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ED'S NOTES 
HOT STUFF 'FROM THE. EDITOR'S DE.SKI 

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 fl50 stand for nothing then 
~ 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 members 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 it 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 fl for the 
August issue so instead of the £1 on the order form please send £.2._ for 
July and August ish'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. 

OUIXAVER 

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 - SFFFO, 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 Brill!!!!! 

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 I looked like, <GOD KNOWS 
WHY!). 

Till next issue, Bye. 

Roy Robinson, 112 Cliff Road, HORNSEA, N.Humberside, HU18 lJE. Tel 0964-
531.611 
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Mr Roy f;:obinson, 
112 Cliff Road, 
Hornsea, 
N. Humberside, HU18 lJE. 

• 89 01 d f;:oad, 
East Peckham 
Tonb,· i dge, 
Kent, TN12 5EN. 

29th May 1990 

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 microscooe on the Graphic 3 screen and then subsequent 
art ic les will deal with on-screen modifications with my 'Graphic 
Editor' program, preparing the graphic for the printer by making the 
e x isting graphic into separate pictures which are the Colorl, Color2 
and Color3 constituents, and finally sending t~e data to the printer 
and ma ki ng a multi-colour,triple overlaid image on the paper having 
made a . small alteration to the Star LC-10 Colour printer which I see 
some me mbers have like myself. 

I am wor k ing with Peter Crack to speed up some of the parts of 
my prcgrams, but we should be able to have the programs ready for the 
maga2i ne since it will be a series. 

I hope this idea meets with your approval and have enclosed 
the 'M i croscope ' program for you to put in the next edition of the 
maqr::l.:z:ine. 

Yours sincerely 

QJ, 
f;:ob Mca·shal 1 
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10 REM********************************* 
20 REM* MICROSCOPE * 
30 REM* BY R.MARSHALL * 
40 REM********************************* 
50 COUJF.: 1), 7, 4 
60 coum1, s, 7 
70 COL_OR2, 14, 7 
80 COLOF:3, :;_;, 0 
90 GRAPHIC3,1:COLOR4,7,4 
100 KEY 1," ( ~JHT) Gf.:APHICO" +CHf;:'!> ( 13) 
110 CIRCLE3,1O5,57,8:CIRCLE3,1O5,57,2:PAINT3,11(1.57 
120 DRAW1,72,85T0105,25T0113,40T0111,44 
130 DF:AW1,98,66T080,101T072, 85 
140 DRAW2,107,26T0110,19T0 116,30T0112,37:PAINT1,92,72,1 
150 DRAW2 ,72,85T064,llOT067,116TOB0 , 101:DRAW3,74,83T081, 
98:DF:AW3,72,85T080,101 
160 PAINT2,108,27,1:PAINT2,75,95, 1:PAINT2,105,57,1 
170 CIRCLt2,105,57,4:DF:AW3,104,27T□ lll,42:DRAW3,106,26TO 
112,38 
180 CIRCLE3.85 , 105,25,40, 2 8,195 
19(l CIRCLE3,81,1OO.4C>,55~53,188 
200 DRAW3,75, 154T078,143 :PAINT2,76,153 ,1 
210 DRAW2,98,67T090,84T091,86TOG9,69T098 , 67 
220 DRAW1,45,100T073 , 156T075,154T047 , 98T045,100:PA I NT1,4 
8,103:DRAW2,49,96T075,148 
230 DRAW3,34,136T060 ,14½T060,153T034,143T034 , 13 6:PAINT3, 
36,142:DRAW2,45,148T047,159 
2.40 B□ Xl,30, 160 , \15, 168:P!UNT\ ,3 1, 161 
250 C!RCLE1,51~95,1,,,,45:DRAW2,34. 136T06Cl,146 
260 CIRCLEl,85,148,5:PAINTl,85,148 
270 B□ Xl,45,168,40,175:BOX\,105,168,1 00, \75:PAINT3 ,43, 16 
9,1:PAINT3,104,169,1 
280 CIRCLE3,85,148,5:CIRCLE3,85,148,2,1 
290 CIRCLE3~85~148~3:DRAW3 ~84,1591"O86 , 159 
300 BOX3,32,162,113,166 
310 FOF.: I =OTO 15 
320 CIRCLE3,3~+(I15l ,164,1,1 
330 NE!TI 
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••••••••••••••••• By Peter and Melanie Crack. part fiue •••••••••••••••••• 

