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Editorial

Editorial

Whilst Don Lane, Graham Kennedy
and Clive Robertson continue to battle
the ratings stakes, it seems the fight be-
tween the big A's is well and truly over.
And the winner is beyond doubt the Ami-
ga. Despite initial predictions by some
members of the computer fraternity,
Amiga has now gained a strong foothold
in the European and American markets,
after a slightly sluggish start.

Atari has faded into obscurity, al-
though still returning a healthy profit
through sales of their Video Games Con-
sole. In Australia, the ST failed to make
a significant impact, despite the promises
of eager management, and enthusiastic
dealers.

Amstrad left the race when the 68000
machines entered the fray. Even the Ap-

ple Macintosh Plus is slowly losing
grip on the home market as Amiga gains
acceptance as a real alternative to this
pricey but more experienced machine. It
seems the monochrome tones and tiny
screen are no match for the brilliant co-
lours and soothing melody of "Only
Amiga..!"

The Macintosh colour alternative 1S
way out of touch with the buying power
of computer shoppers. However, con-
gratulations are in order to the Mac II,
after winning the Your Computer of the
Year award.

Most amazingly, there is no longer
so much as an inch of competition for
the legendary Commodore 64, Recom-
mending an inexpensive home computer
to friends is now a breeze. It's no longer

a matter of which brand, but what model.
A C64, C128 or A500, or A2000 or
maybe you should wait for the new ma-
chines!

Personally, I think Clive Robertson
has got it well and truly sewn up. |

Andrew Farrell
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Ram rumbles

Ram rumbles

Apple Il forever? Never!

IT AMAZES US to hear there are
still Apple pundits who cry "Apple II
Forever!". We think they're a few bits
short of a byte. The Apple II line contin-
ues to lose ground to the Macintosh,
whilst the trusty C64 powers on, seem-
ingly forever.

Commodore officials assure us that
during Christmas, the C64's weren't even
being warehoused in the USA. They just
rolled straight off the assembly line, and
into the back of a waiting truck. I wonder
if they tested them first?

Meanwhile back at the laboratory, Tu-
mours continue to abound of a new C64.
These rumours have arrived in dribs and
drabs for the past year, and it may just be
a market research ploy to test consumer
reaction. Well, here's my reaction . . .
Build the dam thing!

According to the non-existent spec.
sheets, the new model will power along
with speedup ROMs driving a built in
1581 disk drive. Now that may or may
not be a mistake, depending on third par-
ty software houses reaction, My guess is
they'll ignore the new 3 1/2 inch format
unless it sell big numbers. And of
course, it won't sell big numbers unless
there is plenty of third party software.

For a sure fire look at this new ma-

chine, if it exists, we'll be sending spies

to the Summer CES show in Chicago,
USA. _ =]

Commodore
International posts
a profit

COMMODORE INTERNATIONAL
has announced a 15% increase in sales
revenue for the third quarter of the 87/88
fiscal year. Irving Gould, CEO and Com-
pany Chairman said "This increase fol-
lows sales revenues of A$226 million for

the corresponding period last year."

In Australia Commodore reported
sales revenue reached A$23 million, a
rise of 52% over the same period last

year. Hey guys, we're impressed! Tony

Serra, the man at the helm, said,
"Aggressive marketing and large sales of
Commodore's A500, PC10 and 20 have
been responsible...". Of course we know
that it was really due to such brilliant
support from Australia's only Commo-
dore magazine!

Mr Serra is keen on being a $100
million company, and the current figures
place Commodore in line to reach that
goal. Does this mean more free lunches
for us overworked journo's? ||

New from
Electronic Arts

SEVERAL new applications and
game programs have been released by El-
ectronics Arts.

® PaperClip Publisher for the
Commodore 64/128 is a desktop pub-
lishing program. It can be used to create
any printed piece, even folded greeting
cards, that uses words and pictures.

"It is an entirely self-sufficient pack-
age containing all the text formatting,
layout, and design power Commodore
owners need to publish documents," said
Stewart Bonn, vice president of Electron-
ics Arts Creativity Division.

" It will support documents of up to
50 pages. Special features include the
ability to work outside a given docu-
ment, temporarily holding text and
graphics; a refreshing feature which auto-
matically updates an altered part of a doc-
ument; the ability to move articles from
page to page; and a WYSIWYG feature.

Distributed by ECP (075) 96 3488,
no price available yet.

2

Update

Well, this column is going to
be missing from next month's
magazine because yours truly
will be overseas visiting four
exhibitions. The Comdex Exhi-
bition in Atlanta, Georgia, the
Commodore Exhibition in Lon-
don, the Amstrad Exhibition
also in London, and the Com-
puter Show in Taiwan. Do |
hear someone saying what a
lucky fella?

Let me tell you that walking
around conference halls that
make Darling Harbour look
like a small living room is no
fun at all.

However, it is well worth it
because | am sure that | will
find a whole range of new
products for the 64, Amigas
and PC Compatibles, so don't
miss this column in the issue
after next which should be the
July issue.

While | come back | will be
announcing a competition in
this column for those of you
who can give me the wording
for all my silly initial endings
since | started my column in
the Commodore Review in Oc-
tober, 1987 {Vol 4 No 10).

The prize will be $100
worth of software so keep
watching for details.

BBUICB -
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Ram rumbles

® Wasteland, a futuristic role
playing game, is set in the southwesten
deserts of the U.S. and challenges players
to survive in the post-nuclear, radioactive
year of 2087.

Wasteland is based in the year 1998
when tensions mount between the U.S
and Soviet Union. You are working in
the desert on the fateful day when the
world's satellites are swept clean from the
planet, leaving the great powers of the
world blind from each other. In a panic,
each send 90 percent of their nuclear ar-
senals skyward.

You seek shelter in a nearby federal
prison, from which grows Ranger Center
and the famed Desert Rangers whose ob-
jective is to help other survivors rebuild
and live in peace and to protect the popu-
lation from mutant villains who wander
the deserts.

This will soon be released for Com-
modore 64 and 128 computers, distribut-
ed by ECP (075) 96 3488, no price avail-

able yet.

® Word Problems from Gamco
is a two-disk program. The first disk de-
velops prerequisite math word problem
skills. Three lessons on disk 1 include
choosing the correct operation, identify-
ing reasonable answers, and deciding if
there is too much or too little informa-
tion.

Four lessons on disk 2 cover solving
one-step problems, multiple-step prob-
lems, solving problems when extra infor-
mation is given, and a review of all
skills.

The computational levels are adding
or subtracting whole numbers up to five
digits, multiplying or dividing by one-
digit or two-digit numbers, adding or
subtracting numbers with one or two dec-
imal places, and multiplying or dividing
decimals with one or two non-zero deci-

mal places.
This will be distributed by ECP but
is not yet in stock. |

Micro Accessories of SA

WE ARE INFORMED by the agents
of the mortgagees in possession that this
company has ceased trading.

The agents are Sheahan Sims, Char-
tered Accountants, Level 5, ANZ House,
13 Grenfell St, Adelaide, SA 5000, tele-
phone (08) 321 9077.

If you are looking to buy the products
Micro Accessories of SA used to distrib-
ute:
Cockroach Graphics Utility and
Cockroach Turbo Rom can be obtained
from Cockroach Software, PO Box 1154,
Southport 4215 (075) 324 028 (see ad-
vertisement this issue.

Dolphin Dos can be obtained from
MicroComputer Spot stores and by mail
order from them, 13 Gibbes St, Chats-
wood, NSW 2067 (see advertisement in
the Amiga section of this magazine). B

The Icontroller ., cic Horoya

THIS CLEVERLY-NAMED gadget is
really a miniature joystick type control
which fits onto the bottom right hand
corner of your C64 or C128 keyboard (it
also suits Atari 800XL and 520ST). It's
designed to be used instead of a mouse or
joystick on "point and click” software.
It's quite unobtrusive when in place, but
at the same time it's very well situated
for using with painting and drawing pro-
grams, programs with pull-down menus,
and of course when working with the ex-
cellent GEOS.

The illustration shows how the unit
fits to the keyboard and it's even moulded
in a similar coloured plastic to the 64/

128 so as to blend in. You'll see how the
cable fits alongside the keyboard to allow
the plug to fit in Port 1. It's a great idea,
a "piggy-back” plug which allows you to
leave it in place permanently and plug in
a regular joystick straight through it.
Terrific.

Icontroller is better than a mouse for
GEOS if you have limited deskspace as
you don't need any room to roll a mouse
around, just use the fingertip control to
position the pointer on screen, touch the
button to "click" and the selected icon's
file starts to load. Likewise if your pro-
gram has a pull-down menu. Operate the
control without your hand leaving the

COLUMN: 1€
HELUETICH

Great for pull-down menus
As a digital joystick equivalent, lconTroller
performs superbly with many
graphics-based programs calling for
Joystick input. Control of pul-down menu
options Is execiued with a fiick of the
finger - much more efficiently and quickly
than removing your hand from the
keyboard to manipulate an outboard
Joystick or mouse.

keyboard area, a flick of the little finger
does the job.

When using painting programs which
normally use a joystick you'll find that
Icontroller lets you work more precisely,
with better control of the cursor so that
you don't "oversteer”. It's made by Sun-
com, who already make good joysticks as
well as the Animation Station graphics
tablet so they know what they're about
when it comes to working on screen.

Icontroller is meant to be used with
C64 and C128 keyboards and wasn't real-
ly designed to use with the C128D
(which has only just been released in the
USA anyway), but I secured the unit to
the right hand front corner of my C-128D
unit (just above the disk drive) so as to
be able to plug in to Port 1 and it worked
fine. Only difference is that I have to
reach forward to operate it instead of just
to the right if using a normal C-128 or
C-64. I liked the unit a lot and recom-
mend it wholeheartedly.

The Icontroller is distributed by Com-
putermate at $45 RRP. H
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VIATEL ADAPTORS
ONLY $7980
SAVE $160
FROM COMMODORE

Commodore Is offering

Viatel adaptors for only $79.80,
a saving of $160. So if you

own a Commodore 64C, 128
or 128D, transform your computer
into a 2-way system, through which
you can recelve and act on information.
Send in this copon now. Offer closes June 21, or until stocks last,

rcommodore

Commodore Business Machines SPECIAL OFFER
PO Box 404, Round Corner, NSWV 2158
Please send me (number required) Viatel Adaptor/s at a cost of $79.80 each
Name:
Address: Postcode:
Method of Payment (Please tick):
L] Cheque [ Money Order [ Bankcard

[] Mastercard [JCommodore Credit Card

Card No.:

Expiry Date: Today's Date:
Card Holder's Signature:

Cheques and money orders should be made payable to: Commodore Business Machines Pty Ltd

John Singleton Advertising COM 0147




Letters

TO THE EDITOR

1525 Emulation Mode on
TurboPrint/GT

Two or three years ago I pur-
chased a TurboPrint/GT printer In-
terface which was upgraded with the
1.1 ROM and, according to the
manual, will go into 1525 emula-
tion mode.

After much reading of the manu-
al and adjustment of the DIP
switches I can't get the interface to
emulate a 1525 printer.

Is there anyone out there who
has one of these units and could ad-
vise how to achieve 1525 emula-
tion?

Peter Bungay
Wagga Wagga, NSW

CAD program

Firstly, may I compliment you
on an informative and well present-
ed publication, and congratulate you
for being one of the few around
which presents occasional hardware
construction projects! I am an elec-
tronics technician and feel that with
only a basic knowledge of electron-
ics a hobbyist would have no real
problems in construction of these
projects.

Because of the nature of my
work, I have been looking for a
CAD program which would allow
me to draw and change both printed
circuit layonts and schematic dia-
grams. The only packages available
so far have been for the IBM ma-
chines and clones and about the best
I could do in terms of Commodore
programs was to use GEOS and the
pictures and text from GeoPaint and
GeoWrite together,

It came as a pleasant surprise,

therefore, when I was recently given
a pile of magazines (ACR included)
and found a "dot matrix circuit dia-
gram" in your magazine. I believe
the publication was dated August
#87 and the article was "Fast
Change Button".

1 would be very grateful if you
could tell me which package pro-
duced this diagram and if it is avail-
able in Australia for the 128.

Dale G. Cuffe
Para Hills, 5096

Ed: There are two possibilities:

1. CAD 64 and CAD 128 which
I have nor seen. However they are
the only CAD programs for these
two computers that I know of.
(CAD 64 RRP $89 128 $120)

2. Flexidraw. This is primarily
a drawing package but it has circuit
components as a clip-art. (RRP
$69)

Both have pros and cons, of
course, but are the best recommen-
dations we can make.

All these programs are distribui-
ed by Computermate (02) 457
8118. If you have difficulty getting
them from your dealer contact our
editorial office on (02) 817 0011.

Geos - more speed

1 have had my Commodore 64
for about four years now and have
ended up going the path of Geos
rather than upgrading to an Amiga.
In converting to Geos, I have ac-
quired a second 1541, a monitor and
a 1351 proportional mouse. I intend
to use the C64 and Geos for the re-
maining useful life of the system
and so am trying to find ways

around some of the current short-
comings.

Firstly, I am looking for more
DISK SPEED! I quite like Geos
and recognise that an 8 bit proces-
sor has its computational limits,
but the most irksome thing is the
time that every disk access soaks
up, especially page changes in
Wiriter's Workshop and swapping
prior to the appearance of desk ac-
cessories. So far I have read of two
possibilities - a 1764 RAM expan-
sion cartridge and the Dolphin Dos
parallel drive system. Are you plan-
ning reviews of these? I have seen
general reviews of the two systems
elsewhere, but nothing specific
about benefits to or compatibility
with Geos.

1 queried Commodore product
support about the RAM cartridge
but was informed that, because of
the cost of producing an uprated
Australia-only power supply, the
RAM expansion would not be mar-
ket by Commodore Australia. Do
you know of anyone producing
mods for the existing power sup-
ply, or in a position to make some
up? I may be blinded by enthusiasm
for my faithful machine, but I feel
that there will be an expanding mar-
ket of serious users looking to buy
such performance upgrades. By way
of a trend indicator, here in Perth
last Christmas, the number of
available 1541 or compatible drives
could be counted on one hand. Ap-
parently, most of the buyers were
upgrading their cassette-based Fami-
1y Packs.

Any advice you could offer
about speeding up my GEOS sys-
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tem would be much appreciated.
Matthew Townsend
Kingsley, WA

Ed: Firstly the 1764 RAM card
is not available in Australia and as
far as we can tell neither Commo-
dore nor anyone is else is planning
to change this situation, which is
why we are not planning to review
it. There is a review of Dolphin
Dos in the Commodore Annual
1988, (available from your newsa-
gent or this office).We have a Geos
columnist now, see our April and
future issues.

Amiga programming

Your ACAR is the best Com-
modore magazine in Australia, and
in the present climate one that all
Australian Commodore users
should be buying. It has all that the
overseas mags have, also the other
Aussies such as APC and Your
Computer. I have discontinued
APC, as it does not offer much of
use for Commodore machines.
Your Computer has a small set up
offering a small amount of Amiga
and C64 information,

In reply to your Ed: re letter
from Dave Evans (a good Welsh-
man there) of Ballarat. I do not con-
sider myself old at 62, I will be not
old until somewhere around the
1000 mark. What do I use my ma-
chine for? First, I use it to keep my
home accounts in some order, espe-
cially to ensure I do not over spend
my Viatel account. Secondly, my
grandchildren play on the C64 when
they call in to see us. I also play a
game of chess and Endless on it
now and then.

How am I going to leam to pro-
gram, you ask. With difficulty I re-
ply. Still T have a go at it every so
often. Like Dave Evans, I do not
understand much in computer talk,
and now that I have an Amiga, I

find the inner sanctum even harder.

Therefore if T have one request it
is that ACAR begin a series of les-
sons simplifying the mysteries of
the Amiga. By the by, in "Basic is
Easy Part 1", if the syntax of co-
lons, semi-colons are left out all
that will come up on the screen
will be Syntax errors.

I would like to endorse another
oldie (at 38)7?7 i.e. John Casey of
Torquay, Qld, in the February is-
sue. That you would offer hard cov-
ers for both C64/128 and Amiga.

An excellent magazine. Look
forward to the larger editions com-
ing.

R.L. Austin
Ermington, NSW

Ed: We couldn’t have written a
better appraisal ourselves. To your
request of an Amiga section on pro-
gramming, we are in the throes of
organizing one such column now
and hope to have it in the June or
July issue, so watch out. It goes to
show, you are only as old as you
want to be.

Datasette to disk

I have a Commodore 64 com-
puter with a 1541 disk drive and a
1530 datasette. Unfortunately, most
of my best games are on tape and
occasionally they do not load prop-
erly because the datasette is always
going out of alignment. I would
like to be able to transfer them to
disk so that loading would be easier
and a lot quicker, however they are
not written in Basic and I do not
have any software that allows me to
do this, and so I have to put up
with the possibility of games occa-
sionally not loading.

Could you please tell me if
there is any sofiware that would al-
low me to perform such a task, and
if so, where can it be purchased in
the Sydney region.

Mark January
Lindfield, NSW

Ed: In the 1987 Christmas issue
we reviewed a cartridge called Ac-
tion Replay MKIII. This converis
what is in memory to a compacted
disk file. The way it works is by
taking a 'snapshot’ of the comput-
er's memory and saving the disk.
This does, however, present some
problems with games that load in
sections from tapes such as Skyfox.

Available from Westend Com-
puters (03) 350 5144.

Horseracing, Trots or )

greyhounds

Winners galore
With our new race tipster a unique powerful
easy to operate selection system you respond fo
a number of questions and the Race Tipster will
find the horse with the most chances of winning.
Points for all runners are shown on screen.

Disk or tape $39 post included.

The Race Selections
Analyser— A program which will allow you to
bet up to 3 runners in a race. (Similar to the
popular Dutch book) The computer will show you
how much to bet on each runner ($1 units) and
display all investments and dividends.

Disk or tape $39 post included.
The two power programs $59

Our book Treasure Chest for C64/128 is still
available. It is a compact and handy guide full of
unusual programs, sub routines and
programming hints. Learn to use POKE PEEKS
USR SYS and other tricks buy the book and
get free Lotto Analyser, Typing Tutor or Maths
Tutor on disk or tape.
Price of book $23 post included.
For details of book contents or racing programs
send your stamped and self addressed envelope
(large) without obligation. Please send cheques
or money orders fo:
Apex Computer Products
35 Spruce Street
Loganlea, Qld, 4131
(07) 299 6669
J
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Game Review

Impossible Mission 2

by Andrew Farrell

In 1986, Impossible Mission won the then yet to be coveted
PC Games magazine game of the year award. It was no

coincidence that at that time Andrew Farrell was contributing
great wads of editorial to the magazine. In fact, rumour has it

that he alone chose the winning game.

ITH SUCH A brilliant career

behind it, could Impossible

Mission 2 ever hope to live up
to its past reputation? For such a success
story to continue, the game designers
would need to maintain the best fea-
tures of the old and incorporate new
ideas and challenges for part 2.

And Epyx has done just so. The
second instalment opens with those fa-
mous words, "Another visitor . . .
Stay a while . . . Stay forever!".

Elvin is back, alive and well at the
top of a massive complex of towers
and security doors, depicted in the
opening scene.

Plot

Your objective is to save the world
from being destroyed by the psychotic
machinations of the genius himself, El-
vin. The steps involved correlate roughly
to the main features of the first mission.

First you must assemble a three digit
security combination for each of the
eight towers, whilst avoiding the robots -
of which there are a few new breeds.

Gone are the awkward puzzle pieces to
be flipped and twisted into matching
pieces. A new wrist computer, with new
functions, enables the codes to be assem-
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Manosuvre through murky
passageways . . .

bled.

Next you must locate and open El-
vin's safes, and recover the musical se-
quences locked inside. There are six
unique pieces of music and two dupli-
cates. As if that wasn't enough, you
must then tie together these musical se-
quences into a full melody that will open
the express elevator doors to Elvin's cen-
tral control tower room. Your wrist
computer features an in-built cassetie
player, with editing functions to enable
the melody to be constructed.

Finally you face three computer ter-
minals in Elvin's control room. Two are
spiked with several thousand volts,
whilst one will disarm the missile
launch codes - remember, the ones that
were going to destroy the world? . . . To

make it extra hard, there's no way of tell-
ing the three terminals apart. Fortunately
there is a save game feature, which will
allow you to restore previous situations.

Game-play

Impossible Mission became famous
partly because of the incredible anima-
tion of your man somersaulting through

the air, and partly because of the ad-
venture-like scenario. Part 2 enjoys
the same animated sequences, however
the scenery has been greatly enhanced,
as has the plot. Your man is also now
capable of the squat position, primari-
ly for travel on sliding platforms.

The game proceeds in much the
same fashion, with play commencing
in one of the many elevator shafts.
The elevator can be moved up or down
to a room. At the very top and bottom
of each shaft is a passageway leading
to the next tower. This is where the
security code is required in order to

pass. So now each level or tower must
be completed before the next can be at-
tempted, providing a definite feeling of
progress.

In itself, the elevator is smarter look-
ing than in Mission One. It now comes
complete with a spinning operating gear,
and stops far more easily at the desired
level.

In the corridors, as you run the floor
lights up. A nice touch. The walls and
roof are more complex, perhaps a little
overdone, giving a more hi-tech atmos-
phere.

Once you enter a room, the differenc-
es become apparent. A more three-
dimensional looking design appears. You
can still only move in two dimensions,
but the feel is there. In addition to lifting
platforms there are now also sliding plat-
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. . . dodge human-seeking

suicide-bofts . . .

forms. These can be controlled in some
instances by standing on the platform,
and pulling down on the joystick, then
moving it either left or right. Others can
only be manipulated from a terminal in
the room.

feeble bolt that doesn't look anywhere
near as dramatic. However, it disables

your man just the same.
There are six models in all. The basic
version, the sentrybot, is armed and dan-
gerous. You've met

Four additional func-
tions are now available,

him before. Mine-
bots run around lay-

including switching
lights on, time bombs
and mines. These last |§
two are an amazing feat
in themselves. Once
you blow up a portion
of any platform, that's
the way it remains for
the rest of the game.
Great for getting rid o
annoying robots, or

desperately search for clues to
¢ the secret combination and get
to ELVIN before it's foo late.

ing mines, which
you can see, and
have no effect on the
level if detonated.
They're just a pain.
Pestbots are
harmless, however
they ride the lift plat-
forms continually
messing up the ar-
rangement you've Or-

reaching those hard to get at places. But
care is needed, or you could well become
the victim.

Mines must be bumped into, whilst a
time bomb will detonate after a few sec-
onds - primarily for gaining entry to
safes.

Robots

More intelligent, but apparently low-
er voltage. Gone are the twisting electri-
cal bursts of energy. Instead we have one

ganised. Sometimes they work for you,
and sometimes they really foul things
up.

Squatbots are great. They look like
spring loaded seats. Stand on one, and it
will propel you up in the air, helping
you to leap to the a nearby platform. Be
careful though as they can also squash
you against the roof.

The bashbot is a real hassle. Once he
grabs you, you're a goner. He'll push
you right off the edge! His relative the

suicidebot will do much the same, but as
you probably guessed, he jumps with
you just for the ride . . . Ahh Ahhhhhh
Ahhh!

Graphics

The game has a totally different look
from the original, however the overall
feel and game play is very similar,
Sometimes the rooms and hallways look
a bit overdone, but on the whole,
Impossible Mission 2 is a big improve-
ment in the graphics department. Anima-
tion wise, the robots are more interest-
ing, your man is exactly the same, but
the bolts of energy the robots release are
pathetic - what happened?

Music and effects

A new opening music piece sets the
scene. Apart from that the sound effects
are much the same. Which is good, be-
cause they are very much what fmpossi-
ble Mission is all about.

Conclusions

If you enjoyed the first mission, this
one will get you right in. It's easier to
make progress, since you don't have to
mess around with pretty shapes, but
overall, your objective is much tougher.
Each room has far more challenges, with
far more ways of getting prematurely ter-
minated.

Fortunately there's often more than
one way (o get to every object. This is a
big help in sticky situations. Don't be
alarmed if you begin the way I did, get-
ting zapped once every ten seconds. It
does take some getting used to these new
second generation robots.

I think Impossible Mission II could
well be in the running for another award.
We might have to start handing one out
here at Australian Commodore Review
just for this game.

Distributed by Questor (02) 662 7944
RRP C64/128 $34.95 (IBM $49.95).H
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Programming

Bit mapped graphics
on the 128's 80 column screen

Many people know it is possible to bit map graphics on C128
in 80 column mode, however not many people understand
how to go about it. Frank Peterson explains the mystery
behind this very useful facet of the C128. The added speed of
the C128 and availability of higher resolution will make
graphically orientated programs such as GEOS come to

maturity.

HE OTHER DAY I was browsing

through a magazine and saw an ar-

ticle on controlling the 8563 Vid-
eo Display Chip, or the VDC as it is
more conveniently known. This chip is
responsible for the 80 column screen on
the C-128 in 128 mode, and in the article
there was some considerable discussion
on how you could change the screen
height and width with various pokes, etc.

It was quite interesting, but these fa-
cilities are readily available to the 128
user via the WINDOW command in
BASIC 7.

What really piqued my interest was a
comment to the effect that you could bit-
map the 80 column screen via the 8563
chip. That's right - high resolution
graphics on the 80 column text screen!
What I thought might have real potential
was the resolution ... if the 40 column
screen available from the VIC chip could
give a resolution of 320x200, could the
80 column screen do better? A little logic
and some investigation to confirm it re-
vealed that indeed it could.

The characters on both the 40 and 80
column screens are made up of an 8x8
matrix of dots, or pixels as they are
called. This matrix includes the inter-
character and inter-line spaces of one pix-
el each, so that actual letters are seven
pixels wide by seven high, Add the hori-
zontal and vertical spaces of one pixel
each, and you have a matrix of 8x8 pix-
els. Each of these 8x8 character units ad-

join, both vertically and horizontally.

If you have a screen capable of dis-
playing 40 characters across and 25
down, then it can display 40x8 or 320
pixels across, and 25x8 or 200 down.
Since a pixel is the smallest visual ele-
ment a computer can display, we say
that the resolution on this screen is 320
by 200.

Similarly, if the screen can display
80 characters across and 25 down, and
the same 8x8 matrix is used, then the
resolution will be 80x8 (640) across by
25x8 (200). The higher resolution is
achieved by using smaller pixels. The
higher the vertical or horizontal resolu-
tion, or both if the hardware designer can
swing it, the higher the picture quality.
Curves will appear smoother, diagonal
lines will appear straighter, screen char-
acters may be smaller and still be legible
and in colour applications, colours will
blend more smoothly.

The 8563 Video Display Chip sup-
ports monochrome bit mapping of the
80 column screen, and yes, the resolu-
tion is 640 by 200. Curves and shapes
drawn on this screen are markedly
smoother than those on the VIC screen.
Problem is, "How do we do it?"

How do we do it?

Well first, we have to know a little
about the 8563 chip and its registers.
There are 37 registers used to control the
chip. With careful and selective use of

these, you can alter the number of col-
umns and lines displayed, the left, right,
upper and lower margins, whereabouts
character memory is, etc.

These registers are used by the 128
Operating System to properly dimension
screen windows in response to the WIN-
DOW command from BASIC. There are
other things as well, like cursor type,
cursor and character flash etc, which are
available via Escape and Control codes
from the keyboard - all controlled by the
Operating System through the 37 control
registers on the VDC chip.

Registers are like bytes of memory -
they have eight bits (numbered 0 to 7)
and each bit may be set on or off. Each
bit, or a combination of bits, may be
used to control a particular function of
the chip. We are interested in register 25
of the VDC because bit 7 controls the
switching between hi-res and text mode.
Also bit 6 controls whether or not attrib-
ute RAM is selected. Bits 5 and 4 con-
trol functions related to text mode and
don't interest us right now. Bits 0 to 3
are used in controlling horizontal scrol-
ling, and while not of interest now, may
later provide us with the ability to scroll
the bit-mapped screen. More investiga-
tion needed, but it sounds promising.

A couple more things before we get
started drawing pictures:-

First, we have to draw our picture
somewhere in RAM so that the VDC
has somewhere to fetch the data from.
The VDC has its own 16k of RAM,
made up of character and attribute RAM.
In hi-res mode, we don't need any of the
data normally stored there, and since a
640x200 hi-res screen needs 16k of
RAM to store it, what better place to use
than the now redundant character/attribute
RAM which the chip is already set up to
use? The character RAM is already
available - all we have to do is clear the

10
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character data out of it when we go to hi-
res mode. To disable attribute RAM and
make it available for us to use, we have
to clear bit 6 of register 25, and we can
do that at the same time as we set bit 7
to enable hi-res graphics mode. We per-
form both functions by loading register
25 with 128.

(For any beginners out there - if you
want to set a bit in a location, you
POKE the location with 2 raised to the
power of the bit number. For example,
to set bit 7 of location 8000 (decimal),
you would POKE 8000 with 2A7. ie
POKE 8000,128. To set bit 5 of the
same location, POKE 8000 with 2A5 or
POKE 8000,32. If you want to set both
bits 7 and 5, then add the two numbers
and poke the total to the location. In
this example, POKE 8000,160 would set
bits 7 and 5 in location 8000. If you

.need to know which bits are set and
which aren't, you can make things clearer
for yourself by writing your pokes in
longhand, like this ... POKE 8000,2A7 +
2A5. This is fine for experimenting, but
at run time, slows things down dramati-
cally because BASIC has to calculate all
the pokes before actually doing them.
Also, if you want to set and clear some
bits in a location without affecting oth-
ers, things get a bit more complex, and
an explanation is beyond the scope of
what we're dealing with here.)

Another thing to remember is that
having cleared character RAM and dis-
abled attribute RAM to draw our screen,
when it comes time to return to text
mode, we have to replace the characters
in character RAM and re-enable atiribute
RAM in order to return the computer to
normal. Unlike the 64, the 128 doesn't

get its character information directly
from ROM. On power-up or reset it
copies character data from ROM down to
the VDC's character RAM and then gets
its character info from there., When
we've finished using character RAM for
our own purposes in hi-res mode, we
must ensure that character data is copied
down from ROM either by software
(more convenient) or by a reset less con-
venient).

The last point is that there are three
versions of the 8563 chip, 7A, 8 and 9,
and to return the chip to normal text
mode from some other mode, register 25
must be loaded with the correct value for
the version. The correct value for ver-
sion 7A is 64 decimal or 40 hex, while
that for both versions 8 and 9 is 71 deci-
mal or 47 hex. [ think the majority of
Australian 128 owners will have version
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8 or 9 installed. To find out which ver-
sion you have, reset the computer, PEEK
location 54784 (PRINT PEEK(54784)
<RETURN:) and convert the number 10
binary. An easy way to do this last step
is to enter the Monitor with F8 and type
+ followed by the number your PEEK re-
turned. Bits 0 and 1, the rightmost bits,
will contain the code for your version of
the chip. 00 indicates version 7A, 01 in-
dicates version 8 and 11 indicates version
9.

You can also do it less precisely, but
adequately with the following line:-

POKE 54784,25: PRINT PEEK(54785)

A result of 64 indicates version 7A,
while 71 indicates either version 8 or ver-
sion 9.

Problems. ..

Well, now we're all set to go, I have
to confess there is a problem. Folks,
you can't really do hi-res graphics on the
8563 in BASIC. The graphics com-
mands in BASIC 7 are not supported by
the 8563 chip because they were designed
for the 40 column VIC chip.

Lacking special commands, the only
other way to do it is by PEEKing and
POKEing, as on the 64. The only way
to instruct the 8563 chip to do anything
(or to tell you anything) is indirectly via
two locations, which will slow it down
even more. You have to POKE the first
location ($D600, 54784) with the num-
ber of the register which you want to
write to or read from and then POKE the
second location ($D601, 54785) with the
actual data you want to write, or PEEK it
to read the data you want to get. This is
fine when you're just experimenting with
the chip; but once you know what you're
doing and want to read and write bulk in-
formation, it's plainly impractical.

To demonsirate how slow BASIC is,
try the following one-liner which simu-
lates clearing the bit-mapped screen:-

TI$="000000": FOR I =1 to 16000:
POKE 8000,0: NEXT: PRINT TI$

12

As you can see, it takes around two
minutes. This is about the time it
would take to do the simplest of tasks,
to clear all points on the screen. How
long would it take to calculate whether
each of 16,000 points should be on or
off according to an algorithm and then
set or clear them? Well, I've seen a 64
run a 3D shape generator written in
BASIC. It took 45 minutes to draw a
hi-res donut shape generated by using
mathematical formulae, and we have
twice the number of points to plot!
"Nuff sed. Machine code to the rescue!

Program 1

Program 1 is an Assembly language
program that will speedily perform the
five basic functions needed to implement
hi-res graphics on the 8563 chip. Enter
it using the Monitor. The code resides at
$0C00 in the 128's RS-232 buffer, so
unless you are into communications and
simultaneous hi-res graphics develop-
ment, it shouldn't conflict with any-
thing.

