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D’S NOTES

- HOT STUFF FROM THE EDITOR'S DESK!

sy 7 2 5

Hello once again to another issue

Again I apologise for the delay, this was because I've been running about
trying to get a computer show organised down in London for you lot. When I
first phoned the nice chapo said I could have a £150 stand for nothing then
a week later when I had got all the transport oraganised the nice chap rang
back and said due to my club only having around 40 membars I would have to
pay % price £75, so I had to call the show off but hopefully next year I
will get one, this is'nt aload of old bull, because Dave Brighton and Peter
Crack and some other members where told, so sorry for the delay but I
thought it would be worth it.

SUMMER DELAYS

Due to the school closing this week for 6 weeks summer holidays, you will
not recieve the June/July & August issue until September 5th, sorry but I
can't do i1t any quicker, anyway it means I can catch up as well. You will
See in this ish, the Order Form for July issue, please add £1 for the
August issue so instead of the £1 on the order form please send £ for
July and August 1sh's, 'cause Junes have been paid for.

COMPETITION

Remember the competition I set last issue, well I have not had one entry,
what are you doing, just to make ait a bit more worthwhile, I'm now
offering a full years Subscription free as the prize, yes 12 full months of
not having to pay for a mag, now get coding, remember you can send more
than one entry, but it must be sent on Disk/Tape and printed/handwritten,
with descriptions of what the program does/. Comp. Address in last issue.

RUIXAVER

Quixaver is a unigue Fast Save for C16/+4 tape users, unlike other fast
save systems, it does’'nt use any of the RAM from $0800 - $FFFO, so you can
fast save a full 64K program with no hassle, more details next issue, the
program will be for sale to all members, and I think its a Priceless
Utility for Tape Users, cheers Eric Jones for Coding it, its Brillt!tt!

The little black splodge in the left of the Ed's Notes last month was to be
a photo of myself, but it turned gross when photocopying it, I'm working on
it, because some members wanted to see what 1 looked like, (GOD KNOWS
WHY!).

Till next issue, Bye.

Roy Robinson, 112 Cliff Road, HORNSEA, N.Humberside, HU18 1JE. Tel 0964-
534611 :



-89 01d Road,
East Feckham
Tonbridge.,
Fent, TNIZ

Mr Koy Rebinson,
112 Cliff Road,
Hornsea.

N. Humberside, SEN.

HU1g8 1JE.
22th May 17990
Dear Roy.,.

I would like to start a series in your magazine on the subject
of graphic art. As an introduction, I would like club members to make
the graphic of a microscope on the Graphic 2 screen and then subsequent
articles will deal with on—-screen modifications with my “Graphic
Editor” program, preparing the graphic for the printer by making the
existing graphic into separate pictures which are the Colorl, ColorZ
and Colorl constituents, and finally sending tne data to the printer
and making & multi-colour,triple overlaid image on the paper having
made a small alteration to the Star LLC-10 Colour printer which 1 see
some members have like myself.

I am working with Feter Crack to speed up
my programs, but we should be able to have the programs ready for
magazine since it will be a series.

some of the parts of
the

I hope this idea meets with your approval and have enclosed
the "Microscope’ program Ffor vyou to put in the next edition of the
magazine.

Yours sincerely 9295'

Q,QL OIT R

Rob Marshall

03alA

Savuntwig

az7Is auv)
NOLHSIHA "O'M

1SN SuU38IDS

Patas duy

0ok
sad
y bu

ajessed

esboxd  vaaup .

ABWSSYE (ryasn v

wioy
oW MIS) 494
l
4]

PEORSE4 PIpIoUl
SEJ U3AUOS BIO0t M

-

SONINRESHING

<

SUOK

40 3ul Aue 4o anotoa abuey)
{enuew Jo JEWANY (Bt

sans xa) buuauao y1as aa

ubisa
nuayy 'saan buios 3 8

82L/v9

J ¥ v/SN1d 3HOAOWWOD

ITHILISYIN 31111

S o
ez © 3 =
Tos g8
Ciﬁgp g [
598 o
pi2e5 2 ° < o
2338\ FO 2 3
- = Ui
2, 2t E
= a
Q,

*papnjou} SUOHONASYY N4 “SIN0JCD Paxiw

uj spoul jensnao-J-4 buyyjoias 10} xis suy uo Jxe)

JELLOL SNjd "SINOj0 J3JOBIBLD PaXj pue

8zIs

punoibyoeq ‘uaaos Japuoq 1oj 8|q|ssod SInojod
201 “x8} Huuejued jies sbiej Jo smas uss|y)

yim seul| x5 ‘eunueiboid esn o] Ases spyj

[$16UMO {/SN|d 810poWwoy)

