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PROGRAMMERS REQUIRED

-To work on our range of leading edge video frame grabbers.

-You must be proficient in bler and 'C' progr
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-You will need an in depth knoledge of the Amiga hardware and
operating system.

-Enthusiasm and a willingness to grasp new concepts are essential.

" VIDEO
" FRAME
< GRABBER

-Salary Cir. £12,000 pa. (full time)

-Please send C.V and sample of your work (if possible) to:

Marcus Sharp
Rombo

6 Fairbairn Road
Livingston
Scotland

Tel: (0506) 414631 -
Fax: (0506) 414634 Limited

ROMBO - NO.1 IN U.K & EUROPE
LEADING THE WAY FORWARD
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THIS MONTH DON'T LOSE
YOUR HEAD!!!
LIKE THIS GUY?

GET YOUR FIRST INSTALMENT OF
THAT HEAD RIPPING MAG C.D.U
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INSTRUCTIONS

[TORS COMME

Hello, and welcome to another issue of CDU.
In the Magazine you will find a couple of very
informative articles for your enjoyment. These articles
have been re-produced simply because we have had
literally hundreds of letters asking for them to be re-
published. As we function to be both a platform for
readers to have their offerings seen by a, and also to help
further the education of using your C64, we have had to
comply to the requests. The first is_one many of you will
recognise immeadiatly “Exploring the 1541. The second
will-only be recognised by réaders of "The Your
Commodore Serious Users Guide.” | hope the
information in these articles are of great benefit to you all.
Please enjoy the disk, and don't forget, This issue is a
special double-sided disk.

That just about sums it all up. Hope you enjoy the issue.

DISK INSTRUCTIONS

Although we do everything possible to ensure that CDU
is compatible with all C64 and C128 computers, one
point we must make clear is this. The use of ‘Fast
Loaders’, ‘Cartridges’ or alternative operating systems
such as ‘Dolphin DOS', may not guarantee that your disk
will function properly. If you experience problems and
you have one of the above, then we suggest you disable
them and use the computer under normal, standard
conditions. Getting the programs up and running should
not present you with any difficulties, simply put your disk
in the drive and enter the command.

LOAD”MENU"8,1

Once the disk menu has loaded you will be able to start
any of the programs simply by selecting the desired one
from the list. It is possible for some programs to alter the
computers memory so that you will not be able to LOAD
programs from the menu correctly until you reset the
machine. We therefore suggest that you turn your
computer off and then on again, before loading each
program.

HOW TO COPY CDU FILES

You are welcome to make as many of your own copies of
CDU programs as you want, as long as you do not pass
them on to other people, or worse, sell them for profit.
For people who want to make legitimate copies, we have
provided a very simple machine code file copier. To use

it, simply select the item FILE COPIER from the main
menu. Instructions are presented on screen.

DISK FAILURE

If for any reason the disk with your copy of CDU will not
work on your system then please carefully re-read the
operating instructions in the magazine. If you still
experience problems then:

1. 1f you ar jscriber, return it to:
Select Subscriptions Lid

HP4 THL

Telephone; 044
2. 1f you bought it from a newsa
then return it to;
CDU Replacements
STANLEY PRECISION DATA SYSTEMS LTD
Unit F
Cavendish Courtyard
Sallow Roac
Weldon North Industrial Estate
Corby
Northants
NN17 1)X

gents,

Telephone; 0536 61787
Within eight weeks of publication date disks are replaced
free.

After eight weeks a replacement disk can be supplied
from STANLEY PRECISION DATA SYSTEMS LTD for a
service charge of £1.00. Return the faulty disk with a
cheque or postal order made out to STANLEY PRECISION
DATA SYSTEMS LTD and clearly state the issue of CDU
that you require. No documentation will be supplied.

Please use appropriate packaging, cardboard stiffener at
least, when returning disk. Do not send back your
magazine, only the disk please.

(OTE: Do not send your disks back to the above address
if its a program that does not appear to work. Only if the
DISK is faulty. Program faults should be sent to: BUG
FINDERS, CDU, Alphavite Publications Ltd, Unit 20,
Potters Lane, Kiln Farm, Milton Keynes, MK11 3HF.
Thank you.




