

1

2000 r=35:G0OSUB 3310:RETURN

2010 CLS#1:PEN#1,1:LOCATE#1,5,1:PRI

NT#1,"a cheval":LOCATE#1,4,2:PRINT#

1,"two numbers"

2020 hi=40

2030 GOSUB 1750

2040 GOSUB 1820

2050 GOSUB 1870

2060 IF 1=0 THEN 2090

2070 WHILE hi<l+i OR hi=1+2 OR hi>1

+3:CLS#3:LOCATE#3,1,1:INPUT#3, "What
is the second number ";hi

2080 WEND:GOTO 2120

2090 WHILE hi<1 OR hi>3:CLS#3:LOCAT
E#3,1,1:INPUT#3,"What is the sec
ond number®;s;hi:WEND

2100 px=70+(hi%x48):py=375

2110 GOTO 2160

2120 IF 1 MOD 3=0 AND hi=1+1 THEN 2
040

2130 IF hi=1+3 THEN 2150

2140 px=104+(1m%48) :py=360-(1d%27):
GOTO 2160

2150 px=82+(1m%48):py=347-(1d%27)
2160 GOSUB 3270

2170 gq(pli=qlpl)=b:IF l=num OR hi=n

um THEN h=1

2180 r=17:G0SUB 3310:RETURN

2190 CLS#1:PEN#1,1:LOCATE#1,1,1:PRI

NT#1," transversale plein":LO

| CATE#1,1,3:PRINT#1,"horizontal row"

| 2200 GOSUB 1750

| 2210 GOSUB 1820

2220 IF 1=0 THEN 2290

2230 IF 1 MOD 3<>1 OR 1>34 THEN 221

0

| 2240

| 2250
x27)

GOSUB 1870 ;
px=104+((pl=-1)%x144):py=360-(C1d

GOSUB 3270

. 2270 q(pl)=g(pl)=b:IF numdl=-1 AND n

um<l+3 THEN h=1

2280 r=11:G08UB 3310:RETURN

2290 11=0:WHILE 11=0 OR 11>2:CLS#5:

LOCATE#5,1,2:INPUT#5, "What is the
second number®;ll:WEND

2300 12=0:WHILE 12>3 OR 12<11+1:CLS

#3:LOCATE#3,1,2:INPUT#3, "What is th
e third number";12:WEND

2310 IF pl=1 THEN pc=3 ELSE pc=1
2320 IF 12=11+2 THEN 2340

2330 px=104+(11%48) :py=373:GOSUB 32
70:G0OTO 2350

2340 PLOT 142,373,pc:PRINT CHR$(206
); :PLOT 238,373:PRINT CHR$(206);
2350 q(pl)=q(pl)=b:IF num=1 OR num=
11 OR num=12 THEN h=1

2360 r=11:GOSUB 3310:RETURN

2370 CLS#1:PEN#1,1:LOCATE#1,6,1:PRI
NT#1, "carre” :LOCATE#1,2,2:PRINT#1,"
block of four"

2380 GOSUB 1750

2390 GOSUB 1820

2400 IF 1=0 THEN 2470

2410 IF 1 MOD 3=0 OR 1>32 THEN 2390
2420 GOSUB 1870

2430 px=104+(1mx48) :py=345=-(1d*x27)
2440 GOSUB 3270

2450 q(pll)=glpl)-b:IF num=1 OR num=

1+1 OR num=1+3 OR num=1+4 THEN h=1
2460 r=8:GOSUB 3310:RETURN

2470 IF pl=1 THEN pc=3 ELSE pc=1
2480 PLOT 238,387,pc, :PRINT CHR$(20
6);
24380
1
2500 r=8:GOSUB 3310:RETURN

2510 CLS#1:PEN#1,1:LOCATE#1,5,1:PRI
NT#1,"sixaine" :LOCATE#1,1,2:PRINT#1
»"two horiz. rows"

2520 GOSUB 1750

2530 GOSUB 1820:IF 1 MOD 3<>1 THEN
2530

2540 GOSUB 1870:px=104+((pl~1)%x144)
tpy=345-(1d%x27)

2550 GOSUB 3270

2560 qg(pll=q(pl)-b:IF num>l1=-1 AND n
um<l+6 THEN h=1

2570 r=5:GOSUB 3310:RETURN

2580 CLS#1:PEN#1,1:LOCATE#1,5,1:PRI
NT#1, “colonne" :LOCATE#1,1,2:PRINT#1
s "vertical column"”

2590 GOSUB 1750

2600 GOSUB 1820:IF 141 OR 1>3 THEN
2600 ;

2610 GOSUB 1870:px=116+C((1mn-1)>%48)+
({pl=-1)%24):py=34

2620 GOSUB 3270

2630 g(pli=q(plld=-b:numb=num MOD 3:I
F numb=0 THEN numb=3

2640 IF l=pumb THEN h=1

2650 r=2:GOSUB 3310:RETURN

2660 CLS#!:PEN#1,1:LOCATE#1,5,1:PRI
NT#1, "douxaine " :LOCATE#1,6,2:PRINT#
1,"dozen”

2670 GOSUB 1750

q(pl>=q(pl)-b:IF num<4 THEN h=

Computing With The Amstrad —July 1987 25




2680 GOSUB 1820:IF 1 MOD 12<>t OR 1
>25 THEN 2680

2690 px=26+(FIX(1/12)%32)+((pl=1)%2
40) :py=34

2700 GOSUB 3270 ;

2710 g(pl)=qlpllr-b:IF num>1-1 AND n
um{l+12 THEN h=1

2720 r=2:GOSUB 3310:RETURN

2730 CLS#1:PEN#1,1:LOCATE#1,2,1:PRI
NT#1,"deux douxaines":LOCATE#1,3,2:

PRINT#1,"two dozen"

2740 GOSUB 1750

2750 IF b MOD 2=1 THEN b=b-1

2760 GOSUB 1820:IF 1 MOD 12<>1 OR 1
»13 THEN 2760

2770 px=42+(FIX(1/12)%32)+((pl-1)%2
40) :py=34

2780 GOSUB 3270

2790 g(pl)=qg(pl)-b:IF num>1-1 AND n
um<{l1+24 THEN h=1

2800 r=0.5:G0SUB 3310:RETURN

2810 CLS#1:PEN#1,1:LOCATE#1,3,1:PRI

NT#1, "passe/manque * :LOCATE#1,4,2:PR
INT#1,"high/low"

2820 GOSUB 1750

2830 CLS#6:PEN#6,3

2840 LOCATE#6,1,1:INPUT#6, "Press ke

y for choice (p/m)",c$

2850 IF cs$="" THEN 2840

2860 c=ASC(UPPERS$(c$))

2870 IF c=77 OR c¢=80 THEN 2880 ELSE
2830

2880 py=350-((pl=1)%65):IF c¢=80 THE

N px=20 ELSE px=334

2890 GOSUB 3270

2900 IF num=0 THEN 2930

2910 h=0:g(pl)=q(pl)-b:IF num<19 AN

D ¢=77 OR num>18 AND c=80 THEN h=1

2920 r=1:G0SUB 3310:RETURN

2930 GOSUB 3350:IF t=0 THEN RETURN
2940 h=0:q(pl)=qg(pl)-b:IF t<19 AND
c=77 OR t>18 AND c=80 THEN h=1

2950 r=0:G0OSUB 3310:RETURN

2960 CLS#1:PEN#1,1:LOCATE#1,2,1:PRI

NT#1,"pair/impair”" :LOCATE#1,3,2:PRI

NT#1,"even/odd”

2970 GOSUB 1750

2980 CLS#6:PEN#6,3

2990 LOCATE#6,1,6:INPUT#6, "press ke
y for choice (p/i)",c$

3000 IF c%$="" THEN 2990

3010 c=ASC(UPPER$(c$))

3020 IF c=73 OR c¢=80 THEN 3030 ELSE
2980

3030 py=246-((pl-1)%x65):IF c=73 THE

N px=20 ELSE px=334

3040 GOSUB 3270

3050 IF num=0 GOTO 3080

3060 h=0:q(pl)=gq(pl)-b:IF c MOD 2=n

um MOD 2 THEN h=1

3070 r=1:GOSUB 3310:RETURN

3080 GOSUB 3350:IF t=0 THEN RETURN

3090 h-0:q(pl)=gq(pl)-b:IF ¢ MOD 2=t
MOD 2 THEN h=1

3100 r=0:GOSUB 3310:RETURN

3110 CLS#1:PEN#1,1:LOCATE#1,4,1:PRI

NT#1,"noir/rouge" :LOCATE#1,4, 2:PRIN

T#1,"black/red”

3120 GOSUB 1750

3130 CLS#6:PEN#6,3

3140 LOCATE#6,1,6:INPUT#6, "press ke
y for choice (n/r)*,cs

3150 IF c$="" THEN 3140

3160 c=ASC(UPPERS$(cs$))

3170 IF c=78 OR c=82 THEN 3180 ELSE
3130

3180 py=138-((pl-1)x65):IF c=78 THE

N px=20 ELSE px=334

3190 GOSUB 3270

3200 IF numn=0 GOTO 3230

3210 h=0:q(pl)=q(pl)-b:RESTORE 3260
¢tFOR i=1 TO num:READ K:NEXT:IF k=0

AND c=78 OR k=1 AND c=82 THEN h=1
3220 r=1:GOSUB 3310:RETURN

3230 GOSUB 3350:IF t=0 THEN RETURN
3240 h=0:gq(pl)=q(pl)-b:RESTORE 3260
+FOR i=1 TO t:READ k:NEXT:IF k=0 AN

D c=78 OR k=1 AND c=82 THEN h=1
3250 r=0:GOSUB 3310:RETURN

3260 DATA 1,0,1,0,1,0,1,0,1,0,0,1,0
s 1,051,051 1S 05 15, 0,0 050005, O, 0,0,

0,1,0,1,0,1

3270 REM xkx%xk%*x draw chip skkickkkkkk
3280 IF pl=1 THEN pc=3 ELSE pc=1
3290 PLOT px,py,pc:PRINT CHR$(233);

3300 RETURN

3310 REMxXkkkkkkkk wWin kkkkkkkkkkkkk
*

3320 IF h=1 THEN k(pl)=k(pl)+(rxb)
ELSE k(pl)=k(pl)-b

GOSUB 1680:RETURN
REM Xkkkxkxkx%x respin xkxkkkkkkk

3330
3340
* %
3350 IF y=1 THEN RETURN

3360 t=RNDXx37:IF t=0 THEN k(pl)=k(p
1)-b:g(pl)=g(pl)-b:GOSUB 1680

3370 y=1:RETURN

3380 REMxxkxxXxkx*x press space kxkxkkxxk
* k% %

3390 PEN 2:LOCATE 9,23:PRINT"Press

space to continue®

3400 IF INKEY(47)<>0 THEN 3390

3410 CLS:PEN 3:LOCATE 17,2:PRINT"Ro
ulette®

3420 RETURN

26 Computing With The Amstrad — July 1987




BALLBREAKER

CRL $19.95 cass, $42.50 disc, keys and joystick

In the dim and distant past, when home computers were a
figment of Clive Sinclair's imagination, there existed a state-
of-the-art video game by the name of Breakout. A variation
on the ping pong theme, you used a ball to chip away at a
brick wall until it completely disappeared.

Ballbreaker, the latest hi-tech offering from CRL, is an up-
to-the-minute version of Breakout which employs all the
wonderful facilities that are at the disposal of taday's pro-
grammers.

The first thing that you notice about Ballbreaker is that
everything is drawn in 3D in glorious technicolour.

The game is played in the Ballbreaker arena, which has
three solid walls and a fourth side which you must defend
with a bat.

Unlike the original game the wall is vertical: As the ball hits
a brick at the base of the wall it disintegrates, which caus-
es a landslide from above as the bricks fall down to fill the
gap.

The bricks aren't all identical in shape so you may be left
with a rectangle resting on a square, which provides a gap
through which you can hit the ball.

Once on the far side of the wall the ball bounces repeatedly
against the bricks, wreaking havoc with the multi-coloured
masonry. You can take a breather at this point and await
the ball's return.

. Some of the blocks are concave, which results in the occa-
| sional awkward bounce. On the plus side you now have a

| fire button and a stock of 10 missiles — most useful for

| taking out that final elusive block.

Screen one is a straight-forward brick wall (no problems
there), but screen two is a different can of worms. Apart
from the ordinary stretch of wall running across the middle
of the arena there are two sets of columns, in front of and
behind it.

The very fact that there are now three layers of wall means
that the front columns are much closer to your bat. A ball re-
bounding from one of these requires a lightning fast re-
sponse if you are to return it.

Being a nasty bunch of chaps the CRL programmers didn't
think this was tricky enough so they placed purple frogs on
top of the front two columns. The instant that a column is de-
stroyed, the frog leaps off and runs at you.

Avoiding the frog and letting it fall to its death will not help —
the dratted things are reincarnated immediately in their origi-
nal starting positions, allowing them to attack again and
again.

Your only course of action is to hit the frog with the ball or a
missile, but due to the close proximity of the wall this is easi-
er said than done.

If you set yourself up to blast the frog with a missile there is
a very good chance that you won't have time to return the
ball. Concentrating on returning the ball will invariably result
in you being rammed by a charging bullfrog ... nasty!

There are 35 different screens, all containing devious prob-
lems and puzzles. Once you have destroyed the wall on the
first screen you progress to the next by letting the ball pass
you and fall off the edge.

On the higher screens there are diamond-shaped bricks
which when struck by the ball will destroy every brick in the
arena, allowing you to move on to the next level. If you
shoot the escape brick with a missile it will not function cor-
rectly and you cannot exit that screen.

Certain shapes of brick will replenish your missile stocks
while others will earn you extra balls. But by accidentally
striking the escape brick before hitting these bonus blocks
you miss the opportunity to improve your chances of survi-
val.

The perching purple frogs are not the only inhabitants of the
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arena — you will also be attacked by nasties which dwell
within the blocks. The first thing you know about these is
when you destroy a certain shape of block and get mugged
by a monster. The beasts may even be penned up behind a
wall, to be released as the ball smashes its way through.