I HILSYIN T1LIL

SSNOHd3T3L

9v01¥9

La

Sd¥ Z1S Q1314414 "INV NOILY4NII0 859

0:3.01/ N0

SONIOO IM
SININIOVYONY



FEM XEAFEXERKEERNLKERKEERKX KKK KK KKK KR EX
REM % MICROSCORE X
REM # BY R.MARSHALL *
REM X¥KKFERRERE XN LKL KK LKK KKK KKK
COLORD, 7, 4
COLORY, 8,7
COLORT, 14,7
COLORT, 3,0
GRAFHICT, 1: COLORS, 7, 4
FEY1, " {WHT) GRAFHICC +CHRS (13)
CIRCLEZ, 105,57, 8: CIRCLET, 105,57, 2: FAINTS, 110,57
DREAWL, 72,85T0105,25T0113,40T0111, 44
DRAWL , 93, 6&TOGO, 101TOV2, 85
DRAWD, 107, 26T0110, 1970116, 30TO112, 37 FAINTL 92, 72
150 DRAWZ,72,85T064, 110T067, 1167080, 101 : DRAWE, 74, q.rcu1
98: DRAWT, 72,85T080, 101
160 PAINTZ, 108,27, 1: FAINTE, 75,95, 11 FAINTZ, 105,57, 1
70 CIRCLE2, 105,57, 4: DRAWS, 104, 27T0111, 42: DRAWS, 106, 26T0
112,738
180 CIRCLES, 85, 105, 25,40, 28, 195
170 CIRCLET.B1.100,40,55, 57, 188
200 DRAWS, 75, 1S4T078, 143: FAINTE. 76, 157, 1
T10 DRAWZ,78,67T090, 34T0%1., 86TO99, 69T09H, 67
220 DRAWL, 45, 1007073, 1567075, 154T047, F8T045, 100: FATNTL, 4
3, 107: DRAWE, 49, 767075, 148
(0 DRAWD, 24, 156TO60, 1467060
76, 1421 DRAWD, 45, 1487047, 159
240 BOY1, 30,160,115, 168 FAINTL, 51,1461
DEO CIRCLEL 51,95, 14, .. 45: DRAWD, 54, 126TOL0, 144
260 CIRCLED, 8%, 148, S FAINTL, 85, 148
270 BOX1,45,168,40, 175 BOX1, 105, 168, 100, 175: FAINTI, 43, 16
7,1 FAINTS, 104, 169 1
T80 CIRCLET, ®89, 148,5: CIRCLES,85,148,2,1
E7, 8%, 148, 3: DRAWD, 84, 1597086, 159
2,162,113, 166
ATOLS
AELCTESY 164, 1,1

GIETOZ4, 1437034, 136 FAINTE,
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This lontﬁ I am going to start to fill in the missing subroutines which
will create the sprites. First load in yor previous programme, enter A4CAS
press 'space bar’ and then type in the first command of the listing.

Here is the explanation of what it does.........
4CAP-4CAT Creates the sprite.

4CAC-4CB1 bLoad 'Y’ register with sprite number and gosub ’print the sprite’.
4C99-4C7 Transfer 'X' register (this is the sprite no.) to 'A' register arnd

* store it in correct position in sprite active list (all sprites
* are dealt with in rotation sprite no.¥$88 is first, sprite $$6F is
* last, non active sprites in the list are marked as #$FF)and return

4CH8-4CBC Clear $D@ and $D1 (set to $#360)

4COE~4C18 Load Y’ register with sprite number,load 'A' register with

* correct page number where this sprite reload data is to be stored
($49D9-$49DF contains these numters one for each sprite),each
sprite has three pages of data alloted to it,the first is the
area of screen which is under the sprite and has to be put back
into the screen as the sprite moves on,but because in this prog.
more then one sprite will be on screen at the same time and more
inportantly they will collide with each other this page of .data
is used to remove the old sprite and only the old sprite from the
screen any pixels which remain set after this has been done must
be part of ancther sprite,thus sprite collision can be detected
unfortunatly this programme cannot tell if the set pixel is
background or sprite,so in this programme no background details
are used in the sprite areas of the screen.The second page is the
sprite working area,this dats is shifted left or right as the
sprite meves,the third dats page is the sprite relead that is te
say it is the same as it is stored in $BOGG-$B7FF,this way you can
have more than sixteen sprite definitions as the others could be
stored in any of the spare areas from $C886 to SFEFF.

€13-4C17 Store 'A' register in $D3 and $D05 and return from gosub.

€28-4C29 Set interupt disable and tell computer to get all data aboue $8806
from RAM.

4C2C Set 'Y' register to #$69

4C2E-4C38 Transfer data from area pointed to by $D8 and $D1 to area peinted

XK K K K XK X X X X K

* ooy oM ok O’ K K

* to by $D4 and $DS. In this instance $D1 was set to either #$B8 or
* #$R7 at $4116 and $4124, $D@ and $D4 were set to zerc at $4COA and
* $4C4C, $DT was set to sprite ares reload at $4C15, so here, we are
* transfering the initial sprite definition from eithr $EG900-$BFF

* or $B704-$B7FF to this sprites reload page.

4C32-4C35 Increase 'Y’ register by one and check if it is zero if not then

* branch to $4C2e and transfer another byte, if it is then return.
4C48-4C94 This routine is quite complex, I have set aside two areas of data
* $4688-47FF and $4800-49FF, the latter is filled with fixed data

* which I will explain in detail when I send it, the former contains
* data taken from $480¢-$49FF but changes as the game preoceeds. 0.K?7
* sc here qoestitiliing,

4C48-4C42 Load $DS with start of fixed data page address (hi-byte).
4C44-4C4D Load ’A’ register with value stored in $Di(page number of original
* sprite dats area this will be in the range #$B8 to #$B7, as in

