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issya as Edilar. Naxl hma, iI'll ba tha
acfibbling muses al David appeanng hara
insiand af my "words of wiadem”,
Why am | leeving. Wall mainly I1"s due lo
the fact thal ea you raad this, issua 1 ol
squarg One [ZAT s Non-connecled 5.F ..
Faniasy and Advenlura zina) comes aul
. Driginally & ¢losa lriend, and wrilar for
ZAT, Mick Garball, was [o laad 1ho way
with 51, bui that was nol (o be. Soma
lima ago, Mick was diggnosod wilh
Leukaemia. |t was a ahock lo mos) gf ua,
and a3 & resull, Mick asked me fo Edil
=1 In his place, although | do 3o, workin
closoly wilh Mick. As | amalso involve
wilh & group ol Mick's Iriends who arae
rajsing moensy lor him and his family, |
felt \hat It was necessary lo davola as
much lime 1o 51, and lo the Boanelil, as
peossible, 30 | decided il would be best lo
855 the lorch 1o David 1o allow me 1o do
his, end mare,

I'va snjeyed Ediling ZAT, bul den’l think
for & momeni [hal 1 am |eaving ellage-
thar. Mexi issue | assume the posilion of
Consulling Edilar, which aim !F put
means (hal | can keap & éye on EE . help
David oul and 3t conlribule 1o the zine
Il anyeno doos wanl & copy of 51, delails
appear on page 32. | wanl lo Thank
avaryans {hal has coninbuled te ZAT [or
the Inal Iwo years, and alzo to you the
readara, Who kesp us in business, and
who are judge, Jury. and walchmen, end
women, an how ZAT brings you nows,
information, and commani on he SAM
JE'L_nd Spaclrum, See yau around some
ima.

Darren Blackburn, 241h July, 1882,

Conlributions from M. Scholaes, R.
Swann, J. Crawlord, D. Adday,
bika A J., 5. KempandD. Tenks..

Prinled at Madelay Peoples Cen-
tra. Mext izsuea dua out on 251th

Saplamberl




. syetepne We'll angle it towards a “young

Are ol a nmal man? OF real woman,
for that matter = cld hipples like me
ain't cexlat, natch? Or do you want a
pathetic litte games machine?

Fantastle graphles,  fantasbie =stereo
entinel and_ ard Heathrow Alrpart has
beeri cloaad due to a display by the
“Three Liltle Piggies Acrobabic Team"

I've actusally had the “opportumlty” to
teit Bhese mach|nes, to ke kKind I'H reffer
to them generically as the "Plnochio Doy
Games Mochine,”

It the LCI screens are at the forefreanl
of LCD colotr technedogy, | hope | naver
eee any of the also-rins becatse, oy! -
[ st want o e pallid, wishy-washy
colaurs with  weak  and  ll-defined
gapducs, go for it - Bt count me out!

What about the stereo sotned? Oh dearie
me, exciee me while 1 laugh, bl
anmoying little bMeeps amd =quarks are
=HILL  annoying  Lttlke  Dbleeps  and
squarks, bul perhaps twice as annoying!

With the cost of tha machines and
carkridges | cant help wondering hest
WHO is suppoeed from the new microbe
emed commputerss I CALL  them
computers becauss 1 happen to have a
soqnewhat wickous and warped sense af
Furnicaer. )

Having been invedved Inomarkebing and
PR, [yes folks, wou too can have fun
and Inferesting k= a3 you get older.

Heaven knows thete are few  obher
compensations_1 | think that | can spot
5 @ whenh | osst oonie TRighl-cd,

Targuin™ for the Jaminess ecpuivalent
therenf] “Let's invent o W games

' people” mnarket and well make € use

carfridges which Wil make it harder Lo
pleate the games or have them produced
by people [hat don't have to pay s

! yast atimst

And o the vourg public have the “pys”
ef the "Finochlo Bey” foys foisted rpon
themn, mnobt  to mention  thelr  lang
siitfering and poorer parentst With the
ultra-hard zeil oo belevision, In the poess
and backed up by on few fake “newd”
stories in magazines and papers the poor
devile really do not stand a chance.

If somecne you know wants to buy you
a "Pinochin Boyw”, for poxiness sike slop
them! Foint out politely that Jf you
want doddgy, low resolution graphics on
a amall hamnd held pames machine they
may as well buy wvoun a E299 games
watch at the local market and =pend the
meney on something you would really
like!

Okay folks, costing Umel Leto auppoce
tha wou pay EIS0 for your “Finochio
Boy" and Ed40 per rip-off Sorry! Sorryl
OF eour<e, | meant to say mega exciting,
stper, wicked games cartridge Sa with
afe machine and ten pames (gawd, what
a lob, | DONT think) wou coull pay
E55001

For that you cold buy a SAM, a very
high gquality NHLO prinfer, a good colodr
monltor and STILL have ESD or o o
spend on =oftware!

Something tells me that quite scon thero
will e a lot of very dicapcinted pecpls
ot there who will reallss that  they
have been baken for mugs wvia the
papers they read and thelr electmranic
friend jn the corfeler, the television A
ot af "Pinochio Boy™ lovs will end up
being cald through the =mal ads wikh
the pEthetl: collction of one or bwo
simes TRiven away” with the machines
= It's already. happening®
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"Fincchle Bey" s an wseles ltem

my opinlen) becatse even though
may have powerful chips, they
ke used for real applicatons. One
of ths carmputer-
tg=mind=mishing toy CAN, | belleve, be
uted for sxmething sproximating a real
gppication, but only by using expensive
add-one, Even more pathetic, isnt it7?
Well, should we allow the Americans
and Japsnese to food the minds of gur
Eids [k chlidren, brothers, aisters,
friends) with brain mushing krash? Mo,
we shatikd notl Get out there and push

B

SAM! I's British and glves pleasure as
well as stimulation,

There |z a difference beltween honest
rarketing (which can b fun for all
even the buyer!] and grabhlng pesple
bw the throat and shaking them
warmly by the wallet— What do wou
think?

Headesrs! Here's your chance to air
ijoan® wiews=s In ZAT! LWrite Eoday to
“Bubble-5art™, the new section for

Aoader's Yiews!

0N DRI

g lemue marks a peint wore many ZAT readers are due to re-subecribe, afte
ow having had thelr full years worth of magazines.
o re-gubecribe to ZAT, for a Full year (6 [osues) now costs E7.20 - or £900 in

ol lagaje:

Curopa) for 3 |esues

Or, if you aren't able to pay for a full year, veu could pay EIED (E4.20)

5 we are falrly dnd and generous [if not particularly rich?) sorts, we'd ke you
o feel that you are getting even mors of a bargaln by taking out another
tbecription. So, listed below are the bonefits that ALL subecribers are entitled to

ow and in the future

'irlﬁ. full year of IATI Thiz Includes FREE technical help, friendly service, snd

Ehat you knew us focl

i2) Dlzcounts on certain Items advertizsed in ZAT, This will include more iteme

n Fubure jtcuas
chould put & ZAT

4

at we are stipulating to all new advertizers, that bhey
subscribers offer, with thelr product.

Decounte off ZAT related services, SAM Quartot, Quast Softwars, ete,
Plug ather |deas, still on the drawing board

dditionglly, f you answer thess 2 simpls questlens when vou reburn your
eque, you MAY win o mystery software bundisl

L What does AMETRAD stand for™? :
Al A Meesy Styled Turntable E;Jﬁmn!. ﬂ;ﬂ:ﬂ: Michoal Sugar Trading €} The
2. How much memory did the Americon wersion of the ZXB1 have’
A) 1K B)ZK C) S1ZK

=0, hust send your nlee cheqgues b

ZAT RE-SUBRSCRIPTION DRIVE (15)

I0 WESTERKIRK DRIVE, MADELEY
TELFORD, SHROES TFF ShJ

Fleasy make cheques payable be ZAT, and PLEASE list vour system (Computer/s,
drives, printer, memory, interfaces, modems, otc) and ntereste, lkes, disllkes ete

Don't delay — write today, right awavy!
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Sealng as how there coems to be rather
a massive [nflux of new utilities
arriving onto the SAM at the moment, |
thaught that this manth, I'd take time
ogut and sive you some help on writing
a comparter game

BMow | know, | you've been Following
Backchat, then mest new users will nat
be uplo a stapwlard of writing compuler
games  but dan't worry, because the
bulk of the programming has been done

for pou!

I wou haven't already guessed, 'm
talking about & compler o creakor
program, and in this Gise, an Adventure
Creater. "AL'S™ as we can call them are
extemely comgsict and efficent databess
bepe progmms wWhich allow you to make
eomnplex adventures  withaut  an
'amnateurish’ feel 1o them- if you go
about the right way. So, what have we
got to rmake our masterpieces on then?

The Spectrum  has oa  cholee,. the
earnmonest ones avalluble are GAC: "The
Graphle  Adventure Creates”  from
lncenbive. Free with o recent Your
Sinclalr covertape. Also available onoa
recent covertape was the GACPAL an
alditional  wtiliby  to  smarcten  Your
adventures up 8 bit by addicg @ new
charmicter e, kading  =creen  amd
penerally compacting and speeding up
thie adventure

OUILL & ILLUSTRATOR: Two ssprarmbe
feeckages, ane for writing the adventume
and the other for adding pictures. These
amm available froen Gilsoff, but are in
short supply. Give themn a ring on D4<6
TIZTES from  10am-Spro ono Tuesdays,
Thursdavs, Frideys and Saturdays

PAW: The succesor to Cuill &
Iustrator, which includes the featimes
of the abovke Dwo, bot with  many
exkras, espechally for the 128k owner,
allowing 107k gormes to be writben or
Q3% on o +3' s alza possible to esGipe
Fromn the mdventure and call an external
pregram or screen! The advantage of
PAW iz that it allaws the [NGLISH
systern to be used [like [n the Hobbit)
s conmands like "GET THE ARMOUER
AND WEAR IT AND GET THE RED KEXY.
ASKE ROBOT TO 'PLEASE OPEN THE
AIRLOCK™ PAW costs E1RS% on bape,
aned EXSS for microdrive, +D or +34 [t
alw avallable in somne spect] packages,
at much less than this, but azk for
Further details. DL] The address for
GEleaft =2 PAREKE CRESCENT, DABRY,
SOUTH GLAMONGAN, CFa BHIL

Of the three abowve, | would suggest
PAW, but the disadvantage for 48 users
is that when memory gels Lighl, ou
have to lsxd in ‘overlays. This |5 @
shorl plece of the PAW program which
has been lost due to memory. There are
%5 overlays in all, containing diferent
mrts of the PAW database. Quill, s
much easier however, but what you
pain in simplieity, you e in memory.
The best tip is to save each PAW
overlay on a ClD tape (er 5 if possible),
then when vou need e load In an
overlay, just melsct the tape I zaves
whizzing Lhrowgh the originel [n case
wou think B owners get away with 18,
adly nob. IF your adventurs (& oWeT
Wk, then you will have o do the same.
Het then again, when digd you last write
an 00k adventure? It best pest Lo shick
bo wsing the memary allobed 3t the
efart =0 It can run onooAB maghires
Using 'Omen New Page' {eaturs, you can
irar one of the ramdisks ok pages.

=AM Adventure programmers Gib
eithes @& a special wersion af PAW,
which runs undes the ProldS CP/M
systern. Thes 15 similar to the Spectrum
wmmn, hu!. jmtr.r:rﬂ B0 column text.