The functions and their SYS calls
are:-

Enable hi-res graphics and clear the
screen

SYS DEC("0C00") Clear the graphics
SYS DEC("0C03") Disable hi-res - Ena-
ble text

SYS DEC("0C06™)Set a pixel

SYS DEC("0C09")Clear a pixel

SYS DEC("0C0C™)

The program allows you to pass the
coordinates of the pixel you want to set
or clear with the SYS call. Because the
X coordinate can exceed 255 (it can go
as high as 640), it must be passed as two
bytes, in 6502 standard low-byte/high-
byte format. To get the low byte, per-
form a logical AND with 255; to get the
high byte, simply divide the coordinate
by 256. The standard form of a call to
set or clear a pixel is:-

SYS <address>, XLOW, X HIL, Y

Example: To set a pixel at coordi-
nates 320,100 (the centre of the screen),
the SYS call would be

SYS DEC ("0C09"),320 AND 255, 320/
256, 100.

If your version of the 8563 chip is re-
vision 7A, change byte number 0CD6 to
40 hex, so that the listing will appear as

00CD35 AS 40 LDA #40.

If you don't do it, on return to text
mode you will lose most of the last char-
acter on each line of the screen, though
in all other respects, the computer will
operate normally. Similarly, if you have
a revision 8 or 9 chip and byte 0CD6
contains 40 hex instead of the correct
value of 47 hex, most of the leftmost
character on each line will be lost. The
quirk occurs because horizontal smooth
scrolling has been modified in the vari-
ous revisions, and that in turn is affected
by the contents of bits 0 to 3 of register
25 of the VDC. The difference of 7 in
the values loaded into register 25 for the
different versions alters the contents of
bits 0 to 3, and this in turn affects the
horizontal display of the 80 column
screen. It's nice to get it right!

After typing in Program 1, save it
from within the monitor with:-

S "filename" 08 0C00 OCEA

I suggest you program one of the
function keys to re-enable text mode, as
follows:- (I used the F5 key)

KEYS5,"SYS DEC("+CH
(34)+"0C06"+CHR$(34)+")"+CHRS
13

This will be invaluable in regaining a
lost screen should it wander away - be-
lieve me, it will!

Program 2
Program 2 is a basic program which
will utilise the routines in Program 1 to
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plot curves and shapes on the 80 column
screen.

Type it in as shown and SAVE it be-
fore you do anything with it. (Don't you
always!) Run it only AFTER you have
entered Program 1. If both programs
have been correctly entered, you should
sce the text screen disappear, some graph-
ics garbage and then the screen will clear
to black. Horizontal and vertical axes
will be drawn and after a short pause, a
gradually diminishing sine wave should
be plotted point-by-point.

The two programs go together and
have been thoroughly played with and
work as presented here, printer's Grem-
lins notwithstanding. (Sorry, Ed.) If
you have problems, you can exit with
STOP/RESTORE. If you don't get a
screen back, and you've programmed a
Function key as suggested, hit that key.
If your typing on Program 1 was accu-
rate, you should get your screen back as
the 8563 returns to text mode. You can
thern set about de-bugging either your m/1
program or the BASIC program, or both!

If the STOP/RESTORE and function
key combination doesn't return your
screen, reset the computer and check the
m/1 code you typed with the monitor be-
cause at least some of the fault will most
certainly be there. (Even after a reset, m/
1 code remains in memory, so unless you

turn your computer off, you won't have
to re-load Program 1.) Save any altered
versions before running them. Once
you're sure that you have the m/I abso-
lutely correct, re-load the BASIC pro-
gram (you DID save it, didn't you?) and
check it against the listing. Again, save
any amendments!

Program 2 is sufficiently commented
to be self explanatory. Integer variables
(identified by % signs) have been used
where possible to increase speed. The
line which generates the shapes is line
30. You can mess around with this to
your heart's content, but you may have
to use a bit of mathematical skill in scal-
ing the results so that they reach the
screen. The Origin (ie 0,0) of the Screen
is the top left corner. X is plus to the
right, maximum 640; Y is plus going
down, maximum 200. You cannot plot
a point whose coordinates are negative,
nor can you plot positive coordinates
with X greater than 640 or Y greater than
200. You may also have to alter the val-
ue of C in line 150, depending on what
you do in line 30.

Here are some functions I tried in line
30. Any changes to C in line 150 apply
only to the example they appear along-
side:-

DEFFNR (X) = 40*SQR(1-(COS

(X)2))+100.
DEFFNR (X) = -40*SQR(1-(COS
XY 2))+EXP(0.1%X)+200

DEFFNR (X) = 4*SIN(X)+100
DEFFNR (X) = 10%(SIN(X)"2+TAN
(X))+100

DEFENR (X) = .3*(3*XA3-3%XA2-20*X-
12)+100. C=-10

DEFFNR (X) = 40*TAN(X)*EXP(-
0.1¥X)+100 C=-20

DEFFNR (X) = (SIN(X)*EXP(2*COS
(X)))*EXP(0.1*X)+100 C=-20

Experiment and see what you come
up with. I tried to draw a circle, which
should not be a difficult task, but gave
up only because the midnight oil was
pretty low and the brain got slow.
Maybe you can do it. Try algebraic ex-
pressions, as in the third last example.

You can see that there's a lot of po-
tential here.. An advanced programmer
could write a database/spreadsheet/
graphics package utilising just the 80
column screen to produce a polished,
professional product,

Without too much trouble, an aver-
age BASIC programmer could probably
write something to help the kids under-
stand math functions and the effects of
changing powers and coefficients, etc.

I won't try to explain Program 1 in
detail, for if I did, I would have to go
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way beyond the scope of this article and
probably get bogged down in an area
which I'm really only learning about my-
self. Instead, I will point out the parts of
the program which carry out functions
significant to our discussion and hopeful-
ly encourage some of you to work on the
program and maybe develop and improve
it. I would be interested to hear about it
if you do.

Locations 0C00 to 0COE set up
a jump table to the five functions of the
program,

Locations 0COF to 0Cl1A con-
tain the code to write data to an 8563 reg-
ister. Before jumping to this sub-
routine, the number of the 8563 register
to be written to must have been stored in
the CPU's X register, and the actual data
to be writien must have been placed in
the Accumulator.

Locations 0CIB to 0C26 con-

tain code to read data from an 8563 regis-
ter. Before jumping to this sub-routine,
the number of the register to be read from
must have been placed in the CPU's X
register. The data will be returned in the
Accumulator.

Locations 0C27 to 0C2D set up
register 25 to enable bit-mapped graph-
ics.

Locations 0C2E to 0C45 and
0CD0 to 0CD9 contain code to turn
off hi-res graphics and reset register 25 to
its default contents for text mode.

OCDA is a jump to the routine to
copy character ROM to 8563 RAM upon
return to text mode.

The pixel-set and pixel-clear routines
share some common code. Pixel clear
starts at 0CDD, jumps to 0CEl1 where
the X and Y coordinates are stored in
page 1 user locations, and then at 0CE7
jumps to the main set/clear routine at

0C46.

Pixel-set starts at 0CEQ then follows
the same route as pixel-clear, the differ-
ence being that the Carry bit in the CPU
Status register is set for pixel-set and
clear for pixel-clear.

Well, that's about it. I think we've
opened up an area full of possibilities for
useful applications. For people who are
feeling their way around machine code
and the abilities of the computer, there is
great potential for interesting experimen-
tation with a satisfying visuval result, and
I encourage you to do that.

For more information, refer to the C-
128 Programmers Reference Guide from
Bantam Books and The Anatomy Of The
Commodore 128 from First Publishing.

Author correspondence to Frank Pa-
terson, 137 Wyangala Cres., Leumeah,
NSW 2560. H

00C00 4C CD 0C JMP $0CCD
00C03 4C DO 0C JMP $0CDO
00C08 4C D3 0C JMP $0CD3
00C09 4C E0OC JMP $0CEDQ
00C0C 4C DD OC JMP $0CDD
O0COF 8E 00 D6 STX $D600
00C12 2C 00 D6 BIT $D600
00C15 10FB BPL$0C12
00C17 8D 01 D6 STA $D601
00C1A 60 RTS

00C1B 8E 00 D& STX $D600
00C1E 2C 00 D6 BIT $D&00
00C21 10FB EPL$0CIE
00C23 AD 01 D& LDA $D601
00C26 60 RTS

00C27 A2 19 LDX#319
00C29 A980 LDA #380
00C2B 20 OF OC JSR $0COF
00C2E AD40 LDY #340
00C30 A2 12 LDX #312
00C32 88 TYA

00C33 20 OF 0C JSR $0COF
00C36 A2 1F LDX#81F
00C38 A9 00 LDA #300
00C3A 20 OF 0C JSR $0COF
00C3D A2 1E LDX#$1E
00C3F 20 0F 0C JSR $0COF
00C42 88  DEY

00C43 10EB BPL $0C30
00C45 60 RTS

00C46 08 PHP

00C47 ASFA LDASFA
00C49 85 FE STASFE
00C4B 46 FB LSRS$FB
00C4D 66 FA RORSFA

Program 1

00C4F 46 FB LSR§FB
00C51 66 FA RORS$FA
00C53 46FB LSR$FB
00C55 66 FA RORS$FA
00C57 A900 LDA #$00
00C59 85FD STASFD
00C5B ASFC LDASFC
00C5D 06 FC ASL$FC
00C5F 26 FD ROL$FD
oocel 06 FC ASLS$FC
00C63 26 FD ROLS$FD
00C65 65FC ADCSFC
00C67 85FC STASFC
00C69 9002 BCC $0C6eD
00C6B EEFD INC $FD
00C6D A204 LDX#304
00CEF 06 FC ASLS$FC
00C71 26 FD ROLS$FD
00C73 CA DEX

00C74 DOF9 BNE $0C6F
00C76 ASFA LDASFA
00C78 65FC ADCS$FC
00C7A B5FC STASFC
00C7C 8002 BCC $0C80
Q0C7E E6FD INC$FD
00C80 A212 LDX#$12
00C82 ASFD LDASFD
00C84 20 OF OC JSR $0COF
00C87 EB  INX

00C88 ASFC LDASFC
00C8A 20 OF 0C JSR $0COF
00C8D A2 1F LDX#31F
00C8F 20 1BOC JSR $0C1B
00C92 48 PHA

00C93 ASFE LDASFE

00C95 2907 AND #$07
00C97 AA  TAX

00C98 68 PLA

00C99 28 PLP

00COA BO05 BCS $0CA1
00CoC 3D C50C AND $0CC5.X
00CSF 9003 BCC $0CA4
00CA1 1D BD OC ORA $0CBD,X
00CA4 48 PHA

00CAS A212 LDX#$12
00CA7 ASFD LDASFD
00CA9 20 OF 0C JSR $0COF
0OCAC EB INX

00CAD ASFC LDASFC
COCAF 20 OF OC JSR $0COF
00CB2 A2 1F LDX#B1F
00CB4 68 PLA

00CB5 20 OF 0C JSR $0COF
00CB8 A212 LDX#312
O0CBA 4C 1B0OC JMP $0C1B
0OCED 80 40 20 1008 04 02 01
00CC5 7F BF DF EF F7 FBFD FE
00CCD 20 27 OC JSR $0C27
00CDO 4C 2E 0C JMP $0C2E
00CD3 A219 LDX #3519
00CD5 A9 47 LDA #347
00CD7 20 OF OC JSR $0COF
00CDA 4C 0C CE JMP $CEOC
oocDD 18 CLC

0OCDE 9001 BCC $0CE1
00CEO 38 SEC

00CE1 85FA STASFA
O00CE3 86FB STXS$FB
QOCE5 84 FC STYS$FC
OOCE7 4C 46 0C JMP $0C46




Program 2

10 REM ** EXAMPLE PROGRAM FOR 8563 HI RES
GRAPHICS **

20 ;

30 DEF FNR(X)=40*SIN(X)"EXP(-.1"X)+100

40 FAST:TRAP 1000: REM IN CASE OF ERROR IN FNR(X)
50 F%=256: FF%=255: SE=DEC("C09"): RE=DEC("COC")
60 SYS DEC("C00"): REM GRAPHICS ON

70 Y%=100: REM DRAW X COORDINATE

80 FOR X = 0 TO 632 STEP 3: REM DOTTED LINE

90 : SYS SE, X AND FFo%, X/F2%, Y%

100 NEXT

110 X%=320: REM DRAW Y COORDINATE

120 FOR Y=0 TO 199 STEP 2: REM DOTTED LINE

130 : 8YS SE, X% AND FF%, X%/F%, Y

140 NEXT

150 C=-32

160 FOR X=0 TO 639 : REM PLOT FUNCTION DEFINED IN
LINE 30

170 :FU%=FNR(C): IF FU%<0 OR FU%>192 THEN 190
180 :8YS SE, X AND FF%, X/F%, FU%

190 C=C+0.1

200 NEXT

210 GETKEY A$: REM *** DONE. WAIT FOR KEY. BACK TO
TEXTgsss

220 SYS DEC("C06"): PRINT CHR$(147): SLOW

1000 PRINT ERR$ (ER);EL

Commodore C64 PROBLEMS?
HERE IS YOUR NO FUSS SOLUTION,
Exchange service for faulty boards

3 Months Warranty Ey return mail.
$89.00 INCLUDES POSTAGE AND HANDLING

#Simply undo a few screws to remove your computer
board from its casing and unplug power lead and key-
board connectors.
#*Your board must be complete with all chips ete. and
must be in a serviceable condition.
#*CHECK your power supply is not at fault before send-
ing your board.
#* Your exchange board is sent by certified mail the same
day we receive your board. Full
re-assembly instructions included.
Mail securely packed board with remittance of $89 to :-
PARCOM PTY. LTD.
FREE POST NO. 9 CARINA QLD.4152

e - e e R

BANKCARD-CHEQUE-POSTAL ORDER

MNAME.

ADDRESS PC
PHONE.....c...ccoooomrunernennenn. PAY BY CHEQUE.......BANKCARD......POSTAL ORDER......
CARD NO.

EXPIRY DATE.......covnnes

SIGNATURE. DATE

Commodore and Amiga Annuals 1988

The most valuable publications you could ever hope to Full coverage of subjects such as communications,
add to your magazine collection. graphics, music, small business and entertainment.

Special Annual editions, one each for the Commo- For beginners there's tutorials, and for the expert
dore and Amiga Computers, provide the most ex- articles on subjects you've only heard about - such
haustive guide to home computing in Australia. as how to put sprites in the border. Listings of
Each issue contains a comprehensive glossary of software packages and comparisons of leading
terminology divided into special subject catego- brands.

ries. RRP Comprehensive Amiga software list.

’ from your newsagent or computer dealer or
Don't miss them! $ 5 . 95 direct from us (p&p extra)

ATHCE TR BB oo dssisains i sansasisshsininsssasoisisksrssser il io Lo s s viasi To order your personal copy
TS I e s o st M N o W L0 b A s ! now, fill in the form
.............................................................................. LT T3 T NS and send to :
Cheque......Bankcard.......No Exp..iiond Gareth Powell
1 s i

Please send me.......... Copies of Amiga Annual 1988 I 21P %T;f?tlﬁisa d
Please send me.......... Copies of Commodore Annual 1988 I : Y

at a cost of $5.95 each plus $1.00 P. & P. I Randwick, 2031
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Software Review

PaperClip

RODUCING A magazine requires,
as you can appreciate, a substan-
tial amount of word processing
and a word processor that is quick and
easy to use as well as being very power-
ful. Such word processors to date have
only really been available on the larger
PC's such as the IBM compatibles and
68000 computers. Could PaperClip IIT
make such power and ease of use availa-
ble on the C64 and C128? ... Let's
have a look.
To my surprise there were two separ-
ate versions of PaperClip IIT in the pack-
age, one for the C64 and a separate ver-

by Adam Rigby

1750 RAM card, is an interactive
spelling checker. This allows the user to
set up a continual spelling checker in
RAM that checks for spelling errors as
you type, an annoying but useful ntility.
It is probably similar to when your wife
comes in the room as you are compos-
ing some of your best computer jargon,
-and says;

"You spelt ‘computer’ with two 'r's
on the end, dear."

It totally kills your concentration.

Even when you explain to her that you'

will check all the spelling after you have

Message Area

|

Status

Line Tab Line Line Indicator

/ Column Indicator

Cursor

sion for the C128. There is quite a
difference between the two versions. The
C128 version supports various novelties
such as 80 column screen handling and
an impressive interlace mode whereby
you can see 50 lines of text - this feature
is only available to video preview, not
editing. 4

Another useful feature that is availa-
ble to C128 owners with access to a

completed the critical creative side, she
still keeps on.

"There is no k' in the word 'literal'."

Still, considering that I did not have
access to a 1750 RAM card, I am speak-
ing from intuition rather than experi-
ence.

What C128 program would be com-
plete without the use of the 1571 Burst

Communications Options
e e e e v e
Baud Rate (BPS) 100
Parity NONE
Word Length in Bits ]
Duplexing FULL
Text Buffer Capture

Miodem | ype
R5-232 Control Signals

Communication Type ASCH
Auto-Line Feed of
Line Feed Generation On
Backspace Code 8
Form Feed Response Line Feed
Bell Response Beep
Control Characters - Visible
Clock Display Clock #1
Set Clock

mode for super fast data transfer. This
makes the Spelling checker quite a bit
faster, of course.

Opening up the manual, I was rather
impressed with the extensive Contents
page covering every topic that you could
possible want to know about as well as,
shock, amazement, a reasonable index -
things not usually found in a computer
software manual.

The manual itgelf is in three parts.
Part one is the introduction which covers
LOADING, COPYING and various de-
tails indigenous to the C64 and C128.
Part two covers a very basic introduction
to word processors which would prove
extremely helpful to people not accus-
tomed to such things. It goes as far as t0
say things such as "Don't be afraid of
moving the cursor over text you've typed
- moving the cursor doesn't affect text."
Part three contains reference information
ordered in sympathy with the user's re-
quirements - put simply, the manual is

Australian Commodore Review
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written in a natural progression of learn-
ing blocks.

Using PaperClip il

The interface for selecting various
functions could not be better. When you
press a function key a window pops up
with a menu in which its components are
selectable by an inverse bar. Selection is
very simple just move the bar with the
cursor keys until it highlights the desired
selection and then hit return, what could
be simpler and quicker?

By pressing 'F7' you bring up the
main menu where you can select the
main control functions such as:

New Document.

Load document.

Save Document.

Disk directory.

Search text,

Search and replace text,

Print document.

Video Preview.

Check spelling.

Telecommunications.

As you can see this whole procedure
is very simple and doesn't require the user
to remember any complicated keypress
combinations, and I am definitely all for
that. '

Running over the specifications, we
can indeed see that this package has pow-
erful features, they are as follows.

Editing

» Full screen editing - insert/delete,
move, copy, global search and replace.

» Instant phrases - use 52 user-defined
phrases, each accessed by a single keys-
troke.

» Edit text blocks by character, word,
sentence, or line with wildcard searches,
start or end of word matches.

» Move, delete, sort and add columns.
» Preview documents before printing in
40, 80 or 160 column, with four-way
scrolling,

Printing
» Proportional spacing.
» Supports letter quality printing,

Australian Commodore Review

| pDia liﬁ l

Dial Number
Dial Tagyed Liast
sang Up

Answer Phone

Number of Dial Attampts 1
Rings Befors Anawering ]

555-9087
555-7634
555-4354
555~5555
555-6554
555-4321
555-7560

1200-8-8
1200-8-8
1200-8-H
1200-8-H

300-8-H

Phone & 131
Phone & 2:
Fhone # 3:
Phons # 41
Phone & 5;
‘§ Phone & &:
Phone & 11
Fhone & 61
Phone & 9:
Phone #101

| Ssave Current Configuration to Disk
Load New Configuration From Disk

1200-8-N
1200-6-H8

» § different printer pitches available.
» Supports double-height printing.

» Pause during printing and restart at
previous page.

Formatting

» Underline, boldface, italics, super-
script and subscript.

> Automatic table of contents.

> Built in outliner,

> Automatic paging, page numbers,

Spelling checker

» Built-in 40,000 word spelling check-
ing.

> Customizing of the dictionary at the
user's discretion.

Built-in
telecommunications

> Complete, easy transmissions or re-
ception of text by modem with you're
running Paperclip.

» Automatic dialing and redial.

» Supports most popular modems and
Baud rates.

» Upload and download text to disk or
memory.

» One-key switching to word process-
ing and back again.

Overall

Paperclip III is a vast improvement
over other word processors for the C64
and is probably the best that I know of
to date for the Cé4

and the C128, how-
ever, I have one big
problem with the
program. The move-
ment around your
document is not as
extensive as you
would expect. You
cannot move the cur-

page headers and footers.

> Arabic or Roman numeral page num-
bering.

» Regular and numeric tabs.

» Double and triple spacing.

» Centre, justify, left or right text
align,

Compatibility

» Reads most popular word processing
files, including all previous versions of
Paperclip, Wordwriter 3, and Bank Street
Writer.

> Compatibility with virtually every
popular printer - dozens of built-in print-
er files, or create your own.

sor one word at a
time and you cannot delete one word at a
time.

This may not sound like a big prob-
lem to most people, but some who uses
a word processor for their business would
find the lack of these features an annoy-
ance in every day use. This is a shame
because the package is so effective in all
other aspects except the most simple
ones.

Distributed by ECP (075) 963 488
RRP $89.95. u

17




Communications

Packet Radio

Computers on air

ECENTLY I WAS invited by a

couple of VK's (HAM radio oper-

ators) to attend an Amateur Radio
Field Day at Gosford. As a former CB
user, I went to see what developments
were happening in the radio world. My
pals mentioned to me that there would be
quite a bit of computer stuff there, and
what an understatement that turned out to
be.

Having recently developed an interest
in telecommunications myself, it was a
real eye-opener to see the plethora of
computer equipment on show. It was like
an archaeological dig - there were dino-
saurs everywhere. Extinct beasts such as
Texas TI computers, lots of old Micro-
bees, several Tandys, lots of Osbomnes,
IBM look-alikes and even a couple of
VIC 20's.

One item which was conspicuous by
its absence was the old faithful, Commo-
dore 64, in fact there was only one C64
at the show. It was running a program
which, along with some hardware, al-
lowed it to communicate with other com-
puters through the medium of radio
waves. Yes, it was for sale, but it was
not very cheap.

Packet Radio is the keyword, this is
the name used to describe the method by
which computers communicate over the
air. A major advantage of this system is
that, once you have the equipment, it
does not need the cost of a phone call in
order to log-on.

As with modem communications
there are bulletin boards in all areas and if
you do a bit of study and get your Limit-
ed Amateur Licence, you can gain access
to repeater stations which form a network
over the entire eastern coast and some-
times even further, such as overseas via
satellites.

It is also possible to call other sta-

%A major advantage of
this system is thaf,
once you have the
equipment, it does not
need the cost
of a phone call in order
felog-on.”2

tions which may be out of range by util-
ising the computers of other operators in
between and the method is so efficient
that there is no chance of errors passing
through because the receiving station
will not accept the data if it is corrupt. I
know that sounds hard to believe but I'll
explain further.

The system is called Packet Radio
because the computer arranges the data
into orderly blocks (Packets) which are
made up as follows: First a series of
flags or markers to signify the start of a
message. Next comes the call sign of the
sending computer followed by the call
sign of the receiving computer. The data
is next, between 127 and 255 bytes, de-
pending on the system. Then comes the
most important bit, the checksum.

Now all us computer folks know
what a checksum is, but just in case, it's
a number computed in various ways by
the computer and using the data as a
base. It may be the sum of all the num-
bers being sent or a more complicated
system of AND, OR & XOR - whatever
system is used, it reaches a number and
if the receiving computer does not reach
the same number, then a data error has
occurred and the receiving computer does
not send out a confirmation to the send-
er, so it is sent again and again until it
is confirmed by the receiver. After the
checksum there are more flags or nulls

by Tony Smith

to signal the end of a packet.

All the above happens at an incredi-
ble speed, usually at 4800 baud or higher
so if you are listening to a radio where
packet is in use, all you hear is a buzz
for about a second and then silence for a
while and so on.

Another incredible thing about the
system is the number of users that it can
support. With normal phone modems,
the number of users is limited to usually
only one at a time on the bulletin board,
but with packet, the computer 'listens’
for a break in transmissions and in the
break, transmits an 'are you there?" to the
intended receiver. If it gets a reply, the
packet is prepared and sent, again in
breaks between transmissions. This
leaves room for many users to be using
the wavelength at the same time but if it
gets too crowded, then you simply
change bands to a quicter frequency.

The following scenario was used as
an example at a seminar on Packet Radio
held at the field day.

@ Step 1 Sydney station wishes to talk
to Redcliff, north of Brisbane.

@ Step 2 Host computer in Sydney
calls Newcastle via repeaters.

@ Step 3 Call received and packet sent,
received okay, checksum okay.

@ Step 4 Newcastle computer info,
calls Armidale via repeaters.

@ Step 5 Armidale replies, packet sent
and received.

@® Step 6 Armidale checks packet, calls
Tenterfield, sends packet.

® Step 7 Data is scrambled by light-
ning near Gibraltar Range, not received.
@ Step 8 No reply from Tenterfield,
data is re-sent, this time it makes it.

@ Step 9 Tenterfield calls Brisbane,
packet is sent safely to Brisbane.

@ Step 10 Brisbane calls Redcliff, pack-

18
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et is sent to the final destination.

The above scenario could have taken
seconds or it could have taken minutes,
depending on line traffic, noise, storms
etc. The packet could have been sent
straight through or it may have been de-
layed by errors on the way, it may even
have been beaten to the final destination
by packets from the same batch of infor-
mation sent after it, but the host comput-
ers put it all together correctly at the end,
otherwise our friend the checksum steps
in and’ sorts it out.

The callsigns of all intermediate sta-
tions are entered into the identification
string of the transmitted packet so the
messages go to the right stations along
the way. The amazing thing is that doz-
ens of users could have been doing the
same thing at the same time and none of
them incurring any line-charges!

There were some demonstrations of
Packet. One particular guy, a real boffin,
with a2 home-made dual 8" disk drive, had
one computer transmitting through a
dummy-load to another system using a

®The Cb4 is one of
the best machines
for packet.”

wet piece of string as an antenna, (fair-
dinkum!) he was sending screenfuls of
files and programs at an incredible rate.
He suddenly strode over to one of his
machines and started furiously typing, he
seemed to be in control, so I sidled over
to have a look. The other, meanwhile,
was still spewing forth screenfuls of in-
formation so I innocently asked him if
his machines were multi-tasking. He
looked at me as if he knew I wasn't a VK
and said "No, it's just emptying the buf-
fers." The screens rolled on and on before
finally stopping, when they did, the cur-
sor appeared above "waiting". I noticed a
baud rate of 19,200 listed as one of his
options and mentioned it, also to be told
"The system can handle it, the antenna

can't.”

Some of the things that a computer
can do when hooked into a radio are
nothing short of stunning, such as FAX
pictures and weather maps, all up to the
minute stuff, test patterns from various
stations and satellites, all you need is a
good quality communications receiver o
obtain these signals and a program or
cartridge for your computer to turn it
into a Terminal Node Connector (TNC)
which is connected to the radio.

There are kits available to tum most
computers into TINC's but the one thing
I learnt from the ficld day (which is also
the reason there were no second-hand
Commodore 64's for sale on the day) is
that the C64 is one of the best machines
for Packet. Coupled with the ever-
widening range of software and hardware
available for this machine, it may be
some years yet before we see them in
any great quantities at the field days.

This was backed up by the gentleman
conducting the packet seminar saying
that C64 owners were the luckiest for
they had the best machine for the job.

The market followed the semi-

nar, and boy, was there some junk

for sale, old valve operated equip-
ment to Vic 20 cartridges, huge
contraptions, dusty old chassis’s
with fabric covered wires, old tape
recorders, lots of keyboards, 110
volt monitors with no cases, radi-
os of all sizes, CB's, portables,
trannies and much more. After a
browse in the hall we-adjourned to
the Gosford Leagues Club for
some light refreshments before
catching the train back home. l

Example of
radio received
weather map.
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Programming

BeckerBASIC

An enhanced BASIC for the C-64 and GEOS.

ECKERBASIC ARRIVED in the

mail looking very impressive, and

as it turmns out, that's quite appro-
priate because this package is indeed im-
pressive.

Nicely presented in a somewhat over-
sized box which slides out of a decorated
sleeve, what you get for your money is a
240 page book and a nearly full single-
sided disk.

The BeckerBASIC system is a very
much enhanced BASIC for the 64, and is
designed to be used with GEOQS. There
are over 270 new BASIC commands de-
signed to give easy access to high resolu-
tion graphics, sound and sprites. There
are also programs on the disk which will
help you to create GEOS applications,
such as construction sets for drop-down
menus and dialogue boxes. This gives
you the ability to make very professional
looking programs without having to
know all the details about the workings
of the 64 or GEOS. To give you an idea
of what can be done, there is a spectacu-
lar and comprehensive demo program on
the disk.

The manual

On opening the book, two faults be-
came apparent immediately. The first is
the type of binding used to hold it to-
gether. This is suppesed to be a refer-
ence book to be used alongside the key-
board for some time until the user
becomes familiar with the language, but
its paperback binding is done so tightly
that it will not, under any circumstances,
stay open at a page. Even after standing
on it!

The second fault is that the inner mar-
gins on the pages are too small and as a
result, the text tends to disappear into the
spine of the book, making it difficult to

20

%The BeckerBASIC
system is a very much
enhanced BASIC for the
64, and is designed 1o
be used with GEOS.*®

read and compounding the binding prob-
lem.

My usual fix for the "book that
won't stay flat" is to take it to the local
printer and have the spine guillotined off
and the book re-bound with a comb bind-
ing (like spiral binding). However, it
can't be done with this book because
some of the text, being too close to the
spine, would be lost in the necessary
cutting and hole punching. A pity, be-
cause it is comprehensive and well-
organised and is otherwise a good refer-
ence - it's just unnecessarily difficult to
use.

The book contains an excellent 22
page introduction to BeckerBASIC, de-
scribing the three interpreters and why
they are needed (more on this later). This
section also describes the CONVERTER
which changes your BeckerBASIC pro-
grams into GEOS files, and discusses
the ability to rename BeckerBASIC com-
mands.

Renaming commands
The last item is very different from
most BASICs, and very convenient.
Some of BeckerBASIC's words are quite
long and as there are no abbreviations

- permitted, you can appreciate that it may

become tedious continually re-typing an
often used word or series of words. To
allow you to adapt the language to your
own needs and preferences, BeckerBASIC

by Frank Paterson

provides a RENCOM, or Rename Com-
mand function. With RENCOM, you
can rename any command to anything
you like, as long as it is not another
BeckerBASIC word or part word. The
system creates a "command table" which
links your command names to the correct
functions. You can save your command
name table to disk and recall it any time
you need it.

If you write a BeckerBASIC program
with modified command names, you will
need to load the command name table be-
fore test-running the program so that you
can de-bug and edit it when it sfops.
However, BeckerBASIC doesn't need the
table in order to run the program because
it doesn't use words. It uses tokens in
the same way that BASIC 2 and other
Commodore BASICs do. When you en-
ter a line of BASIC, the Input System
translates the words into numerical tok-
ens. It doesn't matter what you call a
token, it will always perform the same
task. However, unless the tokens can be
linked back to the words which originat-
ed them, you could never list your pro-
gram in a readable form. The purpose of
the command table, then, is to link your
words with the tokens used by the ma-
chine so that the Input and Testing Sys-
tems can list your code when you want
to see it again.

On the other hand, the Run Only sys-
tem deals only with tokens and doesn't
care a whit about what you have called
them. It is smaller, more memory effi-
cient and although I haven't done any
tests to confirm it, I suspect faster than a
full interpreter.

There is a limited amount of on-
screen help available to help you find
your way around the commands, and
your renamed commands are automatical-
ly incorporated into that help.
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The manual is divided into ten main
sections, and commands are discussed un-
der each section. The first one or two
letters of each command generally give a
clue as to its use. For example, all
sprite commands start with MB (I sup-
pose from Moveable Object Blocks or
MOB, sometimes used instead of the
word "sprite"). All sound commands be-
gin with SD, from Sound interface De-
vice; hi-res graphics commands begin
with HR, etc.

There is an extensive section on
structured programming, incorporating
PASCAL-like PROCEDURES, global
and local variables, enhanced branching
to calculated line-numbers or labels or a
mixture of both, etc. A BASIC pro-
grammer can now make his programs
much more readable by coding lines such
as
200 GOTO "QUTPUT" or
1000 GOSUB "UPDATE DATA"
instead of the rather meaningless
200 GOTO 4000
and the like, which BASIC 2 users are
limited to.