My only gripe is with the game cpntrols, as you are unable to
move the bat before the ball has bounced into the arena. If
you happen to lose a ball while your bat is at the side of the
arena, it is frozen in this position until the new ball is served.

The new ball always appears in the centre of the arena so
you have to make a mad dash for the middle of the arena and
hit the ball on the run.

The speed of travel of both the ball and your bat are sensi-
tive to the amount of on-screen action. If you've just blasted
a massive hole in the wall and the debris is falling to take its
place, the action slows down, not dramatically, but enough
to serve as an sexcuse if you lose the ball.

Minor grumbles aside | found Ballbreaker to be a stunning
game. The level of variety is tremendous and the graphics
are a feast for the eyes.

John Revis

Presentation 88%
Opening menu with a good selection of options.
Graphics 92%

Wonderfully solid shapes that look good enough to
eat.

Sound 85%
Choice of tune or sound FX.
Playability 85%

Occasionally unpredictable response of bat to con-
trols.

Addictive qualities 92%

So simple but totally absorbing.
Value for money 91%

Worth every penny.
Overall 92%

State of the art Breakout.

STRIKE FORCE COBRA

Piranha, $22.50 cass, joystick and keys

Sylvester Stallone (Sly to his friends) has a lot to answer for.
Not only does he produce sickeningly violent celluloid epics
which show his inability to string together more than three
consecutive words ... but he also seems to have inspired the

numerous gun-toting characters currently populating the
world of computer games.

Strike Force Cobra, a crack elite fighting force af do-gooders,
has been formed by the world powers to stop an evil criminal
genius from triggering an instant nuclear holocaust.

The mission — to destroy the evil genius's computer hacking
system before it is too late. A familiar scenario, huh? Maybe
James Bond has a lot to answer for as welll

By fighting their way through the enemy fortress and seeking
out the kidnapped scientists, the four members of Strike
Force Cobra must obtain the secret codes to the lock of the
fortress's main computer room.

Hazards on the way include automatic weapon systems, el-
aectronic traps, killer robots and human guards.

The graphic scenario is of the 3D forced-perspective type, so
many small rooms are visible at any one time due to the cut-
away nature of the graphics.

A combination of joystick and keyboard control allows you to
jump, dive, crouch, stand up and kick, but it would have been

28 Computing With The Amstrad —July 1987




nice for everything o have been controlled by just the joy-
stick.

What makes the game slightly different from other games of a
similar graphic perspective is the realism of the storyllrle and
the realistic animation of the characters.

And there's an option to choose four out of eight possible team
members, each with a different character profile. Presumably a
carefully chosen mix of team members will accomplish the task
more quickly.

Your weapons include a lightweight submachine gun, and elec-
tromagnetic flux grenades (EFGs) which will either destroy or
confuse the enemy, who will attempt to damage your own
lightweight body armour.

But first aid facilities can be reached — I managed it several
times during the game.

Gameplay in this new title from Piranha is extremely absorbing
and will appeal to arcade fans who like to use their brains as
well as their fingers.

Vietor Laszlo

Presentation 85%

Colourful title page and detailed option screen.
Graphics 85%

Some of the cleanest hi-res graphics around.
Sound 60%

A bit disappoointing, more footstep and gun
noises would have worked wonders,

Playabllity 80%

Action is slightly sluggish, but very good on the
whole.

Addictive qualities 86%
You'll keep coming back to solve the mission.
Value for money 85%

THE SYDNEY AFFAIR

Infogrammes, $24.95 cass, $42.50 disc, keys

The crack of rifle fire shatters the peace of a little French
town — it makes quite a mess of Mr Sydney's head too! Why
should anybody want to kill this quiet family man? As a De-
tective Sergeant in St Etienne's crime squad it is your job to
unravel the mystery of The Sydney Affair.

You begin the investigation as any good detective would, by
visiting the scene of the crime. The screen is divided into
three sections, the largest of which shows a detailed picture
of the bedy and its immediate surroundings.

An icon in the shape of a magnifying glass is used to search
the scene for clues. All you have to do is place the icon over
the area you wish to examine more clasely and press the
Copy key.

If the specified area is hiding a clue then the other two
screen windows are brought into operation. The lower one
displays a picture of the item you have found while the win-
dow resembling a note pad identifies it and provides addition-
al information. For example, rifling Mr Sydney's jacket pocket
reveals a wallet, the contents of which are detailed on the
note pad.

Certain items in the scene are related: Placing the magnify-
ing glass on the briefcase informs you that it is locked. Once
you have located the keys you will have more success,

Always be on your guard for sneaky tricks. Having opened
the briefcase you find a diary containing names and address-
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es. Don't go off and search elsewhere as the briefcase con-
tains yet more goocdies, accessed by pressing the Copy key
a second time — dirty, eh!

All information should be committed to paper as it is discov-
ered — once stage two of the program has loaded you cannot
return to the opening scenes.

One of your team of officers has discovered traces of the as-
sassin in the flat across the road, which forms the basis of
the second opening scene. With trusty magnifying glass in
hand you scour the room for clues.

In both instances the windows containing the scenes have di-
mensions of 22 x 12 units. It is therefore a worthwhile exer-
cise to place the magnifying glass on every part of the scene,
pressing the Copy key as you go.

With your notebook brimming withsnippets of information you
return to the police station to continue your investigation. It is
at this point that the second part of the game is loaded. In
this stage you are seated at your desk, staring at a blank
computer terminal — | know the fesling well!

The French police force has a very advanced computer net-
work at its disposal. when you log-on you can communicate
with a variety of official bodies.

Messages about particular investigations can be sent to oth-
er police squads in the following format: “Information on
'SYDNEY’ affair”. If the receiving squad has had any involve-
ment in the case then they will supply you with all relevant in-
formation.

The District Squad for Judicial Information can be accessed
and details requested on individuals. If the person in question
is wanted then you will be told why and by whom. The Judicial
Research and Comparison Centre has a similar function, but
you can also request details on objects as well as people.

If all this hi-tech police work becomes too much for you there
are always the old-fashioned techniques to fall back on. If

you know a person's name and address then you can
go round and beat a statement out of him! The state-
ments are always brief, but come complete with a pretty
photograph of the person being interviewed.

Pressing the Examination key allows you to perform au-
topsies and ballistic investigations. These explain the
bullet hole in the wall and tell you from which building
the shot was fired.

The Sydney Affairis an excellent whodunnit program, a
real challenge for the amateur detective.

Nev Asily

Presentation 83%

Superb inlay card showing difficulty level,
expected completion time and age range.

Graphlcs 85%

Claver use of graphics for scene-of-the-crime
investigations.

Sound 50%

Very limited.
Playability 85%

Heavy going until you get a lead.
Addictive qualities 80%

The computer's uncooperative replies tended
to spoil things.

Value for money 81%

Should provide many hours of frustration.
Overall 85%

A real brain strainer.

BRIDE OF FRANKENSTEIN

Ariolasoft, $22.50 cass, Joystick and keys

The thought of marital bliss has all been too much for Frankie
who has cracked up under the strain. As the future Mrs Fran-
kenstein you take a crash course in body building — all you
need now are the parts! The Bride of Frankenstein follows
your grave robbing exploits as you strive to give life to your
loved one.

The leading role in this classic horror story is played by a
rather dumpy sprite who goes by the name of Mrs Stein. With
her blonds hair flowing in the wind she explores a very colour-
ful and detailed castle.

Her fiendish adversaries are also depicted as large car-
toon-style characters. By cleverly allowing them to move be-
hind some objects and in front of others the scenes are given
a very solid fesl.

The 60-screen playing area covers castle rooms, court-
yards, graveyards and crypts. Most of these contain doors,
the maiority of which are locked — surprise surprise!

In various rooms around the castle are keys (seven in all),
but each one will only open specific doors and you can only
carry one key at a time.
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Below the main playing area there are four types of icon.
The first is Frankie's coffin — as you acquire new bits they
are fitted to his skeleton and a list made of those collected.

Next there are the icons which display what you are carry-
ing (keys, spades, pickaxes and other implements) and you
use the cursor keys to highlight the required object.

lcon number three is a glass flask containing green liquid
— the elixir of life. The more you roam the castle, the more
elixir you consume, but letting your stocks run low is not to
be recommended.

Fortunately there are several store rooms within the castle
where you can walk to a beaker and fill up. The final icon is a
beating heart, but beware of high blood pressure.

Ghosts and skeletons roam the castle looking for Mrs
Stein. Contact with these sends her heart rate soaring —
prolonged contact will kill her. i

Certain areas of the castle have lower ghoul populations
than others, but until you locate them you will find that the
game doesn't last more than a few minutes.

Ghouls are notoriously difficult to shake off, especially
since your speed of movement is reduced when a nasty is in
the room.

There are two main areas in which you can settle your
heart rate: The first is the pathway to the graveyard, the sec-
ond the sanctuary room within the castle.

This contains a plentiful supply of elixir but appears to be
built on a rift in the time/space continuum. Every time you use
the room there is a good chance that you will exit 1o a different
part of the castle, which can be used to your advantage.

The spade and pickaxe are essential tools for the amateur
grave robber. Just stand in front of a headstone and dig —
three shovelfuls will usually be sufficient to unearth some of
Frankie's innards.

The pickaxe is used for opening crypts and clubbing ghouls.
Many of the tombs are unlit so a lamp is a definite advantage,
unless you like fumbling about in the dark.

The inlay card states that the dungeons contain shackled
prisoners and goses on to say that you could set them free ...
or use them in other ways — their spare parts are probably
much fresher than the ones I've just dug up in the graveyard!

Ariolasoft has got the level of difficulty just right. The game
appears almost impossible at first, but with a reasonable
amount of perseverance you will soon find your lifespan in-
creasing. This is a first rate arcade adventure game for the
horror fanatic.

Carol Barrow

Presentation 86%

Good story line, well laid out instructions.
Graphics 88%

Colourful but chunky.
Sound 66%

The title tune is a little ditty by Bach — played by a
tone deaf baboon.

Playability 87%

Ghosts are a major problem until you learn how to
avoid them.

Addictive qualities 85%

Has a tendency to be more frustrating than
addictive.

Value for money 84%

Good value for this entertaining game.
Overall 86%

Excellent arcade/adventure game.
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ACE OF ACES

US Gold, $24.99 cass, $42.50 disc, Joystick and keys

Ace of Aces puts you at the controls of a Mosquito speed
bomber with the objective of knocking out enemy fighters,
bombers, V1 rockets, trains and U-boats.

The game starts in the briefing room, where the commander
points to a small blackboard from which you must choose to
fly a mission or have a practice run.

You can equip your plane with rockets, bombs, cannon or
an extra fuel tank for the longer missions — the selections re-
flect the type of mission chosen.

In the second mission you make your attack runs on U-
boats before they dive to safety.

Enemy bombers are heading for London in the third mission.
You must destroy them all using rocksts — which are not
known for their accuracy.

In the final mission your aim is to dispose of V1 rockets
while being attacked by enemy fighters.

Unlike many other arcade simulators, the game is divided
into five separate elements. The main pilot's display has all
the controls which allow you to fly the aircraft, including artifi-
cial horizon, altimeter and radar.

HEAD OVER HEELS

Ocean, $22.50 cass, keys and joystick

When Batman appeared all those months ago, it was heralded
as one of the best 3D games available. Jon Ritman, author of
Batman, has now written Head Over Heels, yet another 3D
maze runabout, but it is quite a different game.

The Blacktooth Empire has been growing steadily for many
years, taking over other planets and ruling by oppression.

The creatures of the peace-loving world of Freedom are be-
coming worried that their planet will soon succumb to the
Blacktooth threat, so they have sent two of their top spies,
Head and Heels, to counter the threat.

The engineer has two views out to the port and starboard
wings. From here he must control the throttle and boost set-
tings of the engines.

The navigator's view shows the position of the plane on a
map of western Europe, along with the position of any enemey
activity.

The bombardier's view includes a full graphical status report
of all weapons available and allows the ditching of empty fuel
tanks to reduce the plane's weight.

The colour scheme is a little bland, but the game itself is
very enjoyable, if a little difficult.

Much of the game seems a little rushed, especially the pi-
lot's screen which is quite cluttered and detracts from what
could have been a great game.

Instead this is an above average arcade/strategy/simulation
which has a generous amount of mass appeal.

Anthony Clarke

Presentation 87%
Interesting way of selecting options, but the
view screens could have been better.
Graphics 67%
Bland and unimaginative, with little colour and
depth.
Sound 55%
Whirrrl!ll Beeooco.
Playability 63%
Difficult to get the coordination of changing
screens and keeping the plane in the air.
Addictive qualities 75%
A game which has that “Just one more go™
appeal.
Value for money 64%
A bit steep for this quality game.

These two characters are a strange breed of symbiotic ani-
mal which can join together and become a larger animal or sep-
arate to control tricky situations.

Head, as the name implies, sits on top of Heels. Over the
years he has lost his legs and developed strong arms and the
remnants of wings which allow him fo jump long distances and
have a limited amount of controlled flight.

.. .continued p 37 &

32 Computing With The Amstrad — July 1987




IREN

OFTWARE
“Without a doubt Siren Software have produced some of the best disc utilities
ever seen on the Amstrad range of computers.” Amtix! January 1987

* NEW x DISCOVERY PLUS % NEW %

The ultimate tape to disc transfer program

‘Discovery Plus must be the most advanced and probably most efficient tape to disc fransfer utility
fo date’ Amsirad Action December 1986

This program will transfer more games to disc than any other transfer program. The first person who
can prove otherwise will recelve twice his money back!!

Discovery Plus consists of 4 easy to use programs that together will transfer an extremely high
proporfion of your software onto disc.

Also Included is details on how to transfer over 100 games.

