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EDITORIAL

Robert Burns wrote 'The best-laid
schemes of mice and men. Gang aft
a gley". This refers {o anannounce-
ment written in the last Editonal
which didn't quite turn out @&s

redicted. Intrigued? Then go to the

ews page for a non-poetic answer.

This 1ssus marks the start of ZAT's
re-subscription drive. With the re-
sults of the Poll in mind, we've tried
to come up with & re-subscription
campeaign that we hope will succeed

It all goss to “plan” [above quotation
in mind] we should be in attendance
at the All Formats Fair on the 26th
April at Birmingham, maybe with our
own stand. We did attend the last
Birmingham show; in fact we were on
the Samco stand with Bruce and
Chris. During the show, we met a
number of ZAT readers, as well as
selling the odd issue or two, and see
a few previews of up-coming SAM
games and programs that will be on
sale in the months to come. Two
items particularly caught my eys.
First & surperb aminated screen
showing SAM in full 3-D, juggling
balls. As amimation, programming
and graphic techiques go, it was
brilliant, and shows jusi what the
SAM is capable of in all departments.
The other item was a Astronomy
program ;ﬁstrnnnm is a favourite
pastime o minal. or beginners, its
a good utility to use, star-charts,
reference tables, in fact the only
gripe | had (and Andy Wright shared
it too] was the lack of using tradition-
al star names in favour for the Greek
ones. Both items featurs on a uE-
coming Newsdisc, check them out!
Well enjoy the issue and I'll see you
all next time. Take Care. B.

by D.BLACKBURN

ZAT 13. MAR/APR 1992 Editor D

Blackburn.  Acting Tech Editor. D. Ledbury
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Helln
Spectrum

in the SAM and
have yet another
of ZAT, fair briming with the
fantastic  mixture, with a hit
siueezed in for good measure.

tellw  toilers
world! We

1s1Al
extry

I really do think that you
should by the

SAM awners
SAM version of Manie

:-“j[nrriﬁl, cornpatibles please.)

Also, is there anvone out there with a
specDrum program  that  they'd be
willing to exchange for an (original)
| opy of Legend of The Arnazon Women,
C Soccer Boss and Easy Speak?

wome of you may know that [ have
been off work with il health for the
best part of & months. It now seems

that what started out as Glanduallar
Fever, has become Post Viral Fatigue

Syndrorne - sormetimes known as ME

This ill health has set me to thinking....
how rnany “medical” type programs are

Miner, because it will make Matthew available for SAM and the Spectrum?
Holt 2 wvery happy chappy indeed, as By r1nedical, | mearr self-assesment
he did the conversion and re-vamp style  programs, programs  which
edit, and well-known  Czech  musician, Doctors,  Optician,  ete have  written
Frantisek Fuka, did something with the thernselves o help i their  work,
miusic. Our own David Ledbury was to Programs designed to produce
blame for a lot of the screens - so you biorythyrms, cast fortunes, ete. Please
know who to shout at when yorr get send themn in, as I'd like to do a feature
ton barnboozled! on thern. Who knows? If it's  zood

enioiigh, it might be possible to get
Writing of computer games (which | programs on to the PD catalogue we
often do - an cccupational hazzard of are slowly building up.

writing 2 column such  as  mine, |
expect!] | have recently been bedewviled
by a sunilar problermn on 2 difterent
games, namely berause both pames are
onty recorded on one-side, there seems
to be a data coreaption somewhere,
Bath of the games in questiors 1994 and
The Secret Diary of  Adrian Mole,
originally  lvaded  pertectly, buat on
SDAM one side has a Dpectrum version,
and on the other an Amstrad Yersion.

Meedlpss to
this  «state

=ay, | am not happy with
b affairs and want  to
remedy it as soon as possible, Which s
where YOU comme in, dear reader! | will
swap, tor a LEGIT copy of of 1384 and
CDAM, a copy of The Great Fire of
London, General Election and Go To Hell
(honestly, this 15 a garne and not an
lnsult!). Can't say any fairer than that,
eh? [I need Dpectrurn 128, Sir Clive

Ol what tun our councils are having
with the Foll Tax!
You roay be aware that it has been

against the law tor computer data to
be used i ANY case in a Magistrate's
Court, not just Poll Tax rases. So the
guverment [(always assurning it hasn't
changed betore you read this!) is
passing 4 law to enable - at least in
Poll Tax cases - computer evidence to
b tised in Magistrate’s Courts.

BUT.. in many instances, people who
are hornestly paying up their Poll Tax
have been sent up to FOUR bills at the
same  tirne all showing ditferent sums
that the council claim people owe. As
these are all on the computer records,
what would a court do?’ The danger is,
that some people seem to think that
just because sorme information is "on” a
computer, that it rmust be right. FAR




FROM [T! GIGO (Garbage In, sarbage Out) [ should have a rather tasty second
is an old saying in the world of hand NLQ printer by the Spring, which
computers, but it is still very true. as you read this will not be too far
away. Of course, what 1 REALLY need is
Any Council Solicitor who tries to make 3 SAM, but sick pay deesn’t stretch that
a case stick on the grounds of computer far 50 that's going to have to be
records which are wrong COULD find something for the future. A pity, but
him or her in the dock thernselves on that's the way that it is!
charges of perjury, uttering a false
document and several others too! It wWell, that’s about it for now. | hope
seemns that sorne of the software for the you're keeping as well as you can. In
Council owned Main-Frames have more closing, Pd like to remind you that if
bugs than in a cheap boarding house you have any comments on anything,
bed! Still, it all means more work at £xX please write in to me! We know you're
pound per hour, for those GSoftware gut there sormnewhere, we'd just like
Consultants!. proof!! Also, if you have anything that
you'd like me fto cover in a future

The one thing | really lack, at the Spapbox, then I'd be pleased to hear
moment, is a printer, but if all goes well from you.

ZAT RE-SUBSCRIPTION DRIVE

This issue marks a point where many ZAT readers are due to re-subscribe, as 3
they have now had their full years worth of magazines. :
To re-subscribe to ZAT, for a full year (6 issues), now costs £720 - or £9.00 in

Europe. However, as we are fairly kind and generous (if not particularly ricni
sorts, we'd like you to feel that you're getting even more of a bargain by taking
out another subscription. So, listed below -are the benefits ALL subscribers are
entitled to, now and in the future:

1) A full year of ZAT! This includes FREE technical help, friendly service,
and all that you know us for!

2) Discounts on certain items advertised in ZAT. This will include more
items in future issues, as we are stipulating to all new advertisers, that
theg should put a ZAT Subscribers offer, with their product.

3) Discounts off all ZAT related services. SAM Quartet, its Spectrum
equivilent, Quest Software Adventures, Demos, efc.

4) Plus other ideas, still on the drawing board!

Additionally, if you answer these 2 simple guestions when you return your
cheque, you can win a rnystery software bundle!

1. Who invented the "Difference Engine”7?
A)Bruce Gordon B)Charles Babbage C)Alan Sugar D)Charles Gill
Z. Who founded "Sinclair Research"’

AYan Sinclair B)Clive Sinclair C)Sir Clive Sinclair D)Anita Sinclair

So, just send your nice cheques for £7.20 (or £9.00 overseas) to:
ZAT RE-SUBSCRIPTION DRIVE (13), 103 CHILTERN GARDENS,
DAWLEY, TELFORD, TF4 20J

Please make cheques payable to: ZAT, and PLEASE list your system
(Computer/s, drives, printer, memory, interfaces, etc) and interests.
Don’t delay — write today, right awayl
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=" ARCADE ALLEY

by THOMAS VANNER, RICHARD SWANN & STEVEN KEMP._

Never mind that we've been Absent
Without Official Leave for the past
few i1ssues because we're back and
we're betier than sver. It's & PUKE
SPOI special this 1ssue, so without
turther adieu, I'll hand you straight
over to Richard

Here | am again, ready to give a
sefious POKEing. But first of all, &
quick resume on how to use a poke.
1) Type out the listing. making sure
there are no misiakes

2] SAVE the listing to tape, for later
Use.

31 RUN the poke listing.

4] Insert your rewound game lape
and press play.

5] The game should now load with the
poke activated!

AD ASTHA & TEMPEST

In case you haven't encountered a
MultiPOKE betlore, I'll briefly explain,
First of all, you musi type outl the
main BASIC IISIIH?, then type in the
lines appropriate to your game anly
First the main listing:

10 REM RICH MEGA MULT! POKER
¢U CLEAR 24420 LOAD * " CODE
30 POKE 65150,0: POKE 6515191
40 FOR F=-23286 TO 1EY

50 HEAD A" IF A=999 THEN
RANDOMIZE USRH B5136

60 POKE F A NEXT F

.. and now the lines specific to the
games.
AL ASTHA [intinite Lives]
70 DATA 33 9 91 34 176,95
80 DATA 195,108,95,175,50
90 DATA 13,140,195 232,128,999
TEMPEST [intinite lives)

70 DATA 33 9 91 34 252 127

80 DATA 185, 185,127,175

80 DATA 50,1,131. REM PLAYER 1
100 DATA 50,74,131. REM PLAYER
¢

110 DATA 185.0,180,839: HEM
DON'T DELETE THIS LINE!
MAGICLAND DIZZY

Don't add anything 1o this infinite
iives routing because there is very
Iittle memory available.

10 LOAD ° " CODE VAL "24000°
20 POKE VAL "24079°, VAL "D":
POKE VAL "24080°, VAL "81°
30 FORN-VAL "233961° TO VAL
"23303°

40 HEAD A. POKE N,A: NEXT N

50 RANDOMIZE USR VAL "24000°
EUUDAM VAL "B2", VAL "182°, VAL
‘"

F?SE.ATA VAL "183" VAL "1158" VAL
80 DATA VAL "84°, VAL "84°

It {nu are using a 128k and want the
extra music, yeu should type the
POKE in 128k, changing line 20 to:

20 POKE VAL '24102°. VAL "0
POKE VAL "24103°. VAL *g1"

CONFUSED (Intinite ILives)

i0 REM CONFUSED BY RICH

20 CLEAR 32767 LOAD *°
SCREENS

30 PRINT AT 20,0, . LOAD " " CODE
40 PRINT AT 20,0; : LOAD " " CODE
50 PRINT AT 20.0; : LOAD " " CODE
B0 LOAD * " SCREENS: POKE
49860.0

;EITEE}KE 51988 .0: RANDOMIZE USR
As well as the POKE, here are the
level codes..

LEVEL 1 ENTER




1 a0 ChvD C &

LEVEL 2 METABOLISM
LEVEL 3 SYNTHESIZE
LEVEL 4 WELDEFJEF
LEVEL 5 SKODALODA
LEVEL & PROCESSORS

LEVEL 7 HIMRAMRBROMS
LEVEL 8 SINCCAIRO
LEVEL 3 DIRECTORYS
LEVEL 10 YUTILITIES
LEVEL 11 ATTRIBUTES
LEVEL 12 CENTURIANS
LEVEL 13 MICRONAUTS

The following pokes were supplied by
Stevern .

KUNG FU MASTER
Infinite lives once again..