1) You need PraD3S to run the findshed
i 1apTe
2} There |5 no graphic suppart.

However, the games will run an obher
P/M machines, oo you have got a
potentially large market!

Aleo there 8 the new SAM Adventure
=ystem from Colln Jordan, This is as
powerful az PAW in different ways
but has oorne extra features to use
oAM'E ablllHes Both systeme will be
reviewed in ZAT eoon.

w2 when youwve gol your databsse,
what do you do now? Well, unless yol
have [nelde knowledge of the program
to begin with, it pretty difficult to
make & successful adventime, As they
are egupposed to eay in the big
camputer  world- | GIE),  Garbage
InGartage Out. In Playmnans terms an
adventure 8 only a: good as wou
rrake It

I you can scrounge a copy of the
maneal whilst vou are waiting for 2
poctal  dellvery of =ald creator, then
vl ean start bo cornprehend how the
gyatern worke Ib may algn help bo plek
up o dictionary and make sure you
know what wverbs, nouns, adpectives,
adverts, prepoesitions, conjugations and
pronouns are. The simplest adventures
cater for verb-noun entry only. But as
the others are more fl=dble yvou can
find ar
sl ver b= vt bepreops Hen-ad jecthve-noun
systom in operation, Just as a rough

gtidde, here Is o quick explalnation of
word types

VERE: Doing Werd / Action

Look, Jump, Kick

ROUM: Naming Woard / Oblect

Bay, Book, Fish

ADJECTIVE: Descriptive Moun Addimn
Old, Dark, Taell

ADVERE: The way to do' the Verb
Gently, Roughly, Fully

FREPOSITION: lbcation descriptive

In, On, At, Under, By
COMJIUGATION: Different Verb Fro
Get-Gets Drop-Drops ebe
FROMOUN: Added Moun Description
each, thoss, it, them, us

The best advice is READ THE MANUAL
Most people flick throwgh [t whilst
lmiding to get a rovgh kea. b best ko
read first, then lexd Luckily, the best
creators come with a teaching  guide,
whore vou fellow the simple stages n
the bk to rend and bype in o amall
adventure o you get first  hand
knowledge of how a game B designed
and written and what fachors wou must
TOrTETn ke,

When you've read the book Inside out
and remlly know how the system works,
itz Hrme to switch off Lhe computer and
get to work. In an adventure, there are
many different factors. The majr belng:
Map, objecls, characters, traps, pictures,
text and meost Importantly, PLOT. |
usually have @ Hst ab home of all goxd
lcations and when | think of another, |
add [t to the list. Beciesr what may be
a good ldea now Wil protabally not be
next month! 5o after a month ar o
koke & loak through it and dismiss any
ones which ook stupld.

Sperd Hme drawing 8 map You dont
want a parfect square deslgn with only
MSEW a= the edte Dont forget Lp and
Down which sdd a8 new dimension to
bulldinge. For ewample a lfE shaft
makes a better advenbure and gives the
player more freedom in which floor he

248 S

Mext, draw up 8 ll=st of characters, but
demt ga too mad. Inbersctve characters

areg now commonplace ever eince The
Haobbit and If the character |s too hard
ta wark with, the player is going to glve
up,

Mow, & list of objects This must relate
to the ohlect number in PAW = you
dant got confussd, Draw out o large



chart with the headingss KEYWORD,
ORJECT NO VOCAER NO, MESSAGE NO,
LOCATION, DESCRIPTION.

S0 for a key which is the hirst obiject
and iPs fuill description is message 21
and found i room 1 would  De

KEY 1802010 DEN KEY.

Note, all obects must be in the
volcabilary otherwise the computer
doesn't kmow what a3 key i To be

honest, sometimes its best to make it u
as you gn along, but make sure its Al
planned out on pen and paper tirst,
otherwise it will get =0 messy, bugs will
aprear everywhere

A few final pointers which make or
break a.gond adveniure are these:

¢ Give thought to a storyline.

» Work on the wocabulary well and
make sure you can accept good, solid
INGLISH lines (Hobhbat ).

e Always enclose 3 HELF feature,

« DONT use a pathebic font given Tree’
with wour adventure system. [ can
supply many clear, varied and FBREE
fonts, Send a SAE and TAPE to the
ustal address,

s [f you are going te use pictures use -

the short type which sit ab the top of
the screen and let themn scroll away,
MOT the fext!

» Don't allow for sudden death to kill off
the playver and install a BAMSAVE if
Vol car.

| hope these tips help you create a neat
adventure. [ would like to see some of
vour results, and maybe we could get
them published! [ wou want  rmore
advice on writing an adventure, see
MASTERPLAMN in ZAT. || promise this
section will re-appear S00MN! 5o long as |
gel time to write 18 DL

My address, as ever, Iz Andy [DEvis
Alchemist Research, 62 Tithe Barn Lane,
Woodhouse, Sheffield 513 TLHN.

=\l INTERVIEW
with..

Jon North - Interviewed
by Bichard Swann

Jon Morth is a hacker. NMNormally,
hackers are feared and despised by
snfware companies, but this one seems
to get on well with them, sven getting
piograms for free off them! s becanss
he's been writing game POKEs for all
three Spectrum magdazines for many
wvears [including his own "How-To-Hack™
articlel and iz probably the best person
to help wvou get maximum enpyment
out of your sottware, provided you want
to be a down-and-out cheat!

Could you give me some
brief iNnformation on your
backaround?

| started off life living in Carshalton,
then | moved to Cheamn, and now I'm
living in Sutton. | gob my first Speccy
when | was 11 - that was my first
computer.

How did you become
involved with Spectrum
hacking?

| read an article called "Tony Rendall's
Arcade Addicts Handbook™ in PCW

MAZAZine ages agn,

How did you learn how to
hack™

| met a hacker called ZZKJ (who wrote
Super Hang On) at a computer show,
and it turned out that he hived in
Kingston, which was near to where |
was living, S0 he came round to my
nous=e g couple of fmes, and taught me
now bto hack. In fact, 1 think that ZZKJ
has been my only ever influence in
Spectrum hacking.

7



Wwhat was the first game
you succesfully hacked?

Lightfores, by Gargoyle Games |
produced an Infinite lives POKE For I
and | was very plessed with myself.
The first POKE [ wrote that was printed
iIn a magazine was for Dragon's Lair,
which actually went in both Your
Sinclalr and Crash at the same time!

How did you become
invovlad in writing for "real”
magazinesT

| had contacts with two ex-YS writers
ZZKJ [those are his real initalsl) and
David McCandless, and had sent them
many complex and original hacks, plus a
complete POKEs tape which was
published In ¥S a few years aga

I started working for Sinclair User In
1989, then switched to Your Sinclair a
vear later after David McCandless left.

What's your preferred
setup for hacking?

[ use a Soft-Rom [a pheripheral which
plugs in the back of the Spectrum and
allows the user to stop programs at any
Hme by Installing your own software in
a virtual ROM), with a dissassembler [a
program which translates umnintelligable
machine code into assembly language
which can be understood by humans] |
only ewver use a rubber-keyed 48K
Spectrum for hacking.

The best way to hack infinite lives is to
do a forwards-trace (which involves
starting at the beginning of the program
and logically working through finding
caode which keeps track of lives, energy
etc, ) Faziling that, | use backwards trace
[starting at the GAME OVER message
and working backwards), or "not working
at all® (using a MWulbifece to stop
programs in the middle of important

parts of the program])

How long to POREs take to
write?

It depends how easy the game is fo
hack. Multiface POKEs tske up to 2
rinutes, usually less, whereas
stand-alone hacks can take anything up
to a day. One exarnple 1 remember i=s
Star Wars, which had a complicated
decrypter [program which changes
garbage into executable code wusing
various algorithms) [I'm  pleassd |
cracked b, because the authors [The
"Haxbty  Hackers™) thought &£ was
unhackable!

what's your favourite
protection system?

Well, | quite liked the "Star Wars"
protection for the above reasons but
my Ffavourite was a program called
"Movieload”, featured on a game called
Moonstrike five yvears ago. I had lots of
messages and pictures which pop up on
the screen while the game loads. It was
also quite difficult to hack! | also liked
the Ssarch Multilmd which appeared on
garmes such  as  Rana-Rama and
Deflektor.

Have Jou written any
programs other than
hacksT™

['we done a lot of POKEs programs for
magazines, especially Y3 where ['ve
written two bumper pokes packs with
over 100 games hacked on each one! 've
alsn written a protection systemn called
XLB-8 which uses very complicated
cade, and I'm  confident that ib's
impossible to hack!

=ome people say protection
systems on the Spectrum
are pointless, and cannot
stop piracy because of
tape-to-tape copiers. What
do you think?

[ have actually found that copies of my
own protection systerm are  very
unrelizhle! | think protection svstems do



Serve 3 purpose.

Firstly, they stop most

Spectrum users from cheating.
Secondly, they do make copying harder
by preventing a user from breaking a
program and resaving it, and work well
in conjunction with code sheets and
Lenslok {a plastic lens used in software
protections, which required the user to
determine an access code by looking
through the lens), because they prevent
removal of the Lenslok/code sheet code.

Thirdly, they're fun to hack, because
someone like me can sometimes find
messages for themn hiding In programs,
or because then wou can gloat over the
writer of the protection system!

ordinary

what do you think of the
future of Spectrum
hacking?

| AM the future of Spectrum hacking!!

Actually, there are hardly any hackers
around anymore. Five years ago,
everyone was doing it, but now there's
only really me and Graham Mason (who
writes for Crash and Sinclair User), plus
a few other people like yourself and the
"Hackers Ananyrnous” teamn, who provide
most of the material for the YS Pratical
POKFs column. Most of the new Faces of
hacking are one offs who send in one
POKE and nothing else - ever, or idiols
who rip off other people’s wark and
claim it as thers oW

There have actually been a couple of
pecple who've sent me my own POREs
claiming them as their own. Even people
like Graham Mason and Adrian Singh
(ex-writer For Sinclair User) reprinted
some of my POKEs and got them
printed in magazines!!!

Now I'm getting a bit sick of working
with Spectrums after all these years
and | think, sadly, that the Spectrum is
on its "way out’, because of all the
computer newcomers  buying 16t
computers and consoles.

Do you use any computers
other than the Spectrum?

I've got an Amiga, which | use to write
2 column in ZERO magazine. 1 used to
have an ST, but it kept going wrong all
the time, so [ got rid of it. [ haven't got
a SAM Coupe vet, but it shouldn't be too
difficult to write POKEs on it

Do you have any other
interests apart from
Spectrums, such as books,
music or TV programmes?
are best not

Mest of my “interests

discussing!

'm a great fan of Transvyision Vamp,
and have got several rare records by
thern. I'm also inte House Music a bit |
can't play any musical instruments, but
| know good taste when [ see it!

My favourite TV programmes are Red
Dwarf, Doctor Who and Whose Line Is It
Anyway.

| don't do that much reading, apart
from computer literature.

I've got a box overflowing with letters
ont in from YS readers which can be
really funny to read somelimes.
Comnetirnes, | have trouble understanding
what they're talking about! ['ve got a
couple of computer magazine rarities,
including a signed copy of Crash,
although YS has fto be my best
Spectrum magazine. | was actually quite
impressed with the content and quality
of the programs mn ZAT.

Finally, whuy do you hack?®?