Siiver Screwdriver Award Amlix! January 1987

DISCOVERY

=gl

Tape toDiscTransfer Program

AMSTRAD
CPC 454/884/6128

* NEW x HANDYMAN x NEW %

FORMAT YOUR DISCS TO 416K
Handyman the unique disc enhancement package dllows you to manage, use and get more
from your discs, Look at these unigue features:

Format your discs to 416K (208K per side on a standard CF2 disc)

Save unwanted discs onto tape to release expensive disc space

Full disc/file search and edit. Find and alter messages in programs -

Superb menu maker puts a menu selection system on your discs

Hlemate displays ASCIl files. finds text in files, prints files ete etc

“Siren has come up with another marvellous piece of soffware’ Amstrad Actlon December 1984
“This Is Just about the best disc utility that I have had to use® Amtix! Jan 87
Amtix! Golden Screwdriver Award Jan 87

Handyman on disc for the 464/664/6128 only $34.95

* * MASTER DISC x %

THE DISC USERS UTILITY

Master Disc contains a disc copler, directory editor, fast formatter, sector ediior, deprotector, disc
and tape header readers, trans disc, trans tape, disc map, typefile, dumplfile & zipdisc.

‘The package seems to work very well on the full range of machines® Amtix! June 86

‘Each section is fully documented with clear and precise instructions® Amtix! June 86

‘This Siren package really does offer you quite a lot for your money” Amstrad Action June 86

“So far we have yet fo find a disc that it cannct copy from, it even coples unformatted discs' Amiix!
June 1986

Master disc available on disc only $34.95 for the 464/664/6128

TAPE UTILITY

464 OWNERS, LOAD IN YOUR SOFTWARE AT UP TO 4 TIMES THE NORMAL SPEED

Tape Utility will allow you to make back up copies of your tape base soffware that will load at up to 4

fimes the normal speed.

... S0 easy to use, smple one key operafion

... Handles up to 42K (Approx) in one go

... Will copy normal, headerless, speediock & fiashloaders

- .. Tests have shown that it will back up about 90% of all Amstrad software

-..Choice of 10 speeds up to 4000 baud

- . . Removes protection from basic & speedlock programs

:fli\l;inply ﬂée best, the fape to fape backup copier to beat all tape to fape backup copiers”,
SCLU

... Written specifically for the 464, this is not a Spectrum conversion

TAPE UTILITY ON TAPE ONLY $17.95. AMSTRAD CPC4&4 ONLY

J!,BEQE PRINT MASTER

The printer utility and enhancement package. No printer owner should be without this.

This unique suite of programs will allow you to make the most of your DMP2000 or any Epson compatible
printer.

Superb large 16 shade printer dump of any mode 0 screen

Large black and white dump of any screen in any mode

Discovery Plus only $39.95 on disc for the 464/664/6128

i R R

L R ]

AMSTRAD

AMSTRAD C(PC4b4

Print

Master

Print Enhancement
And Utilities

AMSTRAD 464664 /6128

Fast character dump of screen

Amazing 16K interrupt driven printer buffer

Print out files from most wordprocessors (Protext, Tasword etc) in a variety of fonts, sizes and styles.
Include screen dumps as illustrations

10 great fonts included New! Latest version 20 fonfs

A terrific font designer allows you to create your own fonts

This spectacular package Is available on disc only for your Amstrad 464/664/6128. Only $39.95 on disc.

To order, please use the form on centre page




ORDERING INFORMATION All prices include postage & packing

SOFTWARE ON TAPE

CAT# TITLE PRICE
1001 TASWORD $36.95
1006 TOOLBOX $19.95
1007 FLEXIFREND $19.95
1008 GRASP $19.95
1009 CHAOS FACTOR $15.95
1010 MUZICO $17.95
1011 DRUMKIT $16.95
1012 MUSIC COMPOSER $17.95
1013 EASIDATA I $29.45
1014 EASIDATAIII $41.45
1015 DATABASE/MAIL LIST $29.45
1022 QWERTY $14.95
1024 MYRDDIN FLIGHT $17.95
1030 AMS-FORTH $25.00
1056 TAPE UTILITY $17.95
1201 PLAN-IT (CPC) $36.95
1202 MINI-OFFICE II $36.95
1203 MAGIC SWORD $21.95
1204 FUN SCHOOL (2-5) $15.95
1205 FUN SCHOOL (5-8) $15.95
1206 FUN SCHOOL (8-12) $15.95
1207 CHARTBUSTERS $15.95
1208 CLASSIC GAMES $15.95
1209 RED ARROWS $27.95
SOFTWARE ON DISK
CAT# TITLE PRICE
2001 TASWORD $48.95
2007 FLEXIFREND $31.95
2008 GRASP PLUS $29.95
2009 CHAOS FACTOR $27.95
2012 MUSIC COMPOSER $29.95
2014 EASIDATAIII $53.45
2015 DATABASE/MAIL LIST $41.45
2016 EASI-WORD COMBO $49.95
2017 GENESIS $39.95
2018 EASY MUSIC $34.95
2019 POT POURRIVOL. 1 $19.95
2020 POT POURRIVOL. 2 $19.95
2022 QWERTY $26.95
2024 MYRDDIN FLIGHT $29.95
2051 DISCOVERY PLUS $39.95
2052 HANDYMAN $34.95
2053 MASTER DISCHANDYMAN COMBO  $57.95
2054 MASTER DISC $34.95
2055 PRINT MASTER $39.95
2201 PLAN-IT (CPC) $48.95
2202 MINI-OFFICE |I $48.95
2203 MAGIC SWORD $33.95
2204 FUN SCHOOL (2-5) $27.95
2205 FUN SCHOOL (5-8) $27.95
2206 FUN SCHOOL (8-12) $27.95
2207 CHARTBUSTERS $27.95
2208 CLASSIC GAMES $27.95
2209 RED ARROWS $39.95
2301 PLAN-IT $57.95
2401 MT-BASIC (CPC) $125.00
2402 MT-BASIC (PCW) $125.00

BOOKS
GAT# TITLE PRICE
3001 AMSTRAD HANDBOOK $9.95
3002 AMSTRAD COMPUTING $17.95
PUBLIC DOMAIN DISKS
CAT# TITLE PRICE
2801 PD VOL. 1 $21.95
2802 PDVOL.2 $21.95
2803 PD VOL.3 $21.95
2804 PDVOL.4 $21.95
2805 PDVOL.5 $21.95
2806 PDVOL.6 $21.95
2807 PDVOL.7 $21.95
TAPES
CAT# TITLE PRICE
7008 DIAMOND DIG (8/86) $7.50
7009 ICE FRONT (9/86) $7.50
7010 da BELLS (10/86) $7.50
7011 DISCMAN (11/88) $7.50
7012 ROGBOT RON (12/886) $7.50
7101 OTHELLO (1/87) $7.50
7102 SPACE BASE (2/87) $7.50
7103 GALACTICINV.  (4/87) $7.50
7104 SMILEY (3/87) $7.50
7105 BACKGAMMON  (5/87) $7.50
DISKS
CAT# TITLE PRICE
7051 7008/7009/7010 AS ABOVE $19.95
7151 7011/7012/7101 AS ABOVE $19.95
7152 7102/7103/7104 AS ABOVE $19.95
Computing With The Amstrad
SUBSCRIPTIONS
CAT# TITLE PRICE
5001 MAGAZINE ONLY $45.00
5002 MAGAZINE + TAPE $90.00
5003 MAGAZINE + QUARTERLY DISK $110.00
Computing With The Amstrad
BACK ISSUES
CAT# TITLE PRICE
6008 CWTA PREMIERE EDITION $4.95
6009 CWTA SEPTEMBER ISSUE $4.95
6010 CWTA OCTOBER ISSUE $4.95
6011 CWTA NOVEMBER ISSUE $4.95
6012 CWTA DECEMBER ISSUE $4.95
6101 CWTA JANUARY ISSUE $4.95
6102 CWTA FEBRUARY ISSUE $4.95
6103 CWTA MARCH ISSUE $4.95
6104 CWTA APRIL ISSUE $4.95
6105 CWTA MAY ISSUE $4.95




MAIL ORDERS TO: STRATEGY SOFTWARE
HOW to Order P O BOX 11, BLACKMANS BAY, TASMANIA 7152

Enquiries (002) 29 4377
LR Orders, including subscriptions — local call fes - (008) 030930

Please include all information requested on Use your VISA, MASTERCARD or BANKCARD for mail orders.

the order form, and make sure you have en-

closed your name and address (you'd be Sl e e D i bltaed A e sie T e
surprised!) and the correct amount for the I";": gl

goods you require. i
If sending a cheque or ordering using | | ORDER FORM

Visa, Mastercard or Bankcard please en-

| sure that the date on your cheque is valid (ie I[ CAT# | TITLE ERICE
1987 not 1986) and that your credit card has

[ not expired.

2 TELEPHONE ORDER [008] 030930

Please follow the instructions below careful-
ly before ringing. This number will only be
answered by a machine and cannot be used
for general enquiries or messages. Anything
other than an order will be ignored — you
have been warned!

I

I

I

I

1

l

I

A) Complete the order form at right as I
though you were going to order by mail. Do |
i

I

I

I

|

I

I

..................................................

TOTAL

not wait until ringing before deciding which
litles you require or trying to find your credit
card, The answering machine is voice acti-
vated and any pause over a couple of sec-
onds will result in the machine hanging up on
you.

Bankcad || Mastercard || Visa [ |

P R R SO [R E  B B R S
SignedBEE e Loos LEiE R L s St e T EX DI, D:I:D

Name e

8) When the machine answers, read the
order from your order form slowly, clearly
and distinctly giving all the information you
nave written down. Where possible leave a
telephone number just in case we can't un-
derstand or hear your order. I

|

C) This service will be in operation 24
qours a day, every day of the year.

|
: Address R L
. D) Allow 28 days for the delivery of your | | i
order — orders which we cannot despatch I
within 2-3 days of receipt will be advised of
e likely delay by mail. Back issue orders !
" will be mailed at the same time as the current I
'ssue, s aaubate

INGS ON

= - s e - . e s e o Do




When the press use such words as
‘Phenomenal’, ‘Outstanding’, 'Ideal’ and 'Worth
Every Penny', they've obviously discovered
something rather special. :

But when that something special turns out
to be a product in which they are already expert,
then it must be something very special indeed.

The object of their enthusiasm is AMX
Pagemaker — a revolutionary software program that
will produce newspapers, posters, leaflets, notices
and hand-outs — in fact anything where text and
graphics are required, to an extraordinary
professional standard.

It's a complete graphics design system and
word processor rolled into'one. It has real time
graphics with fast continuous scrolling up and down
an A4 page and uses Mode 2, the highest graphics
resolution on the Amstrad CPC computers.

READALL ABOUT IT.

You can type directly onto the screen, with
any of the 16 typefaces supplied or design your own,
alternatively, you can load in any ASCII file or a word
processor file, from programs such as Tasword,
Amsword, Maxam, ar Protext, with fully automatic
on-screen text formatting during loading.

‘Word processing' facilities such as centering,
ragged right and literal justification are all available.
There is full pixel resolution control over text and
graphics. Also included is a micro spacing facility.

Al epgretermapsf |

The program

that’ 1<1'ng

front page news.

EXTRA, EXTRA.

There are outstanding facilities for drawing,
spraying and painting, using either the patterns
supplied, or your own pattern designs. A screen
conversion routine is included allowing screens
created in Mode | and O to be used within the
Pagemaker. The cut and paste facilities include
copying, moving, rotating, stretching and a fantastic
zoom is also available.

The previewer allows you to view three A4
pages at any time before work is output to a wide
range of dot matrix printers including: Amstrad DMP
1000-2000, Epson FX/RX/LX¥/LQ, Canon PW-
1080, Kaga KP810, Mannesman Tally MT-80+,
Seikosha SP-1000A, Star Delta, Star SG10 and
any that are compatible with the above.

The AMX Pagemaker requires: a) Amstrad
CPC618 or b) Amstrad CPC664-+64K Minimum
add-on Ram or ¢) Amstrad CPC464+64K
Minimum add-on Ram + disc drive, DK "tronics
Ram boards or compatible.

Let's leave the last word to the press.

*‘Pagemaker’’ is phenomenal — it lends itself
to creating anything where text and graphics are
involved — notices, posters, leaflets, hand-outs,
newsheets. Packages like this have been the
province of the 16-bit micros until now, this product
1s worth every penny .

operating manual, AMX Digitiser only $225.00

I BANKCARD, MASTERCARD OR VISA ORDERS CALL

AMX MAGAZINE MAKER- - : . ;
including software on 3" disc, and AMX Magazine
WE THOUGHT IT WAS ABOUT TIME  Maker (including AMX Pagemaker and AMX
WE PUT YOU IN THE PICTURE. Digitiser) at any $325.00

A combination of AMX Pagemaker and the [ ™= S mm S e == m— " = ——T
AMX video digitiser. Using any video that provides a ~ .
composite signal and the d%t(ijsert, images from a l Now avallSaI:{i.!e direct fﬁO}!’(ﬂ :
camera or TV can be converted into a graphic screen tware at UK.
on the Amstrad Micro. They can then be used within I Strategy ° 3 1 t l
AMX Pagemaker to illustrate magazines or prices.
newsletters. The digitiser connects into the | |
expansion port and scans a complete picture in only I CAT # PRODUCT I
5 seconds.

A special print dump routine i also included 4501 AMX MOUSE I
with the driver programs. This is spi‘éially tdesigned i $175.00 ]
to produce fast, correctly proportioned pictures, with
reduced ‘Contouring’ resulting in a very accurate l 4502 AMX PAGEMAKER l
reproduction of ;?19 ig‘:ja%e.m e : il ZS'OBIGIT 2 I

Features offered by this package include: 4 MX TZE.

& Dot resolution 256 by 256 503 $225.00 I
® Standard 1 volt composite video input .
@ 10 bit A/D convertor gives 32 grey scale output | 4504 MAGAZINE MAKER |
. it b trol | $325.00 I
m Contrast and brightness contr >
B No external power unit required | 4505 AMX MAX |

These packages are your opportunity to join $49.95 i
the desktop publishing revolution. $125.00

The AMX Pagemaker costs only i
software is supplied on 3" disc and a fully ilustrated I Please use tgl‘der form on I

centre page
PRV A R ——————— |




HEAD OVER HEELS
. . .continued from p 32

Heels has also changed, losing his arms and developing
strong legs with which he can run very fast.

The differences between them mean that only together do
they have any hope of completing their mission — to begin
revolution on all of the Blacktooth Empire's auxiliary planets.