ON THE DISK

UROPEA

A C64 language tutorial for all those wishing to learn another tongue - MARK SKINGLE

In DECEMBER 1990, CDU gave us a language tutorial
program for all the C128 users amongst us, namely, LL.S.
The German Program. EUROPEAN is my contribution to
all the C64 users out there in micro land.

1992 AND ALL THAT

With 1992 quickly approaching, emphasis is being
placed on learning a second or third language. Learning
a language is much easier if at first you lear how to read
or write it, once you have learned the phrases you can
then proceed to lear the correct pronunciation without
the difficulty in remembering the words you wish to say!
European offers invaluable help with the first step, and
much more. | have written this article in such a way so as
10 ‘talk’ you through the programs many facilities, so load
in EUROPEAN by selecting it from the CDU Menu or
type LOAD"EUROPEAN",8,1. When the title screen
appears, press the SPACEBAR to continue the loading
process. When the program has finished loading press
RETURN.

THE PROGRAM

You will now have the main selection menu on screen.
To move the selection bar use ‘F1” to move up, ‘F3' to
move down and ‘F7’ 1o select. These menus use wrap-
around selection bars to speed up access. First select
“Vocab Files' then ‘Directory’, all vocab files will now be
listed 1o the screen. The prefixes ‘FRE’ and ‘GER"
stand for a FRENCH file and a GERMAN

file respectively. Go back to
the ‘Vocab Files”
menu and

select ‘LOAD FILE" it will ask for the language prefix, (as
you have not selected which language you will be
working with), type in ‘GER” in capitals and press return,
the program will now consider that you will be using
GERMAN files until you change this. Select LOAD FILE’
and type ‘INTRO'. The GERMAN vocabulary in this file
will now load in.
Go back to the main menu and select ‘Vocabulary”
followed by “Amend Data’. In this case a horizontal
selector bar s used. ‘F1” will move left, ‘F3 right, ‘F5’
abort (back to menu) and “F7" select. Over the ‘NEXT’
option, shift+'F7’ can be used to step through the
vocabulary data backwards. You can use the delete
function to erase the current vocabulary shown. To
amend the data select the ‘REPLACE’ option. To avoid
changing the data in one of the two windows just press
return when the cursor is in the top left of the appropriate
window. Although the new text you type overwrites the
text in the window it doesn't keep the old data in
memory therefore it will only keep in memory what you
type. Using the “NEXT’ function you can examine the
contents of a file.
Go back to the VOCABULARY menu (press F5), select
‘ADD DATA', this will add vocabulary data onto the end
of the vocab in memory. To abort this option you can just
press return. You can use the special foreign characters
by  pressing  the
appropriate keys (See
figure 1), the LC10
printers are capable
of printing these
(others are not
included as the
printer_does not
cater for them).
Return to  the
menu again and
select ‘DELETE
DATA', this is
different to the
option in the
amend data
facility as it
concerns all
the data in
memory.
This data
t be
recalled unless it has
been saved to disk
The next option on the menu is ‘SEARCH




doosis i o
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Global search and type in ‘HELLO’ again, this
hecks all the vocabulary files on
disk, the matches will now include
‘GUTEN TAG' and ‘BONJOUR’, the
language is indicated in each case.
Once again when the border turns red
press a key to continue. Selective
search enables you to choose which
files are to be checked.
Select PHRASE BOOK from the main
menu, this is used to print out
vocabulary. Print all will printout all the
vocabulary whereas Print some allows
you to select which vocabulary items to
printout (use same keys as in Amend
File).The HELP files included, accessible
from EUROPEAN, include this information
in briefer terms. To printout the help files,
load in “EUROPEAN PRINTER”8,1

The following is a quick reference guide to
the commands in EUROPEAN.