* this game only eight sprite definitions are used more of course

* are possible), remcve the four leftmest bits and save a copy on

* stack,shift all bits left four times (to explain #$B4 becomes #$64
* and finally #$48) and store the result in $D4,$D4 and $DS now form
* the address where the sprite registers can be found.
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*
ACAF-4C55
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*
4C63-4Co4
4C465-4C67
*
4C69-4C6F

x X K Xk Xk XK

4C71-4C77
*
*
4C78-4C83
*
*
*
*
4C85-4C9A

1EF-42561

* bk ok Ok Xk Kk K

s
m
-

1F1-41FA

1FC-4267

ELE I N B N A A N I

Load 'AY register with sprite nusber (remenber, the sprite number
in register $ES and the sprite data page number can be different
in this way you can change the shape of the sprite but still print
it in the same order as before, to explain, if you have, s in
this game, & special sprite whose condition and position you wish
to test from time to time it is much easier to keep its sprite
nusber the same and simply load in different data to change the
shape), shift all bits left four times (the reason for all the
shifts is because there are sixteen pointers for every sprite
definition the first from $4809 to $480F the second from $4818 to
$481F and so om, so if we want sprite definition #$81 then the
start address is $4818, $D5 has already been set to #3$48, $D4 had
to be set to #3109, the same applies here only this time the result
is transfered to the ’X' register.

Clear 'Y’ register and load one byte fros fixed dsta ares.

Check to see if 'Y’ register is equal to #%8D if yes then discard
value in 'A’ register and substitute uvalue in $D1 (the original
sprite data page number in this case it will be in the range #$Eg
to #$B7 this way we can change the shape of the sprite as we go).
And store it in $4488 offset by the 'X’ register, $4600 to $47FF
is the data ares that is changed as the dame goes on.

Increase both "X* and 'Y' registers by one.

Have we transfered sixteen bytes of data? no then branch to $4C53
VIS s ] T e P N S e I S SO S -t N

Increase $D5 to point second page of fixed data ares, pull $D1
back off the stack and shift it left three times, these shifts are
needed because there is yet more data pointers for each sprite in
$4909 to $497F eight bytes for each sprite, so again the dats for
sprite number #$81 is found in $4998 to $490F, and #3901 shifted
left three times becomes #$68, now store 'A’ register in $D4 thus
creating the new address.

Load ’A’ register with pointer $ES (sprite number) shift it left
three times and push a copy onto the stack then transfer it to the
X! register.

Clear 'Y’ register load first byte into ’A? register (offset by
'Y? register) and store it in $4706 offset by X' register,
increase both "X’ and 'Y’ registers then check to see if 'Y’
register has reached #$88 (haue eight bytes been transfered) if no
then branch to $4C78 if yeS Then eeeevveeeenveenrannees

Pull 74’ register off the stack (remember this was the uslue of
$ES after three shifts left as at $4C76) and transfer it to ’X?
register, load ’A’ register with $D3 (see explanation for $4C8E to
$4C17), store 'A' register in $4782 offset by ’X’ register,do this
twe more times reducing $D3 by one each time alsa changing the
position at which this data is stored by one each time and finaly
return from subreutine.

Ok dear another biggie!!!!.This routine fetches all data poeinters
for a particular sprite and distributes them to their proper
places around the programme.

Transfer 'Y’ to 'A’ registers this is done because some routines
have the sprite number in the Y’ registers and gosub $41EF and
some in the 'A' register and gosub $41F8.

Save ’A’ register on stack, shift A’ register left four times and
transfer 'A' to 'Y’ registers, clear the carry flag ready for
addition, add #$6E (dec 14) to ’A’ register and store it in $€4
(3£4 now contains the start point for our load routine plus 14).
Clear 'X' register, load first byte from $4468 offset by 7Y’ reg.
store it in $D4 offset by 'X’ register increase both 'Y’ and ’X’
registers and compare 'Y’ register with $E4 (have 14 bytes been
loaded), if no then branch to $41FE if yes them...............

FRIEN I I I 06 316900606106 300606 0 B 060600060606 36363636 DI 0NN N
&*&&ln*&ix*&&5&&§!&***x**uﬁx***n*******n*&u******&ii*.........CONTINUED.....



*

4209-4213 Store next byte in $4394 increase 'Y! register and store next byte
* in $4318.

4216-421A Pull 'A’ register off stack (sprite number), shift it left three

* times and transfer it to 'Y’ register, thus creating the carvect
* offset for the next series of fetches.

421B-4261 Fetch seven bytes from sprite fived data area and place them into
* various routines around the prograame (these routines will be

* explained as I send them) and return from subroutine.

4348-43446 Disable interrupts tell computer to ignore ROM and take all data
* from RAM, store 'Y’ register in $E5 and then transfer *Y! to 'A?
* registers, the last two commands may not make sense but this

#® routine is used by different parts of the programme.

4347 Store A’ register in sprite list ($47E8 to $47EF) this tells the
* programme that a sprite is ’active’.

4344 Gosub get sprite pointers.

434D Gosub transfer sprite reload data (sprite shape), to sprite

* working data area.

4359 Gosub get random up or down mcuement delay (when two sprites

* collide they move apart at slightly different angles).

4353 Gosub print sprite.

43546 Gasub store sprite data.

4359-435D Tell computer te take all data abouve $8089 from ROM, clear

* interrupt disable and return from subroutine.

