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MegaBlaster Demo 
Radical Sof tware 's mas te r b laster 

rece i ved a mass ive ly impress ive ra t i ng of 

9 4 % when we rev iewed it last month . 

Now it 's your to t r y in th is equal ly 

impress ive demo ! 

Desktop Organise 
(Disc only) 

Get yourse l f o rgan ised wi th th is disc-

loca t ing da tabase and a rch i v ing 

p r o g r a m . (Designed to run wi th last 

month 's cove r t ape o f fe r i ng , DES). 
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Christmas comes early! 
Dear Amstrad Action, 
I've just got an Amstrad for Christmas 
(Considering we received this letter in the 
middle of December, this guy's either got 
parents who give in too easily, or he's a very 
slow writer - Karen) and I have some questions. 
1. Can you put Bloodwych on the covertape? 
2. Where can I buy Amstrad games? 
3. Why can't you do another magazine called 
Full Amstrad? it could have a full game on it 
and you could charge £3 for it. 
Ian Bruce, Loughborough. 

1. We'd love to put Bloodwych on the covertape. 
and, indeed, we have tried on a number of 
occasions. Unfortunately, tracking down the right 
people to get permission has proved a bit tricky. If 
anyone could help us out, we'd much appreciate it. 
2. It's difficult to find Amstrad games in shops these 
days, but there are a few specialist computer game 
shops that do sell 8-bit games. Look in your local 
Yellow Pages, then do some ringing around - you 
might be lucky. Other than that, you have to buy the 
games through mail order. Check out some of the 
ads in this issue. 
3. Er, we already do a magazine that has a full game 
on it every month, and we charge nearly £3 for it... 
Karen 

Advertise! 
Dear Amstrad Action, 
Does Amstrad Action advertise in any other 
Future magazines to try and get more readers? 
And if you don't, then why not? Just because 
Amstrad Action only has a few thousand 
readers, doesn't mean that there aren't any 
CPC users left. 

There are probably loads of people with 
CPCs that they got second-hand who don't 
know about Amstrad Action, and i f s very hard 
to get hold of the magazine in the newsagents. 

Also, would you offer a reduced rate of 
advertising in Amstrad Action to fanzines, PD 
libraries, etc, to encourage them to advertise 
(the more advertising, the more pages). 
Brian Leahy, Editor, Amstrad User, Ireland 

If. say, one of Future's PC mags had a CPC emulator 
on their coverdisc, then, yes. we would consider 
advertising in that mag. But we wouldn't advertise as 
a rule. Believe it or not. we would actually have to 
pay to have our ads appear in other Future 
magazines (well, it does take up space that could 
otherwise be used for other advertisers) and i fs 
doubtful we would pick up many readers. 

As for reduced advertising rates for fanzines and 
PD libraries, it is something that has been 
discussed, and you never know what might 
happen... Karen 

Pardon? 
Monsieur Amstrad, 
Bonjour Monsieur. Je demande unparler de 
francais, aussi il faut aider changer francais, 
Monsieur Janssens Daniel demande un bon 
commander pour acheter une Disquotte 
(lecteur DDI pour disquette) et aussi deux 
boites de disquette CF2 (20 pieces), il dit, 

"Combien une lecteur DDI pour disquette • 
deux boites?" et on peut reponser le lettre pour 
envoyez vers Saint-Vaast. 

Alors on peut recevoir une virement ou 
mandat de poster ou cheque vers magasin. Et 
Monsieur doit ecritez une virement de numero. 

Mais je demende les jeux de livres (voir 
chercher livres pour Amstrad CPC 464 (jeux, 
util itaires, etc). Attention Monseiur Janssens 
Daniel acheter les livres tous numero? 

Bien comprendre, encore je demande une 
fois bon commande programme de Special 
texte ou desktop publishing ou aussi livres 
Amstrad No 1 et 2 ou comment Discology v6.0 
disc ou cassette. 

Monsieur Amstrad ecritez le lettre vers 
Belgique (combien programme de prix?). 

Grand merci . Bien lire mais un peu titre de 
mot a Francais et aussi I'autre parler 
Angleterre. 

C'est bientot arriver saint-nicolas et Joyeux 
Noel et Bonne Annee 1995. 
Monsieur Janssens Daniel, Ordinateur 
d'Amstrad CPC 464 

That was fun for the spell-checker. I just hope he 
hasn't libelled anyone... Karen 

CrystalX to WoW! 
Dear Amstrad Action, 
As owner of CrystalX Software I would like to 
inform the readers of Amstrad Action that I am 
transferr ing the market ing of the games 
Cloaker, Pacifist, Sector 5, General X, PIP and 
Mantis (reviewed in issue 99) away f rom Ultra 
Software and over to WoW Software. People 
wishing to buy these games should not order 
them f rom Ultra, but f rom WoW (o 0305 
784155 after 1pm for price details). 

CrystalX Software can no longer supply 
these games direct. However, the strategy 
game Stellar Outpost (reviewed in AA99) will 
be available for a while at £2 .99 on tape and 
£3 .99 on disc for all CPCs. Make cheques 
payable to A Swinbourne, and send 'em to: 
CrystalX Software, 11 Vicarage View, Redditch, 
Worcs, B97 4RF. 

CrystalX's Stellar Outpost is no longer 
ava i lab le from Ultra Software. 

I wonder why you've stopped dealing with Ultra, 
then, Angela? Hmm. Karen 

Who Said That? 
Dear Amstrad Action, 
I would like to congratulate the team on 
producing such an excellent magazine in these 
hard times. It must be a very demanding job 
for everyone who works on the mag. 

I v/ould like to know where I can get hold of 
the Who Said That? game. It was reviewed in 
Amstrad Action number 110, but there was 
nothing to say how much it was or where it 
comes from. I have noticed that Radical 
Software is selling it, but I don't have the 
address or telephone number. 

I v/ould also like to say that your new writers 
Rob Buckley and Angela Cook are both 
wonderful to read. They have a nice way of 
writ ing. Even I understand their Basic articles. 

I have spoken to Angela once. She is a 
lovely person v/ith a great sense of humour. I 
wonder if they write anything else for any of 
the fanzines that Amstrad Action reviews? 
Please let me know. 
Jenny Vermont, Lincoln 

You're not Angela's gran, or something, are you? To 
be serious, yes we're pleased with the way our new 
team of writers is working out as well. It's been all 
change on the mag over the last year or so (with the 
exception of the ever dependable Richard Fairhurst). 
but now the new team is settling in, expect to see 
some really good stuff in the next few months. 

Both Angela and Rob have written for various 
fanzines, but their main allegiance is to Amstrad 
Action these days. 

Oh yeah, Who Said That? is available from 
Radical Software. 57 Lebrun Square. Kidbroke, 
London SE3 9NS. Karen 

Serious nutters 
Dear Amstrad Action, 
I fs good to see a woman back at the helm of 
Amstrad Action. Lefs hope Karen lasts a bit 
longer than the last one, though. Linda Barker 
only seemed to be around for a month. 

Still, we can only take a new editor as a 
good sign amid all these rumours that the 
magazine is about to close. Future would have 
just closed it down after Dave the traitor left if 
it was close to closing. But no. We get a new 
editor. That must mean there's life in the old 
dog yet. Good. 

And even if it is shrinking rapidly, whafs left 
is still good stuff. In the main, anyway. 
Sometimes I think a few of the features are a 
bit too simplistic. Since there are only a few 
thousand readers left, i fs safe to assume that 

they're all CPC nutters and can handle more 
techy features. So less of these woolly 'what 
the world owes the CPC' type things. You're 
preaching to the converted. 
Kelly King, Heme Bay 

Actually, making the magazine even more 
serious and techy is exactly the direction we're 
going in. Dave started this trend (before he 
took over the mag was still very much kids' 
stuff - but that really reflects the shift in 
emphasis in the whole CPC scene) and I intend 
to continue in that direction. We'll still be 
retaining our sense of humour, but the subject 
matter is going to be more and more the type 
of stuff serious CPCers can really get their 
teeth into. Karen 

m s n i n K H I 
January 1995 AMSTRAD ACTION 
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A m s c M i 
PD Libraries 
Basic PD 
• . 3 Beacon l a n « , W h l p t o n , t u t o r , 

D e v o n , BX4 8 B D 
New cassette-on* '^ary. 15p per side of CI5 
tape I95p If you don't provide a tape). 

Colrob PD 
. * 9 A v l o m o r c R o a d , H e m l l n g t o n , 
M i d d l e t h o r o u g h 

New tapeorty PO Itorary. 

Demon i * 42 Over ton Close, Noll G roen , 
Birminqhciin B23 9NA 

3.Smch discs available. 

Imago PD 
[«1 Darren Dodds, 1S Dntwoed DHvo, 
Pofitplcir>d, Nf 20 9QO Abo provides a digitising service. 

t 
i a m o PD 
IT 0 6 7 6 9 3 3 4 6 7 

A two-side selection costs the same as onestde. 

PD Fun 
> . ; r o i l y Form, Cold A th ton , 
Ch ippenham, Wi l ts , S H I 4 8JR 

A po»cy ot "no serious software'. 

PD Point 
t 3 1 O Fr lmly Close, B lackburn , Lane*, 
BBS 3TO 
• 0 2 3 4 5 * 0 9 0 1 

Fanzines 
Amszino 
I O a y t o n , Lanos ldo R o a d , N o w Mi l l s , 
Nr Stockport , S K I 2 4 1 U 
TT 0 6 6 3 7 4 4 6 6 3 

Tho Eliminator 
L* 1 4 Stat ion R o a d , Riccall, Y o r k , Nor l 
Y o r k . h i r e Y 0 4 6 0 J 

CPC Undercover 
K 3 7 T r l m l n ^ k a m D r i v e , 
B r a n d l e t h o l m e , Bury , Lancashl ro 

Technically rrinded fan/oe. 

User Groups 
UAUG (United 
Amstrad User Group) 
O 0 3 2 9 2 3 4 2 9 1 

An A4*ecommended user group. 

WACCI 
V 0 6 0 2 7 2 5 1 0 8 
The/re fab. Give 'em a rmg 

Indie Software 
Companies 
Campursoft 
f « l l O Mc in tosh Court, W e l l p a r k , 

G l a s g o w 0 3 1 2 M W 

» 0 4 1 5 5 4 4 7 3 5 
Please note: this is Campursoft's correct 
address, not the one stated in previous 
reviews. Sorry! 

Crystal X Software 
> : 1 1 V i c a r a g e V i e w , Redditch, Wares . 
• 9 7 4 R F 
Stetor Outpost is now 12.99 on tape and £3.99 
on disc. Please send an SAE. 

DMP Software 
X 8 9 W o l v e r h a m p t o n R o a d , Codsal l , 
W o l v e r h a m p t o n W V 8 1 PL 

New Age Software 
TT 0 1 0 4 9 - 7 1 1 - 4 2 0 1 9 2 0 

ResponsWe lor Zap T Bats and the excellent 
SOomrtraWfer program. 

Quantum Computing 
X 1 Ron b r a k e Close, Tho M o u n t , Par, 
Cornwa l l , P I 2 4 2BT. 

SD Microsystems 
•O 0 7 6 0 7 2 0 3 8 1 
Spec al'sts in just about every type of business 
and appJcations software. 

Sentinel Software 
V 0 8 1 8 7 6 7 0 3 2 

STS biles and a few original products. 

Siren Software 
t r 0 6 1 7 2 4 7 5 7 2 

H a r d w a r e 
Datel 11- 0782 744707 
The place to go for mice, printers, memory 
expansions, all that sort ol stuff. 

Microform Fax: 0772 703131 
Drives, uogrades. disks - all sorts of stuff. 

WAVE V 0 2 2 9 8 2 9 1 0 9 

Suppliers of loadsa good stuff. 

S o f t w a r e 
s u p p l i e r s 
OJ Software tr 0257 421915 
Fast friendy service, the ad says. And ifs right 

Software Cavern 
B 0 6 2 8 8 9 1 1 0 1 
Large selection of CPC software. 

STS 
> " 2 9 8 Ho l toa R o a d , Tap Floor, B a r r y , 
S o v t h W a l o s CF6 6 H W 

They're back - and seing Softie* at £14.99. 

Tronics North 
V 0 1 0 6 1 7 7 2 5 3 7 6 6 
S P O 8 0 a 7 4 1 9 , Oarbwtt, Q u e e n s l a n d 
Aust ra l i a , 4 8 1 4 . 
The largest suppler of software and CPC Ms 
'n' pieces in the southern hemtsphere. 
M a i l O r d e r 
Trading Post tr 0952 462135 

Trofan tr 0554 7 7 7 9 9 3 
Great for cartridge and lightgun stuff. 

Wizard Games o 0723 376586 
Games on every imaginabfe format. 

l i a r ' s 
NEC 
V 47-49 Railway Road, Loigh, 

Lancashire WN7 4AA. 
t r 0 9 4 2 2 6 1 8 6 6 
The/ve been around for ages, guarantee a 
fast turn around, and must be a much better 
bet than Avatar. Give 'em a go. 

ADVANCED COMPUTER SUPPLIES 
' 0 8 5 0 8 7 0 2 5 5 (9-5 Mon-Fri) (Mai l Order Only) 

U N I V E R S A L BUSINESS CENTRE, A L B R I G H T I N D . EST. FERRY L A N E , R A I N H A M , ESSEX R M 1 3 9 B U . 

* WAREHOUSE CLEARANCE LIMITED SUPPLIES ONLY* 
Please give at least 2 alternatives so as not to be disappointed 

TAPE 
TRASHMAN 
WESTBANK 
VENOM STRIKES BACK 
AGENT X II 
ENTERPRISE 
SKYFOX 
GEOFE CAPES STRONGMAN 

SABOTEUR 
V I np TURBO ESPR1TE 
I A R T GHOSTBUSTERS 
I R " • GHOSTBUSTERS IJ 
• | I W SHAOLINS ROAD 

A N Y SUPER OFF ROAD RACER 
M I L L NEW YORK WARRIORS 

- ^ MIAMI VK E 
0 [ A n RETURN OF THE JEDL 
U | Y | V PREDATOR 

CRAZY CARS 
A P A A WEC LE MANS 
t J t U U TARGET RENEGADE WW RAM BO 

RAMBO III 

JOYSTICKS 
KONIX SPERDKING £7-991 

} 2 FOR £14*00 
KONIX NAVIGATOR £7 99 J 

FI FANTASTICK . . . . £ 3 9 9 1 
I 2 FOR £ 7 0 0 

HI-QUAIXTY 2 BUTTON £ 3 9 9 J 

9 9 p 
9 9 p 
9 9 p 
9 9 p 
9 9 P 
9 9 p 
9 9 p 

MULTIPACKS - TAPE 
R O D PIKES HORROR : DRACULA, FRANKENSTEIN • WEREWOLF A4-50 

G O CRAZY: DESOLATOR, BEDLAM. JINKS. SIDE ARMS. BAD CAT. SHACKLED £4 50 

SOLID GOLD: GAUNTLET, LEADERBOARD, ACE O F ACES, W O R L D GAMES. INFILTRATOR X4 50 

SITREMF. CHALLENGE: SENTINEL. ELITE, STARGLIDF.R. ACE 2, TETRIS £4.50 

GRAND PRIX SELECTION: SUPERSPRINT, SUPER HANGON . CHAMPIONSHIP SPRINT £2-50 

BUY 2 
SAVE 
£1*00 

XI 99 
XI 99 
XI-99 
XI'99 
£ 1 9 9 
XI 99 
XI 99 
XI 99 
XI 99 
XI-99 
XI-99 
XI-99 
11-99 
XI-99 
XI 99 

HYPERSPORTS 
INTERNATIONAL KARATE* 
NEMESIS 
MATCH DAY II 
WAR IN MIDDLE EARTH 
PRO-GOLF SIMULATOR 
SONIC BOOM 
BLASTEROIDS 
ADVANCED TACTICAL FIGHTER 
GAIAXY FORCE 
AUF WEIDERSEHN MONTY 
MASK 
DRAGON'S LAIR 
DRAGON'S I AIR II 
HAMMERFIST 

.41-99 

.11-99 
XI 99 
.11-99 
XI 99 
XI 99 
XI 99 
XI-99 
.11-99 
XI-99 
.11-99 
XI 99 
.11-99 
XI 99 
XI 99 

DISK 
j j j j j y F A I R L I G H T 

HAMMERFIST 
3 FOR 
V I W l \ F I G H T I N G s o c c e r 

£5-00 A C T I O N F O R C E . . . 

il-99 

il-99 

il-99 

il-99 

il-99 

QL'ICKSHOT TURBO MICROSWITCH .. .£6 99 2 FOR £12-00 

Qin (XSHOT PYTHON 1M MICROSOTTCH £ 6 9 9 

QlHCKSHOT MAVERICK 1M £9*99 

QLHCKJOY Q | II £ 3 99 

QUICKJOY Q | II TURBO £ 5 99 

2 FOR £ 1 7 0<) 

2 FOR £10-00 

QUICKJOY SUPERCHARGER £5 99 

QUICKJOY SUPRRBOARD MfcROSWITCM £7 9 9 
(WITH CLOCK-TIMER ARCADE BUTTONS. 

STURDY QUALITY FOR LASTABIUTY) 
RAM DELTA MlCROSWriCH (STURDY) £6-99 
MICRO BLAS'ITR MICROSWTICH 
(JUST LIKE COMPETITION PRO) JL6-99 

2 FOR £10-00 

2 FOR £14-00 

2 FOR £12-00 

2 FOR £12-00 

P&P ADD 50P PER ITEM, £1 PER JOYSTICK. CHEQUES & POSTAL ORDERS PAYABLE TO S.B. SMITH. 
• FREE G A M E W I T H EVERY £ 1 0 - 0 0 SPENT • 
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C O V E R T A P E 

We're talking seriously packed covertape time here, folks, 
so take a look at this page before you dive in... 