1 think it's just because 1 want to. IUs
not that I'm desparate to hack a game
becatuse | can't get past  that
end-of-level-taddie or whatever, it's just
that it's given me some great computer
B pETIETICE,
| alss happen fo get paid for it but
that’s just an exira.--
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A by JOSEPH CRAWFORD

%= Hello and welcome to anothar

edition of Mindgames. This
1ssus | shall be giving exclusive
naws on the SAMISpecirum
markels, and I'll be satling
anothar competilion witha copy
of Desmond and Gerlrudse,
aveilabla from Delbert the
Hamsiar Soliwara,

But first of all here is the
sgcond part of Cracking
Adrenlures:The Profes-
sional Way by Andy.

FLAYING THE GAME

A few do's and dont's for suc-
cessful adventure playing.
First, analyse the scenario and
the environmeni yourre guest-
inF in. Now it's likely thal you
will come across objecis, char-
aclars. localions and mas-
sagesiclues which are irrele-
vent to the slory and the com-
plefien of the advniure.., bul
nevertheless, note them all
down in separaie celumns on
saparate sheeis of paper énr
divided into same in & hancy-
sized nntﬂ-pad‘}_ For example,
have a sheellcolumn marked
Characlers, for Objects, Whers
Found, Weight, Dascription and
30 on. Soif you're in a sifuation

N whera you only hava & limited

number of turns before your
light runs out or something. you
don't have lo waste lime ra-
examing objects

Maptping is alsc essential. The
besi way is fo nole down a brief
description of the room and a
little stick connecting it wilh the
nexi reem. |1 may also prove

T useful to number sach litlle

dascription with can be connsc-
ted {o & separaie piece of paper
containing the corresponding

number and perhaps & more
through daescription or some
clues you have found. When
mapping, note the way a room i3
described: where you are, whai
You can ses, and where you
CAn go.

*The Chicken Option®

This is just simply the SAVE
and LOAD commaends or HAM-
SAVE and RAMLOAD if your
adventure permits il. Marching
boldly towards a bunch of gob-
lins carrying only a penknile
and the uhh{gi!nry lamp is just
asking lor trouble. 5o, save
befora you reach themand just
in case they decide to sepereie
our head fromits body, all you
ave ic do iz jus! re-load your
saved pogilion and fake & diffe-
rent course of action next time,
much simplar than 51B.ri|nF the
adventure again, sspecially if il
ook you over an hour lo get
where you ars. Buil beware,
some adventures carry sirong
casas of A.l or Artificial Inlelli-
gEnce.

Mot i’ust in the game characiers,

but In monitoring your pragress.
If it finds you are saving your
few maves then

position E'rerg
i may knock a few poinis off
your scare, eventually making it
impoessible for you fo complete
the game with 100%

To BASIC then We've done all
we can infernally (in {he game]
and wa can go no further, so
wha!l do we do’r Well, we have {0
iry and get into BASI|C il possi-
ble. The bes! ways are to type
LOAD or SAVE and when it
requires you to start the fape,
press BHEAK. If the game is un
prutenlam you will be in BASIC]



Cther games will either put "BREAK
LOAD ERROR' on the screen ar will
simply crash if the game was protecied,
The pes! ‘escape’ key hes io be ihe
multiface button Give it a press and
then press E ior exil to BASIC, It none
of these work, then youll have lo wail
until next issue when I'll try and get &
hold of 2 "super escape key program.

This program. when run, will eilow you io
escape irom almosiany program usiby
pressing CAPS SHIFT and ENTER. i
anyone gul there has one of these, then
Bleasz send it in. All senders with &
warking soluticn will get 2 FREE copy of
Alchnews and a bonus prize, so gel
wriling! [in adventures wrtlen by Quill
nut not saved via the Quill's 'SAVE
ADVENTURE® option, it you can exii lo
BASIC. [like in the GAC example}, and
save ‘CUDE 27256, [approprale Eengtht]
[max is 28831] this can then be loade
inio Quli]

Thank you Andy Mext, | shell move ocnta
the competition tha! | promised a{ the
begmning. To win this game | would like
gu fg tell me what was the name ol 8
pecirum adventure which impressed
gveryong wilh IS8 comic sinp scanes,
and where upon saying the word
"KWAH" the character ceuld transiorm
inte a crime-fighting super hero! The
answer must be the name aof the First of
the games based upon this particular
theme

Answers fo the new ZAT address wnich
ig 10 Wasterkirk Onve. Madeley, Tel-
tard Shropshire. [ F/ 5HJ Flease mark
your envelepe "Desmand and (Gertrude”
comoetion. All eniries mustbe received

by the 28th August Winners will be
announced in JAT 16

The nsxi raleasze fram Delbert The
Hamzsiar Soliware I1s DELBERI' S

WHEEL OF ADVENTUHE - s compilation

ack of four Alse, | have news thal
I'HS should i contracts, elc gettihe
grean  lighi} De rlaleaz:nﬂ SgmEe pasi

adveniure on ihe laBel which | am told
will oe worth waiching oul iof

've alse heard rumours that D1HS are
conzsidering releasmng &I their nast &

then | think that it is a greaf idea which |

15 sure to be a success. Would the other
adventure houses such as Tartan, Zene-
i, etc. follow suil though? let's hope
S0

Mext issue |I'm hoping to include an
article on adveniure creaiors by Andy
Davis plus the usual dosage of adven-
ture material for both SAM and SPEC-
FHUM computers Until next time Jesaph
Crawtord

= Posimans
b K1) O CK! pavid A

David Addey
Welcome again, to the wild, wacky.
wonderful and weird world [aham] of
Play-By-Mail adventuring. 5 I1s3UB
I've fealured two games - KJC Gamas’
1I1'S A CRIME, and HORUS Games’
CHRONICLE OF KINGS, The Deeper
Realms First up, it's A Crime

For & start. I'm going to call il IAC irom
now on. 1o save lime. | suspect several
of you may have already heard ol the
game befcre, s it was recent|y voled &l
the Gemesmasier International awards
ns the best PBM game aver. 1havelo
agree with this -I've played many PBM
game, and [AC is delineily the besl. Il's
gt in Mew York in the late 1890°s, a city
on the edge of collapse, and pils you, &s
the |eader of & gang ol new racruils
against 500 others spread throughoul
ine city

Your task is to become Godiather of the
cify: you do thiz by generally being the
meanes|. baddes!, wealthiest, and
atove all lsast dead gang in the city
Turn printeuts are laser printed and
comprehensive. ke all KGC games, and
orders avaiable to you include controll-
ing blecks, arson, robberies, mug%ir‘.g
delenceless cily dwellers, ambushing
nearby gangs. buying and pushing
grugs, gaining 'HEE'.FIEJI"!E}' for your gang -
basiclly, if it's illegal of immoral, you'll
DE InYaiveg 0 1t

There's also & new vanation af the game |




same game, bul with added leaiures,
and the emphasis on gangs with your
mission Being fo centrol mere blocks
fhan other gangs. Both games have two
furn costs. A “single turn® cosls |
cradil. end il gives you four orders,
whilst & "double turn® costs 2 crediis,

and gives you lsn. Credils cost 85p
gach, the turn freguancy i3 evary lan
gays [lhcugh slower gamss erg gvail-

able), and you can geta free rules pack
and start-up position for either gama
jdon { :u;gcgt o state which you want]
irom KJC GAMES, FREEPOST,
CLEVELEYS, LANCS, FY5 3BR.

I've decided

I'm dstlinetly going (o
ebbreyials

ihe nams of the nexi

Chronicle Dt Kings The Desper
Realms Of Avalon is & bit much
really. We'll call it "Kings®. [t's &

fantasy adventure wargame, wilh 500
playars.

Sei in the lands of the New Conlinant, it
apparently fealures 'magic and dra-
?uns'. o gquote HORUS Games. The
urn sheels you recieve are definely
comprehengiva, coving on AVErage six
or seven sides even at the ha%innmg o1
the game. The game is basically one of
conques!, with your task being to build
an empire from what is inilially a small
settlement, by bullding armies, con-
struciing forts, towns mnd cities, and
exploring the many provinces around
you.

| have to say | had extrems difficulty
keeping Irack of exacily whal was going
in the %tnrna | played in, and that, after
- my firal six turns, | had not encountered
anofher player. There werg admiifedly,
gmblams over lhe printing of the rule-
ooks for the game when | piayed, so |
was noi _tntall;lr inflormed as to all the
rules, bul | car ain:j-.' didn’t find the game
easy to understana.

Thei said, though, | think Kings is a

game f{hat has polential - and also
pernaps more depih than seme athers,
| think it’s really a matter of tasle - lhose
people who like more of & challenge, and
a8 game with the emphasis on strategy,
may well like to give ita try. Cost -
E1.50 for your firsi 11 orders, 12p for
gach further order ¢magic orders exira)

Free siariug frem. HORUS Games,
Francis Ave. Souihsea, Hanis
PO4 DHN. Mex! Issue - Space batilas
galare in Capitoi.... DA

Since lhere's spars space, you maybs
also inlerested in lhe Adveniure cover-
age thai will he feaiurad in Squara Una
[First issus due wilhin the July{Aug
interim]. Firstly thera's P.B.M. games,
[which you've just been reading about)

The main topics of discussion are Live
Role Play and Board Games, both oi
which are proving {o be very popular and
innotive over the past few years. Live
Aclion [LAP] will fealure reviews ol
L.R.P. clubs, and associaled topics.
Leaded Dice covers varied game sys-
tems, from Dungeons and Dragoens io
Hole Masier. Bolh are simed for &
audience who may never of heard, or
seen , their ilk as well as the already
“astablished” population

Square One will also be covering compu-
ter Adventure game systems, bul unlike
ZAT, itll boast articles not only for Sam
Coupe and Spectrum, but of other
compuler syslems, names of which
curranily elude us.

Anyone wanling to canfribule o S| . or
wish lo have an issue [E1.25 which
includes postage and Eacka ing), ca&n
write to Square Ona; 103 Chiltern Gar-
dens, Dawley, Telford, Shrops, TF4 2Q4.

Contributions fo ZAT can be forwarded
via 10 Weslerkirk Ornive, Madeley,
Shrops. TFT 5RJ.
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PUBLICA 5=

By Mike A.J

This issue | shall be reviewing Guy
Middleton’s 7th demo, Terminator 2.
Supplied on 3 TDK branded disks with
customn labels, TZ looks like a class PD
srodiiet. On BOOTing disk 1 wvou get the
normal menu from Guy [(info on
demo/film/ other s/w awvailable) and
then into the demo. No sound again, but
almeost 90 screens this fime, with up o
195 lpaded at one time. Guy has digitized
In the cinema farmat (wide screen) in 4
shades, each laking up 1/8th of a MODE
4 srreen.

To begin, were presented with some
standard intro screens including Arnie's
frace metamorphosing very slowly info
ite metsllic version (not the best effect
ve =zeen!] then into the main body of
the demoe the oconiinuous —digitized
graphics. These are displaved iIn a3
variety of colours, selectable by
pressing, eg. . B for blue shades
Unfortimately, rmost of the colours make
the graphics worse than the standard
grey shades ['W'L Guy has digitized
various sequences from the film and
although they're all very smooth, none
of them actually make you think "Wow,
that's good”. The demo skips around the
film [not always in order) with the data
arranged for minimal disk swapping
rather than continuity.