10 REM KF MASTER BY STEVE
20 CLEAR 255898

30 LOAD * " SCREENS$

40 PRINT AT 0,0; :

50 LOAD " " CODE

60 POKE 27882,0

10 PRINT USRH 27376

PARPERBOY
Infinite papers this time

10 HEM PAPERBOY BY STEVE

20 LOAD * * CODE

30 FOR F=65400 TO BE5: READ A
40 IF A <>999 THEN POKE F,A:
NEXT F

50 RANDOMIZE USR 65400

60 DATA 221,33,0,64,17,232,189
70 DATA 55,62,255,205,86,5.48

80 DATA 241,175,50,114,192

90 DATA 185,58,254,899

Now for & another MutilPQKE. this
time with

CYBEANOID 2

10 REM CYBERNOID 2 BY STEVE
20 CLEAR 24898

ECA TS CE: OQIC Ay 2

F
sl LOADS " CODE: POKE 250342 0
60 RANDOMIZE USR 60000

70 DATA 33,204,97,17.0,98.,1
80 DAT 200,0,237.176,33,0,98
90 DATA 34,177,97,34.202 97 B2
100 DATA 205.50,201,97.1,50.0
110 DATA 234 17 204 871500
120 DATA 237,176,195 168,97

Tag on one of the tallowing line 130's
on the end of the above main listing
depending on which version you are
loading:

130 DATA 17550,102,141,195.0,99,
939: REM 48K ONLY
130 DATA 175,50,220,140,195,0,98,
9893; REM 128K ONLY

BLADE WARRIOA (intinite lives]

10 BEM BLADE WARRIOR BY STEVE
¢0 FOR F=BE4 TO BES: READ A
30 IF A <»889 THEN POKE F A:
NEXT F

40 RANDOMIZE USR 60000

50 DATA 221,33,0,64,17,16,163

60 DATA 55,62 255,205,865 48

710 DATA 241.62,182 50,686,154

80 DATA 195,0,128,999

And that's all the pokes for this
Issue. Any pokes you ve got that you
would like 1o see in the Alley would be
gratetully received: just send them in
to the main address [the new onal
and |l be only too happy to prin
them. | would be especially grateful,
and glad, to receive any SA [;)ukes
or cheals as well. See you nexi time.

Thanks Richard, and o Steve as
well. The same goes for me also. If
ou have any game tips, or the like
or the Spectrum , or for the SAM,
then send them into me via ZAT. 103
CHILTERN GARDENS, DAWLEY,
|ELFORD, SHROPSHIRE, TF4 QQJ
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Hello and welcorme to this izsues

MINDsAMES.

As most ot owvor will have read
in the last lssue, David Ledbury
has retired frorm the post of
ZAT Adventure Columnist, and
has given this honoured post to
roe.

This month we have a
Spectrurn game review, a very
useful article by Andy  Davis

and a competition where a copy
of "Wornbatz" by Mike Gerrard
is up tor grabe.

OK, hirst of all there's a
of  Deep Waters Two
reviewerd by Stephen
Dver to yor Stephen..

rey W
whilch 1s

Mullen.

Deep Waters 2 = Zenobi
software - 499 - Spectrurn
(LAM Cornpatible)

Zenobl are well  known  tor
progdng e quality
adventures at wvery reasonable
prices, This release, DW2
continues  the trend in sorne
style, & games gor under a
Fiver. River sottware produrerd

decernt
the Hli's

adwventares  throughoot
and the wames on DW2

fiae all heer released a
previously by River. The wames
are: Dawvy  Jones Locker, The

The Witch Hunt,
The Lifehoat and

Jade Nerklace,
The l‘hﬁllwngf—f,

The Cup

First on the tape is Davy Jones
Locer, an Adventure szef on
board  a ship which  rescued
yvourself and 5% other }'.Iij[l[.llf-*

e R Sk 11

wrecked, However, there are
mysterious  goings  on abroad
this ship and when your friends
vanish, you must protect thern
trom the danger ahead of thern.
This wame, really is the follow
up to "The Lifeboat”™ and a
pretty @ood game it is too

e | GO T
thoush,

yvears old
bit dated
unfriendly
an  again”
an  achion
1s a quite
entertaining

a couple of
and looks a
with it slightly
Parser. There i3
command to repeat
and all in all, DJL
difficult bt
Adventure,

inverall 75%

The Jade Necklace 15 a good old
Fashioned detectives tale, set
around  Private  Ewe,  Phillip
Mallow. While sitting in his
office swatting  flies, a “dame”
suddenly  telephones  to tell
Mallow that her prized “jade
necklace has been stolen from
her horne. Mallow must retrieve
the necklace betore her huashand
finds out. [ tound this to be the
muost  enjovable  game  of  the
compilation, pitched at just the
right difficulty level, with the
odd c¢lue here and there. TJN Iz
sood garn,

Crverall 2524

The Witch Hunt has a pretty
strange plot; whilst out walking
i the woods, a gentle mist
descenids  around  yvou., After
wandering  around  hopelessly
nst, snddenly  there appears a
cottage in the mist and
tinrimg d’r the 1j1 or 1 an old

1 % Lt o | 1 - e LT N1




never see your loved ones again. She yourself frorn the lion. ls this real? Or
then wanishes and you do the same, is Paddy Murphy at it again?

you are floating through space! Indeed Overall 78%

a bit perplexing is this PAWed

Adventure. The quicker response time All games incorporate built in  help
ot PAW helps this game along, but you cornmands, along with ram and

get the "what am | doing?’ feeling cassette save. Ther is also a help
throughout the game. service frorn River Software if you're
Owerall 65% desperate. To conclude, DW2 is a tape

full of good garnes and represents
In The Challenge you are Yarulla, excellent wvalue for money. Well |
skilled hunter and trapper. In your recornmended.
village, the chief has recently passed Pack Overall 807
away and there is a challenge declared
to find the new village leader. Your Next, | have something which
opponent 1s Pacheo, son of the former adventure fans have been crying out
chief, who has wvowed to banish you for for years! Without further ado, Il
from the tribe. The challenge is hand you over to Andy Davis..
straight foward. Both challengers must
go out into the forest with a medallion CRACKING ADVENTURES THE
and the first one to return with the PROFESSIONAL WAY
full medallion is the new chief. Will it
‘be you? Another fine game. Probably Most games these days are simply
the easiest and most user friendly of hacked, giving infinite lives, or some
the lot. Your quest through the forest other cheat making the game easier
is an enjoyable and absorbing one. and within your reach of completing it.
Overall 807 Adventure games however, do not get
this treatment. The reason being that
The Lifeboat is another nautical Adventures are written so that the
adventure set on both land and sea. right combination of inputs moves you
You are stranded in a lifeboat on the closer towards the end ot the game. In
high seas, along with 4 other surivors, theory, you would think that a cheat
and you must work together to be program for an Adventure would be
rescued. You must remember the simple, but in fact it is virtually
stories of your childhood (Fairy Tales}) impossible! So, if you cant POKE an
An old woman will help you if you ca Adventure, what can you do? Well,
find her prince, Sleeping Beauty. TL most magazines carry an "Adventure
does have some slow graphics and 1 Helpline" section. This is where people
would say is not exactly a walkover to who get stuck at a particular problem
complete. 1 do like the interaction can write in explaining where they're
amongst the other characters and the stuck and will (hopefully get a solution
little dog that barks away too. Cleverly or some clues. [If you would like ZAT

written and challenging. to have a section like this, just keep
Overall 80% sending in your problems - and
solutions! DL]

Last, but not least, is The Cup. 1 like

the plot of this one: After the annual Some peaple offer complete solutions to
prize giving dinner at "The Liars Club", Adventures they have already
won by Paddy Murphy, you stagger completed, But, what if your letter isn't
home. You are rudely awakened at answered, or nobody can help wyou?
dawn by screams fro the foot of your Then what do you do? The answer is
bed. You are told to escape and save to crack it for yourself! You don’t need




Cyol to owrite to Incentive
- huy

i E150 each.

Fip be  an  amatenur  detective or a
computer  whizzkid, all vou need 1s
common sense and a few simple tools,
the latter Pl supply you with!

Fias L lES:
noftepad and  pencil,
same  oader. This is the first file on
tape. [I you are successful and 00K
appears, “hen press ENTER to list the
program. If youre lucky and have a
completely readable prowrarm in front of
viod, note  down the  address of the
CLEAR staterment, the address and the
lenght of where the code loads to and
the RANDOMIZE USH  address. Don't
forget o label all these wvalies so you
don’t get them mixed up! If the
program  hnes are priotected, then the
birst  line may ftell you what the
Adventure game was  written  on.
farnes  written  on the  Professional
Adventure Writing  Systern [PAW)
usuaily say "A PAWed gam ohacker”
or A QUILLed  garne ohacker™  if
written on Quill (FPAW's predecessor). It
this is the case, then jot this down too,
as it rakes things much easier later.

vourself  with  a
then MERGE the

Arm

Press KUN when you've finished, and
let the game rontinue to load. If there
i a arreen picture hefore the sarme, it
rmay tell yvou which Adventure creator
i any )b was written with, The man

recognised  ones  are PAW,  QOoil &
Histrator, AL, and [Dungeon  Builder.
The mnost popular nowadays are PAW

e Onill. Although, 957 of yvou will now
hawe AL thanks to Your Sinclair. If
vorl have recweved b thas way, | urge

software and
a ropy od the proper rmanogal and
a copy of the GAL Adventure Writers
Handbook. Poth will et you back about
But contact Incentive first
tor v s.'*!bii’tty and price {The hand
brook costs ELZ2% [neentive can be called
ar: 1134 _lfﬁ.‘ﬂﬁﬁ
Mire of this article, will
next MINDGAMES.
4

appear in the

Up until now, there has been numerous
comnpetitions in ZAT, but none in |
MINDGAMES  itself. However, up for
erabs s oa copy of "WOMBATLSY, as

kindly donated by Mike Gerrard. To win
a copy  of this wondertul adventure
garne answer the following...

Out of all the Spectrirm software, there
has been a particular trilogy which
contains  two games that have been
regarded as Classics. The 3rd game in
this award-winning trilogy was due for
release In Septernber 1985, but hasn't
been released yet!

What was the name at this game?

—end your answers on a postcard to
WOMBATS COMPETITION, MINDGAMES,
ZAT, 1003 CHILTERN HARDENS,
DAWLEY, TELFORD, SHROPSHIRE.

{wood Luck!

Until next time, Joseph Crawford.

Hosimans
m KDOCKI Damﬁltﬁgdey

This month, 've another game fom
KJC to reveal unto all of you - from
the comipany that brought you Quest.

Muonster Island  is  a  Tcornputer
rooderated”  [Le. Bun by Computer)
vame, and has been programimmed on oa
truely epic svale, [t started in Britain
parly this year, having run
successfully in America for a year, and

is  already wvery popular with those
people who play it.
The game places you, as a monster

trorm a race of your choosing, washed
np on one of the many beaches of
Monster  Island. The rule book  you
recieve at the start of game details
somme  basic orders [rnovement and so
o to get you started, but as you get




further and further into the game, 1) If you want to find out more about a
many more different orders you can particular creature, either write
carry out becorne apparant to you. You name on your chatlist, or do an |
are allowed a maximum of 15 orders (racef) order. Alsn, if wvou have a few
per turn, as in Quest, and the cost of spare orders one turn, try issueing |
each turn is 2 credits, with 8 credits (any nurmber between 801 and 1000].
costing £7; This works out at £1.75 per The number will be the number of a
turn. monster class, and it’s quite possible
that one of your group may know
be about that rnonster class. For example,
fairly easy to begin with, but with the code for Dragon is 808. | orders
great scope for getting to be more work best in towns - also, [ 0O
involved later on. Also, if you've got up investigates the current town.
to 3 like-minded friends who also want
to play in the game, you can ask to be 2) Other good ways of using up spare
started near. each other. You also orders:
receive the addresses of other members
of your race met during the game, so
you can write to each other, making
wint adventuring possible even if you
haven't any friends (sniff).

The game has been designed to

a) Let your character practice with
their weapons. The format is U (Charf)
(itemE) (Chart), where the charf: is the
character numbe, and itemf is the
weapon they are going to practice with.
Writing to KJC (see below) gets you a
rules pack and sign-up card. Returning
this gives you a free pre-game turn

bl Let vyour mages experiment with
their powders. In the beginning stages

it's |

showing your location, stats, examples
of movement and other aspects of the
game. The turn  printouts are

of the game, you are best to stick to
spells that only use one component, as,
unless you have quite a high mage

particularly impressive, as they are level, you are unlikely to discover
laser printed, giving wvery clear maps higher spell so early on. Order format
and information. As far as | am aware, is C (charf) (powders) (D), where chart
KJC are the only company to do this is the character to experiment, and
for a game. As with Quest, it's worth powders is the last numbers of the

sending for the free startup as
continuing isn’t obligitory. Why not
give it a try?