1 Titus S o f t w a r e 

Oui hero, Titus the Fox, has to make his way to 
Marrakech and back - which is a flipping long 

way. Even setting off from Pans it'll take him a 
darn sight longer than a stroll down the local ^ 
boulangerie to pick up a few croissants, or f \ ! 
whatever it is that French foxes eat. ' 

Titus is a platformer, and a highly 
accomplished one at that - just take a 1 5 ™ 
look at our review back in AA80. The y " 
graphics are stunning, but more importantly, 
so is the gameplay. There are seven huge 
levels, which should be enough to keep you going 
for quite a few months. And, unless you've got a 
supply of valium on hand, you'll need to note down 
the four-character passwords that appear when you 
jump into certain objects. 

You can control Titus with cursor keys or a 
joystick. It's a rather large multi-load game, and it 

Desktop Organise 
Robot PD 
This fabulous program makes a database of your 
disc collection and archives copies of your 3-inch 
discs on to a 3.5-inch disc. 

Best of all. it's written for use with DES -
Campursoft's graphical user interface, which we 
featured on Ml 11 '$ covertape. First of all, then, 
you'll need to transfer the tape to disc. Now load up 
DES. get the disc window on-screen, and run 
CAT.BIN (under a mouse icon) using the File menu. 

When it loads, you'll see a disc marked 'Demos' 
appear on the screen. This is an example file to 
show you how the database works - don't worry, 
you don't have to keep it. Anyway, here's what all the 
various options do... 
File menu 'Open database' will enable you to load 
the file containing a list of your discs, while 'Save 
database' will enable you save it. When you run 
Desktop Organise, it automatically opens a database 
called MAIN.DB; save your main disc database under 
this name. You'll probably find it helpful to have more 
than one database, because of memory restrictions. 
Disc menu. To add a disc to your database, select 
'Log in new disc'. You won't want to do this at first, 
because the original database contains some 
example discs you'll want to ditch. To do this, just 
choose a disc you don't want (using the 'Go to disc' 
option) and select 'Update disc'. 'Drive A' and 'Drive 
B' select a drive for all future operations. 
Search menu. Tins enables you to locate the disc 
which a particular file is on. Select 'Find tile', and 
type in the name of the file you want - ? and * 
wildcards are supported. The first disc with the file 
on will be displayed. To look for the next one. just 
select 'Find next'. 

Archive menu. First, a note: you can only archive 
from drive A on to drive B. This menu is designed for 
those of you with a 3.5-inch drive B. 

To create an archive file, just decide which 
archive disc you want to store it on. put that disc in 
drive B and the disc to be archived in drive A. then 
select 'Create archive'. To get rid of an archive file, 
select 'Delete archive'. And if you've changed the 
contents of a disc, use 'Update archive'. Finally. 
'Restore disc' copies from an archive file in drive B 
back on to a 3-inch disc in drive A. 

You' l l have to bo a bit on the foxy side to 
get through this game! 

uses both sides of the tape or disc. So if you get a 
'File error' while trying to load a level from disc, or 
the tape runs out, just flip it over and press any key. 

Radica l S o f t w a r e 
You saw the review last issue, now play a couple of 
levels from one of the biggest games of '94 -
Radical Software's excellent multi-player 
MegaBlasters. There ate instructions in the 
program, so you shouldn't find it too difficult to pick 
up... and believe me. you'll find it almost impossible 
to put down again. 

Load it up, grab a fr iend and then blow 
seven shades out of each other - great fun! 

J a n u a r y 1 9 9 5 A M S T R A D A C T I O N 

Loading instructions 
Insert side A of the tape and press CTRL and Ablex Audio Video Ltd, Harcourt, Halesfield 
ENTER (type: |TAPE first if you have a disc 14, Telford, Shropshire TF7 4QD, enclosing 
drive). The tape menu will now load. Using your tape a stamped self-addressed 
cursor keys and SPACE to select, you can envelope, your name and address, a 
transfer the contents to disc and load any descript ion of the problem, and what CPC 
program (except Desktop Organise, which you use. 
needs to be loaded from DES). If you want to However, if the covertape loads okay 
transfer the files to disc, you'll need a disc and you're still having problems gett ing the 
formatted in data format on both sides. th ing to actual ly do what it's meant to, don't 

shout at Ablex: write to the all-new 
Loading troubles? Covertape Clinic at Techy Forum at the 
If your tape comes up with Read error a' or fol lowing address: Covertape Clinic, Techy 
'Read error b \ our dupl icators, Ablex, are Forum, Amstrad Action, Future Publishing, 
the people to contact. Write to them at: 30 Monmouth Street, Bath, Avon BA1 2BW 



The Further 
Adventures of Fred 
By S e a n M c M a n u s 

Two classic-sfyle games and one all-new and fully 
customisable disc-letter creator skip merrily into the land 
of Public Domain this month. Keith Woods is the chap 
handing out the bouquets of flowers... 

Alien Intervention 
By S e a n M c M a n u s 

them, and unless you can keep 
them below the surface, you'll be 
the first to feel their wrath Os that 
the knobbly bit on the end of their 
antennae7 - Karen). 

The rescuing alien hovers in 
the sky and throws bits of ladder 
down to its underground pal. If 
enough ladder parts hit the surface, the alien 
escapes and fries you on his way out. To prev 
this you have to get in the way of the falling ladder, 
v/hich appear in any one of five locations. 

This may not sound wildly exciting, but it's 
actually quite entertaining. It moves at a surprisingly 
rapid rate and is as smooth as it is colourful. The 
only poor thing about it is that you can never win -

r 

/ / / / • i • • 

i / j / 

n u w m m u m m 
c 
q m n a a n a H B H n 

Uh-huh, looks l ike 
that 's one mere a l i en 
for Ripley to chase 
around the Oa loxy . 

The Further Adventures 
of Fred may not look 

l ike much, but I t 's got 
It where It counts. 

M K M i i M l l 
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Public 
Developments 

[nsort semi file?*** t» cinvert (iuj>« .#*«> : r»*tr«».scr 
.Mdu-j fii»... 
,oj« loidti in Mmry. 
[ftifyt lna fiUimi* (no ntniim gltii*) : m 

Cirsor kfjj - Hw* wrsor an 
ifi - Insnt ti*f4Cl*r (on t line) 

HI I Clr - I'elete curaeUf (on a line) 
Wt » lift - D*l*t* cJ»r-»ct«r («h*|» text) 

t • rljfct • W r t cWicUr (-hole Uxtt 
• Nwê ursor of x cK»ract«rs 

tilt • daiM • Itai'rt line 
' trl • lift - Previous pijt 
Ctrl • rljfct - Hwt »»je 
mur» • C: to next line 
Esc - Rrtur* te wng 

For nor* uf««»ti»w. rMi tk» flic CW-Ut.IOC 

It's all change on the CPC PD scene with 
many well-established PD libraries bowing 
out and just as many new ones coming 
along to replace them. So much so. we're 
having a hard job keeping up with all the 
new arrivals. 

The bad news for Irish CPC users is that 
the Emerald Isle's PD library scene has died 
out virtually overnight, with both the main 
libraries. Amsof PD and The Vault, 
announcing their closures within a few days 
of each other. 

The colourful Derek Hyland of Amsof PD 
claims the closure is due to his new 
university course gobbling up all of his 
precious free time. Spookily, Mark 
McCormick quotes a similar reason, namely 
the pressure of exams, for the closure of 
his well-respected library, The Vault. Seems 
that the educational system has a great 
deal to answer for. 

Two other well-known Public Domain 
libraries that headed off to the great disc 
box in the sky recently were PD Fun and 
GDPD. GDPD has closed for personal 
reasons, while Simon Walker of PD Fun has 
left the CPC scene all together. 

Despite all these closures, there's no 
need to worry about any decline in the CPC 
PD scene. Filling the void left by the above 
closures are a few promising new libraries. 

Among them is KAD PD, a new library 
fronted by Amstrad Action freelancer 
Angela Cook and her father. Arthur. KAD 
(which stands for King Arthur's Domain. 
Clever, eh?) already has a reasonably 
impressive catalogue of wares, which it can 
copy for you for just 80p per a 3- or 3.5-
inch disc (both sides). 

KAD is already ahead of the competition 
by being the first library to get hold of the 
new utility Rambase 4, which we'll be 
reviewing next issue. For more information 
send an SAE to: KAD PD. Brympton 
Cottage. Brunswick Road, Worthing, West 
Sussex, BN11 3NQ. 

(You may also be interested to learn 
that Radical Software will be shifting its 
base of operations to that address from 
next month. So. If you're after a copy of 
MegaBlasters, that's now the address to 
send your cheques to.) 

Another new library to make an 
impressive entranco to the CPC scene is 
Jamo PD. Run by James Ford, Jamo offers 
value for money with a promise of quality 
software and full selections. The price of 
each selection is 35p (and you won't be 
asked to pay double for selections that take 
up more than one side of a disc). Jamo can 
be contacted at: Jamo PD. 97 Needlers End 
Lane. Balsall Common. Coventry, CV7 7AE. 

From now on we'll be keeping track of 

!|nor* or C*nc«l' • 

A memory test lor MENSA or instructions 
for Ghoul's Writer - you dec ide . 

Ghoul's Writer 
By Tom a n d Jerry of GPA 

And here's Ghoul's Writer's logo maker 
in al l its black and white glory. 

Don' t you just love 
ploughing through al l 

the text on these demo 
programs. Thought so. 

Inside a Tardis 
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B A S I C T U T O R I A L 

According to Angela Cook and Rob 
Buckley this is a star-fighter 
t ravel l ing be tween asteroids... 

Personally, it looks more l ike 
an expression of primit ive post* 
modern cubism. 

:C0SUB•200:IF•INKEV<72):0•THEN-dr:8 
CAPO 100•IF•INKEy(73)=0•7HEN-dr=-8 
I WW 110 • IF • INI <RND*sk) =0 - THEN • C0S08 • 170 
EBBN 120-«=tb:IF*bl3(tb)>l-THEN•G0SUB•180:G0S 

UB-2l0:bl3(aa)=0:tb=<tb*l)M0D•10:00X0-15 
Try it out! 
PflFB 10•MODE•0:B0RPER•0:INK•0,0:INK•1,26:FOR• 

f=8-TO•11:INK-f,24:NEXT 
HBLJ 20-ik-(l)•:<l:ik(2)=2:ik(3):ll:INPUT] Ski 

11.(1-20)1 ,sk:$k=HAX(sk,l):skrHIN(sk,20) 
;sk=sk*l0 

FCEA 30•ik=0:cnt=B:Inp=16:F0R•f=0« TO•150-STEP 
•2:PL0I-0,f,ik*12:DRAWR-840,0:cnt=cnt*l: 
IF'Cntrl«t•THEN-ik:(ik+1)M0D•3:lnt:MAX(1 
«t-2,1):cnt=© 

HCEA 40-NEXT: ik:0:ciit:Q: lflt=16:FOft'f=398'TO-2 
S0-STEP-2:PL0T-0,f, ik+12:I>RAUR-640,0:ent 
=cnt»l:IFcnt=lnt-THENik=<ik*l)H0D-3:U 
l^lftXi l#»t-8, 1> icnl=e 

HALF 58-NEXT:PRINT"CHPf<23);CHRf<1); 
EBW 80-PLOT• -4,-4,S:sc=0:lvs=4:INK• 5,24:PEN• 

1: LOCATE -1,1s PRINTI Scort-0 L im-4H 

Know your lines! 
The first few lines of your game's program 
involve setting up the screen. In lines 30 
and 40 you use two FOR loops to draw the 
asteroid surface. And if you want to achieve 
smaller bands of colour, just decrease the 
variable XX to its lowest possible amount. 
Now you need to introduce MAX. a 
mathematical function that returns the 
biggest number from a list. The code 
XX=MAX(XX,1) ensures your variable never 
drops below 1. The MIN function does the 
same thing, only in reverse. 

Lines 50 and 70 set the XOR printing 
and the colour of the PLOT graphics. You 
also need to set up a number of important 
variables like SCore and LiVeS. In line 70. 
the GOSUB 200 command draws a 
spaceship on the screen. Now you reach HMD ?o-tb:i:tc:2:s=ioo:COSUB200 
the main routine, which constantly repeats. EBpG 80• i=ik<l): ik<i)=ikC2): ik(2)=ik<3): ik(3> 

Line 80 rotates your INK palette, and =i:iNK i2,ik<i):iNK i3,ik<2>:iNK i4,ik(3 
makes the screen appear to move. Line 90 > 
and 100 erase your spaceship, check the 30 GOSUB 200:y=HiN(y*<ir,360):«=NAX<5)140) 
joystick and then redraw the ship in its new 

extremely quickly. 
Line 110 is a random check that adds I L T T * J * V i 

asteroid to the list reaches H ! P i p H | H p H | | U H 
zero. The number of times this occurs ^ K M i f t t e N M M i M M P M 

EA0N 130-IF-arte-THEN 180 
PAA0 140 G0SUB-180:b!3(a):bl3(a)»b12(a):bl2(a 

):bl2(a)+0.01:G0SUB-180 
FAK0 lSO a:(a*l)H0D10:G0T0-l38 
CAIH 160-GOTO* 80 
ABFB 170-tc:(tc*l)H0D-10:bl(tc):(INI(RND*2)*4 

0)-20:bl2(tc):0.01:a:tc 
CCAF 180-•••xl:bl3(a)*bl(a):x:xl«10:vl=320-x: 

v2:200-xl:v3:320*x:v4:200-x:PL0T•vl,v2 
RAN-tf3,v2:DRAW-v3,v4:DRAM-vl,v4.-DRAW-vl, 
v2:RETURN 

0AEG 20O'PLOT-20O(y:I>RAUR'12O,5O:DRAUR'12O,-S 
0:DRAHR-240,0:REIURN 

GCLH 210IF'(bl(a):20flND-y<lS0)-0R'(bl(a)r-2 
0-AND-y)170)THEN-FOR-f:0-TO-50:INK-0,24: 
INK-0,6:NEXI:INK-0,0:1ws=lvs-1:L0CATE•18 
11: PRINT • 1 vs;: IF • N$: - l • THEN -END 

ABHC 220-$c:sc*S:L0CATE-6,l:PRINT'Sc:IF-(sc-H 

0P-50)=0-IHENsk:sk-l 
CAFJ 230-RETURN 

Line 2 0 of the listing produces this 
handy skill select. 

Happy to help! 
Right, that's it for this month, but if you have any queries about BASIC 
programming, or would like us to cover something in particular, then drop us a line 
at: BASIC Suggestions, Amstrad Action, Future Publishing, 30 Monmouth Street, 
Bath. Avon BA1 2BW. Or if you've got a particularty special listing that you'd like to 
share with your fellow CPCers, bang it on a disc and send it to the same address 
(Make sure i fs just a copy though, because we won't be able to return your disc.) 
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'j^MCjhfA 
David Crookes munches on a unseasonal hot 
cross bun as he surveys the latest fanzines... 

F A N Z I N E S 

PRICE: £ 1 
EDITOR: Brian Watson 
ADDRESS: Harrowden, 39 
High Street, Sutton-in-the-
Isle, Ely. Cambs CB6 2RA 
« 0353 777006 
The CPC scene is currently being kept alive by a 
very capable group of hard-core enthusiasts who 
endlessly strive to release stonking software for the 
faithful old machine. But is this the best solution? All 
The 8-bit systems are going through a torrid time at 
rhe moment, so is this the time to offer peace? 

Brian Watson clearly believes so, and as actions 
speak louder than words, he's initiated this 
unification process by creating a magazine called 8-
Bit Mart that caters not only for the CPC but for the 
Spectrum, Commodore 64, and PCW as well. In 
fact, i ' a machine's in trouble, Watson's your man. 
But why is he doing it? 

To help keep the 8-bit computer world alive and 
lively,' is his reasonable response. It's good to see 

there are still people around with this kind of drive 
- and vision, especially now that the media 

/ is forecasting the end of the 16 bits, let 
alone the 8-bits. 

So, what is 8-Bit Mart? Well, It's a 16-
page, A4 publication that includes a small number of 
articles inbedded within pages of adverts. Okay, so 
i fs not going to be everybody's idea of a good read, 
but it does offer a unique forum for the machines 
that virtually everybody eise has left for dead. 

And if you're on the look out for a particular bit of 
kit, or the name and number of a given distributor, 
then &B/t Mart will come in dead handy. Virtually all 
of the major suppliers are in there, and most of 
them cater for the CPC. You can also place small 
ads for free, which'll help you clear your shelves, 
before you get into ordering more proggies from & 
Bit's host of advertisers. 

But it's not all sell, sell, sell! Although its articles 
are rather few and far between, whafs there is 
interesting and well written. Advice is the name of 
the game, with the mag's editorial largely being 

Disczines Verses Paperzines 
Strange, but true: while new fanzine launches 
have dipped in recent months, disczines are 
being launched left, right and centre. 

Why? Well, why indeed? Could it be the. 
challenge of trying to beat the existing mags 
into submission? Like the concept behind 
demos, perhaps? Or maybe, like everything 
else, it comes down to a simple matter of 
finance. As you've probably already surmised, 
disczines are really cheap to distribute all you 
need is a PD disc copier. With paper fanzines, 
though, you need an expensive photocopier. 

So, that explains the why, but are disczines 
any better than their paper-bound competitors? 
We explore the pros and cons of disc mags... 

Pros 
• You usually get a lot more text in a disc 
magazine than a paper one, because discs can 
hold tons of stuff. A bit obvious, that one. 
• Many disc mag authors have latched on to 
the fact that they don't have to fill two sides of 
the disc, instead they can use loads of great 
PD software to fill up any nasty spaces. This is 
excellent for readers, because even if the 
mag's crap, you still have some programs with 
which to play around. 
• Most of disczines are extremely cheap 

(around 90% are actually Public Domain). So if 
you buy a disappointing one. you haven't lost a 
great deal. 

Cons 
• Unless you have a printer, quickly referring 
back to particular sections can be awkward 
because you have to re-load everything and 
search through piles of menus. 
• A quick flick through a disczine is impossible. 
If you were to flick a disc mag, it'd fly out the 
window and. more to the point, you wouldn't see 
anything. (You've got to load it, see). ' 
• It isn't exactly the most comfortable way of 
reading. Sitting goggle-eyed in front of a 
monitor rather than spreading yourself all over 
the sofa is a bit too up-tight for me. 