* And that ends this months section of the programme, please do not

expect to understand this in one go,.just read it through a feuw
times and it should help you to make sense of the listings.

as always any problems or suggestions write in to the mag or
phone me on 881-367-3152 if you cannot get me then lesve your
name, phone number and problem and 1 will phone you back.
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Dear £d.

Now that all three parts of TRAP THE KING and the missing part have heen
Frinted could those members who have tried the programme write a review
comparing it to other games they have tried and give me an ides how well
or otherwise it plays, I am most interested in how clear the display

and instructionswere, how good was my choice of colours bearing in mind
that some colours look better on different types of televisions, and any’
other comments club members wish to make.

those were just a few suggestions but of course any views or points are
welcome.

*****‘***l**’**

PETER CRACK. T S



. ALEF

41F@
41F1
41F2

. 41F3

41F4
41FS
41F6
41F7
41F8
41Fa
41FC
41FE

. 4201

4263
4204
4205
4287
4209
420C
429F
4219

. 4213

4214
4217
4218
4219
421A

. 421H

421E
4221

. 4224
. 4227

4224
422D
4238
4233
4236
4239
423C

. 423F

4242
4245
4248

« 4244

424D
424F
4251
4253
4255
4257
4254
425¢
425F
4261
4262

E4

98
BA

89

46

44
43

34
43

47

TYA
NOP
PHA
ASL
ASL
ASL
ASL
TAY
cLe
ADC
STA
LDX
LDA
STA
INX
INY
CPY
BNE
LDA
STA
INY
LDA
STA
PLA
ASL.
ASL
ASL
TAY
LDa
STA
§TA
STA
STA
STA
LDA
STA
5TA
STA
STA
LDA
STA
STA
LDA
STA
LDA
STA
LDA
§7A
LDA
STA
LDA
STa
LDA

RTS
NOP

#$0E
$E4
+500
$4600,Y
$D4,X

$E4
$41FE
$4408,Y
$4304

$4600,Y
$4318

$4708,Y
$4519
$441C
$4421
$4460
$446F
$4781,Y
$4548
$455
$4444
$4492
$47902,Y
$4443
$448F
$4763,Y
$E2
$4794,Y
$E3

D4

$DZ

$05

$D3
$4705,Y
$E6
$4796,Y
$E7

. 433F EA NOP
. 4348 78 SEI
. 4341 8D 3F FF STA $FF3F
. 4344 B84 ES STY $ES
- 43456 98 TYA
. 4347 99 EB 47 STA $47E6,Y
- 434A 20 FO 41 JSR $41Fp
- 434D 20 3F 44 JSR $443F
. 4358 28 22 43 JSK $4322
- 4333 28 32 45 JSR $4532
. 4356 20 A8 41 JSK $41A0
- 4359 8D 3E FF STA $FF3E
. 435C S8 CLI
- 435D 69 RTS
- 435E EA NOP
. 4CP5 BA TXA
- 4C81 9D E@ 47 STA $47€0,X
. 4C84 EA NOP
. 4C85 EA NOP
- 4CP6 EA NOP
- 4C87 69 RTS
. 4098 A9 @8 LDA #3909
. 4CAR 85 Do STA sDg
. 4COC 8BS D4 STA $D4
. 4CBE A4 ES LDY $ES
- 4C18 B9 DO 49 LDA $49D4,Y
. 4C13 85 b3 STA $D3
- 4C15 85 DS STA $D5
. 4C17 &0 RTS
. 4C18 EA NOP
- 4C19 EA NOF
. 4C1A EA NOP
. 4C1B EA NOP
. 4C1C EA NOP
. 4C1D EA NOP
- 4C1E Ea NOF
. 4CIF EA NOP
- 4C28 EA NOP
. 4C21 EA NGP
. 4C22 EA NOP
. 4023 EA NOP
. 4C24 EA NOP
« 4C25 EA NOP
. 4C26 EA NOP
. 4C27 EA NOF
. 4C28 78 SEI
- 4C29 8D 3fF FF STA $FF3F
- 4C2C AG 06 LDY #s9¢
" . 4C2E BY DO LDA ($D8),Y
. 4C38 91 D4 STA ($D4),Y
- 4C32 (8 INY
- 4C33 D8 F9 BNE $4C2E
. 4C35 49 RTS
. 4C36 EA NOP
PR «-EONTIUED..... cees