Also supported are IF/THEN/ELSE,
WHILE/DO/ENDDOQO, REPEAT/UNTIL
and LOOP/LPEXITIF/ENDLOOQOP.
These can all be nested and there are com-
mands for each which will determine the
level of nesting at any time. For exam-
ple, LEVELIF will tell you how far you
are into a series of IF/THENS.

There is another construct which is
new to me - SELECT/CASE/OTHER/
ENDSEL - which may be used to simpli-
fy what could otherwise be complicated
or clumsy IF/THEN constructions. For
example the code

5 INPUT "NUMBER FROM 1 TO
6";WB

10 SELECT WB

20 CASE 1, 3. 5: A=1

30 CASE 2,4, 6: A=2

40 OTHER SCPRINT "OUT OF
RANGE. TRY AGAIN"

50 ENDSEL

60 SCPRINT "A=";A

%To give you an idea of
what can be done,
there is a spectacular
and comprehensive
demo program
on the disk.*®

takes an input from the keyboard, limits
it to a value between 1 and 6 (with OTH-
ER), and if it is 1, 3 or 5, assigns the
value 1 to variable A, If the value is 2,
4 or 6, then 2 is assigned to A. The re-
sult is then printed to the screen
(SCPRINT means "print to the screen").

In BASIC 2, it would look like this:-

5 INPUT "NUMBER FROM 1 TO 6";
WB

10 IF (WB<I) OR (WB>6) THEN
PRINT "OUT OF RANGE": GOTO 5
20 IF (WB=1) OR (WB=3) OR (WB=5)
THEN A=1

30 IF (WB=2) OR (WB=4) OR (WB=6)
THEN A=2

40 PRINT "A=":A

Note how much more readable the
BeckerBASIC version is.
Here's another example:-

10 INPUT "NUMBER"; KN

20:

30 SELECT KN

40 CASE 1 :WT$="SUNDAY"

50 CASE 2 ;WT3="MONDAY"

60 CASE 3 :WTS$="TUESDAY"

70 CASE 4 :WT$="WEDNESDAY"
80 CASE 5 :WT$="THURSDAY"
90 CASE 6 :WTS="FRIDAY"

100 CASE 7 :-WTS$="SATURDAY"
110 OTHER SCPRINT "BAD NUM-
BER. TRY AGAIN!"

120 ENDSEL

130 SCPRINT WTS$

This program reads a number between
1 and 7 from the keyboard, checks the
range, assigns the corresponding day of
the week to variable WTS$ and then dis-
plays WT$ on the screen. (SCPRINT
means "screenprint”.)

In BASIC 2, it could look something
like this:-

10 INPUT "NUMBER"; KN :
20 IF (KN < 0) OR (KN > 7) THEN |
PRINT "BAD NUMBER. TRY

AGAIN!": GOTO 10 !
30 IF KN=1 THEN WT$="SUNDAY": i
GOTO 100 -
40 IF KN=2 THEN WT$="MONDAY":

GOTO 100

50 IF KN=3 THEN WT$="TUESDAY":

GOTO 100

60 IF KN=4 THEN

WT$="WEDNESDAY"; GOTO 100

70 IF KN=5 THEN

WTS$="THURSDAY": GOTO 100

80 IF KN=6 THEN WT$="FRIDAY":

GOTO 100

90 IF KN=7 THEN WT$="SATURDAY

100 PRINT WT$

or perhaps a little more concisely

10 INPUT "NUMBER"; KN

20 IF (KN < 0) OR (KN > 7) THEN
PRINT "BAD NUMBER. TRY
AGAIN!": GOTO 10

30 ON KN GOTO 40, 50, 60, 70, 80,
90, 100

40 WT$="SUNDAY": GOTO 110

50 WT$="MONDAY": GOTO 110

60 WT$="TUESDAY": GOTO 110
70 WT$="WEDNESDAY": GOTO 110
80 WT$="THURSDAY": GOTO 110
90 WT$="FRIDAY": GOTO 110

100 WT$="SATURDAY™"

110 PRINT WTS$

or even more concisely

10 INPUT "NUMBER"; KN

20 IF (KN < 0) OR (KN > 7) THEN
PRINT "BAD NUMBER. TRY
AGAIN!": GOTO 10

30 DIM WTS(7)

40 WTS(1)="SUNDAY": WT$
(2)="MONDAY": WT$
(3)="TUESDAY": WT$
(4)="WEDNESDAY": WcT$
(5)="THURSDAY":WT$(6)="FRIDAY":
WTS(7)="SATURDAY"
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50 PRINT WT$(KN)

Of the four examples, the first is easi-
ly the most readable and "structured”. The
last may seem more compact and effi-
cient, but it is the least readable. While it
is decipherable, it is easy to get lostin a
page of such code, making it difficult to
de-bug or modify at a later date, which is
a problem that structured languages like
Pascal and BeckerBASIC try to address.

PROCEDUREs

PROCEDUREs are a subject in
themselves. In a nutshell, they are self-
contained program modules which use
only the variables assigned to them (local
variables). They cannot directly access
variables used by the rest of the program
(global variables), though there are ways
of passing global information into a
PROCEDURE and local information
from a PROCEDURE out to the rest of
the program. PROCEDURESs can be
saved fo and read from disk, meaning that
a running program can call a PROCE-
DURE from disk, run it, and then return
to the main program. This could be use-
ful if you had designed a suite of pro-
grams to handle an application and those
programs used certain routines in com-
mon. Rather than repeating the common
code X number of times, you could write
it as a PROCEDURE, file it on the disk
and call it as and when needed, from any
program. Neat and elegant.

Interpreter

You may have wondered how all this
fits into a 64k computer that is already
comfortably full with GEOS. Data
Becker, the designers of BeckerBASIC,
have taken an approach not often seen in
programming the 64. They have divided
the BASIC interpreter into three parts,
only one of which is loaded and operative
at a time. This saves considerable mem-
ory, and the bigger the BASIC, the more
memory saved ... BeckerBASIC is BIG!

Think about the three stages of writ-
ing a program ... First you type it in.
Then you test and de-bug it. The final

[ oK Cancel YES |

Dislogue butions ata glance.

(o) [opm] (Dm0

B

< : i
You can sasily define and uss bu
within your own GEOS programs.

T

stage is the completed product. Becker-
BASIC has an interpreter tailored for
each stage ... the Input System, the Test-
ing System and the Run Only System.

You can easily change between the
Input and Testing systems, s0 it is easy
to adjust code on the Input System, test-
run it on the Testing System and return
to the Input System if necessary. Once
the program is fully de-bugged and to
your satisfaction, it can be run on the
fully cut-down version of the interpreter,
the Run Only System, allowing more
memory for variables, etc.

If you wish to publish any of your
programs, you are permitted by Data
Becker and Abacus to include just the
Run Only System on your distribution
disk, with no obligation to pay royal-
ties.

When any of the three systems are
loaded from GEOS, you are left with
about 16k of free memory. Now this
doesn't sound like much, especially to
you spoiled people who also work with
IBMs and Amigas with megabytes of
RAM oozing out of ports all over the
place. However, BeckerBASIC addresses
the problem by providing a program
overlay capability. That is, instead of
holding the entire program in memory
and compromising on either the program
or data storage or both, it's possible to
write and store programs in modules
which are then read from the disk as they
are required.

This is not a new concepe ... il's just
not very common on the 64 because un-
til now it hasn't been easy to do. Beck-
erBASIC makes it a snap with special
overlay commands which read program
segments into the beginning of BASIC
memory without disrupting variables.
Those segments can then be run, using

existing variables, and then a return made
to the same or another part of the pro-
gram, again using an overlay command.

More features

There are heaps of features in Becker-
BASIC which I haven't covered here ... it
would be impossible to do justice 1o
them all in a magazine review.

Things like DEEK and DOKE which
peek and poke PAIRS of locations - very
useful when dealing with data in low-
byte/high-byte format.

And the disk commands. Just about
all the modifications seen in other BAS-
IC enhancements have been incorporated,
and then some. The usual simple com-
muands DIRECTORY, DSAVE,
DLOAD, DVERIFY and modified save-
with-replace, etc are all there in Becker-
BASIC, along with a comprehensive list
of advanced commands covering direct
disk access and disk memory access.

A few interesting ones are DMY-
PEEK and DMYPOKE which peek and
poke drive memory, DMYREADM
which reads up to 255 bytes of drive
memory and places it into the computer
and FILENUM, which returns the num-
ber of files currently open to the drive.
(You can have only three open at a time.
FILENUM helps you keep track of what
your program is doing.)

The more you look into BeckerBAS-
IC, the more there is. In fact, there is so
much in it that it is wrong to consider
this product to be a BASIC enhance-
ment. It is instead a complete replace-
ment for the BASIC supplied with the
64. 'While I wouldn't recommend it for
beginners, I will say that for the average
programmer aspiring to higher things it
will open doors to structure, inventive-
ness and satisfaction. For the accom-
plished programmer interested in writing
applications to be run under GEOS, it is
indispensible.

BeckerBASIC.

From Data Becker.

Published by Abacus and distributed
in Australia by Pactronics (02) 407 0261
RRP $99.95. =
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IT'S ELECTRIFYING Il

One could even say that our range of Educational Software is
SHQCKINGLY gooa.
Just cast a1 JGHTNING |00k over these products; —

EOR THE YOUNG AT HEART . . .
The great sesaAME STREET range of educational and fun products.

TR

AT - e T

ASTRQ GROVER (Age 3-6) , GROVER'S ANIMAL ADVENTURES (Age 4-6)
Counting, addition and subtraction nimals and their environment

ERNIES MAGIC SHAPES (Age 3-6) ERNIES BIG SPLASH (Age 4-6) ‘
Shape and colour matching Planning. prediciing and puzzle solving
BIG BIRDS SPECIAL DELIVERY (Age 3-6) PALS AROUND TOWN (Age 4-6)

Object recognition and classification Humans, ’rgeiir)er%ironmen’r and interaction

Available for C64/128. PC compatibles , and Atfari

FOR THE OLDER I(#Ds - s .
A great range of programmes covering most age groups;

BIoLOGY (Age 12-16) BETTER MATHS (Age 12-16)
Cells, mammals, photosynthesis, respiration, A comprehensive mathematics program
reproduction etc. covering a wide range of topics.
PHYSICS (Age 12-16) BETTER SPELLING (Ag® 9-Adult)
Pressure, heat, matter, electricity magnetism, ‘Strange’ plurals, plurals ending in -e -,
light etc. commonly confused words etc.
CHEMISTRY (Age 12-16) , MATHS MANIA (Age 8-12)
Oxygen, hydrogen, atoms, acids, carbon efc. Muftiplication and division made "fun®. Has 3
GEOGRAPHY (Age 12-16) levels of difficuilty.
Weather, climate, pressure, wind, temperature MAGIC MATHS (Age 5-8)
etc. Adgiﬁon and subtraction with a strong “fun”
element. -

FOR THE ARTISTIC MINDED . . . . :

a '?\/IACE:‘.IC OUSE" for great drawing fun and graphics;

QISOKWIK PAINT . . . , ,

a nice learning programme for young budding artists,

ONAARTIST 64 . . .

the definitive programme for the young or adult with every possible feature,
making it the best possible graphics programme for your Commaodore 64.

Available from Microcomputerspot Stores Myer (selected stores), Grace Bros, Chandlers,
Maxwells Office Equipment, Big W (Kwik range), Harvey Norman and from leading computer retailers around Australia.
FOR THE NEAREST RETAILER IN YOUR STATE CONTACT:

y— N.S.W. : Pactronics Pty Ltd, 33-35 Alleyne Street, Chatswood. (02) 407 0261
= VICTORIA : Pactronics Pty Ltd, 51-55 Johnston Street, Fitzroy. (03) 417 1022
¢. QUEENSLAND : Pactronics Pty Ltd, 12 Stratton St, Newstead, 4006. (07) 854 1982
/ SOUTH AUSTRALIA: Baringa Pty Ltd, (08) 271 1066 ext. 6132

WESTERN AUSTRALIA: Pactronics W.A. 1/757 Canning Highway, Ardross (09) 364 8711
Mail Order - "Software To Go" - (02) 457 8289




Crossword

Uncle Pete's latest

Crossword Puzzle

The last crossword was another success, even
though a bug crept in causing the clue for 5 down to
be omitted. The typesetter has since been keel-hauled
but is recovering nicely now.

The winner is Suzanne Parkes of Blacktown, who
should enjoy the disk of games (all public domain of

of Uncle Pete's favourite adventure games.

My old shipmate Jolly Rodgers was also prompt
with his entry and suggestions, along with Tim Glick
of Dover Heights, who also rates a mention. Thank
you for your response and I hope all enjoy the new
one.

course) which will soon be on the way. Send your puzzle to:
Suzanne also suggested a puzzle for adventure PO Box 4
freaks. I'm pleased to say that is just what you are| West Wallsend
getting this month and the prize is, of course, a disk! NSW 2286
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Across clues

1. Bachelor of Arts (inits) 24. Batman's buddy

7. Holiday adventure game 27. TV soapie and game

8. Found in caves quest

10. Easy Infocom adventure  29. Found near fireplaces
14. Throw 30. Adventure direction

16. Fabulous garden 31. Level nine game (7000 lo-
17. River and adventure cations)

19. Famous magazine 33. Direction

20. First big adventure 35. Every

22. Overseas Service (inits)  36. Three ring adventure

Down clues

1. Exploding device 15. Negative prefix
2. Powder container 17. Spider game
3. Nasty little critters 18. Fervour
4. Freezing 21. Chap from Transylvania
5. Red Hering is one 23. Roll of paper (ancient)
6. Command ' 25. Japanese warrior
9. Melbourne House adven- 26. Heroesof . . ..
ture 28. Underneath
11. Pool 32. Australian Railways Union
12. Underground location (inits)
13. Found in paradise (level 34. Tourist Trophy (inits)
nine)
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THE AMIGA 500 HOME COMPUTER S SO
ADVANCED, IT CAN EVEN DEMONSTRATE
[TSELF IN YOUR LOUNGEROOM.

See the amazing Amiga in your own home,
In your own time.

Just send for Amiga: The Movie' and show it
on your own VCR.

See how Amiga offers the power of a micro
for the price of a PC. :

Observe Amigas incredible graphic talents.

Judge the quality of Amigass stereo sound,
electronic voice generation and advanced musical
ability:

Preview some of the more than 800 existing
Amiga programmes.

And then, once you are convinced that the
Amiga 500 offers more power and flexibility than
any other home computer remotely in its price
range, act immediately.

Because if you purchase the Amiga 500
before June 30th, Commodore will give you
software worth around $200 at no extra cost!

FREE AMIGA SOFTWARE OFFER!

HURRY! SEND FOR YOUR DEMONSTRATION
TAPE IMMEDIATELY! IT COULD HELP YOU
SAVE ABOUT $200!

Amiga: The Movie contains a complete
demonstration of the revolutionary Amiga 500.
See it now; and act now! Because if you purchase
an Amiga 500 before June 30th, Commodore
give you around $200 worth of Amiga software.

SEE AMIGA: THE MOVIE ABSOLUTELY
FREE OF CHARGE! ($20 deposit will be refunded
in full on return of the cassette to Commodore
by July 3lst, 1988).

r commodore

HS _,nly]

hc'n \ return the video to (_orrrno ore BJSI TEEE f" achines

Postcode

Bankcard/MasterCard/Maoney order/Cheque
Commodore card.

(5 1 1 5 ) 5

Expiry Date

Signatire
Send to: Amiga: The Movie,
Commaodore Business Machines, ©

&7 Mars Road, Lane Cove, NEW 2066

YOU'VE READ THE AD. NOW SEE THE MOVIE.




The Virus -
how dangerous?

UCH HAS BEEN been said
M about the dreaded Virus since we

first published a wamning some
months ago. Some is complete and utter
nonsense. There is a lot of erroneous ad-
vice floating about, mixed with a small
amount of true to life explanations and
solutions to the problem.

Yes, you can catch it without pirating
software. And yes, it is unfortunately a
user beware situation. But the most
frightening question is just how many
Viruses are there? More to the point, just
how dangerous are they?

There can be no doubt that the infa-
mous SCA-Virus is a real menace. SCA
themselves say it was merely a ". . joke
that installs itself on disks that you put
in the disk drive." However they also add
"It is impossible for the Virus to become
able to destroy any kind of program out-
side the boot block, such as source code
or text files."

What SCA didn't count on originally
was that many new programs arriving on
the market would make special use of the
boot block (a special sector on Work-
bench disks), using it to hide copy pro-
tection routines. Once overwritten by the
Virus, the result is normally a dud disk
that will no longer boot, or invokes the

Editorial

Not A Dos Disk requestor. Such program
include Barbarian, Terrorpods, Qutrun,
Test Drive and Crazy Cars. Unless you
happen to have another copy handy to re-
store the original boot block from, you're
up the creek. I have personally lost sever-
al of my games disks in this way,

To add insult to injury, the SCA Vi-
rus installs itself into a part of RAM
called the STACK. However, the stack,
depending on memory availability and
concurrently running applications, may
move around.

The SCA Virus can then end up liv-
ing on top of code required by certain ap-
plication programs. The end result, a
GURU Error, or partial data loss.

However, that is not 1o say that every
Guru error you see from here on in is the
result of the Virus, as seems to be the at-
titude amongst some. Furthermore, the
Virus can be contained, and with a little
common sense, removed from infected
disks.

So the Virus is very real. It is not the
figment of some computer writer's imag-
ination. You've read how it works. You
know who's to blame. And so far we
have only discussed the more popular
SCA version.

We have published articles on remov-
ing this beastie in previous issues.

If you get really stuck, contact our ed-
itorial offices on (02) 817 0011 or con-

sult your local user group for a copy of
the necessary utilities.

Alarmingly, there are other viruses
starting to breed. These are nastier, and
have been blatantly designed to destroy
disks, and hamper removal. Once infect-
ed, they're tougher to kick.

One of the most infuriating is the
Byte Bandit Virus. Attempts to remove
it by the install command are thwarted in
two possible ways. Either the command
returns, with no operation taking place,
or the sector is overwritten straight after
it has been replaced - depending on which
version you are unfortunate enough to
end up with. By far the worst aspect is
Byte Bandits symptoms. They're often
mistaken for a hardware fault. Your Ami-
ga will totally freeze, or just display a
blank screen every (wo or three minutes.
Reports of several machines returned for
repair have surfaced where the problem
sternmed back to infected disks.

Yet other Viruses are reported to con-
gregate in Clock RAM of A500's and
A2000's. A clock reset will rid the ma-
chine if the suspect code. Worse still,
sketchy information suggests that the
Spirit RAM expansion board may in
some cases be harbouring a Virus that
can only be removed by physically short-
ing out the battery. In both cases watch
for a sudden change in the correct time.

Andrew Farrell
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AA rated software

Amiga and

Abacus

from a name you've learned to count on

"Pactronics"

BECKERTEXT — is more than just a word processor. It gives you all the easy to
use features found in TextPro, plus it gives you a whole lot more. You can
incorporate sophisticated IFF graphics anywhere in your document. It also
automatically hyphenates words, automatically generates both an index and a table
of contents. Becker Text goes further than other word processors. It can display and
print multiple columns (up to 5 per page) for professional looking newsletters,
reports, etc. Its spelling checker can either check an entire document, or it can be
ON-LINE, and spell check AS YOU TYPEI| Becker Text works with most dot matrix

ASSEMPRO — Assempro Amiga unlocks the full power of the
Amiga’s 58000 processor. Itis a complete developer's kit for
rapidly developing machine language/assembler programs on
your Amiga. Assempro has everything you need to write
professional quality programs: Editor, Debugger,
Disassembler, and Reassembler.

printers, and you can produce a printer driver to work with any printer. It includes
driven routines for the latest laser printers. When you need more from your word
processor than just word processing, you need Becker Text.

IMPACT — Get off the cocaine, opium and marijuana, don't try
another HIT,

try an IMPACT! A far healthier addiction.

The game you never want to stop playing. Superb graphics, colour,
digitised sound.

BRILLIANT BOOKS — Learn and get the most out of your Amiga with these great
books from Pactronics. Amiga for Beginners, Amiga Basic Inside and Out,

Amiga Tricks and Tips.

Don't forget that we have Amiga compatible Joysticks and

Glare Filters and Magnifiers.

N.B. Pactronics will be getting in a terrific range of Amiga products over the next
few months. Please send your name and address to PO Box 187, Willoughby,

NSW 2068 marking the envelope "Amiga”.

DATARETRIEVE — Powerful database for your Amiga that's fast, has a
huge data capacity and is easy to use. Now think DaraRerrieve. Quickly setup
your data files with onscreen mask templates. Select commands from the
pulldown menus or time-saving shortcut keys. Customize the masks with
different text fonts, styles, colours, sizes and graphics. DataRetrieve is easy
1o use — but has the professional features you need. Password security for
your data. Sophisticated indexing and searches. File size limited only by disk
space. Customize function keys 1o store macros. Easily outputs to most
popular printers to produce form letters, mailing labels, index cards, reports,

ete. Data management couldn't be easier.

Available from Microcomputer Spot, Grace Bros, Chandlers, Maxwells Office Equipment,
Big W (education and Kwik range only) and from leading computer retailers around Australia.
FOR THE NEAREST RETAILER IN YOUR STATE CONTACT:
N.S.W. : Pactronics Pty Ltd, 33-35 Alleyne Street, Chatswood. (02) 407 0261

VICTORIA : Pactronics Pty Ltd, 51-55 Johnston Street, Fitzroy.

(03) 417 1022

QUEENSLAND : Pactronics Pty Ltd, 12 Stratton St, Newstead, 4006. (07) 854 1982

SOUTH AUSTRALIA: Baringa Pty Ltd, (08) 271 1066 ext. 6132

WESTERN AUSTRALIA: Pactronics W.A. 1/757 Canning Highway, Ardross (09) 364 8711 % F)actronics

Mail Order - "Software To Go" - (02) 457 8289



Notepad

Amiga the Movie

First came the highly suc-
cessful Amiga 500, now
there's the movie about it . . .

Commodore has an-
nounced the release of the
Amiga the Movie video availa-
ble from the end of April at any
Commeodore dealer.

Commodore Managing Di-
rector, Mr Tony Serra said,
"Because the Amiga 500 has
so many different features and
applications and is so time
consuming to demonstrate, it
was decided to make a video
instead.”

Amiga the Movie allows
prospective Amiga 500 buyers
to see all the features of the
system in the comfort of their
own homes.

In launching the Amiga the
Movie video, Commodore has
announced a special offer.
The video is available for just
$20, refundable if it is re-
turned to Commaodare dealers.

Bonus software worth $200
is available to those who buy
the video and subsequently
purchase an Amiga 500.

In the US, there were more
than 30,000 inquiries for the
video. Figures to date show
that 50 per cent of those who
saw the video subsequently
bought an Amiga 500.

"Amiga the Movie has been
described by some who have
seen it as 'awesome’,” said Mr
Serra. B

Commodore/
Ozi Soft
agreement

Commodore Computers
and Australian software com-
pany, Ozi Soft, have an-
nounced a multi-millicn dollar
joint marketing agreement.

The move follows lengthy
talks between the two compa-

nies since the beginning of the
year. The agreement will sig-
nificantly enhance the compa-
nies' sales forces and will al-
low each to share the others'
selling resources and exten-
sive dealer base.

The agreement extends
throughout Australia and the
Asia/Pacific region, which en-
compasses more than 20
countries and involves more
than 2,000 dealers.

Commedore Australian and
Asia/Pacific Managing Direc-
tor, Mr Tony Serra said, "It is
one of the few major joint mar-
keting arrangements between
an international computer
manufacturer and a major
software supplier. The agree-
ment is expected to result in
sales increases of up to 15
per cent."

Ozi Soft Managing Direc-
tor, Mr Kevin Bermeister said,
"The agreement will consoli-
date Commodore as the num-
ber one hardware supplier and
Ozi Soft as the top software
supplier in the home entertain-
ment end of the computer mar-
ket. This venture will also ex-
tend marketing campaigns by
both companies into the busi-
ness PC market too.”

For the consumer, the
agreement will result in lower
prices and a broader range of
product available through a
larger number of outlets. W

New Products
® Deluxe Productions for
the Amiga 500, 100, and 2000
is a professional quality, high-
resolution video presentation
program for use in the creation
of computer-generated busi-
ness and educational presen-
tations, live television broad-
casts, and demonstrations
using video.

The program allows users

to create up to 12 scenes per
production, each scene con-
taining up to five clips, each
clip containing one animated
object. The user can over-
scan and chain productions
together to create long or
looped presentations.

Play capabilities, including
pause, forward and backward
functions, allow the user to
maintain complete control
over any production. Double
buffered animation, a colour
palette of 4096 separate col-
ors, and a selection of over 40
wipes provide flexibility in spe-
cial effects decision making.
The program retails for $229.

® [nteliiType for the
Amiga is a typing tutor pro-
gram that uses sophisticated
artificial intelligence (Al) and
an adventure story to teach
fyping to adults.

Users are enticed to go to
the next lesson because it's
another cliffhanger episode in
an action-packed thriller.
There are death-defying
stunts, sizzling sensuality,
careening car chases, witty

Notepad

banter, and a storyline.

The program monitors 27
different kinds of typing errors
in nine categories, including
dyslexia errors, high keys-
troke variance, transposition
errors within or between
hands, and near and faraway
key insertion errors. It even
recognizes when users shift
with the wrong hand.

IntelliType analyzes typing
with bar charts that show ac-
curacy, speed, and error
types. Mouse clicking on any
bar results in an in-depth anal-
ysis of each error type which
reports such data as how
many times the error occurred
during the lesson.
® Ferrari Formula One
for the Amiga is a detailed
driving simulation that allows
players to live out the high-
speed fantasy of racing a Fer-
rari F1/86. It offers high-
speed action on authentic rec-
reations of 16 international
race coursgs. RRP $59.95.

" The above three programs
are distributed by ECP (075)
96 3488. |

AMIGA PRODUCTS

External disk drives. cream front panel,
switch and 12 months warranty $§325.

Proton memory exp. modules from $640.
Star NX1000 colour printer $695 incl. cable.
Star Nx1000 printer $520 incl. cable.

Aviek 123 modem $449 incl. cable.

All Pactronics products available,

Quality Computer and printer accessories,
Armiga World - June issue. Other publications
and latest software available.

Classes for beginners - bookings essential,

White's Computers
(02) 634 6636

37 Daphne Ave, Castle Hill 2154,
Bankcard/Mastercard/Visa Welcome
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Software Review

Acquisition . . .

the update

by lan Preston

O RECAP THE story so far: Ac-
quisition appeared to be a power-

ful piece of software that had me
snookered; a manual that made no sense
and two disks of program code that
seemed to have a permanent booking
with the Guru.

Since then we reported in our
Amiga/ 1, -n 1.3F has been re-
leased - z Wit adments to the user
manus’ containing exam-
ple Aly the promised
200 pa, 4ll not appeared.
Manuai

Although the manual updates show a
marked improvement over the original
literature, Taurus would have been well
advised to re-write the whole manual.
The update involves the "remove and re-
place” method except in the "Acom Lan-
guage" section which as Taurus states is
"an update section of the command syn-
tax (which is) NOT inserted into the ex-
isting Acom syntax section, but eated

as an apper " Jore's the pity, a full
revisior ave made the manual far
MOre 4Coe _ie.

I hope that whoever proofread the
manual didn't give up their other job. We
all know that programmers can't spell
but the manual -(including update) is
riddled with "typo's”. A solid background
in adventure games is recommended if
you intend to seriously attempt to digest
the contents of the manual.

But enough of the manual (who reads
them, anyway). We'll have a go at the
software:

A BIG plus is they've dispensed with
the dreaded dongle protection scheme.
The software is presented on two unpro-
tected disks: MAKE and FILE. Although
the manual indicates that both of these
disks boot from the Workbench prompt,

Amiga Review 4

Avid readers of this magazine
have no doubt been waiting

in anticipation for the second
part of our review of
Acquisition by Taurus Impex.

in fact only the MAKE disk does so.
The first step is to create a data disk,
(vou can't get any further without it),
which lives in DF1:. By the way, unless
you have an exiernal drive or the luxury
of a hard drive, Acquisition is unusable,

Whilst on the subject of data disks,
make plenty of them. I'll explain why
later.

The Make disk

The Make disk contains the programs
MAKE, BRIDGING and PASTING.,
Step one is to load the MAKE program.
Here you define the basic DataBase . . .
that is, its fields, and here the reason for
the ample supply of data disks becomes
obvious. You may only use a field name
once; not only in the database you are
wotking on, but ANY database on the
disk. We are creatures of habit and have
our favourite names for variables, sub-
routine labels and the like. I guess 99
per cent of the databases I've set up over
the years contain the field "NAME".
With Acquisition, if you have the same
habit, it's a new data disk every time you
start a new project.

You must have a unique key field
(duplicate keys are a no-no), but that's
the only restriction. Field lengths are dy-
namic. After defining your database, you
save to disk. A word of warning: the
manual claims that you can change a da-
tabase definition at any time (that is, add
another field), experience has taught me
to get it right the first time (especially
in the Pasting stage) as attempts to alter
a database definition once it has been set
up can lead to many hours of lost work.,

Bridging

The next step is Bridging. To quote
Taurus: "This module is used to create
PATHs that connect Database Files to

other Database Files, and add system in-
dexes.” A simple explanation that I will
not even attempt to enhance on. It only
becomes a worry when creating several
"Child" databases of a "Parent". As an
example, here's how Taurus explain it: ",
. . each PARENT record is related to its
own set of CHILD records and cannot ac-
cess other CHILD records with the same
PARENT value." Simple! That's enough
Bridging for the time being, I get con-
fused just thinking about it.

Pasting

The next stage is "Pasting”, and
again from Taurus: "This module is used
to glue everything together and custo-
mize the user interface. Pasting is where
the user decides what a record will look
like cosmetically and how it is to be for-
mated, searched, selected and used. The
PATHSs created in Bridging are installed
here between the Database Files that need
to be related." My only real problem
with this one was that although you can
move the field name around the screen
(sorry, I mean the interface), the system
still thinks the field contents will be in-
put where the field was originally; in
other words the field name can be bottom
left of screen but the data must be input
at top right. I must admit I didn't perse-
vere with the problem so a solution may
exist.

During Pasting you may also append
a "Stream" 1o a field. For example, the
stream NAME=UPPER(NAME) would
convert the contents of field NAME to
upper case at time of entry, NAME
=PROPER(NAME) would capitalize the
first letter of each word. A stream will
also perform arithmetic calculations eg:
TOTAL=QTY*PRICE. This stream will
place the product of the fields QTY and
PRICE in the TOTAL field. Fields can
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be "protected" from user input to safe-
guard the results of calculations.

The File disk

With a bit of luck your database is
now ready to take data. This is input
through the Filing module which is on
disk two. Getting the data in is relatively
easy and is only stored on disk when the
buffer is full, so things move along fair-
ly swiftly. With all buffered input
though, you MUST close the database
down tidily, a CTRL,AMIGA AMIGA
will cause considerable data loss. Once
the data is loaded, you may scroll
through the records using mouse driven
icons but to get the information onio pa-
Per you must use . . .

The Report module

Again on disk two, the Report mod-
ule allows the formatting and execution
of printer output. I was impressed with
this easy to use, powerful utility that al-
lows the data to be printed in just about

any format you can think of.

The report generator contains such
commands as AVE (returns the moving
average of an expression by page or
whole report), COUNT (returns the mov-
ing count of an expression), END RE-
PORT (ends report unconditionally),
LINE NO (returns the current line num-
ber within a page which the report is
on), PAGE BREAK (forces an uncondi-
tional page break within a report), PAGE
NO(displays the current page number
that the report is on), SDV (returns the
moving standard deviation of an expres-
sion) and SUM (returns the moving total
of an expression). If that's not enough
there is also:

**% SETUP All text is processed but no
output

*#* COMMENT All text ignored

*+%* HEAD Text only processed at start
of report

*** PAGE Text processed at the start
of each page

**% MAIN Text processed on any ‘read’

to database
*** FOOT Text processed at the end of
each page
*** TAIL. Text only processed at the
end of report ;
_S_  Justification Block start
_T_ Jusufication Block end
_D_ Blank line if result is null
_B_ Trim spaces from beginning and
end of section or line
_F_ Fixed field format
_C_ Centrally justify section, line or
block 3
_R_ Right justify a section, line or
block
_L_ Left justify a section, line or block
_P_ Forced page feed

The result of this array of commands
is comprehensive reports that are easy to
format.