Ultimately the way you want your words and 
pictures is up to you. There is always going to 
be those who prefer one over the other. Maybe 
you're a hard-line environmentalist who would 
like to see all paper-based mags disappear to 
save some trees. (Which is why you're reading 
Amstrad Action, I suppose - Karen) Perhaps 
you don't care either way, but if you do, why 
not write to Reaction with your views (on re-
cycled paper, of course). 

given over to references to software suppliers -
although it does also include some PD reviews. 

The multitude of ads serve another, perhaps 
unintentional, purpose in breaking up the text and 
furnishing the mag with a delightful design. It all 
wraps up into a fine, value-for money, package. 

I fs undoubtedly a good set-up and one that its 
editor claims is doing increasingly well. Watson 
boasts 8 Bifs readership is already in the order of 
501, and who are we to argue? 

There's only one real criticism here, and thafs a 
lack of articles - but considering its focus is to help 
8-bitters keep in touch with potential sources of 
software and hardware, that is perhaps a little unfair. 
8-Bit fulfils its intentions admirably, but it's for 
serious use only. 
Content: 8 0 % 
Apperance : 7 8 % 

Overall: 80% 

PRICE: Nowt (PD, see?) 
EDITOR: Tom Dean 
ADDRESS: 53 
High Lane, 
Burslem, Stoke-
On Trent, Staffordshire ST6 70F 
At the moment I'm busily munching my way through 
a hot cross bun. I'm trying to avoid the massive 
white cross, so I'm carefully manoeuvring my teeth 
around it so that I don't slice through. (What is this 
guy on about? - Karen) Ifs quite a challenge. And 
once I've finished, I'll review Impact, which is quite a 
challenge as well. 

Just like the hot cross bun, its a case of shifting 
around to find the best bits. I mean, who wants to 
plough through all the weird short stones that litter 
this disc? Actually, they're not too bad, they're just a 
bit of a hindrance. Take a look at the article menu, 
for example, and you see a line screaming, 'DIY 
scrolling texf. So you dutifully check it out, only to 
discover the instructions require biros, and not 
Stephen Fry. (Eh? - Karen) 

What else? Oh yes. An excellent warbling ditty, 
which sounds just a tad like the Croco Magneto tune, 
plays in the background while you peruse the various 
articles. Design? Well, ifs colourful enough when you 
first start and the menu stage looks pretty 
impressive, but when you load up some text, it 
resorts to a white background with black text. It's all 
white (sorry, right) once you get used to it, but it 
does take away some of the glitz. 

Okay, it does have its good points. There's a fair 
number of reviews and news pieces, which should 
svhet your appetite, and, to be perfectly fair, the 
short stories are good for a spot of light relief (after 
all, what good's a fanzine if you can't have a laugh?). 
I fs also obvious that Tom has targeted an audience 
with a weird sense of humour. 

I'll be lenient then, and give it a reasonable, non-
suicide-inducing mark. After all, it is free. But I 
should stress that i fs still middle of the road stuff -
and if it lingers there much longer it's going to get 
hit by a bus. 
Content: 6 0 % 
A p p e a r a n c e : 4 7 % 

Overall: 59% 

Next Month 
We take a gander at an offering from the 
South West and get WACCI with a look at 
the famous user group's fanzine. 
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10 H A R D W A R E 

Want to give your fanzine, 
leaflets or that letter to 

Aunty Dot a bit more style? 
A scanner enables you to 

convert photos and artwork 
into electronic images, 

which you can then show off 
in your own documents. 

Richard Wildey lets you into 
few scai 

on the principle that when a 
beam of light is shone on to an object, a 
piece of paper in this case, the darker parts 

will absorb the most light and thus reflect back less 
than the lighter parts. This information is sent back 
to the computer and transferred into pixels, which 
are then plotted on your monitor. 

The only commercially available scanner for the 
CPC is the Dart Scanner, which clips on to the 
printer head of any Amstrad DMP printer. Another 
scanner was invented for the Amstrad, the circuit 
diagram and information for which was printed in the 
book Easy Add-on Projects for the Amstrad CPC 
464, 664, 6128 and MSX-computers. (BP171) Simply attach the scanner 
(Hmm, nice catchy title*-Karen). Published by h e a d f j j ^ X ' J S r 
Bernard Babani. Though in principle it does work,.in ^ J ^ a n d a ^ y o u go! 
practice it's extremejy difficult to get any r 

recognisable results. you're doing so they don't get the v 

In black and white 
Both scanners only produce two-colour pictures w r 

MODE 2. So, bearing in mind how the scanner 
actually works, the best results are obviously 
obtained with black and white images. Images with 
several colours or two similar colours will giv^gooor 
results. To get optimum results with the Dart 
Scanner, photocopy, the \vork first. This not only 
preserves the picture from f' ° ink (you need to | 
remove thp ribbon to avoid this), but also turns your 
image into a straight black and v/hite one. 

Next, get hold pf some sticky-back plastic and 
tape the image to the back of a cereal packet, 
making sure you get the paper taught. (Next week 
we'll be showing you how to create a new joystick 
out of too paper rolls and an egg carton - Valerie 
Singleton) This avoids the rippling effect you get ^Sp. 
when the printer head moves over the printer. N o w ^ 
feed your cardboard and paper into the printer. You 
may have to adjust height of the printer head using 
the switch on the left hand side, though once i fs i 
loaded, you need to push it back down to bring the • 
scanner light nearer the paper. 

All that's left to do now is to draw the curtains, 
turn off the lights, let your neighbours know what 

The D a r f s wel l -presented magni fy mode. 

you're doing so they don't get the wrong idea, and 
hit the scan button. Darkness is not essential, but it 
does improve the quality slightly. 

W j 
Save it! V 
Once you've scanned your image you can save it 
out, lisjng the scanning software provided, as a 
standard 1.7K screen file, which can then be loaded 
using the following BASIC line; 
MODE 2:L0AD-| SCREEN.BINI ,40000:CALL-4BB18 

These screen files are compatible with all art 
packages, but the scanner won't save out an OCP 
'PAL' pallet file. There is a way round this, though -
just append the following patch to the file 
DARTSCAN.BAS. 

IAMC 718'SAKE• I !| • f l l + l .scr l ,b,44080,44800 
,<5;NAIN 711 -A r t - s tud io -PALe t te - save r -by -R .U i I d i 

ey 
KABC 712•POKE•48809,2:POKE-4880A,4FF:POKE-488 

OB,419 
JADJ 713-FOR•p=48800•TO-48817:P0KE-p,44B:NEXI 
JAB J 714-FOR - *s48818 • TO-488D8:P0KE-p,4S4 :NEXT 
I AN J 715-8AUB^ I * | .pal l ,b,48809,4EF, 48809 

Desktop publishing 
The main use of scanned is probably for 

1
desktop publishinjjgKanned screens must 
)e loaded in as screen files, but once you 
lave loaded them into a desktop publisher, 
sections of your images can be saved out 
JS clipart for use in fanzine or leaflets. * 
• Since the launch of Robot PD's ground-
leaking PowerPage there have been loads 
>f of PD DTP packages released for the 
;PC, each one vying for the desktop 
:rown. In the end, though, Pov/erPage has 
>een de-throned by its own sequel. » 
?owerpage 128, which after two years of 
levelopment is finally complete (look out 

^ or a review in Public Image soon). 

Of course, you may already be using a 16-bit 

machine to produce your publications, in v/hich case 
you'll need to save the image scanned on to the CPC* 
in a common screen format that the other machine 
will understand. The machine code program below 
saves MODE 2 screens out as 32K BMP files'- just 
insert your desired file names in line 5 and 120 and^. 
RUN.it. BMP is a filename extension, standing for * 
Bitmap. Developed by Microsoft for their Windows * 
interface, this extension is common on the PC. And 
if you're using an Apple Mac. you'll be pleased to ' 
learn that there are many conversion programs tf ' 
will enable you to transfer Bitmaps. 

DBHB 1••'-Mode•2•Anstrad•to-PC•screen•convert 
er-by-R.-Hi ldey-1994. 

HAFK S--K0DE-2:L0AD-| SCREEN.SCR| ,40000 
ABHG 10•POKE•41000,44 2:POKE•&1001,44D:POKE•41 

00 2,43E:POKE•41003,4 7D: P4KE•4100E,428 
DAD^0-POKE-4180A,43E » 
CBB0 30-POKE-41012,480:P0KE-41013,42:P0KE-410 

16,490::POKE-41017,41:POKE-4101A,41:POKE 
-41010,41 v 

KADH 40-POKE -4103A,4FF:POKE -4103B,4FF:POKE -41 
, 03C,4FF 

CAHL SO-add=4F00 
CAHE 60-READ-a* 
FADH 70-IF-a$=| end| - THEN-100 
KAIJ 80-POKE-add,VAL<JH •at>:add=add*l:G0T0-6 

0 v ' 
CAJL 100-CALL-4F00 * 
HANN 128-SAUE-l SCREEN.BMP| ,b,41000,32062 
BALI 138-END 
GAGN 140-DATA-21,CF,FF,ll,3d,10,06,C8 
GABL 1S0-DAIA-OE,S0,ES,CS,06,00,ED,B0 
GACH 160-DATA-CI,El,ES,05,06,00,ED,BO 
GAL0 170-DAIA-C1,E1,CD,29,BC,10,EB,C9 
DAKC 180-DAT.Iknd' 

Once saved, the BMP files need to be ported over to. 
the PC, using a program such as DOSCopy, as 
binary files (not ASCII). This program was used to 
convert the screenshots littered aroundjhe page. 



MULTIPLEX 
3 Middleton Business Park. Middleton on Sea, 

West Sussex P022 6HS 
Telephone 0243 587089. 24 Hour Credit Card Order Line. 

Access or Visa 

ALL AMSTRAD CASSETTES AT ONLY 99l> EACH 
ANY SIX FOR ONLY £4.99 

ANY T H I R T E E N FOR ONLY £9.99 

750cc G r a n d Prix 
Australian Football 
Biff 
Champ Basketball 
C h a m p Sprint 
Defenders of Ear th 
Exploding Wall 
Formula G.Prix 
GeeBee Air Rally 
Grid Iron 2 
Gryzor 
Guard ian Angel 
Hercules 
High Steel 
Indoor Soccer 
Inspector Hecti 
Jet Ski 
Judo Ucki Mata 
Licence to Kill 
Ping Pong 
Postman Pat 

Pro M. Bike Sim 
Pro Tennis 
Ram bo First Blood 
Real Ghostbusters 
Sa lamander 
Shaolins Road 
Slap Fight 
Snodgits 
Sooty and Sweep 
Space Rider 
Spy Who Loved iVIe 
Stunt Experts 
Supersprint 
Toobin 
Turbo Bike 
IJp for Grabs 
Vindicators 
W S Baseball 
Xybots 

All orders include Post and Packing to UK. 
Overseas orders add £1.00 per order. 

Amstrad Games Cartridges for the 6 l 2 8 + / 4 6 4 + / G X 4 0 0 0 ^ 

* No Exit * Operation Thunderbolt 
* Navy Seals * Switch Blade 
* Pro Tennis Tour * Klax 
* Barbarian II * Robocop II 
* Batman The Movie * Pang 

All games arc unboxed/without instructions at a special price of £9.99 
All Ten Games At A Special Offer Price of £74.99 
Amstrad 6128+/464+/GX4000 

Enforcer Cartridge for the Trojan Phazer Gun £14.99 
Amstrad Bumin' Rubber/ Loco Basic Cartridge £19.99 
Amstrad 612S+/464+ Instruction Manual £14.99 
Amstrad 464* Computer with Stereo Mono Monitor £125.00 
Amstrad 6I28+/464+ keyboard membrane £12.99 
Amstrad Paddle Controllers (6128+/464+/GX4000) £2.50 
Amstrad 6128- Computer & Mono Stereo Monitor £160.00 
Amstrad CM 14 Colour Stereo Monitor , £125.00 
Amstrad MM 12 Mono Stereo Monitor £65.00 
Amstrad 464 • Computer Console £65.00 

Amstrad 464 and 6128 General 
Amstrad LP I Light Pen and software for the 464 £ 19.99 
Amstrad 464 Light Gun and games cassette (5 Games) £ 15.49 
Amstrad 6128 Light Gun and games disk (5 Games). . . ...£15.49 
Amstrad GT65 Green Screen Monitor $ £65.00 
Amstrad 464 Cassette Tape Head Alignment Kit ..,..£9.99 
Amstrad Cassette Head Tape Head Demagnetizer £9.99 
Amstrad Printer Lead (34 Way Edge Connector to Centronic Plug)£9.99 
Amstrad JY2 Joystick £9.99 
Amstrad 464 'Teach Yourself Basic" Tutorial Guide with 2 Cassettes 
Part 1 £9.99 
Part 2 £9.99 
Amstrad 464 Circuit Boards complete P/N.Z70375 £34.99 
Amstrad 6128 Cassette Leads £5.99 
Amstrad 464 Speech Synthesiser with Stereo Amplifier and 2 speaken>£1.9.99 
Amstrad Action Binders (Holds 12 copies of A.A) Choice Blue or Red £4.99 
Amstrad Action Cheat Mode Book (Cover Issues 17-50) ..£4.99 

ALL PRICES INCLUDE POSTAGE. PACKING AND VAT. 

O T R A D I N G POST 
VICTORIA ROAD, SHIFNAL, SHROPSHIRE 

TELEPHONE/FAX (<X?S*) 4 6 2 1 3 $ 

T o p q u a l i t y ' P a n a s o n i c ' 3 . 5 " d r i v e m e c h a n i s m , 
i n c l u d e s P o w e r S u p p l y , C o n n e c t i n g C a b l e , P u l l 16 

p a g e m a n u a l , R a m d o s , R a m d i s c + m a n y m o r e 
u t i l i t i e s . F o r m a t BOOK p e r d i s c j u s t l i k e a P C , A m i g a 

B a r i S I e t c . T h e c o m p l e t e P L U G I t t & G O 
s o l u t i o n , R a m d o s is n o t + c o m p a t i b l e . 

SUPERB L O W PRICE, ONLY 

AI.SO A V A I L A B C ] ^ ^ ^ ^ ^ ^ ^ 
3.5" Discs Only 

Single Socke t R O M B O X o n l y £14.S>9 
D o u b l e Socke t R O M B O X £ 2 4 . 9 9 , 

1 >( : I R A MS, T r a n s f e r files f r o ^ ^ ^ ^ ^ ^ ^ C 
a n d vice versa. O n l y £ 2 4 . 9 9 > 

R S 2 3 2 Serial I n t e r f a c e . C a n b e used to 
c o n n e c t t h e C P C t o a n o t h e r c o m p u t e r , 
m o d e m , serial p r i n t e r e tc . Ideal f o r use 

w i t h A m s t r a d N C I 0 0 / 2 0 0 ( c o n n e c t i n g 
c a b l e ava i l ab le p r i c e d £ 9 . 9 9 ) . I n c l u d e s 

b u i l t in R o m s o f t w a r e . 
N E W « W PRI< I £ 2 9 . 9 9 . 

P lease a d d £ 5 . 0 0 p o s t a g e a n d p a c k i n g t o 
all d i sc d r ive o r d e r s . O t h e r o r d e r s p lease 

a d d £ 1 . 0 0 . All m a j o r c r e d i t c a rds a c c e p t e d . 
Immediate d e s p a t c h f o r c r e d i t c a rd o rde r s . 

S i r e n S o f t w a r e , 1 7 8 B u r y N e w R o a d , 
W h i t e f i e l d , M a n c h e s t e r M 4 5 6 Q F 

F a x 0 6 1 7 9 6 3 2 0 8 

Q R O M V l . k . M O N O N L Y ).H.')<) ) 

Q Comple te I N K O M B O X only J .>•!.<)<) ^ 

S u p e r b h i g h c a p a c i t y d i s c o p e r a t i n g s y s t e m a v a i l a b l e 
o n R O M o r c o m p l e t e i n i ts o w n R O M B O X ! N o t h i n g 
e l s e c o m p a r e s w i t h t h e s e f e a t u r e s : 

• Bui l t in disc f o r m a t t e r • Very s imp le to use, 

• Built in file copying/erasing, • Uses n o user m e m o r y 

• Full 19 page p r i n t e d m a n u a l • A u t o de tec t s f o r m a t 

• Built in Sec to r /Di rec to ry l id i to r • 4 6 4 / 6 6 4 / 6 ] 2 8 m m pat i hi e 



C r o t o Magneto. Okay , it maybe an oldie, 
but i t 's a l to wonderful ly addict ive. 

W| ell, did you manage to buy half the 
commercial software released for the 
CPC last year? Let's face it, it wouldn't 

be difficult - Fluff and MegaBlasters are both brilliant 
games, but the/re just about all that*s around at the 
moment. It's not surprising that people are leaving 
the CPC for pastures new when there's seemingly so 
little new stuff for the old Amstrad. 

If only these disillusioned souls had got hold of 
even a quarter of the Public Domain software 
released for the CPC during the last year, though, 
they might have permanently postponed their move 
to a 16-bit machine or console. Despite constant 
press coverage over the past few years, the actively 
noncommercial nature of the Public Domain scene 
(when was the last time you saw a PD library 
advertise in AA?) tends to limit its appeal. And that's 
a shame, because these days it's the best way to 
get hold of new software. 

Erm, what is it? 
At its simplest. Public Domain programs are those 
which you can copy without fear of retribution. If you 
were to buy a copy of Fluff, for example, and Rob 
Buckley (head of Radical Software) heard that you 
were giving copies out to all your mates, he would 
be quite justified in sending the boys round. 

Get a handle on the Public Domain scene. Discover the 
difference between PD, Shareware and Almost PD. Learn 
how to grab yourself armfuls of new releases for free. 
Check out the top SO must-have PD programs, and uncover 
the history of today's PD. Richard Fairhurst is your guide... 

If you l i k e the sound of this f r e e 
so f tware l a r k , here a r e 5 0 PD a n d 
s h a r e w a r e programs you should b e 
a t t e m p t i n g to g e t your mitts on . W i t h 
so much Public D o m a i n s o f t w a r e 
a v a i l a b l e , a comprehens ive list of t h e 
best p rograms w o u l d bo v i r t u a l l y 
Impossible , but g e t ho ld of these a n d 
you w o n ' t go f a r w r o n g . 