The game starts with the two characters separated and in
different parts of a large gym, making the first order of busi-
ness to bring them together while collecting two pieces of vital
equipment.

From here they must then teleport to each of the four plan-
ets in turn and collect the Crowns of Blacktooth with which to
start the revolt.

The first planet in the system is Egyptus, a strange world
where civilization seems to revolve around people wrapping
corpses in bandages and putting them in pyramids.

The Penitentiary is the Empire's prison planet, from which
few return. It also holds the secret of the Pit.

A densley-vegetated planet, known at Safari, is the third in
the system. The natives live in wooden houses and set traps
for unwary animals.

The final planet is Book World. This is a huge Western Li-
brary used only by the Emperor and his minions, who are Keen
on the old West.

The task before the heroic pair is not as impossible as it first
seems, and you will find several objects to aid your quest.

A holdall used by Heels gives the creature a limited ability to
| carry objects around the current screen.

You must collect a crown from each of the four planets be-
| fore you can embark on the final quest. Teleports are scat-
| tered over the landscape, and these provide the only access
to certain rooms.

Springs, switches and conveyor belts make up the rest on
the landscape, making progress easier, but at times leading
the two characters into a trap. In a similar way to Batman, you
will find magic objects which give a character limited special
powaers, but they do run out with time and do not always work
on both characters in the same way.

Joining Head and Heels together and picking up a special
power will result in both characters gaining the new abilities.

There are options to change the sensitivity of the controls,
the volume of the sound, redefine the keys and choose a joy-
stick.

Head and Heels have to be controlled separately by switch-
ing between the two, though if one of the pair loses all his lives
the other will be left on his own.

The game features 25 pieces of music, which herald differ-
ent actions, such as finding a crown or picking up a bunny.
There is a greater variety in the graphics and backgrounds
than Batman, making it a much larger game.

The graphics are of the same high quality as Batman,
though the souind is a great improvement. Even if you are not
one to buy 3D games, take a look at this one — somehow it
feels very different from any other game of this type | have
ever played.

Anthony Clarke

Presentation 92%
Plenty of logical options.
Graphics 93%

Beautifully-defined characters that glide around
the screen without a glitch.

Sound 75%
A little spectrum-like, but otherwise very good.
Playability 91%

Instantly playable, though some of the traps are
unfair.

Addictive qualities 92%

Should appeal to all, including those who
normally find 3D games boring.

Value for money 94%

More of a game for less pennies than the
competition.

Overall 92%
Should grace the shelves of every CPC owner.
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nthany Corke

MISSION OMEGA

(Mind Games)

The best robots to build are spheres with IR sights, a large
LASER and the second power supply. They are fast, use few
raw materials and run for long periods before having to re-
charge.

When you enter a room with a teleport system, move on to
the flashing square when the colour for the sector you require
comes up. The colours relating to each sector have to be
worked out by trial and error, but once found are good for the
whole game.

The Fourth
Protocol

(Century Communlications)

1 only began to play this game a short while ago, but here
are some tips for section one that should slow down the de-
cision to send you to the West Falklands.

Thorn is not the real problem — try putting 10 watchers on
the person complaining about him and see what develops.

Only one person has access to all the NATO papers, so
put watchers on him by at the latest 10 days into the game
or things will start to fall apart.

Pasternak should be answered positively and swiftly.
Though an umbrella may be his undoing, it is all for the best
really.

When Telecom offers help, take it quickly. Try a voice
print on the traitor who has access to the NATO papers.

When a person goes missing thers is no point in putting
watchers on him, but his wife, on the other hand, is a differ-
ent matter.

Put at least 25 watchers on ABBS. Best not to fesl her
collar — bad publicity does wreck the image, and all she
may bring another lost sheep back to the fold.

Building 17 security is simply a matter of common sense
— who would want to steal top-secret loo rolls. Also remem-
ber that emergency exits must be kept clear at all times.

When a high-ranking official gives you a call, don't hang
about. Call him back at once, but you had bstter have all the
answers.

Get all the information possible from Blenheim, and if a
foreign data exchange is possible then use that as well.

Having a problem with hackers? 3421 is a possible way to
stop them.

For those of you new to AMTIX!, Amtips is our
monthly section that helps you get more out of
computer games. Just when you thought you had
reached a hopeless situation, along comes a
bright spark with all the answers,and a POKE or
two to get you out of a jam.

STARGLIDER

(Rainbird)

For those of you not used to
disc pokes, here's how to use
them. Type in the listing as
shown. Save it to a separate
disc, insert the game disc,
type Run then press Enter or
Return. The program should
now do all the rest.

This poke frem Cy Booker
should make Starglider a
pushover. It's best if you only
include the pokes which you |
think you need, so the game
doesn't get too easy.

57 POKE. :
: .ILES kLLWE“

smz,&F
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SENTINEL

(Firebird)

Sentinel must be one of the simplest, yet most challenging
games ever to have graced the CPC. Just to put you on the
right course, here are a few tiplets worked out by the AMTIX!
gang.

When dealing with just a single Sentinel on the map, it is
best to check the direction in which it is moving and then jaunt
around the map, sucking off all the trees and deftly avoiding
the Sentinel's stare until the map is cleared.

When a jump has been made to another shell, the robot
should be facing the shell you left behind, though you may
have to look up or down to see it, as the robot looks straight
ahead after an energy transfer.

Always, when energy permits, place a boulder before a ro-
bot, so reducing the chances of not being able to see the
base of the robot and losing the energy it contains.

Some squares may seem perfectly in view but the object
there will not be sucked off. Try placing the cursor to the far
left, right of the square or one pixel below.

It is helpful to learn in what situations an object can be
sucked off and so increase the amount of energy you have
when hyperspacing to the next map. If the level contains
Guardians, try to remove them as soon as possible as they
tend fo cover one another, scanning you in unison.

Remember that when you first enter a screen the Sentinel or
Guardians do not move until you try to upset the energy bal-
ance of the plane.

Use the fact to assess the possible moves you can make
and try to engineer a way of gaining height quickly.

Finally, always turn the cursor off when you want to move
the robot's head left or right as this speeds up the process,
as does using the U-turn facility in otherwise difficult situa-
tions when there seems to be no option but to use hyper-
space.

Level Code Some of you may be a little
0681 70085775 impatient to get through the
0707 27202626 10,000 levels, so here is a
0744 84481503 booster to those dizzy heights.
0764 02744138 We are currently in the 2000
0798 98449867 range, more codes to come
0811 14444428 next month, but for now the
0814 31875385 codes listed should have a mix
0835 57060738 of different situations that will
0858 99309875 put you in fine form for the later
0890 85245687 levels.

Academy

(CRL)

Try to build a craft with the correct characteristics for the mis-
sion selected. Always go for a good shield and laser power,
with steering being the next most important.

An infra-red unit is lighter than flares. The IR unit does not
have definition of the flares but with a little practice it be-

comes easier to use.

ALWAYS take an ADF unit, or you will lost before you know
it, and the chances of happening upon the base again are
quite slim. It is possible, however, to navigate by the stars,
but just like the real thing this takes months of practice.

IKARI WARRIORS

(Elite)

Just a quick hint for survival on the bridges when you have
no tank. Walk along the gap between the start of the bridge
and the wall so that you are standing on the supports.

Walk along this support with the toggle set facing in to-
wards the centre of the bridge and keep firing. You should
be safe from enemy fire, while still within reach of your gun.
Grenades are useless here as they just sail over the ene-
my's head.
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ELITE

(Firebird)

The key to anticipating which type of craft is attacking you,
and whether to shoot back, can mean the difference between
life and death.

Any ships that appear in your forward view are safe, unless
you happen to be a fugitive. In this case a fer-der-lance will try
to destroy you for the bounty.

If, when the ship is more than just a blob, you see a point
with three other points radiating out from it at 90-degree an-
gles then shoot away.

After all, bounty hunters are the scum of the universe so
there is no legal penalty, even if you shoot first.

Any ship appearing outside the forward view is free range,
so blast away. BOAs have soft underbellies — they seem to
leave themselves open for a long time after flying by. If dam-
aged a BOA will break off the attack. Blast them for the alloys,
but you have to be quick as they don't hang about.

Once you are a competent pilot, make sure you have a ga-
lactic hyperspace at all times, as the first mission empties
your fuel tanks.

RESCUE ON
FRACTALUS

(Activision)

Try to perfect shooting saucers at long range, or fly in fast,
tight circles until they leave the area. If you see a pilot with a
green helmet, don't waste time — just turn the systems back
on.

When searching at night it is better to fly high and slow.
When a pilot comes into range, decrease height carefully,
watching the ground level indicator. Flying at night is an es-
sential skill, so once you get the hang of flying, jump straight
to level sixteen.

If you are just going for a high score stay on the lower lev-
els, collecting as many pilots as possible before returning to
the mother ship.

AVENGER

(Gremlin Graphics)

This time Cy makes it much easier to complete the game
by allowing you to always call Kwon in your hour of need,
among other things. Just use the same technique to enter
them as with Starglider, but this time the poke is for the
tape version only, so save the poke to a separate cas-
sette.
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KORONIS RIFT

(Lucasfilm Games)

When collecting artifacts, don't dismantle them until you
know you have no use for them. This way an armoury can be
built up quite quickly, and eventually you should have a com-
plete cargo of differing lasers and shields.

The manual is right about the better equipment available in
the opposite direction to the one you are facing on landing,
but make sure you already own a fairly good laser and shield
as you will be attacked by two saucers (yellow and blue) the
moment you land.

On the first rift, destroy the first brown hulk you find as it is
booby trapped,

WIZARD'S LAIR

{Bubble Bus)

If you are still stumped on how to use the magic lifts, try
using the codes listed here, and make the journey less
hazardous.

LEVEL LOCATION
CAIVE
HAWLO
CRYPT
DUNGN
VAULT
LIAYR
LYONS

~N OO AW N =

HARDBALL

(Amsoft/Accolade)

Keep bunting until the bases are loaded. Then swing for
all you're worth and you should pick up four runs. Most
people have a tendency to swing too early — just slow
down a little and you should hit most balls.

You can gain an idea of where the ball is going to be
pitched by watching the backstop. If his gloves move in a
particular direction then swing at the point the glove
moved to.

GLIDER RIDER

(Quicksilver)

To deactivate a laser, simply run into the nearest pylon. The
laser should now start to fire randomly into the air and give
you a chance to take off and destroy a reactor.
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THE EIDOLON

(Lucasfilm Games)

A fairly obvious tip this
one, but one that many
people fail to spot. On
the early levels always
collect all the jewels as |
at some stage of the
game you may come
across a level that
seems impossible. But
if you already have the
jewels just carry on to
the next level.

DANDY

(Electric Dreams)

Our final poke also comes from Cy Booker. Use it in just
the same way as the Avenger poke. If you think any of the
helping hands makes the game too easy then leave out the
offending line, but always keep the last line in. _
T G0V

108 REM MHDY N‘k

ROLAND IN THE
CAVES

(Amsoft)

An oldie but goodie here, reprinted because several people
have written in asking for it.

When the game starts, hold down the DOWN cursor key and
you should receive a hefty bonus and progress on to the next
level.

Next months issue
will have

MORE
AMTIX remews

AMTIPS tips
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Pair those registers for
more micro power

If you thought we learned quite a
lot last month, wait till you see
what we've got lined up for you
now!

Let's recap a little though.
We've learned that the Z80 has
several 8 bit registers — that is,
internal memory locations that
can hold one byte. We refer to
them by the letters, H, L, B,C, D, E

| and A.

We've also met quite a few in-
structions involving these regis-
ters.

For example:
LD rn

where r is one of the internal reg-
isters and n is a number in the
range O to 255. This allows us to
load a register with a number or
constant.

Also:
LD rx'

where ' is another of the regis-
ters. This allows us to transfer the
contents of one register to
another.

INCr

| increases the contents of a regis-
ter by one while:

DECr

decreases the contents of a regis-
ter by one.

So far these instructions work
for all registers. We did find,

. however, that some demanded the

use of the A register. For in-
stance, we could peek and poke
memory via the A register.

To poke we used:
LD (pq), A

Part VI of
MIKE BIBBY's
introduction to
machine code

and to peek:

LD A, (pq)

where pq is a two byte number
specifying an address in memo-
ry. These two instructions are re-
stricted to the A register only.
There's no such instruction as:

LD B, (pq)
for instance.

A similar restriction applies to
the ADD and SUB commands —
they only apply to the A register.

They appear as:
ADDA, r
and
SUBr

(Notice you don't have to specify
the A register for SUB. The micro
knows you're subtracting r from

A).

And you can also ADD or SUB
constants to or from the A regis-
ter,

So:
ADD A, n
SUBn

exist.

Lastly, we learned that increas-
ing the contents of a single byte
past 255 caused “the clock to start
again”.

That is:
255+1=>0
255+2=>1

Similarly:
0-1=>255
0-2=>254

We're really doing quite well
with single byte registers.
There's one difficulty though: the
numbers are too small. After all,
if we wanted to specify a part of the
graphics sereen, we could be deal-
ing with numbers well over 255.

We're used to handling bigger
numbers than can be held in a
single byte every time we specify
an address. All our addresses
take two bytes, as we've seen. For
example, &3000 consists of two
bytes — a hi byte (&30), followed
by a lo byte (&00). We've used
this every time we've used CALL.

This is the instruction that's
similar to a GOSUB — except we
follow it with the start of a ma-
chine code address, not a line
number.

The routine we call ClrText,
which clears the text screen, starts
at address &BB6C. Again, two
bytes — hi byte &BB, lo byte &6C.
When we translate the mnemon-
ics into hex though, the lo byte
comes before the hi byte.

CALL &BB6C
becomes:
CD6CEBB

So to handle things like ad-
dresses and numbers bigger than
255 we need two bytes. Single byte
registers, therefore, tend to be a bit
restrictive.
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To overcome this, the Z80 allows
us to pair our registers to give 16
bit registers:

H combines with L to give 16 bit register HL
B combines with C to give 16 bit register BC

D combines with E to give 16 bit register DE

This means we can do things
such as LD HL, &AAFF,

This will load the register pair
HL with the two byte, 16 bit num-
ber &AAFF. H will contain the hi
byte (&AA) and L will contain the
lo byte (&FF). That's how they get
their name: H for HIgh, and L for
LOw.