. 4C3F EA NOP . 4C73 oA ASL
. 4CAg8 A9 48 LDA #$48 . 4C74 @A ASL
. 4C42 85 DS STA $D5 “. 4C75 84 ASL
. 4C44 A5 D1 LDA $D1 . 4C76 48 PHA
. 4C46 29 oF AND #30F . 4C77 AA TAX
« 4C48 4B PHA . 4C78 A9 &0 LDY #$80
. 4C49 oA ASL . 4C7A4 B1 D4 LDA ($D4),Y
« 4C48 PA ASL . 4C7C 9D 98 47 STA $4706,X
. 4C4B 8A ASL . 4C7F EB INX
. 4C4C 2A ASL . 40886 (8 INY
. 4C4D 85 D4 STA $D4 . 4C81 (@ @8 CPY 3308
. 4C4F AS ES LDA $ES . 4C83 D8 F3 BNE $4C7A
. 4C51 PA ASL . 4C85 48 PLA
. 4C52 oA ASL . 4CB6 AA TaX
. 4C33 @A ASL . 4C87 A5 D3 LDA $D3
. 4CS54 @A ASL . AC89 9D 82 47 STA $4782,X
. 4C55 AA TAX . 4CBC Cé6 D3 DEC $D3
. 4CS4 A9 99 LDY #4929 . 4CBE A5 D3 LDA $D3
. 4C58 Bi D4 LDA ($D4),Y - 4C98 9D 81 47 STA $4781,X
. 4C54 C@ oD CPY #$6D . 4C93 C6 D3 DEC $D3
. 4CSC D9 82 BNE $4C48 . 4C93 AS D3 LDA $D3
. 4CSE A5 D1 LDA $D1 - 4C97 9D B8 47 STA $4788,X
- 4C48 9D 8¢ 46 STA $4600,X . 4C9A &8 KTS
. 4C43 EB INX « 4C9B EA NOP
. 4Cé4 (8 INY . 4C9C EA NOP
. 4C63 C9 10 CPY #$14 . 4C9D EA NOP
. 4C47 D@ EF BNE $4CS8 . 4C9E EA NOP
. 4C49 Eé6 DS INC ¢D5 . 4C9F EA NOP
. 4C4B 48 PLA .« 4CA8 29 46 4C JSR $4C09
. 4C4C o4 ASL . 4CA3 20 @8 4C JSR $4C88
. 4C6D @4 ASL . 4CA6 26 28 4C JSR $4C28
. 4C4E B4 ASL . 4CA? 20 49 4AC JSR $4C49
. 4C4F 85 D4 STA $D4 . 4CAC A4 ES LDY $ES
. 4C71 A5 ES LDA $ES . 4CAE 20 40 43 JSR $4349

. 4CR1 49 RTS

. 4CB2 E@ NOP
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. Dukes Marketing (Mail Order)
25 Market Street,
Bridgend,
Mid Glamorgan,
South Wales.
Tel:- (0656} 667444 [/ Fax (0656) 667444

- - e i 220 . i o e e v 2 e et

Dear

e .. . ‘

Ve [ i T
Thank you for sending fof our catalogue.
How To Order.

1) Quote Title, Code No. Machine Format And Price Of Software
And Or Hardware.

2) Make Cheque Payable To "Dukes Mail Order."

3) Or Quote Access/Visa Credit Card Nos Expiry Date, And
Holders Name And Address. State Which Card. Used,

4) Deduct 10%Z Off Sega Titles And 20% Off all other Computer

- Titles. -(This Discount Only Applies To Software Not Hardware)

5) Overseas Customers Add Postage Charge Europe £1.50,'0utside
Europe-Add £3.00.: T T o S

6) Send Order To:- . -

- . Dukes Marketing (Mail Order),
25 Market Street,
T e © 7 Bridgend, = -
Mid Glamorgan,
m=es oo~ “South Wales., SEEREE

If You Havé_Any Problems Regarding Dukes Mail Order Please
Write To Peter Midgley At Above Address.™ o
~— - —~=-——<-For €redit Card Orders Phofié (0656) 667444 ~~
Quotg Your Credit Card Number, Name + @ddress + Expiry Date.

Use Reverse Side Of This Form ?o»Qrdg§-~

A New Order Form Will Be Sent To You With Every Order.

Note 1) Any Orders Not Sent On An Order Form Will Not Be
Accepted. e e S SR ook re o ipes

Note 2) If Aﬁi'Mistakeg Have Been Made While Calculating Total
rder, The Order Form And Accompanying Monies Will Be Sent
Back With A Letter Of Explanation.

L
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. Dukes Marketing Mail Order

25 Market Street,
Bridgend,

»  Mid Glamorgan,
+ South Wales;

N

-~ - Tel:--(0656) 667444 7-Fax:="(0656) 65674h4

Please Print In Block Capital Letters.

Your Name:-

— e — - —— —— - — -
—— - — — - o —— — - —-—

Order Form.

Title Code No. Machine Format Price
Eg.1[Dynamite Dux [33114 [o[:X] Tape 9,99

10)

Total With Discount £

Grand Total + P&P £ —--—w

Note:- Discount Must Be Taken Off All Items Separateiy And Then
Totalled Before Adding Post And Packing, e e



=T Game Review 'T :

Game Reviewed: More Adventures of Big Mac the Mad Maintenace Man

Publisher ¢ Mastertronic
Price v, £1.99 T & L e
Reviewer ¢ Matthew Newton-Lewis, West Sussex

o L

Big Mac is very rarely seen about, although, like all Mastertronic games, it
is relatively old. It is the sequel to Mr. Puniverse, with roughly the same
idea. You have to get to the exit at the end of the screen before you run out
of air, while jumping about platforms, dogding guns shooting you and working
out which way to go. .
In some harder rooms you have to use you reflexes a lot, especially when
running against moving conveyer belts. Some of the graphical effects are
really amazing with the screen spliting in either directions and some simply
excellent scrolling of messages. J

You're movements are a bit unrealistic, like when you walk in mid air while
Jumping, however this doesn’t matter much as all the movements need to happen
in order to make the game work. The animation in the enemies and in you are
good. g : ]

The sound is pretty good. Their is quite an effective tune on the tittle
screen and basic but effective sound effects throughout the game.

The coding is an altogther faultless with little mistakes along the way.
There are no serious errors in any part of the game,

You do not just jump about the place, you have to open doors, get on
escalators and use timing and skill to enjoy the game .