EDigitracker 
An easy-to-use and powerful utility that 

enables you to play sampled music intended for 
the Amiga on your CPC - you can even create 
your own. Extremely flexible, polished, and fun! 

I o Breakdown 
I A Breakout game? Hardly an original 
concept! When i f s as good as this, though, it 
would be churlish to complain. 25 challenging 
and colourful levels, an editor to create 15 more 
and alter the existing ones and power-ups a-
plenty combine to make this possibly the most 
addictive PD game ever. 

glVDE 
— J For some reason, PD word-processors 
are very thin on the ground.in fact. VDE's the 

only serious contender. It runs under CP/M, so 
it's a bit unfriendly and occasionally unstable, 
but only Protext and Brunword will do anywhere 
near as much - and they're not free. 

Eve of Shadows 
Now best known for commercial classics 

like Fluff and Ball-Bearing, Rob Buckley cut his 
teeth with a few PD offerings: this graphical 
adventure is the pick of the bunch, and arguably 
the best adventure in the Public Domain. 

DOS-Copy 
I 1 For many serious users these days, 
transferring files between their CPC and 16-
bit/32-bit machines is an absolute must. 
Andreas Stroiczek's DOS-Copy is the best 
solution for those equipped with a 3.5-inch drive. 
I t 's l00% reliable, user-friendly, and quick. 

[~g] GPaint 2 
I I The original GPaint was second only to 
Advanced Art Studio in the art stakes, and its 
successor gives a number of options not even 
present on the commercial giant. The menus are 
in German, unfortunately, but most aspects of 
operation are self-explanatory. 

SB-ASIC 
This program is a genuine breakthrough 

for Plus owners (which is pretty rare for PD 
software!). Serge Querne's BASIC extension 
enables programmers to access the hardware 
sprites and 4,096 colours of Amstrad's finest in 
their own, non-cartridge programs. Sadly under-
used. (If this is your thang, check out page 19.) 

Jumpmania 
I I Any PD top ten has to include something 
from the continental arcade-puzzle game 
explosion of the last two years, and this is as 
good as any. At least it makes a change from 
3D-effect demos... 

rql Power Page 1 28 
1 The sole survivor of the DTP boom a few 
years ago, PowerPage 128 is a fast and capable 
program used to produce many a CPC fanzine -
Artificial Intelligence. Presto News, and CPC 
Undercover to name but three. Er. yes. well 
spotted, I did write it. Sorry 

ĵnl The Demo 
Still the best demo ever written on the 

CPC (now don't argue). Logon System's 1992 
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C O D I D G P I X E L 

Breakdown - the best PD game ever? W e 
reckon it could be. 

masterpiece set new standards at its time of 
release, and although it's been imitated many 
times since, no-one has come near to attaining 
the explosion of effects and sheer polish of the 
most spectacular CPC code ever. The only demo 
you ever need (or want). 
And the best of the rest... 
11 Geno CP/M WIMP system 
12 PD Planner Spreadsheet 
13 Rambase 3 Database 
14 Disc 'o' Magic Disc utility 

Demos, eh? Love ' e m or hate ' em, you 
can' t get away from them. 

15 Crazy Snake 
16 Rebels' Slideshow 
17 Printmaster 
18 DMon 
19 Soundhakker Pro 
20 Lost Phirious trilogy 
21 Croco Magneto 
22 Newsweep 
23 Cheese 

24 BBS Terminal 

Arcade game 
Art collection 
CP/M poster layout 
Disc editor 
Music extractor 
Adventure 
Arcade game 
CP/M disc utility 
Program 
compressor 
Comms program 

25 The Ultimate 
Megademo 

26 DES demo 
27 l-Spell 
28 Polish Tetris 
29 Better Than Life 1 

30 Amiga Graphics 
31 Xtreme2 

32 The Base 
33 Print Enhancer 
34 Timebomb 
35 Scrivener 
36 Robo-Cup 
37 Impact 5 

38 Desk 
39 Space Froggy 
40 Crystal Mission 
41 Spots 
42 SQ23 
43 Puzznix 
44 Forceheld 
45 Mini Print Shop 
46 Anti-Multiface 
47 Logistic 
48 Crossword Compiler 
49 Caecilia Metella 
50 RC Quest 

Demo 
Commercial demo 
Spell-checker 
Tetris game 
Disc fanzine 
(English) 
Art collection 
Disc fanzine 
(German) 
CP/M adventure 
Printer fonts utility 
Arcade game 
CP/M spreadsheet 
Puzzle game 
Disc fanzine 
(English) 
WIMP system 
Arcade game 
Arcade game 
Puzzle game 
Screen compressor 
Puzzle game 
Arcade game 
Clip art/DTP 
Utility 

Puzzle game 
Puzzle utility 
Arcade game 
Puzzle game 
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W h a t a 
surprise! 
It 's a 
Public 
Domain 
puzzle game! 

This Is a screen from David Carter's 
gorgeous Amiga Graphics collection, 

Public Domain disc fanzines cater for 
the more marginal of CPC interests. 

Indeed, in Europe, where the CPC scene has 
dwindled to a close-knit community of well-
connected young programmers, artists, musicians 
and fanzine writers, this is largely what happens. In 
Britain, however, there are literally thousands of CPC 
users, so this approach doesn't work as well. Hence 
the PD library. 

PD librarians are the hoarders of the CPC world. 
Every single PD program they hear about eventually 
finds its way on to one of their discs - some of them 
have over 200 discs of the stuff. Having compiled 
their library, these nice people are willing to copy 
any of their programs for you, if you send them a 
disc, a stamped addressed envelope (SAE) and a bit 
of money. 

This is where the concept of freely available 
software falls down (or, at least, wobbles slightly). 
After all, PD librarians are entitled to charge for their 
hard work, the cost of collecting software from all 
over the world, the blank discs they store their 
collection on, and so on. 

The distinction between this and profiteering is 
extremely fine and, needless to say, Public Domain 
authors aren't always too keen on other people 
making money from their own philanthropy - which 
is why 'Almost PD' is a popular system these days. 
With the exception of 'Almost PD' programs, though. 

most PD programs are available from any library 
you choose. 

The public treasury 
Having sent off an SAE for a catalogue of your 
selected PD library's wares, you'll often be 
presented with a simple list of titles. Not a very 
helpful aid to selecting your purchases, true, and 
unless you're a connoisseur of CPC fanzines, you 
won't have read reviews of most of them. 

Assuming that everyone knows as much about 
the available software as they do is a mistake that 
the PD cognoscenti often make (PD librarians take 
note: there's a market out there for a lavishly 
illustrated, informative catalogue). So don't be afraid 
to write and ask for 'the PD best shoot-'em-up 
available", for example. 

Many Public Domain programs fall into one of 
two categories: the clones and the uncommercial. 
The first category, which is particularly common with 
games, consists of PD programs performing almost 
identical functions to commercial equivalents. So if 
you can't find Puzzmc in your local games shop, get 
hold of the Public Domain Puzznix instead. Tetris 
addict? There's a Polish PD version which is far 
better, and a lot cheaper, than Mirrorsoft's 
commercial release. Print Enhancer is the poor 

However, if you give someone a copy of his PD 
adventure. Eve of Shadows, he won't mind at all. PD 
is software out of which the programmer isn't 
making any money and, as such, software which 
isn't subject to commercial pressures. 

I fs a bit much to expect everyone to be quite so 
altruistic, though, so the concept of Shareware was 
born. As with PD, you can give someone a copy of a 
Shareware program legally, but if you like it and use 
it regularfy, you're expected to send the 
programmer a small fee. This is usually in the order 
of £3 to £5, so you're still saving a huge amount 
over commercial software - there's no software 
house to take its cut, no adverts to pay for, no 
manuals to print. 

A close relation of Public Domain is 'Almost PD' 
software. Some programmers, although they're 
happy for people to copy their creation among 
themselves, like to control who can make money out 
of their hard work, and so restrict distribution to 
'approved' PD libraries. 

PD libraries? Making money? Hang on. we're 
getting ahead of ourselves here... 

Library cards 
The concept of PD software works perfectly well 
with friends swapping programs among themselves. 



F E A T U R E 

A brief history of CPC PD 
The dawn of time 
In the beginning, there was WACCI - the veteran 
user group that offered its members a 
comprehensive, if slightly boring, selection of 
CP/M PD. Yorkshire's DW Software offered two 
discs of home-grown and impressive PD. And 
that was i t . Until... 

February 1990 
AA's Free for All column started, bringing PD to 
the wider attention of almost 40,000 roaders 
(those were the days). The 'Where to go' box 
included just two libraries: WACCI and newcomer 
(since 1989) Robot PD. Unfortunately, the lack of 
PD software meant that reviewer Jerry 
Glenwright managed to squeeze about five 
articles out of DW's 200K of software. 

August 1990 
Amstrad PD was gathering pace: newcomers to 
the 'Where to go' box included CS/DL (now 
Demon) and the infamous Scull PD. Meanwhile, 
the first demos had hit British shores... and. in 
October, promptly left again after a storm over 
music illegally hacked from games. 

December 1990 
David Carter's Penguin Software, one of the 
most popular and well-run PD libraries ever, 
opened its doors to hordes of AA readers. 
Amstrad Computer User realised that it was 
missing out on something big. and started a 'PD 
Scene' column under the guidance of PD guru 
Paul Tint. Paul's first article was a glowing full-
page plug for Scull PD: Paul Tint, of course, 
being better known as Alan Scully. Scull 
librarian. Nice try. lads. 

July 1991 
With PD becoming established as an important 
force in the CPC world, largely through 
attention-grabbing programs such as David 

man's Pro-Print. And budding musicians could fork 
out £25 for Soundtrakker, but when the superior 
Digitracker (and soon ChaRleyTraCker) are available 
from PO libraries, you might as well save the money. 

There again, there are some PD programs that 
just won't sell. No-one's going to pay for a simple, if 
fast, disc copier when Xexor copies discs, hacks 
them to pieces, generates new formats, solves 
Fermat's Last Theorem, and so on. So people don't 
- they just get hold of Disc 'o' Magic. A hacking 
program like Soundhakker Pro is of relatively minor 
interest, so instead of making maybe £10 by selling 
two copies, the programmer may just as well justify 
the effort of writing it by making it available to 
anyone who wants a copy. 

Special interest programs of this type make up 
a large part of the Public Domain. The most extreme 
example is the demo. This is nothing but a lot of 
flashy effects on the screen, and usually a message 
from the programmer to his friends. They're not of 
much interest to the average CPC user, but they're 
not intended to be - PD authors don't have to worry 
about such things. Similarly, AA would go bust 
overnight il it started printing long articles on the 
finer points of programming the CPC's chips, 
eccentric stories, and gossip about exactly what 
programmers are up to at the moment. PD disc 

Wild's Desk and David Carter's Amiga Graphics 
collection. Dartsma PD and Tim Blackbond's 
seminal Artificial Intelligence fanzine emerged, 
both to live long and glorious lives. 

Indeed, the strength of the market could be 
seen in the fact that each issue of Al managed 
to be filled with reviews of new PD programs. 
Free for All had come to a less than glorious 
end. though, after new writer Caroline Lamb 
(aka Steve Williams of WACCI - what is it with 
PD people and pseudonyms?) decided that 
readers were more interested in in-depth 
discussions of PD copyright. The then AA editor 
Rod Lawton disagreed. 

March 1992 
Public Image, the PD column you've grown to 
know and love, started with a survey of the best 
PD available - although they didn't have quite as 
many puzzle games to choose from back then. 
Welsh library Sheepsoft appeared, with free 
copies of VDE for anyone who wanted them. 
And, after years of heckling from - and to -
other libraries. Alan Scully finally gave up on the 
PD scene. PD wars, sadly, are almost as old as 
the CPC scene itself. 

October 1992 
Joe Moulding's excellent Sleepwalker PD 
revived tho neglected art of PD librarians writing 
their own software. His efforts and the newly-
released PowerPage 128 being the only British 
contributions in a sea of European software. 
Demos, games, utilities... this v/as the beginning 
of the hey day of the European PD coder. 

February 1993 
The most Europhile PD library, Ireland's Amsof 
PD. opened to bring the eager public a selection 
of the very finest European puzzle games. Next 
was The Vault, another Irish library well-stocked 
with Euroware. These two librarios provided the 
only movement in a PD library market that had, 

fanzines like Xtreme and Impact, on the other hand, 
can't go bust - they do it for love alone. 

There are some programs you won't find in the 
Public Domain: huge, involved projects like Fluff and 
RoutePlanner are firmly anchored in the commercial 
arena. Innovation isn't a feature of PD software, and 
perhaps this is why it can never replace commercial 
software in ensuring the survival of the CPC. 

Just do it! 
But no-one's ever expected Ihe Amstrad CPCs to go 
on for ever. After all, in ten years time, there won't 

by this point, settled down into some semblance 
of stability. Whereas the AA's Small Ads used to 
be filled with new hopefuls boasting a list of ten 
discs of other people's software, the short life of 
most of these libraries seemed to have 
dissuaded others from following the same path. 

December 1993 
Continuing the Irish invasion of the UK market, 
Keith Woods arrived at the helm of Public 
Image. Meanwhile, the popular Presto PD 
disappeared in the Quantum fiasco, with 
thousands of PD discs and cartloads of 6128 
Plus machines passing to the great Parcelforce 
depot in the sky. 

May #94 and beyond... 
Shock, horror, corruption, scandal! AA's 'Public 
Inquiry' special, beginning with the immortal 
line. 'These PD people really do think they're 
God's gift, don't they?', showed up what was 
wrong with the PD scene - and why it would 
moan the death of the CPC. 

It's easy to get carried away with such 
sensationalism, but what's certainly true is that 
if it weren't for Public Domain, the CPC would be 
in a much worse state. While the only remaining 
commercial support is f rom Rob Buckley's 
Radical, plus the occasional release from 
Sentinel and Campursoft, there's still a lot of 
decent quality PD out there. 

The rate of release may be gradually 
slowing down - with European PD coders, in 
particular, being tempted away by the charms 
of the Amiga, IBM PC and Archimedes - but at 
least It's still a good and cheap source of new 
CPC software. 

Whafs more, the freely-copyable nature of 
PD means libraries have 'infinite stocks' of all 
their programs - Prince of Persia is impossible to 
get hold of these days, but if you're looking for an 
old game like Croco Magneto, you can guarantee 
IfH be on sale at a PD library near you. 

be any Amigas, Mega Drives or Super Nmtendos 
around, either. What matters is that right now you 
can get a lot more use and fun out of your old 
CPC than the number of commercial releases 
would suggest. 

You've read Public Image every month. You've 
read this special. You've played with the excellent 
Public Domain software we've offered you on the 
covertape. You know what the Public Domain scene 
can offer you. yet there are thousands of AA readers 
out there, and only a few have ever tried PD 
libraries. Why? Don't miss out. 

Where to go 
M o s t PD l i b r a r i e s a r e 
h a p p y to send y o u a 
c a t a l o g u e of t h e i r w a r e s 
iff you send t h e m a n 
SAE. T h e y ' r e g e n e r a l l y 
p a r t - t i m e enterpr ises , 
so d o n ' t e x p e c t c red i t 
card fac i l i t ies , he lp l ines 
or fflashy p a c k a g i n g . 
Service is g e n e r a l l y 

qu i te ffriendly a n d 
helpfful, t h o u g h . 

• Demon PD 
42 Overton Close, Hall Green, 
Birmingham B28 9NA 
• Penguin Software 
62 Nursery Road, Knaphill. 
Woking. Surrey GU21 2NW. 
• Robot PD 
2 Trent Road. Oakham. 

Rutland LEI5 6HF 
• Sheepsoft 
298c Holton Road. Barry. 
South Wales CF6 6HW 
• Sleepwalker PD 
9 Meeting House Lane. Balsall 
Common. W Midlands CV7 7FX 
• WACCI 
7 Brunswood Green, 
Hawarden. Deeside. Clwyd 
CH5 3JA 
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Alter two months off chasing princesses, chatting to 
dragons and marrying goblins, Debbie Howard, Queen 
off the Adventurers, returns to hold court once more. 
Approach and be recognised... 

Bounty Hunter 
Price: Tape £2 ; Disc £4 (disc version 
is CP/M+ and CP /M 2.2) 
Distributor: The Adventure Workshop. 
36 Grasemere Road, Royton, 
Oldham, Lancashire, 0 L 2 6SR. 
Orders payable to: PM Reynolds. 

While sanctioned by the 
War Federation, Or Froglen 
recently broke 

ground in the development c 
neuro-viral life forms. 22 
such forms were grown 
in the laboratory and 
were being 
transported in a 
blipship, under 
controlled 
conditions, to 
Federation 
Headquarters. 
The ship never 
arrived, however, 
and is now believed 
to have crashed on 
the fifth planet of Zeta 
23. Having been issued 
with a Viroid-molecule-
destroying Pulsar, your mission 
is to wipe out these 22 deadly life 
forms. And so. clutching your high-tech weapon in 
one hand and a tricorder in the other (well, you 
never know when you're going to get stranded in a 
polystyrene cave), you beam down to the 
planefs surface.... 

Fans of the old Speccy may well 
find this plot somewhat familiar, 
because the game was 
originally released on the 
Sinclair. Since then it has 
undergone the 
conversion treatment 
at the hands 
Adventure 
Workshop. 

The Bounty 
Hunter is a 
massive text-only 
adventure with 
around 135 
locations. 
Unfortunately, most of 
the location exits are 
never mentioned, so it's a 
case of trying each 
direction to discover which 
way is best. And don't bother 
entering L for look, either, because 

you have to type ^ ^ 
. in the 

U M whole 
word. Apart from that, 

the game is simply a case 
of trecking around and 

shooting every Viroid you come 
across, until you've destroyed all 22 of them. 