Acom

Available through the filing module
is the Acom Language interpreter which
sets Acquisition apart from the common

« Hunt for Red October
@ Star Wars

@ Jet (Sublogic)

- Iump Jet

@ Destroyer

@« Textpro

@« Becker Text
@ Data Retrieve
@ Assempro

@ Aegis Videoscape 3D
@« Acgis Audio Master
@ Aegis Video Titler
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PHONE US ON (03) 350-5144
FOR YOUR FREE MAIL ORDER

wCATALOGUE

Books
The Amiga Basic Book $39 3.5" DISKS
Amiga for Beginners $29
Amiga Programmers Hand Book ~ $30
Programs . 5.25"
$42 Amiga Assembler $50 (| 5 DISKS
92 Amiga Pascal $60|| ALL DISKS
234 Amiga Lisp $50|| ARE DS/DD $;?%?
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sets Acquisition apart from the common
database. Acom allows the control of the
database(s) through user writien (BAS-
IC?) programs. It's possible to set up a
Menu driven database where the end user
never sees the actual database screen.

Reports (screen and printer) can be
generated using the Acom, thus the user
can perform complex calculations, sorts
etc. and get it all on paper in report for-
mat with one keystroke. In other words
you can make your databases "stupid
proof”, great if the wife needs to use it.
By appending a stream to the database
name, an Acom program can be loaded
along with the database which runs but
which cannot be listed. Very handy if
you intend to write an application data-
base for which a few dollars may change
hands!

I found two drawbacks with the
Acom. Both minor, and with practice
they become insignificant.

The first is the manual. Typo's in a
syntax reference manual can cause consid-
erable frustration. By experimenting you
eventually find the answer; again previ-
ous adventure game experience is an ad-
vantage.

The second point is the choice of
command names. Many conflict with
BASIC conventions, for example PRINT
will generate output to PRT: (in other
words the printer) where PRINT_AT(x,y)
will output to the screen. Once familiar
with Acom these problems don't slow
you down too much but they can be an-
noying when you attempt your first pro-
ject.

Speed

Probably as a result of AmigaDOS as
much as Acquisition, drive access time
starts to stretch out if your database as-
sumes any size; especially if your data
disk is starting to fill up.

I formatted a trial database with four
fields and entered data into 1000 records
using a simple FOR-NEXT loop in
Acom. Each record length was six charac-
ters. The program run time was 12 min-
utes and 12 seconds writing to a 50 per
cent full disk in DF1:, the same run took
4 minutes 19 seconds on the hard drive.
The read back (using the same method)
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was 5 minutes 46 seconds on the floppy,
1 minute 42 seconds on the hard drive.
To delete the records from the hard drive
took 8 minutes 25 seconds but the next
wrile to the hard drive went out to 7
minules 45 seconds.

Acquisition recommends that you
should "Housekeep” your data disk regu-
larly with the utility program supplied. [
agree.

Another annoyance rather than prob-
lem is the method of changing data disks
(remember the one database, one data
disk problem). The data disk must be
ASSIGNed, either through the Startup-
sequence, the CLI or by using a utility
program provided. I found a simple batch
file the best solution.

A final word on data disks: NEVER
let your data disk fill. If during a write,
the data disk reaches 100 per cent, the
system crashes and ALL data in that data-
base is lost. Be warned!

Although it's a bit of a pain having
to load three different programs to create
and format a database, the real annoyance
is the inability to generate printed reports
from the File program. Swapping be-
tween File and Report (to enter data and
print reports respectively) can become le-
dious. The solution of course is to write
an Acom routine within the File pro-
grame to crank up the printer; but the in-
corporation of the Report program into
the File program would have been a far
neater solution.

Crashes

System crashes are far less frequent
with this version of Acquisition. T have
only struck three guaranteed ways of
meeting the Guru so far. One is the full
data disk as mentioned above, the second
is clicking the icon to load the Pasting
program too soon after closing down the
Create program, (even though disk activ-
ity has ceased), and thirdly, Acquisition
is RAM hungry when you start using
custom screens and the Say command.
Sometimes a system requester will gent-
ly advise you of the problem with no
drastic results . . . sometimes. If you are
using an unexpanded A500 or A1000, be
prudent with memory usage, the Filing

‘program for instance is nearly 200K of

code.

The Examples disk provided with the
V1.3F update is worth a good study, es-
pecially when the manual fails you. The
Acom programs are well REMmed but
there are no clues as to how the example
databases were Created or Bridged. 1 as-
sume the long overdue tutorial will rem-
edy this.

To anyone contemplating using Ac-
quisition make sure that you obtain the
updates with your purchase. The earlier
versions are of no use to you. If your re-
tailer doesn’t have the update, tell him
Commodore has, and you are not inter-
ested until he gets it. Make sure you
have a good supply of blank data disks
and to get full benefit of the program,
plenty of RAM. Finally, and most im-
portantly, make sure you have plenty of
patience. Don't expect to have the ulti-
mate database set up overnight.

Conclusion

I've spent many hours with Aequisi-
tion and would be the first to admit that
I've only just scratched the surface of its
capabilities.

Acquisition is not for the beginner
and if another database comes along that
offers the same power and flexibility I
would certainly consider using it as an
alternative. Once the database is created,
the Acoms written and the reports for-
matted, Acquisition is an excellent data-
base, but getting to that point can be
hard work. Such a powerful piece of soft-
ware deserves quality manuals and I
would be hard pressed to recommend the
software until that is resolved.

In summary, Acquisition fills a gap-
ing hole in the type of software available
for the Amiga, but it may only be a tem-
porary solution until something betier
comes along. Stay tuned for my review
of Superbase Professional as soon as I
can gel my hands on a copy.

As a postscript, I must thank Ma-
thew of Commodore's product support
team for his assistance.

Acquisition is distributed in Australia
by Commodore Business Machines. Re-
view copy (and updates) supplied by that
company. For information call (02) 427
4888. | |
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Amiga books

Two new books are now available for the Amiga, Amiga for Beginners
and AmigaBASIC Inside and Out. Both are published by Abacus,
distributed by Pactronics (02) 407 0261 and are available from larger

retailers.

Amiga for Beginners

This book makes clear all the things
that the Amiga manual just leaves in the
dark and that can be a problem for an in-
experienced computer user. Everything
from complete set-up instructions to
creating your own icons are covered in
this useful text. Valuable topics such as
how to customise your workbench and a
general introduction to the CLI and
AmigaBASIC are covered well.

The book takes a hands-on approach
to solving the average user's problems
with a Problem/Solution style format.

The book would be extremely useful to
those who cannot quite grasp all the
workings of the Amiga, as well as being
helpful to more experienced users, RRP
$39.95.

AmigaBasic
Inside and Out
Not only does this manual provide an
advanced guide for any one interested in
getting the best out of AmigaBASIC, it
is a tutorial and reference all in one book.
The book covers the entire range of
AmigaBASIC through the presentation

and explanation of various applications
programs. Such as graphic demonstra-
tions, animation, videgc titling, database,
paint program, chart utility, speech utili-
ty and a synthesizer program to Create
custom sound effects and music. Many
program listings are included for demon-
stration and use.

This represents a very comprehensive
volume that would prove invaluable to a
budding AmigaBASIC programmer,
RRP $49.95. |

Karting Grand Prix -

vourite game. Easy to pick up, but

hard to master - Karting Grand Prix
falls into that category. Best played in
multi-player mode, the game captures all
the cliched thrills and spills of the Grand
Prix racing circuit in Go-Kart mode.

The production begins with a
rock'n'roll tune, with lead guitar bellow-
ing out . . . it doesn't take much to no-
tice that the tune repeats itself
every five seconds, but them's E
the limitations of digitisation.

On screen is what Grand Prix
racing is all about. On the track,
inches from the asphalt. Howev-
er, Karting Grand Prix is a far &
cry from this down to earth
view. Instead, you're given a bird's eye
angle of the track. This makes picking
your line through the corner much easier,
but it also limits just how much track

K EEP IT SIMPLE. That's my fa-
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you can put on the screen. As a
result the courses are fairly sim-
ple, but very challenging none-
theless.

There are eight to choose
from in all, and three difficulty

ving, and cars squeal-
ing and crashing, the
game is a lot of fun.
In fact, I'd rate it as
one of the most en-
tertaining games

levels. You can only play at pro-
fessional if you manage to win a particu-
lar class.

Before each competition, you're wel-
come to have a few
practice runs. You can
also change between a
low, medium and high
ratio sprocket, giving
various degrees of ac-
celeration and top
speed.

Tyres may be either hard, medium or
soft, and the road surface dry, wet or icy.

The action is fast paced, and thanks to
the digitised sound effects of engines rev-

- from Anco to
date.There are a few bugs, or glitches,
but nothing serious.

You can spend a lot of time trying to
perfect your line through the corners,
braking and turning at just the right mo-
ment, Karting Grand Prix is one title that
will be played many times on my Ami-
ga.

Overall a_top game. Recommended
for car racing enthusiasts. Great for par-
ties!

From Questor, Imagineering, (02)
697 8666.RRP $29.95.
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Gary Rayner i interface Loal 814095
{Gee Hes A e racing arcade 289 95
Geagraphy 1| Educational s §119.00
Gizmeoz Productivity V2 _.._Database, diary, games, termminal 513995
Gnome Ranger . LE\'EI Sadventure..... . ;
Gold Runner .. Faslest space/arcade Sver seen.

Gold Spell ... 5 -B0,000 word speiling checker

Grand Slam ... -3D tennis simulation ..

Gnd Start Fantastic formula | raci o .
Gridiron __ Professional arade simulation 3169.95
Guild of Thlew». . New qraphic adventure game! 57495
Hard 8all haseball game K 36995
Hunt For Red Dctober ... Submarine strategic warfare 58995
Hullywood Strip Poker . Play pokerwith the ladies . 53%.95
Insanity Fight All NEW best space game ever! . $69.95
Interchange .. ~..... Share sculpt 30 videoscape files 500.95
Into the Eaglcs Ncsr Arcade ware straleqy game . 9395
Indoor Sports ... Darts, bowling, air-hockey, etc 589.95
Inertia Drive._ . _Space action arcade ("2} 34
Impact. ............ -Most addictive bredkout ever! . 559.95
Instant Music ... ... Aeal time music iammin’ ...

Jet . ... Super F16/F18 simulation

Jewels of Darkn&ss 2 3 adventure games and graphi

Jinxter _Latest adv {magnetic scrolis)

Jump Jet Gombat jet simulator

Kampigruppe ... _.. Strategic tank warare ..

Karting Grand Prix o karl action

Karate Kid [1.................._Kung fu arcade action

Kid Talk .. Quality educational soitware_..

Kind Words ... ..._............Quality wordpro/supports fonts ..

Kinderama .. .Educational preschool age .

King's Quest I.. ... 30 graphic arcade adventure

King's Quest 11 0 graphic arcade adventure

King's Quest [l . 3D graphic arcade adventur

King of Chicago _Latest Cinemaware classic .

Knight Ore...... A 3 part fantasy adveniure ..

Lattice dBCII lerary ... Programmer's stuff 2777
Laltice Screen Editor ......... Top quality screen editor A
Leisure Suit Larry Adults onl grauhu: adventwre ... ..

Leade:hoard e Exira courses drsk A
Leviathan.... .. Zaxxon! (n meﬂcmlga GREAT! v
Lexcheck . 100,000 word spelling checker ... .

Lisp F‘mgrammlng Ianqudge
L|1[IE Eumputer Peuple -..Doll’s hol i

L P.D" Whiite

i.!arhlc Madness

Arcads quality gdme“"
Math Talk. Ouality educational software £49.95
Maxmicomm ... Quality teminal package i
Maxidesk . Desktop ulifitees. ...
Maxiplan 500 Professional spreadsheer

Mean 18 Famous Courses. _ Visit some new courses.
Mean 18 Golf 30 gotf and cunslrucllon kit.
Mega D | Manazine un-a disk
-The secand city
Higher [anguage
Higher language
... (uality database/r l:umpanble
Elevator action type arcade

Mercenary S
Metacombo Lisp
Metacombo Pascal .
Microfiche Filer ...
Mission Elevatar

Modula 2 oo -Developers version ...
Morey Mentor.... ... Personal financial ‘;y‘;rem .
Moehius Dungeons and Dragons classic............579.95
\_'1f‘ rr.
contial C5B9 55
. mall bus ess au:uunlmg pack.........5399.95
Ninja Mession ... ... Lile-like combat .. $39.95
New Tech Colour Book . Educational Lool $64.95

One on One. .. Basketball simulation. .
Organize! .. Fully teatured database syslem -
PHASER ..Home accounting system ..

Pac Land ...Another great Pac Man game!
Page Setter Oesk top publishing package

Page Setter Laser
Parradox Effect..

Laser printer and Postscript dry
Text oly Australian adventure

Perfect Sound ... -$teres sound digitizer/editor .
Parfect Sound || .For the Amiga 500/2000
Phantasie D & D role playing game
Prantasie Il . _The wrath of Nikademus

.Gmal new arcade shoot ‘'em up

i Slx acade game: in one JIT: o ety
Design and print signs, cards, &
... Data disk full of graphics .

Disk copier and utilities pack
_..Pro character generator .
. Wordgro with colour and graphi
Hardurive Dackup utiiity
Merging utility

anmas!er ALt
Froject
Pro \rlden :P1I Uersmn]

Prowrile...........
Quarter Back
Quick Merge ... L
Roadwar 2000, New strategic game from 581
Roatwar Europa .. Next in the series from 551,
wars. . Arcare not from S51

Sculpl 3o <-wo oo Professional rendering pack o
501 - -Angther Cinemaware classic
Seribbie 11 Quality wordpro, dict, merge ...

Shanghai ... Marong type tile strateqgy
Sherlack Mystery adventure
Silver...................Hotnew 3D renden’anarnawr
Silent Senace Fantastic 30

3 space advenrures |n: graph\cs

Ancther Cinemaware classic

-Good Xevious a!cade clane
ht

Space Banle

freat new ancade shont ‘em upl
Space Ranger. ... MNice arcade space game. .
Space Quest 30 arcade slyled adventun
Speller Bee Guality educational soitware
Spellbound ... Ouality educational spelling :
Star Fleet | Command a star ship in battle .
Starglider Fast space arcade game
Star st ke arczde

Strike Fo Superh simulatiod

Slrip Poker 1| - Amevealing game of skilll
Studio Magic - Music utility

Sub Batle. Submaring Simulation .

Sup Aelational datahase system

Swooper .- Quality arcade space game .
Surgeen . - (perating theatre simulation
Talker........ Talking word processor

Talking Colour Book ... Great for the younger users 5.
Tele - Games .. Play hoard games over modem
Ternple of Apshm Tnlugy ....Classic Dungeans & Dragms
Teram ng action

Terror Puds Latest fanlastic space gdme

Test Drive ... ....Great new car driving game T
Telris --Mind bending block Duildes ...
Textcraft Wortiprocessoniwith tutar

Text Pro. ... Word processor by Abacus

Thai Boxing ... Fast arcade.

The Bard's Tale ..aD Dullgeuns & Dragnns Bpic

The Black Cauldron Disney adventure and graphics .
The Direclor... ... Animation package . ...

The Pawn . Adventure game/great graphics ..
The Publisher .. Desk top publishing package

The Works Scnibble, organize, analyze!
Three Little Plgs - Educational...

Time Bandit .. Action udcked an:ade 5

Trivia Trove .. . Trivia fun for the family!

True Basic ... Programming language ..

.Data disk files for True Basic

True Basic 30 Graphics ...
TG T hr e Gharacter generator software ............

Ultima || .. Epic. Uungeons & Dragons game
Vaders Space shaat 'em up

Viden Gataloguer ... Mini database... i
Video \-fegas Wideo casing gamﬁ poker, elc

fess 155 1-2-3 type package

Vicawrite .. .. Desktop wordpro with fonts .
Westem Gam arcade fun for many!
Winnie the Pr I 100 Acre Wood, to
Winter Games . ... Winter Sports Simulation
Winfer Ulymplad Snow hound sports .

Word Per The Litimate word proce

World Games.................. Arcade world sports action

XR-35 Space shoot ‘em up

Xenon & -Mot so spacey shoot ‘em.up 3 56995
Zing! Keys........ Hot keys, screen saver dumpes ... $§129.95
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£64/128 SOFTWARE

..Cass/Disk (ST) $34.95
10 Greai Barnes. fAAJ Drsk $44.95 Cass $34.95
10th Frame. (S) Disk $20.95 Cass $25.95
2210 Baker Street ... Disk (ST) $49.95

3 Musketeers ....Cass {AA] §$34.95 Disk $49.95
30 Games .. [AA) Cass 539.95
1943 .(AA) Disk $49.95
500 CC [SJ Cass $29 95 Disk $39.95
64 Talk (U Cart $99.95
720 Degress. isk $39.95 Cass 529.95
110 (2 T S ...{H) Disk 529.95
Abracale .. .. (H) Cass $39.95
Acrojel ... .(51) Cass $34.95
Advanced Music Vs .(H) Disk $159.95
Aqent Orange . %Ang Cass $39.95
Airborm Range: 5 95 Cass 539 95
Aliens ... ...[AA) Disk $29.95

...(AA) Disk $39.95
...[ST) Cass $29.95
= C{ST) Disk 569 95
(S) Disk $49.95 Cass $34.95

All Star Hits .

Animal Kungdom {EDJ Disk 324'95

Antiroid .. . (AA) Cass $29.95
Arknoid ... {ST Cass 539,95 Disk $39.95
Amageddon ..., (ST) Disk $49.95 Gass $44.95
Army Moves Cass $28.95 Disk $39.95
Artic Fox.... {51} Disk $34 .95
Assembler 128 ... (H) Disk $79.95
Assembler 64 ;s ..-(H) Disk §29. 95
Asqmouth Ali (H} Cass 529.9
Auto Duels .. (51) Disk $49. 95
B-24 Commander .. 2 (SSI] Disk $69.95
Hattie of Normandy ... k5T) Disk 539:95

Ballblazer
Bangkuk Knights

......[S) Disk §49.95
..(AA] Disk 539.95

Barmatan ... a5 §39.95 Disk 544 95
Hards Tale Il (ST) Disk 549 95
Bards Tale (ST) Disk $49.95
Baseball............ (5] Disk $69.95
Basketball ... { ) Cass $29 95 Disk $44.95
Battle of Britain .. - [T} Disk 529.95
Battle Front (ST Disk £49.95
BBS128. ... Disk 811895
Bediam............ .(AA) Disk $34.95
Best of Beyond .. (AA) Cass $39.95
5 ST) Cass $34.95
Esg.%a.k 1) Disk 84 Qgt‘ass 339 95
Blitzkrieg ......... {ST} Cass $24.95 Disk $39.95
Bobs Term C128 ....(H) Disk $129.95
Bomba . {AA) Cass 519.95

Book of the Dead[Ai]J Disk $39.95 Cass $29.95
Boulderdash...... (AA) Disk 520.95 Cass $24.95
Boulderdash 11 ... (AA) Disk $29 95 Cass $24 .95
BoulderdashConKil (AA)Disk$39.950a55534.95

Bounder.... .. (AA) Cass 524.95 Disk $29.95
Breakthrough ... . [AA) Cass $29.95
Bride of Franken: _(ST) Disk £39.95
Bug Blitz..........(AA 39,95 Cass $24 95
Bulletin Board .. (H) Disk $74.95
Bureaucracy 128 .. .. (5T) Disk $59.95
California Games. (5) Disk $39.95
Camersat War .............ooon. (5T) Disk $49.95
Certificate Maker (H} Disk $99.95
‘ceml{mate Libr, é H) Disk $53.95

huck Yeager |ITl_ (SIjCa5s328 95 Disk 539 95

(’ship Basketball.. (5) Cass $29.95 Disk $44.95
C'ship Football.... (S) Cass $29.95 lek $44.95

SEe e $39 95
YA T TR s
._.(H) Disk $40.95

.(H) Disk $49.95
§39.95 Cass $29.95
...(AA) Disk $59.95
_(ST) Disk $44.95

Cut & Paste ... .(BUJ Disk $34.95
Data Manager 128{H] Disk §99.95

......... = ET Cassé&‘»ZB 95
Defenuec of the Crown (ST) Disk $48.95
Deman Stalker . 5 Dlsk $39.95 Cass 524.95

Deskpak 1.... ...[H) Disk $39.95
Destroyer . L[ST) Disk $39.95
Disk Disect (H) Disk $89.95
Donald Duck’s P! yg .(ED) Disk $49.95
Dracula... (AA) Disk $39.95
Dragons Lair1&2. (AA) Disk 859.95

MAIL ORDER

(AA) Gass $29.95 Disk $49.95
: . (ST) Disk $39.95 Cass $29.95
Easy Sl e (H} Disk 5100.00
...(H) Disk $80.00
{H) Disk $69.95
(H Disk 52 B 95
5 549 95 Disk $49.85

(Sl) Disk $39.95
(ST) Disk $492.95
[AA) Disk $39.95 Cass $29.95
Eagle ceree 1 51 ) Disk $44.95
... (U) Cart $59.95
[S) Disk $49.95

Fast Load
Fast Trax .

Field of Fires. -.{AA) Disk $49.95
Final Cartridge. ....... (U} Disk $169.95
Fire Fly... AR ) Cass $29 95 Disk 839 95
Fischer Pri .- (EDY Cart $19.95

Fhight Simulator 2 (SI) Disk §109°95

Flight Sim. Scenery {1 7)...(51) Disk $79.95 83
Flymg Shark ... tSI) ass 529.95 Disk $39.95

Fonlrmaster .2 (H} Disk $79.95
Fort Apocalypse ................. (5T) Cass $29.95
Frankens!em : ..{AA} Cass $29.95 Disk $39.95
Freeze Frame Utility .............. (U) Disk $49.95
Freeze Machine .. .. (U) Cart $129.95
Future Knights.. s §34.95 Disk §49.95
Galvan ... ...(AA) Disk $39.95

Giame Killer. . (U) Cass $39.95
GANE M AKEN e (U} Disk $64.95
Game Set Match (SP) Disk $49 95 Cass $39.95

Garfield .—..........cooorrriiirnnes (ED) Disk $69.95
Galo s e (51) Disk $59.95
Gauntlet 2 .{AA) Cass 529.95 Disk $34 95
Gauntlet. .. (AA) Cass $29.95 Disk §34.95
GEOEN s sttt i (U) Disk $69.95
Geos - L (U} Disk $129.95
Geos 12¢ = (1) Dusk Call
Geos Manual ... [U) Disk $49.95
Graham Gooch Crick.(S) Cass$29,95 Disk$39.95
Ghost & Goblins................ (AA) Disk 539.95

Graham Gooch 128 ..
Great Escape (
Gunship ShE
Guild of Thieves ..
Hack Pack 128

(S} Disk $44.95
T) Cass $29 95 Disk $44 95
Disk 549 95 Cass 544 95
..[5T) $59.95
..{U) Disk $129.95
Hades .. . (AA) Cass $34.95
Hands On C."F'M 123 (ED) Disk $29.95
Hi Fronteer ... (5T) Disk $19.95 Cass $20.95

Hobbit........ (AD) Disk $39.95
Hocus Pocus . |AA) Cass $29.95
Hop a Long Counting ..{EDJ Cass $19.95
Home Manager _.(H} Disk £39.95
Hunt for RLd Oct. (SI) G 5 Disk $49 95
Hyperball o cccovin g (5) Cass $34.95
Hysleria ..... Disk $39.95 Cass 529 .95

(Af) Cass $29.95 Disk $39.95
I‘n:Jcss:bIe Mission (5T) Cass $14.95
Indiana Jones ... {ST) Cass $34.95 Disk $39.95

Indoor Sports .. ... (S) Cass $39.95 Disk $39.95
Infocom Hint Books .. i (AD) 524,95
Intemational Karate {S} Disk $39.95Cass $29.95
Into the Eagles Nest .. .Disk $39 95
Infro to Basic 1.. tED) (ass $39.95 Disk §39.95
Intro to Basic 2. (ED) Gass $39.95 Disk $39.95
M e (AA) Cass $34.95 Disk $49.95
Its a Knockout.... S)Cass $29.95
Iwo Jima.. [ST Cass $29 95 Disk $39.95
Jack the N:pper (AA) Cass $29.95 Disk $34.95

Jail Break.... (AA] Cass $29.95 Disk $44.95
Jane 128.. {H) Disk $99.95
Jeb gi} Disk 599.95
Jet Combat Simulator ........... (51) Disk $29.95
Jewels of Darkness . (ST) Disk 59.95
KAge. .. i . (AA) Cass $29.95
Kampfgmppe (5T} Disk 549 95
Karate .. ... |9) Cass $29.95 Disk $34.95
Kennel:lyI Approach ............... (S1) Disk $39.95
Keys to Typing .. .. (ED) Disk $49.95
Kill Until Dead. o fAAg Cass £29.95
Knight Games. (5] Cass $28 95 Disk $39.95
Knightmare.......{AA) Cass §29.95 Disk §39.95
Krackout..... ....[S) Cass $34.95
Kwik Calc ... ....(H) Disk §39.95
Kwik Chek... _..[H) Disk $29.95
Kwik Pad . Q}i)) Disk $39.95
Kwik Write (HY Disk £39.95
Labyrinth ...... ..-{AA) Disk $39.95
Laser Sc:ipt. ..{B) Disk 559.95
Last Mission..__. (AA] Cass $29.95 Disk $39.95

Last Ninja.......... {5) Cass $34.95 Disk $49.95
Leader Board ... (S} Disk 844.95 Cass 53495
Leaderboard Executive {SP) Disk $49.95

Legacy of Ancients ... -(SI} Disk $59.95

LaMang (S} Cart $34.95
Life Farce.... _...(AA) Disk 83495
Light Force. (AA) Disk $34.95 Cass $29.85
Livin ARA) Cass $39.95 Disk $49.95

Dead
Lord %‘ the Hm"s [{STJ Disk $49.95 Cass $39.95
M 128 Debtors .. . (B) Disk $169.95
M 128 General Ledger {E) Disk $169.95
M 128 Cash Book ... {B) Disk $169.95

M 64 Acc Receiv .(B) Disk $99.95
M 64 Stock i ..{B) Disk $99.95
M 84 Ceneral Ledger .. ..{B) Disk $99.95
M 84 Acc. F'avab\e _{B) Disk 399.95

(U) Cart $59.95
Mad Balls (AA) Cass $29.95
Mag Max [AA) Dlsk 534 935 Cass $29.95
Mail List .. s ..(BU) Disk $39.95
Maps of World [ED) Dlsk &39 95 Cass $39.95
Maible Madness ... (AA) Disk $34.95
Mask ., ...[AA) Disk $39.95 Cass 534.95
Mask 2. ..[AA) Disk $39.95 Cass §34 95

Match Day 2. (SP) Disk §39 95 Cass $20.95

Maths Blaster. . (ED) Disk $99.95
McGraw Hill ... {ED) Cass $11.95 Disk §14.95
MEIEEFRINY L it (AA) Cass $39.95
Metrocross (5} Cass $29.95 Disk $39.95
Micro llustrator 128 ._..._......(&) Disk $99.95
Miss Elevatar ... (AA) Disk $49.95
Mini Putt ... Disk $39.95 Cass $29.95
Miru Office 2 {B) Cass $59.95
Moebivs........_(AA) Disk $69.95
Montezma (&T) Gass 534,95 Disk $44.95
Music Construction Set [H ) Cass £24.95
Music Studio {H) Disk 549 95
Mutants...........[AA) Cass $34.95 Disk $49.95
Nam .. .(51) Disk $49.95

Nato Commander ( 51) Disk $39 95 Gass §29.95

Newsroom.., (M) Disk $99.95
Nm]a Mashar {SP‘J Dmk 534 95 Cass $29 .95
Nota Penny More (AD) Disk £39.95
Ogre . ¢ SA%) Disk $49.95
Gu[run [AF\? Disk 539,95 Cass $29.95
Paperhoy ... (H} Cass $29.95 Disk $39.95
Paper Clip 128 (H} Disk $109.95
Paper Clip ... ..(H) Disk $99.95
Parallax ... { A) DiSk $39 95
Pariner 128
Pegasus. ... e E[‘%K S!Q QS
Petspesd 128 . . (H) Disk $149.95
Phantasie 2 .. . (AA) Disk $44.95
Phantasie... {AA) Disk $44.95
Pile Up.......... ...{AA) Disk $39.95
Pirates {AAJ Disk $44 95 Cass 549 95
PitStop . (S) Disk $19.95
Platoon.. ... (51)Cass 529 95
Pocket Pack 128..._......___.. {H) Disk $199.95
Packet Filer 64 .. ..(H] Disk $84.95
Pocket Planner 64 .. -.{H) Disk 584.95
Pocket Writer 64 _.{H) Disk $84 95
... [AA) Cass $24.95
.. [AA) Cass $29.95
ge. - {U) Cart $149.95
Predator_......... tAA} Gass $29 ‘35 Disk $39.95
Print Shop...... (H}) Disk $99.95
Print Master...._..... .‘tHJ Disk §74.95
Print Shop Companion ..(H} Disk $84.95
Print Shop Graphics | . -[H) Disk $54.95

Print Shop Graphics Il ..(H} Disk $49.95

Pub Game (S} Cass $34 95
Que Dex {5T) Disk $39.95 Cass $25.95
Questron .(AD) Disk $59.95
Rampa (AA) Disk $39 95 Cass $29.95
Ramparts L |AA) Disk $39.95 Cass $29.95

Rana Rama.......(AA) Disk $39.95 Cass $34.95
Rasputin................... - (AA) Cass $29.95
Renegade ....{BT)Cass §29.95
Repton 3 .. (A} Cass $34.95
Return to Eden .. (A0) Disk §29.95
Revs + _.(5I) Disk $45.95
Road to Moscow (AA) Disk $34.95
Road Race {S) Disk 549.95
Roar Fiunna tAA} Cass 529,95 Disk $39.95
Roadwar 2000 _.(3T) Disk $44.95
Rock n' Wrestle...._._........... (S) Disk §34.95
Rocketball ... . (AA) Cass $29.95
Roque ... (Am Disk §39.95 Cass §34.95

Romper Rm Alph (ED) Disk $29 95 Cass $29.95
Romper Rm Nrs _ (ED) Disk §29.95 Cass $29.95

Rupert the Beai ...(ED) Gass $19.95
Russia - (5T} Disk 554.95
Ryoar ... .. {ST) Disk 839.95 Cass $29.95
Samantha Fox............... (5T} Disk $54.95
Samuwrai............ [5) Cass $34.95 Disk $44.95
SAACEN. .o .[AA) Disk $39.95
Sea Speller. ...[ED) Cass $19.95
Scooby DOO. ..o .(ED) Disk $34.95
Shadow of Mordor ..-|AD) Disk $39.95
Shanghai ... . [ST) Disk $39.95
Shao Lin . - Disk 539.95 Cass 529.95
.......... _(AA) Disk $44.95

(5T} Disk $79.95

(51) Cass §39.95 Disk $49.95

e e (U) Cass £29.95

Skate o1 DIE (AA) Gass $34.95 Disk $39.95
Skytox {AA) Cass $29.95 Disk $29.95
Skyfoo 11 (AA) Disk $39 95
Skyrunner ..., (AA) Cass $34.95
Sald Million 1 eeeenenere | AP) CaSS 539,95
Sold Million 2. (AA) Cass $39.95 Disk $49.95
Sold Million 3. ...[AA) Disk $49.95
Soldier One.... .. [AA) Cass 534.95
Solo Flight .51 Disk 544 95

Solomon's Mines {ST) Disk $39.95 Cass $34.95
Space Harrier ... (AA) Cass $29.95 Disk $39.95
Spin Dizzy ... (AA] Gass $24.95 Disk $34.95

T (5) Cass §$34.95
Spyvs Spy 3 (ST)Cass $29'95 Disk 539 95
Squatter .. ....(5l) Disk $39.95
Star Fleal ...|5T) Disk $59.95
Star Glider .- ..(51) Disk $69.95
Star Paws ... . (AA) Cass $29.95 Disk $39.95
Sta ;TH Fl"lhrer (81} Cass $39 95 Disk $49 95
Slckers it e (H) Disk $48.95
SHiff Lip... 5§34 95 Disk $39.95
Stole a Million ...1AD) Disk $39.95
Stop Press... . (B) Disk $149.95
Strike Force. .. (AA) Cass $30.95 Disk $59.95
Strip Poker (5T) Disk $39.95
Strip Poker Data .. (ST) Disk $24.95
Sub Battle,............ ..(51) Disk $39.95

Summer Games I1.{S ) Cass $24.95 Disk $39.95
Super Base 128 .. (H) Disk $149.95

SuperBase {H) Disk $120.00
Super Script 128 ...(H) Disk $149.95
Super Seript .. ..(H) Disk $99.95
Super Swift 128 ... ..(H) Disk $99.95

(H) Disk $99.95

Swift Calc 128 ....._...