Let's prove it with Program 1.

So what are we up to? If you be-
lieve what I've said so far LD HL,
&AAFF will store &AAFF in the
register pair HL, The opcode for
this is 21.

address hex code anemonics
3868 21 FF AA LD HL LAAFF
a3 7 LD 4L
J8@4 32 F8 2F LD(L2FFE) A
Jea7 7C LD AH
3888 32 F9 2F LD(42FF9),A
%@ (9 RET
Program |

Notice that the value &AAFF,
like an address, is translated into
lo byte, hi byte form so LD HL,
&AAFF translates as 21 FF AA.

To sort out which holds the hi
byte, H or L, we then copy the con-
tents of the L register into A with
LD A, L and then poke the first
byte of Hexer's “workspace” with
LD (&2FF8), A.

To have a look at what's in the
H register, we LD A, H and poke it
into the next byte of workspace
with LD (&2FF9), A.

Then, of course, there's our
obligatory RET.

We're forced to do the transfers

to A, by the way, because we can't
poke the other registers into mem-
ory.

Incidentally, if you haven't al-
ready typed in our hex loader and
simple monitor Hexer from our
March 1987 issue, might I suggest
you do so now. These articles
have been written with it in
mind.

If you run Program 1 and ex-
amine the workspace afterwards,
you'll see that &2FF8 (where what
was in L was stored) contains
&FF, and &2FF9 (which holds
what was in H) contains &AA.

So it's proved, a 16 bit load
(that's what we call things like
LD HL, &AAFF) stores the hi byte
in H and the lo byte in L. Notice,
by the way, I've arranged for the
bytes to be stored in our workspace
in the standard lo byte, hi byte
form.

Program II should be familiar
from last month. It puts an aste-
risk on the screen.

address hex code anemonics
3888  CD oC BB CALL ClrText
J683 26 14 LD R ki4

. 3ee5 2EeC LD L,MBC
3887 CD 75 BB CALL PosTCur
Jeen  3E 2R LD A, 424
3@8C  CD 5A BB CALL Charfut
J08F L9 RET

Program li

We could replace the instruction

LD H and LD L (8 bit loads as they
are known) with a single 16 bit
LD HL as in Program III.

We still want to load H with
&14 and L with &0C. Remem-
bering that the hi byte goes in H
and the lo byte in L the instruction
we want is:

LD HL, &140C
which translates as:
210C14

in lo byte, hi byte fashion.

If you run it you'll see that Pro-
gram III does in fact place the
asterisk where we want it — col-
umn 20 (&14 in the H register)
row 12 (&0C in the L register).

~ address hex code mneaonics
3888 €D 4C BB CALL ClrText
3083 21 8C 14 LD HL,k140C
3986 CD 75 BB CALL PosTCur
3889  3E 2R LD A k28
_ 3@@8  CD 5A BB CALL CharQut
J8E L9 RET
Program [ll

We can load our other register
pairs with constants, as you can
see from Table 1. Program IV
uses a 16 bit load into the DE reg-
ister pair as well as into the HL
register pair.

aneagnics  opcodes
IDBC,en Bl
LD DE,an  flna
iDH.an 2na

Table 1:0pcodes for loading
register pairs with constants

It uses a routine called Gra-
fLine (&BBF6) to draw a line on
the graphics screen which we've
previously cleared with ClrGraf
(&BBDB). GrafLine uses register

pair DE to specify the X coordi-
nate, and register pair HL the Y
coordinate, of the line's endpoint.

Its starting point is, of course,
the last point visited by the graph-
ics cursor, as in Basic's DRAW
command. Since we've cleared
the screen, this will be at (0,0).

As you'll see from the listing,
our X coordinate is 639 (&27F)
and our Y coordinate 399 (&18F),
so CGrafLine will draw a line
from the bottom left to the top right
corner of the screen. Run it and
see,
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address hex code anemonics
 38em  CD DB BB [ALL ClrBraf
3883 11 7F 82 LD DE,&2TF
39Ba 21 BF @1 LD HL,MIBF -
3889 CD F BB CALL Grafline
e & "
Program IV

The return to Hexer (or Ready
message if you've called it from
Basic) will cause the line to scroll
off the screen. Can you alter Pro-
gram IV so that it waits for a key
before returning? You'll find the
Charln routine at &BB18 useful.

Now you've encountered Gra-
fLine, why not use it to draw some
pretty pictures? The routine cor-
rupts all the registers we've met
but the Amstrad's firmware, or
operating system, keeps track of
where the graphics cursor has
reached, so this needn't worry you
if you're simply plotting on from
where you've just reached.

You might find the routin Graf-
Move at &BBCO useful while
you're at it. This is the machine
code equivalent of Basic's MOVE,
with DE specifying the X coordi-
nate and HL the Y coordinate.

Again, our registers are corrupt-
ed.

“address hex code anEsonics
3888  CD DB BB CALL Clrbraf
3883 16 B2 LD D, kB2
3885  IE7F LD E,&7F
887 258 LD H, k81
T 2k BF LD L,k6F
3888 CD F5 BB [EALL Srafline
_eee  C9 RET
Program V

Incidentally if we'd loaded H,
L, D and E separately our code
would appear as in Program V.

Admittedly, the code is only two
bytes longer in this version. How-
ever Program IV is easier to read,
and by loading DE and HL direct-
ly conveys the idea of coordinates
better. In machine code every im-
provement in clarity, no matter
how slight, is an advantage.

Take a look at Program VI. It
uses several routines we haven't
encountered yet.

What we're doing here is to
create a text window, then clear
that window to PAPER 3, which is
red, providing we're still in our
default colours in Mode 1 (the way
the Amstrad is at switch-on).

TextWin (&BB66) allows you to
create a text window. H and D

contain the two text column num-
bers that you want the window to
be between, while L and E contain
the rows. It also corrupts all our
registers.

In the above case our window is
between columns 10 (&0A) and
30 (&1E). and rows 10 (&0A) and
16 (&10). It will also be window
#0, since we haven't specified
any other stream.

We also use the routine SetPa-
per (&BB96) to set the text back-
ground colour. A must contain a
legal ink number for the mode
you're in, and both it and HL are
corrupted by the routine.

address hex code sneaonice
3888  CD &C BB CALL ClrText
883 2 B LD K, kB
3883 16 1E LD D.&IE
3887 2E8R LD L.keA
889 IE1B LD E.L1B
3888 CD 66 BB CALL TextMin
JBGE  3E B3 LD ALES
3818 CD 9 BB CALL SetPaper
3813  CD 6C BB CALL ClrText
J8t6 €9 REE
ProgramVI|
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Notice that we then call ClrText
again to clear the window to the
paper colour.

The Basic equivalent of the pro-
cess would be:

ETEE S
28 WINDO u,se.u,w |
3B PAPER 3 '
ans

In Program VI I've loaded H,L
and D,E separately — no 16 bit
loads here! To prove just how good
you are becoming at machine
code, I want you to convert it so
you load HL and DE with 16 bit
loads. That is, get rid of those four
single register loads.

And while you're at it, that win-
dow is an awkward size — when
you use the Examine Code option
in Hexer it won't quite fit will it?
So you can adjust the window size
as well.

So far we've concentrated on
loading our register pairs with
constants. OQur instructions have
been in the form:

LD rr,an

where rr is the register pair and
mn is the two byte constant to be
loaded, m the hi byte and n the lo

byte.

There are lots more things we
can do with the register pairs, but
for the moment we'll learn how to
use them to peek and poke into
memory.

So far we've done our peeking
and poking into memory 8 bits at
a time via the A register.

The instructions were:
LD A,(pq)
and
LD (pq),A
Notice the brackets around the

pq. These show that we're con-
cerned with the contents of the
memory location specified, pq.

Using register pairs, however,
we can manage to peek and poke
two bytes, that's 16 bits at a time —
ideal for handling big numbers
and addresses.

To poke, or more accurately,
load in to memory, we can use in-
structions of the form:

LD (pg), rr

where pq is the memory location
we want to poke into, p being the
hi byte and q the lo and rr is one
of the register pairs BC, DE, HL.

Table II gives the opcodes. For
the first time we're dealing with
two byte opcodes, so together with
the address, an instruction such
as:

LD (&3000), BC

will take four bytes in all to speci-
fy.

sneaonics opcodes
LD {pg),BL D 43qp
LD (pg),DE ED 53 qgp
LD (pg) KL ED&3gp
LD (pg) HL 22 q0p

Table II: Opcodes for 16 bit "pokes"

You might have seen that there
are two versions of:

LD (pg),HL

one of which has a single byte op-
code — that's the one we'll use for
preference.

Fine, we know the opcodes, but
what exactly do they do? Well,
since we're loading two bytes into
memory from the register pair,
we'll naturally have to load them
into two separate memory loca-
tions.

If the instructions were:
LD (&3000),HL

the effect would be to load &3000
with the contents of L and &3001
(the next memory location up)
with the contents of H.

Notice it goes into memory lo
byte (L) followed by hi byte (H) —
very convenient. To put it more
formally,

LD (pg),rr
causes
(pq) <==rrlobyte
(pq+1) <==rrhibyte
where the arrows mean is loaded
with.

Think about it! pg+1 is the next
memory location after pq. Both pq
and pg+l are in brackets since
it's their contents we're chang-
ing, not the number pq or anyth-
ing weird!

A bit of practical work should
make this clear:

address hex code mnesonics
3808 21 34 12 LD HL, k1234
3083 22 FB 2F LD (%2FFB),HL

3p8e (9 RET
Program Vil

Program VII simply loads regis-
ter pair HL with &1234, and then
pokes the contents of HL into the

memory locations starting at
&2FF8, Hexer's workspace.

Run the program and then ex-
amine memory from &2FF8. You
should see that &34 (the contents
of L) is stored in &2FF8 and &12
(the contents of H) is stored in
&2FF9.

Ring the changes in the pro-
gram by loading the other register
pairs — BC,DE — with constants
and then poking them into the
workspace. As you'll see, poking
with register pairs stores their
contents in lo byte, hi byte order in
two adjacent memory locations —
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the one specified and the next
higher up in memory.

We can also peek memory us-
ing the register pairs:
LD HL, (&3000)
would place the contents of memo-
ry location &3000 in the L register
and the contents of &3001 in the H

register (notice the hi byte, lo byte
order in memory yet again).

We have the brackets around
the address to show that we're
dealing with the contents of mem-
ory. After all, if we left them out
we'd have:

LD HL,&3000

which is just a straightforward 16
bit load, which will load the con-
stant &3000 into the HL registers.
H will then contain &30 and L
will contain &00:

LD HL, (&3000)

on the other hand is our peeking
instruction. After this instruc-
tion, what's in H and L will de-
pend on the contents of memory
locations &3000 and &3001.

If you like, in Basic,
LD HL, &3000
would translate to:
L =&00
H = &30
whereas:
LD HL, (&3000)
would be:
L = PEEK (&3000)

H = PEEK (&3001)

Our general description of 16 bit
"peeking" with register pairs BC,
DE, HL is:

LD rr, (pq)
which causes:
rrlo <== (pq)
1T hi <== (pq+1)

Table III contains the opcodes.
We've got four byte instructions
again, save for the “duplicate” in-
volving HL. The reason for the
extra, shorter instruction involv-
ing HL is that this tends to be our
favourite and most frequently
used register pair, in much the
same way as A is among our 8 bit
registers.

Table lll: 16 bit peeks with
register pairs

At this stage in the game itis a
little awkward giving you a de-
cent example of a 16 bit peek —
though believe me they're very
useful instructions. Anyway Pro-
gram VIII gives a rather con-
trived example.

address hex code enesonics

3088 24 B8 38 LD HL,(83008)

W nFIF LD
3

Program VIl

All this does is to copy the first
two bytes of our program (which
starts at &3000) into Hexer's
workspace at &2FF8.

LD HL, (&3000)

puts the contents of &3000 into L,
and the contents of &3001 into H.

QOur next instruction:
LD (&2FF8), HL.

is the poke instruction we've al-
ready met and puts the contents of
HL into workspace, lo byte first.

When you now examine the
workspace (from &2FF8 on-
wards), you should find the first
two bytes are:

2A 00

corresponding to the first two
bytes of our program (stored at
&3000 onwards).

Try rewriting the program us-
ing the other register pairs we've
met to peek and poke with.

Well, that's plenty for this
month. A final point — you can't
combine any two single registers
to give a register pair. There isn't
a register pair HB, for instance,
even if there's such a pencil!

And that word “combine” is im-
portant, too. The register pair HL,
for example, isn't independent of
changes you make to the single
registers H and L. A change in
either will affect the value of the
two byte constant or address in
HL.
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Ten liners is a new feature intended to con-
tain short simple programs sent in by our
readers. The routine can be anything you
want — utilities, mathematical listings,
graphics demonstrations. All are welcome
here.

The only requirement is that they're no
longer than 10 lines, so it's a real brain tea-
ser.

Ten lines may not seem a lot, but it is sur-
prising what you can do with them, plus a
little imagination. Just to whet your appetite,
here are some contributions from our editori-
al office.

So come on, get your thinking caps on.
Wel'll pay $25 for the submission we consider
the best, and $12.50 for any others we publish.

You'll stand a better chance of getting your
masterpiece in print if you send it in on tape
or disc, but make sure you include a stamped

_ elswh i

gzeagoizgle this monthei": ze:zi1 th_e
o .rac'tals and the Pro s
L0 with it allowg You to o
! own designg. G
nput certain figure ol
IS a pattern kn -

delbrot gef, "' @5 the Man.

Here's Rolang Wallﬂove's

Version of i
3 - t a :
effect in just 10 lﬁ:e?cular little

Ball control

HERE lan Sharpe has provided the big-

gest bongiest bouncing ball (complete

with shadow) that you've ever seen on an

Amstrad.

in certain regis-
chip, the
is made to move

e background ink
ars to rebound

By altering t,he_values
ters zf the video display control

entire screen window
about. With the sam
and border, the ball appe
from the sides of the tube.