The adventure is okay in itself, with plenty of 
puzzles to keep you busy, but it just doesn't have 

that all-important grab factor. Most of the time 

Somehow, I don ' t think Han 
Solo would be in favour 

of trying ' a little 
tenderness' with this 

Bounty Hunter. 

the only message you 
get for performing a 
correct action is 
'okay!', instead of the 
friendlier-style 'You 

undo the wrapping to 
reveal a box of 

chocolates'. (Thafs just 
an example, by the way, 

so don't go around looking 
for any choccies, will you?). 

The Bounty Hunter will 
appeal to some, but not all. There's 

plenty here to keep your brain (and 
fingers) active, but if you're after a polished 
adventure where everything is done for you, you 
better keep looking! 

69% 

reatmerit jjT . i 

°FTHE N S 

• H 

If you ' re s tuck in a g a m e 
l is ted below, these k ind souls a re 

wi l l ing to help you. Please r e m e m b e r to 
enc lose an SAE wi th your enqui ry and DON'T 

ask fo r a fu l l so lut ion, as you m igh t be d isappo in ted . 
If you want to b e c o m e a lo rd or lady please wr i te wi th 

your ful l l ist to : Lords and Ladies of Adven tu re , Amstrad 
Action, 3 0 M o n m o u t h Street , Bath, BA1 2BW. 

• Five On A Treasure Island - T o m m y MacDona ld , 7 County 
Cot tages, Piperhi l l , Nai rn . 

• Adult II, Bew Bews, Blue Raider II, Can I Cheat Death? 
Doomlords l-lll, Dick-Ed, Escape From The Planet Of Doom, 

Firestone, Jason And The Argonauts, Lords Of Time, Nite-Time, 
Red Moon, Spaced-Out, Welladay, Yawn - Paul Whi te , 18 

Coni fer Road, Cox fo rd , Sou thampton , Hampsh i re , S O I 6FX. 
e Shard Of Inovar, Five On A Treasure Island, Holiday II, 
Mell, Hobbit, Lords Of The Rings, Shadows Of Mordor, al l 

Dizzy Games - Andrew Hughes, 1 2 Col l iers Close, 
Woodhouse, Shef f ie ld, S. Yorks , SY3 7DE. 

e Boggit, Big Sleaze, Forest At Worlds End -
Berna rd O'Leary, Lo tamore , G lanmi re , Co. 

Bottle Of Blue 

Deaf Man 

III! 

Clued up! 
Tealand 

The following is a list of some of 
the items found in the game 

and, more importantly, what 
you do with 'em... 

Address Book Read it to 
get the phono number. 

Big Sid Will bore you to 
tears before eating one 
doughnut too many. He 
leaves you a diary. 
Comes to you in a dream. 
Open the bottle and drink it 
for the smurf's undivided 
attention. 
It's on Wiggin's back. Put the 
coin in it before entering the 
maze; if you don't, the game 
can't be completed. 
Get it to reveal something! 
I fs in the town square. Set 
the clock to prompt the van. 
Use it in the telephone box in 
the maze. 
Gives you a tenner for his 
cat, as well as a cure for the 
green rub disease. 
Tells you the time the ice-
cream van will arrive. 
Wear i t then dive in location 
one and move west. 
Use it to buy the smurf an 
ice-cream. 
Wanders through locations at 
random. If he steals some-
thing from you. pinch it 
back. He also takes things 
from other rooms, so if he's 
stolen something you need, 
follow him. 
A mysterious figure, pays 
you lOp for some tea. 
Rub green for a lot of laughs, 
then get cured. 
Eat it. 
This is inscribed 'SAY 
WIGGINS'. Do that, and the 
dog will always find you. 
Used to open the gates near 
the town square. 
Let the gnome steal it - he 
may find it of more use 
than you. 
Use it with the teacup to 
make tea. 
This is your taxi fare (must 
an inner-London cabbie). 
Climb it. 
Wear it. sooner or later the 
womble will arrive. 

Them there verbs 
Buy, climb, cure, dial, dive, drink, drop, east, 
eat, follow, get, give, grab, inventory, kill, 
load, look, make, north, offer, open, pat, 
pay, pick, put, read, remove, rest, rub, save, 
say, set, sleep, south, steal, stroke, surface, 
swallow, swig, take, tell, toss, turn, unlock, 
wake, wear, west. 

Diving Suit 

Gnome 

Goblin 

Green Rub 

Orange 
Pendant 

Rusty Key 

Teabag 

Tenner 

Cork , Eire. 
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Three spritely routines 
Routine 1 

ORG A6000 

SCRSI: EGU 46S00 

LD DE,SCRSI 

LD HL,&CO0O 

LD (1,199 

ID (ST) ,HL 

LD <V),A 

LINE: LD BC,80 

LDIR 

LD HL , ( ST ) 

CALL &BC26 

LD ( S I ) , H L 

LD ft,<y) 

DEC A 

LD (Y),ft 

CP 0 

JP NZ,LINE 

RET 

Routine 2 
S P R U E : LD 

A,CIX+10) 

LD B,A 

LD DE ,9 

LD 

IV,SPTAB-9 

L00P1: ADD IY,DE 

DJNZ L00P1 

LD A , ( I X + 0 ) 

LD ( IY+9 ) ,A 

LD ( m 2 ) , A 

LD A, ( I X * 2 ) 

LD <iy«6) ,A 

LD A , ( I X + 4 ) 
LD ( I Y * 1 ) , A 

LD A , ( IX+6 ) 

LD (IY*S),ft 

LD E ,<IX+8) 

LD D , ( I X + 9 ) 

LD ( i y * 3 ) , E 

LD ( I Y M ) , D 

LD ( I Y * 7 ) , E 

LD ( i y + 8 ) , D 

RE I 

Routine 3 
UPDATE: LD HL,*C006 

LD A ,6 

LD (V ) ,A 

LD DE,SCRST 

LD (SCR),DE 

LD 

(SCRCOORD),HL 

NEMLINE: LD 

DE,(SCRCOORD) 

LD HL,(SCR) 

LD BC,80 

LDIR 

LD (SCR),HL 

LD 

HL,SPTAB-9 

CHECK1: LD DE ,9 

CHECKS: ADD HL,DE 

LD fl,(HL) 

CP 3 

JP Z.NEXT 

CP 2 

JP Z.CHECKl 

CP 1 

JP Z ,PRI 

INC HL 

LD A , (HL ) 

DEC HL 

LD B,A 

LD A , ( y ) 

CP B 

JP 

NZ,CHECK2 

LD A , i 

LD (HL) ,A 

JP CHECKS 

PRT: LD (ST) ,HL 

EX DE,HL 

IMC DE 

INC DE 

LD ft,(DE) 

DEC A 

LD (DE) ,A 

CP 0 

JP 

Z.FINISH2 

INC DE 

LD A , (DE) 

LD L ,A 

INC DE 

LD A , (DE) 

LD H,A 

INC DE 

LD (ADR),HL 

LD A , (BE) 

LD C,A 

LD B , 0 

INC DE 

LD ft,(DE) 

LD 

HL,(SCRCOORD) 

ADD HL,BC 

LD DE, (ADR) 

LD B,A 

DRHSP: LD A , (DE) 

CP 0 

JP Z ,SKIP 

LD (HL>,ft 

SKIP: INC DE 

INC HL 

DJNZ DRHSP 

FINISHED: LD H L , ( S I ) 

INC HL 

INC HL 

INC HL 

LD (HL) ,E 

INC HL 

LD (HL) ,D 

LD HL , (ST) 

JP CHECK1 

FINISH2: LD HL , ( S I ) 

LD ft,2 

LD (HL),A 

JP CHECK1 

NEXT: LD A , ( Y ) 

INC ft 

LD (V) ,A 

CP 200 

JP 2,END 

LD 

HL,(SCRCOORD) 

CALL &BC26 

LD 

(SCRCOORD),HL 

JP NEWLINE 

END: LD BC,9 

LD IY,SPTAB 

END2: LD ft,(IY*0) 

CP 3 

RET Z 

LD ft,(IY*7) 

LD (IY*3),ft 

LD ft,(IY*8) 

LD (IY*4),fl 

LD ft,(IY*9) 

LD (IV*2),ft 

LD A,0 

LD ( IY+0 ) ,A 

ADD iy,BC 

JP END2 

y: DB 1 

SCR: DS 2 

SCRCOORD: DS 2 

ST: DS 2 

ADR: DS 2 

SPTftB: DS 18 

DB 

3 , 3 , 3 , 3 , 3 , 3 , 3 , 3 , 3 

One off the things we are 
constantly being quizzed on 
here at Amstrad Action is 
effective sprite routines. So, 
expect hearty rejoicing on 
the nation's streets this 
month as Rob Buckley 
reveals the machine code 
off success... 

This month we dip our toes into the cool, 
relaxing pool that is sprite routines. Sprites, 
for the uninitiated, are the graphic characters 

like Rick Dangerous that move around the screen, 
without destroying either the background or other 
sprites over which they pass. The programming 
behind this may sound rather easy, but in actual fact 
it has become a bit of a science over the years. 

Lots of games have cheated by using XOR 
routines, or by making backgrounds a single colour, 
but the routine in this article is a true sprite routine. 
This means your sprites can be transparent, and 
even overlap with other sprites without any difficulty 
or flicker. There is, however, a price to pay for this, 
and that is speed and size. 

The first problem when printing sprites is 
restoring the background after the sprite has 
moved. Many routines do this by storing the 
background as the sprite is pasted on to the screen. 
The trouble with this approach is that if two sprites 
pass one anot'her, the sprite and background data 
become merged. 

The easiest way around this is to store the 
background screen before moving the sprites, but 
that gobbles up 16K before you even start. The 
screen-store program in listing one holds a full 
screen at &6600, and should only be executed when 
no sprites are on the screen. To use it: CALL &6000 

Most sprite routines print the sprite to screen as 
soon as requested. This routine, however, stores the 
data given to it in table, and then displays all the 
sprites in one go when an order to update the 
screen is issued. Any number of sprites from one up 
can be displayed, though each takes nine bytes in 
the sprite table. The sprites (Listing two) are issued 
by: CALL &6029,(sprite number),(Address),(x),(y)r 

(width),(height) 

Now comes the really clever bit: the screen 
update routine. This works by doing each pixel line in 
turn from 0 - 1 9 9 . First we reprint the background 
line on to the screen, and then we check to see in 
any of the sprites are on that line. 

For each sprite, the first byte of its data table is 
taken with the status byte. This byte tells us whether 
the sprite is 0 (not being drawn), 1 (being drawn) or 
2 (completed). A value of 3 in the status byte 
represents the last sprite, and then we move on to 
the next horizontal line. 

Once we reach the bottom of the screen all the 
sprite tables are updated for the next display. To call 
the Update screen process just: CALL &6066 

There are a few things that need to be set up 
before this routine will work properly, which I have 
omitted from the routine for reasons of space. First, 
each sprite must be defined before updating the 
screen (you only need to do this once for each 
sprite, though). 

If you v/ish to turn a sprite Off then make its (y) 
value equal to 201 - this effectively moves it off the 
screen. 

To increase or decrease the number of sprites 
alter the number in: SPTAB : DS 18 
(This represents two sprites 2*9) 

The number should be number of sprites * 9 
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A new year and a whole host ot new cheats. Lee Rouanne 
searches out the Alka Seltzer and goes plinlc, plink, fizzing 
his way through this month's assortment of gaming gems. 

Crazy Cars 3 
Right, we kick off thus month - nay this year - with a 
quite stupendous cheat (One of yours then, Lee?-
Karen) for AA] I O's covertape cracker Crazy Cars 3. 
But before we get into the listing here's a multiface 
poke for the same... 
2359,00 Infinite Boost 
GACO 10O-"Crazy-CarS'3-Cheat 
FAEF 110-"B»-Lee-Rowne 
GfiHD 120-"Inf inite•Boost 
AfiLN 130 
I ABM 140-DAIA-CD,6S,BC,3E,01,CD,6B,BC,2i,74,BF 
IADI lSO-DAIA-CD,28,BF,C3,6C,BF,00,11,70,01,21 
IftJN 16O'DATA'87,A6,OE,O7,CD,CE,BC,21,80,BF,CD 
IANI 170-DATA•28,BF,C3,8C,BF,11,70,Gl#O6,OCfD5 
JACB 180-DAIA-CD)77,BC,E1,CD,83JBC,CD,7A,BC,C9 
IACN 130-I>ATA-CD,6S/BC,3E,01/CD,6B,BC/21,74,BF 
IAKG 200 DATA-CD,26,BF, 11,70,01,21,87,A6,0E,07 
IAXJ 210-DATA-CD,CE,BC,OS,00,21,80,BF,11,00,00 
IACG 220-DATA-CD,80,BO,21,70,01,11,E0,92,01,70 
IABM 230-DATA-01,3E,02,CD,98,BO,CP,8F,BO,3E,00 

And if you wont to transfer Crazy Cars 3 
to disc, turn to page 2 1 . 

IA0B 240'DATA'32,A4,24,C3,70JQ1,43,43,33,20,20 
IAMC 250-DATA-20,20,20,2E,42,49,4E,43,43,41,S2 
IAPB 260-DATA•S3,33,20,20,2E,42,49,4E,00,00,00 
CAEN 270-DATA-LCR 
EAKF 28O'Chl<:O:x:«BFO0 

JAHE 290-READ-al:IF-aMLCRi • THEN• 320-ELSE-300 
GANC 300'a:UAL(JH*a$):P0KE-x,a 
HAKN 310•x =x•1:chk:chk *a:GOTO•290 
HAKK 320 • IF • chkOI39E0 • THEN -GOTO • 520 
JABI 330'CLS:HODE-1:MINDOU-I2,1,39,1)S:INK-
1,24 
IANA 340'UINIKH4*il,1,39,6,24:CLS>il:CLS•12 
IAEJ 350•BORDER•0:INK -0,0:INK•2,18:INK•3,17 
GANF 360-PRINT-112, STRINGM38,210) 
0A0D 370-PRINT'*2,TAB<S)| Crazy-Cars-3-Cheat'* 
•Iransferl 

GAPH 380-PRINT-12, STRINGK38,210)' 
EAIL 390'PRINTil:PRINTIl 
LAJA 4G0-PRINT-tl,! 1,-Transfer-Cane-To-Disci 
KALD 410'PRINT'I1,| 2, -Tape-Cheat-Uersionj 
NAGH 420-PRINT'»1,1 3. -Disc-CheaMOnce-
Transferred)! 
KAPL 430'a:0:HHILE-a^:al:INKEYt:a:yAL(a»>: 
HEND 
FAJL 440-ON-a-G0SUB-480,480,500 
CAIK 450-G0T0-330 
ABNP 480-CLSI1:PRINTI1,TAB<2)| Insert-Iape-And-
Disc-Mith-37K-Free| 
BBJN 470-PRINTI1,TAB(10)| Ihen-Press•Any -Keyl : 
CALL ABB18:1TAPE:CALL• «BF37 
ABPA 480-CLS«l;PRINTIl,TAB(6)| Insert-Tape-
Rewound-To-Startl 
BBCN 490-PRINHl,TAB( 11)| Ihen• Press• Any• Keyl : 
CALL-4BB18:IIAPE:CALL-$BF00 
0AF0 50O'CLSI1:PRINII1,TAB(7)| Insert 'Disc-
Hitb-CCARS3-0n| 

G A M E T I P S <D 
PAN0 S10'PRINTX1,TAB(10)| Then-Press-Any-Keyl : 
CALL'&BB18:CALL'&BF12 
LAID S20'PRINT'| Data-Error-Old-Bean* | :END 

Super Cauldron 
Next up is a rather bnlliant guide to level one of that 
super platformer, St/per Cauldron, j me in a 
round of applause for Adrian Lybaek from Delta in 
Canada. 

As soon as you start on level one, go to the left, 
get the broomstick and go flying. Look for a pattern 
of stars in the shape of a cross and go to the point 
where they intersect. You'll find the circular saw 
spell there. 

After that, go to the left and, just before you 
enter the forest, bend down at the tree stump. You 
will enter a secret world. Now keep flying to the 
right and you will eventually find a broomstick. Fly 
immediately to the left and go up. You'll find the 
teleportation spell there. 

D o n ' t f e e d the plants 
Once you've left this world, go into the forest and 
bend down at the first tree stump. You should end 
up m a forest world of springs and some very 
hungry-looking plants! Use the springs to jump over 
them: shooting them with stones will also do the job. 
Get to the end and you'll be rewarded with the 
fireball spell. 

When you re-emerge into the forest, go left and 
find the tree stump that leads to a fire world. Go 
there and keep going right (avoiding the fire and 
snakes). When you find the snake on the tree stump, 
use your circular saw to damage him. Then jump up 
and, when you're at a 45 degree angle, fire at the 
snake to finish him off. 

I•<«*--n 
* s -

V. S k - j a . £ 

* T*T*jC J 

Follow our bewitching guide and bust 
level one of Super Cauldron wide open. 

The Manic Multipoke Mania Zone 
W i n d i n g up this month's marve l lous 
Cheat M o d e is my good mate Carl 
Thomas. He proves ye t a g a i n that 
f inding mult i face pokes Isn' t a l l tha t 

bor ing! No rea l l y ! 
Tell you w h a t , why d o n ' t you g i v e 

it a go a n d send in your results to us 
here a t Cheat M o d e , Amstrad Action, 

Future Publ ishing, 3 0 M o n m o u t h 
Street , Bath, Avon BA1 2 B W . W e 
promise to love forever^* At least , 
w i l l if it works ! 

Game Name Media Addr, Poke 
Classic Muncher (T/D) 05CD,xx 

047B.xx 
05CB.C9 
0471.C9 
0459,C9 
0D98.C9 

Effect 
xx=Num Of Ghosts (1-4) 
xx=Num Of Deady Ghosts (1-4) 
Removes Ghosts 
All Ghosts Harmless 
Trap Ghosts In Box 
Speeds Up Game 

Game Name 
Space Harrier 

Puzznlc 

Guardian 2 

Media Addr. Poke 
(T/D) 128F.C9 

10FC,C9 
10FC,19 

(T) 599C.00] 
599D.OO] 

(T/D) 70B6.00 
A387.00 

Effect 
Manual Rapid Fire 
Aliens Self Destruct 
Resets Last Poke 
Infinite Time 
Do Both Pokes 
Removes Raiders & Mutants 
Infinite Cloak 
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You should now be able to see land at the right-
hand edge of the screen (if you can't, jump to the 
right and then back on to the tree stump. This will 
cause the screen to scroll). Use your teleport at full 
power to get to dry land, then keep using it to avoid 
the fire. You'll pick up the bomb spell here. 