F1” selector bar up/left

'F3" selector bar down/right

DATA". 'F5’ abort selection

When you select this ¥ o

you will be asked which language

you wish to search, select ‘language 1’ and then VOCABULARY

type in the search data, ie ‘I', it will now, using full

wildcard searching, display any data which includes the ADD DATA - Use this option to add more vocabulary to
“I'. When the program has found a match, press any key the current file. Just press
to continue the search. <RETURN> to abort. For
The last option on this menu is ‘SORT DATA', select each part of the
itand then ‘Language 17, it is now sorting the data vocabulary you
into alphanumeric order (Lower case has can enter two

priority over Uppercase). You can check this lines of text.
by returning to the amend facility to Fieit k.
examine the data. <RETURN>

Go back to the main menu, select
‘VOCAB FILES' and then ‘UPDATE FILE’ e ';
this will ypdate the current file on disk. : o next
The save option is to save a new file, B : !

the same file under a different name or
to backup a file onto another disk. Any
disk error which occurs during any
disk operation will be reported at the T : . .
top of the screen, use the information - i 5 s AMEND
along with your disk manual to locate S - = DATA -
the problem. We now move on to the
most important part of the program, the
VOCABULARY TEST. You can select this
from the main menu. You now need to
select either a RANDOM TEST (20 random
questions) or a SEQUENTIAL TEST (All
questions in order). Now choose the language
you wish to have a question in, you will be selector bar to select
expected to write the equivalent in the other language. options. Pressing
The current score will be noted by ‘NUMBER' The final <SHIFT> and ‘F7’ over the
score will be given at the end of the test. NEXT option will do the reverse stepping backwards
Select the ‘DICTIONARY’, accessible by the main menu.  through the data.

Now select LOCAL, type in ‘HELLO, you will now be

given the corresponding word in German (Guten Tag).  DELETE DATA - If you confirm this option all data IN
The local search only checks through the memory. Try  MEMORY will be deleted that means the current file you

& o
SrLETE
o v
REPLACE a
vocabulary
item select this
option. Move the




are working with unless it has been saved. The prefix will
be deleted as well.

SEARCH - First select which language you wish to
search. Then input the ‘search text’ all occurrences of
this will be listed. The routine uses FULL wildcat
searching.

SORT DATA - Use this to sort the data into
alphanumerical order. Select the language to sort by then
leave the program to do the rest. NOTE. lowercase has
priority over uppercase
characters.

ON THE DISK

for easy reference.

It is designed to work in conjunction with the STAR LC
10 printer. However it should work correctly with other
printers as well.

PRINT ALL - This will print out all the vocabulary in
memory, 18 vocabulary items to a page.

PRINT SOME - This will cycle through the vocabulary
with you choosing which items to print. Use F1 F3 and
F7 to select. Press F5 to abort.

VOCAB FILES

See ‘VOCAB FILES’
enu te select
independent helpfile.

VOCAB TEST

RANDOM TEST - Select
the language you wish
the “questions’ to be in.
You will now be asked
twenty random
questions from the file
in memory. The current
score is kept alongside
‘Number’. A" wron,
answer will result in the
border changing to red
and the correct answer
given.

SEQUENTIAL TEST -
(SEE RANDOM TEST) In
this case though you
will be given each
question in memory in
sequential order to
answer.

DICTIONARY
LOCAL SEARCH - Use this to enter a word in one
language and receive the corresponding word in the
other. Local search only searches the data in memory.
GLOBAL SEARCH - Searches every file in every language
on disk.

SELECTIVE SEARCH - Use this function to choose the
files to search. If you know which file the word appears.

in will save you time!
NB. The DICTIONARY function will NOT affect data in
memory.

PHRASE BOOK

This facility enables you to print out vocabulary listings

LANGUAGE

SELECT - Use this
function to declare the
languages you will be
working with.
LANGUAGE will
generally be English
LANGUAGE2 will be
the language you will
be learning.

FILE PREFIX - Use this
1o identify the disk files
by language. The prefix
is made up of three
characters and i
integrated into the file
name. You could use
the following to identify
the files

GER’ for German files.
'FRE’ for French files.
’SPA’ for Spanish files
etc.

DIRECTORY - Use this
function to list the
vocabulary files which
are on the current disk.

LOAD FILE - Use this
option to load in vocabulary data from disk. If you have
not selected a a file prefix you will be asked to do this
first.