To contact KJC, write to:
KJC GAMES

FREEPOST

CLEVELEYS

BLACKPOOL

FYS 3BR

After the review of Quest last issue,
hopefully some of you will send off for
the starter pack, and will even play the
game. For those of you that do (and |
can't blame you) here’s a few tips that
I've come up with whilst playing the
garne, that you might find useful.

powders you want to experiment with
- 345 would be powders 33, 304, and
305 29 would be 302 and 209. Don’t
forget to put an "0 in the last column
of the turncard, to show there is no
target.

3) If you're just starting in the garne,
or are deciding which type of character
to try and recruit, here's a few tips -
Elves make good mages, but are weak.
Halfbloods are tough and smart, but
evil, and make gond thieves. Hurmans
are general all-rounders, and are
usually the best priests. Dwarwves, being
very tough, make great warriors.

That's it for this issue. Waltch this
space, for more of the same soon!




Before | get stuck into this rnonths
lesson, let me just give you the
answers to last months puzzle that [
gave you. The missing lines were:

120 IF a=Z THEN GOTO 2000

130 IF a=3 THEN GOTO 3000

140 IF a=4 THEN GOTO 4000

1010 CLS

2010 FOR counter=1 TO 50

3020 INPUT names$

4010 LET num=RND=100

And thats it! [ hope you did well. This
Issue, we'll cover some new words
which you came across in the test. The
first of these is GOTO. Analyse the
word, it basically says "Go To" and
thats all it does! When the program
hits this word, it goes to the line
number following the command. The
next step up formn this is the command
G0 SUB. This is a little more

complicated and works in roughly the .

same way as a procedure. GOSUB
stands for GO SUBroutine and goes off
to perforrm a mini task and return
where it came from. At the end of the
mini task, the final line should have
the command RETURN in it. Here’s an
example of how the GOSUB command

can save you repeating a line..

10 PRINT "Load or Save?"
20 INPUT Cs$
30 I c$="load” THEN GOTO 100

40 IF c$="save" THEN GOTO 200
50 GOTO Z20

100 REM %ma LOAD sww#

110 GOSUB 500

120 LOAD f3%

130 STOP

Z00 REM w»=w SAVE wax

Z10 GOSUB 500

2720 SAVE f$

230 STOP
500 REM

LA 2 ]
o T TR

SUBROUTINE w#x

220 INPUT f$
230 RETURN

Another good example is if vou're
clearing the screen a lot in a program

10 LET clearscreen=500
500 BORDER O:PAPER 0uiNK
FiCLSRETURN

need to clear the
screen, just add the line GOSUB
clearscreen. In case youre a little
confused, it is possible to substitute line
numbers for a wariable, so long as a
CLEAR command isn't executed to
erase all variables. For SAM owners, it
would probabally be more wiser to use
a procedure to clear the screen, but
this is closest thing for an unexpanded
Spectrum. [Although SAM owners, with
the particular exaple above, could
always just use: 500 CLS £RETURN as
this will do exactly the same! DL)

Then, when vou

READ, DATA and RESTORE

These three commands can save you
hundreds of program lines, and hours
of terminal tapping - and thats official!
But don't get worked up too much as
you'll soon find out that they're as
boring as they sound! Say youre a
computer rnusiciarn and you want to

input the latest Cliff Richard hit into

your comnputer, what do you do? At a
first glance, you'd type it in note by
note ..

10 PLAY “A"
20 PLAY "g™
30 PLAY 'f"

or the appropiate sound command for
your computer. But if you do that,
you're going to have a mighty long and
slow program in at least S50 notes time,
su what do you do? If you have brains,
you'd use a spemah st music package!
But, if youre a poor struggling
programmer (like me!) then yvou have
to do thines manimiby What wnrr reod




is a "bulk store” of all the notes and
get the computer to pull out a note at
a time, but how? Forget RESTORE for
now and look at the READ command. It
does what it says. When the computer
hits this command it will take
something from the "bulk store”. Simple,
but how do we create this bulk store?
This is where the DATA command
comes in. After this commmand, we just
put our data or information. ['s all
very well talking about it, but lets put
it to waork 1,5,36,12,33,2,9,76,3. We
want to print out these numbers, one
at a time, how do we do it? Like this _.

10 PRINT "1" -

Z0 PRINT "2"

30 PRINT "3" .
and so on? If we did, we'd have 10 lines
of prograrn altogether. What if we had
S0 numbers? So, lets look at the quick
way to do it ..

10 FOR count=1 TO 10

20 READ number

30 PRINT number

40 NEXT count
S0 DATA 1,5,3,6,12,33,2,9.76,3

Line 10 is a loop to perform lines 20

your BASIC wont accept this
change "count” to "c").

Line 20 reads in a number from the
DATA line.

Line 30 simply prints it.

Line 40 is the end of the loop (see note
about 10)

Line 50 is the bulk data line.

line,

Imagine if we wanted the computer to
wait 1 second before printing up the
next number. In the Ist program (all
the PRINTs), we would have had to
type ..

15 PAUSE 30

25 PAUSE 50
etc. But on the second program, all we'd

need is ..

35 PAUSE 50
If we wanted to use text instead of

numbers, then its the same principle,
except our BEAD wvariable would need
to be a string, and each item of data
would need to be encased in speech

and 30 ten times. (Don't forget - if _

marks. EG ..

10 FOR count=1 TO 5

20 READ citys$

30 PRINT citys$

40 NEXT count

S0 DATA "Sheffield”, "Moscow',
"Jerusalem”, "Mew York", "Paris”
In

some cases, maybe READ/DATA
isn’t the answer, perhaps if only 2
cities were printed above, but in
complex programs with lots of data,
then its the best solution. The reason
we need the FOR NEXT loop is
because the BEAD command can't
advance onto the next item of data on
it’'s own. So the FOR - NEXT loop reads
and prints the number of times there
are data.
In the first example there were 10
numbers, so the count went to 0. As
we have just seen, S citles for a loop
from 1 to 5.
Don’t worry about the position of the
DATA command. It can be the first
line, the last line or even tucked
somewhere in the middle, but make
sure you NEVER put it inside the FOR
NEXT loop tor reading the data
otherwise you're in trouble.
Now let's introduce RESTORE. The
READ command isn't highly intelligent,
once data has been read, the computer
has finished with it and won't re-read
it. RESTORE just re-stores the data into
the computers memory, allowing it to
be re-read. The main advantage of
DATA in your programs is for storing
music, text, numbers and performing a
task many tirmes but using the main
staternent only once. We will come
across read and data again in a future
issue when we use it to create some
user defined graphics.

If yvou have any troubles or queries,
then write to:

Andy Davis, 62 Tithe Barn Lane,
Woodhouse, Sheffield, South Yorkshire,
213

Please enclose an SAE, and a tape (if
necessary ).

e L

|
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RATINGS
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World Cricket (Spectrum) Zeppelin.
£3.99
Heview dratt by Stephen Mullen

Before | relay this review, let it be understeod that | am a Cricket fanatic.

With many happy hours spent at Edgbasten in the rain watching the West
Indies hammerin m{] heroes.

World Cup Cricket blasts on to the TY via satellite in Fabruar(, and last
season was so good that what could be so appropriate than this game?
Eaﬁpelin are ol course cashing in.

The 8ame itself places you as the chairman of selectors of any country on
tour. One to five test matches can be played, plus tour games against weaker
opposition, and ot course limited overs games.

nce the tour has begun, you must choose your team for each match, the
tour party including up to 30 players. The presentation is impressive, all
players names are authentic, including their batting and bowling styles. Some
;]J_Iayars are cpening bats and others the quick scoring middle order players.
here are fast bowlers, spinners and the essential "all-rounders”.

The options screen is full of icons and colour, and well presented, But what
about the actual game? What a pw; there are no match graphics o speak
of, only wickets crashing (to the West Indies do doubt] and sixes being hit.
Bul ales no scorecard. You need to have guick eyes, as the action is fast.
A well presented but shallow game, a disappoiniment to most.

RATINGS
PLAYABILITY 56%
ADDICTIVENESS 52%
GRAPHICS 0%
SOUND 40%
OVERALL 5%

Now for a change of scene. Some time ago in the mists of the recent past,
| spent a day up at Darren's, where | was able o ses the following game in
the flesh, on David's SAM [i hadn't seen the SAM betore until then, | knew
of its existence, but I'd always wanted to see one close up, thank God that
my friends are SAM owners, and that they live close by]. e

It's been very difficult to find someone to review this game, and giveita
fair review since a number of ZAT readers and contributors had worked on
the SAM version of Manic Miner. In the end we found the very persen to do
this task: here’'s his review...

racmrre e

Manic Miner (Sam Coupe) Revelalion/Sofiware
Projects.

£9.99
Heview by Joseph Crawiord.

Manic Miner is one of the classic games in Sgactrum history. First released
in 1983, it still remains a legend sven now. Smooth graphics coupled with
frantic gameplay raised it well above the other games around at the time. and
it still beats most of the bog-standard, run-cf-the-mill arcade or film
| conversions you can find around today (for playability)




Now it is available for the SAM Coupe...and I've been placed in a bit of
a situation, because it was written by Matthew Holt {[one time technical writer
for these very pages}, and readers as well. So | will tryT to be as fair and
as impartial as possible (depending on how tar the ZAT kitty streaches,
ahem]}.

Thé plot is tairly-simple. Miner Willy (meke of it what you wil!; stumbles
across an ancient mine shatt whilst prospecting one day. Seeing his chance
to make some money from the rare minerals that are found deep down in the
caverns, he dons an air tank and starts to explore. However, there happens
to be a variety of killer robots and mutant telephones down there as wall,
so he must try to avoid these whilst he amasses his fortune.

To do this you must jump or fall between various "rocky” platforms strewn
about the caves and collect all the keys Conveyor belts, colapsing
platforms, heavy drops, and the dreaded mutant telephones [and other
creatures] all conspire together against you. The only defence is the jump
button, so very accurate timing is required to dedge between these snemies
whilst you try to escape from each level. Don't get too used to the jump key-
poisoned spikas and plants are placed just in the ‘right” place. On top of
:hat lot there is the ever decreasing time limit {in the form of your oxygen
ank).

To be honest it sounds simple, and it starts off simply. Butitis just geared
at the right pitch to get more and more difficult. It is usually possible to see
a way through the level, but getting there is another matter. The timing has
to be just perfect otherwise you end up as yet another snack for a mutant
telephone.

Graphics were drawn by Brian McConnel and Jetf Coppard. They have
certainly made a good job of them: they are colourful, and the animation is
smooth. Frantisek Fuka has done his usual excellence with the music (the
Blue Danube on the title screen and the tune | can never remember the name
of in the game itselt (sorry)(Hall of The Mountain King from the "Peer Gwynt’
suite | believe. D.L ]

On top of the original 20 levels, there are 40 more. If | just check with my
calculalor that makes a grand total of 60 levels altogether. However, all these
levels are split into 3 seis of caverns so you don't have to piay all 3 at oncel
All the old favourites are there: Teenage Mutant Ninja Telephones [sasl], The
Endorian Forest, and so on The only change is in Eugene’s Lair: it's been
taken over by everyone's tavourite computer and renamed The Sugar
Factur{. Alan's beard has grown sll?hti;f though. New levels inciude the
Twilight Zones, In Xanadu Did Kubla Kahn[?7], Dante's Infernc [designed by
the the resident ZAT ArtistiEditor) and Wibble Flowerpots (171

Manic Miner was a classic game on the other computers, and it looks set
to be a classic on the SAM. itretains all the p}ayabiiilhy of the older version,

0

but with graphics and sound thatare to SAM's credit Now I'm off to do battle
with a Whacky Amoebatron. See you there.