Bridge o v e r t roub led w a t e r s ? 
Now, when you reach the bridge over the water, 
bend down twice and you should re-emerge into 
another room. Find what appears to be a sealed-off 
room and chuck a few bombs to open it. Get the key 
and travel to the exit by going right and up 

Carefully head to the right until you find another 
tree stump. Bend down and kill aH the bouncy things. 
Top up as many of your spells as possible by using 
the frogs that are left. Go down and use your 
teleportation to avoid the spikes. Head down again 
and do the same to avoid the other spikes. Continue 
down and, using your bombs, blow up the bouncy 
things and the floor. 

Go down once again and youU come across 
more nasty spikes. Clear them with the teleport. but 
don't move another step! Walk just far enough to 
cause the stalactite to fall and then switch to the 
fireball spell. Go down, but just as you do. go right 
and keep going to the right. You should land on a 
platform from which you can fire away at the enemy. 
Once he's dead, head down and blow away the floor 
underneath you. Keep going down until you reach a 
chain rope. Climb down this and kill the hungry flora 
with your circular saw. 

When you get to the bottom, kill the bouncy 
things on the opposite side of the wall with your 
fireball. Go down again and switch to the teleport ~ 
spell. Jump up at the other side of the wall and 
release the teleport spell. With any luck, you'll end 
up where you want to be (What.7 Between the sheets 
with Christopher Lambert? Swoon! - Karen). Go up, 
avoiding the falling obstacles, and enter the door. 
Kill the wimpy end-of-level guardian (with the circular 
saw), blow away the wall, get the book and - ta-da! -
level one is over. 

Appren t i ce 
Once again, Michelle Tomlinson fom Andover in 
Hants helps long-suffering gamers by solving a 
perplexing puzzle in Apprentice. 

If you travel down two screens, you'll find a 
green crocodile thing patrolling across the bottom 
of the screen. Go to the left-hand side of the screen 
by the yellow rock and push the joystick upwards. 
You will find a secret passage in the wall. Make your 

way to the funny-coloured-looking square in the the 
middle of the yellow rock and pick it up. 

You should find a painting, which is one of the 
special objects you need to give to one of the 
wizards. There are many other secret passages like 
this, but they're not all hidden behind yellow rocks. 
So the message is keep experimenting... 

Stricter 
On the Title screen, press Z and 0 (zero) together -
the border will flash. Start the game as normal, then 
if things are getting too tricky, press H to pause the 
action and SHIFT and 1 to skip to the next stage. 
Don't try this on the endof-level guardians though, 
because the game will crash. 

If you want to try the same stage again, simply 
hit SHIFT and 0 and you'll restart your current level 
with the same amount of time and lives. 

Turbo Chopper Simulator 
Pause the game by pressing CTRL, then to enter the 
cheat mode press the M, B and 1 keys 
simultaneously. If the cheat's worked you should find 
yourself the proud owner of a nearly new set of 
infinite lives. And as though that weren't enough, 
from now on you can also skip your current level by 
pressing CTRL followed by ESC. Good, eh? 

Indianna Jones and the 
Last Crusade 

Press T, 0 and D simultaneously on the Title screen 
to switch this cheat on and off. Then, when the 
action starts, press SHIFT and 1 to return to the 
start of your current level, SHIFT and 2 to advance 
to the next restart point and SHIFT and 3 to go to 
the next stage. Henry Jones Snr would be proud! 

* * -

M 
He's named after a dog, you know. 

How to use Multiface Pokes 
The (T)s and (D)s before the address indicate 
whether the poke was written for a tape or disk 
game (they might work on both, though, it's 
worth a try). Just in case you don't already 
know how to put in these BLACK BOX POKES, 
here are the steps to success. 
1 . Load the game as normal. 
2 . Press the RED button on the MULTIFACE. 
3 . Press " T for tool. 
4 . Press to make sure you select the 

code. 
5 . Press "H" for HEXADECIMAL input. 
6. Press "SPACE" for input. 
7 . Type in the ADDRESS (4 characters ie. 

3A7C) 
8 . Type in the POKE (two characters ie. A7) 
9 . Press "RETURN" 
1 0 . If there is more than one poke goto (F) 
11 . Press "ESC" back to the menu. 
1 2 . Press "R" to return to the game. 

Typing Listings 
If you've never typed in a listing from AA 
before, then reading the following blurb is a 
REALLY GOOD IDEA. Trust us. it'll save you no 
end of hassle. 
• Basically, all you need to do is make sure 
you type in exactly what we print EXCEPT the 
first four letters in each line. 
• The first four letters are a code which work 
in conjunction with our unique and utterly 
excellent TypeChecker program below. 
• Only press RETURN when you get to the 
end of a command line. If a command line 
goes on to two lines do not press RETURN at 
the break in the line. Your lines on screen 
should break in exactly the same place as 
they do in the mag. 
• The dots you see in some lines (like the 
one between 'weir and 'done' in the line 
PRINT! Hell-donel) indicato spaces. The dots 
are there so that you don't have to guess how 
many spaces to put in when there is more 
than one. 

TypeChecker 
This program enables you to check whether 
you've typed AA listings in correctly. Type it 
in. then SAVE it for future use. When you 
want to double check that you typed a listing 
in correctly: 
• Load up TypeChecker. 
• Type NEW. 
• Type in the listing of your choice. 
• When you've finished type LIST. 
• At the end of every line a highlighted code 
win appear, it should be the same as the 
code printed in front of the same line in AA. 
If i t isn't you have typed that line Incorrectly. 

PAKl 10 • ' • Typ*Ch*ck»r • If 1.0 • - -By • Sifton • Forf»st 

»r—flfc-l$32 

MftW 28 ' F6r ftflstr*d ActioQ - PabIic &o«*in 

DMK tt'HHWKV'MFFf 
CAJK 48-csun:0 

CAKE 50 • FOR • iddr ^ A9G0 • 10 • iAflSB 

MXJ SO REftD bytet 

CMB ? 0 - M e : M L U I »bsitel) 

FftCF $8-POKE-«Wr,b9t« 

CftFB W'csun:csu«*b»tf 

M I X 180-NEXIaddr 

OftCI 118 • IF • cst»< >42AM • THEN • PRINT •! Chf cksiw • 

Error! : f l j | | 

LAHE n$-PME - I A 0 0 1 , PEE)MMBSB ) : r o ) ( £ - t A 8 e 2 . P 

EEiMJBBSC) 

KAN! 128 • POKE 'iBB5A,4C31 POKE • 4BBSB, *3:P0XE • « 

BSC. JAG 

RACK 130-PRIHI I Ty»fCh»cker'91.9-Installed] :E 
» 

HftBC 14OMlA-CF1FE I$3,FE,8A,CA,Oe,A0,FS,CS.& 

S , E S f F I , 8 & , C M 2 

LAW lS8-MTA'AC,SF,lS,e0,2*.$A,A8,lS.22,5A.A 

0 ,El ,Di ,Ct,Fl .C3 

LAFJ 16«'DATfl-8O,Afl.3EJeO,C»jeO,Mr3E,18iCI>.0 

8, Afl,2A,jA,A0,?C 

LAM 1 7 0 . D A T A - C M S , A O , 7 & , C M $ , W , 3 E , 1 8 , C M 

8,A8,21,88,80,22 
LACN lee-DAIA-Sfl^ .CS .lB .Afl .FSJB.eF^Ml .C 

n.ee.ABji.ESje 
XAv!C 198-fATA-IF.1F,IF,1F,C6,41,C&,88,68,C9,8 

8,00,EKD 

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

POKE 4BBSB,8 To turn It off 
POM ft BBSS, 3 To turn it back on again 

Isn't science amazing? (Now don't argue.) 
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hen Amstrad first launched the Plus 
^ ' i series of machines back in 1990 it 

swore blind that the enhanced 
capabilities of the new systems, such as the 4,000-
odd colours and harware sprites, could only be used 
by cartridge software. 

Of course, nobody believed Amstrad and it 
wasn't very long before Serge Querne came up with 
his BASIC extension (see the feature on page 12) 
and the French Logon team had found a way of 
unleashing the Plus's exciting new capabilities. But 
they were coding geniuses, weren't they? The power 
of the Plus is still well beyond the ability of the 
novice, isn't it? 

No. far from it! Accessing the Plus's hardware is 
remarkably simple. In fact, i fs even possible to do it 
from BASIC, and if you read on. you'll find out 
exactly how i fs done. 

The Plus's special features are protected by a 
'secref code, which you need to enter before you 

can use them. Ifs as though the new part of the 
Plus's harware has been locked in a safe. The first 
thing we need to do is enter the combination to 
open the door. 

Listing 1 on page 20 does just that. Running the 
listing doesn't actually put you in 'Plus mode' though, 
because you need to type the command OUT 
&7F00.&B8 to get access. (Typing OUT &7F00.&A0 
returns you to ordinary CPC mode.) 

Once you're in Plus mode, a block of memory is 
opened that contains all the details of the Plus's 
enhanced features. This block lies between &4000 
and &7FFF. Using many of the Plus's features is as 
simple as poking changes in the information that is 
stored there. 

The easiest new feature to use is the Plus's 4.096 
colours (a great improvement on the ordinary CPC's 
27). Before v/e see how to choose the new colours, 
i f s important to understand how they're arranged. 

As with just about every number associated with 
computers, 4,096 is a multiple of 16. The reason 
for this is that computers use hexidecimal (hex) 
numbers as opposed to the decimal (dec) numbers 
that us mere mortals are used to. Hex numbers go 
up to 15 before adding a second digit, as can be 
seen from the following table, which compares hex 
numbers with their decimal equivalent. 

Let's lace It, Iff you've got a 
Plus you want to use it to 
its full potential, right? 
After all, who wants 27 
colours when you can have 
4 ,096? And what about 
those hardware sprites? 
Keith Woods reveals how to 
make the most of your Plus. 

All the Plus's 4,096 colours are based on 
combinations of the three primary colours - red, 
blue and green. So to choose one of the 4,096 
colours you must enter three values - one for each 
primary colour. 

Yes, you've guessed it, you can enter one of 16 
possible values for each of the three primary 
colours by using the hex numbers Of . As there are 
a total of 4,096 different combinations 
(16x16x16=4096), any of the Plus's colours can be 
selected using this method. Ifs just like mixing 
paints in art class. 

Hex Dec Hex Dec 
0 . . . 0 8 
I 9 
? . . . . 2 A ....10 
S B ...11 
4 c 1? 
5 ...5 D ...13 
6 ...6 E ,...14 
7 ...7 F , . 1 5 
As you can see, including 0, there 
are 16 single digit hex 
numbers. 

So, now you know how the Plus's colours are 
selected, how do you go about doing it? 

Are you in Plus mode? Good. You will remember 
that the memory containing the special Plus 
information is now available for you to play with. Part 
of it, between &6400 and &6421, contains the data 
for pen and border colours. 

The data for each pen colour takes up two bytes. 
Thus the data for PEN 0 is stored at addresses 
&6400 and &6401, PEN 1 at &6402 and &6403 
and so on right up to PEN 15 at &641E and &641F. 
The border colour data takes up the last two bytes, 
&6420 and &6421. 

The two bytes allocated to each PEN hold the 
RBG (Red, Blue, Green) values of the PEN. Each byte 
can hold a two digit hex number. Therefore, the first 
byte of each pen holds the red and blue values, 
while the second byte holds just the green value. 

So, if you want to change a pen colour to the 
colour represented by the RBG values 8, A and C, 
you need to change the pen's two bytes to 8A and 

OC. If you want to 
W ^ \ change PEN 0, 

whose colour 
data is held 

\ at &6400 
and 

# 
M a k e 

Hie most 
of your Plus -

slick It In a dinner 
suit and a diamond-

pinned, silk cravat! 

Spriting Irish 
H all this is far too simple for you, you might 
find it more interesting to play with the 
Plus's hardware sprites. Again, as with the 
colours, the sprite information is all stored 
very logically and is easily tampered with. 
Let's look briefly at where it all is, and how 
it's structured. 

The graphics data of the 16 sprites is 
held between &4000 and &4FFF. It s held in 
blocks of &100. one for each of the 16 
sprites. Therefore Sprite O's data is at 
&4000-&40FF, Sprite l ' s at &4100-&41FF 
and so on. Each byte is a pixel and can be 
filled with a value from O-F (as with the 
colours). The value represents the pen 
colour of the pixel. 

Information regarding the position and 
size of the sprites is held between &6000 
and &607F. Each sprite's data takes up 
eight bytes, so Sprite O's data is held at 
&6000-&6007. sprite l ' s at &6008-&600F 
and so on. The first two bytes hold the X 
position in pixels (0-&27F, 640 pixels - the 
width of a standard MODE 2 screen). The 
third byte holds the Y value (0-&C7, 200 
pixels). The fourth, fifth and sixth bytes are 
empty. Bytes seven and eight hold the width 
and length of the sprites respectively. This 
info is in binary. There are four sizes, 
entered as 00. 01. 10 and 11. 

Addresses &6422 to &643F hold the 
hardware sprites pen colours data. This 
information is organised and entered in the 
same way as the ordinary pen colours data. 
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I | Listing |t; } | j 
LANO 10 •FOR•a=l •TO •17 :READ•at :OUT•4BC0O ,UAL( . 

\ - 4|+al) :NEXT 

HAHB 2 0 ' D A T A ' F F , O , F F , 7 ? , B 3 , S 1 , A 8 , M , 6 2 , 3 9 , 9 C , 

= i i i 6 , 2 B , i s , 8 A , c D , E E 

&6401, you'd need to type: 
POKE-46400,48A:POKE•46401,4C 

(Note that when typing hex numbers it is necessary 
to put an ampersand {&) in front of them.) 

A Flashy Effect? 
If you've just typed in the above example, you'll have 
noticed that all that happens is that the background 
flashes once. It's here that we encounter a slight 
problem. In order for one of the Plus colours to be 
maintained on screen, you need to use an 
interrupt. 

Fortunately, you won't have to worry about 
setting one up. though. The Plus's designers 
kindly included a hardware interrupt for this very 
purpose. To turn it on, type: 
POKE-<6800,1 

To turn it off, type: 
POKE-$6800,0 

Now try typing in the line that caused the flash 
last time. As you can see, the interrupt has given 
you a light blue background. Now we're really 
getting somewhere - this is a colour that isn't 
present on ordinary CPCs! 

Ifs not all good, though. As you no doubt 
realised, the keyboard wasn't as responsive the 
second time you entered the two POKEs. This is 
because the interrupt slows many things down, 
including the speed at which your computer scans 
the keyboard to see if a key's being pressed. 
6128 owners will also find discs take much longer 
to load. -

This probleifljan be overcome using the 
SPEED KEY command. This changes the speed at 
which the keyboard is read. When using the 
interrupt, type: SPEED-KEY-3,1 

Okay, the keyboard still doesn't respond normally, 
but it's a big improvement over the post-POKE 
rate, right?-And you can tweak this rate still further 
by changing the two numbers, 3 and 1, to find the 
speed that you like best. When you turn off the 
interrupt, type: SPEED-KEY-30,2 to return the 
keyboard to normal. 

on have it 
You should now have all the information you need 
to use the Plus's 4,096 colours in your own 
programs. If you're confused or you want to find 
the colour of your choice quickly, why not type in 
and run Listing 2, which is a handy colour 
selection program. 

This program works by asking you to choose a 
pen number (0-15) or the border. You can then 
press R G and B to change the respective Red 
Green and Blue values. When you've chosen your 
colour press Q and you'll recieve two POKEs. 
These can be entered into the Plus mode to 
change the pen to that colour. 

The colour selection program detailed here is 
very simplistic, but if you're feeling adventurous 
you can change it to include your own features. 
For instance, it should be possible to choose pens 
within the program, and thus change all the pens 
at once. Or how about altering it so you can load 
art package screens in any mode. This will enable 
you to use Plus colours to liven up your pictures. 
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L i s t i n g 

IABI 

HACJ 

AAKK 

NAIJ 

CAJE 

CA0C 

HAPL 

CAKC 

LA0C 

HA0P 

HAKK 

KALC 

DAC0 

GALH 

GADC 

DAJK 

HAAB 

EABA 

KftflG 

JA0I 

JAAD 

J ACM 

lO-'Plus-colour'Selector 

2 0 • ' K e i th•Nood s • f or•Anstrad•Act i on -1934 

30-' 

40 •H0DE•2 :PEN•1 :PAPER•G :CLS : INK•0 ,9 :BORD 

ER-0 : IHK '1 ,26 

SO•INPUT! Enter-pen• mrnber•<0-15)•or•16•f 

or • border'--I ,p 

60•IF-p:0•THEN Tb=46400 :ggr46401 :C0T0 •11 

0 

7 0 ' F 0 R - a = M 0 ' 1 6 

80-IF-p;a•THEN T b = 4 6 4 8 8 * a * 2 : g g : 4 6 4 0 1 * a * 2 

:COrO'110 

"M-NEXI-a 

100 GOTO-40 

110 -FOR -<1=1 • 10 • 17 .-READ • al :0UT • 4BC00, VAL< 

J H t a f ) : N E X H 

1 2 0 i D A T A ' F F , 0 , F F , 7 7 , B 3 , 5 1 , A 8 , D 4 , 6 2 , 3 9 , 9 C 

, 4 6 , 2 8 , 1 5 , 8 A , C D , E E 

130-NODE-1 

140 • LOCATE -13,1 : PRINT1 Co 1 our • Se 1 ec tori 

150 'LOCATE'13 ,2 :PRINT| I 

160 • LOCATE -5,22; PRINT1 Red---0-• • -Blue--

0 — G r e e n - - ' 0 | 

170•L0CAIE• 14,25:PRINTI Press • G • to • endl 

180 'SPEED 'KEV '2 ,1 

190 • OUT • 47FO0,4B8 : POKE • 4 6800 , 1 

200 *POKE >46400,0;POKE * 4 6401 , 0 

2 I 0 . r=O :b=0 :grO 

220 'C$=INKEYi : IF 'Cl=|| -THEN-220 

230'C*=lfPPERt<cl> 

240• IF*cl=| R| • AND-r<240'THENT=r+16:G0T0 

•320 

2 5 0 • I F • c $ : | R| •AND•r=240•THEN•r=0:GOTO•32 

0 
260 ' IF 'Cl-| Bl •AND-b<IS•THEN'b=b*l:G0T0•3 

20 
2?0 ' IF 'CJ=| B| • AND'b:lS-THEN'b=0:GOIO'320 

286 • IF 'Ct=! G| •AND•g<IS•THEN•g=g*l :G0T0•3 

290 • IF •cl=| G1 •AND•grIS•THEN•g:0 :GOTO•320 

300 . IF 'CJ : | (H THEN-390 

310-GOIO-22O 

320•POKE•« 6400 ,r *b :POKE•46401 ,g :POKE•464 

20 , r+b :P0KE ' 46421 ,g 

330•LOCATE•11 ,22 :PRINT•HEXI(r) :LOCATE•12 

,22:PRINT| •! 