UPDATE FILE - Only use this function when during the
current session of EUROPEAN use you have either
loaded or saved data. It is used to re-save a file after it
has been updated.

SAVE FILE - Use this file to save new data or re-save a file
under a different name. You could also use this function
10 backup files.

DISK ERRORS - During disk operation any error which
arises will be reported at the top of the screen. Use this
information along with your disk manual for further
information.

s
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SOFTWARE

B GAMES SPECIALS!

8l SOFTWARE OFFER

Fed up of paying huge amounts of dosh for your games?? Let
CDU remedy this by offering you these superb games
compilations at knock down prices

All of the disks on offer are original, never before seen games.
There is something for everybody. (Shoot ‘Em Ups, Strategy,
Adventure, Mind Benders and straight-forward Platiorm). No
matter what your preference, something, somewhere will take
your fancy. To order your choice, simply fill in the coupon
below and send it with your Cheque/Postal Order (made out to
ALPHAVITE PUBLICATIONS LTD) to:- Alphavite Publications
Ltd, 20 Potters Lane, Kiln Farm, Milton Keynes, MK11 3HF.
(Please allow 28 days for delivery)

GAMES DISK 1 (1991)

CONFUSION - So you think you are quick witted? Think
you are of high IQ? Crosswords don't hold enough interest for

FAST FUTURE - This is an arcade type game where you
take control of your craft and guide it around a circuit a set
riumber of times - oh, if life was as easy as that. Indeed not,
there are other crait in the ‘race’ who plan to give you more
than a really hard time. However, being a bit of a b..... yerself,

you blast ‘em with your twin lasers, as well as bumping them
outa existence. Banks, gravity tracks, collecting energy shields,
32 levels, and ....

COLD COMFORT - In this adveniure you awake o find
yourself alone on an alien space ship, and locked inside a
holding cell. Your task, should you accept it is to escape the
cell, learn the alien language, and discover how to pilot the
‘ship’ back 1o earth. This text and graphic adventure will keep
you pleasantly engrossed for hours. By the way, it is a big ship.

CELLRATOR 11 - The sequel... as you can guess this has
the same theme as cellrator but try and beat this one. Scrolling,
screens of caverns and caves and never ending obstacles as you
fly your craft along; heavy foot on the accelerator, getting you
into all sorts of collision trouble, making you wonder if it s all
worth it. Quite frantically yes it is! Make map#?? Ho! Ho! Ho!

ERADICATOR - A very colourful, with beautifully
designed graphics, screen scrolling arcade type game. Survival
is the name of the game as you try to avoid all

other lifeforms - and just what good arg

know? Anyway, can ¥

slimy green alica

- New York has a problem.

The
uter of NY surface defence missile silo #5 has declared
in the city. As you are Controller, on of the elite trouble
s inthe city, you must assemble a team of three to enter

the silo and disable it. No easy task. If you like games of
strategy where fast thinking is of utmost importance then this
will leave you with weeks, maybe months, of enjoyment.

GAMES DISK 4 (1991)

LIFE - There have been many Life’ programs created for the
computer since John Conway toyed with the idea of a
mathematical model of the behavior of living cells in the 1950s.

10
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Here s another version, but this time for the C64, and within
which you have the ability to bring to ‘life’ dead cells. An
interesting variation of the theme of life.

WHITEWASH - This is a logic game where the objective is

to reduce the counters to white by successive hits before your

opponent does the same. The game is based around the Cé4's

4 ability to show colour on the screen, and the idea s basically to
strip off various layers of colour until white is found.

FRUSTRATION - Is a variant of the old hand-helg
tile game. The aim of the game is to arrange all of
such a way so that they form the picture shown
hand side of the screen

EUCHRE C128 - This C128 game, whig
column mode, is based on the old card gaj
name. You play with a computer partner agai
opponents.

HYPERSOLVE - Erno Rubik’s cul
dimensional equivalent on the C64. Yes, yd

problem of the hypercube which is a four di

that consists of 16 corners, 32 edges and 24 fa
cubes, each of which is adjacent to 6 of the oth
you solve this one?