Type it in, and amaze you friends.
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Increasing
workspace

MANY expansion roms have a com-
mand to switch themselves and other
roms off. This is useful if commer-
cial softwaree wants to use the rom's
workspace and the rom itself is not
required.

If you aren't lucky enough to have
arom with such a command this pro-
gram from Ian will do the job on any
CPC. With the machine code in-
stalled enter:

CALL &e000,a,b,c

where a,b,c and so on are roms you
want to leave on, for instance rom
number seven — the disc rom. Basic
will be reinitialised with only the se-
lected roms in action.

Be careful, as any program in
memory will be lost. CALL &A000
by itself will leave no active expan-
sion roms at all and the sme HIMEM
as a bare CPC464.

Y G9FFFIFOR §8A000 TO

,CISTSHOINEXT
RRORIILT (LIST

Faster disc
drives

TIAN'S third program will speed your
disc drive up by 5 to 12 per cent. A short
machine code routine peeks into the disc
rom to find where the parameters con-
trolling the step rate, motor start up, and
switch-off delays are stored.

The default values are 12 miliseconds,
50*1/50 second and 250%1/60 second re-
spectively. You can alter these with the
CP/M 2.2. Stetuputility and now with
this, from Amsodo.

Here the values are set to 11,40 and 200
which are still reliable. Some drives are
happy with a step rate of 10 which will
improve speed by nearly 20 per cent on
some files.

'txxx\x\\\\\x\uxxx\' NINNSOOOINNNXY,

out. ...

Don't miss

Business
Contents

DA A A A A A A A A A A M A R A A R AR W R R A A AR AT AT

When you want to keep
up with the latest
information on
Amstrads

you ean't afford to miss an
issue. Sulbscribe now for
only $45. Don't miss out.

Post the subsecription
order form in the
centre of this
issue.

NN NN NNNN N NNN N NNNN NN NN N NN

Sending your work to a profession-
al typesetter can pose problems.
But WordStar has the answer —

if it's used correctly.

Locoscript or CP/M output. This
Software from Digital puts eight of
them at your fingertips.

: :
e s At o

Need a spelling checker for your
Locoscript files? This package
should suite your needs.
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TYPE SANS TEARS

Articles in recent issues of Computing with the Am-
strad showed you how it is entirely possible to type-
set from an Ascii file generated by LocoScript.
However, this approach has one disadvantage — the
creation of an Ascii file strips from the text all the
control characters originally put there to indicate

the different typestyles to be used.

As a result, it's necessary to
send to the typesetters, along with
the text on dise, hard copy of the
material to indicate where these
changes should occur.

Such a procedure means that the
typesetting company has to
“intervene” to make

word processing program in the
world, and is available for virtu-
ally all MSDos and CP/M com-
puters, so the process described
here is equally applicable to the
Amstrad PC1512. In fact, once

that goes with the package.

Pocket WordStar is entirely ca-
pable of utilising all the functions
of the PCW standard printer (with
the exception of true proportional
spacing in fully justified text,

which is normally

those changes,
which takes time,
and therefore costs
money. If you are
producing typeset-
ting work on the
PCW regularly and
you're prepared to go
to a typesetting com-
pany equipped with
the relevant soft-
ware — TypeSet
from Wordsmiths
— you can short cir-
cuit that interven-
tion.

You can produce a
file which can be

Having files

typeset commercially
can pose many
tricky problems.
Richard Elen
explains the
WordStar solution

handled by introducing
extra space characters
between words), or any
Epson-compatible.

It will also handle a
number of daisywheel
and other printers if you
use the supplied Install
program to configure the
system before you make
up your work disc.

LocoScript files can be
used in a similar fash-
ijon to that discussed
here, but Wordsmiths
recommend the use of
WordStar wherever pos-
sible, as it is more amen-
able to direct setting.

typeset directly, with
you specifying the
faces, sizes, position of text, in
fact all the parameters that affect
the final appearance.

All this for the cost of one piece
of Amstrad software — Word-
Star. It's available from many
dealers who supply the PCW sys-
tem, and generally costs around
$175.

It is the single most popular

you've set up the program on ei-
ther machine, the procedure for
using it is identical.

WordStar for the PCW is a
slimline version called Pocket
WordStar, leaving out some of the
more sophisticated functions
available on the MSDos version.
But it does include mail merge fa-
cilities, and you can also obtain
SpellStar, the spelling checker

This is partially because
of the way LocoSeript stores type-
face specification data in the file.
New World, which is compati-
ble with WordStar files and is
available for the Amstrad, can
also be used for typesetting, and it
has certain advantages, for ex-
ample, showing underscored and
bold areas of text. However, it has
been known to suffer problems
with large files on full discs.
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Figure I: The word-processed text including typesetting commands

WordStar is available on so
many machines that the setter
doesn't need to own an Amstrad to
use a file generated on one. It's a
simple matter to convert the file
from one disc format to another.
In WordStar a file contains the
words of the text, with the highbit
set on the last Ascii character of
every word. Changes of typestyle
are embedded in the text by means
of control codes, and are often tog-
gles. For instance, AS in the text
(meaning Control+S) indicates a
change to underscore mode
(usually interpreted as italic by

the typesetter). The same charac-

ter indicates a return from under-

score mode to whatever the style
was before.

It is entered into the text by
pressing f6, or Alt+P then S. The
latter is the general form of enter-
ing a print command in Word-
Star — Alt+P followed by another
letter, such as S for underscore, B
for bold, and so on.

The multiple spaces which pad
out the text for justification are ig-
nored by the setter, as are line
spacings except in special cases.

. How to make a cub of o8

ctothe

id
An abso'-utaiv faolproof gun ind eas\"“"

forgotten art of brewing U ..
S. : .
o kettie © e ke nia wsr.h freshw
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Figure II: The typeset result
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WordStar is very easy to use if
you are already used to Loco-
Seript. Depending on your exper-
tise with word processing, it will

take you between a
couple of hours and a
couple of days to be-
come familiar with
the new addition to
your software li-
brary. Once you've
learned WordStar
you can use the same
program with ease on
a multitude of other
machines.

It should be remem-
bered,

of course, that in sav-
ing time and money
at the typesetters, you
are also taking on an
added responsibility,
in that any errors
that occur are yours.

Correcting those er-
rors can cost more
than the original set-
ting. It's therefore
important to get the
hang of typesetting,
and to practice on
small jobs to begin
with to avoid expen-
sive mistakes.

To my knowledge,
there is currently
only one fully imple-
mented direct con-
version typesetting
system designed to
work with WordStar
files, and that's
TypeSet from
Wordsmiths Type-
setting. Wordsmiths
was one of the origi-
nators of typesetting
from computers in
the UK, and its sys-
tem is quite widely

used.

The firm can advise you on
a convenient typesetting company
using the system, or can accept

material on disc or via a modem.

You should also obtain from
Wordsmiths the TypeSet booklet,
which explaing all the instruec-
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tions and commands that must
be inserted into the WordStar
text file, and how to construct a
specification form to accompany
your file.

This indicates to the setters all
the fundamental typesetting par-
ameters you want to use.

You call those parameters into
action by means of embedded
characters in your file.

Also you get a chart demon-
strating the various faces avail-
able from your typesetters.

There are fundamental differ-
ences between the normal output
from a word processor or a type-
writer, and typeset text in a book
or a magazine. For a start,
many word processors, includ-
ing WordStar, and most type-
writers, use monospaced typefac-
es in which every character
| takes up the same width on the

| paper.

Typesetting, on the other hand,
uses proportional spacing. Ex-
amine the text on this page and
| compare the amount of space tak-
en up by an i and an m, for in-
| stance.
| A word processor also limits
| the number of type styles you can
' use. You may have some varia-
. tion on a modern dot matrix
| printer, with about two or three
basic faces, and the capability to
use underlining, boldface, ex-
panded and perhaps italic ver-
sions. You may even be able to
use a couple of different sizes.

In typesetting there are literal-
ly thousands of faces at your dis-
posal, and a wide range of sizes.
That welter of possibilities can
be confusing to begin with, as
can the apparent complexity of
the way in which typesetting in-
formation is specified.

In addition, some things that
work on a typewriter or word pro-
cessor don't necessarily look
that good when typeset, for in-

stance a title in capital letters. In
typesetting, you would probably

‘use a different typeface, in bold,

and a larger size.

Fundamentally, there are two
parts to using TypeSet, the speci-
fication form and the embedded
commands.

Figure 1 shows just how simple
typesetting from WordStar can
be. It is taken from the Typeset
booklet and describes a simple,
yet essential process. It shows
some of the commands and spe-
cial character combinations that
instruct the typesetter to use dif-
ferent specifications. Alongside
in Figure 11, is an example of
how it might look when typeset.

You'll notice from the word pro-
cessor file that two types of com-
mands are embedded in it. There
are the regular WordStar ones,
like ASitalicAS and ~"Bbold”B,
which are used in exactly the
same way by TypeSet as they are
by WordStar. But there are also
some other commands which re-
late to parameters determined in
the specification sheet.

Up to seven completely different
type specifications can be used in
each file. They can be called by a
number embedded in the text
(like *F1 and *F2) but it's a good
deal more understandable to use
a name such as /heading/ and /
text/. Each format covers every
aspect of typesetting.

Within each format, you can
determine:

* The line-length in picas (1/6in)
and points (1/72in).

* The name of the normal font —
used when a new format is
called, or if the control character
AN ig placed in the text.

* The type size in points.

* The line spacing.

* The justification mode (left,
right, centre or both).

* Alternate font specs, which en-
able you to call up a different

face, size, line spacing and/or
justification mode within the for-
mat, just by entering ~A in your
text.

Then you include on the form
what face is to be used when the
“underscore” (italic) instruction
(AS) is encountered, and the
same for bold (*B) and bold italic
(A"BAS of course).

There are also other aspects of a
format which can handle the use
of non-proportional faces, for in-
stance if you are using the sys-
tem to set a computer manual and
wish to represent on-screen re-
sponses or command lines in a
non-proportional face, and meth-
ods of handling subscripts and
superscripts (with the toggles AV
and AT respectively).

Once the formats have been
specified, you go on to define any
special character codes or rules
used in the file. In the example
above we would have defined a
line of = characters to produce
one thickness of line (a “rule”)
across the width of the column,
and a line of hyphens to represent
a thinner rule.

You can also change the stan-
dard defaults, which determine,
for example, the depth of a para-
graph indent.

Then you come to special in-
structions which must be handled
with care, as they represent a
good deal of typesetting
“intercode” (a programming
language used by the typesetting
system) in just a couple of unique
character combinations. In the
example above we would have de-
fined >> to mean “indent the text
by so many picas”, while <<
would mean “cancel the previous
indent”.

Special instructions can do
more or less anything, and are
best discussed with the typesetter
first. For instance, you may
want to set a “bullet” list, with text
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indented from the left, and each
paragraph preceded by a blob. A
simple method would be to define
a special instruction, or tag —
let's call it [blob] — to do the work
for you.

In intercode, [blob] might trans-
late into something quite bizarre,
like {z ql i01 p51 z gl i 1.61}.ee°
You may not need to know that,
but your typesetter will need to
know what you can expect to hap-
pen. (Intercode can in fact be en-
tered directly in the text if you
wish, but it is understandably
complex, although it may be
something you wish to use eventu-
ally.)

Finally, you detail the various
modes of operation you require for
certain aspects of the conversion.
A good example here is quotes.
You can embed them in your text
in three ways, and must indicate
which your file uses.

Most word processors do not of-
fer true opening and closing
quotes and double quotes, so con-
ventions must be established as to
what you put in your file to gener-
ate them.

Wordsmiths recommend you
use the grave accent to open
quotes, and the standard apos-
trophe to close them, using them
twice for double-quotes. Alterna-
tively, you can use “typewriter”
mode, with " or ' at each end of the
quoted word or phrase.

TypeSet deals with them
“intelligently”, and converts
them to the correct opening or
closing characters, but there are
difficulties with abbreviations
like ’86 and 'phone.

The third option is the ISO stan-
dard, which requires entry in the
file of " to open quotes and ' to
close them (just to confuse you).
You use them twice for double
quotes.

Another conversion specifica-
tion is that of paragraph breaks.

The file can contain blank lines
between paragraphs (journalistic
style), or you can use WordStar's
standard paragraph indent to
generate a typeset paragraph in-
dentation.

Assuming you're using book
mode (for normal setting) rather
than manual mode (for setting
documentation), you can generate
fractions like this: '33AY1/3AY%'
will come out as "33 1/3%'.

Special conventions exist in
TypeSet to cover the indentation of
whole paragraphs. At the front of
the file you determine the type of
indent you want — left, right or
both — and how many picas the
indent is to be.

Typically, you might enter
*IL*12 to indent left by two picas.

But nothing actually happens
until you call the indent by in-
cluding the characters -> (hyphen
followed by greater-than, form-
ing a right arrow) in the file. You
cancel the indent by entering <-
and the indent type and amount
can be changed at any time with
further *I instructions.

If you intend to print out your
file before sending it for setting —
a good idea, as you should check,
for instance, that toggles have
been turned on and off properly,
otherwise you may end up with
half your text in bold italic be-
cause you used "B at the start of a
phrase and AS by mistake at the
end — you may need to be able to
display the typesetting instruc-
tions.

Embedded control characters
will usually cause an effect, rath-
er than being visible, but you can
make them print by turning off
WordStar's formatting during
the print setup sequence.

Tags and format names can be
suppressed in normal printouts by
preceding them with two dots and
placing them on their own line —
this is WordStar's method of in-

com-

dicating mnon-printing
ments.

Again, they can be seen by de-
feating the page formatting.

On the subject of page format-
ting, remember that WordStar's
centring command does not work

in typesetting, you use *JC
(justify centre) instead.

But forced page breaks in Word-
Star (using the command .pa) do
have an effect in that they cause a
half-inch gap to be left in the set-
ting, making it easier to identify
blocks of text when it comes to lay-
ing out the setting and pasting it
up as camera-ready artwork.

Alternatively, .pa can be used
with a pagination program at the
setters to force the end of a page, as
in WordStar, which can also per-
form the setting of running heads
and page numbers.