* ' • This aonth I a• going to start to fill in the aissing subroutines •hich 
• •ill create the sprites. First load in yor previous progr.,,...e, er,ter A4CA8 
• press 'space bar' .ind then type in the first coHand of the listing·. 
• Here is the explanation of •hat it does ••••••••• 
• 
◄CA0-◄CA9 Creates the sprite. 
◄CAC-◄CB1 Load 'Y' register •ith sprite nuaber and gosub 'print the sprite•. 
◄Cllll-4Cll7 Transfer 'X' register (this is the sprite no.> to 'A' register and 
• store it in correct position in sprite actiue list (all sprites 
• are dealt •ith in rotation s~•rite no.HIie is first, sprite H0F is 
• last, non .ictiue sprites in the list are marked as ttFF).,nd return 
4C08-4C0C Cleillr tD8 and SD1 (set to HIie) 
4C0E- 4Clll Load 'Y' register •ith sprite nuaber,load 'A' register •ith 
• correct page nuaber •here this sprite reload data. is to be stored 
• ($49D0-t49DF contains these nuabers one for each sprite),e.,ch 
• sprite h;,s three pages of data alloted to it,the first is the 
• area of screen •hich is under the sprite and has to be put back 
• into the screen as the sprite moues on,but because in this prog. 
• •ore then one sprite •ill be on screen at the same tiae and •ore 
• iaportantly they 11ill collide 11ith each other this p;,ge of .data 
• is used to reaoue the old sprite and only the old sprite fro• the 
• screen any pi xels •hich re11ain set after this has been done 11ust 
• be part of another sprite, thus sprite collision car, be detected 
• ur,fortun.,tly this prognHe cannot tell if the set pixel is 
• background c,r sprite,so ir, this ~•rogra111ae no background details 
* are used ir,· the sprite area c,f the screen. The secc,r,d pilge is the 
• sprite •orkir,g arn,this data is shifted left or right as the 
• sprite aoues,the third data p;,ge is the sprite relc,;,d that is to 
• s;,y it is the s••e as it is stored ir, tBHe-SB7FF ,this oiay you can 
• haue aore than sixteen sprite definitions as the ott,ers could be 
• stored in any of the spare areas fro• $C000 to tFEFF. 
4C13-4C17 Store 'A' register · in tD3 and t05 and returr, fro11 gosub. 
4C28-4C29 Set ir,terupt disable ar,d tell coaputer to ,~et all data ;,bove t8000 
• fro• RAM. 
4C2C Set 'Y' register to tsee 
4C2E- 4C30 Transfer dat. frc.11 area pointed to by $00 and $01 to area poir,ted 
• tc, by tD◄ and SD5. In this instance t01 was set to either ttB0 or 
• ttB7 at $4116 and $4124, SDI! and $D4 •ere set to zero .t $4C0A and 
• t4CllC, SD5 •as set to sprite area reload at $4C15, so here, •e are 
• transfering the initial sprite definitior, frc,11 eitt,r SB000-SB0FF 
• or SB708-SB7FF to this spt"ites reload page. 
4C32-4C35 In,:rease 'Y' register by one ar,d check if it is zero if not then 
• branch to $4C2e and transfer another byte, if it is then return. 
4C41l-4C9A This routir,e is quite coaplex, I haue set aside t•o areas of data 
• $4600-47FF and S4800-49FF, the · latter is filled with fixed data 
* which I •ill explain in detail •hen I send it, the for111er contains 
* data taken fro• S480e- t49FF but changes as the game proceeds. O.K? 
• so here goes!!!!!!!!! .. 
4C40-4C42 Load $D5 •ith start of fixed data page address (hi-byte). 
4C4◄-4C40 Load 'A' register •ith value stored in tDl(page nun,ber of original 
* sprite data area this •ill be in the range ttB0 to ttB7, as in 
• this ga111e only eight sprite definitions are used ac,re of course 
• at·e possible), re11oue the four left111,:,st bits and sa11e a copy on 
• stack,st,ift all bits left four ti111es <to explain tsB4 becon,es H04 
• and finally tt40) and store the result in SD4,tD4 and SD5 now fern, 
• the address •here the sprite registers can be found. 
•••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 
•••••••••••••••••••••••••••••••••••••••••••••••• ••••••••••• CONTINUED •••••••• 
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*••·••**••****************************************************************** * 
4C4F-4C55 
* 
* 
* 
* 
* 
* 
* 
• 
• 
ll 