Overall this game is well worth buying. It's one of those games that sits
around and you start to forget about it, but when you load it up it will take
a lot to draw you away again. I think you have to give this game time ta be
really satisfied with it.

Ratings out of 10:

GRAPHICS
SOUND
PLAYABILITY
V.F.M.
OVERALL

S
9
9
10
S
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ffering
0|pe rating system as the Commod-
ore lG(xeoently reviewed in PCN),
the Plus/4 is simed at the first-time
| buyer, for serious home use and intro-
| ductory busimess use. Priced at £299.95,

i{ it competes on prwe with the Commod-
ore 64 (£199 in most places), MSX
machines at around £200 and
Sinclair QL at £400.

-| m The Commodore 16 wluch has the
same operating system, but one quarter

] ofthememary,isbundled with acassette

£} unit (retail £44), Introduction to Bagic

| Part 1(£13.95) and four games.

‘| * For serious uge, you need at least the
cassette unit, makmg the Plus/4 look
rather expensive at £350. Clearly Com-

;| modore is following its usual pattern of

: hxgh prices to begin with, and progres—
- sive reductioms over time. . -

d mamarketmgmethod proven Y
its profits and the world-wide sales,
currently said to be two million Vics,
already; a similar number of 64s
is expected to be sold by the end 0f 1984.
+* A design approach, similarly tried and

tested by Commodore, is to say in effect: .

‘We are the volume producen, 80 our

design is the standard.’ Accordingly we
i | have non-standard cassette connec-

tions, and cassette units, non-standard
joystick. connections, and gerial disk

mg afastdisk drive and a new monitoris
planned for the machine, all in the same
tastbful shade of charcoal grey, and
rather attractive too ccording to t.he
photographs. -

So will it sell, at t.he price quoted" I
think so0. The sales of the Vic are against

uwundmg thal: a hmclmi'a with nnder
4K of memory has continued to sell,
-against.a market background of 16-
bit, md rhaps 32obxt mchmu, mth

t is the \uuque nlhng point’ of
" the Plus/4? It is the integral software
which givesthe machineitscharacter. A
word processor, spreadsheet, filing sys-
“tem, and graphics packageare avmlable
..on power-up. Known as 3 Plus 1 (four
" packages), thisselection offers windows,
and genuine mtegraﬁxon and a form of
multi-tasking. " RN

-.$You can mnafér ﬁgurea from your

spreadsheet directly to - your word
- processor, in RAM, immediately, with
the window (split screen) nhowmg both
documents at once! 3485 L
nitely

its favour.'It resembles the lap

| portables in size and shape, and the
keyboard slopes pleasantly down to a
low profile nose. The function keys have
- & pogitive ‘click-feel’, which tells you
very effectively when the keys have
registered. The Help key, which takes

/’VT“T” TRV TRV R Y W W N WY o
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convenience. L e skl
Thekeyboardisnoisier thanon the 64,
but more gently sprung. It is very
pleasant to use, and lacks only the
shift-lock warning light to be as attrac-
tive as the portable 64's. The cursor
control keys, four of them, are attractive
andlarge.Itisalittle frustraungmhave
no numeric keypad, especially since the
364 alternative model, with such a pad, '
mmbemarketedelsewhere PR W
-The power connection has at last been
removed to the back of the machine out
ofharm’s way. Typically with Commod-

| ore, thepluglsanewdeélgn Alsothe
i eartndge or y 8l

; All connections are clearly marked on the rear of the machine.
‘| the ‘place ‘of F8, is a great added

$ A
value bemg in 20 per cent of the items.
_This implies that most people use only a
fraction of the facilities to be found in
these common packages. R e
.  Thus the field was wide open for
packages which, while not providing all
the bells and whistles of the fully-
fledged software, would nevertheless
offer most of what most people needed.
Approaching all four packages in this
Fz)}id enabled them to fit into the 32K

TRl Word pmumor ﬁ%m
The word processor has a good range of
eommands It works with the 40-

just slightly narrower. » . g iRk
The joystick ports are different again.”

The Atari-type D-connector has given

way to a’ new Commodore design.

*{ However, Commodore’s own Joyst.lck

will be analog.
The connection of dmk dnve to the

| computer is through the hated slow

serial port. The effect is as before — user
frustration. We can only hope that the
‘fast-disk drive’ turns out to be really
fast. Connection to a television or
monitor is provided for. ‘,,f EENe <20,

:The new reset button is on the side of
the machine and reasonably out of the
way of accidental resetting. . T d

Commodore’s new Basic 3.5 has taken
account of all the criticisms previously
aimed at Commodore machines. "

Structured pmgrammmgxsavmlxble,
and proper control of sound and graphics
isprovided by new, and self-explanatory
keywords A good machine code monitor
is provided, including the display of t.he
ASCII equivalents. .