BINGO 128 - Yes, Bingo for the Commodot
rather interesting version of bingo will allow you

g space coral? No? Well let me
uff and not for the fainthearted to

the holy grail. Many brave knights have tried to recover it, now

SOFTWARE

it is your turn.PROBE WARRIOR - Life in deep space is never
running smooth. Just when you think all is peaceable and nice,
you have to set forth and defend your planet against the
dreaded Clax. You must stop him from destroying the lifepod
system otherwise all life on the planet will be exterminated.

all action game with ultra-smooth

'AK - This is breakou
en scrolls. You must bred
il you reach the ALLMIGH
journey you gdll meet wit
royed, life gi
loding, happy,
one.

E MYSTER

our life comes a

o Ao U P )

LIBERTE - Here you are, sitting in your hut in the POW
camp. You've been there for far too long. A hundred times you
have gone over your plan, surely nothing can go wrong. The
time as come for you to put your plans into action and escape.
It wont be easy though, for a start there are the patrols to avoid,
then there is the small matter of the Gestapo HQ to blow up not
to mention the rendezvous with the ships Captain. Believe me, |
don't envy you in your task.

r
1 Please send me..
1

Copies Disk No. 1 @ £5.95 each ..

Copies Disk No. 2 @ £5.95 each
Copies Disk No. 4 @ £5.95 each
..Copies Disk No. 6 @ £5.95 each

| I enclose a

I (Made payable to ALPHAVITE PUBLICATIONS LTD.)

: Send to; ALPHAVITE PUBLICATIONS Ltd; CDU Software Offer, 20 Potters Lane, Kiln Farm,

Milton Keynes, MK11 3HF.

n




ADVENTURING

have to have a mistress - who better than ELVIRA
If 1 had been told a year ago that a team were
engaged in the reproduction of that great Amiga game,
“ELVIRA - MISTRESS OF THE DARK”, for use on the
comparatively humble 8-bit Commodore 64, | would
have told them that they were out of their minds and |
would have been left wondering how anybody could
do such a thing. Last week a package arrived - the Co4
conversion of “Elvira” - and now | am left wondering
how somebody DID do such a thing. For those of you
that are unfamiliar with the plot, | shall attempt to
explain briefly the background to this excellent fantasy
game and how the controls, as it were, operate,
followed by my opinions, as the reviewer, on this
stunning recreation. To coincide with this review, FLAIR
SOFTWARE LTD and ALPHAVITE PUBLICATIONS have
joined forces to bring you an exclusive PLAYABLE DEMO
which you will find on the reverse side of this months
disk INTO THE CASTLE. The game takes place at

If you h
=

Killbragant Castle, surrounded

y beautiful English
countryside, where you are to
help out a rather well-endowed
young lady with the task of
eliminating evil spirits from the
castle. She has inherited the
fortress and its grounds and has
plans to turn it into some sort
of tourist attraction. Her great-
great grandmother was Lady
Emelda, who was married to
Sir Elric, a rather dull
gentleman. So when he wasn't

around, Emelda had an affair with a Lord Beremond.
Unfortunately this was rather short-lived as Beremond
was killed accidentally on a hunting trip. When Elric
returned, he was none too pleased to find that, due to
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this affair, everything
else had gone to pot, but
his life was soon over
when Emelda found the
old family sword! Sad
isn't it, but Emelda also
died a few years later.
The directions for
starting (and stopping)
her subsequent resur-
rection are reputedly
hidden somewhere in
Killbragant Castle, in an
old chest. The only
problem is that this is