• 
* 
* 
4C56-4C58 
4CSA-4CSE 
* 
* • 
4C6" 
* 
4C63-4C64 
4C65-4C67 

* 4C69-4C6F 

* 
* 
• • 
* 
• 
4C71-4C77 

* 
* 
4C78-4C83 

* 
* 
* 
* 
4C85-4C9A 
* 
* 
* 
* 
* 
* 
41EF-4261 

* 
* 
41EF 
* 
* 41Fl-41FA 
* 
• 
* 
41FC-4207 
* 
* 
* 

Lo;,d 'A' register with sprite r,umber<t-e111e111ber, the sprite number 
in register SES and tt,e sprite d.-.t.o p;,ge r,u,.ber c;,r, be differer,t 
ir, this w;,y you can ch;,nge the shape of the sprite but still print 
it in the s;,11e order as before, to e>:phin, if you hilve, ;,s ir, 
this gu.e,., speciiil sprite whose condition and position you wish 
to test fro11 time to time it is 111uch easier to ·keep its sprite 
nv11ber the SioH ;,r,d siBtply load in different data to change the 
shape>, shift 1111 bits left four ti111es (the re;,sor, for all the 
shifts is because thet·e are sixteen pointers for every sprite 
definition tt,e first frc,111 S4800 to S480F the second fro111 S481il to 
S481F and so on, so if we want sprite definition t$"1 ther, the 
start address is $4810, SDS has already been set to tS48, SD◄ had 
to be set to Ulil, the sa111e applies t,ere only this tiae the result 
is transfered to the 'X' register. 
Clear 'Y' register ;;nd load one byte fro• fixed data area. 
Check to see if 'Y' register is equal to U0D if yes then discard 
Villue in 'A' register and substitute value in SDl (the original 
sprite dioh page nuraber i r, tt.i s cose it wi 11 be in the range HB0 
to tSB7 this way we can change the shape of the sprite as we go) • 
And store it in $4600 offset by the 'X' register, $4600 to S47FF 
is the dat.. are;, that is ch;,nged os the garae goes on. 
Increase bott, 'X' and 'Y' registers by one. 
Have we tnnsfered sixteen bytes of data? no then branch to S4C58 
yes ther, ••••••••••••••••••••••••••••••••••••••••• 
Increase SDS to point second p;;ge of fixed data ;,rea, pull SD1 
back off the stack ar,d shift it left three tiaes, these shifts are 
needed because there is yet more data pointers for e;,ch sprite ir, 
S4900 to $497F eight bytes for ench sprite, so again the data for 
sprite nuaber ts01 is found ir, $4908 to S490F, and 001 shifted 
left three ti111es becomes tS08, now store 'A' register in SD4 thus 
creating tt,e new ;,ddress • 
Load 'A' register with pointer SES (sprite nuff1ber) shift it left 
three tiaes and push • cc,py or.to the stack ther, tn,r,sfer it to the •x• register. 
Cle;,r 'Y' register load first byte into 'A' register (offset by 
'Y' register) ar,d store it ir, S4700 offset by 'X' register, 
increase both 'X' and 'Y' registers then check to see if 'Y' 
register hos reoched tS08 (haue eight bytes been transfered) if no 
then branch to $4C7A •if yes ther, •••••••••••••••••••••• 
Pull 'A' register off the stack (re11ember this was the volue of 
SES after tt,ree shifts left as .t $4C76) ;,r,d tr.r,sfer it to 'X' 
register, load 'A' register with SD3 <see e>:planation for S4C0E to 
S4C17>, store 'A' register in $4702 offset by 'X' register,do this 
two aore ti•es reducir,g SD3 by one each time also changing the 
position ;,t which this dirt. is stored by one each ti01e and fin.ly 
return fro• subroutine. 
Oh dear or,other biggie!!!!. This routine fetches all data pointers 
for a particular sprite ;,nd distributes the11 to their proper 
places ;,rovnd the progra011De. 
Transfer 'Y' to 'A' registers this is done because so11e routines 
h;,ve the sprite nuraber in the 'Y' registers and gosvb S41EF arid 
some in the 'A' register ;,r,d gosub S41F0. 
Save 'A' register on stack, shift 'A' register left four tiaes arid 
transfer 'A' to 'Y' registers, cleifr the carry flag ready for 
addition, add U0E (dee 14) to 'A' register and store it in SE◄ 
(SE4 now contains the start point for our load routine plus 14>. 
Clear 'X' registet·, load fit"st byte ft-011 S4600 offset by 'Y' reg. 
store it in $D4 offset by 'X' register increase both 'Y' and 'X' 
registers arid compare 'Y' register with SE◄ (h;,ve 14 bytes beer, 
loaded), if no then branch to S41FE if yes then ••••••••••••••• 

**************************************************************************** *************~***************************************····•··••CONTINUED ••.•• 
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* 
"1289-4213 
• 
"1216-421A 
• 
• 
4_21B-4261 
• • 
4348-4346 

• 
* 
" 
4347 

* 434A 
"134D 

* 4358 

• 
4353 
4356 
4359-4350 

* 
" 
* 

* • 
* 
* 

Store next byte ir, $438A ir,crease 'Y' register and store next byte 
in t4318 • 
Pull 'A' register off stack <sr•rite nuaber>, shift it left three 
tiaes and transfer it to 'Y' register, thus creating the correct 
offset for the next series of fetches • 
Fetch seven bytes fro• sprite fixed data area and place the• into 
various routines around the prograaae (these routir,es will be 
e>:plained as I send them> 11nd return f'ro11 subroutine • 
Disable ir,terrupts tell coaputer to ignore ROH and take all data 
fro• RAH, store ,y, register in $ES and then transfer 'Y' to 'A' 
registe,-s, the last two co111aands 111ay not n,ake sense but this 
routine is used by differer,t parts of the progn;r,ae. 
Store 'A' register ir, sprite list ($47E8 to S47EFJ this tells the 
progra111111e that a sprite is 'active'. 
Gosub get sprite pointers. 
Gosub transfer sprite reload data (sprite shape>, to sprite 
working data area. 
Gosub get randoa up or down 111oveaer,t delay (when two sprites 
collide they 111ove apart at slightly different angles> • 
Gosub print sprite. 
Gosub store sprite data. 
Tell co111puter to take all data above t8880 fro• ROH, clear 
interrupt disable and return fro11 subroutine. 
And that ends this aonths section of the progra11111e, please do not 
expect to understar,d tt,is in one go,just read it through a few 
ti111es and it should help you to 111ake sense of the listings. 
as always any probleas or suggestions write in to the 111ag or 
phor,e ,.e or, 881-367-3152 if you cannot get 111e then leave your 
na111e, phone nu111ber and proble111 ar,d I wi 11 phone you back. 

··········································································•* ***********************************··•···•···PETER CRACK •••••••••••••••••••• 
**************************************************************************** 

-. -
• 
* Dear Ed. 
* I/ow that all th,-ee parts of TRAP THE KIIIG and the 111issing part have been 
* ~•rinted could those 111e11bers who have tried the prograa111e write a review 
* co11paring it to other games they have tried and give 11e an idea how well 
* or otherwise it plays , I aa aost interested in how clear the disphy 
* and instrvctionswere, how qood was 11y choice of colours bearinq in 11ind 
• that so111e colours look better on different types of televisior,~·, ar,cf ar,y' 
* other co~raents club raeabers wish to 11ake. 
* those Nere just a few suggestic,r,s but of course any views or points are * welcome. 