Quantity not quality seemns to be the
mofio. No matter how many screens
were  digitized, Erimmed, squashed and
cruniched [the derno tock over & menths
ta make] you still have a basic concept
which iz great for the first few times of
viewing, then you start thinking "is that
it If you're into digitized demnos, check
ot the best one yel If nob, vou can use
the disks for blanks afterwards!

GRAPHICS: 753 [slightly fuzzy screens,

emall wviewing area bhut smooth
anirmnations with infrequent 1 0ADing)
SOUND: 052 [no sound at all)
PAFSENTATION: 503 [fairly poor title
sereen and slow metamorphl
LASTABILITY: 40% [great viewing the
first few times)

ORIGINALITY: 4034 [looks VETY
reminicent of Guy's 6 other demos)
TECHNICAL ACHIEVEMENT: 90 [wide
SCTEE, compressed, real-time
decompression, nearly 900 'screens’)
OVERALL: SB4 [gquite expensive, but a
lot of effort went into it)

T2 was produced by Guy Middleton and
costs £S5 Contact Guy at: 35 Victoria
Mount, Leeds, L5186 4PL,

Mow for a quick plug: AJ Incorporates’
DernoDisks 8 and 9 are being compiled
as | type [almost)y Including et Heady
For This' by Z Unlimited, sampled &
sequenced by  Daniel Cannon, Toma’
sterea sample demo by PC Techno [over
Z mins of the stereo Amiga track), a

guick sieren  rhythmn by Silents,
mampled by myself, and fthe classic
Lemmings tune known as
'puds main_part’ to Amiga PD demo
rippers out there, the whole Irack
sampled by moi.

Also coming soon from AJHD is my
new  SAM  screen MODEs,  including
resalutions of 5122384 and 16x16 colours
in standard MODE 4. The first use aof
these enhanced modes will b to create
a ultra-high quahty slideshow of
digitized monsters and creatures from
'Fiend Foli® (DD book]) using a
spectrum [1) digitizer. This will be the
first A slideshow (the one in Fastline is
MOT by us) and may feature some
music created using E-Tracker [write to
SAMCo for details on E-Tracker)

That's all I've time for, so-unbl next
tme [T sy “Keep writing those
progeies” {If vou want a fair review in
ZAT, send the finished itern o the main
address, and I'll see what [ can do)

Mike A
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Welcome to yet another edition of
Playpen. As usual we have a number

of games fto review, or preview. ag
PL AYPEN Jma casé may be. For the SAM,
: there’s Astrobail (including a look at
~compiled by the Speclrum wversion too), and a

= game called Plazmoid. which looks
POLLY SHEPPARD vary Interesting indeed.

For the Spectrum, we have. as usual
, @ number of new Budget game ralsases, this time including Rick
Dangerous (which inspirad this issue’s cover ar) and the hilarious
Monty Python’s Flying Circus. So stz not walt a moment longer, as wa
begin with_.

AstroBall.” Feveiation £289 (S48 £799 rSpec) Specium & S447
FEENTS,

Heview by David Ledbury.

AstroBall Is the first release from Revelation, that alse makes a dual
appearance on the Spectrum. it Is also the first published game by SAM
nawcommer Balor Knight,

All well and good, but whats the game all about? Simply enough you
confral a ball, which has to bounce from the bottom of the playing area
(approximately 3 by & screens) onto plafforms, and collect all the spin-
ning coins. Preventing you on lhis task, Iz an assored bunch of nasfles:
mostly in the form of green diamonds, but also ons important nasty -
gra\rli.}ﬂ”i Crash down onto the bottom of the playing area, and youve |osl
your |He!

S0 thal's the basic Idea. There are a 20 or so screens to overcome. and
an added exira on the Spectrum version: a game of Galaxians after each
level! | kKid you not

On both versions, the graphics are rather “minimalistic”, with perhaps the
SAM version bsing only slightly bettsr! (perhaps a litle bil of shading
wouldnt have gone amiss on the Spectrum version!) Scrolling is excep-
tonally good on both versions, which in SAM’s case Is quite clever -
SAM scrolling isnt easy when over 24k of screen needs fo bes moved
around in 1/50th second!

Sound on the Spectrum 128 isn't bad, as are the sound effects. Tha 48k
version is quite silent though. The SAM has a sultably “bouncy” tune,
Overall, AstroBall is a “basic” looking game, but never the less. a great
one to play. Perhaps it owes a litle In looks fo the old budgst classic
“ZUB", bul who cares! f's fun, and thal's all that counts to ma!

Natirgs
Playability 80 Addictiveness 92 Sound 70 Graphics 70 Overali &3

NOTE: In lighl of events fealured on the News page, lhe game above is
currently In a state of “limbo”. Balor Knight is currently trying to regain
the rights to his title, with the possibility of publication of the SAM version
on the “ZAT-Soft” label not being ruled out. More news next issus.




Plasmold: Aubiisher fo be decided £9.99 (SAM)
Preview by David Ledbury.

Plasmold is the latest SAM game from Balor Knight, programmer of
AstroBall. Again due to event: reporied In Newsflashes, thls game Is
currently being “bafiled” for between 2 publishers: ZAT-Soft. and FRED
Publishing. So, until thiz i3 decided, here’s a quick preview......

Plasmoild Is a classic “scroll around space, if It moves blast it, and If it
doasnt move - collect or avold I’ stylad game thal anyone can play In
noe me at all

As with the above game., Plasmold features some simplistic graphics
-however, It also fealures the same degree of “smooth scrolling” that the
parlier game does. [Tech nofe: since writing the above, I've been told thal
both games ugse a syslem of fast sprite movement, to simulate scrolling.
So THATS how it's donef]

The game features 10 levels of game-play, which cover a large playing
area, In which you have to flnd and collect a number of items. Preventing
you is a range of nasties of all sorts: helping you is a range of
“power-ups” which give you a range of abllities for a shorl space of
time.

All 1 can really say aboul Plasmoid, iz thal if you've been looking for a
nice and simple arcade game, In the style of the oldies-but-goodies of
the past - thiz one: probably for you!

Monty Python's Flying Circus (Spectrum) Virgin/Tronix £3.99.
Review by Richard Swann,

And now for something completely different! Appearing about 23 vyears
after the classic TV series, here's the computer game based on the team
thal gave a new meaning to sliiiness. | must confess that most of my
family are Python addicis, so I'll iry 1o write this review without any
pro-Python blas.

The game Hzelf was actually originally wrilen around some of the more
famous skeiches of the TV series such as the Parrot Sketch or the
Ministry of Sllly Walks, but that resulted in a very dull idea for a game.
S0, the finished product is actually based on the wery unusual cartoons
by Terry Glillam.

The idea of the game is that you play the part of Gumby, who's a very
stupid northerner (apologies for everyone living north of Watford), who
has lost his brain, has has to collect each part of it at the end of one of
four muliiloading levels. Each level fealures Gumby as a differant creaturs,
such as a blrd, a flsh, or even a wellington booll The levels are, of
course, far from easy, because In between lie a whole load of blzarrs
creatures (such as dead parrots, the Spanish Inquisition and klller Kseep
Left signg), who just happen to get in your way, resulling in you loosing
some energy. Lose all your energy, and your head pops off, losing one
of your three llvaes.

Forfunately, Gumby can gain extra energy by picking up tins of spam
scattered about the place. Unfortunately, they are embedded in blocks of




cheese, which have to be shoi first and sometimes you have to shoot
hidden swiiches to reiease the spam in the first place. You can also gain
access to hildden bonusz rounds, such as collecting ag much spam as
possible, or having a pointless argumant as long as possible. All of thess
provide you with exira energy and decrease your scors, which incidentally
glarls at sevaral mlllion and counis downwards!

The graphics in this gams are first class, with some pixel-perfect redrav-
Ings of Gumby, and Ilvely backdrops, full of colour and Ifitle clash.
Sound, however ls poor, conslsting of only a few feebla and Inappro-
priate sound effects and an extremely quiet rendillon of the theme tune
on 128K.

The game plays well, but basically it Is nothing more than a fllp screen
shoot-em-up, similar to Cybernold, with the Monty Python graphic: added
In for good measure. it doesni really have the humour or the excitement
thal the TV series had, and it can get really boring wading through
screen afler screesn, doing the same things over and over again. in shor,
| would say that this game looks great but plays llke a dead parrof it's a
ghame that the game didn1 make more use of the licence rather than just
drop sultable graphics Into an essenbially plain game.

BATINGS
Playabillty 65 Addictiveness 52 Graphics 90 Sound 35 Overall 56

Usually when we seleci games ito review, we always malntain thal the
game has had very reasonable reviews in the malnstream magazines. In
the case of the next game, we've declided just for once 1o break the rule,
30 heres an unscheduled look al..

GOLDEN AXE (Spectrum) VirginTronix £3.99
Review by Richard Swann.

This game was Incradibly popular In the arcades, largely due to fis huge
sprites and fast three player acion. Unfortunately, the ftransition to the
Specirum has not been quite so successful. The plot Isni really important
in thiz sort of game, and essentially involves three people, a barbarlan, a
valkyrle and a dwarf who have fo baftle through several levels and defeal
the Death Addsr,

The gameplay basically involves you walking from left to right and Kiling
everything that stands In your way. if you gef Info a sticky siuation, you
can usea magic spells to weaken all your opponanis at once. An added
feature ls that you can climb onto dragons and ride on them, burning
enasmies with a fiery breath or hiting them with the beast's tail.

The graphics In the game don't look quite right. They look like cardboard
cut-outs, and are nowhere near the size of the arcade original. Sound Is
feeble apart from soma dramatic music at the start of the game on the
128K. The muiltload that comes with the game Is extremely annoying,
reguiring you to walt for ages betwsen lsvels. The gameplay Is incredibly
monotonous, and simply Involves you pressing all the keys in a hope of
killing the enemy, moving right a bit, and deing R all over agaln. The
whﬂladHEMQ le desparalely dull, and probably not even worth playlng a
second time.



|

Games like this mighi prove to he popufar In the arcades, but s a
mystery io me why, since the gameplay Is Incredibly basic. In short, don
even bother picking this up, because it's just a total waste of time.

AATING S

Flayability 16 Addictiveness 12 Graphicz 52 Sound 38 Overall 18
Rick Dangerous (Spectrm) Abor £3589

Review by Richard Swann.

Thiz game Is loosely based around the escapades of Indlana Jones. Rick
Dangsrous s an Intrepld explorer. who doesnt sesm fo mind penefrating
the darkest depths of the world, avolding all manner of untold horrors to
succeed In his secret misslon. Rlck has four missions o compleie, each
one lasling a compilete level. Level one sees Rick in South America, leveal
two rin Egypl, level three in Germany, and level four In an underground
miszlle base.

Gameplay Is more or less an extension 1o the platform style of Manic
Miner, the main diferences being that sach room in the level is about slx
scrolling screens high, and thal Rick is armed with a sholgun with a few
bullets, and a couple of sticks of dynamile. Extra ammo and dynamite
can be collected along the way. Rick enters at one entrance of the room,
and must make I across to the other one. ¥ he gets killed, you lose a
life and go back to the start of the room. There are a whole load of
nastias In the way, such as spikes, guns, and even hostile natves. The
natvies can ba disposed of by a shol from the gun, or you can throw a
stick of dynamile at a group of them to blow them up In one go (F you
feel sadistic). The gams is full of hidden doors and walls that block the
an ahead. Fortunately, a sho! or some dynamie will usually get round

am.