340-LOCATE-23,22:PRINI'HEX*(b) 

3S0 'LOCATE-36,22 :PRINI 'HEXI(g) 

360•IF•g< 9•IHEN•POKE-46402,4FF:P0KE-4640 

3 ,4F 

370 • IF •g> 9•THEN•POKE•46402,0 :POKE•46403, 

0 
380-GOTO-220 

390•POKE•46800,0 :0UT•47F0O,4A0:SPEED•KEY 

• 30 , 2 

400•MODE•2:INK >0,0:BORDER•0:INK -1,26 

410•IF•?<16•THEN-PRINTI To•change-pen•nun 

berl ;p;l to'the-colour-youlve'oust'chosen 

•Mhen ' in*plus '«ode 'type:| :GOTO-430 

420•IF•P=16•THEN•PRINII To•change•the•bor 

der•to•the•colour • youlve•just•chosen-uhe 

n* in-plus-ftode-type:! 

430'PRINT:PRINT'|POKE-4| ;HEXS(rb) ;| ,41 ;H 

EX$(r+b> 

440'PRINTI POKE-41 ;HEXI(gg);| ,41 :HEXt(g) 

450-PRINT;PRINTI Choose-another•colour•(Y 

/N)-?| 

460-Ml:INKEYt:IF 'Wl:|| -THEN-460 

4 ? 0 ' I F ' W l = N '0R'W$r| Y| • THEN• RESTORE:G0I 

0-10 
48B ' IF 'wl=|n| -OR-wl=| N| THEM-PRINII Cheer 

lo-then'l :END 

490-GOTO-460 

/ f 1 E 

• 

• A 

% \ A \ \ \ 
# 



T E C H Y T I P S 

r o r w i w 
From the simplest disc drive disagreements to full-
blown arguments with your assembler, Techy Forum 
the place to come. Agony uncle Richard Fairhurst 
sorts through the mailbag of woes. 

Covertape Clinic 
Here a r e a l e w pointers to cover tape 
success. First of a l l , if a program isn ' t 
l o a d i n g , is it in tended to b e used w i t h 
your set-up? Some programs a r e 
1 2 8 K or disc-only, a n d some object to 
ROMs p lugged in . 

If you checked a l l this a n d y o u stil l 
h a v e no luck, is i t pr in t ing ' R e a d 
er ror ' or a s imi lar message? If so, 
send it back to A b l e x . They c a n ' t he lp 
w i th programs that d o n ' t w o r k in the 
way you expect , or w i t h those t h a t 
load but d o n ' t w o r k - t h e y can only 

Binning it 
All that happens when I 

^ type RUNTRANSFER, 
as instructed in the last couple 
of month's covertape pages, is that 
I get a list tel l ing me all the f i lenames that 
have been found. I t r ied f inding the 
beginning of the file TRANSFER 
.BIN on the tape, so that this fi le 
was the first one to be seen, but I still only 
got the message Found TRANSFER .BIN. 
Please tel l me where I am going wrong - 1 
can't wait to get Crazy Cars 3 on to disc. 
SF Symonds, Haverhill 

akm 

rep lace fau l t i l y dupl ica ted tapes . 
If y o u ' r e h a v i n g a n o t h e r p r o b l e m , 

w r i t e to the a l l - n e w Cover tape Clinic 
h e r e a t Techy Forum, but d o n ' t send 
your t a p e back . 

F ina l ly , If t h e r e a r e a n y programs 
y o u ' d l i k e to see on the cover tape , 
w r i t e to the same address. W e c a n ' t 
g u a r a n t e e any th ing ( for e x a m p l e , US 
Gold recent ly to ld us t h a t t h e y ' v e lost 

a l l the i r copies of the i r 
CPC games) , but w e ' l l do 

our best . 

Crazy Cars 3 
and Turbo 
The 
Tortoise 

from the 
same 

problem I'm afraid, 
but there is a solution. If you just press CTRL and 
ENTER when the tape is before the file 
TRANSFER .BIN, this'll work. Alternatively, type 

RUNnTRANSFER .BIN 
(remembering the space before 
the full stop). 

You want to know how all 
these problems came about? 
Well, it was due to a slight 
breakdown in communications 
between the various members 
of Amsfrad Action's editorial 
team (The key words there 
being editorial and 
breakdown - Karen). 

Still, from now on just one 
person (me) will be 
responsible both for putting 
the tape together and for 
writing the covertape page, 
plus we've introduced a 
smart new menu system, 
so you shouldn't have any 
problems from this 
month. (Cor, look at 
those pigs fly' - Karen) 

Easy game 
^ f r f v I have a problem with a game I am 
^ ^ ^ w r i t i n g : the next screen takes too long 

to draw - about seven seconds. While this 
doesn't seem long, crossing the screen only 
takes about four. So, t ry ing to solve the 
problem, I decided to write a machine code 
program that would hopefully be quicker. 
Assembler-less, I picked up my machine code 
manual and wrote the program out on paper. 
My problem now is that the machine code 
program doesn't work and only succeeds in 
crashing the game altogether. The code is... 

2 2 7 8 0 Id hi, ???? 
Id b ,0 

22785 inc b: Id a,21 
cp b: ret z 
Id d , l 

2 2 7 9 2 Id a,(hl): Id (ix+4),a 
inc hi 
push hi 

Id (ix).b 
push be 

Id (ix+2),d 
push de: cal l &7D00: pop de 
pop be 

pop hi 
inc d: Id a,26 
cp d: jp z ,22785 
jp 22792 

The data for the screen is a list of sprite 
numbers, stored between & 4 0 0 0 and &58E7. 
The program works by pre-poking the address 
of the first byte of the screen data into the 
addresses 2 2 7 8 1 and 22782. The program 
should peek at this address and obtain a sprite 
number. This sprite number should be called 
along with its X and Y positions (both initially 1) 
just l ike a BASIC command: 'CALL 32000. 
sprite number, X position, Y position', the 
sprite routine being at 3 2 0 0 0 (&7000). The 
program should then move the data address 
on one and add one to the Y position. If the Y 
position is 26, the program should reset it, add 
one to the X position, and then repeat the 
process until the X position is 21. 

Alas, this does not seem to be the case 
and I cannot see where I have gone wrong. 
Please, please help me. 
Stephen Battey, Birmingham 

^ ^ ^ ^ No assembler? Masochist! There are plenty 
S H p of decent PD substitutes for Maxam 
^ s s i ^ available, even if they can't manage its 
blistering speed (not!). Try the 'KIOFox' assembler, 
for example. Ifll make everything a lot easier. 

Anyway, to your program. There are two 
problems with it: 
1 You're not setting IX up. Reserve six blank bytes 
somewhere in memory, and point IX to it (LDIX,...) 
in the first few lines of the program. 
2 You're not setting A up before calling &7D00. A 
should contain the number of parameters before a 
routine is called, with IX pointing to parameters, in 
this case, 3. Some programs object to not setting 
the routine up correctly. 
This should get your routine working. When you've 
finished your game, do send us a copy. Richard 

Transfer fee 
Can you please give me an address where I 
can obtain a good tape-to-disc transfer 
program? Is there a universal transfer program 
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for all tapes, or do I need specific transfer 
programs for each tape? I would like to 
transfer tapes f rom the Hit Squad and Beau 
Jolly compilations, Encore, Hi-Tec, Mad 
and Alternative. 
Martin Jenner, Sussex 

A j ^ k A universal tape-to-disc transfer program 
m / t f would be the software houses' worst 
^ J B ^ nightmare - they want to stop people 

copying their games at any cost. The Bonzo series 
was capable of transferring a large variety of 
games, but unfortunately it's no longer available. 
Your best bet for Speedlocked games (the most 
common protection system) is STS's acclaimed 
Soft-Lok, available from STS themselves (298c 
Holton Road, Barry), Campursoft (041 554 4735), 
and OJ Software (0257 421915). Richard 

King of the 
Transfer 
Fees, Diego 
Maradona , 
went to 
Napol i for a 
whopping 
1 5 , 8 9 5 
mil l ion lire 
in 1 9 8 4 . 
Now, that 's 
nothing to 
snort a t . 

tA Plotting 

I used to use a Tandy printer-plotter to 
(slowly) scan photographs and such to 

the screen. Using a photo-diode, a few 
transistors and the like. I was able to make a 
simple A /D converter that plugged into the 
joystick port, and was read with the fol lowing 
pseudo-program: t 1 

ROMDOS, which only sf tports them for drive A). ' 
What's more, because you've got a 464, you can just 
remove the AMSDOS chip from your DDH and 
replace it with ParaDOS - you don't need a ROM-
board. Bett^st i l l , this operati6n doesn't require 
anything apart from a screwdriver with which to lever 
the chip out (6128 owners have to de-solder the 
Original chip if they wTnt to fit ParaDOS internally!). 
& ROMDOS XL.is just like ;a plain vanilla ROMDOS, 

with a number, of utilities added into the ROM. 
Wowever, the utilities are a little bugged, and , 
generally nowhere near as speedy or user-friendly as* 
ParaDOS's. And you'll be p l e a s ^ f o know that a PC 
transfer program - such as the shareware DOS 
Copy, which was on our AA] 11 's (gvertape -'will 
work with either DOS (it'll even w ^ without one). 

ParaDOS is available from Campursoft on % ̂  
041 554 4735. Richard ' . „ , , • 

10 MODE 1: FOR y=400 TO 0: FOR x = l TO 6 4 0 
20 move pr int head to x.y (one 'dot*) 
30 read output f rom sensor through joystick 
port 
40 if joy etc. then plot pen colour (four shades) 
50 NEXT: NEXT I 

Panasonic being a 24-pin printer, check in your 
manual first. 

Put this code at the start of the program, and 
between the NEXT statements on line 50, put a 
simple PRINT #8 to make the printer advance. 

Thafs the vertical displacement sorted. Now 
you need to move to a horizontal position, for which 
your printer should have a specific code that you 
can look up. If not, use the Epson sequence 27 76 
01 00 00. This prints one byte of graphics, but 
since the byte of graphics is 00, it won't print 
anything, and will just move on by one pixel position. 
You might need to send a 'empty printer buffer" 
command immediately afterwards (this varies from 
printer to printer). Richard * 

This worked quite well, and I have many fami ly 
photos safely stored on disc. But then the 
plotter packed up, and I bought a KX-P 1124 
24-pin printer. Six months and many escape 
sequences later, I still can't p rogram the 
subroutine in line 20. Is it at all possible? 

The local gurus offer vague hints, but no-
one has come up with an actual p rogram. I 
even wrote to Panasonic without success. 
Please help and restore my fai th in fellow 
Amstraders. 
Ted Clarke, Newry \ €/V In two minds 

jjW I'm confused. Every t ime I've read 
your magazine, you recommend 

ParaDOS. But in issue 109, Richard 
Wildey told us all to get ROMDOS. Is this 
the same as the ROMDOS XL advertised 
by Siren Software? Which one should I 
get if I add a Siren 3.5- inch drive to my 
464 with DDI-1? I need to use PC discs 
with a PC transfer program, too, like 
Siren's PC-Trans. Can I use this with any 
DOS? -
Jon Walker, Chester ** 
f ± m ParaDOS is much bit ter than 

ROMDOS - it's compatible with far 
^ " " ^ m o r e software and it supports more 

formats (on both drives, as opposed to. 

A j ^ k As ever, please remember that we don't 
H H B have encyclopaedic knowledge of the 

^ thousands of printers out there (it would 
cost thousands of pounds just to buy the most 
popular models). However, if you're prepared to sit 
down with the escape codes section of your printer 
manual, here's how to do it. 

First of all, you need to find the escape 
sequence to do one of the following things: set.the 
line spacing, or feed the paper down by a specified 
(small) amount. The standard Epson code to set line 
spacing is 27 65 n, where n is the number of 72nds 
of an inch every line feed is advanced. For your 
purposes, 27 65 1 is probably right - but. with the 
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Belting it 
I have owned a 6128 since 1986, and it has 
given me excel lent service. However, 
recently it has become increasingly dif f icult 
to load files, result ing in the error message 
'Drive A: disc missing' even though the disc 
is in place and one or more files have 
loaded successfully. 

Reluctantly, I accepted that the disc 
drive needed replacing. Fortunately, I also 
have an FD-1 second drive and It was 
surprisingly easy to swap the two drives 
over. All you need is a screwdriver and a 
steady hand that won't accidentally touch 
any of the chips in either the 6128 or on the 
base of the drives. Otherwise, the drives are 
only connected by two plugs, which are 
easy to deal with provided you're careful. 

Of course, I then had a perfectly 
working 6128, but no second drive, so I 
started phoning around for a replacement. 
The problem is that 3- inch dr ives seem to 
have become extinct, and I couldn' t f ind 
anyone who could supply one. 

Fortunately, I spoke to OJ Software, 
f rom whom I'd previously received prompt 
and eff icient service. Although they didn't 
have any drives in stock, I was able to 
discuss the problem in some detail and they 
suggested a new drive belt might cure It. 

Removing the drive belt is also easy -
although, again, you need to take care. 
Simply unscrew and unplug the circuit 
board f rom beneath the drive to gain 
access to the belt. 

I soon discovered that asking local 

computer shops and repairers for drive 
belts produced only incredulous looks and 
replies that they had never before been 
asked for such things. However, I eventually 
found one of the r ight size in the service 
section of a local audio shop by asking for a 
cassette drive belt. It is, however, 
imperat ive to take the old one with you to 
compare, because there is an infinite 
variety of these things! 

The total cost of the repair was £1 .50 , 
and I now have a completely restored 
system. I'd be grateful if you would print this 
letter, in the hope that it might help keep 
some of these excellent machines going for 
a bit longer. 
P Harrison, Battle 

Many thanks for an excellent (and cheap) solution 
to a problem, which, if the Techy Forum mailbag 
is anything to go by, is affecting an increasing 
number of CPCers these days. Richard 

Disappointed 
Don't believe everything you read on your 
CPC's screen. In part icular, don't believe 
Maxam's disassembly of strange, 
undocumented opcodes - it will often 
disassemble undocumented two-byte 
opcodes as three bytes, so messing up the 
disassembly for the next byte, which will be 
taken as par t of the current instruction. It's 
better than Hackifs disassembler, of 
course, which can't even cope with LD 
A,(address) instructions properly.. . 
Anon, Planet Earth 
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O . J . S o f t w a r e (0257) 
Fast Friendly Service 4 2 1 9 1 5 

ADVENTURES 
DISK 

Acheton £12.95 
A/on {with Mudoc) £15.95 
Coxrtdown to Doom £12.95 
Gtcr* Killer [Moth* Adv) £15.95 
Kingdom oJ Ham J £12.95 
lo*i Doy* Dco<w/H«orin £ 15.95 
Myth {Rote Ploy) £6.99 
PfeibsopW* Quest £12.95 
SpyjnolcUr £12.95 

ARCADE 
CASS DISK 

Alien Storm • Sh Dancer £ 12.95 
Chart ̂ Mock £4 99 
Diziy Cryital Kingdom ... £8 50 
Dizzy Cofec'on ...£8 50 
Dizzy Excellent Adwitww £8.50 
Dbl 6rog III » Rodlond £12.95 
Double Dragon ..£6.99 
Dream Tmm £6.99 
G-loe £6.99 
Honno Barboro Collection £4 99 
Midn>ghi Re* + Nighibre«d £6.99 
MWKOJ " £6.99 
Pocland £7.99 
Popwfeoyll £12.95 
Prehiiiorilc II £9.50 £12.95 
Rocl n Roll £6.99 
Rod'and • Dfc-1 Dragon III £12.95 
Stridor II • UN Squadrcn £6.99 
Sopf Couldroc £9 50 £12 95 
V S p w ^ ' f t ^ h £4 99 ...£9.99 
Turrtei The Coin Op . ...£4 99 £9 99 

SPECIAL O F F E R D I S K S 
A'l Didcs Boxed With Instruction * 

BononzoBroi £2 99 
Incredible Shrinking Sphere £2 99 
MontyMwn ... Z £2 99 
• nopoJy £2 99 

New York Worrior £2 99 
Wild Streeti £2 99 
Cisco Heot £2 99 
Galoctic Garnet £3.99 
PopUp £3.99 
Back 10 *tt Future II £4 99 
Ught Corridor £4.99 
Sporting Triangle* ..£3.99 

STRATEGY/S IMULATION 
CASS DISK 

Che**. Droughts, 8ridge. Bkgoaimon £8.95 
CUdo £6.99 
Coktnm 4 Bndgo C3 75 . C4 99 
COJOHV* 4 Owu C3 75 £7 95 
Footbol Mooogw II C3.75 . £6 99 
Fodball Monogor I • Exp Kit. £4.99 , £6 99 
Footfeol Manager III £4.99 £9 99 
FocJbol Monog* \Abrld Cup £4.99 . £6.99 
Mtmopoly C2.99. £2 99 
Monopoly. Cluedo. Scrabble £1 ? 95 £12 95 
W.Cup hal<i 90 (Not CPC+) £6 99 
Soccer Monio £6.99 £9 99 