The fundamental point about
TypeSet is that it is a method of
conversion at the typesetters —
you need no extra software (other
than WordStar itself) or hard-
ware to include control characters
(all of which, incidentally, are
entered into the file as print com-
mands, by pressing Alt+P fol-
lowed by the letter).

So, to produce AY, you type
Alt+PY) ¢e®e e+ or names, for-
mats and special instructions.
You do, however, need to learn
what they do. Luckily, this is rel-
atively easy.

Once you have grapsed the tech-
nique — and most importantly,
once you begin to think typograph-
ically — you are well on the way
to being able to orgininate text
files complete with all the infor-
mation needed to typeset them di-
rectly, to your specifications.

It's cheaper, it gives you more
control, and the results are excel-
lent.
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JUST YOUR TYPE?

Niels Reynolds inspects a package which claims to

Supertype is a package offering
PCW users a choice of eight type-
faces which may be used in ei-
ther LocoScript or CP/M. As
such, it could prove useful for a
wide range of applications.

To set up Supertype you have to
copy the relevant parts of CP/M
and the program disc on to a
common working disc. The pro-
cedure is relatively straightfor-
ward, though the instructions
may be slightly confusing to us-
ers new to such things.

This mild rebuke is aimed at
the accompanying booklet, as
there must be many PCW owners
who have come to the machine
via the typewriter rather than the
home micro and who have little
or no knowledge of CP/M.

Digita has set the instruction
booklet using a dot matrix print-
er, but strangely not using one of
their own types.

On loading the
working disc you are
offered a choice of the
eight type faces, or
fonts as they are
known in the trade.
They are Businessl-4
(all sans serif), Old
English, Outline,
Vaudeville (a style
with a 1920s feel to it)
and Stencil.

Having made your
selection you install
the type face on a disc,
specifying whether it
is LocoScript or CP/M
— a simple enough
procedure.

After selecting, say,
Stencil, and choosing
a LocoScript disc, any

Program: Supertype
Price: $49.95

document. on the disc will now
print out in Stencil. However,
having selected a particular font,
the instructions don't tell you how
to reselect the original LocoScript
typeface.

The pack reads: “Simply install
Supertype on your current work
disc and choose from any of these
eight fonts”. This suggested to me
that, while working on a docu-
ment within LocoScript, any or
all of the styles can be selected.

This is not the case, only one
style can be used at any one time
and cannot be mixed within the
dise, let alone a specific docu-
ment.

This is further

impression

backed by an illustration on the
packaging that shows a printer
rolling out a printed sheet with all
eight type faces displayed. This is
just not possible.

To change type faces you must
finish editing, replace the work
disc with Supertype, call up the re-
quired font and install it on the
wortk disc. Once familiar with the
procedure this takes three or four
minutes, which though not a long
time in itself, can be annoying.

I have said that there is no ex-
planation in the manual as to how
the original LocoScript style can
be recalled. If there are only a few
doucments on the affected disc,
they can be moved (f4) to another
disc through drive M.

If you feel this is too risky, or
there are too many documents to
move, there is another way. Re-
turn to the management screen
with the Supertype font installed
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and call up hidden files (f8).

Erase (f6) then file MA-
TRIX.STD in group A. Then,
changing to the original Loco-
Script system disc, or preferably
a backup if you have one, copy
(f3) file MATRIX.STD to drive
M, then move it to group A of the
previous work disc.

Digita warns that the system is
designed to work under propor-
tional spacing. Too true. Some of
the letter spacing in other pitch
sizes is awful, especially those
involving i and I.

It is claimed that all printer
modes are supported — Enlarged,
bold emphasised, italic, propor-
tional and so on. Yet pitch sizes
15 and 17 are not supported and,
because of the letter spacing prob-
lems, pitch sizes 12 and 10 can be-

come awkward to read.

Although some fonts are worse
than others in this respect, to my
mind that makes them unusable
in those particular pitch sizes.
However, there are none of these
problems if proportional spacing
is used — even if italicised or en-
larged — although some letters
may fill in when used in bold.

Despite these compalints, I
liked Supertype and could imag-
ine using it for various applica-
tions — club newsletters, college
magazines, whatever.

I must admit for day-to-day use
I would stick to LocoScript, but
would enjoy having Supertype
around just for the choice.

Digita's packaging and adver-
tisements suggest that Supertype
is rather more versatile and sim-

pler to use than it acutally is, and
having read all the blurb, my ex-
pectations were perhaps set too
high. This is a shame, as Super-
type has a lot to offer for the price.
The additional hype is totally un-
necessary.

I think people may well buy this
package on the strength of Digi-
ta's rather loose sales pitch and
could possibly be disappointed. I
for one would happily buy Super-
type on its own merits.

Digita has just announced an
upgrade to this package, which as
well as including several pitch,
style and proportional spacing
improvements, makes the soft-
ware compatible with LocoSpell
and LocoMail, and provides a re-
designed Business 1 font for use
with SuperCalc.

e—
PRODUCE PICTURES LIKE THESE IN "MINUTES"

USING A DMP2000 PRINTER AND THE

DART SCANNER

A remarkable new image scanning system which

enables you to recreate & store pictures, documents,
drawings, photographs etc.

Mo camera or video source needed
Simply feed your original into DMP2000
printer (does not affect normal printing
operations)

* Compatible with AMX Pagemaker
and any light pen or mouse which works
with standard screen formnat

For all CPC computers

Features:

Scan - Magnification x1, x2, x3, x6

Print - Full Sze/Half Ske, Load & Save fo
Tope or Disc, Area Copy, Scrolling Window,
Zoom Edit, Box/Blank, Clear Areq, Add Text,
Hip Screen, On screen Menu,

Applcations:
Advertising/Artwork, Letterheads/Logo's,
Newsletters & Leaflefs, Games Screens.

STRATEGY SOFTWARE
Telephone: (002) 29 4377

Please use order form on centre page

Package Comprises:
Scanner head, Interface,
Software on Cassette or Disc

$195.00

CAT # 4521 (inc. P & P)

PO. Box 11
Blackmans Bay
Tasmania 7152
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SPELL

Unless you're an expert
proofreader and a perfect
typist, you'll certainly bene-
fit from using a spelling
checker. LocoSpell is the of-
| ficial, Amstrad-approved
checker for LocoScript.

To use it you must prepare a
start-of-day disc and the method
is fully described in the clear and
comprehensive manual,

Your start-of-day disc, if you
are using the PCW8256, will have
to contain the LocoScript software,
your PHRASES.STD and TEM-
PLATE.STD files, the LocoSpell
software and the 32,000 word
dictionary.

Everything you need is pro-
vided and takes up the whole
of a 3in disc. Indeed, you
may not have room for all
your templates. With an
8512, or a second drive, the
dictionary can be on a disc in
drive B.

When you boot, the diction-
ary, whether on the start-of-
day disc or in drive B, is cop-
ied to drive M. The 77,000
word dictionary, supplied on
the reverse side of the soft-
ware disc and requiring
158K, is only available for
use in this way with the 8512,

You will find it easy to use
LocoSpell. Pressing f7 pro-
vides an expanded menu
with the additional options
shown in Figure I.

Choose either of the first two
options for a spelling check of the

IT

Michael Sterne

reviews a spell

checker with
the

whole or part (a very useful facili-
ty) of the document currently be-
ing edited and displayed on the
screen.

As usual, you can choose the op-
tion either by using the cursor
keys or by typing the code repre-
sented by the capital letter.

When the program encounters a

The Print seny
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word it doesn't recognise, the
menu shown in Figure II is dis-
played, showing the word and a
suggested replacement.

This feature applies most fre-
quently to the correction of typing
errors or minor mistakes where
the word typed is reasonably sim-
ilar to the correct word: It is a con-
siderable convenience.

Marking the word as correct
places the code “SiC” in contact
with it so that the checker will ac-
cept it, even if it is not in the dic-
tionary. You can also place the
code from the set menu or by us-
ing the set key and the alternative
LS
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Consulting the dictionary ac-
cesses 18 words at a time — you
move the menu to the appropriate
section by entering a word or
some initial letters at the head of
the menu.

You can look up a word while
you are editing by typing all or
part of it and choosing the single
word option from the Modes
menu. A single key-press then
inserts the word.

The program has a facility for
creating and amending user dic-
tionaries. You choose the final op-
tion to store an unrecognised
word in a specially created dic-
tionary from which it will be rec-
ognised from then on: It is not
saved permanently until the com-
pletion of the check.

The final menu gives a word
count, an analysis of the spelling
check and the option of updating

the user dictionary.

You can amend user dictionar-
ies but not system ones. And al-
though you can add a user diction-
ary to a system dictionary you
can then no longer amend it.

All user dictionaries use the
same file name and extension so
that the only way of distinguish-
ing between them is by their loca-
tion in different groups — which
can cause complications.

As the manual indicates, by rec-
ommending an upgrade, the 8256
is not really suitable for Loco-
Spell. The software uses 34k of
drive M and the dictionary anoth-
er 68k so that “disc/drive full”
messages abound and you will
have to erase and move files in
many cases to get LocoSpell to
work.

The major advantage of a resi-
dent spelling checker is simplici-

ty and with LocoSpell the docu-
ment is checked on the screen
with three keystrokes.

It also has some very conven-
ient features, but shares with Lo-
coScript the problem of slow scrol-
ling (and is excruciatingly slow
using the dictionary on disc).

I found with documents longer
than about 15k that my CP/M-
based spelling checker was
quicker, even taking into account
the time needed to boot CP/M and
the program. The time spent in
erasing files to free drive M
would accentuate this.

If you have a PCW8256, Loco-
Spell is probably not the most suit-
able spelling checker for you un-
less you're planning an upgrade.
With the 8512 you'll find it easy to
use and well worth buying, though
more expensive than some.

Figure II: The misspelling and its suggested replacement
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number 5 in register C and Ascii
value for the character is sent to
the logical LST: device — nor-
mally the Amstrad's Centronics
printer port. Again no checks are
made for keyboard input.

Direct Console I/O is where
things start getting a bit compli-
cated. This function can be used
to let us check the keyboard to see
whether a character has been
typed, intput a character from the
keyboard or print one of the
screen. In all cases we must call
it with function number 6 in reg-
ister C.

If we wish to print a character
on the screen we must also put the
Ascil code for the character into
register E, just as for the normal
Console Output function. Howev-
er this one does not check for
pause or abort commands from
the keyboard.

To read from the keyboard we
must call the function with the
value &FFin register E. It then
checks to see whether a character
has been typed on the keyboard,
and if so it returns it in register
A, just like the normal Console
input.

However if there is not a char-
acter ready it also returns imme-
diately, but this time has the value
00 — an Ascii null character — in
register A. Unlike the normal
Console Input this does not wait
until a character has been typed
before returning.

This function is extremely use-
ful if we wish to check for input
occasionally — for example, an
abort command — while doing
something else. If we used the
normal Console Input for this our
main program would stop until
someone pressed a key.

Get IOBYTE requires only the
function number in register C,
and returns the current value of
the OIBYTE bit field in register
A. This is a particularly useless

function as the IOBYTE is al-
ways found at address 3 of the
SPA in any CP/M system we
might as well just get it direct
with an instruction such as:

*

which is all the BDOS does any-
way, without going through the
rigmarole of a function call. The
fuction was originally provided
for compatability with early ver-
sions of CP/M which did not sup-
port the IOBYTE concept, but now-
adays it is redundant.

Set IOBYTE is the companion
function to the previous one, and
is equally useless. Again it can
be replaced simply by a single in-
struction such as:

1d (0003h),e

If you really do want to use it
you need function number 8 in
register C and the new pattern for
the IOBYTE in register E. It re-
turns nothing.

Print String is extremely use-
ful and requires function number
9 in register C and the memory
address of a string of characters
in register pair DE.

It takes a string of Ascii char-
acters starting at address DE and
terminated with a $ character,
and prints the string on the logi-
cal CON: device, which is nor-
mally the Amstrad’s screen.

As it works internally by call-
ing Concole Output for each char-
acter to be printed it obeys the
same rules— typing Ctrl+S will
pause the output, Ctrl+C will then
abort and any other key will re-
start the output. If the Ctrl+P tog-
gle has previously been set the
string is also sent to the LST: de-
vice.

Read Console Buffer requires
function number 10 in register C
and the memory address in reg-

ister pair DE of an input buffer.
The layout of this buffer is shown
in Figure 1.

This function lets us unput a
string of characters from the key-
board, complete with line editing
facilities like those available on
CCP command lines. on an Am-
strad these are as shown in Table
1.

We must have previously ini-
tialised the first byte of the buffer
with a wvalue for its masimum
size, which is the maximum
number of characters we are go-
ing to allow the person running
the program to type at the key-
board before we cut him or her off.
This can be any number between
1 and 255.

The function will return either
when the buffer has filled to the
size we have specified or before
that if Enter in pressed to show
end of input. When the function
returns CP/M has worked out the
length of the string which was
typed in and has put this number
into the second byte of the buffer.

Get Console Status requires
function number 11 in register C,
and returns a value in register A.
If the value is 00 no character has
been typed since the last character
was read. If the value is &FF a
new character has been typed and
is waiting to be read.

The function is another pretty
useless one. If you remember Di-
rect Console I/O will scan the
keyboard and return not only the
status but also the character if one
is waiting. This is quicker and
easier than calling this function
to check the status, and then hav-
ing to check the value reutrned
and call another function to actu-
ally read the character if one is
ready.

Return Version Number re-
quires function number 12 in reg-
ister C, and returns values in
registers H and L which specify
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the version of CP/M present on the
machine.

This allows programs to work
out exactly what facilities and
functions are available to them on
different machines which may be
running different versions of CP/
M.

Older versions such as 1.4 and
2.0 do not have as many BDOS
functions as we so with version
2.2, and some common functions
work slightly differently.

Similarly newer or more pow-
erful versions such as 3.0 (CP/M
Plus) and MP/M (the multi-user
system version of CP/M) can do
many things which we can't.
| If register H returns with a val-
| ue of 01, then we are in an MP/M
system. Otherwise register H will
contain 00 to signify normal CP/
M. In this case register L will
contain 00 for versions before 2.0,
and values of &20 or higher for
newer versions. So our CP/M ver-
sion 2.2 will return a value of 00
in register H together with &22 in
the L register.