The game iz very enjoyable to play, apart from one thing - there are
many unexpscled deathtraps lurking everywhere, and you only reallss
them when you walk siraight into them. However, when you've figured out
how o get past them once, you wont make the same mistake again, and
you'll always want to come back fo ses whal come: nexl | found tha
game had that all important “just one more go” element. However, | think
mhlal Inexperienced players may find the game a litle too hard for their
liking.

Graphlcs are cute and well presented, although the background does
make things a little hard to see at times. The game doesn't feature much
colour, but | think that any more than there Is would make the graphics
less clear than they are. Thers isn't much sound, but where Il is, it really
adds to the visual effects. One of the most addictive games I've geen in
absolutely ages. I've only gol as far asz [evel two, but I'm going fo
complete thiz if i takes me all year

RATINGS
Playability 38 Addictiveness 95 Graphics 75 Sound 70 Overall 90

Thals all for this edition of Playpen. If you've played a game and think Hs
worthy of a review, then please do zend In your comments. Until then..
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Onee again welcome to another edibion of
Mean Biz. Although | may no longer be
Editor after this iseue has gone to print,
[ will still be here to organise and do the
waffle in-between the serious material
presented within the column.  Right,
what do we have for your pleasure this
fime. To begin with, here's wvet ancother
DANIET. CANNON expose. KEdisk is a
shareware otility from Geoff Winkless,
which maybe a god-send o some of the

Sam Cotipe popiilace_

KEdisk [or KEdisc depending on how you
feel) is a program which will allow you
to read and write to MS-DOS discs. This
basically means that wvou can transfer
filee fromn the PC or 5T to SAM and
back again. If wyou have a MS-DOS
convertor for an Amiga or Archimedes,
you can also convert files from these
commputers, through MS5-DOS, o SAM as
well COther little widgets included allow
voll o edit sectors on discs, cormpress
SAM screen displays, and fix the Flash
flashing palette problern.

The program is dead easy fo use. Just
stick the MS-DOS disc in the drive, hit
RETURN, type LD [Fllename), swap the
dise for a SAM disc, hit RETUBRN again,
and type SV (filename]l

If you want to you can print out
documnents by using DPRT, or see them
on screen using [SCH, but probably the
most important commands [after [D
and SV of course] are CNED and CDEG
which convert screens from the ST art
packages MNeochrome and Degas Elite,
Now | don't have access te an ST so
cant say how that worked [oops]l But
from what e seen of the demo

1=

slideshow also supplied on the disc it
=eems to do = fairly good b Unlike
other convertors it appesrs to scale the
streen down properly so that the right
hand side of the screen display isn't lost.
{1 did actually try this option out with
sane 51 screens. Although it did work
very well, sometimes it split the screen
in 2 and put the left on the right sde
of the screen and wvice-versal [t was
soon corrected with SCROLL in FLASH
though. DL)

You can easily move into sub-directories
on the MS5-DOS disc by byping the
sub-directory name. However, vou can't
move back up the subdireckory tree by
typing In "." [which i= the proper way
fo get back up @ sub-directory tree on
M5-DO5) Instead wou have to start
from the top and work down again

The program can't cope with Master
DS =ub-directories. howewver, and can
confuse a Master DOS disc for a MS-DOS
dise. You can f[ix both problems by
formnatting a disc with Master DOS,
making stire that you don't open any
sub-directories

The screen compressor can be used to
compress your converted ST screens or
original SAM ones. Again, it's all dead
easy o use, and it manages to compress
even digitised screens down to half =ize
All yvou need to do to uncompress it is
to use a simple CALL command. The
derno  slideshow shows wou how this
works

The sector editor is easy to use as wel
[has anybody got another way of
saving "easy [o use’ or "user friendly™)
Just stick in the disc, type the track
and sector nombers and vou can alter
that sector. You can edit it using
decimal, hex or ASCIL You might find
this wuseful for repairing directory
entries or unerasing files [or putting
messages in other peoples programs..)

The Flash utility stops Flash screens,



well, flashing when you load them up as
SCREENS files. Mothing else to say here
apart from the fact that the author
clearly has it in for Flash.

At the moment I'm wusing KEdisc to
convert Archimedes screens across to
the SAM, some of which you may seo
in the next 30 disc [shern] [and also in
a forthcomming ZAT graphics disk DL]
I'm alsn frying to convert Amiga
samples across You may be inberested
to know that this program is faster
than both the Amiga and Arch MSDOS
converters

Obwviously this is going o be compared
to PC-Suite from SD-Software. PC-Suite
will let you formpat discs to MS-DOS
format, KE-disc deesn't [however Geoff
is working on this for the next wversion
of KEdis:), and KE-disc will
automatically convert screen displays
across to SAM format [which PC-Suite
won'tl KEdisc also has a good screen
compressor with it And at £24) cheaper
than PC-Suite, yvou cant really go far
Wrong.

You can get KEdisc at £5 from:

(ol WinkLess,
Knife Edge Softwrare,
H Station Rd,

Hirbe Muxloe,
Leicester,

LES SE.J.

Hatings:

Usefulness 90
Pressntation &0
Compatability SAM
Overall 85

Mext onn the agenda is a2 wseful
Turbo-lcader for the Spectrum To
explain how wonderful it is, here's its
auther, RICHARD SWANN.

This program will give a turbo-boost to
vour Spectrurn programs, so that files

vou save and lead to and from tape are
2 ot gquicker. Most commercial programs
have three types of turbo loads, but
don't allow you to customise the leader
to suit vour own needs, or to save your
own data. This leader, however, SAVEs
and LOAD'=s files with the minimum
fuss

HOW TO USE THE FROGRAM.

You should type out the BASIC listing
as chown below. Once this is done, RUN
it You now need fo configure your
loader so it knows what data to read
and write. First of all, vou will be asked
the start address of the code you want
to save, and the length of it For
example, if you wanted to SAVE and
LOAD a Iloading screen [start=16384,
length=6912] wvou would enter 16384 and
then 6912

Tou will then be asked a speed incresse.
In-putting 0 gives wou the standard
Spectrum |loading speed, positive wvalues
increases the speed, while negative
values decrease b You are allowed
numbers from -3, which Iz =0 slow Its
pointless, and 40, which gives
mega-hvperspeed leading, but  you'll
probably find it unrealiable You can
then SAVE wour coxde to tape: the start
is 64900 and the length is 385 To
SAVE, RANDOMOZE USSR 64900, and to
LOAD, BANDOMIZE USR 64914,

10 CLEAR B535983

Z0 LET T=0,FOR N=23296 TO Z3356
30 READ APOKE NA

40 LET T=T+ANEXT N

20 IF T-=877Z THEN PRINT "ERROR IN
DATA FROM LINES 1000-1100"STOP
B0 LET T=0,FOR N=64900 TQ 84927
70 READ APOKE N,A

BO LET T=T+ANEXT N

90 IF T«3179 THEN PRINT "ERROR IN
DATA LINES FROM 1100-1140%STOP
100 CLS: PRINT "RICH-LOAD has to be
told three things..."

110 PRINT “1) The START of the code"
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1720 PRINT “2) The LENGTH of the
cade" :

130 PRINT "3} The SPEED of the code”
140 INPUT “Start™;S,
“"Length™L,"Speed’;A

150 LET S2=INT (S/2565LET
51=5-(5Z#735)

1680 LET L2=INT (L/256%LET
Ll=L-(LZw»Z38)

170 POKE 64902,51,FPOKE

64903 57,FOKE 64916, 51L:FOKE
8491752

180 POKE 64905 L1.POKE
654806 L2 \POKE 64919,L1L,FOKE 648Z20,L2
190 POKE B3Z31,Z03-(F/1.5)

200 POKE &5016.523-A

210 POKE 65049, 66-4

220 POKE 85055,672-A

230 POKE 65070, 49-A

240 PRINT "Insert a blank tape ready
to =ave this code.”

290 SAVE "LOADER" CODEt £64800,385
Z60 PRINT "Your FAST LOADER has
been saved to tape. IE"

270 PRINT "has been saved as
FILENAME CODE 64200, ,385"

280 PRINT "HBANDOMIZE USRHR 64900 TO
SAVE"

290 PANT "RANDOMIZE USR 64914 TO
LOALD"

00 STOP

999 REM DATA

1000 DATA 33,194,4,17.194,253.1
1010 DATA 67.1,237176,62.253
1020 DATA 50.57,254 50,231,253
1030 DATA 62,254 .90,253,253,50
1040 DATA 196,253,50,13,254,50
1050 DATA 41,254,50,10,254,50
1060 DATA 125,254,50,132,254,50
1070 DATA 147,254,50,157,254,50
1080 DATA 96,254,50.204,754,50
1080 DATA Z15,254,50,229,7254,701
1100 DATA 221,33,064,17,027
1110 DATA 62,255.167,205,194,253
1120 DATA Z01,771,33,0,64,17,0
1130 DATA 27.62.255,55,205,86
1140 DATA 254,201

If vou know machine code, you can call
the lpader directly, using the following
routines:
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Ta SAYE

LD I%,start
LD DElength
LD A £FF
AND A

CALL EDCZ
RET or JP

To LOAD

LD Ix,start
LD DE.length
LD A EFF
SEE

CALL FE3G6
RET or JP

In both cases, start and length should be
replaced by the appropriate 2-byte
numbers,

That's: all frorn  Hichard this time
arotmd. Mext time Richard will be
delving into the secret world of
Interrupts on the Spectrum. To round
off this edition of Mean Biz, DAVID
| FDEURY comes helter-skeltering down
the chuate. Firstly, a few hints of
[useless?] informabion, followed by a2
quick run-=down of some SAM Creation
Systems.

Thanks For
introduction Darren!

that “interesting”

Have you wondered how ZAT actually
eets it's BASIC program listings from
the Spectrum & SAM to the DTP stage?
And for that matter how come the odd
mistakes such as a Spectrum listings
developing SAM Commands happens?
Well all can be revealed.

The process of changing the program
listing, which unlike on some computers
i not held in memory 4d9s a
easy-to=-tunderstand file which COULD be
written on 3 wordprocessor, but is in
actual fact buwld up iIn memory as a
combination of special codes is prettv



simple. The i was worked out
by Matthew Holt (author of SAM Manic
Miner], who happened to have a few
minutes free, and is as follows:

Cn the SAM, & program listing iz leaded.
Now, enter this

CLEAR 30000 (or a larger number if
Lol have 2 larga program)

LFOKE 23759, DPEEK 23754

LLIET FORMAT 2

RECORD TO A% RECORD STOP

LLEST

POKE 30000,A% (or whatever the above
sadress Is)

Thi= will now create g copy of the
program listing in memory, held st the
above address By simply typing the
linee SAVE "text” CODE J000, len at
the cofe will now be saved off,

This text can now be loaded inta =
stitable text Editor, such as Relion Word
or PUG Other Word Processors use a
different storage methad, (padding out
lines of 64 characters with spaces]
which may require a laot of editing of
the file.