.. [5T) Cass 329 95 Disk $39.95
...................... (5) Cass $29.95
(AM) Cass $34.95 Disk $44.95
. [ST) Cass $29.95 Disk $39.95

Tau Ceti... (ST} Cass $39.95 Disk $39.95
Teddy Bear............ .(ED} Disk $64.95
Tempo Typing ... (H) Cass $39.95 Disk $39.95
TETAmEX ......... {AA} Cass 52995 Disk $39.95
Thai Boxing 128 ... (3) Disk $39.95
Thai Boxing ... .(5) Disk $20.95
The Dungeon.. (AD) Disk $49.95
Thing Il . ...[AA) Disk $39.95
Top Gun..... .. (AA) Cass $29.95
Typing Tutor [1i .. ..(H) Disk $49.95
Typing Tutor ..... _{H) Cass $15.95
Ultima 11 5 ... [ST) Disk $69.95
Ultima 4 ......... 1 ... [5T) Disk $99.95
Up Periscope., . (51} Disk $59.95
Very First 128 ..o (H} Disk $29.95
Video Title Snop ...... .. {H) Disk $49.95
Visa btar At BT R (H) Disk §199.95
{H}) Disk $149.95

..(U) Disk $59 95

.Gass 534 9

...{ST} Cass 534.95

_{AA) Disk $39.95

.. (AA) Cass $29.95

_..|ST) Disk $44.95

Wmme 1he F‘ooh

..(ED) Disk $39.95
Winter Games ____. (5] Cass $34.95 Disk $39.95
Wiz Ball..........(AA) Cass 529.95 Disk $34.95
Wonder Boy...... (AA) Cass $34.95 Disk 539.95
Word Writer ......... .(H) Disk $99.95
World Games ... {S) Disk $39.95 Cass $34.95
Writer Pack . s .[H) Disk $149.95
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S1)%39.95
Ar,cnuntam (BU} 5349 oli}
Accountant Plus .(BUj $559.00
Advanced Art Studio........... ... {A)§79.95
Alt {U)559.95
Altemate Heahtv e (A} 569.95
Arctic Fox ... - (AA)$49.95
Ly U N (5) $49.95
Arkanoid . [AA) 58995
Auto Duel,........ ; ; {AA) 59995
Balance of Power .._..._............... (51} §79.95
Bards Tale ... ; (AD} 55985
Baseball..............ooooiiii (5} 569.95
Battalion Commander .. . (31) 869.95
Black Cauldron (AD) $69.95
Becker Text ... -.-.[BUY§199 95
Bookkesper .. (BU) $229.95
Brimstone ... i (AD) $79.95
Certificale Maker .......... ....{A) $99.95
Championship Basketball -(5) $69.95
Chartpak ST .. = v U‘-\) 5149.95
Chessmaster EF‘D{J {3T)589.95
DAL Easy —...|BU) §229.95
Data Retrieve . -.. (BU}$99.00
DB Man..... (BU) $199.00

Deep Space (A) 589.95
Defender of the Grown ... . [AA)S79 .95
Degas Elite (A)S79.95
Donald Ducks Playground ... (ED) $49.95
Eagles Nest ... (AA)}§79.95
Eden Blues . i (ADY549.95
Fignb Bl e [AA) 549,95
Empire " s (AA)$99.95
Essen ... (AA) 579.95
Ez-Score £ s (M) §199.95
Er-Tragle o da s (M) $139.95
F15 Strike Eagle {S1) 549.95
Film Director (A]5179.00
Financial Cookbook ... (H}529.95

MAIL ORDER FORM

MAIL ORDER

First Shapes e . (ED) 849.35
First Word Plus. ._...........co.o. IBU) $179.85
Flash ... MR e
Fleet Street .. (A)§399.00
Flight Simu Id.o.'\l.. o (5]} 599,95
Font Factory Art 1 5 __{A) 54905
Font Factory Disks 1-6............... {A) $79.95
Fraction Action..,......................(ED) $49.95
Future Densing Disk........, ... (A} §59.95
Gen-Patch_ ... -..- (M) $300.00
Genesis 30 ...{A) $199.05
Golden Path ... .{AD} $69.95
Gunship (51} 549,95
Haba Gomm o (U] $29.95
Haba MEFge . oooovoorveeee {U) $169.95
Haba View . ; (BU) $29.95
Haba Writer .......... _...{BU} $29.85
HIZTeER By -{U) $299.00
Hi-Tech Cross Assembler. -AU) $299.00
Hi-Tech Cross Compiler... (U} $599.00
..... .. (BU) $99.95
... [H) 52995
. {A) $59.95
- (51)539 95
rates... e LAY $09.95
Isgur Accounting ... .[BU) $299.95
Jewels of Darkness (AD) $99.95
K-Comm
K-Graph
K-Ram”.
K-Seka......
K-Spread ...
Kampfgruppt. ....{3l) 869.95
Karate Kad 11 . (AR) 569.95
KawaniCai oo (M} $225.00
Kennedy Approach . . {51)'549.95
Keyboard Control Sequa.cef ....... (M) £499.00
Kid Talk. i ED) 548,95
Kinderarma (ED) $49.95
King, of {AD) $79.95
King (AD) 569.95

PHONE FOR LATEST NEW RELEASES

Knight Orc... . {AD)869.95  Read + Rhyme ... (ED)$49.85
Lablemaster... S (U}$69.95  Roadwar 2000 (ST}%68.95
| eader Bcarn 15184995 SOl %= {AA))S?Q.QS
Leader Board Toum' Disk . ) (85 53995  Sea Stalker e e O R
Macadam Bumper ... e {Aﬁ}l849.95 Shanghai ., (AA) $69.95
Major Motion £ {AAYETI.05  Shuttle 110l (S1) $79.95
Make it Move.....coooo o {A) $119.95  Silent Service (51)549.95
Maths Talk ..... __(ED}S49.95  Silicon Dreams ... [AD)569.95
Math Wizard ............. (ED)%49.95  Sinbad + Faicon Throne.. ... {AD) 579.95
MCC Macro Assembler - (U)$99.95  Skyfox ... o 1511 529,95
MCC Pascal.........................{U) $159.95 SonSpaoI ........... ... (U) $99.95
Mean 18 Golf ................ .. (51)884.95  Sorcerer . . ... (AD)579.95
Microsaft White (BU)%39995  Spellbreaker . .. {AD) §79.95
Midi Record Studio - [My$135.00  SpellerBes .o (ED) 549.95
Midi Utilities 5T (M}399.95  Siarghder S _{AA)589.95
Mind Wheel ... . (AD}$79.95  Sub } {51} $49.95
Missing 1 Droid ... e (AB) 53995 Sundog.. ! .{AD}SQB 95
Modula =2 ; -.-(U) 899.95 - [AA) 549.95
Music Construction Set o..IMY$49.95 (BU} 3299.95
Music Siudio - (M) 589 95 --(51) $49.95
Pacland . _{AA% $39.95 . [AAY5RO.95
Paint Pro ... (A) 5109.95 .. {BU)599.95
Phantasie | ..c.cve e (AD) 569,95 ..-[M) $399.00
Phantasie ll] ... (AD)$69.95 {AD} 579.95
Pinball Factory ... (AR} 579,95 .. (AA)$79.95
Pirates Barbary Coast . (AA)S3995 -(U)$99.95
Plutos il (AA) 57995 ... (Uj %9995
queiledger ............... ..(BU)$199.95 yjp Prmg;gmna! |Bll 5204 95
Printmaster Plus .. SO ATREEER Waeships L DL e ST)$69.95
Frintmaster Arl 1+2 ~-(A}$59.95  Winnie the Pooh ... : { EDl 549 95
Pro lcon Editor ... o () 569,95 WINtEr GAMES ..oueeieesicsiiissrmiyisin (5)849.95
Publishing Partner ... (A)S369.00  \Word Perlect {BU} $599.00
Q-Ball i o Y ... [AA) 87995 Vorld Games {S)$49.95

AA Arcade Action BU Business ] Utihty

5 Sport 3] Education A Art & Graphics

AD Adventure ST Straitegy M Music

H Home 31 Simulator

PRODUCT/PROGRAM NAME

COMPUTER

CASSETTE/DISK QUANTITY PRICE

For Software only, add $2.00 for post or $5.00 for
courier, For hardware, call to arrange.

Send to: Microcomputer 5

pot
13 Gibbes Sireet, Chatswood, NSW 2067

We will exercise all reasonable care in the processing of your
orders but we accept no responsibility for orders, monies or
products lost or delayed in fransit. Your order will normally be
processed within 48 hours, but please allow 14 working days for
the fulfilment of arders. Telephone orders are, of course,
welcome, but unfortunately, COD terms are not available.
Wherever possible, please supply o phone number where
contact can be made within normal working hours. PRICES ARE
SUBJECT TO CHANGE WITHOUT NOTICE. DO NOT SEND CASH.

Method of payment, tick for Cheaque

Tick for Bankcard Mastercard

Credit Card No.] ‘ | | | |
Valid from

Name as per card

Postal Crder
\isa

e SIS

Untilend

TOTAL §
POSTAL CHARGE
GRANDTOTAL §
For delivery:
Name
Address
Postcode
Telephone( ) Date Sent

Signature of cardholder
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Game Reviews

Clicked on games

Hunt for Red October

OM CLANCY's book provoked
T much controversy as to its content

and whether it should be published,
now Hunt for Red October the new com-
puter game has aroused almost as much
interest in the computer entertainment
world. However, this is for a different
reason. The high quality of the game has
made it one of the biggest sellers in the
short time it has been available, so it
was with great expectations that we re-
ceived our copy hours before our dead-
line.

For those who don't know . ..

Red October is the latest Soviet nu-
clear ballistic missile submarine. Armed
with 26 SS-N-2 Seahawk missiles, it is
capable of destroying 200 cities. It is
also the first submarine to be fitted with
the unique caterpillar propulsion system
which is nearly indetectable.

You play the part of the captain of
the submarine, a Russian wishing to de-
fect from Russia. The simulation starts
when Red October is about to negotiate
the Rykjanes Ridge off the Icelandic
coast. This area is the major route for
Soviet submarines leaving the ports used
by the Northern Banner fleet for the At-
lantic Ocean and the US coastline.

To navigate this needs great skill as
the US and NATO have concentrated
their submarine detection networks on

this area. The objective for the player is
to navigate to the Atlantic, rendezvous
with the US Navy away from the Soviet
fleet and arrange a transfer of crew. This
allows the US Navy to creaie a suitable
subterfuge about the fate of Red October
to allow them to smuggle the vessel se-
cretly to port. To sail Red October open-

head to Cuba on a courtesy visit.

Designed to disguise the true inten-
tion of the mission as well as tantalise
the crew with the excitement of the Cu-
ban visit, the orders are far removed from
those originally given to you by the Po-
litical Officer.

You must take into account that the
Soviet fleet's only aim is to prevent Red
October from falling into American
hands - if it is necessary to destroy Red

October then it will be de-

entering attack mode
1 speed ahead Captain
ched speed of 18.8 Knots
ors off Captain
ched speed of 8.8 Knots :
et entering local status

stroyed.The graphics are su-
perb and the game play com-

A - Main display window
B - Main control panel

C - Sonar Officer

D- Engineering Officer

E - Weapons Officer

F - Perscope

G - Main display control
H - Message Window

plex without Dbeing

ly into a US port would result in the So-
viet authorities reclaiming the vessel
under maritime law.

The crew of 100 enlisted men are not
aware of the planned defection. Tt is im-
portant therefore not to deviate greatly
from the planned orders, albeit false, giv-
en to the crew at the beginning of the
voyage. These orders are that Red Octo-
ber is to probe the eastern seaboard de-
fences of the USA and on completion to

impossible. The forty page
manual is filled the essential information
rather than twenty pages of storyline and
three pages of actual game information.
Hunt for Red October is unique in
that it is the only simulation I know that
has an actual theme to gameplay, this
gives the game purpose and makes play
more realistic and tangible. Hunt for Red
October is a real winner, and has our
stamp of approval. Distributed by Ozi-
Soft (02) 211 1266 RRP $39.95. ||
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Jet

a sublogic simulation
YOU‘VE WAITED. FS-IT was good,

would Jer be better? The one cle-
ment hard core aero-addicts didn't

get in the original was weaponry. Mis- | ©

siles and bombs. If that's your scene, this
game -has got the cream. If you're not
into blowing things up, you can still en-
Jjoy the thrill of lifting off from an air-
craft carrier and watching the runway dis-
appear behind you.

Flying a jet is a big leap from the
humble Cessna, and a fair step from the
comforts of a Learjet. Heads up displays
are the go. The instrumentation is more
complex, but the aircraft itself is far
more forgiving. She handles like a heli-
copter, and at times it seems there's no
way to crash, without the help of enemy
fire.

Scenery is spectacular. A quick run
through demo mode will give you a taste
of all the better features. You can view
the world from your cockpit, or a variety

MIG-23

* Appears BROWN
« Encountered more
frequently in high skill
level games
s Fast

« Highly maneuverable

» Atoll missile aquipped

of other positions, including the warhead
of your favourite missile.

Multi-player mode is supported, so
you can meet interesting people and then
find ways to shoot each other down.
Night flying is hard to master, but offers
some excellent new features, such as
stars, and a rather contorted looking
MOOIL.

My only complaint is the sound.
Still a bit wimpish for a full-blown jet,
But this baby handles. Name your stunt.

Flying upside down without a jitter is no
problem.

The F-16 can generate more pounds
of thrust than it weighs in at, and is
therefore considered ballistic. That means
vertical acceleration, and any angle of
controlled flight. What could be easier?

Your plane casts a shadow as you
strap down to land. From a third person's
viewing point you can even watch the
undercarriage pop down. To top it off, if
you decide to crash in midair, you can
eject. Your man floats softly 1o the
ground in an animated parachute se-
quence, which although not rivalling
Gee-Bee Air Rally for colour and hu-
mour, is a tad more technically accurate.

Overall, another excellent piece of
software engineering from the people
who aren't easily outdone. Whilst the
thought of teaching the elementary re-
quirements of a fighter pilot to your kids
doesn't exactly excite me, the flying
alone is reason enough to purchase this
package. Use the sidewinders if you
must.

Distributed by OziSoft
1266. RRP $99.95

(02) 211-

Jump Jet

Anco have brought out quite a number of new games
for the Amiga, Adam Rigby previews one of the latest.

HE HARRIER Jump Jet is one of
T the most difficult planes to fly and

once mastered is one of the most ef-
fective weapons in combat, as the Falk-
lands war displayed. Anco have made fly-
ing the Jump Jet only a simulation and
an Amiga away. Now for a meagre
$40.00 you can fly the Jump Jet in com-
bat and normal flight simulations from
the convenience of your desk.

Upon booting the game, after a pleas-
ant title page a very "toffy" sounding
chap said "Ready for take-off".

I replied with "jolly good show" and
proceeded to increase the throttle and di-
rect the thrust to a vertical position and
the Harrier started to lift off ever so
gracefully. All the landing and take off

scenes are viewed from above the landing
platform and then after the aircraft has
safely left the vicinity of the carrier a
standard 3D view is return to normal.

Flying the Harrier is not at all like
flying your average simulator. After all
not many planes can fly sideways or
cven backwards. If you hover you can
quite easily just move left and right, al-
though such movement will lose you
some altitude, so you have to compen-
sate by increasing thrust.

The overall difference in flying the
craft is angling the thrust output. Your
jets can be angled four different ways
from full ahead through to half ahead,
hover and backwards. This can produce
some very interesting results in flying

technique when used with a little accu-
mulated skill.

One of the main stumbling blocks in
this game is to adopt a particular tech-
nique to engage your opponents in com-
bat, because certain methods will only
end in failure. For example, chasing your
adversaries for long periods of time on
full thrust will very quickly use up all
your fuel and you will just disappear into
the ocean. Not a very prestigious way to
end a promising Navy career.

The only way to succeed in this game
1s to learn and utilize the different ways
that a Harrier can fly and use this knowl-
edge to the best of your ability.

Overall this game didn't impress me
nearly as much as other recent releascs
on-the Amiga. The scrolling is not as
smooth as it could be, but if you think
that flying a Harrier is your "cupper tea”
then this package is the only way to go.

Distributed by Imagineering, (02)
697 8666. RRP $39.95. |
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Epyx have brought out some classics on the C64, now they
have moved up to the Amiga. Captain Rigby reports in and
tells us how they did with their new game called Destroyer.

HERE IS SOMETHING about
T sailing the seas in a vessel all your

own, in charge of a crew, that in-
spires great intercst in many a man. A
man that longs for salt in his blood and
the sea spray in his face. Not so long ago
many were satisfied with a game called
Pirates, now for those with a more mod-
ern dream this is a new piece of salty
software that will fulfill your marine mo-
tivations. After that ridiculous lot of al-
literation you might be wondering what

this game is all well...
comrades.
Destroyer is set in World War II. Not
a very pleasant scene, however you can-
not command a destroyer with any great
purpose unless there is a war going on.
You can choose the mission that appeals
to you the most, anything from a Sub-
marine Hunt to a Rescue. In all there are
seven types of missions, as follows:
Subhunter —You're to seck and destroy
an enemy submarine
that has been sight-

read on my,

P.O. Box 342

HEEEEY

COMPUTER VIEW

21 Brisbane Road
Bundamba, Qld., 4304

Booval Qld., 4304
Phone: (07) 282 6233
Fax: (07) 816 1221

ed in your patrol
area. Use your sonar
to track the subma-
rine whilst ma-
noeuvring towards
it. When your ship
is directly above the
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submarine use depth
charges to destroy
it. Stations used:
sonar, depth charges
and navigation.

Screen — Your
task force has been
positioned south of
you. To the morth

Computer Training Centre
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are a large number
of enemy aircraft
heading toward your
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carriers. You must
protect them at all
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costs. Your radar
will give you warn-
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ing of the airplanes
before they are on
you, S0 you can
ready the anti-
aircraft guns in time
to defend yourself.
Stations used:
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radar, anti-aircraft guns and navigation.
Scout — An important convoy must
cross a treacherous strait. You are to
scout the intended route for enemy pa-
trols. You will be notified as you reach
each check point. Maintain radio silence
until you return to base to make your re-
port. Avoid combat and keep the enemy
guessing to as your intentions.

Stations used: sonar, radar and appro-
priate weapon Systems.
Bombardment — The marines are
landing! You must shell key parts of the
island and manoeuvre close to the beach
to search for flashes of enemy gun em-
placements. Silence them with your
main guns, avoid their return fire, and de-
stroy any enemy aircraft threatening the
invasion beaches. A combination of
good radar operation, keen lookouts and
sharp shooting will be necessary to pro-
tect the amphibious assault.

Stations used: surface guns, radar,

anti-aircraft and navigation.
Blockade runner — One of our small
island outposts has been surrounded by
enemy forces. The garrison requires cer-
tain critical supplies in order to hold out.
You are to take battle seasoned crew and
run the blockade. All stations must oper-
ate at full efficiency as you will be fac-
ing multiple threats from ships, subma-
rines and fighters.

Stations used: surface guns, torpe-
does, radar, sonar.

Navigation — Convoy Escort. You
have been assigned to lead a slow mer-
chant convoy to a beleaguered outpost,
deep in enemy territory. Your assigned
position is the left front sector of the
convoy advance, your sister ships are as-
signed to other areas. It is your responsi-
bility to run interference for those ships
and to see the convoy safely to the har-
bour on time - regardless of enemy ac-
tion. Stations used: AllL

Rescue — A friendly pilot has been



shot down in your area and made it
into a small chain of islands. You
must rescue him soon (his signal bea-
con is getting weaker) and get him
back to base. As his position is behind
enemy lines, speed and stealth are very
important. The pilot will signal SOS
with a mirror when he sees you ap-
proach, but beware, that flash might be
enemy gunfire. Stations used: AllL
The various stations mentioned
above are the components of the game
that allow the player to control the simu-
lation. Also various elements such as ra-
dar and sonar are obviously used to con-
voy information to the player. Moving
between the stations is a very easy task
indeed. All you do is type the first two
letters of the stations you wish to attend,
the disk drive whirs and you are there.
The stations are the following:
Navigation — This is where you can
plot your course and get an overall pic-
ture of your patrol area. All islands and
landmarks can be seen in this mode.
Bridge — The bridge is where you can

control such things as the status of the
crew, the auto navigation computer and
the status of the weapon systems.
Observation deck — This position
gives you a view of the surrounding area,
from here you can look in any direction
and see the various enemies that you may
be near.

Radar — allows you to spot enemy
ships and aircraft at quite a reasonable
distance. Other physical features such as
islands will be picked up by radar as a
matter of course.

Sonar — essentially the same as Radar
except it is the only way to detect sub-

marines, and it will not pick up any
aircraft at all.

Other stations are - guns, forward
and aft, anti-aircraft guns, port and
starboard, torpedoes, port and
starboard, depth charge and damage
control.

As you can see from this brief
list, the range of tactics that can be
used in the game covers quite a varie-
ty. This is definitely a good thing in
any game and helps keep interest long af-
ter the novelty of the game wears off,

Graphically the game is good, not
outstanding, and represents the various
stations during the game quite well, One
complaint is that ships and obstacles
when viewed from the observation tower
are lacking detail. Apart from this the
game stands up quite well graphically.

I thought that it compared well with
other games on the Amiga. If you like
simulation then you will probably like
this one quite a lot.

Distributed by Imagineering (02) 697
8666, RRP $59.95. |

Amiga tutorial

A beginner's look at The CH

The CLI is a finicky interface be-
tween the Amiga and its owner.
Once mastered it can provide you
with endless hours of fascination.
Simply learning about the idiosyn-
crasies of AmigaDOS and the CLI
can be a combination of frustration
and enjoyment, after all isn't that
what computing in general is
abour?

This article is written under the pre-
mise that the user has access to only one
drive. A lot of the frustrations of the CLI
can be relieved by purchasing a second
drive, but then what is easier to cope
with - a smaller bank account, or frustra-
tions that to a point, can be overcome ?

‘When you first set up the Amiga and
start clicking away merrily at different ic-
ons (little pictures) and little pictures
(more icons) pop up everywhere, you are

amazed. I know I was and still am some
12 months after purchasing the machine.
This does however provide limited op-
portunities to really explore the machine
and some of its uses, the CLI or Com-
mand Line Interface is really the only an-
swer. This method of accessing the ma-
chine, in combination with the WIMP
interface, is all you will need to know to
start doing some amazing things with
your Amiga.

The standard Workbench disk (V1.2)
provides the user with a surprising array
of commands, some you will use all the
time and others you will most likely
never use, After you are in the CLI (for
new users, look for the CLI icon in the
SYSTEMS directory and double-click the
icon, the same as must otlier applica-
tions, The CLI simply multi-tasks with
whatever you are doing at the moment)

you can start typing commands, for a
look at the commands simply type:

DIR DFQ: C

C being short for Commands, this is
usually the directory that AmigaDOS
looks in for its commands. Actually
DOS looks in the current directory and
then the C directory then any other direc-
tories specified in the PATH command
(more on that command later). So there
you have in front of you all the CLI
commands that are available on the your
Workbench disk. There are also some
other commands in the Systems directo-
ry; format, diskcopy, etc. For a quick
peek simply type: :

DIR DFO0: S

And voila! more commands.

How does the computer know where
to look for these commands? You tell it!
But I haven't told it anything! Au contra-
ire. By entering:

TYPE S/STARTUP-SEQUENCE
you can see exactly what you told the
computer to do when you inserted the
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Workbench disk. The STARTUP-
SEQUENCE is a file that the Amiga al-
ways looks for so that it knows what to
do. This lets you customize the Amiga
so it can do whatever you want when you
insert the Workbench disk (much like the
autoexec.bat file in MS-DQS).

So let's start with some experiment-
ing, type:

DIR DFO:

There you can see all the names of
the directories and files/programs on the
disk. DIR along with many of the other
commands gives you options on how to
use the command, for example type:

DIR DF0: OPT A

You now have a complete breakdown
of the entire 'tree’ structure of all your
directories and files/programs. Type LIST
and another structure of directories etc.
appears. This list is however not alpha-
betically sorted like the format DIR DEQ:
produces (confused yet) but does however
provide you with a lot of extra interest-
ing information, such as date of creation,
protection status ete. (If you want to ask
a question (help) about the command
simply type the command followed by a
question mark. Out pops a lot of goob-
bledy-gook about the command that pro-
vides information which in time you will
be able to decipher.

Now, take your Workbench disk out
of the drive and place any other formatted
disk in and type:

DIR DFO;

"Scratch, scratch, it's asking me to
insert Workbench back into the drive”, so
complying with the requestor, you do and
lo and behold the list of DIRectories on
the Workbench disk appears again. Fairly
bloody useless, because you wanted tc
have a look at the contents of the other
disk. Why is this so? Type ASSIGN and
find out. See how the C directory is AS-
SIGNed to the Workbench disk. Because
every command has to be loaded into
memory before it is used, the system
needs the Workbench disk to load the
command from, (simple hey!) and then
seeing that the Workbench disk is in the
drive you get to see its contents. There is
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a way round this, if you know the name
of the disk you can type DIR Dis-
kName:, you will then be asked to insert
the disks whose name you entered.

By now if you are like me you are
getting to be a little frustrated with the
whole procedure. You now have three
options:-
® (1) Buy a second drive and then with
your Workbench disk in the internal
drive and your second disk in the external
drive type DIR DF1:, the list appears!

@ (2) continue with the same tedious
process as mentioned above (There is one
little shortcut, type DIR ?, this tells the
Amiga 10 load the DIR command and
display the options etc. of that com-
mand, now by being sneaky you can take
the Workbench disk out of the drive and
place the disk whose directory you are in-
terested in into the drive and, the list ap-
pears! or

® (3) Create a RAM Disk !!!

After the C-64, the 512K supplied by
the Amiga is awesome, so lel's use scme
of it. Type:

MAKEDIR RAM:C

This creates (makes) a directory on
the RAM: device (think of it as a 'free’
disk drive). Then copy all the commands
from the C directory on your Workbench
disk to the C directory on the RAM: disk
by COPY C RAM:C ALL. This takes a
little time and you can see what is going
on, to speed things up a little you could
have added QUIET which tells the Amiga
not to tell you which files it is copying.
After this is done you then issue the
command to the computer to tell it
where to look for these commands.
Type:

ASSIGN C: RAM:C
Now lype

DIR DF0:
the list appears!

The RAM: Disk is an integral part of
the CLI user's life. While taking a little
time to create before each session, the
benefits you reap are worth this time.
Because the commands are located in
RAM: loading time is quickened as the
commands are already in memory and

only have to be 'shifted’ as opposed to
loaded in.

This process may seem a little tedi-
ous but by incorporating these few com-
mands into your startup-sequence they
are performed automatically for you
when you 'boot’ your system (No!, not
with your shoes. The term literally
means 'startup’). Anyone can modify
their startup-sequence file by using an
ASCII file editor, one is supplied free
with your Amiga, Ed, but you may pre-
fer to use MicroEmacs, a very good pub-
lic domain line editor, or even your fa-
vourite wordprocessor and save the file
being edited in ASCII format. Simply
place the above mentioned commands be-
fore the last line of your original startup-
sequence, remove the last line and save
your new file. You can test it by per-
forming a CTRL-LAMIGA-RAMIGA
restart. This time you will see that the
CLI doesn't disappear but by resizing the
window and moving it around you still
have access to the Workbench (isn't mul-
ti-tasking wonderful!).

You will notice that you have a lot
less memory left compared to when you
first started. There are two ways o im-
prove upon this problem;

@® (1) buy more memory, plug it in and

.restart your Workbench disk, voila! plen-

ty of memory or

® (2) the less financially demanding
way is 1o ‘customise’ your startup-
sequence so that it loads only the com-
mands that you use frequently. (This will
be discussed in a later article)

A must for the budding CLI user is a
DOS manual, which does not unfortu-
nately come with the machine and has to
be purchased later. This is full of inter-
esting and helpful information about
Amiga DOS. Also keep an eye peeled for
articles in magazines on the CLI, they
usually contain useful tidbits of informa-
tion that may help you.

I hope this short introduction gives
you somc basis for the beginnings of an
enjoyable future with your Amiga and its
Disk Operating System. |



The power of a paint
box for the price of

coloured pencils

Computing technology has brought a new level of power to
the production of professional film and video graphics.
Howcever, the price of “video painting” equipment has
meant that not everybody has enjoyed access w
such power
Until now.

Now, from Neriki, the Image Master Pro GENIock for the
Commodore Amiga — a broadeast quality GENlock facility
which you can afford.

A broadcast guality GENlock. The Image Master Pro I

GENlock releases the power of the personal computer for
locking graphics, animation, and generated characters onto
standard video formarts ¥ ' ¥ *and 1Y in either PAL or
NTSC standards,

Meeting broadeast specifications (600 encoded line output)

and at personal computer prices.

The Image Master Pro GENlock locks the Amiga computer to 2 composite
reference sync or hlackburst and superimposcs the computer
generated image onto the incoming video signal

with a fully adjustable luminance
keyer. No degradation of the reference video Is produced by the Pro
GENlock Use the powerful hardware of the Amiga and its supporting
software. Paint, Animate, Ray trace. Digitise, Full character generation.
Cur and paste. The Image Master Pro GENlock provides new, cost-
cffective opportuniues [or professional video production
The Image Master Pro GENlock provides a full "background eolour zero”
facility as standard, Enabling any of the 4096 colours available in
the Amiga's palette to be defined as your key colour. All Amiga resolutions
are supported, including the high- and lo-resolution interface signals.

A key Enable switch allows you to drop titles in-and-out, glicch-free. 4

“Clip™ control and a "Key Invert” switch are provided for grey shade

luminance keving Conncction o a production switcher allows you to easily

perform wipes, fades and external keys of the Amiga image. A unigue

Australian development. The Meriki Iinage Master Fro GENlock is
fully designed, developed and manufactured in Australia. Its specifications

and ity features are unigue.
The Neriki Image Master Pro GENlock for the Commodore Amiga.

At only $2695, the power of a paint box for the price of coloured pencils.

Call Neriki Computer Graphics, or your local distributor, for 2 demonstration

Then buy one: Or two.

NERIKI. PROFESSIONAL POWER TO THE PEOPLE

Neriki Computer Graphics Pty Ltd,
200 Pacific Highway, Crows Nest, NSW 2065. Tel: (02) 957 4778

NSW: Talmak Pty Ltd, 2126 Quaens Foad, Fivedock, NSW 2046 Tel: (02) 745 3466. QUEENSLAND: John Mahoney. 1st Floor, 2 Mainview St, Milton, Qld £064. Tel:

(07) 368 3272. VICTORIA/TASMANIA Dasktop Video, Jack Farrell, 55 Street, Wast B ik, Vie 3055 Tal: (03) 388 1075. SOUTH AUSTRALIA: Paul Szuster,

Cybex Computing, 121 Tynte Street, North Adelaids, SA 5006, Tel: (08) 267 5855. (08) 267 5133 (Fax). WESTERN AUSTRALIA: Pater Walden, Perth Professional Photo-
graphics, 268 Lord Strest, East Parth WA 6000, Tel: {09) 328 3377

PRESSED: WAAGE MER 002/ MR

Amiga is a of C [ Image Master is a radomark of Neriki Australia Pty Ltd




Hints and tips

News and views,

hints and tips

Preferences problem
PREFERENCES HAS a bit of a bug
when it comes to changing settings,
such as selecting a new printer driver. If
you make a change to Preferences, and
then click on SAVE, the changes will be
saved to disk, but not currently active,
which may explain why you've had prob-
lems from time to time. What you have
to do, having saved your changes, is to
open Preferences again and click on either
LAST SAVED or USE and the saved
Preferences settings are loaded into mem-
ory. (Likewise, incidentally when you're
using a hard disk, you should copy the
devs:system-configuration file to your
boot-up disk for your saved preferences
to be operative from your hard disk).

Boot-up signals and
colours (courtesy AA&T magazine)
ABQUT THE COLOURS when you do
a cold boot - dark grey means the micro-
processor is running fine; light grey that
the ROMSs passed a checksum test;
white, that RAM is tested, not found
wanting, and the system starts up.

All the above is what should normal-
1y happen. If a glitch occurs, you'll prob-
ably sec - red for a ROM error; green for
an error in chip RAM (NB:if the SCA
virus is in memory and you hold down
the left mouse button while rebooting,
you'll see green); blue for an error in the
custom chips; yellow for an error before
the error-trapping routines (which land
you with a Guru) are operaling.