* 
* 
* PETER CRACK. 
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~tEF 98 TYA 433F EA NOP 
41FII EA NOP 43411 78 SEI 
41F1 48 PHA '1341 8D 3F FF STA $FF3F 
41F2 IIA ASL 4344 84 ES STY SES 
41F3 0A ASL 4346 98 TYA 
41F4 0A ASL 4347 99 Ell 47 STA $47Ell,Y 
41F5 0A ASL '134A 29 Fe 41 JSR $41F9 

.,. 41F6 AB TAY 43'1D 29 JF 44 JSR $'143F 
41F7 18 CLC 4359 29 22 43 JSR $4322 
41F8 69 IIE ADC UIIE 4353 21 32 45 JSR $4532 
41FA 85 E4 STA $E4 4356 20 A9 41 JSR $41A0 
41FC A2 1!0 LDX 0110 4359 8D 3E FF STA $FF3E 
41FE 89 00 46 LDA $4600,Y 435C 58 CLI 
4201 95 D4 STA $D4,X 435D 69 RTS 
4203 EB INX 435E EA NOP 

i 4204 CB INY 
421lS C4 E4 CPY $E4 
4207 Dll FS BNE $41FE 4Cll9 BA TXA 
4209 89 119 46 LDA $4600,Y 4C01 9D ES 47 STA $47Ell,X 420C 8D IIA 43 STA $430A 4C04 EA NOP 
4211F CB INY 4C05 EA NOP 
42111 89 011 46 LDA $461111,Y 4C06 EA NOP 
4213 8D 18 43 STA $4318 4C07 611 RTS 
4216 68 PLA 4C0B A9 00 LDA 000 
4217 IIA ASL 4C0A 85 D0 STA $D0 
4218 IIA ASL 4C0C 85 D4 STA $D4 
4219 0A ASL 4C0E A4 ES LDY $ES 
421A AB TAY 4Clll 89 De 49 LDA $49D9,Y 4218 89 00 47 LDA $4700,Y 4C13 BS D3 STA $D3 
421E BD 19 45 STA $4519 4C15 85 DS STA $D5 
4221 8D 1C 44 STA $441C 4C17 60 RTS 
4224 8D 21 44 STA $4421 4C18 EA NOP 
4227 BD 6A 44 STA $446A 4C19 EA NOP 
422A BD 6F 44 STA $446F 4C1A EA NOP 
422D 89 01 47 LDA $4701,Y 4C1B EA NOP 
4230 8D 48 45 STA $4548 4C1C EA NOP 
4233 8D 50 45 STA $4550 4C1D EA NOP 
4236 8D 46 44 STA $4446 4C1E EA NOP 
4239 8D 91.! 44 STA $4492 4C1F EA NOP 
423C 89 112 47 LDA $4702,Y 4C20 EA NOP 
423F 8D 43 44 STA $4443 4C21 EA NOP 
4242 8D BF 44 STA S448F 4C22 EA NOP 
4245 89 03 47 LDA $4703,Y 4C23 EA NOP 
4248 11115 E2 STA $E2 4C24 EA NOP 
424A 89 114 47 LDA $4704,Y 4C25 EA NOP 
424D 85 E3 STA SE3 4C26 EA NOP 
424F AS D4 LDA $D4 4C27 EA NOP 
4251 85 D2 . STA SD2 4C28 78 SEI 
4253 AS D5 LDA $D5 4C29 8D 3F FF STA $FF3F ~. 4255 85 D3 STA $D3 4C2C AB 00 LDY 0110 4257 89 es 47 LDA $4705,Y 4C2E 81 De LDA (SDS>, Y 425A 85 E6 STA $E6 4C38 91 D4 STA (SD4>,Y 425C 89 06 47 LDA $4706,Y 4C32 ca INY 425F 85 E7 STA SE7 4C33 De F9 BNE S4C2E 4261 68 RTS 4C35 60 RTS • 4262 EA NOP 4C36 EA NOP 

···········eoNTIUED ••••••••• 



• 4C3F EA NOP .. 4C73 llA ASL 
4C41l A9 48 LDA ts48 • 4C74 l!A ASL 
4C42 85 DS STA $D5 • 4C7S llA ASL 
4C44 AS D1 LDA SD! • 4C76 48 PHA 
◄C46 29 l!F AND tsllF • 4C77 AA TAX 
4C48 48 PHA • 4C78 A0 fJll LDY H!il0 
4C49 IJA ASL • 4C7A Bl D4 LDA ($D4l,Y 
4C4A llA ASL • ◄C7C 9D llll 47 STA $471llJ,X 
4C4B IJA ASL • 4C7F EB INX 
4C4C flA ASL • 4C80 CB INY 

• 4C4D 85 D4 STA $D4 • 4CB1 Cll llB CPY tsflB 
• 4C4F AS ES LDA $ES • 4CB3 Dfl FS BNE $4C7A 
• 4C51 IJA ASL • 4CB5 68 PLA 
. 4C52 flA ASL • 4C86 AA TAX 
• 4C53 SA ASL • 4C87 AS D3 LDA $D3 
• 4C54 llA ASL 4CB9 9D 82 47 STA $471!2,X 
• 4C55 AA TAX • ◄CBC C6 D3 DEC $D3 
• 4C56 A8 IJfl LDY Hllfl • 4C8E A5 D3 LDA $D3 
• 4C58 Bl D4 LDA ($D4>, Y • 4C98 9D 81 47 STA $471!1,X 