RATINGS
PLAYABILITY 94%
ADDICTIVENESS 83%
GRAPHICS 83 %
SOUND 82%
OVERALL 907%

Don't torget: this issue you have a chance to win a copy of Manic Miner!




Now we return back to sporting events; the spotlight this time being trained
on the fast-moving world of Stunt Car Racing..

Stunt Car Racer (Specirum) Kixx (Originally Microp-
rosej.

£3.9
Heview draft by Andy Davis.

Stunt Car Racer could be the aiternative to “Hard Drivin®, and they both
appeared on the shelves at the same time, at Christmas at full price. On the
tape are two versions of the same program: one for 128k users. featuring
enhanced sound. The game uses Pete Cooke 3D soild wiretrame graphical
techniques, and the aim is to drive & super stunt car around a variety of
tracks. Standard Cooke options are available, being define keys, practice,
save and load, to complete and fantastic 3D maps.

(Now this sounds like my kind of game: fast, violeni and noisy).

The idea is to take part in & championship with seven other computer
controlled players, six it a second human joins in. You drive around eight
varied courses, ranging from the simple littie ramp, to the stepping stones.
You race against one opponent at a time, and if successful move one place
up the scorsboard, tacin? tougher drivers.

The controls are simple: accelerate and decelsrate, left and right, pius
additional turbo boost and brakes. Other pointers to look out for are the
speedometer, boost remaining, the damage indicator and your lap time.

Graphics are outstanding, but lack a little in the backgrounds. For example,
having just jumped a ramp at200m.p.h., you are not sure exactly where you
are, which way you are facing or if you are the right-way up?

More problems ensue if you leave the track, as it takes ages to land, crash,
bounce and recrash. More time is taken fo place you back on the track, and
by then your opponent is several hundred units in tront of you.

Stunt Car Racer is an amazing combination of racing and driving. Possibly
the nearest game to take you to the thrill of experiencing a real Stunt Car

race. I
RATINGS

PLAYABILITY 80%

ADDICTIVENESS 95%

GRAPHICS 90%
SOUND 15%
OVERALL 895 %

That's all the reviews for this month. Other games to take into consideration
are Rainbow Isiands (£3.99.). a cute cartoonish game which invelves all
manner of cute and cuddly characters, Robocop (£3.99): based on the first
movie..and for those of you who desire sven more doses of senseless
violence there Navy Seals and Midnight Resistance (£3.39 each]. All of these
are Specirum budget ?_Iamas. all from the Hit Squad label. On the SAM front
there's Batz 'n Balls, Hexagonia and one other surprises. Batz n' Balls will
be reviewed next time. | would like to hear from you if yoy have any comments
or suggeslions for possible games to review, just send them in to me via the

| main addrase Take rare and inin ma navt time oo
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D.LEDBURY. it's ORG address.

No more sound effects this time, today
Welcome to ancther trip into one of the we are going to print to the screen.
most popular parts of ZAT - "Chip First you should know that the
Shop”. This issue, Daniel continues his processor only understands numbers. So

journey through the realms of Z80 how are we going to get the computer
Machine Code, and Steven through the tg print letters?

Spectrum Systern Variables.

The screen memory is used to hold the
Before we continue with Daniel, one information on the screen. It is simply
piece of information that any SAM M/C a1 area of mernory which holds a list
programimer may like to know: the 4f numbers. The computer
March issue of a publication known as autornatically converts these numbers
the "SAM Newsdisk” (which [ don't into colours and shapes and sends them
know ANYTHING about!) starts the first g the TV at the right time. So if you

part of the mammoth listing of SAM’s poke in the correct numbers you can
ROM GSource Code. This is the SAM print text, or draw lines, or whatever.

equivilent of lan Logan’s Spectrum ROM poking in the numbers in the right

Disassernbly (almost!), so it is well area of the screen memory is quite a
worth  buying! Contact SAMCo for long and complicated job - over 1K of

details. (0792 700300) programming in the Spectrurn BOM is

= | used to do this, and SAM probably has

Now, it’s back to Daniel... 2K or more - so why not take

— i T e i B § el B advantage of the computer’s program -
LUOE BBRERHERDy by CaLling it?

Fine - now we can convert letters to
shapes, but how do we tell it what
. . letters to use in the first place? After
Hello again. [Pve realised | forgot to g the processor can only understand
explain JR from last time, so YOUr numbers. The ROM gives each letter,
probably wondering what it does. JR is symbol, UDG, block graphic, etc, a
another jump command (like JP) but different number. We simply give it a
can only jump a distance of about 128 jigt of numbers which it will display as
bytes either way. Why bother? It uses text. To find out these numbers, look in
2 bytes instead of the 3 that JP uses, your computer manual under a section
so if you are running out of memory it called "The Character Set" under the
can be useful. It also allows your code headings of "CODE and CHARACTER
to be relocatable, that means that it (ignore the other headings) If you
can be loaded to any address in the manual doesn’t have this chapter (SAM
memory without crashing. If you use a doesn’t) then type in program 1 FEither
JP command it isn’t relocatable and way you can see that each character is

will probably cause a crash if you do given a different number {or code)
load it to any address different from

Oaniel Cannon




TR T upply a letter, which is then converted
20 REM To get a print out, supply ter, which

30 REM reslace PRINT with into i_tfs code when a*sse_ml::led (it m:akgs

40 REM LPRINT no difference to the final program if

50 PRINT "CODE","CHARACTER™ FOR a you use LD ABS or LD AA", but it

;E?ﬁ' TO 127: PRINT a, CHR$ a: makes things easier for you) Sg, to
a

rmake more sense of printing text, try

First then, lets print the letter A. You Program 3, which prints “HELLO® -

; - : tirring stuff. You can run this
can do this by typing in program 2. 2 g T ; .
The LD AE5 is the code for the letter Program by using simply CALL 32768

BASIC. PRINT.
. 010 ;PROGRAM 3: Print "HELLO".
010 ;PROGRAM 2: Print a letter. o ' =
070 jStart 32768, End 32771, Length: J20Start 32768, End 32708, ength
4. Relocatable. e :
030 ORG 32768 ggg Want inﬂﬁé}re;ZE’EzB)
040 ;Code for letter "A". 050 Rk 08 Lg A7 :
ggg Print this Hgttefﬁb 060 ;5elect that stream. Replace 274
070 RST 16 with 5633 on Spectrum.
080 ;Back to BASIC: 0o CoLL
D20 RET 090 AST 16
The sub routine to print on the screen }?g FligT f‘ba E
is at address 16 in the ROM. It prints 120 i
the letter who's code you have in the 130 AST 6.
A register. Because it is a sub routine lgg I%‘[?‘T ?éL
we CALL it (similar to GO SUB), and 120 EE
because it is at address 16 we would 170 RST 18
use CALL 16. Yes? Almost! There is a 180 RET

slightly faster way which uses less . .
memory, called a restart, in this case Youll have noticed a couple of new
RST 16. You can only RST a limited commands. The CALL 5633 (or 274 if
number of addresses, which are 0, 8, 16, you have a SAM) calls another

24, 32, 40, 48, 56. No other addresses Subroutine which selects what stream
Sra Aty you want to print to, depending upon

the value of the A register, What this
Now assermnble this and call your Means in English is use 1 for printing

machine code {CALL 12768 on SAM at the bottorn of the screen [pHEHT El},
‘2 for printing on the main screen

RANDOMIZE USR 32768 on Speccy). P :

And lo and behold! NOTHING! It's to do (PRINT, or PRINT £2}, and 3 for

with the way the computer organises printing x to. the printer [LPEINT‘ 2

itself, and you should use PRINT: CALL PRINT £3) If you have a disc drive

: 0 and your DOS allows wyou to open a
%g% N?:.rw itPB‘E;ITkS_ RANDOMIZE 7 LSR stream to disc (SAM Master DOS,

Microdrive, +D, Disciple, Discovery, but
NOT +31) then you can open a stream

: .
Most assemblers will allow you to ~ o3 “Giee (ollow vour disc drive




manual) and print to that by using LD
Ad. Good eh?

NOTE: If yau try to print £1 then your
text will be obliterated almost
immediatly by the OK message. This is
why you first got nothing printed in
program 2, because the computer is set
up to print to £1 when your program is
first CALlLed. So you will probably
want a PAUSE 0 command after your
CALL or RANDOMIZE USR so that you
can see it.

Isn't it a bind to keep typing LD A,
this, B&T 16, LD Athat, RST 167

In this rase we can speed things up by
storing the message you want to print
as a list of numbers and and getting
the program go through each number
in turn, printing out the characters as
it goes, and stopping at the end. Try
Program 4 which demonstrates this.

010 ;FPROGRAM 4. Print a message.
020 ;Start 32768, End 328093, Length

42Z.
030 DRG 32768
040 LD A2

050 ;Select stream 7. Replace 274
with S633 on Spectrum.

060 CALL 274

070 ;Program is described in text.
080 LD HL,mess

090 loop:l.D A,E_HL_]

100 ER. ¥55

110 RET .7

3 1 ) PLSH HL

130 RST 1B

140 POFP HL

150 INC HL

160 JB loop

170 ;The message. Change to whatever
you want. )

180 mess:DM  "Codebreaker is
amazing!”

190 ;End marker. Leave it out and
find what happens!
200 pg 255

If vou find that the DM instruction

won't go in, type in DEFM instead. Both
mean the same thing define a
message [(a string of characters). All
the characters are converted into their
codes when the time comes to assemble
them (just like the single letters in
Program 3).

We are going to use an extra
character, with a code of 255 to signify
‘stop printing’ (the DB just defines a
single byte, which is poked in the
memory when assembled. Replace it
with DEFB if DB wont go in). If we
didnt have this then the program
would happily try to print out the
entire memory onto the screen. Luckily,
if this did happen, the ROM program
would eventually catch on and say
"Invalid colour”, or would give you a
chance to press N when ‘“scroll?”

appears.

The LD HL, mess points HL to the first
character of the message. It does this
because the message is labeled with
mess - and this is the address in the
mernory  which  holds the  first
character in the message.

Next the LD AfHL) is equivelent teo
LET A=PEEK HL. The brackets say that
we don't want to put the value of the
HL. register pair in the A register
(impossible in any case), but to get the
byte from the address pointed to by
HL.

Next we CP 255. CP means compare. It
checks the walue after it with the
value in the A register and then sets
up some flags (in the F register) to
show the outcome of this checking. The
outcorne can be Z (equal =), NZ (not
equal <»), C (less than <), NC (greater

40




than or equal to >=) This is the [F part the screen (eg. PRINT "CODE",
of machine code, and is wvery 'CHARACTER").

: - B: Cursor left. Step back a character
tmportant  (try — writing a  BASIC to overwrite the last thing printed.

program which does anything without There is a bug in the Spectrum

an [F). version: don’t backspace off the top
of the ;:;creen, you'll get some wierd
: A effects!
The next bit is RET Z This is tEE 9, 10, 11: Cursor right, down, up. SAM

THEN bit. It means RETurn if equal So only. Allows you to move in other
this bit means IF A=255 THEN fl’are;:éticn.]s_ around the screen.
RETURN in BASIC. e vew line. :

Next we store the wvalue of HL by iﬁhéz[ﬁ lgﬁ,mPngf.?F?Hom ‘T,};hﬂna
PUSHing it onto the stack. The SAM SAM). '

print routine takes care of this 18, 19, 20, 21, FLASH, BRIGHT,
anyway, but the SPECtFUHl one can |NVEHSE, OYER. Follow with O or 1.

corrupt different registers, depending on Ih:nngﬁS& i: QEH effective in MODEs

what you want to print. So, just to be 57, AT Follow this with the y co-ord
sure, PUSH any used registers onto the %[i)to 21}, then the x co-ord (0 to

stack wilst peintng, 23: TAB. Follow this with the x

The RST 16 prints the character, then C°7°7¢ to tab to, followed by a 0.