Now, this works fine for SAM files But
what about the Spectrum? Well by
using the wutilities on the SAMDOS disk,
a Spectrum BASIC lsHng can be loaded
from tape or +D disk, and be converted
to a SAM BASIC listing. This i= where
the odd mistakes happen. As the utility
iIs clever enough to alter the odd
commands needed o SAM BASIC, this
tan mean some Spectrumn  listings

developing SAM  alterations  INK
becoming PEN, ebc.
Another little quick tit-bit  comes

{indirectly) from Dr Andy Wright:

If you have a file - either tape or disk -
which you wish to load into SAM, and
to discover it's length (perhaps in
uploading Tasword files from Spectrum
tapa.amimtﬁngthﬂmnnﬂﬂ!dmﬁ}l]

this may be handy.
PRINT DPEEK 8&4B73 MOD 16384 +
(PEEK &4B72 MOD 32) s16384,

The number given by the above line e
the length of the Fle fust loaded.

Right, 1 hope that was of some use o
vou!

There are now available s number of
interesting game creation utilities for
SAM, as mentioned in BackChat Thess
will be reviewed over the forth

Issues of ZAT, but here is a quick
run-down of what is on offer

CAMES MASTER: From Dr Andy Wright.
Create your own self-rimning arcade
games, In this interesting systern which
combines the ease of easy to control
designer, with a powerful compiled
language. Large range of features, and
can alse use BASIC and CODE. F2499.
BetaSoft. 24 WYCHE AVENUE KINGS
HEATH, BIRMINGHAM, Bl4 6LQ

SAM COUPE ARCADE DEVELOPMENT
SYSTEM: [SCADS) An equally easy to
Use program, with a sophisticated Sprite
& Graphic designer program. SCADS
uses an enhanced BASIC systern. Price
and address unavailable at present.

SAM ADVENTURE SYSTEM: See BackChat
£30. COLIN JORDAN 83 TREWENT
FARK, FRESH WATFR EAST, NR
PEMBROKE, DYFED. SA7] 5LP

PROFESSIONAL ADVENTURE WRITING
STSTEM: [PAW) £23 [APPROX) See
BackChat for details,

And so ancther Mean Blz comes to g
graceful ending, As ever, any comments
or suggestons can be forwarded to the
cofurmnn via the new ZAT address, which
should by now be in-printed into our
minds. If not, check the preceeding
columns for enlightenment DR,

o b |



CODE BRERHERL,
Lanielannan

Right, before [ start | hope all you lot
have got assemblers by now? Sinclair
Uszer have a free assembler in the May
edifion of their mag Steve Nutting will
supply a demo of his SAM assembler if
vaou send 3 formatted disk and a SAFE to
shteve's Software, 7 Marrow Closs, Histon,
Cambridge, CB4 4XX [don't forget to
mention ZATL I'm telllng you this
because next issue I'm going to start
something pretty special

This month I'm going to roll all the
commands we've learned into  one
program. This program will encode
blocks of memory given a password. Tl
leave you to decide what you want to
hide from the rest of the world

First type in the program. As always,
save (I afterwards Spectrum owners
will have to replace S0 ORG 16384 with
o0 OBG address, which can be anything
you want. This should be at a fairly
high address (eg. 60000) =o that there is
room for the BASIC beneath it, the
asgembler [if that has to be inm the
memory at the same Hme) =and the
data wou want to encrvpt. You sheuld
also change line 70 to 70 setstrEQU
5633 And you should forget the
*RFPORT OFF command (which is only
used on SC_Asssmbiler).

Co010 PROGRAM 1, Password
protection program.

00020 ;Length 180. Not relocatable,
00030 ;START ADDRESS

aQ0a0 aREFPORT OFF

Qo050 ORG 15384
Q0060 -ROM AOUTINES,

Q0a70 setstr.EQU) £0112
00080 ;SYSTEM YARIABLES,
00090 lastk,EQU 23560
Do100 flags:EQLU 23611
00110 . JUMP BLOCkK,

00120 JA  doxor
Q0130 JR name
00140 VARABLES:

0150 startb:DW O

00160 lengthaDWe 0

00170  passwdiDM “1Z23456"
00180 xorbute.DB O

00190 SECTION 1, MAIN PROGRAM.
00200 STEP 1. FIND XOR BYTE:
Q0210 doxoriXOR A

QOZzZ0 LD B.o

00230 LD  HL,passwd
00240 doxerl:XOR (HL)

00250 INC  HL

QOZE0 DUNZ doxorl
00270 LD  (xorbyte),A
00280 ;STEP 2: FIND OTHER
FARAMETERS,

00290 findlD  HL (start)
Q00300 LD BC.(length)

00310 ;STEP 3y ENCODE A BYTEs
00320 encodellD A (xorbyte)

00330 AOR B
00340 XOR C
003350 AOR° (HL)
00360 LD  (HL)A

00370 ;STEF 4. ALTER START AND
LENGTH,

00380 altlNC  HL

c0390 DEC "BC

00400 ;STEP S: LOOP IF NOT FINISHED:,
00410 LD AB

00420 DR C

00430 JA  NZ.encode

00440 ;STEF 6. ELSE RETURN TO
BASIC,



St

03450 RET

00460 SECTION 22 ASK FOR NAME:
00470 ;STEP I PRINT MESSAGE:
Q0480 namelD A2

0490 CALL sststr
o0s0 LD HLmess
0510 CALL prtstr
00520 ;STEP 2: PARAMETERS:
530 1D BD

1S40 LD DEpasswd

0S50 STEP 2 MAIN LOOR
e60 getkev:CALL rdkey

570 CE 12

O0SED JR el
oosa0 CP 13

0D&e00 JR Zenter
00610 RES SA

a0 CP A"

0630 JR Cgetkey
(0640 CP 2"+
00ES0 JB  NCgetkey

esl (ALPHA KEY ROUTINE:
0670 alphad Dl CA

D0aE] LD AB
O0eS0 P 6
000 JR  Zgetkey
D070 LD AC
70 LD [DEJA
0730 INC B
00740 INC DE
0070 PUSH BC
0760 PUSH DE
00770 RST 16
00780 FOE DE
oo7a0 POP BC
000 JR  getkey

o0 del.lLD ADB

00E0 AND A
00840 JR  Zgetkey
00850 DEC B
O0Ea0 DEC DE
Q0570 PUSH BC
OCEA PUSH DE
00890 LD AB
090 RST 16

0080 ;ENTER KEY BOUTINE:
D090 enterdD AB

10 CP B
000 JR  NZgetkey
D120 JR  doxor

Oi030 ;READ THE KEYBOARD:
01040  rdkew:LD HL flags
0050 rdkeyl:BIT SJHL)

MoaD JR  Zrdkeyl
i LD Aflastk)
0nosd RES SJfHL)
o0 RET

01100 ;PRINT A STRING
OO pristnlD  ASHL)

o120 CP 2255
01130 RET Z
01144 PUSH HL
01150 RST 16
01160 POP HL
70 INC HL

= JR prtstr
011590 MESSAGE:

01200 mes=DB 2200
01210 DM ‘Enter & chr
20 DB 255

SAM owners should use a POKE 16384,
MEM${ 32768 to 32948) o move the code
into the System Heap. This Is an area
of memory which is not used by the
cornputer at all, it's just left for you to
use however you need. It starte at
16384 and is about 2K long (plenty of
room for our routine)l f you have the
Lerm or Comet assemnblers then I'm
afraid [ dont know how to do that. Try
and follow wour assembler handbook to
assemble the code to 16384,

23



Ive split the program into fairly simple
steps so that it's easy to understand.
First T've given names to wvarious
numbers using the EQU command. This
tells the assembler to remember the
name given, and at assembly time,
replace the name with the correct
number. This has two advantages: [t
makes reading the listing easier, and if
vou find out that you have to change
an address later on vou don't have to
plough through the listing replacing
numbers, you just need to replace one
near the start (as we =aw in the
spectrum example)

Mext Is a "jump block”. When the jump
block is called it simply jumps to
whatever routine is required. Well why
nat call the routine directly? If vwou
decide to change the routines in the
future then their start addresses will
most probably change as well So calling
the modified routines with the old start
addresses  will probably  crash  the
computer. Instead of going through all
your BASIC programs changing the call
addresses you could simply call one
fiXed address, an address in the jump
block, which then jumps to the correct
place.

Mext are a few wariables. Remermber to
make the PASSWD & characters long
(as I've done in the DM statement)
After this is the main pregram.

Now we come Upon a new command.
X0R [eXclusive OR)} You've seen it
before in the sound routines, and I've
just been saying that it "flips bits", Well
here’s how. First vou must have two
numbers to XOR together. One is always
in the A reglster, and the other is in
whatever register or number which is
givenn in the X0R command The bwo
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numbers are then XORed, and the result
is placed back in the A register.

The command works by going through
egch bl In both numbers, and working
out the answer on the following basis: O
XORO=0.0X0R 1=1L1X0R1=0 As
an example below when we XOR two
numnbers boegether:

A = 1010010
A0R 1hoom
= (100710

Ancther way to remember it iz that the
top row bit is flipped” if the bottom row
bit is L. This is how | remmember it, and
it is more practical as well. For example
we wanfed to "flip" bit 4 to produce
soumd in Codebreaker 2 and 3. This can
be done with XOR 00010000, i= XOR 16

Now if we XOR A, we XOH & number
with it=elf. And since each both bits
X0Bed will be either O [0 XOR 0 i= 0) or
11 XOBR 1.is 0), vou can see that the
result will always be (L This result then
goes in the A register, In other words it
is a another way of deing LD AL It is
faster and takes 1 bvte less memory.

Because there are 6 password letters, B
will be used to count them, and HL
paints to the start of the password, We
then XOR the walue in the A reg with
the byte pointed to by HL, and the
restlt goes in the A register. Next we
move HL on one address, and loop back
if the entire password hasn't been
A0Bed in the A register. What this
small routine does is to cremte a
password nurnber from the 6 password
letters. This is then stored for later wse.

Theres are other ways of cresting a
password number {eg. you could add the



ASCH codes of all the letters together,
for examplel But P'm using XOR because
it's fairly easy to use. Now we point HL
to the start address of the data we
want encoded, and BC holds the length
of the data.