◄CSA C0 0D CPY H0D • 4C93 C6 D3 DEC $D3 
4C5C D0 02 BNE $4C61l • 4C95 A5 D3 LDA SD3 
4C5E A5 D1 LDA $D1 • 4C97 9D 8S 47 STA $4700,X 
4C60 9D 00 46 STA $4600,X 4C9A 60 RTS 
4C63 EB INX 4C9B EA NOP 
4C64 CB INY 4C9C EA NOP 
4C65 C0 10 CPY H1S 4C9D EA NOP 
4C67 D0 EF BNE $4C58 4C9E EA NOP 
4C69 E6 D5 INC SD5 4C9F EA NOP 
4C6B 68 PLA • 4CA8 20 88 4C JSR $4C81l 
4C6C SA ASL • 4CA3 20 08 4C JSR S4C08 
4C6D 8A ASL 4CA6 28 28 4C JSR S4C28 
4C6E 0A ASL 4CA9 20 40 4C JSR S4C48 
4C6F 85 D4 STA $D4 4CAC A4 E5 LDY $ES 
4C71 AS ES LDA SES 4CAE 28 40 43 JSR $4340 

4CB1 68 RTS 
4CB2 EA NOP 
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~~s- ~~r_keti~g -(Mail Order) 

25 Market Street, 
Bridgend, 

Mid Glamorgan, 
South Wales. 

Tel:- (0656) 667444 / Fax (0656) 667444 
----------------- .-------------------------------Dear _________ _ 

" ' .. •, I . • ; ,,.,. 

Thank you ror·-sendlng forciur- 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 No ; Exp i r y Date, And 
Holders Name And Address. State Which Card Used. 

4) Deduct 10% Off Sega T{tles And 20% Off all other Computer 
Ti ~-les. ~ ~-~his Discoun~ ~~~~- ~P.plies To Soft_~al:~ N_:>~ l:£ai::d~are) 
5) Overseas Customers Add Postage Charge Europe £1.?o, · outside 
Europe - Add £3.00; 

6) Send Order To:-

Dukes Marketing (Mail Order), 
25 Market Street, 
Bridgend, · · 

Mid Glamorgan, 
- · ·south Wales. 

If You Have.Any Problems Regarding Dukes Mail Order Please 
·Write To ·Peter Midgley At Above "Address;-·· •· 

- ·· · - - --- -For ·Credit Card ··orders - Phone - (0656) - 66 7 41+4 -- - · -
Quote Your Credit Card Number, Name+ Address+ Expiry Date • 

. -----· ---------------- ... ------------ . - - ·------ . --- ·----- - -----
. Use Reverse Side Of This Form To Order --------- ½-·------·----- ---- ·---·-·------ ... . - --· ·- .. --~ . --------

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. -- --··· · . -·-· ·· · ··· --

N~te 2) If A~y- Mistake~ Have Been · Made While Calculating .l:otaf Of Order, The Order Form And Accompanying Monies Will Be Sent 
Back With A Letter Of Explanation. 

LI 
-~-,..j.~ ~ ~"-·•-



l'L 

_Dukes Marketing Mail Order 

25 Market Street, 
Bridgend, 

Mid Glamorgan, 
South Wales, ' - . 

Please Print In Block Capital Letters. 

Your Name:-

Your Address:-

Title 
!&.!.!. 

2) 

3) 

4) 

5) 

6) 

7) 

8) 

9) 

10) 

Dynamite Dux 

•· 

' 

Order Form. 

Corle No. Machine Format -:nrn c64 Tape 

Total With Discount£ 

Grand Total+ P&P 

Price 
9.99 

Note:- Discount Must Be Taken Off All Items Separately And Then 
Totalled Before Adding Post And Packing, •--- -·---



Game Reviewed: 
Publisher 
Price 
Reviewer 

Game Review 

More Adventures of Big Mac the Mad Maintenace Man 
Mastertronic 
£.1,99 .. I. . 
Matthew Newton-Lewis, · West Sussex 

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 wj_th the screen spliting in either directions and some simply 
excellent scrolling of messages, 

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. 

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 not 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 to be 
really satisfied with it, 

Ratings out of 10: 

GRAPHICS 9 
SOUND ·9 
PLAYABILITY 9 
V.F.M. 10 
OVERALL 9 
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'!ut.oundinc tbatt'tnachlne' wtth ilndv . 
!_'4K of memory ·1w'·011ntinued to .. 11. ·.1 

'.agaiM,j 1 _marltet becqround of _l6-., 
. bit, uil perhaps 32-bit machin..; with 

., : memories of 128K and .256K becoming i' i~nplac:ieA Bu~ ' Ii ,Jt : l!'(i ·-~ 
•. a · 'really? . Now ·Weamen , are told, ,.11ell 

benefit.; not,Ceatures',ci..~~f,.J.ti} 
:j'.J'ermtent but unconfirmed nimoura 

r allege that. a .. 128K -nnion !!.f ,tbe 64, 
· 'capable o( tbll 64 emulation, and with 
. •~28K .:ad.ir-ble · from . Basic, \ ~th 
: switching between 40 and 80 calllllllll is 
_on the way but Commodore maintains a 