The trade-off for all theu extru is
that sound has been cut to two voices
compared with three on the 64, while the
main reason for the ‘serious home user’
tag would appear to be the absence of
epntee Presumnbly wntmg games m
not ¢ senoua 7

<5 Software

On tho Plun/4 hitting F1 followed by t.he

return key gets you tely oper-

ational, in the word processor. .
Commodore has paid attention to the

statistical law about 80 per cent of the

screen actmg asawindowontoa
document which is a maximum of 77
characters wide. The major limitation is
that the maximum length of a document
is 99 lines — 22 lines appear on the
screen at any one time. Unfortunately,
you cannot quickly change to 40 charac-
ters width for rapid editing of the
document asyoucanin Vizawriteon the

dore 64, for ple. You can of
course change the document width to
suit you, and reset it for printing. ‘.. {

|+ Word wrapping does not take place on’

the screen, although it does when you '
print the document. 7 s i 0 w5 W

For the first time Commodore has
recognised that people may use non-
Commodore printers with a Commodore
computer. Accordingly you can send
reverse field control codes from within
yourtext, so as to take advantage of your
printers’ more esoteric capabilities, like
elite, or italic compressed or double—
wldth characters. t

Also a special command, other’ Te-
verses the character set to standard
ASCII, which should solve many inter-
facing problems. Some of the facilities in
the word processor are very impressive.

Mail-merge can take place, and
there’s text movement and copying.
Most of the instructions will be pretty
easy to remember. All of these instruc-
tions are inserted into text in reverse
video (obtained by hitting Control 9),
following by the appropnate mnemonic
code and Control 0.

Pressing Return takes you to & new
paragraph. It alsodeletes the remainder
of the line beyond he cursor. This is bad

“news for expanencod users of Commod-

{ hitting the Commodore logo key fol-

ore’s screen-editor in Basic, who are
accustomed to using Return anywhere
in a line, to enter it as a Basic line. They
will, on occasion accidentally delete
lines which they wish to retain. Howev-
er, help is at hand! There is what in
trans-Atlantic parlance would no doubt
be called an 'Oops’ buffer. od 7 iiy",
% Putting the cursor at the point where
the accidental deletion occurred, and

lowedby @, will restore the misaing line!
.~ Block insertion, deletion and move-
ment are available. Blocks of text can be
up to 16 lines long. This is not a major
constraint, bearing in mind that the
maximum document length is 99 lines.
Forinsertion, yousetapointer attheend
ofthe text already typed in, using the SP
(Set Pointers) command. Then youmove
the cursor above this point and type in
your block of text for insertion. You now
have the end of the block indicated, but
not the beginning. %.:~ -.wu&*g'r 1%,
‘¢ To define this, you position the cursor
at the start of the block and use the
Create Block command. You then move
the cursor to the place where theblock is
to be inserted, and use the Insert Block
command followed by Return. The
insertion ‘occurs above the current
cursor line, but not at the current cursor |
position in the line. « > -
Although easier todo than todescnbe
this is pretty clumsy compared with the
Insert mode of operation common to
other word processors, which open-up the
text, and creates space for inserted text
automatically and apparently effort-

o
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-TEST PLUS 4

been ¢
lock. unyﬁleyouwinh,lndlhrtworkm
SUED Setting a Pointer, derdtin‘ ‘it. You can set up a continuous printing

opcahon.ﬁain(lﬁhnleduk—ﬁﬂ]d‘

i ok

; 1.&'551

; Bbd.yw-lnnrt to make

Jinked files. A pause |

onutﬁm';'

' mlumm.'!‘hilinplty.beaunntlum
the way open for, you to forget which

3 ) erna iy
' Bas:c o

“

ON/OFF

putat the endofany document, toenable

the next part to be loaded in, and so on.,
1, The Merge command is & disappoint-
ment. Simple enough to use, it appends
the incoming text at the foot of the
document. Of course youn can then move

printing of each page S
_Free Cursor movement is a feature of
tlns package. F1 Function key takes you
to the left margin, F2 to column 41,
Home to the top line of text, and Shifted
“=" acts as a TAB key. Theremno

ds for hald

it about, but that is a rather clumsy way

7| of doing things. If you give the command

PR, your docament will be saved to disk
utomatically, before printing takes

strike, underline, or similar special
printer activities. For these you will

have to use the ASCII function, which

you are giving cell references. When you
are copying formulae into cells, this is
particularly dapgerous. You cannot
point to cells by means of cursor
movements, when making up formulae,
but on the other hand, you can use labels
for data instead of cell-teferenees, which
is a very good feature. - ‘
Function keys F1 and F2 are used'h)
move from cell to cell, leftwards. de

PCN OCTOBER.
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rightwards and you can edit any cell-
contents, usmg the leﬂ: and nght arrow
keys.

The eommand tn get to the top
lefthand corner of your sheet is achieved
in a roundabout way. You hold down the
CBM logo key, and press ‘C’ followed by
typing ‘home’. I would have been much
happier with the use of a Function key
for this very frequent activity. Similarly
the GOTO command must be typed out
in full too.

-The spreadsheet is eompamnvely
small — 50 rows by 17 columns. You can
move about the sheet by using the cursor
up and down keys. The spreadsheet is
not intelligent in deciding whether you
are typing in numbers, text or formulae;
you must tell it.

For copying the contents of a cell, hold
down the CBM key. hit c, then type
‘copy’, followed by the cell whose con-
tents you want to copy, into the cell
where the cursor is. The repeat com-
mand, done by holding down the CBM/
key and hitting Q, will enable you to
copy the same data into a number of
cells, such as with underlines. :

Rephcatmg formulae relatively is
given the unusual name “fit”. To copy a
formula into a number of cells, you must
use the repeat command, CBM Q).