We then get the XOR byte in the A
register again, and XOR it with the B
and C register. This further mixes the
password number with the length to go
[t is then mixed with that memsry
location pointed to by HL, and the resuit
s stored at that address This is to
make the hackers life even harder,
because to get at your data, as well as
knowing the password number, the
length of the data must alss be known
as well [and if youTre very mean you
could encrypt the data in different parts
with different lengths and passwordsT]

Now we move HL up ocne address, and
knock one off the length. Now we have
to check if the length is nothing,
because after each address the length
counter will have been subtracted by
one. When the length is nothing, both B
and C will also hold nothing, and we will
have come to the end of our data. New
comnmand number twaol

OR i= gimilar to XOR but here the result
is caleulated from the following rule O
OR0=000O0OR1=110R1is L In this
case the answer of each hit i=s 1 if the
first bit OR the second hit i= 1

So if we put B in A and OR it with G,
the result should be zern if all the hits
are zero (le. both numbers in B and
are zernl or not zero if any of the bits
are one [le. either B or € holds a
number} Once ORed, the F register, as
usual, will tell us if the result is zero ar
not zera We can use this ides to kesp

looping until BC is 0L

Why can't we just use DEC BC : JR
NZencode? Well Zilog (who designed our
wonderful processor), decided not  to
check if register pair is zero once we've
DECed it. So examining the F register
will not produce the correct result. Thus
(I like using that word) we must check
it manually. But they did decide to build
in the zero check if wou just DEC a
single repister. Weird I know, but the
ZB0 iz full of little quirks like this

That iz basically the routine We supply
the password, start and length It will
create a password number from XORing
the codes of the password letters. Then
it will go t each memory address
AORing it with the password number,
and the length "to go”. Then it will
refurn. We can use the SAME routine
for both encoding and decoding becauyse
if you XOR a number with a second
number twice, the original number will
be returned (try it out)

Mow how to use it Spectum users
should use the following:

POKE o004 256sINT (start/256r POKE
BOO0SINT [start/256)

POKE 60006256«INT [length/256F POKE
60007, INT ]

FOR a=1 TO & POKE 60007 +a,pHar NEXT
a: AEM p$ is the password (6 letters)
RANDOMIZE USR &0

SAM users simply do

DFOKE 16386 start: DPOKE

POKE 16390 password$: REM 6 letters
CALL 16384

This will allow you to encode or decode,
When wyou decode the length and
password must be exactly the same ag
the encode, otherwise you will get

.

he



rubbish! Mote that SAM owners can only
access addresses 16384 to 65535, To get
at the exira memory requUires some
extra programming, which is fairly
comnplicated - when it wanis to be. This
might be a problem because you rmight
have some data which is outside this
area. Howewer wou can use POKE
MEM®.. to copy it into this area [eg.
LET screen _add<{IN 252 BAND
dl)e10384+ 16384 POKE

F2TEAMEMH =creen_add TO

screen add+2457 will copy the screen
down into this area)

To encode a screen display Spectrum
users should make start=l6384 and
length=91¢. S5AM users should copy the
ocreen down and then make start=32768
and length=24%76. To cmopy the screen

back up Ise POKRE
screen_add MEM 32768 TO
F2Te+24575)

I've also written a routine to ask for a
mesword automatically. You must poke
the skart and length in as uswal, buk
vou ¢an call 16386 or &Z [depending
on Your computer] so that the password
can be asked for. See if you can work
out how it works [solution next timel
Omly capital letters will be allowed. You
can DELETE off letters, and wyou can
press ENTER once & lefters have been
typed to confirm your password

Programs 72 and 3 are the solutions to
last months problems.

OO0 PROGRAM 2 Keyboard read and
quit

D000 ;Start 32768, end 32790, length 23.
Helocatahle,

OO SAM owners! Can vou adapt this
to work with your key

0040 routines?

T
LI ORG 32768
00060 LD A2
OOE70 LChange 5633 to Z2/4 on SAM
T CALL 5633
L D Hi 2361
oo Iop=BIT SJHL)
Domo JA  Zloop
00120 [ D AJZISED)
o030 RES. SJHL)

00140 If the up-arrow s pressed then
returm. Can be easily
DO xhanged to whatever character

yvou want.

OOed B
WEIFL HET £
oos0 RST 16
00 JR  loop

ooon PROGRAM 3 Basic
redd.

00020 Start 32768, end 32815, length 46
Felocatable

OO0 ORG 34768

00040 HL holds start address to POKE
C holds key port no

multi  key

0000 LD HLeOo
(0060 LD G254
Oy

0080 ;Deal with 0. Look up block
nurmnbers in CB 5 to see how B

00020 chooses block number and AND
selects a single bit from

0000 cthe resulk

o010 LD B21111101
0020 N AJC)

o0 AND  HOOOCOCA]
40 LD [HLLA
0o1s0 INC. HL

OOiel

070 :Deal with A.

oos0 LD BAININMm
0o1s0 IN AJC)
oCz00 AND 200000001
210 1D [HLLA
20 INC HL



00230

Q0Z40 Deal with O.

Q0230 LD B,Z11011111
002e0 IN  ALC)
00270 AND Z0O0000D010
00280 LD  (HLLA
00230 INC HL

Qo300

00310 ;No need to change block no. P
is in same block.

00320 IN  ALC)
Q0330 AND  Z00000001
00340 LD (HL).A
00350 INC HL

00360

QD370 Deal with M and SPACE.
Q0380 LD B.Z01111111
00390 IN  A(C)
00400 AND ZOO000101

00410 At this stage we have the A
register holding ZO0OODO101

00420 ;if no fire key pressed or not
200000101 if either or

00430 ;both fire keys are pressed.

00440 ¢Is no fire key pressed?
00450 CP  ZDOODO0101
Q0460 If no fire key iz pressed then
jump. At this point A

00470 ;is holding a non zero walue.

00480 JA Z, jump
00430 Otherwize set A to a zero
value to indicate that fire

00300 (was pressed,

Q0510 XOR A
Q0520 jumpd D (HL)A
00530 HET

00540

00550 ;The 5 locations will hold O if
the key was pressed or

00SE0 ;not O if the key wasn't
pressed. The lecations start

00570 ;at 60000 (can be changed),
and are as QAOF FRE.

00580 ;To check Q@ For instance yse

eq. LET a=FEEK &0000. IF

00590 {a=0 THEN G0 TO move up
routine.

O0E00

00810 ;AND goes through the bits of
two numbers (similar to OR

00620 jor XOR) and returns O AND
0=0, 0 AND 1=0, 1 AND 1=1. In
00630 ;other words it will clear any
bit in the & register

Q0E40 ywhose bit number in the
chosen number to AND with is 0.
00650 ¢in this case it will clear the
bits which are not

00860 jimportant or which could
affect the result.

MNext month be ready with that
assernbler! Bye

Frogram Bax-
Steven Hemp

Serious Reading

As promised last issue, this issue | will

be featuring a handy program for all
you Spectrum coders. This program will
print out the contents of nearly all the

ZH] registers - except for IY [as BASIC
needs that itself, otherwise it'll get losth)

To use the program, type in the listing
carefully, then save the program [Very
handy this, In case you make a
mistakell Once you've done that you
can RUN it whenever you want!

The code is fully relocatable - o vou
can stick it wherever you like in
memory, within reason:



[But a little piece of advice before you
type this in.

Fleaze save the program regularly on a
new tape, and make sure that ALL the
DATA lines are correct before RUNning
it.

NOTE: You DON'T have to type in any
REM statements! DL]

] REM sesssssesssasnsas
2 REM = REGISTER VZ.C =
3 REM »a
BY STEVYEN KEMF=
g REM esssasssssasassse

S REM «FOR ZAT ISSUE 15«

10 LET adr=40000

Z0 RANDOMIZE adryCLEAR adr-1

30 LET adr=PEEK Z3670+256=PEEK
23671 LET t=0

40 PRINT "Reading DATA, Please be
patient™

50 FOR f=adr TO adr+147

E0 READ a: LET t=t+a: NEXT r

70 CLS

B0 IF t<= 17302 THEN PRINT "Sorry,
the DATA is wrong!"s STOF

90 PRINT “Code now installed at "adr
100 PRINT ™SAVE with: “"“SAVE
""Register™ CODE "y adr).",149"

110 PAUSE 0s STOP

1000 DATA 245,237.95714.4.245
1010 DATA 221,229,197,213,229.279.67
1020 DATA 2,205,1.22.62.72.215
1030 DATA 62.76.215,62,6,215,163
1040 DATA 205,43,45.205227.45
1050 DATA 62,13,215.62.68.715
1060 DATA 62,69,215,62.6,215,193
1070 DATA 205.43,45205,227.45
1080 DATA 62,13,215,62,66,215,62
1090 DATA 67,215,62,6,715,193
1100 DATA 205,43,45.205,227.45
1110 DATA 62,13,215,62.73.215,62
11Z0 DATA BB,215,62,6,215,193
1130 DATA 205,43,45,205,227.45
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1140 DATA 62,13,215.62.82.215
1150 DATA 62,6,215,193,72.6.0
1160 DATA 205,43,45,205,227.45
1170 DATA 62,13,715,62 6521562
1180 DATA 6,215.193,72,6.0,205
1180 DATA 43.45,205,227.45,62.13
1200 DATA 215,62.73,215,62,6,215
1210 DATA 237.87.6.0,79,205,43
1220 DATA 45,205,227,45,201

Steven will be back next izsue, with
some more SERIOUS READING.

BETA BASIC: £15.95

The ultimate Spectrum BASIC upgrade!

Gives your Spectrum near SAM BASIC

abilities! Contains the latest 48k and
1ZBk versions on one tape.

BETA DOS: £9.9

Got a Spectrum and a Plus D
interface™ Then you must have this!
Many GDOS commands improved in
speed and reliability and many new

features added,
MASTER BASIC: £15.99

The ultimate BASIC enhancement, for
the already superb SAM BASIC! Many
new and useful commands, and a
variety of Speed enhancements on
existing ones.

MASTER DOS: £15.99

The perfect companion for SAMs 1

Meg RAM Drives, and for Iganp!e
wishing to manipulate files. PC power
dizk- handling ... without the E!r'ica‘.
. FILE MANAGER: £12.99
| Loads of DATA to desl with? This
program, with the aid of the above
two utilities, will help you out!
GAMES MASTER: SPECIAL
ZAT PRICE £2250 [(save

| _Ever wanted to program your own
| SAM game, but never felt confident

{enough with programming? This is for |

you! Fast in power, but easy to use,
Games can run independantly, and can
be =zold freely
BETASOFT, 24 WYCHE AVENUE, KINGS
HEATH, BIRMINGHAM, Bld4 BLQ
Cheques made to BETASOFT




NEWSFLASHES

SAMCO SHOCH!

The worst news this issue haz to be
about SAM Computers Lid. For those
of you who don't already know, they
have been forced to «call in the
reciever.

Although the current situation is bad
- especially if you have ordered any
hardware or software from SAMCo -
as | speak there may still apparantly
be a slim hope of t%-& campany being
revived, However, as | write %his iny
mid-July, you will doubtless know if
our hopes are true or not when you
read this late July-early August.

If you are unlucky encugh te have had
any items on order from SAMCo, then
please contact the recievers at this

number: 0792 6554B07.

In the meantime, SAM support is far
from being destroyed. The SAM
Supplement, Outlet, Fred, SofTrix, ZAT

and Enceladus are all (apparantly)
carrying on asz usual. A= for the
others SAM Publications, they will

doubtless feel the same way. Also, as
Bruce Gordon is curretly responsible
for his own companys SAH'I Technology,
this firm may well be able to continue
with the manufacture of SAM hardware
= computers and interfaces. Although
cbviously, he has nothing to do with
monies owed by SAMCo.

The only fly in the ointment is the

software  relesased b Revelation.
Certain new titles are Efat resent) in
a state of limbo. Some old ones may

remain in this state for some time.
However, the recievers are ap arantly
trying to sort out an outlet for
existing titles. Likewise, new titles
which are not under contract, are now
being “chased" by several SAM
Publishars. One such publisher is ZAT's
new full-priced label: ZAT=-Soft. These
titles range from “The Secretary” to
"Plasmoid”,

In & situation like this, we are unable
te be as up-to-date as we'd like, due
te being bi-monthly. However further
news, If any, will appear in the last
ever SAM Quartet Z - available sgon -
priced £2.50 az it iz a double disk

iSsua,

But what about the
Newsdisk

fs IAT readers ma
until recently the Editor of the SAM
Mewsdisic. Bubt, in light of what has
just been mentioned it too is obviocusly
now in the same state of limbo as
SAMCo.

wall Know, | was

But this is where ZAT could come to
the rescue.