:;4ignified ailenee. Jf tbia machine really . 
/ ~ planned then l_t .,..W hit tile Plua/4 . 
·market bard. nt • • • • f • • ~ 

111r, • ..,......._-...., ... l'IIIO'be111the-behlndt11111•••-· ··_,;: .: ... . :F~res •_i:t~t . \'-~ 
-,J· •·· .• , ... .. t !·-·-·,;-.. , ,,,,-:_. ~ :-,. ,· . •. ,1:-:. '= ~":' .t ~· _c_,-... _ .. :•~ • .. · .•. •1 .u :.t.;t~ ,. •,.u"c"f;i :-¢~~l1t ~0' _ So what 18 the 'unique eelling pom~ o( 

()Eering fundamentally the same '- 'nriaisamarketingmethodprovenby the Plua/47 It is the Integral 10ftware 
ralillg system as the Commod- ite profits and the world-wide aales, whichgivestbemachlneitecharacter. A 16(recently reviewed inPCN), currently said to be two million Vica, word procemor, spreadaheet, filing oyethe Plua/4 ii aimed at the lint-time al_readyi. a li!Jillar · number oC 64a ' tem,andgraphicapackageareavailable buyer, for .-iow, bome 1188 and intro- is !rpected to be 10ld by the ena or1964_. ~on power-up. Known aa 3 Plua l (four ductory bwiiMea 1188. Priced at£299.95, ,~ Adesignapproach,aimilarlytriedand packagee), thi111electionoffenwindow1, 

jt campetee • price with the Commod- teated by Commodore, is to ■ay in effect: . .and pnuine inlellJ'fttion and a form oC ore 64 (£199 in moet place■), MSX 'We are the volume producen, IO our 1;Dulti-tasking. ';'i•fllf'''$\t!'i\~i >1l(~;:,N: · machines at around £200 and _the ,design is thutandard.' Accordingly we_ ;:f:,Y ou can transfer figures from your SinclairQLat£400. t /:'il ,,1,!''.1-✓,.; ,f.;ti'j hav11 non-otandard caaaette .eonnec- : : ipread■ heet ilirectly to - your . word ,;/, The eo.-lore 16, which baa the tion■, and caaaette units, non-atandard ~procea,,or, in RAM, immediately, with ·same operating syste,p, but one quarter joystick eonnection■, .and aerial .,disk . ,the window (~lit screen) showing both ofthememaJ,iabundledwithaCll88ette connection.:,1*.1~1,~~r.~,'· _, ·. dQcwnents at once! i~~~4~➔, unit (retail IM), Introduction to Basic . · .¾A whole range of peripheral•, includ- . i:i'•The J>lua14'a appearance 1a definitely : • Partl(£13.95)andfourgames. ,;;t\!.)/>\ '. ingafastdiakdriveanJanewmonitorii "in J te favour: at ·resembles the lap ~l ~ ' For aeri«- Ill!", you need at least the planned for the machine, all in the ■ame ' portables · in ■ize and ahape, · and' the 1,.-,·l -tte wdt, making the Plua/4 look tasteful shade of charcoal grey, ,and keyboard elopes pleasantly down to a :(:,1,·;_ rather exi-ive at £360. Clearly Com- rather attractive too, according to the low profile noee. Tlie function keys have i,;i,Jc', modore is fallowing its wmal pattern of photographs. ,; •'. ,,:"',c;i..i'!;'.~'-(';,'J';·/. i;;, ' • a poeitive 'click-feel', which tells you ~- -·.' high prices Ill begin with, and progre&- So will it ■ell, at the price quoted? I very effectively when the keys have -;n._{\: livereductiamovertime. think10.TheaalesoftheVicareagain■t registered.~ Help key, which takes 

lloo~il-tv-oollloSX'4..it1io-i..,.are_.....a,,.__ 

J2 
PCN OCTOBER201984 



! 

I,. 
' 

•---.-.......... _ · ii>..l.-, r..;.1;,,t,·,-~;;i1r.,_\.-,,~7~;h~_J2t~i../t'.i-,t,~ u ~~ili 
'• •. • L 1 , . • , ~ . . • "!f;-f'"'·"" i,f,i.~%'- Nh~·n,Wt .-,~ ~ ~~~~ ~J-,.,.,y~ :.4'~:ffl 

. the place of F8, ia a "great added" value being in 20 per cent of the items . . rie- forerpeneru:ed uaenofCGminod- ''. 
convenience. .\ •· !'-,;rt •<-.... :: .Thiaimpliesthatmoatpeopleuaeonlya ore'a 1CreeJ1-<>ditor in Baaic, who are 