The keyboard also has a self-test rou-
tine, and if it fails, the CAPS LOCK
light blinks: one blink - a check of key-
board ROM failed two blinks - keyboard
ram is not good three blinks- the key-
board's internal timer isn't scanning the
keyboard properly four blinks - short cir-
cuit in the keyboard. So, you can check
these things and tell the serviceman if
you ever have to use him. And if a line
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from Tim Strachan

of apostrophes forms at boot, your key-
board connections are awry. Incidentally,
odd things have been happening to peo-
ple's Amigas, screen going blank, ma-
chine going back to Kickstart prompt

(A1000 problem usually indicating that
the PAL chips - Programmable Logic
Array chips - are being overloaded, and
are of the inferior type), and other cute
problems. Its worth using the two Virus
checker/eliminator utilities on this disk
to check ALL your bootable disks, be-
cause odd problems may well be due to
an unwelcome inhabitant in your memo-

Iy. |

2000 Bugaboo

IT'S COMMON FOR the A2000 to
chew up the first character that you type
after you boot - so hit the key again and
continue. (Other bugs and oddities solic-
ited, so please send them in so we can
explain them to others.) |

Printers and printer
drivers

PRINTERS AND THEIR drivers are
currently a thorny problem on the Ami-
ga. Quite a lot of people have rung me
to find a printer driver for their particular
printer, and only occasionally can I help
them, especially when it comes to 24-
pin dot matrix printers, However, a few
glimmers of optimism are possible:
@® Version 1.3 of the operating system
software will deal with the printer prob-
lem much better than 1.2, in terms of
speed and colour and number of printers
addressed.
@ Shakespeare, the newest Desktop
Publishing program, has been released
with some early release versions of the
new printer drivers to come out with the
1.3 software. Amongst them are drivers
for : QumelL etterPro20; Calcomp Color-
master and version 2; Diablo Advantage
D25; EpsonQ; Xerox 4020, HP Paint-

Jet.

@ A plea, then - send in to Megadisc,
PO Box 759, Crows Nest 2065, any in-
formation you have gained about your
printer, printer drivers, using the settings
in Preferences to print out, etc. Send on
disk and we'll send you back whatever
two PD disks you mention. It would be
nice to collect all the current drivers to-
gether so they could be sent out to users
in distress! We've already got quite a col-
lection, but send them in, or enquire at
Megadisc on (02) 9593692. |

Directory utilities

THERE'S A DEEP and wide tradition
of "directory utilities" for the Amiga,
very useful programs of small size which
allow access to many, if not all, of the
features of both the Workbench and the
CLI, with the use of the rolling rodent.

The tradition continues with recent
offerings on the public domain, some of
them very innovative in their approach
to improving use of the computer. A se-
lection:

Browser - Found on Club Amiga
BBS, this opens a window with all the
devices (drives, ram disks, etc) listed.
Any of these can be double-clicked to list
its contents, and so on through sub-
directories. In the Workbench way, you
can "drag" names of files as if they were
icons and other similar techniques. You
can perform most CLI operations with
the the mouse, and add any number of
programs/utilities to a list in the Tools
menu. Very useful.

Menu-runner - On Amigan #15 (just
arrived from Amigan Apprentice mag),
this clever utility sets up a menu with a
selection of about 40 configurable pro-
grams (up to you), as well as an output
window for those programs that need to
output information to the screen (such as
list, free, etc). Once again use Work-
bench techniques to access the power of
the CLI.

Utili-Master - A little more conven-
tional, this one is however also configur-
able, and uses the usual window/button
interface as do. Very fast and very stable.

Jobs2 - Again, you can configure this




MASTER YOUR AMIGA

MEGADISC

WITH THE AUSTRALIAN
MAGAZINE-ON-A-DISC

Numbers 1,2,3,.4.5 &

You'll get:

NOW AVAILABLE!

® Indispensable information
® Tutorials & Reviews

® Free utilities & Programs

® Graphics and DeskTop Video
@® Desktop Publishing

@® Local & O/S Product updates
@ The best of Public Domain

and much more.
Ask your local dealer or order direct from:
MEGADISC DIGITAL PUBLISHING
P.O. BOX 759
CROWS NEST 2065.
TEL: (02) 959 3692

ams——— (AMIGO PTY LTD

FOR YOUR AMIGA'S DISK DRIVE REQUIREMENTS

PRICES SLASHED!!!

SINGLE DISK DRIVE $305
DUAL DISK DRIVE $525
10 M BYTE FLOPPY DISK DRIVE ~ P.O.A.

EXTENDED WARRANTY AVAILABLE:
PLEASE ENQUIRE

AMIGO DISK DRIVES WERE PREVIOUSLY SOLD
BY D-TECH SYSTEMS PTY LTD

98 6th Avenue Marylands 6051
P.O. Box 1253 Booragoon 6154
Ph: (09) 272 3685
Fax: (09) 272 3154

We have a Public Domain Library of nearly

ALMOST-FREE SOFTWARE!

200 disks with all kinds of programs. To find
out about them order our
Catalogue-on-Disk. All disks cost $5.50,
including P&P. Apart from MEGADISC, the
best value around in software!

I

» FREE OFFER »

Nominate any 3 free PD disks with a 6-issue sub, or
any one PD disk with a 3-issue subscription!

one to call those programs you want, and the docs make a
much better job of explaining how to use the thing. Anyone
who used the original Jobs will want to have a look at this
one.

Stop Press! Just got Jobs 4 from a bbs, and it goes even
further than the previous ones! Well, it is an update, but it is
serious stuff, and easy to use, and probably the most confi-
gurable, and therefore powerful, of all these devices. In fact
you can configure 291 of your own utilities to run from this
one! Ask for it on an upcoming DIRUTILS theme disk. B

Please find enclosed my cheque/M.O. for $..............
OR Charge by[ ] Bankecard [0 Mastercard |

(Note: We take telephone orders &
a courier service is available)

|
i
I
SIGNANIREAR=SS T E i (o o |
Please send me:

A 6-issue subscription (eg, MD 1-8) @ $90 [] |
A 3-issue subscription {eg, MD 6-8) @ $50 [] |
OR the specific issues named @ $5.50 each: 1
Catalogue [_] Public Domain Disks:

PIEQBE:.. o LELE e o r TDATE

Anti-Virus-Pak

All you need to maintain a virus-free disk collection.
Contains:

@ 3.5 inch disk of latest anti-virus programs
@ Track and Sector editor
@® Guide to removal and ongoing
protection of your disks.
@ Sticker "You are enfering a virus-free zone"
To order Bankcard or Mastercard
Only phone (02) 817 0011 or post fo

$8.95 Prime Artifax

23 Bonnefin Road
Hunters Hill 2110
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THE TRAINING DIVISION OF COMMODORE BUSINESS MACHINES PTY. LTD.

“The Cbmputer leaming centre
bringing people, computers and software
together throughout Australia’

Basic and Advanced Courses available for the Amiga,
Commodore 64/128, and PC Series.

n= B WORDPROCESSING Programming/ B AMIGA CLI
Applications M DATABASE Hardware B BASIC

Softare B SPREADSHEETS Oortation: B HACKERS CODE TO THE C64
B GRAPHICS P B HACKERS CODE TO THE C128
B DESKTOP PUBLISHING B MS-DOS

For informartion and brochures on Course details, dates and locations, complete Please 1ick

and post this coupon today or phone COMMTRAIN now on (02) 427 4888. MAIN INTERESTS: D APPLICATIONS OR El PROG/HARDWARE

: COMMTRAIN C Learning Centre - )
e Rt L e NSYE 20 SPECIFY TYPE: ] WORDPROCESSING ~ [] Co4

Please send me information on COMMTRAIN courses and locations. ?ﬁgigﬁsé%w"rs H k l‘l\ﬁ?GA 0011000
L GRAPHICS ] AMIGA 2000
NAME: DESKTOP PUBLISHING [ MS-DOS

CURRENT Co4
ADDRESS: COMPUTER Cl128
HARDWARE: 1 AMIGA 500/1000

: L. o AMIGA 2000
SUBURB: STATE: EODk: PC 5, 10, 20,40

- N
¥ commtrain | : e

COMPUTER LEARNING CENTRE




Beginners

Beginners

start
herel

by Andrew Farrell

If this is your first time through the Australian
Commodore and Amiga Review, or maybe you've
just bought yourself a computer, here's a guide to all
the jargon you'll run into - especially written for

beginners.

Hardware vs software

It's an often used, but very true
phrase, that if you can kick it, it's hard-
ware. Everything from the computer it-
self, to the many appendages we can con-
nect, is referred to as hardware. The nuts
and bolts, silicon and plastic are the hard-
ware.

A printer, disk drive, terminal, visual
display unit or plug in games cartridge is
hardware. Software refers to the instruc-
tions that a computer understands, and
that are arranged in a special order referred
to as a program.

Putting information into a computer
is NOT programming it. Preparing a list
of commands or special instructions for
the computer to execute IS. Both pro-
grams and information reside safely in
the computer's memory, and on floppy
disks or other storage media.

The concept compares well with the
home sound system. Imagine that the
record player, cassette deck, or CD player
are the hardware of your computer sys-
tem. The cassettes, CD's and records are
equivalent to the floppy disks, or cas-
settes used in a computer.

There is one fundamental difference.
As you play a track off your favourite
record, the music is picked up by the
needle, and played through the amplifier.
The music never actually leaves the
record, and you need the record to play
the music. Insert a disk into your com-
puter, and you must LOAD or transfer
the program into the computer's memo-
ry. A small head, similar to the head in a
cassette player, reads the information
from the disk.

The program remains on the disk it
was on, but a copy now resides within
the computer itself. The instructions
contained within are then executed.You
can see the results on your screen, or
printer, but the program itself is really
just a series of electrical impulses. Since
the program is safely tucked away in the
computer's memory, which is quite
large, you can remove the disk. Some
programs access the disk, retrieving
small amounts of information each time,
and updating data already stored.

For these, you must be very careful
not to remove the disk until the program
has finished.

RAM & ROM

Inside the computer, specialised sili-
con chips perform specific jobs. Each
chip is encased in black plastic, with
many small legs. Inside this largish rec-
tangular shape is the silicon chip itself,
which is only the size of your smallest
finger nail. Computer programs, and in-
formation are stored in these chips. Two
types are used in particular.

Random Access
Memory

Random Access Memory is the com-
puter's workspace. Information is stored
and can be changed in RAM. RAM is di-
vided into bytes, each of which can store
roughly one character. A character could
be any letter of the alphabet, or perhaps a
number or special symbol,

Each byte or character (letiers and
numbers) is in turn broken down into
BITs. Each BIT corresponds (o a transis-
tor inside a silicon chip. Transistors may
be either off or on, just like a simple
switch. By combining several transistors
together, it's possible to produce different
combinations of offs and ons.

With eight transistors there are 256
different combinations, or ways of ar-
ranging the ons and offs. An eight BIT
computer has eight BITs in each BYTE.,
Larger computers use sixteen or even
thirty BITs in each BYTE.

One thousand and twenty four bytes
make a KILOBYTE, or K for short. A
typical IBM compatible computer would
have 512 Kilobytes of RAM, or work-
space.

Deep inside, computers work using a
number system called BINARY. In the
early days, to program and use a comput-
er you needed to know how to use BI-
NARY. Today, only application pro-
grammers and the people who design the
system software or operating system of a
computer need ever deal with this count-

" ing system.
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Beginners

Read Only Memory

Like RAM in all respects except that
it can't be erased, or written to, ROM is
a permanent means of storing informa-
tion. Programs required by the computer
to do simple tasks are often stored in
ROM. For example, to print a character
on the screen, a special routine or small
program might be stored permanently in
the computer's ROM. Any other program
needing to print a character on the screen
could then make use of that routine.

Many thousands of routines go to
make up the computer's OPERATING
SYSTEM or built in languages.

Peripherals

Most computers enable you to add a
variety of additional devices for storing
information, printing it out, or perform-
ing special tasks. These devices are called
peripherals. They combine to make a
computer into a system, much the same
as the various attachments to a food pro-
cessor. Although the food processor
works on its own, the additional plug in
items enhance its operation, just like the
computer and its peripherals.

A few commonly used peripherals and
hardware add-ons include:-

Disk drive, mouse, expansion RAM,
printer, paddle, digitiser, modem, joy-
stick, SCSI interface, tape backup, light-
pen, drive controller, scanner, touch pad,
EGA card, monitor, track ball, parallel
interface.

Disk drives

A disk drive is like a combination of
your record player, and cassette deck. In-
formation is stored magnetically, like a
cassette. However it is stored on a disk,
like a record. The disk is divided up into
tracks. Each track forms a complete cir-
cle, unlike those on a record which spiral
toward the centre. Tracks are then divided
into parts called sectors.

A blank disk must first be formatted
before use. During this operation, the
tracks and sectors are labelled, and a direc-
tory is stored on the disk telling the com-
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puter where there is
space fo store infor-
mation.

The way in which
different Operating S,
tems label each track and sec-
tor varies. For this reason, it's not al-
ways possible to take information stored
on a disk by a certain computer, and read
it from a different machine.

This problem is often described as the
"compatibility” of a machine. If a com-
puter can read and execute programs
stored on IBM PC type formatted disks,
it is known as an IBM compatible com-
puter. Commodore PCs are IBM compat-
ible.

Fortunately, there are other ways of
moving information between
"incompatible" formats. Software written
to work with one particular microproces-
sor will not work on a computer with an
incompatible microprocessor. For exam-
ple programs for the Commodore Amiga
will not work on an Commodore PC.

Files

Information stored on a disk is
grouped into files. Each file has a name,
length, and type. A file might contain
text relating to a wordprocessing docu-
ment. Files may also be programs, a da-
tabase, lists or special numbers.

By arranging information in this
way, the disk operating system knows
how all the information on the disk re-
lates. Without the file arrangement, each
sector on the disk would be meaningless.

Whenever a file is stored on a disk,
its name is recorded in the disk directory.
This is just a list of the disk’s contents,
including where aboul files can be found,
how long they are and what type of file
it is that is stored.

If you need to
know what is on
the disk, it is
normally possi-
ble to take a
look at the disk
directory. Files
may be deleted

or erased. When this hap-

pens, the directory entry

about that file is removed,
ace for other information.
mtil the disk is written to, the
information relating to that file is still
scattered around the disk.

You may also copy files from one
disk to another, on the same disk or even
entire disks at a time,

The process of getting a file into the
computer is referred to as LOADing or
reading that particular file. In some in-
stances you only use part of a file at a
time. For example, if you had a database
or list of phone numbers, along with the
subscriber's address and personal inter-
ests, the resulting file would be very
large.

If you wanted information about one
particular person, it would be wasteful to
have to LOAD the entire file into memo-
ry. Instead, a special pointer is used to
jump into the file to the right spot where
the required details are stored. Only that
part of the file is then read, and may be
changed and updated. This is called RAN-
DOM ACCESS.

Modems o

A modem is used to send
information between com-
puters, via telephone. Data
is changed into audible beeps and tones,
which is then decoded by the receiving
computer. This process is known as
MOdulation/DEModulation - thus the
term MODEM. Communications be-
tween computers is an exciting field. It
makes possible some very powerful fa-
cilities. Automatic Teller Machines are
linked together using modems.

At home, a small $300 modem can
enable you to talk with services offering
banking, stockbroking, weather reports,
TAB, hotel/motel and travel bookings
and much more.

Information is sent at different
speeds, measured in BITs per second, or
BAUD. Rates of 300, 1200 and 2400
BAUD are fairly common. 300 BAUD is
about as fast as you can read, or around

Australian Commodore Review




LOOK - C128, 64 Software and
Hardware at prices you can afford!

ULTRA-DOS UTILITIES 1

Backup those valuable files on your
hard Disk the easy way

High speed whole hard drive backup with mul-
ti-format feature. Auto configures to multi-
hard drive systems or multi-partitions. Uses a
unique buffered file copy routine for lightning
fast copies, backs up files by creation date,
with point and click our using wild-card search
patterns. Fully supports multi-tasking, does
not monepolize CPU to achieve its speed.
Compatible with any hard drive thatt follows
conventional AmigaDOS file protocol, 512k
Amiga required.

Hard drive NOT REQUIRED, works equally
well with dual drives.

Only £44.95 ($110)

READ & WRITE IBM
FILES ON YOUR
Ci28 OR 64

THE BIG BLUE READER is
ideal for those who use an IBM at
work and a 128/64 at home. The
Big Blue Reader is not an emulator,
but rather it is a unique & easy way
to transfer word processing, text &
ASCIl files between two totally dif-
ferent formats. Allowing you to use
your MS-DOS files at home on your
128 or 64. There are no interfaces
or cables and the software runs on
the 128. Detailed information avail-
able on request.

Only £42.45 ($104)

DISK DRIVE
PROBLEMS?

1571/1541

perform the adjustments.

D in 64 or 128 mode.

Only £37.45 ($92)

drive alignment
package reports the alignment
condition of the disk drive as you

screen help is available while the
program is running. Includes fea-
tures for speed and head stop ad-
justment, Complete instruction
manual on aligning both the 1571
and 1541. Even includes instruc-
tion on how to load the alignment
package when nothing else loads!
Works on the C64, SX64 and 128/

On

Commodore 64

£ $
EASY FILE 27.45 (67)
g g FUTURE FINANCE ~ 32.45 (80) e s
GEOS v1.3 32.45 (80) EASY CALC 37.45 (92) | | gGEOS 128 42.45 (104)
GEOPROGRAMMER  47.45 (116) CALCRESULTADVN  57.45 (122) | GEQ FILE 42.45 (104)
GEOPUBLISH 42,45 (104) SUPER AIDE 27.45 (49) | | GEOCALC 42.45 (104)
WRITERS WORKSHOP 37.45 (92) SUPER 64 LIBRARIAN 27.45 (49) | | WRITERS WORKSHOP 42.45 (104)
FONTPACK 1 27.45 (67) SYSRES 64 32.45 (61) | | cADPAK 37.45 (92)
GEOCALC 37.45 (92) PETSPEED 64 27.45 (49) | | CHARTPACK 37.45 (92)
GEOFILE 37.45 (92) ICON FACTORY 32.45 (80) | | SUPERC 47.45 (116)
GEOSPELL 27.45 (67) BILL BOARD MAKER  32.45 (80) | | pASCAL 37.45 (92)
BECKERBASIC 42.45 (104) PHOTO FINISH 32.45 (80) | | HACKPACK 27.45 (87)
CADPAK 32.45 (80) ZORK 1 17.45 (43) | | pETSPEED 27.45 (87)
CHARTPACK 32.45 (80) ZORK 2 17.45 (43) | | SUPERBASE 37.45 (92)
SUPERC 42.45 (104) ZORK 3 17.45 (43) | | SUPERSCRIPT 37.45 (92) | |
COBOL 64/128 32.45 (80) ANATOMYOF C64  17.45 (43) | | BaSIC 8 42.45 (104)
PASCAL ; 27.45 (67) ANATOMY OF 1541 17.45 (43) | | cANNON 37.45 (92)
EASYSCRIPT 32.45 (80) TRICKS AND TIPS 17.45 (43) | | THE GREAT WAR 2245 (55)
EASYSPELL 27.45 (67) GEOSMOUSE 32.45 (80

r

[Commodore 128

Australian Dollars are approximate.

Worcester, WR1 1HA England.

Enquiries, Help and Orders accepted by telephone, call
ENGLAND 386 750217 anytime quoting Visa, Mastercard
numbers. Orders shipped same day from England by Airmail,
all goods are post free. All prices are in Sterling, prices in

Orders or enquiries by post to Financial Systems Software Ltd,
2nd Floor, Anbrian House, St Marys Street,

7

FINANCIAL
SYSTEMS
SOFTWARE
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30 characters per second.
Others

Dozens of other devices are available
to perform special tasks. These include
printer/plotters, datasettes, digitisers, and
SCANnErs.

Operating systems and
languages

For a computer to perform even the
simplest of tasks, it needs software.
When you switch on, a special program
built into a ROM in the computer,
comes to life. It checks how much mem-
ory is available, what peripherals are con-
nected, and displays a power up message.

This program is part of the comput-
er's operating system, or group of pro-
grams that let you use the computer, Ex-
amples of operating systems are MS-
DOS, Unix, CP/M, and Amiga DOS.

The word DOS stands for Disk
Operating System. This de-
notes that the operating sys-
tem is disk based. In other
words, you need a special
disk, and disk drive to
make it work.

Different operating
systems require different
commands to perform a
job. On some small com-
puters, the operating system
is part of the built in program-
ming language.

A Commodore 64 has the BASIC
(Beginners All-purpose Symbolic In-
struction Code) programming language,
and operating system stored entirely in
the computer's 16K ROM. No disk or
disk drive is needed. Information can be
stored on cassette.

An MS-DOS machine, such as the
Commodore PC20, has a small part of
the operating system built into ROM,
some which is LOADed into RAM when
the computer is powered up and the rest
is only LOADed from disk as needed.

On the Commodore Amiga the oper-
ating system is capable of doing several
jobs at once. It also has a variety of
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modes of operation. Using the Work-
bench, commands are issued by way of a
pointer called the MOUSE. Pictures and
menus on the screen provide the various
options available.

From the CLI, or Command Line In-
terpreter, commands are issued in the
same way as MS-DOS. Normally it is
the operating system that decides whether
software from one computer is compati-
ble to any extent with software from an-
other,

It's not necessary to know how to
program a computer to be able to use
one to the full. However, if you plan
writing your own custom applications,
learning to program is an essential step.

A program language is structured
much the same as the different languages
we speak. Each has its own set of words,
or commands and statements, with spe-
cial rules of grammar, or ways as to how
they can be combined.

Most home computers provide BAS-
IC for you to write programs in. This
language is fairly easy to get started
in, and is suitable for many different
uses.

More serious users writ-
) ing business programs will

use DBASE III on an IBM
compatible computer, using the
MS-DOS 3.2 operating system.
DBASE 1III is designed for stor-
ing information in much the same
way as a filing cabinet. It has a special
language to program functions such as
adding up the total of all invoices out-
standing, or automatically deleting inac-
tive clients on a mailing list.

Around the keyboard

and screen

The computer's keyboard and screen,
are an important part of any computer
system. Using the keyboard, the user can
write programs, enter information, and
send commands to peripherals. Addition-
al devices are also used to control the
compulter, such as a Mouse, Light-Pen,
or Touch Screen. .

Every key press is sent to a small

buffer or temporary storage area. From
here it is fetched as soon as the program
running is ready to use it. Sometimes
it's possible to type ahead of the comput-
er. Because of this buffer, your keys-
trokes aren't forgotten.

The keyboard itself is much the same
as a standard typewriter. It is called a
QWERTY keyboard, due to the arrange-
ment of the first five characters on the
top row of alphabet keys. The keyboard
we use today was actually designed to
slow down our typing speed. When type-
wrilers were first invented, typists found
that they could type faster than the me-
chanics of the type writer were 3able to
cope. So the keyboard was changed to
slow them down.

Today, we use the same layout, de-
spite far belter arrangements being avail-
able, such as the DVORAK keyboard.

Instead of a carriage return lever, the
computer keyboard has a return key, just
like an electric typewriter. There's also
function keys, to perform special jobs.
Other keys provide the ability to stop, or
pause programs, or quit out of what
you're doing.

A small flashing square on the screen
shows where the next character you type
will appear. This is called the cursor.

The screen is divided into rows and
columns. On an IBM compatible there
are normally 80 columns and 25 rows of
characters. Smaller home computers have
only 40 columns.

Sometimes the screen display will
scroll, either up or down to allow a new
line of text to be displayed. Each time
the display scrolls, an entire row of char-
acters moves off the screen.

Computers are also able to display
graphics, by dividing the screen into in-
dividual dots instead of characters. Each
of these dots is called a PIXEL or Plcture
ELement.

Graphics

Today's home computers produce ste-
reo music, with stunning cartoon quality
animation and pictures. These pictures
are often referred to as computer graph-
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Prime Artifax - Mail Order - Public Domain & Commercial

CALLNOW : 817 0011

New Releases !!

G1 -Impossible Mission Il - NEW

Commodore 64/128 Books

One of the greatest games ever!

Read the review May ACR (C64, BM) $34.95 | |B1 -128 Programmers Guide 340.00

b, . B2 - Big Tip Book C64/128 35.00
©2 -Jump Jet Amiga - NEW  $39.95 | |3~ 0 o8 nce Guide $40.00
G3 -Echelon -NEW - includes voice B4 - GEOS Inside Out $40.00
actuated controls such as FIRE. CONTINUE. Briliant | |B5 - GEOS Tricks and Tips $29.00
grophics. (C64) $69.95 B6 - GEOS Programmers Guide ~ $40.00

B7 - Machine Language Beginners $36.00
B8 - Mapping the 128 $40.00
B9 - First book of 64 Games $29.00

G4 - WonderBoy (cé4) - One of our all time
favourites. You'll love it too at ...$36.95 on disk.

(Above titles distributed in Australia by QUESTOR)

Hard to come by products - and we use them so we can suppott youl

Dolphin DOS (DD) - Recommended by the experts. Up to 15 x faster disk access. Call for further
details. Version II - Requires C64 with 1541 drive - $189.00

Animation Station (AS) - Graphics tablet with excellent software. Check out the review in ACR!
Eric Holroyd just loved it. Your drawing days will never look back... $169.00

Doodle - (DL) Yes, the world famous drawing program used by thousands of C64 users. Help
screens built in. Allows printing of Hi-Res screen... $75.00

MPS-802/1526 Publisher (M1) - Many happy users now enjoy the benifits of this Australian
written suite of utilities. Print SEQ wordprocessor files in NLQ or dump

images from Printshop, Doodle and Newsroom plus many more features... $19.95

Best DOS Utilities - (BD) Don't be without a trick or two up your sleeve. A must for tre hackers.
Indispensible UNSCRATCH and Track and Sector editors! Still $19.95

Slideshow One & Two (S1 & $2) - Collect the best ART on

the C64 yet. Only $8.95 each

Fine Print! Order more than $50 worth of products and
you can also order as many 5 1/4 inch blank disks as you
like for just $9 per ten, including coloured labels!

Send to Prime Artifax, 23 Bonnefin Rd,
Hunters Hill 2110 or Phone (02) 817 0011
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Beginners

ics.

How are they made?

The computer screen can be divided
into small dots. These are called PIX-
ELS, or Picture Elements. Each of these
dots corresponds to a BIT inside the com-
puter's memory. By switching BITs off
and on, animation is achieved.

The number of PIXELS displayable
on the screen is called the resolution.
Sometimes several resolutions are availa-
ble, normally expressed as the number of
dots horizontally by the the number of

. dots vertically. A Commodore 64 has a
320 x 200 pixel graphics display, using
two colours in every 8 x 8 square.

This mode is called hi-res mode, or
high resolution graphics. In another
mode, greater colour availability is possi-
ble by halving the horizontal resolution
to 160 pixels.

Horizontal measurements are often re-
ferred to as x and vertical measurements
as y. Therefore a computer with a x 1eso-
lution of 600 dots, allows 600 pixels
horizontally across the screen.,

Using a special graphics chip, small
shapes may be defined using sprites or
MOBS (Movable Objects). These might
only be about 24 x 21 pixels in size,
however they vary from one computer to
another. They move independently of the
main picture. Furthermore, collision de-
tection between different sprites is possi-
ble. Many games use these facilities.
Sprites are one of the most powerful fea-
tures available to the games designer.
Most arcade quality computers allow at
least eight, if not sixteen different sprites
on the screen at one time.

A basic colour computer can generate
around 16 colours. More powerful ver-
sion also allow a variation in the hue or
intensity of each colour. The Amiga
range facilitate up to 4096 colour. In
most of the available colour resolutions
not all of these colours can be used at
once, So the 4096 colours are referred to
as the palette.

With such powerful graphics facili-
ties, it is no wonder that computers like

30

the Amiga are finding their way into the
advertising world. Large companies also
use the Amiga for presentations about
products, or for training staff.

The cost of producing computer ani-
mation with music is far cheaper than
video.

Pictures may be recorded by comput-
ers digitally. Using a video camera, the
image is turned into a series of dots that
are either off or on - corresponding to the
computer's ability to store information.
The resulting picture looks very similar
to newspaper quality photographs.

Music

Computers can synthesize music in
much the same way as an organ or
synthesizer. Sound is formed by vibra-
tion. This action can be simulated in the
computer, along with the timbre and
pitch of each note. More powerful ma-
chines have several voices enabling them
to play a number of different notes si-
multaneously.

Music can also be recorded into the
computer's memory digitally, just like a
Compact Disc. The result sounds very
much like normal music played from a
record or cassette. The quality of digitised
music depends on the amount of memory
used to store the sample. The more mem-
ory used, the better the quality.

It's also possible to

ding musicians to cut and paste notes
onto a stave. The result can be played on
the computer or printed out into sheet
music.

Getting ink to
pdper

Most popular is the
dot-matrix printer. Charac-
ters, or letters and numbers 7
are formed by a series of dots placed
close together. The result can vary from
barely readable to virtually perfect letters.

Most users will be familiar with the
quality produced by a daisy-wheel printer.
Not unlike your average typewriter, this
device produces each letter by stamping
the required character against a carbon
ribbon. An imprint is then made on the
page that is well formed. Daisy-wheels,
or golf-balls, may be interchanged to
provide a variety of typefaces.

In practice this method produces what
is referred to as letter-quality type writ-
ing. Some dot-matrix printers are able to
come close to this quality by overlap-
ping the dots, and doing a double pass
over each letter. The resulting characters
are called near-letter quality.

Various other forms of printing have
come and gone over past years. These in-

clude thermal printing which burnt

the letters onto special paper. The
connect an external key- cost of paper was far too expensive,
board to the computer and it tended to deteriorate with
using a MIDI inter- age.
face. Information Ink-Jet printers are another al-

sent from the key-
board as music is
played is then able to be recorded using
the computer. Later on, the music can be
replayed and a new track recorded over the
top of the first. Professional musicians
make strong use of these facilities.
Computers cannot write the music for
you, but they can sure make writing mu-
sic far less laborious. A single musician
has at his disposal many powerful facili-
ties normally only possible in expensive
recording studios.
Software is available enabling bud-

ternative. These are very quiet,
very fast but rather expensive. Ink is lit-
erally propelled onto the page, and each
dot goes to form a letter in much the
same way as a dot-matrix printer.

The latest development is the Laser
Printer. These are based on the design of
a photocopier. They work by etching the
design of each character or dot onto a
drum which then prints the entire page in
one fell swoop. Quality is excellent, es-
pecially with use of a page description
language such as Post Script. This lan-
guage enables each character to be per-
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Beginners

fectly drawn by the laser.

brands now arriving with 120 CPS stan-

The result is close to typesetting dard. In low-quality draft mode a few will
quality. Thus many publishing houses even reach as high as 300 CPS.

use lazer printing to save typesetting
costs and speed up production time.

Daisy Wheel print-
ers are inherently slow,

This very publication was

due to the larger number

produced using a Lazer print- S——
er. &

Which printer do you need? For
home use, a dot-matrix printer is the
most flexible and least expensive choice.
Because of the way in which each charac-
ter is formed, a similar process may be
used for creating graphics output.

Daisy wheel printer are confined to
the available typefaces. However, the
quality of output is higher. Thus, they're
more suited to the business environment.

The process of printing graphics is
often referred to as a high-resolution
screen dump. In this opération each dot
displayed on the screen in a bit-mapped
display is printed on the printer corre-
spondingly.

More expensive dot-matrix printers
work faster. The speed is normally ex-
pressed as Characters Per Second or CPS.
Around 80 CPS is average, with many

£ mof moving parts.

They vary from 30

CPS to 90 CPS on ultra-
expensive models.

Several printers available will handle
colour. Since many computers are colour
capable, this may seem a logical choice.
However, in practice colour printing
tends to have little day to day use. It is
possible to print onto special plastic
suitable for overhead transparencies.

Colour business reports also attract
some buyers. For the hobbyist, a few
smaller models will produce excellent re-
productions of screen picture.

Using a printer

Most printers are equipped with a few
simple buttons and levers which work in
much the same way on all models. On
the front panel, there are normally at
least three buttons. These are Line Feed,

Form Feed and ON-Line.

To print information, the printer
must be ready to listen to the computer.
We tell it to listen by pressing the On-
Line button. A small green light will
switch on, indicating that all is well. A
red light means a problem.

Most likely there is no paper, or it is
badly positioned.

Line Feed moves the paper up one
print line. This is useful for careful posi-
tioning, or ejecting printed pages. Form
Feed moves the paper one entire form or
page. Normally this is used to advance to
the top of the next form to start a fresh
print job, or to eject the most recently
completed page.

On the left hand side of the carriage is
a lever to switch between tractor and fric-
tion feed. Tractor feed is where the paper
is fed by sprockets that grip holes along
the side of each page. Friction feed is the
same as a common typewriter, where the
paper is held in position by pressure on
the roller.