Commodore offers windowing for the
various elements in this set of packages.
However, the window turns out to be a
horizontally-split screen, with the abil-
ity to pass data from the spreadsheet or
graphics package to the wordprocessor.
You use the block map command to pass
data from spreadsheet to wordprocessor,
setting a rectangle to be transferred.
The amount transferred is 11 characters
per cell. Up to 36 characters per cell can
be transferred by using the Map com-
mand. This will also enable you to
transfer the formulae themselves into
the wordprocessor, so that fhey can be
printed out. This latter is a slower
process, because you must proceed row
by row

The usual vsnety of formats is avml-
able for your number cell by cell. You

t give a d to format
globally throughout the sheet in inte-
gers for example. -

The sum command works on tows and
columns of data. Formulae are evalu-
ated from lefttoright. Thisis commonen
spreadsheets, but some prefer the cor-
rect use of the hierarchy, asin Basic. But
ifyou inset column or rows, the formulae
require adjustments,

It is possible to copy rows or columns.
This is not as helpful as we might hope:
data only is copied, not formulae.

You can label a cell, and refer to it by
label. This is a big advantage since the
rumeric system is capable of causing
confusion. The use of IF True, with a
number of operators, énables you to
proceed conditionally. This feature will
permit you to modify the order of
calculation.

You can freeze and unfreeze valuesin
cells, which is all to the good. You can

also left-justify numbers in a cell.
Numeric constants must be preceded
by a hash sign. This comes more

naturally to Americans thantous. =i |-

The spreadsheet requires rather more
work, and alertness to use than more
sophisticated ones. However, it has
many useful features. The graphics are
merely low resolution bar graphs and
point graphs of any row of data on your
spreadsheet. However, the graphs will
print on any Commodore printer.

. Graphs can be transferred into the
wordprocessor for labelling and print-
ing. The graphs are scaled automatical-
ly, which avoids the most tedious aspect
of graphing. But the point graphs are
created by elumnatmg all but the
lughest pomt in each bar of the bar
grﬂph e

Alt.hough the graphlcs are prumtwe,
they serve a useful purpose. The whole
package, wordprocessor, 8pr d

Random access to a record is not by
key. You must either know the record
number of the record (bad news!) or usea
searching process, whereby your string
of characters is looked for in any field of
any record. This is not the fastest of
processes. The maximum number of
records on a disk is 999.

Afaster Review command enablesyou
to scan through the records more quick-
ly, starting with any record you choose
(by number). Reporting is done from
within the wordprocessor, using special

A An EOF A hl
you to continue the report through the
file, or the selected section of it which
you have selected by your own criteria.

The Pick command carries out your
selection of records, matching up to 38
characters. The Picked file can then be
used for 'sorts or reports. You can use a
delimiter of the Highrc Highrecord
d. This bles you to specify

graphics and file manager are in a single
32K block of memory! So it is absurd to
expect too much in the way of facxlmes
* File Manager e
Flle Manager is also the sort of
cut-down version which you would
reasonably expect. Nonetheless, you can
have records containing up to 17 fields,
with up to 38 characters in each field. A
separate disk must be maintained for
your data, because the Filer does not use
the Commodore relative file system:

the record at which the Sort, Pick,
Search, Review or Repomng functlon is
to stop.

Thefile manager will serveas a useful
introduction to this type of operation.

st e
Verdict -
The Plus/4 is an interesting machine
with a lot of good features. As with all
designs, there are compromises. Howev-
er, there is enough of everything to keep
most p rs very happy. Perhaps it

" | isalittle pricey. ’l‘lme will tell. . |
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Game Review

Game reviewed: WAY OF THE EXPLODING FIST

Publisher : RICOOHET (MASTERTRONIC)
Price : £2.98
Reviewer : Matthew Newton-Lewis, West Sussex

The object of the game is to try to beat all the different standards,
starting with NOVICE then 1ST DAN, 2ND Dan etc.

Way of the exploding fist was made in 1986 making it an old game. It is
very well known of because of the sucess on the 8-bit computers but very
rarely seen or heard of for the Cl16/+4.

Apart from the rather wierd way of loading this is a quite classy game.
The graphics aren’t bad but they aren’t good either. There is only one
background screen of an out of proportion Buda with a bit of a house and a
| wall. ’

There are over sixteen moves, some of which are really impressive. The
. deatail on the moves is amazing. With so many moves it makes the game get a
| bit out of control because you don’t know what you’re doing, or what you’re
! meant to be doing the whole time. The moves include: low/high punch, low/high
kick, roundhouse, backick, and some simply amazing blocks.

The reactions of the joystick are slow but you get used to them. There is
a good two-player option where you play against each other trying to score
more than your oponent. Unfortunately as it is a joystick only game you have
to have two joysticks for the two-player option.

It’s quite a good deal but if you don’t like these types of games then I
wouldn’t adive buying it.

Ratings as a percentage:

GRAPHICS : 72
SOUND : 56 .
PLAYABILITY : 87
V.F.M. : 83
OVERALL : 80

Please send me Vol 2 Issue 4 July 1990 of 'C16/C116/+4 COMPUTING MONTHLY'.
1 enclose a PO/CHEQUE for the value of £1.00.

NAME & ADDRESS:

SIGNED:

The above form should only be filled in by those who order the mag monthly
not by those who subscribe yearly. Monthly subscribers can photocopy the
form so you don't chop up the mag, but please send it when ordering the
issue required as it saves me a lot of time and you will get.your mag much

{g more quickly.
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