Table 1: Read Console Buffer line editing facilities

{DE}: +0 +1 +2 +3 +4 +5 ., itmax+?2

max num chi ch2 ch3 chd P 2?
max = maximum number of characters to be read.
~ num= actual number of characters read.
chi, ch2 etc= characters read.
?7 = character if num = max; unused if num < max.

Figure 1: Console buffer structure

Public Domain Disk

Volume 1
NuSweep manip-
ulation program, Cheque-
book program (CP/M 3.0
only), Sort  for Ascii
files, File comparator,
5 r i
LS RSy SoUmME. plus various ‘oﬁther useful
Volume 1 file and disk utilities.
CAT #: 2801

Public Domain Disk

CAT #: 2802

Volume 2

All you need to get you
communicating
outside  world.
with full documentation.

with the
Modem 9

Public Domain Disk

Volume 3
' PD3 features a full
featured assembler and
disassembler, again  with
. full documentation - one
of the best around and
Stratepy Software fully configured for your
e Domaln Disk
e \’n]um: ';, Amstrad.
CAT #: 2803

Public Domain Disk

Volume 4
3 Huge (300k) catalog of
' CPM User Group soft-
ware available. You'll
spend weeks just
.' drooling over this lot

write and tell wus what
like to see on

Strategy Software '
Public Domain Disk you d

Volume 4 Coming disks.

CAT #: 2804
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44 Tracks under CP/M

As I was re-reading last month's
column about how the disc stores
information, I connected it with a
utility that I saw for sale in one of
the U.K. magazines that in-
creased the 3 inch drives' disc
space by quite a bit. After some
preliminary investigation it
seemed that there was no reason
for us not to have the 44 tracks
talked about. So, this month we
have a set of utilities that enable
owners of the CPC range of com-
puters to use up to 44 tracks under
CPM 2.2 and CPM+. There is also
a patch for BASIC. NOTE that this
is for 464's, 664's and 6128's
only!!

Please Note:- What we are do-
ing is driving the disc drive be-
yond it's specifications. If you are
at all worried about the possible
effects of these modifications then
don't do it!!!!

**¥*You have been warned***

To allay your fears, I have been
using this for about 8 weeks (or I
will have by the time you read
this!) and I have had no bad vi-
brations from the drive. The first
step in the trek towards bigger
discs for amsters is the program
FMTEXTRA.COM. This is a 44
track formatter that I wrote for my
own use about 18 months ago. It
was then just a regular formatter,
but I have altered it to do the extra
tracks that we need. It is hereby
placed in the public domain for
all amsters to use as are all the
programs that I have written for
this disc. OK, thats that out of the
way. Now you are free to use the
program, here's what you do:-
First get a disc that is either new,
or near new as fluff tends to col-
lect around the hub of the disc and
as we are now going into that
area, we must make sure that our
chances of success are the best.
OK, run the formatter and follow

the prompts. It does not matter
whether you chose system or data
format, you will have an extra
18k per disc. The next step is to
run one of the patch programs
(either the BASIC or the CPM
one). The EXTRAK.COM pro-
gram automatically detects which
operating system (CPM+ or
CPM2.2) is in use, and patches it
accordingly. If you have two
drives attached, then you are
asked if you want to patch B: as
well. I did this because I have a
720k drive B: and I didn't want it
patched automatically. You may
change this by altering the EX-
TRAK.ASM to automatically
patch B: if you wish. The .ASM
file is well commented and you
should have no problems in re-
moving the relevant code. The
patch stays put under CPM until
you do a cold reboot. Under basic
it stays until you do a reset.

OK, thats all for that part. Are
any of you ELITISTS? No, not
snobs but players of ELITE? I am,
and I got tired of trying to remem-
ber where I could get those elusive
extra credits for my cargo, so I
wrote a short program that gives
me a form to fill in for each planet
that I visit. It lets me record all the
details of the market prices on a
particular planet and is quite
handy in helping you decide what
to carry. That program is ELIT-
LIST.BAS. Use it, it helps. The
other .BAS program is one that
prints out a form for helping in a
disassembly of a program. I find
it helpful when I am doing disas-
semblies of short programs that
would just be a chore under
DASM.

The next programs are the con-
tents of CPMUG Volume number
22 and is the original game that
started all the space simulation
games. Yep, you guessed it, it's

STARTREK the game!! The orig-
inal files from this compilation
are there along with a modified
version of STRTRK/2.ASC that
will run under CPM+ only, due to
the space restrictions under
MBASIC running under CPM2.2.

If anybody would like to try to
modify BIGTREK to fit into the
available space go right ahead.
But don't forget to put the modified
version back into the public do-
main for everybody to use.

Now, just for a change of pace,
we are going to tell all you novic-
es out there what you do when you
receive your public domain disc
as there has been a number of in-
quiries to the magazine along the
lines of 'thanks for the dise, but it
won't run'. To understand what
to do, we must go back to basics.

CP/M 2.2 is a generic operating
system that will run on most Z80
based hardware that has at least
16k bytes of RAM and a disc
drive. It is supplied to the custom-
er (in our case the customer is
AMSTRAD) as three separate
parts: the CCP or console com-
mand processor, which is the bit
that gets your commands from the
keyboard and passes them along
to the appropriate routines. The
BDOS or basic disc operating sys-
tem that handles all file and disc
related requests from the user and
finally the BIOS which is the bas-
ic input output system or the bit
that gets it's hands dirty actually
talking to the attached disc drive
or printer or any other object that
can be legally hung on the sys-
tem. Now, when you type :CPM
from basic a few things happen.
Firstly, all RAM is cleared and
the ‘cold boot’ routine sets up the
BIOS to minimum working state
and then loads in a boot program
from the boot sector on the CPM
SYSTEM DISC. For this to work
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properly, there must be a disc that
has been formatted in SYSTEM
format in drive A:, Otherwise you
will get the ‘failed to load CPM —
re-try, ignore, cancel’ message.
Once the boot program is active it
sets up CPM to where it is able to
run, but then loads a configura-
tion section off the dise that will
display a signon .message, do
keyboard translations ete. If the
configuration sector is not there
you get another ‘failed to load...’
ete. If you have formatted the disc
as a SYSTEM disc, this configu-
ration sector will be written for
you, without you having to worry
about it. You may alter the config-
uration sector by using the SET-
UP.COM utility that is supplied as
part of your CPM package. After
all this happens, the CCP and
BDOS are then loaded from the
SYSTEM disc and the CCP is en-
tered. CPM is now active.

As you might have guessed,
these sectors on the SYSTEM
discs are copyrighted. So when
you buy your public domain disc
from this magazine, you will find
that there is no CPM information
on the first two tracks as we do not
wish to be prosecuted for piracy.
But this does not help you when
you put your PD disc in drive A;
and type :CPM.

There are two ways to get your
disc ready for use. This first
method is the recommended one:-
1. Boot CPM (either 2.2 or +, the
one you normally use)

2. Get a new disc and format it in
SYSTEM format

3. Copy all the files from your PD
disc to the newly formatted disc.

Now you may run the programs
according to the directions. The
next method is for experienced
CPM'ers only.

1. Run the SYSGEN program, fol-
lowing the prompts.

2. Run the BOOTGEN program,
following the prompts.

3. The target disc in all the above
is your PD disc.

Now you should have a bootable
PD disc. Place it into drive A:
and all should be well. If it's not,
then read your MANUAL. The
information is all there, it's just a
matter of ferretting it out. OK,
here's a rundown of all the files
on this month's disc:-

The QWIKKEY.COM utility is
quite handy if you have to keep
keying the same sequence of keys
in all the time. Simply define a
key to the sequence you want and
then use it anytime. See the .DOC
file for details.

OK, thats all for this month. As
usual, urgent queries on VIATEL
MAILBOX NUMBER 534876510.
Slower, but just as effective is a
letter to the magazine. Keep those
requests coming.

TITLE 2.2 3.0 COMMENT

FMTXTRA .ASM Y N SOURCE FILE FORMATTER

FMTXTRA .COM Y N .COM FILE ON ABOVE

EXTRAK .ASM Y Y SOURCE OF PATCH FILE

EXTRAK .COM Y Y .COM OF ABOVE

EXTRAK .BAS N N BASIC PATCH FILE

QWIKKEY .COM Y N ‘HOT KEY MEMORY RESIDENT KEY
BOARD ENHANCED

QWIKKEY .DOC - -

STARTREK.TXT

STRTRK/2.ASM

TREKMOD .ASM SEE Z0S0.22

TRKINFO .DOC

BIGTREK .BAS

DOC FILE FOR ABOVE

Z050 = 22

STRTRK05.ASM N Y NEEDS EITHER MBASIC OR MALLARD
BASIC TO RUN

CEBUG .COM Y Y AN EASIER TO USE DDT TYPE OF

PRO GRAM

CEBUG. DOC - - DOC OF ABOVE
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By Roland
Waddilove

The number of roms available for
the Amstrad is increasing all the
time and it's quite easy to forget what
you've acutally got in your rombox.
It's even harder to remember the
names of all those extra commands,
never mind what they actually do.

Help is a useful utility which when
run adds two RSXs — IROMS and
ITHELP. The first prints a list of rom
numbers and their type. They can be
either foregound, background, exten-
sion or Basic. Basic appears in all
empty sockets.

The rom type is found by looking at
byte 0 of the rom at address &COOO.
A 0 indicates a foregound, 1 a back-
ground and 2 an extension rom. Bas-
ic is marked by having bit 7 set.

The second command ITHELP is a
bit more intelligent than IROMS,
printing out a list of the commands
that the rom will accept. It needs an
extra parameter to tell it which rom to
look at. The disc rom is always num-
ber 7 so:

HELP,7

will print the disc commands.

The command names are all stored
in a table somewhere in the rom and
the address of the table is found by
looking at bytes 4 and 5 at &C0O04/5.

The names are stored as Ascii
strings with the last letter of each
command marked by having bit 7 set.
The end of the table is marked by a
zero byte.

“&“+HID$(oode$,j,2))

55 ,bYteess=address+‘-

te:addr
wg " +checks) THEN PR
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About the 1ast thing on€ feels like doing — and therefore attempts t0
- o together & magazine, is to write an editorial.

is, OT appears to be,
Yoo disc files

important they are .- and that's when everything i

Can you imagine what it's 1ike to take over @ magazine 1 full
flight? A magazine that's been growing at an incredible rate since its
first 1ssu€, with the subscription list growing by twenty per cent @
month, 18 SUre to have growing pains, and Computing with The
Amgstrad 18 00 exception. 1t was simply impossible to meet the

Kevin Poynton; the first editor, did an excellent job of establishing
Computing With The Amstrad and T'm happy to take over the driver's
geat from him. It will take 2 couple of jssues for MY small, but very

. & team to come to grips with all the ins and
our help 18

which af any)

From this jgsue we are featuring AM

sections that I know will be appreciated by many of our

somehow we've managed to find space for our regular series-

The taxation issue has been resolved to our satisfaction, with the
magazine NOW being classified as fax oxempt. 1t WaS pleasing to fin

that there 1 some logic 11 these laws after all.
Plans for the introd ction of PC Amstrad are continuing and we'll
keep you up—to—date with developments, but don't hold your breath .-
we're doing all that's humanly posmble to organise it.

As I was starting to say at the beginning of My Say, the last thing to
do for each jssue of 2 magazine 18 the editorial — well if 1 don't finis

it now the printer is likely to---

Yours 10 haste,
Rob McKenzie
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;1 COMPUTING _

AMSTRAD

Learning CAN be fun\

® Useyour Amstrad to teach and amuse
yvour children at the same time.

T

® Three packages crammed full of
educational programs - and
so easy to use!

@ Each program has been
educationally approved
after extensive testing in
the classroom.

}\--'\'_
{ Programs
for 5-8
Year oldg
L‘_-_‘___—\—-_

Amstrad
/ CPC agq,
664, 6128

-

Alphabet

Colours
Counting

4 House

Magic Garden

Matchmaker

Numbers

Pelican

Seaside

Press B to ring bel l“'j

=

Snap

Ages 8-12

Anagram
Codebreaker
Dog Duck Corn
Guessing
Hangman

Maths Hike
Nim

Odd Man Out
Pelmanism
Towers of Hanoi

PELICAN
Teach your children to cross the
road safely at a Pelican crossing

-

HANGMAN
Improve vour child’s spelling with
this fun version of the popular game

HOUSE
Select the colours to drow a house
- hours of creative entertainment

The oorx>eot mannswsoxr

o 9—1 is B
MUESTION:: Press Spaco
Balance
Castle
Derrick
Fred’'s Words
Hilo
Maths Test
Mouser .
Number Signs i
Seawall NUMBER SIGNS BAILANCE
Super Spell Provide the correct arithmetic Learn maths the fun way. Type in
sign and aim to score ten out of ten the answer to balance the scales

ODD MAN OUT
Find the word that does not fit -
before your time runs out

To order, please use the form on centre page ‘




..the COMPLETE personal organiser

Now there’s a simple way to keep track of your money, plan your budgets,
sort out your files and manage your time far more effectively.

Planlt’s three main modules — Personal Accounts, Financial Diary and
Card Index — take care of all your day-to-day activities and help you
rationalise your future financial position.

And there are two extra utilities — a Loan Calculator and a Calendar — to

complete this remarkable package.

Personal Accounts Gives you up-to-the minute facts
about your financial position at any time. Keeps
separate accounts of your banking, cash transactions,
credit card payments. Allows 24 individual accounts,
up to nine different credit cards (and warns you when
you reach your cash limit) and as many as 400 dif-
ferent transactions a month. Sets up your standing
orders. Automatically updates relevant accounts with
each transaction. !

DATABASE SOFTWARE

Card Index Create your own address book, phone
directory, tape library title list. Use the flexible editor
to enter or amend data. Sort and search. Call up
detailed reports on contents in any form. Produce
mailing labels on your printer.

Financial Diary All the features of the best desktop
diary — plus much more. Enter up to 15 itemns per day
and have them automatically sorted in time order,
Add your expenses and have them totalled in separate
categories. Speed search for entries, then mark them
for future manipulation or replication.

To order, please use the form on Page 72
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