Simply enough, there
vacuum where the MNewsdisk once
existed; an area of information once
supplied by the Newsdisk, that iz now
locked off, This need nok be the case.
Listen to these 3 ideas, and see what
you think:

1) The most drastic thing that ZAT
could Eussibl do, is= to abandon the
paper-based format that we have had
For o long.

A magnetic media would mean that
there would have to be, in effect, 2
LZAT's: one for the E@tcfrmn (on tape)
and one on disk for SAM.

Both mags would cover the same range
of material as ZAT already caters for,
but the Spectrum version would alse
contain Adventures, and PD software.
The SAM  version would include
Newsdisk styled features such as the
ROM Source listing, Hardware articles,
demos of new or forthcomming titles,
and special technical features. Also,
an  improved section for ordering
full-priced and FD software would be
created.

now exists a

The down side would be the possible
increase in price, and the lack of the
paper based format. However, the mag
would probably have more in, and be
more machine specific.

2} We could stay az we are, and do
nothing.

Fine, except although ZAT is popular, |
Feel that there is plenty of room for

readership expansion. may be
limited at present. [dust  for an
example, the Newsdisk reached at

least 10T of the SAM ownership ...
miles more than ZAT.)

3) The idea which several readers |
have already spoken to have agreed
would be the bests the combination of
I + 2y ZAT as is (more or less) and a
sister disk and tape. The disk/tape
wolild cover the areas listed in 1



ieaving 7ZAT to cover the normal range
of stuff, There would be NO NEED %o
buy the disk/tape, but there would be
planty to make it worthwhile.
The only Z main drawbacks to this
idea, are once again the price: the
disk/tape could be about £1.50 - £Z2
Euzr issue, although should be value for
he price and oniy NEEDS to be bought
If you want it. The other is it may
mean a week or two more in bebwean
an issue - but as this idea doesn’t
mean I:FE'-EIZJ'H% a full magazine, the
time mau not be that much.

Okay, thab’s the ideas. We would [ike
te hear from YO We've always been
proud that we would ask our readers
sbout anu big decisions, and this is
certainly onel |f we take this read of
trying to replace the Newsdisk, and to
create  an  interesting extra for
Spectrum owners, then we stand to be
a more potentially “"powerful”
ublication then we have ever been!
L it is up to you! Please drop a line
with gyour opinions BEFORE  AUGUST
J1ST, s0 we know where we stand,

FLASMOID

At esent it looks asz though Balor
Knight’s new title “Plasmoid” will be
released by Fred Publishing, and not
ZAT. However, it is still a “must by
game, 5o put it at the top of your
shopping list Arcade Fans!

ADVENTURE PROBE

e te financial and personal reasons,
the  long-running  Adventure 'zine
Adventure Probe has been forced to
cease publication. But all may not be
lost, as Mandy has been approached by
at least Z people seekj to publish
the title. As one such potential
publisher 1s myself, David Ledbury, |
will inform you next issue if it is due
ta return.

If | am successful, the title should
re-appear at the planned Adventure
Probe convention in Birmingham, on
October Z5th. This event is still gaing
ahead. If you wish to attend the
convention, write [with an SAE} to

Mandy Rodrigues, Probe Convention, 57
Ii{;:é;d Street, Llandudne, Gwynedd, LL30

THE HOBBIT HITS UK!

For a change thiz issue, here is some
good news! The Hobbit, the Russian
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Spectrum “clone” mentioned a fow
15sues ‘ago, has ackually made it to
the LK

This computer, despite being designed
around  the 48K Spectrum, features
B4K ROM & RAM, a decent keyboard,
disk-drive ability, a Cryllic & Roman
tettering keyboard (Russian or English),
CP/M Factilities, full  networking
facilities, and an  improved - but
compatible — BASIC. The computer also

can be connected te a cheap disk.
drive, givind the facility to be
File-compatible (ot zoftware
compatible) with PC files,

The Hobbit costs £79.00, and the
drive [3.57) costs F£59.00. and is
avallable froms Intercompex -  ADB
Hus<ian Services, Unit c, Feistead

Wharf, Ferry Street, Island Gardens,

London El14 9BS.
QUEST RELEASES

Flanned releases for this month from
Quest Software include
Doomsday — full details on leaflet with

mag. Includes “"Cell Of The Hidges”
(468K “escape® Eam&] and Leotrope (2
art SF tale - 48k)

eotrope -  available on 0. disk

(seperately} for E£Z2.50 with PD game,
Also on tape.

PRODOS  Adventure Compilation - for
SAM owners. 4 great Adventures, for
only £5.50. Needs PRODOS to run.
£5.00 te ZAT readers.

Disk versions from: David Ledbury, 10
Westerkirk Drive, Madeley, Telford TF7
oRJ. Tape version froms Scott Denyer,
9 rﬂrchar-:;' Way, Flitwick, Beds. ME4S
ILF.

Also, another VERY useful disk has
just been released by ZAT, from the
aever capable hands of Daniel Cannon.

Damiel, when not busy with seemingly
thousands of other projects, has
converted over 100 pictures from the

Archimedes computer ([nice machine,
shame about the pricell to SAM
format! And for a mere £150 fplus
3AE) you too can sample this wide
variety of pictures,

All  of ne pictures have besn
comprassed by Damel’s POWER
CRUNCHER program - (available on

Q7)) but even so, the disk is =o full

that there wasn't. even enolgh room
Fer a DOS Filel The disk is available
from ZAT.
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ARCADE ALLEY

Richard Swann &Co
Grestings gameplayers! Welcome to
another action packed Arcade Alley,
packed full of POKEs for you to enjoy.
Thomas Vanner seems to have been a
lite busy, so it looks like 'l have to
take the reigns for now. Oh, and thanks
must go to Steven Kemp for providing
some of his POKEs again.

First of all, here’s how to POKE:

1) Type out the listing, making sure you
haven't made any rnistakes 7] SAVE
the listing to tape =0 wou can reload it
next time. 3} RUN the listing 4) Start
the game tape frm the beginning 5)
Enjoy the game!

QUAZATRON (HEWSON]
10 REM QUAZATHON BY RICH
20 CLEAR 25000

30 FOR F=232968 TO 23349
40 READ AFOKE FAMNEXT F
S0 DATA 221,33,3,150,17,0
60 DATA 32,205,47,91.271
70 DATA 33,3,182,17.0.37
B0 DATA 205,47,91,221,33.3
90 DATA 214,17,253,25,205
100 DATA 47,91,175,50.126
110 DATA 227.62,24,50,143
120 DATA 227,62,65,50,144
130 DATA 227195112 7222
140 DATA BZ,255,55,705 66
150 DATA 5201

160 LOAD ""CODE.AANDOMIZE USRH
23795

Multiface Pokes, SEESE,U: 5&255,24!
SHZSE BS

MARSPORT (Gargoyle)

For immunity against common or
garden aliens. It won't protect wau
against Wardens or Sept Warriors - but
at least those aren™ ac rarerman

10 REM MARSPORT BY BICH

20 CLEAR 24098, LOAD ""SCREENS.
LOAD *"CODE

30 POKE 44053,0, POKE 45685.0
RANDOMIZE USR 2E980

SCOOBY & SCRAPPY

This program gives a choice of cheats
Type out whichever ones you want, but
remember to include the last lipe
[entitled "End Marker™) in all cases,

10 REM SCOOBY & SCRAPPY BY RICH
20 CLEAR 65535

30 LOAD ““CODE

40 FOR N-64144 TO 1E9

50 READ AdF A<>889 THEN FOKE NA
NEXT N

60 POKE 64271144

70 POKE 64272,250

B0 RANDOMIZE USR 64256

90 DATA 175,50,167,223: REM INFINITE
LIVES

100 DATA 62,X,50,130,217: REM X
LIVES

110 DATA 62,201,50,239.229: REM
IMMUNITY

120 DATA 195,69,240,899, REM END
MARKER

RIPTOFF

The leading screen will not appear when
you load this POKE, but the game will
lmﬂandmnasusuﬂgivlngyuu
infinite lwves

10 REM RIPTOFF BY RICH

20 FOR N=23296 TO Z3367

30 READ APOKE M.A: NEXT N

40 RANDOMIZE USR 23296

o0 DATA 48,255 685 243.211.33
&0 DATA 120,142,117 129,262

70 DATA £55,55,205,86.5.48

B0 DATA 241,33,78,9],34,158

20 DATA 1441155.254‘143,221,33
100 DATA 0,32,17,192 31,205,155
110 DATA 142,7243,221,33,0,95.17
170 DATA 155,46,205,216,142 243
130 DATA 221,33,0,143,17,0.113
140 DATA EUE,EIE.IﬂE,l?E.Eﬂ,EE

TEM: AT Rk s o i e u 2 o



And now, some more POREs supplied by
ZAT regular, Steven EKemp. Take it
away, Sheven.

lssue 13 was unlucky for some. The
Cybernocid 1 poke ended up being printed
wrongly (page 6), and | know how
frustrating this can be. Line 100 should
have read:

100 DATA 205,50,201,97.33,135

CHASE HQGQ (HIT SQUAD)

otrangely enough, this was actually one
of the first games ever to be "tipped” in
ZAT. [By Matthew Holt & Dawvid
Ledbury) But, as it is now awvailable on
re-release, jt's time for a3 good POKEing!

10 REM CHASE HQ BY STEVE

20 CLEAR 3E4-1,L0AD "“CODE
30 FOR F=5E4 TO SESREAD A
40 IF A<>939 THEN POKE FAMNEXT F
S0 RANDOMIZE USA 50000

60 DATA 33,52.168,54,195,35,54
70 DATA 94,35,54,195 195 0,166
BO DATA 33,115,19517,0,64,1
90 DATA 11,0,237,176,221,33,0
100 DATA 192,17,0,63,195,0,64
110 DATA 205,79,166,62,201,50
120 DATA 253,128,195,0,91,998

Here’s a little Gp for wyou: Don't use
turbo's until you catch up with the
“baddy™ [And here's a Hp from DL! Try
defining your keys as SH, 0OC KF,
D,ENTERT]

Looks like the end of the page is near,
sa [l be signing off in a minute. But
before | go, can | just say that [ have
recieved next to nothing from wou lot
az far as tps are concerned. Come on,
dont be embarassed - welll print
anything you've got! Send your stuff to

ZAT, W Westerkirk Drive, Madeley,
Telford, TF7 SRJ.
Anyway, I'll see yvou next issue. In the

meantime, happy hacking!
RS

| | Z2RGsy The address |s: .

SCIENGE FICTION
| FANTASY & ADVENTURE. |

Star spanning features and I
information.

Regular sectlons covering Films,

TV, Live Role Playing/Play By

Mall Adventure games, Topical
Comment and more!

Short stories and Serials by
naw writers.

Comic strips and Art

Sguare Ome |s a Quarierly |
Fanzine. For /4 readers, izsues
i cost £1.25 (which inc postags)

per issue. For fuwopsas readers, ||
£1.80 per issue. For the Zesr oF
e Hord (and the universe)
£2.00 (surface mail) or £2.50
| (air mail). Please allow 14 days |
I for delivery. susscrirTion pETALS
WILL BE AMAILASLE i ISSUE 21

— e

Please make all Chegues, Postal||
Orders or Euro-cheques payable

to Sguars Org (SoRRY. WE CanNaT |
ACCEPT LODSE COINS, 08 ALPHA CENTUR

SQUARE ONE, 103 CHILTERN |
] GARDENS, TELFORD, |
| SHROPSHIRE, TF4 2QJ, UK.
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