POP returns HL to us, and INC HL just program S will show you how they can
adds 1 onto the HL register pair, which be used. See what you can do, Next
means move one address up the time Pl be reading the keyboard. Bye.
memory [(or LET HL=HL+1) Then the
JR jumps back to deal with the next
character. _ 010 ;PROGRAM S: Control codes.

020 ;Start 32768, End 32916, Length

Now you've got a program which can (lflg% iBefore CALLing, if you have a

print anything onto the screen, apart SAM, use MODE 1 or MODE 2

from colours and deciding where to 040 ;hecaluaehthe FLASH command only
print! So to fix this, we are going to operates in these modes.

use the control codes. These differ from 8%8 ESG Eé?aa

computer to computer, unlike the ASCH 970 ,Select stream 2. ‘Replace 274

(=American Standard Code for with 5633 on Spectrum.

Information Interchange (ugh!)) we have 080 CALL 274
been using so far which could be used ?gg lo LD HL,mess

. opsLD  A(HL)
on almost any computer. Luckily the j1g CP 2%5
SAM and Spectrum use very similar 120 BEY 7
control codes, and all manuals list 130 PUSH HL
them. 150 PO it
Pl give a brief description of the most 150 INC HL
useful: 170 JR  loo

%BD AT 0,0, PESIB 3. g% OEH D.j s

B: PRINT comma. This is the comma 190 mess: ,0,0,16,3,17,0
you find in normal print statements 200 DM "A little plug...

hi b t If
WhiSh tabs Hour Lext halfway scrose ;AT S,14. PEN S. PAPER 1. FLASH

20
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220 DB
22.5,14,16,5,17,1,18,1

230 DM~ BUY"

240 AY 1012, PEN 6: PAPER 2.
ELASH:-D.. BRIGHT: i1

250 DB
251012166 1 7.2 18:0. 191
260 HM - LETEISE

(2)?[) AT 15,7, PEN 7. PAPER 0. BRIGHT

780 DB

22,15.7.16, 7 170,180

290 DM "For any SAM
Coupe"

300 ;AT 15,7. OVER 1.

310 BB 2Zh )

320 ;6 underlines, space, 8 underlines,
space, underline.
330 DM

340 ;3 CHR 13’s, PEN 4, OYER 0.

350 DB 13.13.1316,4.21 0
360 DM "It's good”

370 ;PRINT comma, PEN 6.

380 DB 6,166

390 DM "(honest)"”

400 ;End marker.

410 DB Z55

Thanks once again Daniel. Don’t forget,
due to the DTP. the hash sign appears
as a £ sign, so don't make a mistake
typing in anything!

Next it's the turn of Steven Kemp, who

once again  helps to unfathom the
mysterious Spectrurm Systern Variables,

ITH foiss .
: [
Fragram Baxe:
Steven Hemp
Serious Reading

This issue, due to various reasons, Il
skip covering CHARS and instead start
an DEFADD.

DEFADD 23563 + 23564

This holds the address of any  user
defined functions being evaluated - ie
Run. This must be PEEKed in machine
code, as when evaluation has finished,
it is poked with zero.

Before we go on to PEEK this address,
I'd better explain what a user defined
function is, and how to define one.

To create a function, you must have a
DEF FN .. statement (DEFine a
FuNction) in your program. This is the
only BASIC instruction which will not
work as a commmand (without a line

number).

The function must then be given a
name: either a single letter, or a string
variable. Next, in brackets, comes the
types of variables you are going to use
within the  function. These are
seperated by commas, and would look
something like this:

DEF FN T(ABC)
DEF FN A${ABC$)

But, these would not be allowed,
because we haven't said what the
function is to do. This comes after an
equals sign, and basically anything you
could do with a "LET" statement you
can do here.

50 to define a routine to centre text,
we do something like this:

10 DEF FN C[A$)}16-{LEN A%$/2)

This function, C, takes the length of the
string you give it, (which can be ANY
string. A% s just used as a
represenative in the definition), then
this wvalue is taken from 16, to give a
suitable value for the x position on the

21




SCreen.
This function can be used anytime
something needs to be centred, eg:

10 DEF FN C(A$)=16-(LEN A$/2)
20 LET S#="Some text!”

30 LET a= FN c(s%)

40 PRINT TAB A:;S$

Now to get back to the use of the
systern wvariable...

Usually, when you run a machine code
program from BASIC, it will do the
same thing every time, eg turn the
border red. But by writing:

10 DEF FN T(X) = USR 30000

the value of x can be found, and the
border turned that colour.

To find this wvalue, it is necessary to
"PEEK 23563" and add 4 to it. This is
the address of the first number. For
subsequent numbers, add eight to the
address. Try the following program for
a further example:

10 FOR F=30000 TO 30004: READ A

20 POKE F,A: NEXT F

30 DEF FN T(X,Y,Z)= USR 30000

40 LET A=FN T(100,1000,9999)

100 PRINT PEEK (A+41256 » PEEK
(A+5)

1l0 PRINT PEFK (A+12)+256 » PFFK
(A+13)

120 PRINT PEEK (A+6)}+256 » PEEK
(A+17)

S00 DATA 237,751191,201

Taking this program bhit by bit, lines
10-20 poke in this machine code
program:

LD BC,(23563)
RET

This wvalue is stored in the variable A
after the function, defined in line 30, is
called from line 40.

Lines 100-120 display the three
numbers, adding 4 for number 1, then
8 more, twice.

Line 500 contains the data for the
machine code program.

Just one rmore functioning (groan
example before [ go.

ORG 65000
LD HL, (23563)
LD BC,4
ADD HL,BC
LD E, (HL)
X
g Seh
LD BC,F?; %
ALREADY
ADD HL,BC;
LD C,(HL)

INC HL

LD B,(}HL;; BC HOLDS NUMBER 2
LD E 670).DE

LD (23677)BC; STORE NUMBERS
LD BC,(23670)
LD HL(23677)

SBC HL.BC; WORK OUT LENGTH
(D BH

LD CL ; THEN PUT IT IN BC

LD HL,(23670)

LD D,H

LD EL

INC DE

LD (HL),0; ZERO FIRST ADDRESS
HEIP’ COPY IT DOWN

DE HOLDS NUMBER 1
NOT 8, COZ WE'VE

INCREASED HL ONCE.

To use this program, the definition:
10 DEF FN D5 F)USR 65000

must be included in wour program.
Then to delete a2 block of memory, eg
from 30000 to 40000 use:

LET A=FN D(30000,40000)
and it will be deleted.
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If wou didn't understand any of this,
then why not drop me a letter, to:
Program Box

c/o Steven Kemnp,

20 Thief Lane,

Haslington Road,

York, YO1 3HS.

Thanks Steven. The first issue of the
SAM  Newsdisk, had a wery clever
derno, called Surprise, that impressed a
great many people. Indeed, it certainly
impressed Daniel so much - he wrote a
| version of it in SAM BASIC!

| This listing will be useful for anyone
who has been stuck with using PUT &
GRAB, as it is a great example of how
to use these cornmands.

10 REM BASIC VYectorbob demo,
20 BREM By, (C) Daniel Cannon.
40 REM Version 1.0,
50 REM Completed 26/1/92.
70 AEM Public Domain,
80 REM Share and enjoy...
100 REM Just to show what SAM
110 REM BASIC can do. In this
120 REM verszion there are no
130 REM scrolly texts, music,
140 REM complicated patterns,
150 BEM or wotnot. But I'm
160 REM sure somebody will do
170 REM something about that.
190 REM —————- e
200
210 REM Variables
220 LET scr=lmax=4 tot=1
t 230
[ 240 REM Wipe screens
250 SCREEN 1
DISPLAY

MODE 4

CLE £

FOR: as2 TO e

CLOSE SCREEN a
NEXT a

260
270 HEM 4 animation screens
Z80 FOR a=Z TO max
OFEN SCREEN a4
NEXT a

2390

300 REM Create ball sprite
310 CIRCLE PEN 4,12,173-12.11
320 CIRCLE PEN 12;10,173-10,6
330 CIRCLE PEN 15;9,173-9,2
340 FILL PEN 4:3,1/3-9
350 FILL PEN 12;5,173-9,1
360 FILL PEN 15:8,173-9,1
370 GRAB ball$,0,173,25,25
380
390 HEM Create sprite mask
400 CLS
CIBCLE PEN 15:12.173-12,1Z2
410 FILL PEN 15;12,173-12
420 (;{:;:_Fj_.ﬂ.ﬂ mask$,0,173,25,25
P}
440 REM Main program. I'm sure
450 REM you can see how it
460 REM works. The SIN and COS
470 REM are there to make them
480 REM spin around in a
490 REM circle - a very simple
200 HREM pattern...
510 FOR a=0 TO 2500 STEP 5
520 PAUSE 1
SCREEN scr
DISPLAY scr-1+(max AND
SCr=1)
LET scr=scr+l-(max AND
Ecr:max?
I scr=1 THEN LET tot=tot+l
530  PUT 1Z28+(30+a DIY 45)=SIN
%a!lBEJiF‘E'], 88+(30+a DIV 45)»C0OS
aleEhF’R,balH mask$
PRINT AT 18,0;tot
NEXT a
550 REM Fade down
560 PAUSE 10
PALETTE 4,0
PALETTE 12 64
PALETTE 15,68
570 PAUSE 10
PALETTE 1Z.0
PALETTE 15,64
580 PAUSE 10
EALETTE 150
600 REM Close screens
610 SCREEN 1
e
DISPLAY
FOR a=2 TO 4
CLOSE SCREEN a
NEXT a

&30 PRINT "Just shows what can be

done in BASIC..."

See you next issue,
BRI
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READERS POLL 1891
HESULTS

Befors we begin, | want to thank all
our readers for suppoarting us over
the last year: thanks for sticking with
us, and we aim to ensure, with the
results that we've analysed from this

oll in mind, to make 1892 an even

eller for ZAT and its readers, new or
old. Now down to business.

From the number of poll forms that
we received by January 30th, both
myself, David, and the rest of the
team here in Teltord sat scrutinizing
the marks related fo the various
sections and the answers to our
questions that we posed.

This then, is how ZAT's first annual
Header's Poll turned out. ..

SECTION 1: General.

In this section, we began by askin
you, out of 10, 1o rate the Genera

sections: 10 in all. The "top ten’
therafore is as follows..

18t: COVERS B1%
2nd: EDITORIAL 80%
3rd: SOAPBOX 18%
4th: LETTERS 14%
5th: NEWSFLASHES 2%
6ith: TEAM SAM REPQRT 1%
7th: SENTINEL 63 %
8th: PHOFILES 58%
Sth: ART GALLERY 53%
10th: WALLPAPER STRIP 48%

The most popular "cover” was David
Addey's Sam at Christmas cover art
for issue 11. While the least favourite
was Polly's Lazer Tag art for 10,
although stran arljy gnough issue 11's
was almost voled the least favourite
tco: obviously we've got guite a few
art critics out thers. As for my own
artistic endevours, well it seems
Sentinel lies on the half-way line...as
it is, there’'s an announcement relat-

it n Qantinal im thic iooiian's Ll

graved to be very Bcpular: indicated
y the poser set about it in Section
4. At the other end of the scale, it
seens that the Weallpaper Strip has no
tans at all .either that, or they were
unable to voie because thay ware out
ot the country at the time.

SECTION 2: Computing.

Again we asked you o score, out of
10, the compuling sections: 13 in all.
The results are as follows:

1st: INTERVIEWS B3 %
end: SAMANTICS BOY
drd: PUBLICA DONINIUS 79%
4th: INTERGRATED BITS T168%

CODEBREAKER 76 %
Bth: UTILITY REVIEWS T4%
7th: MINDGAMES 2%

ON THE RDAD 2%
9th: ARCADE ALLEY T1%
10th: PROGRAM BOX 68%
11th: PLAYPEN B7%
12th: MASTERPLAN B6 Y%
13th: BACKCHAT 65 %

The interviews have proved to be
vyery popular indeed, so much so that
we asked you which was your
favourite. An overwhelming ma;’uritg
came up with the same answer..our
|[:)ari interview with Alan Miles [fea-
ured in issues 9 and 10).