Tractor feed is normally used for con-
tinuous stationary. Friction feed is best
for individual pages. |

m

Perma-Colour
This program sets the border and the screen co- ?0%3?{333122?32?1 S PRGN
lour permanently. You may change the colours 20 READB:C=C+B
with the following pokes: 30 POKEA, B
491 - BORD i FPEbERT
POKE glgs’x ER COLOUR S0 IFC<>2778THENPRINT"ERROR IN DATA":STOP
POKE 49170,X - SCREEN COLOUR 60 PRINT" (DOWN)DATA TRANSFER COMFLETE"
70 PRINT" (DOWN)SAVING BASIC LOADER °COL—-BAS® "
iy A0 STH SEI BO SAVE"COL-BAS", 8
. ool AD 17 LDX #&17 70 FRINT™ (DOWN) SAVING M/C ROUTINE *COL-4915%2° "
COOE AD CO LDY #$CO 100 FOKE43, 0003 POKE44, 192
i i S PL 110 POKES3, 000: POKES4, 192
- LOOF BE 02 03 8TX $03072 120 POKE4S, 029:POKE4&, 192
. COO8 BC 0T OX STY 0303 1Z0 POKESS, 029: POKESS, 192
: SR 140 PRINT" (DOWN) RESETING COMPUTER....TYPE ’SYS49152°

3 E’(t)‘:)g ;S s CLE - 150 SYS64738
-3 Q0L 20 LDA #300 200 DATA120, 162,023, 160, 192, 142, 002, 003

£ COOE 8D 20 DD 8TA $DOZO 210 DATAL40, 003,003, 024, 169,000,141, 032
sy Colitanion LDA #%00 220 DATAZ08, 169,000, 141, 033, 208, 096, 032
.. CO1% 8D 21 DO STA $DO21 230 DATA01Z, 192,076, 131, 164,000, 000, GO0

. CO16 60 RTS '

..... i G e - . :

: l[::.: 11;; :IL’ {;’% E}‘Z j E"E ig;’;’c The colours remain unchanged af-  The loading of the m/c file is the
o : ™ | ter pressing run/stop restore or poking same as in the default address pro-
.. COLD oo BRE the normal locations (53280 and gram, just type '§YS49152' to exe-

53281) cute instead of SYS32768... |
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Game Review

Morpheus

From the creator of Paradroid, one of my dll time favourites, comes his latest creation.
Adam Rigby rockets down to Earth to tell us all how it rafes.

N THE WORDS of the au-

thor, Andrew Braybrook,

"Morpheus was designed as a
more advanced type of arcade
game, without the constrictions of
an actual coin-op which basically
has the function of getting your
money, giving you just enough
enjoyment to get you interested,
and then getting rid of you so that
it can obtain some mOre money.
Morpheus is more of a long term
game. A game that you can return
to more often. It was never intend-
ed to be a simple, fast action
game."

Braybrook is definitely on to a
good idea, with the emphasis be-
ing placed on the interest-holding
ability of the game. When T first

PiRYcE= B

perused the instructions, the game
presented itself along the lines of Elite,
however more arcade-like and only in two
dimensions.

The game was born with an ambition
to produce a game system that could al-
low the building of huge spaceships that

were functional, with plenty of options
open to the player on how to design
their ship. As you can see¢ the concept it-
self is very similar to Elite. This tied in
with another intention, to generate crea-
tures that would behave as if they were
alive, following beha-

[ e

viour patterns rather
than strictly choreo-
graphed dance steps.
These pseudo-
itelligent creatures,
which Braybrook
named Morphai, at-
tempt to behave intel-
ligently, they have no
wish to be killed, and
are not suicidal mani-
acs. They begin in a

slightly sleepy state

and so are a little clumsy at first, but
they quickly become agile, worthy oppo-
nents. They all show different personali-
ties, some will attempt to escape, some
will show curiosity, some will more bla-
tantly attack.

They also react to their surroundings,
they can be wounded by hitting the ship
or by a close shot, and will behave quite
differently depending on how hurt they
are. They also learn, and so even if you
encounter 2 Morphai at one stage and it
reacts in a particular way it may act com-
pletely different if it escapes you and you
run into it once again. Some even try to
impersonate other elements in the game
so as to escape detection.

The scenario
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You start the game with the basic
model of space ship, the HL1, this being
the smallest of hulls and having no abili-
ty to hold extra weapons on board and
only one extra system.

A system includes such things as en-

parts you have ordered.

You are awarded points and G's for
the Morphia and the Orbitals that you
destroy. The points awarded for killing a
Morphai vary in respect to their advance-
ment and behavior. If you killed a low

The concept of the game is definitely

a good one, but as to the execution of
the idea, I think that Andrew Braybrook
has written much more playable games.
The main problem I found with this
game was that it was too middle of the
road. When I say

this I don't mean
in quality but in
overall style of
gameplay. Elite
is the perfect ex-
ample of what
Braybrook was
trying to achieve
but being more
- graphically orien-
tated - being able
to see the chang-
es in your ship as
well as use them.
Certainly the idea
of a simpler ver-
sion of Elite was
a good one but I
don't feel that it
went in the right

direction far
enough.
As an arcade

ergy converters (these are essential be-
cause when the ship run out it explodes)
shields, electronic counter systems and
various types of indicators. The number
of systems that you can carry depends on
the type on ship you have, the least be-
ing one and the most being seven on the
Deluxe ship which costs a mammoth
150,000 G.

Perhaps now would be a good time to
enter into the various details surrounding
building a space ship to your preferences.
First it takes money. Which you proba-
bly don't have. However, if you have
been a good little mercenary then the fed-
eration will have rewarded you well and
you can proceed with ordering new weap-
ons and systems. All hardware takes time
to be built once contracted, so you will
have to go and do some more fighting
and hope that you can do without the

level, passive Morphai you could expect
10 points or G but if the Morphai was
very aggressive and of technical advance-
ment then you could receive anything up
to 500 points.

For an Orbital you are awarded 500
points. Once the Aither has collapsed
then you can return to the nucleus and
destroy the bonus Morphai for 2000
points each. There is only one of these
per level that you are on.

Overall

Firstly I must say that the graphics
in the game are of a very high standard,’
comparable to those in Braybrook's oth-
ers game such as Paradroid. The music
and sound are also very impressive -
some of the routines are obviously out
of his other games.

game it sorely -
lacks in some areas - for some unknown
reason the ship cannot turn around and is
very slow, firing is extremely awkward
and gameplay is far from being exciting,

This may sound like an extremely
negative review and in some ways it is,
but the concept is such a good one that
was quite disappointed the game didn't
fulfill my expectations. I am really judg-
ing the game by comparison with the
idea in my mind, rather than by compari-
son with other packages on the market -
against which it does rate reasonably
well,

This game will appeal to many peo-
ple. It is definitely worth a look at, but
the sad thing is that it didn't develop to
its potential.

Morpheus is distributed by Imagin-
eering (02) 697 8666. |

33

Australian Commodore Review




Plenty of Pokes

POKEs for almost everything

To use any of the following POKE:s first load the game and
then reset the 64. If you have a Commodore 128, use the reset
switch at the side (but don't forget to keep your finger on the
Commodore key during the operation)- 64 owners can either
use a reset switch, or a cartridge with a reset switch.

Enter each POKE separately, following each entry with a
RETURN. If there's a colon between each type in the whole

1942 (Elite) POKE 5806,234:POKE 5807,234 SYS 2640
Unlimited lives

1985 (Mastertronic) POKE24036,05YS 20000 Unlimited
lives

Action Biker (Mastertronic)POKE 1928747 SYS
13312 Unlimited lives

Ancipital (Liamasoft) POKE 18679,173 SYS 16384
Unlimited lives

Are Of Yesod (Odin) POKE 33969,234 POKE 33970,234
SYS 2053 Unlimited lives

Arcana (New Generation) POKE 12933,0 POKE
12934,2 SYS 4096 Unlimited lives

Attack of the Mutant Camels (Liamasoft) POKE
11639,255 SYS 4096 255 lives

Auf Wiedersehen Monty (Gremlin Graphics) POKE
21862,76 POKE 21863,123 POKE 21864,85 SYS 16384
Unlimited lives

Back to Reality (Mastertronic) POKE 20109,173:SYS
16384 Unlimited lives

Batalyx (Liamasoft) POKE 19567,234 POKE 19568,234
POKE 19569,234 SYS 16384 Unlimited lives

Big Mac (Mastertronic) POKE 4170,250 SYS 19072
Unlimited lives

Black Hawk (Creative Sparks) POKE 8290,255 SYS
8192 255 lives

Blue Max (US Gold) POKE 17925,173 POKE 25584,173
POKE 17438,0 SYS 32768 Unlimited lives

BMX Racers (Mastertronic) POKE 11617,138 POKE
11618,2 SYS 11770 Unlimited lives

BMX Simulator (Code Masters) POKE 139370 SYS
4096 Unlimited lives

Bombjack (Elite) POKE 5112,0 SYS3101 Unlimited lives
Bombjack II (Elite) POKE 7053,200 SYS 39712
Unlimited lives

Breakthru (US Gold) POKE 5647,3 SYS 2560 Unlimited
lives

Brian Bloodaxe (The Edge) POKE38270,165 POKE
39079,165 SYS 39145 Unlimited lives

Buck Rogers (US Gold) POKE 33182,250 SYS 32782
Unlimited lives

Bug Blaster (Allgata) POKE 18760,234 SYS 18360
Unlimited lives

Camelot Warriors (Arioiasoft) POKE 23730,234

line and then press return. Once you've entered the POKES, re-
start the game by typing SYS and the number, and then press
returm,

Some of you seasoned readers may think that these detailed
instructions are a little patronising, but some of the newer
Commodore owners have tremendous problems utilising
POKE:s - so bear with them.

POKE 23731,234 POKE 23732,234 SYS 16384 Unlimited
lives

Cavelon (Ocean) POKE 25728,96 SYS 11480

Caverns of Eriban (Firebird) POKE 48291,221:POKE
48292,248 SYS 50333 Unlinited lives

Caverns of Sillahc (Interceptor) POKE
16805,169:POKE 16806,0:POKE 16807,234 SYS 5000
Unlimited lives

Challenge of the Gobots (Reakfor) POKE
28798,80:SYS 16384 Unlimited lives

China Miner (Interceptor) POKE 32776,0 SYS 33127
Unlimited lives

Chiller (Mastertronic) POKE 22957,173 SYS 50758
Unlimited lives

Chuckie Egg I (4 '»' F) POKE 16851,255 SYS 14848
255 lives

Chuckie Egg II (4 'n’ F) POKE 24577,1:SYS 18698
Unlimited lives

Comic Bakery (Imagine) POKE 59582,173 SYS 2304
Unlimited lives

Commando (Elite) POKE 14631,0 SYS 2128 Unlimited
lives

Crazy Comets (Ricochet) POKE 37002,169 POKE
37003,0 POKE 37004,234 SYS 24881 225 lives

Curse of Sherwood (Mastertronic) POKE 6404,0 SYS
17423 Unlimited lives

Cybertron (Anirog) POKE 6888,234 POKE 6889,234
POKE 6890,234 POKE 6891,234 SYS 2128 Unlimited lives

" Cylu (Firebird) POKE 39409,173 SYS 49152 Unlimited

lives

Dare Devil Dennis II (Viper) POKE 24683,138 POKE
24683,138 SYS 39700 Unlimited lives

Deliverance (The Power House) POKE 56356,234
POKE 54657,234 POKE 53658,234 SYS 7360 Unlimited
lives

Denarius (Firebird) POKE 38218,234 POKE 38219,234
POKE 38220,234 SYS 6912 Unlimited lives

‘Dropzone (US Gold) POKE 1007,55:POKE

1011,132:POKE 1012.255 SYS 1006 Unlimited lives
Druid (Firebird) POKE 39271,255 SYS 5120 255 lives
Electrix (Americana) POKE 22667,234:POKE 8192,60
SYS 24576 Unlimited lives

Elevator Action (Quicksilva) FOR 1=50911 TO
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50915:POKE 1,234:NEXT SYS 53200 Unlimited lives
Elidon (Orpheus) POKE 23811,173 SYS 2304 Unlimited
lives

Enforcer (The Power House) POKE 12227228 POKE
12228,49 SYS 52432 Unlimited lives

Equalizer (I'he Power House) POKE 26098,234:POKE
26099,234 SYS 24912 Unlimited lives

Exolon (Hewson) POKE 7427,205 SYS 2061 Unlimited
lives

Fairlight (The Edge) POKE 34413,234 POKE 34414,234
POKE 34420,234 POKE 34421,234 SYS 20992 Unlimited
lives

Falcon Patrol (Virgin) POKE 16705,250 SYS 16640
Unlimited lives

Falcon Patrol II (Virgin) POKE 28768.234:POKE
28769,234 SYS 28672 Unlimited lives

Feud (Bulldog) POKE 16404,15 SYS 16384 Start with all
ingredients

Finders Keepers (Mastertronic) POKE 29787,76 POKE
29788,96 POKE 29789,116 SYS 49152 Unlimited lives
Firetrack (Electric Dreams) POKE 12285,234:POKE
12286,234:POKE 12287,234 SYS 9216 Unlimited lives
Flak (US Gold) POKE 9524 ,255:POKE9525,255 SYS 3072
255 lives

Force One (Firebird) POKE 2203,255 SYS 2063 255
lives

Freak Factory (Firebird) POKE 25671,173:POKE
25685,173:POKE 40275,173 SYS 16384 Unlimited lives
Frost Byte (Mikro-Gen) POKE 4388, 165 SYS 2825
Unlimited lives

Game Over (Imagine) POKE 15244234 POKE15245 234
SYS 2304 Unlimited lives

Ghostbusters (Activision) POKE 3845496 SYS 24576
Unlimited lives

Ghosts 'N' Goblins (Elite) POKE 2175,255 SYS 2128
255 lives

Gilligan's Gold (Ocean) POKE 17993,0 SYS 25532
Unlimited lives

Gyroscope (Melbourne House) POKE 46687, 76 POKE
46688, 105 POKE 46689, 182 SYS 2067 Unlimited lives
Haunted House (Alligata) POKE 7609,234 SYS 9500
Unlimited lives

Head Over Heels (Ocean) POKE 30315,144 POKE
30316,144 SYS 324 90 Heads and Heels, and 90 doughnuts
He-Man- (US Gold) POKE 6513,173 SYS 18550
Unlimited lives

Henry's House (English Software) POKE 4063,173
SYS 2560 Unlimited lives

Hercules (The Power House) POKE 3905, 169:POKE
3906,0:POKE 3907,234 SYS 2304 Unlimited lives

High Noon (Ocean) POKE 18033,255 SYS 16384 255
lives

Hover Bovver (Liamasoft) POKE 32133,65 SYS 32768
Unlimited lives

Hunchback (Ocean) POKE 22521,234 POKE22522,234
POKE 22523,234 SYS 16384 Unlimited lives

Hunter Patrol (Mastertronic) POKE 9307,234:POKE
9308,234 SYS 12080 Unlimited lives

Hypercircuit (Alligata) POKE 31352,250 SYS 26624
Unlimited lives

LBall (Firebird) POKE 20669,234 POKE 20670,234 SYS
16939 Unlimited lives

ICUPS (Firebird) POKE 3265,234 POKE 23676,234 SYS
2064:8YS 33280 Unlimited lives

Imhotep (Ultimate) POKE 38054,201 SYS 36443
Unlimited lives

Iridis Alpha (Hewson/Liamasoft) POKE 16411, 128
SYS 16384 128 lives

Jail Break (Konami) POKE 52050,173:POKE 52097, 173
SYS 51200 Unlimited lives

Jeep Command (Bug Byte) POKE 32627,241 SYS
16384 Unlimited lives

Killer Watt (4lligata) POKE 40305,234 SYS 33792
Unlimited lives

Kong (Anirog) POKE 12176,255 SYS 12128 255 lives
Krakout (Gremlin Graphics) POKE 33802,234 POKE
33803,234 SYS 15312 Unlimited lives

Kung-Fu Master (US Gold) POKE 34142, 128 SYS
32768 Unlimited lives

The Last V8 (Mad) POKE 7149,173 POKE 7326,173
POKE 7858, 173 SYS 3328 Unlimited lives

Lazy Jones (Terminal Software) POKE 4063,173 SYS
2061 Unlimited lives

Light Force (FTL) POKE 11547,5 SYS 6713 Unlimited
lives

Living Daylights (Domark) POKE 4390,238 SYS 4352
Unlimited lives

Manic Miner (Software Projects) POKE
16573,234:POKE 16572,234:POKE 16571,234 SYS 16384
Unlimited lives

Mermaid Madness (Firebird) POKE 17274,169 POKE
17275,0 POKE 17276,234 SYS 16384 Unlimited lives
Metrocross (US Gold) POKE 13501,234 POKE
13502,234 SYS 4096 Unlimited time

Moonbuggy (Anirog) POKE 22535,169:POKE
22536,0:POKE 22537,234 SYS 5120 Unlimited lives
Motor Mania (Audiogenic) POKE 8646,255 SYS 8000
255 lives

| Mutant Monty (Artic) POKE 21647,173 SYS 22039

Unlimited lives

Mutants (Qcean) POKE 9273,230 SYS 4096 Unlimited
lives

Nemisis (Konami) POKE 5868,255 SYS 5768 255 lives
Oink (CRL) POKE 39922,165:SYS 16384 Unlimited
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Plenty of Pokes

Rubbishmen

Olli and Lissa (Firebird) POKE 8844, 165 SYS 7427
Unlimited Fower

Orpheus in the Underworld (The Power House)
POKE 18870,234.POKE 18871,234:SYS 9728 Unlimited
lives

Pac Man (US Gold) POKE 5737,254 SYS 2064
Unlimited lives

Panther (MAD) POKE 14127,169 SYS 4096 Unlimited
lives

Parallax (Ocean) POKE 5796,96 SYS 319 SYS 319
Unlimited lives

Park Patrol (Firebird) POKE 26700, 191 SYS 2076
Unlimited lives

POD (Mastertronic) POKE 26364, 173 SYS 26112
Unlimited lives

Poster Paster (Task Sef) POKE 17826,255 SYS 37874
255 Lives

Quintic Warrior (Quicksilva) POKE 8547,173 SYS
8233 Unlimited lives

Quo Vadis (The Edge) POKE 22709,234:POKE
24710,234 SYS 3488 Unlimited lives

Red Max (Code Masters) POKE 6352,173 SYS 2064
Unlimited lives

Repton III (Superior) POKE 16953,234 POKE
16954,234 POKE 16955,234 SYS 16384 Unlimited lives
Robin of the Wood (Odin) POKE 36391,255 SYS
16384 255 Lives

Rocket Roger (Alligata) FOR A 255 lives 7680 TO
T720:POKE A,255:NEXT SYS 5600 255 lives

Saboteur (Durell) POKE 56325,255 SYS 30735 255 lives
Scooby Doo (Elire) POKE 7450,96 SYS 2560 Unlimited
lives

The Sentinel (Firebird) POKE 6664,96 SYS 16128
Sentinel can’t drain energy

Shadowfire (Beyond) POKE 25188, 173 SYS 16384
Stops timer

Skyjet (Mastertronic) POKE 27792,250 SYS 29350
Unlimited lives

Slamball (US Gold) POKE 3245250 SYS 2066
Unlimited lives

Sorcery (Virgin) POKE 56325,255 SYS 31744 Slows
limer

Space Harrier (Elife) POKE 6010,173 SYS 2128
Unlimited lives

Split Personalities (Domark) POKE 7033,234 POKE
7034,234 POKE 7035,234 POKE 2050,234:SYS 13165
Unlimited lives

Spooks (Mastertronic) POKE 14919,32 SYS 5616
Unlimited lives

Spy Hunter (US Gold) POKE 35914,255 SYS 32782
255 lives

Staff of Karnath (Ultimate) POKE 5634,45 SYS 2560
Unlimited lives

Starquake (Bubble Bus) POKE 3661,169 SYS 3075
Unlimited lives

Stealth (US Gold) POKE 30590, 173 SYS 53055
Unlimited lives

Strangeloop (Virgin) POKE 45486,173 POKE 44217,
173 SYS 865 Unlimited lives

Street Surfer (Entertainment USA) POKE
3868,230:POKE 3869,67:POKE 3870, 169 SYS 3072
Unlimited lives

Superman (Beyond) POKE 37940, 0 POKE 226050 SYS
4096 Unlimited lives

Taskmaster (Creative Sparks) POKE 29577,234 POKE
29578,234 POKE 29579,234 SYS 27328 Unlimited lives
Terminator (The Power House) POKE 8323,255 SYS
6704 Unlimited lives

Terra Cognita (Code Masters) POKE 26703,255 SYS
24576 Unlimited lives

Thrust (Firebird) POKE 6139,234 POKE 6140,234
POKE 6141,234 SYS2304 Unlimited lives

Trailblazer (Gremlin Graphics) POKE 29738,234
POKE 29739,234 SYS 25729 Unlimited lives

Trapdoor (Piranha) POKE 14914,96 SYS 14336
Unlimited lives

Underwurlde (Firebird) POKE 34404,45 SYS 36209
Unlimited lives

Up 'N' Down (US Gold) POKE 36103,173 SYS 32768
Unlimited lives

Video Meanies (Mastertronic) POKE 18535,234 POKE
18536 SYS 19723 Unlimited lives

Warhawk (Firebird) POKE 27090,234 POKE 27091,234
POKE 27092,234 SYS 24604 Unlimited lives

West Bank (Gremlin Graphics) POKE 12713, 165 SYS
4100 Unlimited lives

Whirlynurd (US Gold) POKE 17201,250 SYS 16384
Unlimited lives

Who Dares Wins II (Alligata) POKE 5702,250 POKE
5513,250 SYS 16384 Unlimited lives

Willow Pattern (Firebird) POKE 39855,234 POKE
39856,234 SYS 2304 Unlimited lives

Wizards Lair (Bubble Bus) POKE 32354,250 SYS
49328 Unlimited lives

Wonderboy (Activision) 2676,234 POKE 2677,234
POKE 2678,234 SYS 2112 Unlimited lives

Z (Rino) POKE 2440,250 SYS 2304 Unlimited lives
Zodiac (Anirog) POKE 4587, 96 SYS 16896

Zynaps (Hewson) POKE 37281,255 SYS 32769 255 lives
Zyron's Escape (Kele Line) POKE 1591,173 SYS 4166
Unlimited lives
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SUITE 64

Ausiralian Commodore Review's
Magazine on a Disk

Check it out, whatever you do!

Issue Ten — out now!
DOUBLE SIDED

@ Cup Challenge - sailing simulation
Issue Ten features our new ADQS @ Amiga Memories

. z : @® Escos with Music
point and click menu system, using @ Define your Function Keys

simple pop-up windows, and icons @ Othello Look-alike

to select programs ® Compiled Appointment Manager
e e e e e e e S S ) (March ACR)
® Demos & Music

Please send me issue 10 of Suite 64 @ $12.95 i Detach and send to Gareth Powell Publishing
Please send me issues 1-6 @ special price of $49.95 [_] 21 Darley Road Randwick, 2031
Back: issues & i3 08 0. @ special price $9.95 Or Phone (02) 398 511 with Bankcard Order
2 ST 1 RN BT« % A AL NS Addvessi nnnnnvimin s aTisetia ik s
........................................................................................... Posticod e uciminmmmnevomamas

Cheguee, Bli Bahkear@ B -ol05 ..o v siciaiam it s vammsenmesnmmasmsssn e Expiry - Dater . foosiaile.

Signature:

.....................................................................................................................

Please add $2.00 for postage and packaging and allow two weeks for delivery.
(NOT: these disk are not for Amigas)




Graphics Hardware

The light pen

by Inkwell Systems

a review by Eric Holroyd

'D NEVER USED a light pen be-

fore and when the opportunity

came up to check out the Inkwell
unit I welcomed it. I knew the Inkwell
company of course as the people who
published the excellent Flexidraw system
— a very powerful drawing/drafting piece
of software which allows you to use al-
most any input device and produce any-
thing from a simple sketch to a highly
detailed technical drawing.

The Light Pen they produce is com-
patible with the Flexidraw package and of
the same perceived high quality.

The unit is sold "for use with Com-
modore and other personal computers”
and is compatible with 64, 64C, SX64
& C128 CBM micros, and may be used
in place of a 2-button mouse for input.

After reviewing the Animation Sta-
tion and discovering that its software (the
Design Lab) is so similar to
Blazing Paddles I would im-
agine that the Light Pen
would work OK with that
program too.

The Pen itself is nice to
use, just point at the screen
and touch the switch to draw
or operate whatever it is that
you've selected. It's quick
and easy, a bit like using
the Amiga mouse, but par-

#You don't have to
actually fouch
the screen to get the
Light Pen fo operate.®”

A good way to learn more about the
good old SID chip and the way it produc-
es synthesized sound together with a
good illustration of one of the uses of
the Light Pen.

Next on the menu is the Light Pen
Piano. This puts a one-octave keyboard
on the screen and offers you choices of
waveform before you "play" the keys by
pointing the Light Pen at the screen.
Another good sound "tutorial” and a nice
little demo of how to use a Light Pen
for input and control.

It was here that I finally realised that

"Simon" game whereby a sequence of co-
Ioured squares flash and musical tones
sound. You then have to emulate what
the thing's just done and if successful
you get a "good" message and the game
gives you a more difficult sequence to
emulate. It can get quite hard and is a
really cute game, made very easy to
handle by use of the Light Pen.

There's one more item on the menu
(apart from Quit) which is simply called
"Where Am I" and it puts the X and Y
co-ordinates on the screen for whatever
position you point the Light Pen at.
Very useful for plotting screen positions
for programs. If you are a programmer
youre well catered for in this manual as
all is explained about how to use the
Light Pen in your own stuff. The vari-
ous demos are written in Basic for your
convenience and understanding of what's
what. Hardware requirements are ex-
plained, also the memory locations of
registers used by the unit for X and Y
positioning.

If like me, you've never tried a Light
Pen before then you're in for a pleasant
surprise. I'veé checked around a few
friends and found that they're divided in
their opinions of the instrument. Some
like the idea of using a
Light Pen for input, some
don't like it. By dint of
asking a few pointed ques-
tions about price paid for
the unit used it seems that
the ones who didn't like it
were the ones who'd
bought an "El Cheapo”
unit. The moral appears to
be once again: You only

ticularly good when using
one of the drawing pro-
grams.

The non-copy-protected demonstration
disk that comes with the Light Pen has a
backup on the reverse anyway, but the
nice manual suggests that you make a
backup before using it. There are some
good demos on the disk, starting with a
Synthesizer program that lets you change
sliding switches to vary the sounds being
produced by the Synthesizer.
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you don't have to actually touch the
screen to get the Light Pen to operate
things for you. The "piano" keys were
playable from a distance of around 18"
(almost half a meter) by just holding the
Light Pen and pointing it. Again, a good
demonstration of the possibilities of the
unit,

After that I came to the game called
"Follow Me", which turned out to be a

get what you pay for and
you need to get a good
quality unit such as this one 1o get the
right results. Ask for a demonstration of
The Light Pen by Inkwell (the distribu-
tor would tell you who is your nearest
stockist), and see how you like it your-
self.

The Light Pen by Inkwell Systems,
RRP $119 at good computer shops. Dis-
tributed in Australia by Computermaie
Products (02) 457-8118. W
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Don't miss out on these great bargains!
Australian Commodore Review Disk Mags Nos 1 to 9

Disk Magazine One
Forest Raiders - Full machine code shoot 'em up
Mechine code paint, border, input and flash routines

Nice Lister - for readable listings on non-Commodore printers.
Recover Il - for recovering deleted files,

and a catalog program - for getting a disk directory without

$10

Disk Magazine Two

Programs demonstrating 3D graphic plots
A terminal program called Teleport

A tutorial on bits and bytes

Character editor - for designing your own custom alphabets
and graphics & A full demonstration of Electronic Card File

$10

Hangman, Labyrinth, Calendar, Finance, Typing Practice,
Roadblock, Bird Invaders

Feature: Constructabrix - education and graphic construction

And More...
losing your program And More...
Disk Magazine Three $10 Disk Magazine Four $10
Programs: Featuring:

Graphic Workshop _ a complete design system for sprites,
graphics, and character sets - with tutorials

Also: Typing Tutor - a complete typing program

Utilities: Anti-lsepic, Sledgehammaer, Fast Format, Renum-
ber, PS/PM/NR, PS Printer, Graphics Editor.

Other: Joystick Tester, Irish Jokes, Convertor, Ultimate
Writer, Home Finance, Oscilloscope, Dice Roller, Chord Maker,
Dark Forest, Don Martin, Funny, Music Classics.

Demos: Karate Kid Il, Thrust Concert, 3D Demo, and more.
For 128: Bootmaker 128/64 Utility, Convert Basics utility.

program far younger users And More... Works on errors, counts your speed And More...

Disk Magazine Five $10 | Disk Magazine Six: $12

Utilities for using Newsroom on an MPS 802 plus  printing disk | Games: Bert the Bug Home Inventory

cover with (?irectories, writing signs, printing Doodle and Hangman Graphics: Light Fantastic

Printshop pictures and more all on the MPS 802! Demos: Amiga Pharoah Utilities:

A demonstration of games in the future Space Harrier, Max Headroom {574 Utility DIR@828
And More... The Pacer, Sade Disk Filer And More..]

Disk Magazine No 7 $12 Disk Magazine No 8 $12

Utilities Track and Sector, Function Keys, Unscratched,
Relocatable directory, Tape Rename

Home/Business Calendars, Chequewriter, Screen clock
Graphics ESCOS version 2.99, Newsroom Camera, Clear
Screen, Future Writer , Demos, Enterprise 11, Eddie Murphy
Games A super special for issue 8,

C64
14 graphics and music demonstrations from Compunet
Little Invoicer Sprite Clock

Sprites in the Border
Also various games, utilities and graphics programs.

Disk Magazine No 9 $12

ci2s8

128 Disk Filer

128 Block Reader

Also three music programs

Postage and packing $2.00

Order Form
Name:
Address:

P/Code:
Cheque:__ Bankcard: M/O__
No:

Expiry date

Please send me:
copies Disk Magazine No 1@ $10
copies Disk Magazine No 2 @ $10
copies Disk Magazine No 3 @ $10
copies Disk Magazine No 4 @ $10
copies Disk Magazine No 5 @ $10
copies Disk Magazine No 6 @ $12

__ copies Disk Magazine No 7 @ $12

__ copies Disk Magazine No 8 @ $12

___copies Disk Magazine No 9 @ $12

PLUS $2.00 P+P

Post to:

Australian Commodore Review
21 Darley Road

Randwick, NSW 2031

OR Use your Bankcard and
phone us to order on:
(02) 398 5111

TOTAL

Please allow two weeks for postage and delivery




Programming

Part 6

In Part Six of his regular tutorials on Machine Code,
Andrew Baines looks at a little known mode on
the 'é4, Binary Coded Decimal.

Machine code tutorial

HAT IS Binary Coded Deci-

mal? In normal binary, on

eight bit computers, all eight
bits are used to store one number. That
number may vary from one to three dig-
its in length. eg, 0 and 255. This is the
most widely used mode on the 6 5XX
series. But it is also one of the most dif-
ficult to print in decimal, as each digit
has to be found by division. Obviously,
this is not one of the best methods to use
when speed is required - eg, an interrupt-
driven clock. Using BASIC's floating
point routines to divide a binary number
into decimal digits while interrupting the
computer would not make you the most
popular person on the block - programs
would crash left, right and centre.

What then, could be used in regular
binary's place? What we need is a method
of storing digits of numbers, not whole
numbers by themselves, so that each set
of bits holds a digit of one number. As
in all alternate methods, there is a trade-
off. Memory is the loser, while speed and
reliability are the winners.

Binary Coded Decimal uses four bits
to store one digit of one number. Then
the other four bits of the byte are used for
storing the next digit, and so on. So, one
byte can now hold from zero through to
ninety-nine. Zero would be 000 0 0000
in Binary Coded Decimal (BCD from
now on), and Ninety-nine 1001 1001.
Observant readers would have noticed that
the two digits are simply nine's in bi-
nary. Please realise that 1001 1001 in
normal binary is different - it is 1 53, not
99.

However, conversion to BCD format
is very easy. If we had the number 43
(decimal), and wanted to use it in our
program, all we have to do is puta '$'in

40

front of it, and it is converted to BCD
format.

About now, problems arise. Since
there are sixteen different digits available
in four bits (normally we use 0-9 and A-
F), and we only require ten (0-9), what
happens to the other six? Well, thanks
to Commodore's wonderful R & D sec-
tion, we don't have to worry about this,
as the 65XX handles this all by itself.

To tumm BCD format on, we use the
SED instruction, SEt Decimal mode,
and to turn BCD off, CL.D, CLear Deci-
mal mode.

Addition

So, a BCD addition would look like
this:

ADDITION CLC ; CLear the Carry
flag, ready for an addition.

SED ; SEt Decimal mode. Go into
BCD format.

LDA #3%56 ; LoaD the Accumulator
with the BCD value 56. This is the deci-
mal equivalent of the value loaded into
memory. Simply put a dollar sign in
front o f the decimal number, and you're
away, no conversion hassles!

ADC #8$10 ; ADd with Carry the val-
ue 10 to the Accumulator. Once again,
very easy.

STA RESULT ; STore the Accumu-
lator in the location labelled RESULT.