ACCESSORIES 
AMX Mane & Hertxe £34.95 
Aru»odF01 2fd0«JclVNe £59.95 
Amitod6l28RomOvp £14.99 
MPIF/2F 464/6128 to Sctrt TV £19.99 
CobW6l28 toFH 2rd One £7.95 
Couettt lead fwlh REM Cor<H £3.95 
CXil Dm* Owner 3' £595 
a»lCm*3.5' + Rendo»6128 £79.95 
Di*l*3" 5: £1250 10: £23.95 
Di* Driw»3' ExGorej 10 £12.99 
Diici 3.5' D6DD 10; £4 99 
Diik*3.5"DSHO 10 £699 
bporwon Pott LOtrvsion 6*. £999 
Kbc«d Erf leodt 464 £8.95 
Hard hi lead* 6128 -£995 
Kbccrd Etf 46it/6128» £9.95 
Mcox>Vct.._ £2.99 
fWCofcteCPOVir £8.95 
Prmwr CoUe CPC 1.5 Mit £9.95 
IWCoWeCPC2Vtr £10.95 
PnnJer CoWo CPC* 2 Mr £7.95 
japhdSfJifer - £2.99 
Joystrn Exttnsiyt iood £4.99 
Screen F.h.r Ccl/Mc«-o? £1495 
Sr«»HnDiik61?e> £11.95 
Syikn Disk 6128 (Side* l&2| £9.95 

BUSINESS/UTIL IT IES 
Advonced Art Studio 6128 
Adv Art . AMX Mcx,*® • M Mat 
Adv Art Studio • Col Dump3 
Banc Idea (Baiic Tutoriol) 
Colour Dump 3 [Col Scr Dump) 
Oa*h C Typmg Tut 6128 
0ES ROM VERIZON 
D E S. Duk Vofiion 
OiKology (Disk Utility) 
Mo*tercolc 128 (128k) 
Mo>»«rl,le III (128k) 
Maxom Aiiemblei/DiKUwvnblo' 
Mlcrode*i9n * DTP lor 6128 
Microdesign • AMX Moute 
Mioodetign Erfro 
Microdoign Maps UK 
Microdetign Mop* World 
Mini Office Original COM Only 
Money Monogei |«PCW) „ 
Porodo* Rom 
Proprint ROM £24 99 
Protext CASS £16.95 
Protext CPM (6I28| 
Projpell 
Protyp« |Pnnt EnKoncer) 
Soft Lok Tope to Disk Transier 
Totwcrd 6128 
TovSp*l |For Toiword) 
Xexor Duk Utility 1 

. £ 19 95 
£5495 
£29.99 
£14.99 
£15.95 
£20.95 
£24 99 
£14.99 
£8 99 

£27.95 
£29 95 
£23 95 
£29 99 

..£59.99 

..£14 99 

..£14.99 

..£14 99 
.. £2.99 
£24 95 

..£1499 
£1599 

..£21.95 
£51 95 
£20.95 
£23 95 

..£1499 
£24 95 
£20 95 
£1499 

EDUCATION 
CASS 

Fun School I Under 5 
Fun School 15 8 
Fun School I 812 
Fun School!) Under 6 £3.99 
Fun School I. 6 8 £3 .99 
Fun School I 8. £3.99 
Fun School (V 5-7 £10.95 
Fun School IV 7-11 £10 95. 
Ploydoy* 3-8 £10.95 
Shoo Pooplo 46 £5.99 
lets Play with Word* 43 . . .£12 95. 
Fun with SMxdj 7- £8.50.. 
Reod Right Away 1 5-8. £9 95 
Rood Right Awoy 2 69 £9.95. 
Rood Right Away 3 7• £9.95 
Bator Spelling 9+ £8 95. 
let* Play Numbers 4 8 £12.95.. 
let* Ploy Money 4-8 £12.95. 
Pnmory Mofc* 312 . £24 95 
Fun with Number* 7- £8 50 
Turgor Maths 6.13 
Micro Maths l i t £24 95 
Mego Mofi 15* £24.95 .. 
Trench M*v**t 11+ 
Germon Moimr 1 I « 
Spanish Tutor 11 • 
Micro English 8-Ad £24.95 .. 
Gronny'* Go-den 6-10 (6128| 
Drogon NMxId 610 (6128) 
<*onl Kiilsr Moths Adv 9-14 
Answer Hock Quiz 611 ... 

DISK 
..£8.95 
£8.95 
£8 95 

£13.95 
£13 95 

£12.95 
£11.95 
£12 95 
£12 95 
£1295 
£12.95 
£12 95 
£12.95 
£24 95 
£11 95 
£12 95 
£24 95 
£2495 
£16 95 
£1695 
£1695 
£24 95 
£19.95 
£23.95 
£15 95 
£11 95 

BUDGET CASSETTES £1.99, 3 FOR £5.00, 5 FOR £7.30 
An Veg Min Action Pock Avwie Rule* Bully Ooth Cavcmanio 

CI. A/codia 2 Cl-Arcadio 3 
Fireman Sam Freddy Hardest 
G.Gooch Cricket Grid Iron II 
N. Manscll GP Night Gunner 

Postmon Pol 
Rugby BO*J 
Sir Fore® Horrier Thomo* fonk 
Then Trop Or Dore* Wins II 

CI. A/codia 
Endzone 
Gorr«Over 
Jows 
Pope>-e 2 
Red Arrow* 
Spin Dizzy 
Trop Door 

Popeye 3 
Rex 
Spitfire 40 
Theolre Europe 

Count Duckulo 
Formula G. Prix 
Gun Boat 
Pegosus Bridge 
Position Pat 2 
Run for Goid 

Mote fitles Available. Pleose Give AJfecnarives When O/dwing 

Cricket Int. 
Gome Qto< 
Indoor Soccor 
Popeye 
PosJman Pat 3 
Soccer Bo»s 
Top Cot 
Xonogroms 

P R I N T E R S 
All printors luted bolow oro *uitoblo for 

ust with AMSTRAD CPC, CPC+ 
When ordering please Male compuler 

PANASONIC KXP1150 £144 95 
STAR ICIOO 9 Pin Moro/Colow ...£169.95 
(Inc. CoWMono Ribbon • Colourdump 3) 
STAR IC24-100 24 Pin Mono £ 189 .95 

PRINTIR RIBBONS 
Oucrtiry: 1 2 5 
DMP 2000/3000 £3.75. . £7.00 £16 25 
CITIZEN 120D £3.95 £7.50 ..£16 25 
KXP10/1180 £3.75. £7.00. £16.25 
IC10/20/100 ..£3.75 £700. £1625 
IC24-10/20/200 £3.95.. £7.50. £1750 
KXP1124 £3.75.. £7.00.. . £1625 
IC10/100 Colour £8 95 £17.50 
lC200Wxo £4.95. £9.50 
lC200Cok*r. £11.95 £22 95 
Other printer ribbons p lease phone 
RI8BON RE-INK, . .£12 .95 

JOYSTICKS 
AAASTRAD JV2 £6 99 
CHEETAH Bug £13 95 
KONIX Speodking £11.95 
KONIX Navigator....... £13 95 
QUICKSHOT Python 1 £1095 
OUICKSMOT Python 1 Microswiteh . .. £11.95 
ZIPSTICK Sopor Pro , £14 95 
B U D O I T C A S S K T T I S £ 3 . 7 3 E A C H 

How ro OHOitt:- A C C I M / V I S A H I O K » A X ( 0 2 5 7 ) 4 2 1 9 1 S M O N - I H I 8 . 3 0 - 1 7 . 3 0 * A I 8 . 3 0 • 1 2 . 3 0 
Br Pott:- l i f t ITiMS H(OUIK(D. MAKI CHIOUI*/I>O,> ^ATA«I« IO O.J.SOMWAIK. 
mho ro O.J.SotTWAM, 2 7 3 Mossy LIA ROAO, WHIOHIINOION, MM WIOAN, LANC* WN6 9KN. 
POifAOt:- UNHID KINGDOM. OMDC«S OVI* CS.OO POST (OKIXHS UNOU CS.OO ADO 30P). 
POIMOC- OVfRSI AS (AlK) AOO C I .OO Cft l ltM SOI'T WAII > {PAY Ml NT HANK pRAfl/CRfDIt CAItO) 
»!(«» WRIT! OK PHONt: • OK lATfSf PNICt LIST (AN»Wt«PHON* If AX OUTilOl NORMA! HOURS) 

Chuckie Egg 
Continental Circus 
Double Drogon 
Drlkr 
GoWeo Axe 
We motional Tennis 
Myh 
Rick Doogerou* 
tod land 
Soccer Double 3 
Spitfire 40 
Toenoge Turtles 
Trivso Quiz 

COIOSSM* Clmi 
l>zry Mog<lond 
Double Drogon J 
FI6 Comboi Pilot 
Gvnship 
//alchpoinl 
Nightbreed 
R.Type 
Soccer Double 2 
Steg th. Slug 
Stile Force htamor 
Test Moster 
Turricon 

NORTH MARINE ROAD, SCARBOROUGH, NORTH YORKSHIRE Y015 7EV. 
OPEN 9am - 5 30pm MONDAY - SATURDAY 

TELs 01723 3X6586/503299 
4MOSTSTOMTS J t - H 

4 MOST MI OA HEItOS tt-99 
DANDVT'CA.PTAIMs/SPACE TROOWP-'F̂ DDy HARDEST 
4 MOST CUT! tt-99 
HOWARD THE DUCKDAt-JGER \OJSE/D.M. WOOPEE/PUNCH & JUDY 
AIR BORNE RANGER C$ 99 
ADDAMS FAMlty C3-50 
ARCADE fRlHT MACHINE C9-99 
ARCADE TRIVIA QUC C2 99 
DAN DARE 3 fcfi-99 

D̂ RKMAN 
GAUNTIET 3 (128 ONLY) 
GEMINI WING 
IETSCMS 
LED STORM 
LAST DUE". 
MSG $9 .. .: 
MARCO POUCE 
NAVY MOVES 
NtNJA REMIX 
NORTHS SOOTH . . . . . . 
PLAVDAyS 4-8 YRS 

£299 

£2 99 
£399 
£2-99 
£299 
£2-99 
£2-99 
£299 
£299 
£3-99 
.£3-50 

SWOftDOf THE SAMlRAi 
SNOWBAU M HEU .. 
SHADOW DAMCER/AIIEN STORM 
SOOTVA SW5EP 
SIMPSONS 
ST DRAGON 
TEENAGE QUEEN 
TERMINATOR 2 

TCTWS 
THOMAS THE TANK ENGINE 
TURTLES 

£299 
£299 
£2-99 
.£299 
C3-50 
£299 
£299 
£3 50 
£299 
£2-99 
£299 

sSOO 
iota VCAR IMU »ooi* 4 MAM 
Mr>',t o r ^ w totvnati 
wet s»o«n 
'J. iKVll VA-.ll«t.i:il I 
*r,tV*uricy tAt+rjo SWT 

J VO*H 0M<* C5-00 » PTP 
kuu cm om Aimewmt 

SALE OFFER ANY 3 FOR W - 0 0 PlSASEQVt 1 ALTERNATIVE 

D I Z Z Y S P E C I A L S 

BUBBLE DIZZY 
DIZZY DOWN THE RAPIDS 

DIZZY PANIC 
MAGIC LAND DIZZY 
SPEll BOUND DIZZY 

A N Y 4 

F O R 

£ 5 0 0 

Pieose o r d e r 1 a l t e r n a t i v e 

C A S S E T T E S 

O U R C H O I C E 

M I X E D TITLES 

1 0 F O R £ 5 0 0 

C A S S E T T E C O M P L I A T I O N S 

AMSTRAD DISKS 
GRAMOTTAND (FRENCH INSTRUCTIONS)... £3-99 

PRO TENNIS/WORLD CLASS ICADIR 
BOARO/GAZZA'S 

SUPER SOCER/COWTJNIMTAL CIRCUS 
PAP£R BOY 2 £ 2 - 5 0 

CAWA1N PLAHET £ 2 - 5 0 

S'atANNGWSK 
81ANK 3' DISKS EX SOfTWAAE 10 FOR 17 99 CO! 
lOCCAPS'-a'OISKSOX X599 

« MOT t HANOLI X4-»» 
SKA DO1 A' WAFITSC«VROT/4. KCAIU 
GOIDEN AXVSum Off IOAD 
CAJtTOON COLUCTION X4-W 
OTZy.CJS tiWWJi ANTICS1 

SltGHTiy VAGC/SPItt IN TRANSIVAMAI 
SEWOUR GOES TO HOUOAV 
CHART ATTACH X3-99 
LOrijS ESPtJT.TUPvO CKAU£NG€«UC€PCARS-
SHADOW Of ThC 8EAST/VWOSSAMOU/ 
GMCXJIS 4 GHOSTS 
COtNOPHnil -44-te 
DVNASTy WAtS.NNJA S»fin̂ ll>»NTt,MAVME«ftST/GHCU.S "N' GHOSTS 
IHZZT IXCItUNT ADVIWTUfilS i4 N 
Dizzy PAMGOCZy OOWN THE RAIDS' 
SPELLBOUNO'DCZ/ PRIKE Of KXX FOlKlKWCX SNACK 

GAMI SIT • MATCH 8 M t t 
-RACK & 'SiaiAN BO'HAM-S TEST MATCH/ 
BASKET MAS'ERiSUPES t<ANG ON' 
MOC TA1DOS OP£N<Af̂ ONSHtP SPRINT/ 
MAIC H>Ay 2>STEVt DAVIS SNOOKER 
HOUrWOOD COLUCTION -M-tt 
GHOSTBUSTEJUS fcV^ANA JONES LAST CfiU$AD&*G90C0P/RATMAN THE ̂ ÔV1E 
KIDS PACK 1 
POSTMAN PAT/SOOTV A SW10VCCHJNT DUCKUA«>»E>E SbTHE KKXfUV-UM TED 
KIDS PACK > « *f 
f BEAWt SAMtOCNT 0UCKUA aPOPEY&WSTMAIv PAT SbHWEY PKî tGtRS 4 MASH 
MOVII PRIMI1R t i ee 
BACK TO THE RJTUtE llTEEt̂AGE MUTAtiT HEJO1USTIEV 
«£MttSS 9®AYS Of THUNC€« 

GAMtS SUEIFCT TO AVAILABIUTV. PLEASE NOTE • A PHONE CALL R IS IRV IS TOUR ORDER... 

CHEQUES AMD POSTAL ORDERS MADE PAYABLE TO. WIZARD GAMES 
Please send a SAE for full lists. OVERSEAS £2-00 PER M M P&P ORDERS £5 A N D UNDER A D D 50p f l f 

POSTMAN PAT COUCCTION 
AOSTMANPAT 1.5,4 3 
POPtYE COLLECTION 
SO0OE 1,9, 8 3 
POWER UP 
AITEREO BEAST'tA'NBOW ISIA?*CVX OJT/ 
OtASEHQ-TUMCAN 
RAINBOW COLLECTION 
RAWBOW IStANO.ejB9lt EOWkt'NEW ZEALAND STO«y 
SPORTS COLLECTION 
PRO TFt+IIS TC*JP.W>J THF GAUNTIET/ 
•TOI'.̂ CUP fTAUA -<X> 
THE NINIA COLLECTION 
COJBL-: DRAGON.SHADCW WAWJCfiS'DSAGON NIMjA 

i J N 

. .M t t 

. J I M 



NOW A TOTAL MOUSE/ 
dRAPHICgEgtoKAGEv 
FOR YOU|(p^ 

A TRULY . ^ B S k 
UNBEATABLE V > f ' 
PRICE!! 

• This A m s t r a d M o u s e is a h igh resolut ion t w o but ton m o u s e f e a t u r i n g 
opt ica l count ing , te f lon gu ides , microswi tches , r u b b e r c o a t e d b a l l a n d h i g h 
qua l i ty in ter face . 

• W h e n c o m b i n e d w i t h OCP A d v a n c e d A r t Studio this graph ics p a c k a g e is quitejj 
s imply the best system availcft>le. The f e a t u r e s a r e u n m a t c h e d . . . 

• C rea te a n i m a g e - shr ink it, e x p a n d it, m o v e it, r o t a t e it, copy it, co lour it, e t c . ^ | 
• S p r a y pa t te rns or shades, m a k e elastic l ines - stretch a n d m a n i p u l a t e shapes . 
• Zoom in to a d d de ta i l in f ine m o d e . • P u l l d o w n / I c o n d r i v e n m e n u s fo r e a s e of use 
• M o u s e o p e r a t i o n , plus joystick a n d k e y b o a r d control . 
• 1 6 pens, 8 sprays , 1 6 brushes - so f l e x i b l e a n y o n e can c rea te s u p e r b g raph ics easi ly . 
• Full cut a n d paste facil i t ies plus exce l len t p r in te r suppor t . 

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

MOUSE MAT 
AND 

MOUSE HOLDER 
( W O R T H £12.99) 

W I T H E A C H P A C K A G E 

• Simple plug in memory expansion gives instant extra memory. 

• Features bank switching software lor easy use by the piogrammer or for use 
as a data storage area. 

• Ideal for use with the CPM 2.2 etc. 

• The software also features some extra BASIC commands 

• 64K unit expands 464 to 128K 

• 64K unit brings 464 up to CPC 6128 memory configuration 
making a much largei software base available Will work straight off 
with many programs designod for this unit (including OCP Art Studio -see Ad.) 

• Bank switching done automatically by software (cassette 464) 

cktronics 

PAEMORY 
^ t r i n i c s 

464+ NEEDS ADAPTOR (C9.99) 

DATEL ELECTRONICS LTD. 
G O V A N ROAD, 

FENTON INDUSTRIAL ESTATE 
FENTON, STOKE-ON-TRENT, 

ST4 2RS, ENGLAND. 

OR CALL AT OURLONDON SHOP:- DATEL ELECTRONICS 222 TOTTENHAM COURT RD, LONDON W 1 TEL: 071 580 6460 