As a follow-up, we also asked you
if you had anyone that would be a
suitable interviewie in future issues.
The most popular candidate was Sir
Clive Sinclair [although how we would
obtain an audience with such a
distinguished individual is anyone's
uess%. Other names su Easted were

raham Burtehshaw ? nceladus),
Chris White and Bruce Gordon. These
three are definife possibilities.

Glancing at the above league table,
it was very surprising to see Saman-
tics with such a high percentage,
especially cansiderm? that it's only
appeared 3 times! As far a5 we know,
its writer, Guy Middleton, has bsen
very busy writing several new SAM
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-ing that Guy will write again for ZAT
soon. Publica Dominius alse proved
fo be popular, and should remain so,
especially for Sgactrum USErs as new
co-contrnibutor: Stephen Mullen will be
covering PD software for the compu-
ter {in all its guises)in future issues.

oing down the "ladder”, Playpen
has had a mixed reception, as wellas

Backchat. these two section con-
tinually jumped from high to low marks
until tinally resting at their respective
lacings. More comments on Playpen
ater

SECTION 3: New Arrivals.

Like any fanzine or magazine, on any
subject matter, there's always other
aspecis oi the main topic/s that
require sections ot their own to cover
them in sufficient depth. ZAT is na
exception. Last year 3 new columns
(and 1 revised one) arrived on the
scene, and we wanted your opinions
on these too. Here are the results..

Ist: MEAN BIZ B8 %
end: SPLIT SCREENS 68 %

MEDIA MENACE B8 %
4th: POSTMAN'S KNOCK B 7%

Considering that this issue marks ils
drd appearence, Msan Biz has be-
come very popular indeed, In such a
short amount of time in fact MB
ained the highest overall percen-
age. Split screens also has a good
following, as does Media Menace
aithough changes are on the way].
BM games have had a mixed re-
sponse. Hopefully with David now
co-writing Mindgames (in which PK
will be incorporated) PBM and other
‘role playing games, coml:luter or
otherwise, will become popular in the
long-run. The overall "Top Ten" sec-
tions were;

Ist. Mean Biz.

end: Interviews

3rd: Cover Art

4th: Samantics/Editorial.

Bth. Publica Dominius 7th: Soapbox

lmtarmaratmd Bito [T de b re e oo e

SECTION 4: Queslions.

Lastly we asked you B key gques-
tions. There were varied comments,
and relatively few critical remarks.

1} Which sections [computerinon-
computer need improving?

“The Letters Page should be exien-
ded’: Well, it would be, that is if we
received a good amount of ietters to

rint..as it is, we receivedin total 20
etters, aimed tor inclusion in the
Letters Page. Fair, but hardly excel-
lent! We have a readership. which is
nearing the 150 mark..and as |' ve
always maintained, ZAT is an interac-
tive fanzine: we WANI TO HEAR
FHOM YOUI So lets hope that very
soon, subscriber or single issue
reader alike, we end uﬁ haying e
deluge of mail to sift through and
print in future Leiter Pages..

“Longer Adventure reviews': Wall
with Joseph and David on duty,
longer reviews, on all aspects of
adventuring are expected to material-
ize soon.

"More Spectrum PD stuff®: Already
in hand|

¢] Which sections, computer/non-
coemputer, should be limited in
appearance or dropped?

“Art Gallery shouid be dropped
altogether™: Well as it is, we raraly
have any ?raphics to print, so Art
Gallery will cease to exist unless
you say otherwise.

"Games reviews should be limited. .if
people want reviews, they would refer
to the glossy compuiar magazines”.
A valid point. However, the "big 3"
magazines have an attitude, w%ich
comes across in their reviews, that
makes readers feel alienated - or
insulted! Our reviews - hopefully - at
least treatl our readers as if ther had
some sense!l We may lack the lacili-
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"Sentinel should be reduced in
appearance’ "Media Menace should
be reduce to two issues per year'.
For an answer, read Media Menace
this issuse..

"MasterPlan should cover G.A.C" It
may well be incorporated..if David
has timel

3) Favourite and Least Favourite
issue?

On the whole, most of you were
content with all the issues that
appeared last year. Most favourite
issue was number 11 while numbar 7
was least favourite.

4] If given the opportunity, would you
write tor Soapbox..and what subjects
would you highlight?

The majority of you said "Yes" to the
above guary. Subjects that came up
included. .the lack of SAM coverage
and “Amstrads’ Spectrum degener-
ation. .the potential writer of this
would call his piece 'Su?ur IS very
bad for you!" Considering the amount
of potential Soapbox writers waiting
in the wings, we'll throw down the
gauntlet: send those articles in and
we'll print them if space and Martin
parmits.

8)ZAT is disnuntinuing its policy of "7
for the price of 68" for subscrip-
tion..alternatives have been sugges-
ted. Do you have any opinions on its
replacement?

When we posed this question, we had
though that circumstances in the
near future wouldn't change:
obviously we presumed to much! At it
is, the idea of a joint subscription
between ZAT and buvid's disc-zine
SAM Quartet is in doubt, what with
David's commitment to the new
Samco Newsdisc. As it is. David is
planning to release a second issue,
with the possibility of releasing fuiure
SQ discs as demo compilations |

TR N T P S |

or find an alternative disc mag tc
re;])_lar.e it. More on this soon.

he other suggestion was to have
& newsletter for readers, in-between
issues of ZAT. This is an idea that we
may persue (quite a few of you liked
the idaa] if the above fails to
appear.. If it was to go ahead, it
would be a seasonal publication, 4
A4 pages in size, wilh a small cost
Included within the subscription
{m’aa. Speakina about subscriptions,
his issue marks our re-subscription
drive: details elsewhere in the issue.

6) Do you have any general com-
ments or critisisms to make?

These are just a few of the commanis
and the occasional dis-remark that
we received:

"Try for half and half coverage for
bot cr}mﬁutar‘...ﬂlthnu h we slrive
to keep the content for the SAM and
Spectrum 50/50..it's not always pos-
sible to do so. On most occasions,
one side alwags ends up with a
majority over the other. All we can
say is that we'll try to make ZAT's
content as varied, and as equal for
both machines as we can. even if it
proves to be ditficult at times..

"Try to appeal for all ages'" Asitis
| think we've already succeeded Qur
younges! reader is 13, our oldestis
in his 80's..That's some age gap..

'Printin? can be small and hard to
read’: This | hope will be tixed. is
10pt text large enough?

"ZAT is the Crash of the 90's. .| mean
the Crash of the mid-80's: it's ground
breaking style and the general "user
Froug‘ atmosphere” .. make it one of
he best. .sorry, | did add that line-
..but all of us who do ZAT were very
appreciative of the fanzine being
lven the above praise Anyway
anks again to all of you who
entered the Pell, and lets hope we
get even more comments for this

T BT, T = i e e e et T e sy .
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The Wanderer Returns

Last month we reported that Mr

David Ledbury had left for a
sabaticai in Swansea: now though
the wanderer has returned, to stay
for good! Even so, David is still in
the "hotseat’, compiling the SAM
Newsdisc in Telford tor Samco.
He will still manage to scribble the
odd program or article for ZAT, as
well as remain as ZAT's Acting
lechnical Editor. As it 1s, we hope
seon to announce the two “new’ Tech
Editors scon.

SAM's SOFTWARE
SURPRISE

SAM owners who have bought the
tirst SAM Newsdisc, will have read
the section entitled "Software Poli-
cies’. Here Alan Miles talked about
Samco's decision lo kaﬂp-an-a{a-
open tor “unpublished” good qguality
Spectrum software for Samco to
release. For those who have not
rehad the article, here are the reasons
why .

Ag many SAM ownars will appreciate
the SAM was designed initially as an
advanced machine which waufﬂ ofter
owners of the "Spectrum family® of
computers an ideal, low cost, up-
grade that would alse maintain a high
compalibility with Spectrum software
that they had already purchased.
Therefore, you could say that SAM
Is the Spectrum’'s "big-brother”.

Hence the reason that Samco,
seeing the severe lack of software
available tor the Spectrum at the

resent time (a pointemphasised by

our Sinclairs recent launch of their
Save Our Spectrum campaign), they
A
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been ‘cast” for willing veolunieers to
search for sources of unpublished
Spectrum material. Qbviously,
Samco are NOT abandoning SAM:
indeed it the sottware 1s of a very
high quality then it will be enhanced
to run on SAM in the future.

So since a large slice of ZAT's
readership are Spectrum Erogram-
mers of a variety of abilities and
lalents, we would like to hear from
Tnu if you have ANY unpublished
itles that are either good, very good,
fantastic, or have potential to be any
ot these with a bit of careful nuturing
cn the sound or graphical front.
The gamss can bs almost any typs,
adventure, arcade, eic. Utilities
maybe considered if they are unique:
but games are needed more than
anything else Any potential offers
can be forwarded to either Samco,
Phoenix Way, Lakeside, Swansea
Enterprise Park, Swansea, SF7 3EH
or to David Ledbury, 10 Westerkirk
Drnive, Telford, Shropshire, TF7 5RJ.

The Spectrum’s 10th Birthday Party
y Simen N. Goodwin

This Spring the ZX Spectrum will
celebrate its 10th birthday at ZX 32,
a party in Cambridge organised by
Spectrum enthusiasts. ZX 92 will be
a meseting place for the triends of the
Spectrum - users, programmers, pub-
lishers, editors, writers and artisis -
and will also attract interast from
local and international press, TV and
Hadio. ZA 92 is a positive avent to

romote an extraordinarily success-
ul British invention.

The name and themes have been
chosen b{ an independent group of
enthusiasis who have been involved
with the Spectrum since 1982. The
Spectrum was known as the ZX 82
when developed from Sinclair's earier
ZX B0 and ZX B1 micros; thus ths
name Z¥X 92
Last summer FORMAT SHORT SPQOT
compiler John Wase mentioned the

cnmlng anniversary in a letter to
P I -4 P ' g N
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land Sean Sanderson of the Spec-
trum Music Group, to organise ZX 92,
at 2pm on Saturday 2nd May 1992

[his is & non-commercial event,
independant of any manufacturer
ublisher or magazine 1 will bring
ogether famous names from the 811s
and the new generation of Spectrum
enthusiasts, to share their experi-
ence and look torward {o the future
Something like 7 million Spectrums
have been sold around the world
Sinclair production in the first 4
years alone reached 4 million, includ-
ing some ‘'stock’ left when Amstrad
took over, and 'improved’ the range
with the +2, +3 and +2A. The purch-
ase of Sinclairs computer brands
earnt Amstrad £161 000,000 in 1987
alone. Many early Issue | Spectrums
are still in use ten years on, and will
probably carry on into the next
century, as leng as vital spares like
keyboard membranes remain avail-
able.

Mass produced compatibies have
appeared, including TS-2068, SAM.
and Russia's Hobbit. The UK market!
Is saturated, and sales are growing in
bastern Europe and the developing
world. The Spectrum tamily has been
manufaciured in Scotland, Wales,
England, Brazil, Portugal, Hussia,
spain, Hnng Kong, Taiwan and India
‘at least). Spectrum Emulators exist
or Archimedes, Amiga, QL, ST [via
(dos]. Memoiech and Einstein. as
well as several for PC,

The Spectrum has had a iremendous
influence upon the lives of many
people, providing a creative outlet as
well as a hobby or job Its success
has brought us all a myriad of
oftshoots, add-ons and applications,
and created a world-wide community
of enthusiasts. ZX 92 will celebrate
that success, bringing togeiher lots
of people who have sharedin ilin the
past gecade, plus the sounds and
Images we know and love
[X 82 events include a talk on the
early days of the Spectrum develop-
ment, a projected video display

speech, MID! sequences and odd
Aulcmala B sides! Best of all ZX 92
wili be & chance ior people to mest
and talk.