Thelr.eyboardianoil!ierthanonthe64, fraction of the facilities to be found in IICCu.iomed to uaing Return anywhere 
but more gently sprung. It ia very theaecommonpaclr.agea. ·,-·~ ,,ti, ,, .- inaline,toenteritaaaBaaicline.They 
pleaaant to uae, and · lacks only tbe , · Thua the field W88 wide open for will, OD occaaion accidentally delete 
llhili-loclr. warning light to be 88 attrac- packages which, while not providing all liDea which they wiah to retain. Howev
tive 88 the portable 64'1. '.J'he cursor the belle and whistles of the fully- er, help ia at hand! There ia what in 
control Ir.eye, four of them, are attractive . fledged software, w.ould nevertheless tran&-Atlantic parlance would no doubt 
and large. Itiaa_littlefrustratingtohave offer moat of what moat people needed. be called an 'Oops' buffer. -~\l'JG.',,iJ.· l"", 
no numeric keypad, especially aince the Approaching all four packages in thia ;~, Putting the cursor at the point where 
364 alternative model, with auch a pad, · FY enabled them to fit into the 32K the accidental deletjon occurred, and 
iatobemarketedelsewhere. •·J-.' , ·· :-', ,~ . ~ - _};;,..(,~;.£f ;i; 1,, ;;,;,;, :· · ·•-·, ;,, hitting the Commodore logo key fol-

·- Thepowerconnectionhaaatl88tbeen -~ , r,·: .:.,~"'···'· ·"'~-· · ,. ,,!';'t -~ lowedby@,willreatorethemiasingline! 
removed to the baclr. of the machine out · .. , ;4'~,1~ Word processor ' . ,,-Bloclr. insertion, deletion and move-
ofharm's way. Typically with Commod- The word proceeaor haa a good range of ment are available. Blocka of text can be 
ore, the plug ia a new deeign. Aleo the commands. It worlr.s with the 40- up to 16 Unea long. This ia not a major 
cartridge or memory expanaion alot ia column screen acting 88 a window ontp a constraint, bearing in mind that the 
juat slightly narrower.';• "'-t'-_~.\':f)•:.i:;; document which is a maximum of 77 muimum docum~nt length ia 99 line&. 

The joysticlt ports are different again:· characters wide. The major limitation is For inaertion, you set a pointer at the end 
The Atari-type Ikonnector haa given thatthemuimumlengthofadocument ofthetextalreadytypedin,uaingtheSP 
way to a · new Commodore deaign. ia 99 lines - 22 lines appear OD the (SetPointen)command. Thenyoumove 
However, Commodore's own joysticlr. acreen at any one time. Unfortunately, the cursor above thia point and type in 
will be analog. · · ·- :,y.- -~ ·• • you cannot quickly change to 40 charac- your bloclr. of.text for insertion. You now 

The connection of dialr. drive to the ters width for rapid editing of the have the end of the bloclr. indicated, but 
computer ia through the hated alow document,88youcanin Vizawriteonthe not the beginning. ~-, ·..,_ -~•i f~,- h V 
aerial port. The effect is 88 before-user Commodore 64, for example. You can of ;;;_ To define this, you position the cursor 
fruatration. We can only hope that the · course change the document width to at the start of the bloclr. and use the 
'faat-<liak drive' turns out Ml be really auit you, and reset it for printing. '~ ;:· /:' .Create Block command. You then move 
fast. Connection to a ~leviaion ~ . : '-- ·Wordwrappingdoeanottakeplaa,on·; thecursortotheplacewheretheblockis 
monitor ia provided for. ;'i:i_ \\;,,~ ~•-t':r,;,f,t the acreen, although it does when you to be inserted, and use the Insert Bfoclr. 
•The new reset button ia on the aide of print the document. ·ir,'1 -~k,?.('J';s f!;'.l '~' command _followed by Return. . The 

the machine and reasonably out of the For the first time Commodore haa insertion occurs above the current 
way of accidental resetting. ·. ·· · , '- recognised that people may use non- cursor line, but not at the current cursor 

Commodore's new Basic 3.6 haa taken Commodore printers with a Commodore position in the line. , ·,· -~ ,-.,_.,., 1, , ·, •. , ,, 
account of all the criticisms previously computer. Aocorcli.ngly you can send Althougheasiertodothantodescribe, 
aimed at Commodore machines. reverse field control codes from within this ia pretty clumsy compared with the 

Structuredprogrammi.ngiaavailable, :,ourtext,so88totakeadvantageofyour ·Insert mode of operation common to 
and proper control of sound and graphics printen' more esoteric capabilities, lilr.e other word proceeaon, which open-up the 
iaprovidedbynew,andself-explanatory elite, or italic compressed or double- text, and creates apace for inaart.ed text 
lr.eyworcla. A good machina code monitor width charactere. · I , . i· automatically and apparendy effort- 40 ► 
is provided, including.the display of the Aleo a special command, 'other', re- · 
ASCll equivalenta. ··. __ , :/ ·' · wreea the character set to atandard 
. The trade-off for all these extras ia ASCll, which ahould solve many inter

that sound haa been cut to two voices facingproblema.Someofthefacilitiesin 
compared withthreeonthe64, while the the word procesaor are very i~pressive. 
main reason for the 'aerioua home user' Mail-merge can take place, and 
tag would appear to be the abeence of there's text movement and copying. 
epritea. Presumably writing games ia Moat of the instructions will be pretty 
not ceerioua'. ,__; ... ,; . ..::,~;~' ';,.•;~_\: ..;:,>:',:·! ; .l ,;L"• i. euy to remember. All of these instruc• 
._; .. ~.~~·· ;-;1_ •. :~},. ·>;-=· t >-!ft;,:;-;t.~; i-~>...-.:; .· tiona are inserted into text in reverse 
'A!,~•:.- tt~•{il · Softwant ii,;+;..,~.:t ' video (obtained by hitting Control 9), 
On the Plua/.f. hittiq Fl followed by the following by the appropriate mnemonic 
return lr.ey pta you immediataly oper- code and Control 0. , t < 
ational, in the word pl'OC81801'. J>r.aing Return takes you to a new 