BCC END ; Now we check the Carry
flag, to make sure the accumulator holds
no more than ninety-nine. If it has over-
flowed, the carry will be set, if not then
the carry will be clear. Branch on Carry
Clear to END.

LDA RESULT+1 ; Normally, an IN-
Crement instruction would have fitted
nicely here, but since it doesn't adjust
the operator to account for BCD format

correctly, we can't use it or DECrement.

ADC #3500 ; ADd 0 to the Accumula-
tor with Carry. Since the Carry holds
one, this is no problem.

STA RESULT+1 ; STore the Accu-
mulator in the memory location RE-
SULT+1.

END RTS ; ReTurn from Subrou-
tine.

Subtraction

Subtractions are just as easy:

SUBTRACTION SED ; SEt Decimal
mode.

SEC ; SEt the Carry flag to indicate
a no borrow sitnation.

LDA #$52 ; LoaD the Accumulator
with the decimal value 52.

SBC #$24 ; SuBtract the value 24
(decimal) from the Accumulator. The ac-
cumulator now holds 52-24=28.

STA LOWBYTE ; STore the Accu-
mulator in the location LOWBYTE.

LDA #398 ; LoaD the Accumulator
with the decimal value 98.

SBC #8$13 ; SuBtract 13 from the ac-
cumulator. 98-13=85.

STA HIGHBYTE ; STore the Accu-
mulator in the location HIGHBYTE.

RTS ; ReTurn from Subroutine.

We just subtracted the number 1324
from 9852, painlessly and quickly, and
the whole process is visible, no messy
conversions to and from decimal are
needed, as all numbers are in decimal.

Binary Coded Decimal is not one of
the most widely used modes on the '64,
but it has its uses.

The last few arithmetic instructions
are ASL, BIT, LSR, ROL, and ROR.

ASL - Arithmetic Shift Left. This
operates on the accumulator if there is no
address after it, or on a memory location

Australian Commodore Review




Programming

if there is an address after it. It moves all
the bits in the Accumulator/memory lo-
cation to the left, dropping the seventh
bit off the end into the carry flag, and
placing a zero in bit zero. ASL effective-
ly doubles the number contained in the
Accumulator/memory location.

Example:

ASL.EG LDA #30; LoaD the Accu-

mulator with the value 30. In this exam-
ple, we are going to double the value of
30.

ASL ; Arithmetic Shift Left - effec-
tively doubles accumulator

STA DOUBLE ; STore the Accumu-
lator, now holding 60, in the location
double.

ASL DOUBLE ; Arithmetic Shift

Left on memory location

DOUBLE. Doubles DOUBLE, mak-

ing it 120.

RTS ReTurn from Subroutine.
BIT - Compare memory bits with

Accumulator. Bit performs a logical
AND between the Accumulator and a

specified memory location. The result is

not left in the accumulator, it is intact,

Dealer
Directory

COMMODORE CHIPS
AT VERY LOW PRICES

Our Chips are factory fresh, prime.

# 6526 - $15.90, #6510- $17.60,
#6581 - $20.30, #6569 - $34.60,
#901225 - $9.80, ##901226 - $16.40,
#901227 - $16.10, #301229 - $15.80,
#8721 - $19.90, #8722 - $15.75,

and many more.

Bulk order discount available

THE COMMODORE DIAGNOSTICIAN
A two sided laminated symptomatic chart for
diagnosing faulty IC components on Cormmodore
64 and peripherals etc. An invaluable tool for those
who want to do their own repairs, save money and
down time. This diagnostic tool has just arrived
from the USA where it has proved most effective.
Price $6.95 or free with any chip order of $50 up.

WILCOM AUSTRALIA
PO Box 48 KYNETON, VIC 3444.
Telephone (054) 223323

PRICES SUBJECT TO CHANGE
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4 Southport 4215.

NASHUA DISKETTES
# CHEAPEST IN TOWN ¢/

5.25 DSDD $15 + p&p
3.5 DSDD $36.50 + p&p

2 Quad Density and 8 Inch call

Printer ribbons
made like new

% | will re-ink your old fabric ribbons for
4 less than half the price of new ones!
e.g. Epson $4.00 = p&p

Phone Now
9 am to 5 pm (047) 36 3364
Aﬂer 5. 30 pm {oz} 636 2080

Transfer of
data
C64 to IBM PC

Transfer ASCII files
Easyscript files
Superbase files

Contact;
Peter Fitzpatrick
Axdon Pty Ltd
14 Jenkins St
Chatswood, NSW 2067
Phone a.h. (02) 422 3672

G e T P o P P P e 2 P P
AMIGA
PC 10/20 IBM
COMPATIBLE)
COMMODORE 128
COMMODORE 64

Specialising in all
Commodore hardware and
software requirements.

# UNITED COMPUTERS:

% 991 Stanley St, East Brisbane 4169

7 (07) 393 0300 2
# COMPUTER VIEW: 21 Brisbane Rd, &
% Bundamba, Ipswich 4304 (07) 282 6233 %

# SCARBOROUGH FAIR
# COMPUTER CENTRE: Shop 17.
# Scarborough Fair Shopping World,

(075) 32 5133

Cockroach
Software

PO Box 1154,
Southport 4215
Phone: (075) 324 028
Cockroach $42.00
Turbo Rom including
postage
Cockroach $69.95
Graphies Utility  including
postage
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as is the memory location. The result of
a BIT operation appears in the zero flag.
If Z = 0 then the operation was success-
ful, Z = 1 if it failed. Also, the Overflow
and Negative flags are loaded with the
memory location's sixth and seventh bits
respectively.

BIT.EG LDA #128 ; LoaD the Accu-
mulator with the value 128. This sets the
seventh bit of the accumulator.

STA 49152 ; STore the Accumulator
in the memory location 49152. BIT can
only operate on the accumulator and a
memory location, making it necessary to
store the number we want to use against
the accumulator in memory.

BIT 49152 ; compare memory BITs
with accumulator. As the accumulator
holds the same number as 49152, the re-
sult will be true, Z = 0, V = 0 as bit six
of 4 9152 was clear, and N = 1 as bit
seven of 49152 is set.

LDA #64 ; LoaD the Accumulator
with the value 64,

BIT 49152 ; compare memory BITs
with accumulator - 128 AND 64 = 0 -
the operation failed, Z=1,V=0,N=1,
as the sixth bit of 49152 is clear, and the
seventh bit set.

RTS ; ReTurn from Subroutine.

LSR - Logical Shift Right. This in-
struction is the exact opposite of the
ASL instruction. The Accumulator (or
memory location) is moved right, forcing
the zero bit into the carry, and puiting a
zero into the seventh bit.

LSR.EG LDA #128 ; LoaD the Ac-
cumulator with the value 128. In this op-
eration, we will halve 128 twice.

LSR ; Logical Shift Right = 128/2 =
64. The accumulator now holds 64.

STA HALF ; STore the Accumulator
in the memory location HALF.

LSR HALF ; Logical Shift Right of
the contents of HALF. Divide HALF by
two - 64/2 = 32.

LDA HALF ; LoaD the Accumulator
with the memory location HALF.

JSR $FFD2 ; This is one of the
KERNAL routines you will use most of-
ten. It prints the ASCII character in the
accumulator to the screen. Therefore, a

space will appear on the screen after this
routine is executed.

RTS ; ReTum from Subroutine.

ROL and ROR are very similar, in
that they perform the same operation: the
only difference being one does it in the
opposite direction fo the other.

ROL - ROQOtate Left one bit - moves
all bits one to the left, placing the con-
tents of the carry flag into bit zero, and
placing the contents of bit seven into the
carry.

ROR - ROtate Right one bit - moves
the bits one to the right, placing the con-
tents of the carry flag into bit seven, and
the contents of bit zero into the carry.
Note that on some very old 6502s, ROR
does not exist. This shouldn't be a prob-
lem, because C64s have 6510s in them,
and C128s have 8502s in them.

ROR.ROL.EG LDA #128 ; LoaD
the Accumulator with the value 128. We
are going to add 64 to this.

SEC ; SEt the Carry flag. This will
go into the seventh bit of the accumula-
tor.

ROR ; ROtate Right the contenis of
the accumulator. The accumulator's sixth
and seventh bits arc now set, as the sev-
enth became the sixth, and the carry be-
came the seventh. 128+64=192, The ac-
cumulator now holds 192.

STA 49152 ; STore the Accumulator
in the memory location 49152.

ROL 49152 ; ROtate Left the con-
tents of memory location 49152. As the
Carry was clear from the last operation
(it held bit zero, which was clear), 49152
now holds 128, and the Carry is set
again,

RTS ; ReTumn from Subroutine.

Multiplication

Multiplication is very easy. All we
have to do is add one operator to itself
the number of times the other operator
states. Eg: 5*3. We add 5+5+5=15.

MULTIPLY LDX MULTD ; LoaD
the X register with the multiplicand.
LDA #0 ; LoaD the Accumulator with
the value (#) zero. CLC ; CLear the Car-
1y flag, ready for an addition. We only

have to do this once, as this routine can
only be used for operations that don't
give an answer above 255.

LOOP ADC MULTR ; ADd the Ac-
cumulator to MULTR, leaving the result
in the Accumulator.

DEX ; DEcrement the X register.

BNE LOOQP ; If the X register is not
zero, do again.

RTS ; ReTum from Subroutine.

There are other ways of multiplying
two numbers together, but that is the
most basic, as it doesn't test whether or
not the answer is larger than 255. Next
month, we'll start looking at Floating
Point routines, these are much easier to
work with, and they're already in memo-

ry!

Transfer instructions

Wouldn't it be nice to be able to copy
one register to another! Well, there is a
way of doing it - ransfer instructions.

These useful little instructions copy
all of one register into another. For in-
stance, TAX means Transfer the Accu-
mulator to the X register. If the accumu-
lator held $82, the X register would now
hold $82. The accumulator would be un-
changed, only the X register changes.

There are several transfer instructions,
they are listed below:

TAX - Transfer the Accumulator to
the X register

TAY - Transfer the Accumulator to
the Y register

TSX - Transfer the Stack Pointer to
the X register

TXA - Transfer the X register to the
Accumulator

TXS - Transfer the X register to the
Stack Pointer

TYA - Transfer the Y register to the
Accumulator

Finally, if you have any suggestions
for programs or questions about machine
code, don't send them to the main cave in
Sydney, they'll most likely never get to
me. Send them to:

Andrew Baines

18 Roma Avenue,

Wallacia N.S.W. 2750. B
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Adventurerls Realm by Michael Spiteri

B ONGIORNO, adventurers. Welcome fo the Realm!

This month I've given you reviews of many adventure games
ranging from the graphically superb Jinxter, through to the textually
tantalizing Paradox Effect Il (exclusive preview.). Our maze debate fi-
nally gets under way with some strong arguments from both sides.
We also have some disastrous news from Infocom.

The correspondence depcdartiment

THERE ARE millions of reasons to
write to the Realm. You could be asking
for help, you could be giving help, or
you could be expressing your views on
anything adventurous. You could be de-
bating the debate or just in the mood for
a chit-chat. The famous address to write
to is:

Adventurer's Realm
1/10 Rhoden Court
North Dandenong

Victoria 3175

Don't forget to include a return
stamp.

If you ask for hint sheets, you'll
probably receive them within the week,
otherwise, standard reply time is 2-3
weeks from when I receive you letter.

The following FREE hint sheets are
available: Zork 1,2,3, The Hobbit, Lord
of The Rings, Hampstead Hitchhikers
Guide, Castle of Terror, Never Ending
Story Pt1. R

The RoIePqumg department

We are working on this one. At the moment we'll try und

The
wargame
depariment

NOW FULLY operational. Any
problems/comments/hints regarding war-
games should be sent to the Realm
(Attn: WarGames Section) and Barry Bo-
litho will do his best to cater for your

needs. B

publish your role-playing problems/tips, until we can find
someone fo take lead of this section.

Infocom finally dies in Australia

IT WAS INEVITABLE. It had to happen. Imagineering's game depart-
ment, Questor are no longer importing Infocom games from the
States. Although I haven't been given a reason, it is probably
due to lack of orders on the retailers part. This probably means
that Beyond Zork and BorderZone (as well as Plundered Hearts,
Stationfall, Nord & Bert etc) will never be seen here except in
pirates’ hands. You can order direct from the States if you
wish. Don't lose hope yet!
We will try and track down a suitable method of getting
Infocom games to you. Watch this space. ll

'Adventurer's Realm
super functions

THE NSW Help Booth is still in its planning
stages. We are still having problems finding a suit-
able location. It will probably run for 2-3 days.

The Victoria Help Booth is now closed. Time
has run out - we hope Melbournians found it use-
ful.

The latest super Realm function is the Australi-
an Ist Adventure Convention - a weekend where
adventurers will meet/discuss/play adventure
games. Non-profit, non-pirate event. Just an idea at
the moment, send me your views and sugges-
tions.H

=/
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QUESTOR, the leisure dept of
Imagineering, have a complete
range of new adventure/strategy
games on their list. These include:

Romantic Encounters at the
Dome, where the player enters a
futuristic hi-tech singles club com-
plete with parties, people, dancing,
love testing and many interesting
situations to get yourself into. The
author is a famous screenwriter &
psychologist. An adults-only game
for the Amiga and C64.

Then there is the more family-
like Land of Legends, a new fanta-
sy game which gives the player

I New Products

the task of defending a kingdom which is
plagued by evil beings. This is the first
in the Questmaster series. Both games
are by MicroIllusions software, distribut-
ed by Questor.

Questor also stock Infocom hint
books for Learher Goddesses of Phobos
and for Hitchhikers Guide to the Galaxy.
These retail for only $20 .

Other adventure games available from
Questor include Faery Tale ($50), Jinx-
ter ($60), Jewels of Darkness ($50),
Guild of Thieves ($60) and Ultima IV
($50). (Prices based on C64 software.
All software also available for extra cost
on the Amiga).H

Help for many a troubled adventurer

Game: The Pawn

For: Suzanne Parkes

From: Mr M. Morris

Help: The pedestal is north of the
lava river. To get past this, go to the
lava river, drop everything, climb up the
hole in the ceiling and break the wall.
Then go east, pick everything up and go
north, Move the pedestal, look inside the
niche, get the blue key, free the princess
or open the safe in the tree.

Game: The Helm

For: ANYBODY.

From: Edward Davis

Help: To find a needle in the hay-
stack, find a lens to start a fire!

Game: ZZZZZZ

For: ANYBODY,

From:; Edward Davis

Help: Fire the gun at the duck, take
the balloon, go west to the exit and open
it.

Game: Labyrinth

For: David Newman

From: Ian Ross

Help: Before you can rescue LUDO
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you must get rid of the two guards. To
do this you need to change the colour of
the coloured squares to red. Do this by
walking across them three times. You
then have to get the guards to cross a red
square, but in doing so you must be care-
ful not to cross a red square yourself.
When both guards have been eliminated
you can free Ludo by using one of the
items which you are carrying.

Game: Maniac Mansion

For: ANYBODY.

From: Rob

(MS: Could I have your address

o

.a‘_} .
\"_ j 5 . -
(\*—-:_-')\’

please?)

Help: a) Leave one kid at the mailbox
to pick up the parcel. b) To open the
grating behind the bushes, use hunk-o-
matic machine. ¢) To get past the tenta-
cle, feed it wax fruit + fruit drinks. d)
The dimes are needed for the telescope. €)
To get radio in pool, get one character in
basement and open water valve and an-
other at the pool. But hurry.

Game: Bards Tale I

For: Jim Fang

From: Alister Cairns (alias ALF)

Help: Kill the golem. You will prob-
ably lose a character in the attempt un-
less he has a master sorcerer in his party
who can conjure a storm giant or dragon.

Game: Bards Tale I

For: ANYBODY.

From: Alf

Help: The 400 berserkers were easy
to kill but the eight mandar guards in the
slave quarters were very hard to kill with
considerable losses. They can be found
on the second level of Harkyn's Castle.l
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Complaints
Department

"The Bards Tale. How do I keep awake play-
ing this game? Graphics are poor, text is always
the same and action is so repetitive. The dun-
geons look like the dividers in a ladies bodoir -
and for this I had to pay money? Ultima IV is
not much better and Mercenary is another hour
of boredom! My whinge is that you have to lay
out a lot of money and you don't know what you
are going to get for it. You have to buy all these
games on the deception of the packing. I have
more games like this, and every one was quite
expensive.”

MS: Many magazines review games. I sug-
gest you read some of these first. Also, ask for a
demonstration. If the shop won't give you a
demo, go somewhere else. Any store that doesn't
offer such a service shouldn’t be selling games in
A the first place.

e

Jinxter

On disk for the Commodore 64 and Amiga

ALL I CAN SAY is that in the few
hours I played this game, didn't see any
of these charms. What I did get to see
was a raging bull and an arrogant post-
man called Lebling (ring
a bell?)! I went to pay a
visit to my ol chum
Xam but he wasn't
there. Anyhow, I think
I've given you a fair idea
of the plot - but what
about playing the game?

The vocabulary and parser are excel-
lent - I must admit that! Full sentences
can be entered and understood like a
breeze. A great improvement on The
Pawn. However - the graphics are not.

The graphics on the C64, although
absolutely bursting with colour, are
sometimes unclear and a bit too chunky,
and at times, I found it an eyesore to
work out a picture. Still, they are fairly

advanced and supplement the game quite
well.

Graphics on the Amiga version, how-
ever, were excellent. More detail and
more clarity that its prede-
cessors, and a pleasure to
view.

The text descriptions
were all in cockney Eng-
lish. If you can't stand this
type of talk, then don't
touch this game, because
you won't play past the first screen. Nev-
ertheless, the text is very amusing and
witty with the occasional send-up of In-
focom thrown in.

As well as the disks, you also receive
a copy of the Independent Guardian - a
newspaper packed with hilarious stories,
and many hidden hints as well as the
usual coded clues. This newspaper is ¢s-
sential if you are to complete the game

as the hidden clues are just too vital.
Also, the game occasionally asks you to
type in a word from the newspaper for
the sake of preventing piracy.

You also get a beermat (with a com-
petition on the back.) and the previously
mentioned Department of Guardians doc-
ument.

Jinxter is a very good program, with
no particular adventurer in mind - since
the problems range from easy to very
hard. It is a humorous game and a joy to
play.

VERDICT: Quite playable - but ask
for demo before purchasing! B
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Sneak Preview

Paradox Effect Il

For the Commodore Amiga

Hot on the trail of Paradox Effect (re-
viewed March issue) comes along its se-
quel. I received a pre-production version,
with the documentation on an IBM PC
disk. Unfortunately I didn't have time to
get the documentation printed out, so I
was playing blind.

In Paradox Effect, you played the
character Qume who was asked by anoth-
er character called John to go back in
time and prevent Qume's birth from be-
ing aborted. (Qume, you see, had invent-
ed a time machine, and another fellow
wanted all the credit so he went back in

time to prevent Qume being born. What
he didn't realise is that without Qume be-
ing born, the machine cannot be invent-
ed)

In Paradox Effect II, Qume has com-
pleted his task but his trip home has
been stalled for some obscure reason. So
a few other problems have to be solved
before he can go home. Many revela-
tions occur in this sequel - for instance,
we actually discover who John the ol' fel-
la really is.

Paradox Effect II is a tue science-
fiction space text adventure. 100% Aus-

tralian made, and a lot more like an In-
focom game than its predecessor. The
parser is excellent, the vocabulary is a bit
better and the text descriptions are not
only detailed, but also very humorous.
The screen display is much clearer with a
good choice of colours selected.

A great improvement on Paradox Ef-
fect I, this game should provide adequate
enjoyment to all who play it. I wonder
when Paradox IIT will be released?

Vocabulary: 93% Parser: 92%
Plot: 90% Overall: 90%

VERDICT: Another Aussie wonder.

War Games

Conflict 1 & Conflict 2

from SLM

he Conflict games packs contain
not so new simulations, but each
pack is good value. The good
news is that Australian companies keep
getting stronger with advantage to us in
dollar value against expensive imported
games.
Also, you are reading this review in
an Aussie magazine. There is a message
there somewhere.

Conflict 1

Conflict 1, from Melbourne House is
a compilation of three sirategy games.
These re-releases are well packaged &
presented in a video cassette size box.
Not only does it look good on the shelf,
but contains three interesting simula-
tions, all on disk.

Battle of Britain

Battle of Britain, Theatre Europe, and
Falklands 82 make up the roster.

Battle of Britain puts you, as fighter
command RAF against the computer

reviews by Barry Bolitho

Luftwaffe. Two optional arcade seg-
ments are a bit of fun for shoot em up
fans, but are not recommended for the
campaign game. All commands and in-
formation are operated through the joy-
stick, with the exception of the radar
screen.

The joystick controls a command box
which when placed over a unit will give
you that unit's status. If the unit is an
RAF squadron, orders can then be given
to scramble, attack, or land and refuel.
Scenarios are training, campaign &
Blitzkreig. The latter scenario will test
your command ability to the full, as the
computer throws wave after wave of ene-
my aircraft at you.

The campaign game is my favourite;
this lasts for thirty days and is fought
onec day at a time. This brings into play
elements such as pilot fatigue, reinforce-
ments, weather and radar.Y our objective
is to defend the area of Southern England
shown on the screen by doing as much
damage to the enemy as possible, while
keeping fighter command intact. Enemy

raids are picked up on your valuable ra-
dar, but composition of each raid will not
be known until it crosses the English
coast.

Then the observer corps gives you the
number of fighters and bombers in the
raid. You control 18 fighter squadrons
operating from 9 airfields and you must
defend these airfields, 13 radar stations &
15 towns or cities. Good luck.

This game will keep you thinking as
enemy- action, bad weather and fuel short-
ages all take their toll. Easy to leam, but
not so easy to win.

A game save option is an essential
tool for the campaign game; it is also
useful for a game save before experiment-
ing with different sirategies.

This is a good game on the first
battle fought and decided solely by air-
pOWwer.

Theatre Europe

When Theatre Europe was first re-
leased, it created quite a controversy. Any
simulation with a nuclear option would
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tend to make a lot of people
object to its subject matter.
WW III in Europe, even if
it stayed conventional,
would be horrific. Add to
this bacteriological and nu-
clear options, and man-
kind's worst nightmares
would be upon us. é

Theatre Europe is an
anti-wargame, as you will discover
should you play it. This simulation plac-
es you in command of either NATO or
Warsaw pact forces. The computer al-
ways plays the other side. Joystick com-
mand box control as in Battle of Britain
makes game play fast and simple.

The scenario postulates a convention-
al attack into West Germany by Warsaw
pact forces. The objective is to seize as
much of West Germany as possible with-
in thirty days. As NATO is outnumbered
three to one in Europe, they must fight a
careful defensive battle utilising their air
power assets to their best advantage. The
battle on the ground is somewhat over
shadowed by the air combat above. Each
side must make the best use of their
available air power in a variety of mis-
sioms.

Some missions are: air superiority,
interdiction and iron snake (attacks on
railways to limit supply and reinforce-
ments.)

Strike breaker is nothing to do with
the union movement; this is a mission
reminiscent to Stuka attacks on a obsti-
nate unit as in the Blitzkreig. Recon'air
missions will give the strength of enemy
units if enough aircraft are assigned to
that role.

The nasty stuff begins with local gas
attacks used by an attacker to assist in
overcoming the units being attacked.
When biological or nuclear options are
requested, the warcomp teletype comes
on line in the form of teletype chatty but
rather chilling messages.

If you push the nuclear button you
are requested to enter a code phrase to ob-
tain release of nuclear weapons. Type in
the code and you will get four options:

failsafe, standby, limited strike, and the
big bang. A reflex system can be turned
on. This means an automatic retaliation
to a nuclear strike.On the top right of the
display is a Defcon condition number,
that lets you know how close to arma-
geddon you are. Defcon 2 is not a good
number 1o be on.

Eventually one side will fire a nuclear
missile and the graphics, sound, and vis-
ual result are frighteningly spectacular.

I showed this program to Mike Spite-
ri to get his reaction. We were using a
green screen monitor without any sound
effects so a lot of impact was lost. How-
ever, I got his undivided attention for a
while, he even forgot about mapping ad-
ventures for a little bit. We even had a
quick bash at OGRE, and we might get
him wargaming yet.

Theatre Europe should be seen on a
colour monitor to get its full - rather ee-
rie effect. What does spring to mind, is
the comment made by the WOPR com-
puter in the film War Games. "The only
way to win is not to play." Very relevant
remark when applied to potential nuclear
war.
The victory conditions are to achieve
your territorial goals without escalating
the conflict to the point where you lose
control of the situation. If you lose it,
you can sit helplessly in front of the
computer as both NATO and the Warsaw
pact, as well as Western Europe, disap-
pear under mushroom clouds. The tele-
type will come back on line to wish you
and civilisation a sad goodbye before
slipping into oblivion.

Definitely a must for all wargamers
and anti wargamers alike.

Falklands 82

We have a more recent
piece of history for the
third game in this pack.
Falklands 82, or the Em-
pire Strikes Back as it is
sub-titled. Most of us
watched this conflict be-
tween Great Britain and
Argentina for the Falkland (Malvinas)
Islands almost, it seems, yesterday. Now
we have a simulation that recreates that
battle.

The graphics are just adequate, and
the screen display only functional. If you
like complicated high res etceteras, you
probably will not be too impressed.
However, the game plays well.

Harriers beat off enemy air strikes and
supply ground support. Warships from
the task force provide gunfire support,
and without air and naval support, it's
not an easy job to retake the islands.

The computer plays the Argentinians
and several degrees of optional difficul-
ties will make them formidable oppo-
nents. Units are given all commands
through the keyboard, so put away the
joystick for this one.

Your aim is to liberate all the settle-
ments by landing at one of a number of
beaches. Argentinian forces are hidden
and will not appear until a Brit unit
moves into range, or the Argentinean
unit fires.

SAS and SBS units are available to
recce beaches for possible invasion, and
they will find and expose hidden Argen-
tinean units.

This simulation is very similar to
both Okinawa and Iwo Jima, they are
simple, fast games to play.

Conflict 1 is good value, it has a
wide historical variety in its three simu-
lations. It starts with one of the most in-
teresting and crucial battles of our past
,Jmoves up to our most recent piece of
military history, and if you are not care-
ful, can finish with a bang.

Conflict 2
Conflict 2 could be called the Pacific
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pack. The three simulations included,
again on disk, are three of the major
battles fought in that theatre of war in
WW 11.

‘We have three invasions; one failed
attempt by the Japanese, and two suc-
cesses by the Americans. These are Mid-
way, Okinawa and Iwo Jima.

Having seen John Wayne in the mo-
vie about Iwo Jima, I charged into that
one first. I now know why this game is
sub titled the marines' hardest fight.

The crafty Japanese computer gave
me a lesson on tactics that had me swim-
ming back to the fleet. So much for slap
happy play testing ! Getting a bit more
serious, I had another bash, and restored
my dignity.

Okinawa is easier going. There are
more invasion beaches and far more op-
tions for the invader. Both simulations
are US Forces versus the Japanese com-
puter.

The Japanese forces take position ran-
domly and invisibly each game. They are
not revealed until a US unit moves with-
in range, or they open fire. Japanese sub-
marines lurk around both islands, attack-
ing the fleet and so reducing naval
gunfire support.

US carrier strikes arrive in good
weather, but bad weather can delay rein-
forcements.

As the games are usually fast to play,
there is no game save option. Both Oki-
nawa and Iwo Jima are almost identical
in game play mechanics. Tactics however
are quite different. Visually, these games
are on a par with Falklands 82, and back
in my board game days would be referred
to as beer and pretzels games. If this
means they are fast, easy to learn, inter-
esting and challenging games, then that
is a good term for them. They are a must
in my library. .

Midway was the battle that curtailed
the almost unstoppable Japanese push
Southwards. It was the battle that US
Forces most needed to win at that time.

After the Midway battle, and the loss
of four fleet carriers, Japanese options
were so reduced that they were forced to

fight a war of attrition that eventually
exhausted them. This simulation of
that battle pits your command skills
once again against a Japanese computer
opponent.

Three levels, with fast or slow game-
play increase the command pressure as
play gets faster. Level one gets you fa-
miliar with the joystick controlled com-
mand box order mechanics.

In part one the paths of the three ene-
my task forces are marked on the battle
screen, fish in a barrel.

Part two follows the historical battle
as you manoeuvre two US task forces of
three carriers against a superior enemy
fleet.

Midway and Carrier based recon air-
craft are your eyes and the key to victory
as you seek out the three task forces
bearing down on Midway island. Orders
to launch and recover air strikes are is-
sued through the com box task force
movements and intelligence gathering
works the same way. There is a wealth
of information in this game.

Placing the com box over a Japanese
fleet symbol and pressing R will give
you a bird's eye view of the Japanese
ships as seen through the clouds. This is
essential as the Japanese carriers must be
priority one target; airstrikes against the
invasion force are a waste.

T™T7T

Surface gun action is possible either
against Midway or either of your task
forces that bump into.the Japanese dur-
ing the night. Your target is to sink all
four fleet carriers of the first mobile
fleet. If they are sent down the gurgler
then the main body, and the Midway in-
vasion force will retire west at best
speed.

Victory is acknowledged by a screen
depicting the raising of the flag and play-
ing the national anthem of the victorious
nation.

As a bonus it is possible to sink the

@ carrier attached to the main body
before it nicks off. This will make
it one more carrier than was sunk

in the real battle.

The Battle of Midway was an offen-
sive operation initiated by the Japanese.
Its dual purpose was to occupy Midway
island base, and to lure the US carriers
into a fleet action so they could be de-
stroyed. This done, the entire west coast
of America would be wide open to any
action the Japanese felt like. Clever code
breaking and intelligence work on the
part of the U.S.N. forewarned the Ameri-
cans. In a bold gesture, the Americans
risked all to ambush the Imperial Japa-
nese Navy at Midway. Fortunately,the
gamble paid off.

Level three of this game postulates
that the Japanese knew the US knew
their plan. This time the enemy knows
you are coming and is waiting. If you
like a bit of a challenge, then this is for
you.

There are more than the four carriers
present, but I am not telling how many.
Should you like to research the battle,
read Walter Lord’s book Incredible Vicio-

ry.

Playing at this Ievel I heard the "Star
Spangled Banner” played only once, and
it cost me all three American carriers to
do it.

There are arcade sections in the game,
air strikes on ships and Midway Island,
night surface gun action, and bombard-
ment of Midway Island.

Good joystick action either to shoot
down attacking aircraft or engage surface
targets. The action screens are obligato-
ry, but fit in well and add to the flavour
of the game. Midway has the luxury of a
game save option, and is one of the best
strategy games available. It is worth
buying Conflict 2 for Midway alone,
what a bonus with another two games as
well.

Both Conflict 1 and Conflict 2 pro-
vide an interesting range of strategy sim-
ulations that should appeal to all strategy
wargamers. But watch out on your first
attempt to take Iwo Jima. W
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COMMODORE PRINTERS

For every Commodore computer there is a Commodore printer that is
designed to cover your specific needs whether you are an owner or user of a
Commodore 64 or 128, an AMIGA 500, 1000 or 2000, a PC 5, 10, 20 or 40.

Commodore printers are designed to give you total compatibility with the rest
of your computer system with built-in high performance and at the same time
offering value for money.

Commodore DPS 1101 Daisy Wheel

Commodore MPS 2020 Dot Matrix Printer Commodore LP 806 Laser Printer
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COMPUTER

This document was produced on the Commodore LP806 printer.
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FEATURES:

@ FAST, POWERFUL
'NIBBLER FOR SOME OF
| THE MOST HIGHLY

. PROTECTED ORIGINALS

@ OVER 200 PARAMETERS!! |

| ® DISK ERASER, RETURNS
~ DISK TO UNFORMATTED
STATE. i

® HIGH SPEED
COMPACTOR

® PARAMETERS OTHER FUTURE

DEPROTECT i 7o
PROGRAMMES FOR PRODUCTS:
® PARALLEL EXPANDER

EASIER LOADING
; ($39.95) - OUT NOW!I!

@ ALL PARAMETERS BASED @ DOUBLE IMAGE i

+ ONAUSTRALIAN AND ~  UPDATEDISK
EUROPEAN
PROTECTION SCHEMES @ DIGITAL TRACK GUAGE
; FOR AMIGA - OUT SOON!!
@ DETAILED

INSTRUCTIONS

@ HIGH SPEED PARALLEL
. NIBBLER FORUSE WITH
PARALLEL SYSTEMS

ANOTHER HIGH QUALITY PRODUCT FROM THE SECTOR SOFTWARE TEAM
FOR THE COMMODORE 64/128
SEND CHEQUE, POSTAL ORDER
CREDIT CARD ORDERS ACCEPTED BY PHONE
TRADE ENQUIRIES WELCOME. RRP $54.95 PLUS $3.00 P&P
SECTOR SOFTWARE
P.O. BOX 110, MAWSON 2607 PH: (062) 86 3976 FAX: (062) 51 4307