Montages and pictonal displays wiil
retlect the variely ot applications for
the Spectrum We are encouraging
eager users to bring custom sys-
lems, soflware ang all scits of
Spectrum varianis, by arrangement,
t¢ demonstrate and share in the fun,
We will teature r wide range of
Spectrum spin-offs and emulaters not
torgetting 16K, 48K, Spectrum +
Spectrum 128K, +2 +3 +2A SAM,
micredrives, the ZX pnnter, and disk
syslems, home brew machines and
specialised set-ups

We have some ciassic programs and
penpherals and welcome ideas more
machines and monitors Please let us
know if you can arrive an hour early
toc set up and demonstrate an in-
teresting machine, with a monitor and
reliable software

fhe venue i1s Cambridge University
Centre, Mill Lane, from 3pm til 7pm
It is right in the centre of GambricF E.
the Sgec’rrum‘s birthplace, near the
main Bus and Hailway stations. Peo-
ple from throughoul the Spectrum
scene have been invited, including
Uncle Sir Clive, former Sinclair statt,
and tine programmers, arhists, wrn-
ters, designers and publishers Even
the Piman ts hoping to return from tax
exile to celebrate the great day
Hefreshments will be served, and
there will be & tickel draw with prizes
of Spectrum gooaies, among other
diversions.

A limited number of tickets s
available, for true Spectirum enthu-
siasts. We want to encourage people
who have made an unigue contribu-
tien to the scene IThe venue's
capacity 1s only 200, so we must limii
tickets to 2 per application, subject
to avarlabiity X 92 will be an
exclusive event not to he missed
Tickets are available by post, from
X 32, 24 Wyche Avenue, Kings
Heath Birmingham B14 LG U K




anahle to ZX 32, at£7 .50 per ticket.
lease place your order as soon as
possible, to avoid possible dis-
appointment, and give some indica-
tron of your interests and involve-
ment in the Spectrum scens sinca
1882 SNG

CRASH ON THE MOVE (again!]

In an ironic move, it seems as
though Crash has decided to change
hands yet again! Eurcpress Impact,
the publishing firm created trom the
ashes ot Newsfield - with funds trom
Europress, has sold off the magazine
to one lime bitter publishing rivals
EMAP - publishers of Sinclair Userl
However, it remains yet to be seen
it either SU or Crash will disapear for
geoed. or whether the 2 titles will
merge. Let us hope that whatever the
result is, the magazine is better than
either are currently at present.

Nick Hoberts, the current Assistant
Editer, has decided not to move on
with Crash. Europress impact still
publish ZZap! and Sega Force maga-
zZines

Multi-Coloured SAM Shack|
No. SAM is not having a change of

colour case, as some magazines
have reported recent However.
SAMCo have announced details

1024 colours! Just imagine a

The Manic Miner Compelition!

of a new piece of equipment that will
boost SAMs impressive 128 colour
palette, to an even more impressive
palette ot a mere 3¢./68 coloursl

lo put 1t in perspective, this is B
times the colour range of the basic
Amige, 64 times the colour range of
the the ST, 256 times the colour
range of a standard SAM, and 2048
times the colour range of the
Spectrumi

The device will allow 256 * the
current palette range of any normal
mode, so Mode 4 is boosted to about
4096 colours, and Mode 3 is a mere
ame
with 512 x 192 resolution with 1000 +
colours, not so tar-tetched now is it!
More details, including cost, availa-
bility, etc, are in the March SAM
Newsdisk!

SAMCoe Software Releases

Hesulting irom SAMco's campaign to
aid the ailing Spectrum Software
market, details ot the firsi release
have been "|saked”.

The first title is Astro-Bell. An
Driginal titte, which can be described
as Wiz-Ball meeis Impossaball”.
Sounds greatl

The game features 128k enhanced
sound, and of coursea SAM version
IS under way. For more dstails,
contact SAMCo on 0792 700300.

With the releuse of the new version of the classic game on SAM. here’s a simple competition
tu win an autographed copy of the game. by ils programmer und original Tech Editer of ZAT:
Motthew Holt. The first prize winner will win the game. a runner-up will win 5 blank discs.
Tu win either of these prizes, answer the following multi-answer questions..

1) Who wrote the original Spectrum version of Manic Miner?
a) Matthew Smith. b) Matthew Holt. ¢) Matthew Davies.
2) Which of these "screen titles” doesn’t appear in the Spectrum

version?

a) The Menagerie. b) Return of the Alien Kong Beast. ¢) Dante’s

inferno.

3) Which of these 3 games did the author of MM not write?
a) Manic Miner. b) Jet Set Willy. c) Jet Set Willy 2.

Send your answers on a

postcard or sealed envelope to Manic Miner

| Competihan 103 (Chiltern Gardans Telfard Shronshire TEL 7960310 Entriane in |
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DAF{HEN BLA{}KBUH
J’ANDY DA\JlSand(‘O

We are already a few months into the
new year, and a number of interesting,
and sorme-what wvaried range of utility
software is on the way for both SAM
and the OSpectrum, although SAM is
clearly leading the field as | speak. At
the Birmingharn All-Format's Fair, in
February, several new packages were
released. These included: SAM Print - a
new poster/leaflet/card designer from
Chris  White, and an Astromony
fact-finding program called Star Atlas.
Both of these will be reviewed in future
1ssUes.

However, first Daniel Cannon has
handed in another detailed review, this
time of David Wornhams' systern,
Flexipage ..

Flexipage is advertised as ’the viewdata
/ graphics authoring systemn’. It allows
yvou to rmake teletext like displays (text
and big chunky graphics which use
very little memory) and use them to

create picture  dernos, databases,
interactive programs, or adventure
games. Anybody who has used

Comnmunitel [a sort of PBC wversion) or
Prestel will know what I'm on about
here. As an example from the demo
mini-adventure game:

You have to walk home alone, on a
dark rainy night. You must choose: A
short dark footpath (3), a well-lit busy
road (4), or hitch-hiking a lift in a car

(5).

Pressing 3 would get you lost, cold, and
wet, 4 would take vou home, and 5
would put vou in traction at the local

hospital. As you can see, ib's not of the
‘Go north and take lamp’ vanety, but
more in the line of the Steve Jackson /
Choose Your Own Adventure type of
book ("Turn to page 123 to drink the
potion or 4%6 to leave it’).

The B0 page AS manual is well written
and includes an index. Also provided
are various upgrade sheets which
explain any new additions to the
program since the rmanual was written,
sorme flowcharts and planners, and an
offer of free upgrades to later versions
- quite a lot for your money. The
manual is designed to be read whilst
vou are using the prograrn, sormething
which Pm not used to at all. [ just
wanted to load it up and mess aroand,
but after five minutes of getting
nowhere fast, [ drageed myself, kicking
and screaming, back to the rnanual

FlexiPage is split into & rnain parts -
Menu (here you can sort out your files
and lead other programs), Authoring
system (create your text screens and
string thern together), Graphic designer
(create character sets, UDGs, graphic
grabs, and screen displays of any
mode), FLASH screen convertor (into
the format used by Flexipage), Palette
generator (take the palette from screen
displavs or create your own and save
it for later), and Loader (if you want to
rmarket your creation you rmust use

this to run it so no copyright laws rear |

their ugly heads].
To  create wyour screens you  must
choose  your page format (single /
double height, 5 / 10 / 20 lines deep],
and type thern out using either the
alter function {which is a bit touchy to
tyvpe with) or the norrnal SAM editor.

When a screen is displayed you can
then tell the computer to change
colours, play a tune or sound effect,

jump to another screen (eg. for demos
of warious screens strung fogether), or

R PRI e P ST

ask the user to choose from a list of |
options to decide the next screen (this |



is the interactive part) You can also own - who knows?
get it to display animated (if you have
enough memory]) or still screen displays On the down side there are a few
of any mode, which raises it above just programming glitches which can cause
simple teletext. wierd .error reports to appear, and I
thought of a couple of ways to improve
Next the graphic designer: The UDG the presentation of the program after
generator and grabber work quite well, using it for just two or three hours: I'd
but the screen editor is not exactly like to be able to highlight words in
FLASH (the manual does admit this different PEN and PAPER colours
though) It’s there to position text and instead of the fixed two colour screen
user defined graphics more than you are limited to, and be able to
anything else. One major gripe is that overlay text over a screen display
if you move the cursor over a highly without blank spaces obliterating the
coloured screen it leaves a trail of graphics underneath.
cursor roloured squares behind it, so to
write some text at the top and the This is probably not everybody’s cup of
bottorn  of the screen and leave a tea, but if you want to do what it can
coloured graphic in the middle is almost do then it’s fairly good at deing it (if
impossible. Another problem is that the you see what | mean). The program is
manual neglects to mention that you around the 15 pound mark, but [ believe
rnust load up palette colours before you there are reductions for ZAT readers.
can do anything else in the graphic There’s also a Spectrum version
section (at least on my version), available. For more info send an SAF
otherwise you can cause a rnessy to:
crash.
Flexibase Software,
The program can be used with all 20 The Parklands,
SAMs (any ROM, any memory, any Droitwich Spa,
DOSY If you have Master DOS the spare Worcs, WR9 7DG.
HBAM can be used to store screens,

UDGs, colours, anything - which is Ratings

very useful. Tape only SAMs (are there

any left?) can even use this program. Usefulness 70
It's written in BASIC, but it’s none the Presentation i
worse for that, perhaps better, because Compatability SAM
you can customize it. Overall &3

Authough the author of the program On receiving the above review from
clearly has one of it’s uses as crime Daniel, we forwarded a copy to David
prevention in mind (there's a crime Wornham, from FlexiBase Software, to
quiz supplied with it), it can be used to hear his comments. David SAY S

write adventures, databases [(not the

mormal’ 500 address type database, The review is, overall, a fair summary
more like descriptions which can be of Flexipage and very useful for future

| chosen by going through a number of upgrades, but the following are sent as
| options), slide shows of screen displays, clarification of sorne points, which may

and for education (the kids can explore otherwise be misleading,

the database and find things out for

themselves, or write their own) There 1. "The manual is designed to be read
are programs being marketed which whilst you are using the prograrm’ -
use this system, and if you write your true initially, but when used once or




twice, the improved screen prompts
should mean the manual can be put
aside except perhaps for the control
code sumrmary.

Z. The "major gripe” on the Graphics
Designer ornits to mention that it works
well in MODE 1, for which it is intended,
being a Spectrum conversion. The trail
of coloured squares is only left in other

(Paper) / CONTROL I (Ink or pen), then
the colour number required. One slight
disadvantage of this is the use of extra
bytes which appear as spaces at the
end of the page when displayed, but
this can be disguised when necessary. |
will new include this in the booklet,

i Suggested irnprovernent b
Overlaying words onto pictures CAN

modes as the OVER command works now be partially done as on the demos.
differently frorn MODE 1. The roloured by replacing the lower halt of a
squares CAN be removed by careful screen$ picture with an "added” 5 or 10
use of differing cursor directions! 1 line page. True overlaying of words on
must try to overcome this in future, pictures is a good suggestion which I

as although Flash is a good MODE 4
designer, which | saw no point In
atternpting to re-invent, it cannct add
double height text, design characters
and design, use and grab UDGs which
Flexigraph can.

3. The wersion reviewed did have a
problemn with colour block loading with
Flexigraph, for which | apologise. This
has been corrected in later updates as
enclosed.

4. Begarding the "few programming
glitches causing weird error reports’,
whilst accepting 3 above, | wonder if
your reviewer means the carefully
designed "ERROR" report which occurs
WITHOUT stopping the programn when
the user attempts an impossible tacsk,
such as loading a non existent UD set,
etc. and gives the error number,
referring to the relevant page of the
SAM manual for its explanation.

5 Is Amend mode a bit touchy to
type? | agree that it’s a little slower
than the Replace (standard INPUT)
mode as it’s doing more work hut since
vour review edition it has been speeded
up slightly with the optional omission
of the cursor %/y position display.