Commodore has paid attention to the paragraph. ltalao deletes the remainder 
atatiatical law about 80 peT c:ent ol the of the line beyond he cursor. Thia is bad c.-_, __ _ 
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tbe nm pert to be loaded in, and 110 on, • 
A!,'.l'he Merp command is a disappoint= 
·ment. Simple enough to uae, it appenda 

i 
/_ the incoming text at the foot of the 
1;7 document. or course you can then move 

it about, bat that is a rather clumsy way 
• oC doingthinp. If you give the command 

f PR, your document will be saved to disk 
t ;r C, utomatically .- before printing takes 
., l~1t 

printing of ea~~- ~~~\ ·-":~, ·-~ · / t~~-i • 
" -Free Curaor movement is a feature of 
this package. Fl Function key takes you 
to the left margin, F2 to column 41, 
Home to the top line of t,ext, and Shifted 
•~• acts aa a TAB key. There are no 

·commanda for emboldening, double 
strike, underline, or similar apecial 
printer activities. For these you will 
have to use the ASCII function, which 

ON/OFF 

you are giving cell referencea. When you 
are copying formulae into cells, this is 
particularly dangerous. :Y' ou cannot 
point to cells by means of cursor 
movements, when making up formulae, 
but on the other hand, you can use labelll 
for data instead of cell-references, which 
is a very good feature. -' , - , · -· ·· ;. · · ·· ' 

Function keys Fl and F2 are used-h, 
move from cell to cell, leftwards. QJ14 

..:....-...J 
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rightwards and you can edit any cell
contenta, using the left and right arrow 
keys. , '-.:]•: ... ,Y. • •.:..:i· . ,: l _,.~•, 

The command to get to the top 
lefthand corner of your sheet is achieved 

} inaroundaboutway. Youholddownthe 
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 comparatively 
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 th-, 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. . . 

Replicating 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 
) • ·., horu:ontally-split screen, with the abil

ity to p888 data from the spreadsheet or 
graphics package to the wordprocessor. 
You use the block map command to pass 
data from spreadsheet to word processor, 
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 they can be 
printed out. This latter is a slower 
process, because you must proceed row 
by row.' . . 

The usual variety of formats is avail
able for your num/:,er cell b:4 cell. You 
cannot give a command tu 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 left to right. This is common on 
spreadsheets, but some prefer the cor
rect use of the hierarch)', as in Basic. But 
ifyouinsetcolumnorrows, the formulae 
require acljustments. · 

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 
numeric system ia capable of causing 
confusion. The use of IF True, with a 
number of operators, enables yuu to 
~conditionally. Thia feature will 
permit you to modify the order of 
calculation. 

You can freeze and unfreeze values in 
cella, which is all to the good. You can 

PCN OCTOBER2019M 

a1ao left.justify numbers in a cell. . Random access to a record ia not by 
. Numeric constants must be preceded key. You must either know the record 

by a hash sign. This comes more numberoftherecord(badnewsl)orusea 
naturally to Americans than to us. ·,:r; .. searching process, whereby your string 

The spreadsheet requires rather more of characters is looked for in any field of 
work, and alertness to use than more any record. This is not the faateat of 
sophisticated ones. However, it has processes. The maximum number of 
many useful features. The graphics are records on a disk is 999. 
merely low resolution bar graphs and AfasterReviewcommandenablesyou 
point graphs of any row of data on your to scan through the records more quick
spreadsheet. However, the graphs will ly, starting with any record you choose 
print on any Commodore printer. • (by number). Reporting is done from 
. Graphs can be transferred into . the within the wordprocessor, using special 

wordprocessor for labelling and print- commands. An EOF command enables 
ing. The graphs are scaled automatical- you to continue the report through the 
ly, which avoids the most tedious aspect file, or the selected section of it which 
of graphing. But the point graphs are you have selected by your own criteria. 
created by eliminating all but the ' The Pick command carries out your 
higheat point in each bar of the bar selection of records, matching up to 38 
graph. · ' ... _ : -:: · < :; .• '°' ·.:· • ·. characters. The Picked file can then be 

Although the graphics are primitive, used for sorts or reports. You can use a 
they serve a useful purpose. The whole delimiter of the Highrc Highrecord 
package, wordprocessor, spreadsheet command. This enables you to specify 
graphics and file manager are in a single the record at which the Sort, Pick, 
32K block of memory! So it is abeurd to Search, Review or Reporting function is 
expect too much in the w11y offacilities. to stop. 

The file manager will se~eaaa iiseful 
. ; , -·- :~ File Manager -: 'r . ._ . introduction to this type ofoperation. 

The File 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. · 

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 purchasers very happy. Perhaps it 
is a little pricey. Time will tell, . ' '.·' 11!".1 
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Game Review 

Game reviewed: 
Publisher 
Price 
Reviewer 

WAY OF TiiE EXPLODING FIST 
RICOOHET CMASTERTRONIC> 
£2.99 
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 C16/+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.H. 83 
OVERALL 80 

Please send me Vol 2 Issue 4 July 1990 of 'Cl6/Cll6/+~ COMPUTING MONTHLY'. 

I 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. ~ur mag much 
more quickly. 
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