6. Suggested improvement a) Differing
paper / pen colours to highlight words
CAN be done in Correct-Replace mode
([standard SAM INPUT) by CONTROL P

shall atternpt in a future edition.

8. Additions now include block move of
any part of a line within a page In
Correct mode, two screent magnifiers,
modified by courtesy of "ENCELADUSL"

and “FRED", and the use of sournd
produced with Paul Angel's excellent
SOUND MACHINE.,  When | have

obtained SAM Cornputers’ agreernent, |
will include this, with some demos. on
future FLEXIPAGE sales and updates.
(One included as sound A in Flexipage
Author).

Thank wyou Daniel tor the review, and
David for your comments.

A point that has been raised a number
of tirnes in ZAT - hoth via the letters
page, and the recent ZAT Readers Poll,
was the need for a technical help
section. Well, already in the past we
have printed a number of short articles
of this nature, but to continue this
trend in a new section, 15 Dawvid
Ledbury: ZAT's very own ..

MIGRYS;

As mentioned above, this issue sees the
launch of another new section to ZAT -
well, at least a new sub-section!

s s e R S S P P S




"Micro-Doc”, as this section is so-titled it comes to
(well, | did want to call it "So Hard", information to
reffering to the problems | hope to get progress to any reasonable level -
in, but the Pet Shop Boys beat me with either with advanced BASIC, or
that title!) is designed to help out any elementrary Machine Code it just
. readers with technical difficulties. If doesn't cut it!

vou have any problems - be it BASIC,

Machine Code, FORTH, PASCAL or even | actually bought my SAM about 2
LOGO - send in the details to ZAT, care years back, and ordered the the
of MD. and Tll do what | can to cure ORIGINAL Technical Manual at the
your complaint! same time. For some reason, my Users
Guide did not arrive with the computer
(that merely took a phone call, and a
couple of days and MGT sent it on}, so
When the Spectrum was first launched during this time the Technical Manual
in its original 48K incarnation, it had became MY users guide! [ am actually
an excellant manwual. [t detailed almost lucky | did have this, as it proved
everything you would ever need to more use to on of my "dabbling” nature
know - from detailed introductions to - due to the wvariety of information it
BASIC, understanding the keyword held.

systern, Character Set listings, Machine

Code advice, Z80 Nmeurnoni listings, The new Technical Manual, although
etc. Indeed, one of the first Spectrumn holding much more technical material,
games, opectres” (a  VERY novel holds no information about SAM BASIC
Pac-Man, from Bug-Byte) was at all. However, for those SAM owners
apparantly written with just the who get the Newsdisk, 1 may well
inforrnation in the manual! re-cover some of this material in due

: course on the Newsdisk.
Howewver, when Sinclair launched the

providing  valuable
anyone wanting to

Documentation is a funny thing..

"spectrum 48K +7 (the original machine
in a slightly better keyboard) and the
Spectrum 128, they abandoned the
affore mentioned manual, which they
replaced with a nicely coloured book,
which apart from the sense of being a
"basic” introduction to Sinclair BASIC,
was pretty .. useless!

Fortuanatly, Amstrad has done at least
one thing right in my eyes - all their
Spectrumns (or should that be Spectra?)
have come complete with a detailed
manual - based on the original one,
Indeed, the Plus 3 manual even supplies
information regarding accessing the
drive through machine code! Although
this is probably due to lack of drive
cornmands in BASIC!

The point of all this though, is to show
that many Spectrurm and SAM owners
may be looking at problems caused by
the same thing - lack of detailed
inforrnation, So, if you are totally
bamboozled (always wanted to use that
word!) you know who to write to!

All questions will be answered via ZAT
- and if you want to be anorninous -
then that is fine by usi

Thanks again David. Well another MB
comes to an end. If you have any
cornments or problems, write to us via
the NEW main address, which is:

ZAT

103 Chiltern Gardens

SAM owners get a well written, quite Dawley

amusing, guide by Mel Croucher with
their computers. However, although
Mel’s book is a near work of art, then

Telford
Shropshire
TF4 2Q.J
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Pick any subject .and you can bet
that someone, somewhere, i1s pub-
Hshin? a magazine, fanzine..orruns a
club that supports that subjectin all
myriad of ways. ZAT of course caters
tor users of the SAM and Spectrum-
~.put it seems that most computer
usars [whatever machins they own]j
have other hobbies and interests.
We'll it's only natural isn't it? While
attending the All-Formats Fair on the
23rd of February, it was not surpris-
ing to find that many of its regular-
supporters have one other particular
favourite interest .or should | say
interests. | refer to the boundry-less
and fascinating worlds ot Science
Fiction, Fantasy and Adventuring.

SF, Fantasy and Adventuring have
nfways been an enduring part of the
wnrld populace, since time first

g{ Inrecent years though, espe-
ciaily in the area of new talent being
allowed to see their “words™ or
"pictures” in Fr'mt, it has been curtail-
led. especially in the U.K For this
reason, and for the tact that there is
& ‘legion of fans" who appreciate

antasy and Adventuring..a new
?azina IS being Fut together to
hugh ight these two siatements,
uare One hes been created by
Mtck and Polly: both of whom are
fellow collaborators eon this fanzine.
Together with several other dedi-
cated fans {myself included]..STis a
quarterly publication that aims lo
cover SF, Fantasy and Adveniunng
in 3 ways,

Foremost, S1 will be printing short
stories or serials..written by indi-
viduals who EHFF scripting tales of
mankind being threatened Dy hostile

aliens, harbanans and wizards, mys-
I inrmim S e S R

sections that dea! with aspects of the
3 genres. Amoung the topics cevered
are books, films, videos, television
programmes, radio. .there's also com-
IS, and several lypes ot Adventuring
inclusing Live Hole F"laat:4 g{ Fantasy
Simulations, Play ys ail and alsu
Computer Adv anturaf F games for all
computer fermats including the Spec-
trum and SAM Coupe Also there's an
equivalent of Soapbox..where indi-
viduals with rival opinions can battle
it oul to see which side if any. is
supported or not

Lastly there's my own speciality:
Comic Strips and Artwork As mention
in the Poll, | have an announcement
regarding Sentinel which is directly
tied as a result of conspiring with the
creation of S1 Put simply: with the
results concerming the sir'rf) from the
Poll' I've decided to give the stripa
rest. A] because | dane it for 3 years
on the trot, and B) | and Pc:H,r want
toc do a new stip for S1. Doing 2
sirips, editing 1 fanzine, and, doing
game covers for Samco 1s too much
to handle Asitis I'mnot abandoning
John Paris altogether I'm planing to
do a text storyin ST, and both Polly,
mysell and Andy Davis are planning
to do a computer adventure game
based on it in the near future.

The tirst 1ssue i1s slated to appear
in May with a cover price yet to be
announced Although we have a
number of contributors, and readers,
already. .we need more! So it you
have an interest in Sk, Fantasy or
Adventuring and want to help, or
reserve an issue when the time
comes, then drep either the Editor
Mick Garbett, Assistant Editor: Polly
Sheppard or Art Editor: that's me a
line to: §1..CIO THE ZAT ADDRESES,
which is 103 Chiliern Gardens, Daw-
ley, Telford, Shropshire, TF4 2QJ.

Considering that S1 will cover all
these genres in depth, this marks the
last appearance of Media Menace &s
written by myselt {and Mick] But

worry not, new replacements are in
harnd =0 in0in tham whoevear they Are




Thomas Vanne

Welcome to another Pain Palacel |'ve
puzzles by the skip-icad this issue
so lets get straight dewn to il

MATHEMATICAL

Lomplete the iollowing equanions by
adoing four mathemalicai Symbois so
that the answer to each eguation Is
the same Bear in mind that each
symba! should be used only once

4 76 =7
A1 27 =7
120 2 &5 = 7
IS5 ?2 9 =« 2

SUGAH AND SPICE

Pocr old Aloert the Grocerl He's uniy
gane and dropped his two gelivery
bags. one flied with tlour and the
ather with sugar' How will he separate
them to get his arders out on hime?

ONE LUMP COR TWO?

Thete are three cups of tea and
fourieen lumps ¢f sugar. Using all the
lumps sweefen all three cups, mak-
ing sure you put an odd number af
iumps (e sach cup

PRIZE PUZZLER 4

13sUe s Hrnze Huzzler shouio
raity get the grey matter soakerd up!

injs

rour girls, Michelie, Claire, Susan

3 and Joanne, have anaverage age of

twenty-tive years Susan s nine

\vears older than Michelle and four-

teen years oider than Joanne.

lhe sum of Michelle's and Susan's
ages is fifty five years, while the sum
of Susan's and Jeanne's ages IS
titty  How old is Claire?

Jone that? hen write your answer on
a postcard or sealed envelope and
bung them off to the address at the
foot of this page.

ANSWERS
MIME TiME
fhe nlind man didn't do a mine at all.
he simply asked for !

COMMOr GROUMD

There is no sail just a very large

HOLE!

MOHE AMNAGHAMMATICS
WEeESUILONROJ and D can be
re-arranged as.

JALS LE.MEW G R E
words, JuSt ONE WORD!

in other

tnat's an tor this issue, mes amis. It
youre well and truly stuck, tune In
next 1ssue for the solutions LUntil
then | can't stress how much I'd like
to see your wark in ZAl's hallowed
pages. Wwe o¢iler good prizes, you
know! So why not wrile me a puzzle
for this page

'he address is a bit ditterent this and
every other tssug solistenup Send
everythm% to Z&[. Pain Palace, 103
chiltern  Gardens, Dawley. Telford,
Shropstire, TF4 20GJ. and 1’1l see you
all nex1 ume around Byel

INTERGRATED LOGIC

STEPHEN WILSON

41 WAHRIX AVENUE

IRVIMNE AYBSHIRE

SCOTLAND, KAT2 ODW.

B i e Tt L =
IFi- LConvearter £8

Easy ta use

=
EJ Lt

| canverts ANVIGA F screens to SAM
has con and painter system.

MADONNA NUDE SUIDESHOW: £3 50 Over 18's oniyl
FHaHTERABEE =] INMESHAOVY £2 EN Al akbava 10O0%. WA




ZAT PR DISC L IBRARY

MIKE A J DEMO DISCS
SAM Sample Demos

DISC 1: "Touch Me" by 49'ers (1.2.) "Blue Monday" by
New Order (1.2.)
DISC 2: "Punp up the Volume" by Marrs (1.2.] "The Hace’

o

D!ng 3: "Things that DreamsareMade Of"(1.2.)"Don't You
Want Me" (1 .E.E]

DISC 4: CURRENTLY UNAVAILABLE

DISC 5 "Popcorn" "We Will Rock You" by Queen
"Dragonsfunk” (2.3.4 )

DISC 6. "Numerc Uno” by Starlight. (2.) "Hard Rockin®

2: 3.4
EISC ;: "Always On My Mind" by Pet Shop Boys (2 ) plus
Programs.

{ Needs SAMPLER attached DISCS COST £1.50 EAGH

2 512K ONLY. INC POSTAGE (U K ONLY]
3. 256K varsion inciuded. Please make chegues
4. Full STEREQO Demoao! ayaple 1o

MICHEAL J ANDREWS.

ZATI/IFRED DISC
A sample of goodias from the
top selling SAM Disczine,
especially created for ZAT by

Colin Mc Donald. SEND ALL ORDERS TQG.
PRICE £1.00 | ,
Please make cheques LA
payable to 103 CHILTERN
0. LEDBURY GARDENS
TDEAL'HEIE}ERE
SAM QUARTET 1
The firstissue of ZAT s sister SHROPSHIRE
disczine. creatad for SAM TF4 2QJ.
usars. Goodies from most of : _
the ZAT team.. Al orderswmba despamhed
PRICE £1.50 to their suppliers within
Please make cheques 14 DAYS.
payable to

0. LEDBURY