TCH 3B DEx BB S

some chest, and it takes six keys o unlock. These were
given to Emelda’s pals so that they could hang on to them
and come back with her for the second attempt at living,
This gang of dead geeks still haunt the place and beasties
adorn the castle by the coach load. In trying to
redecorate the castle, your lady friend has upset the
memories and awoken the dead. The six keys to the
chest, and the chest itself, have to be found so that
Emelda’s imminent return can be prevented. That
basically then is your task!  When you purchase your
copy of this game, and purchase it you will, you'll be
presented with an instruction booklet, a book of magic

spells (a pretty blue on blue combination preventing
those horrible pirates from photocopying the means of
protection!), and no less than three double sided disks
on which can be found the staggering 700K worth of
code and graphics. The spell book will help you to
decide which of the spells you need to concoct in
order to defeat certain ghosties and overcome certain
problems. For all of these you must collect ingredients
and then present them in the kitchen for mixing
Flopping disk one in the drive and loading it up results
in you being confronted by the intro. A stirring, sombre
piece of music plays and grabs your attention
immediately whilst you are given a taste of the superb
graphical animation sequences that are to come. From
within the game, pictures of which you will find dotted
around this review, everything is controlled by a
joystick.  ON WITH THE SHOWOn the left of the
main screen are three options: ROOM, INV and
WEAPONS. By pointing the arrow and clicking on
these, you will bring up a display of either what
objects are in the room, in your possession, o in your
armament. These appear in the box under the main
window which also serves as a dialogue box. Again to
the left are direction arrows. No matter where you are,
the directions that you can take are highlighted in
green on the left. If you are near a staircase, the up and
down icons may light up and you simply point and
click, and you are away. By going up and down some
staircases you will be greeted by an animation
sequence, showing the view that you would have were
you really to be climbing a spiral staircase - the
fotational effect simply has to be seen to be
appreciated. On the right of the display you have a
multitude of other options such as UNLOCK,
EXAMINE, LOOK IN, USE and so forth. These are all
self-explanatory and when one or more are highlighted in
green, you can click on them 1o use a certain object, or
to examine it and so on. Between all this and the
dialogue box is the status bar, telling you how much life
you've got left in you, and also, for example, how
resilient you are.  The main window is where the scenes
are depicted. Every single location throughout the
adventure has its own highly detailed graphical
representation. These were created by four artists who
have left nothing out. It is hard for me to describe in
words just how excellent these graphics have turned out,

13
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considering that they are
produced on a computer
that allows only sixteen
different colours within
so  many different
constraints - compare
this to the Amiga’s 4096
colours and you will be
amazed at how similar
the two versions are.
Should you want to open
a door you simply point
to it in the main window
and press fire. To pick
objects up you just point
at them, press fire, and
move the ‘hand’ to over
the INV command. It
really is as simple as that
Everything is described
in the comprehensive
“manual” which gives
you all the information
that you need. — On your travels you will meet plenty of
“things” that have staked out their territory and ‘are
prepared to fight for what is theirs. The combat scenes
are very well animated, producing as usual your eye-
view of the situation. The more strength and resilience
you have, the easier it will be to fend off the attackers.
But like them, you can only sustain a certain level of
injury - then it's cheerio.  I've mentioned that the game
is on three disks, and you do have to swap them during
play. You are prompted as to which to insert next and
when you have become engrossed in the gameplay, these
disk changes seem to merge in with the action very well.
There is, after all, no way that these could be eliminated -
the group could have compromised on the graphics, but
then what is the point of ruining an otherwise superb
game for the sake of a couple of seconds here and there.
Disk access has been speeded up considerably by a
special disk turbo written specially for “Elvira” and all the
different zones have been concentrated on specific disks
so that you can, for instance, traipse about the
battlements for hours without having to do one single
disk swap. Sound effects are produced as and when
required - there is no wish to tum the volume down to

14

kill some awful background soundtrack as there is in
some other games. ~WHO NEEDS AN AMIGA? The
artists and the sole programmer, Bruce Le Feaux, alike
have put in over eighteen months of work and the result
is almost a carbon copy of the Amiga version. None of
the magic has been lost and the playability is still there
in all its glory. The animation frames are as equally well
drawn as the locations and the programmer has made
them sufficiently fast and totally flicker free. So far |
have been hacked to death by a mad cook and.. erm..
devoured by a werewolf. Both portrayals went 1o just
the right level so don't worry about the realism getting
to be too much if you are killed! The elimination of
keyboard commands makes the game run smoothly and

the save game option means that you can start again
where you left off if the tension becomes too much for
you. If you prefer just a short coffee break then the pause

mode will suffice.  If you think that you could never
become addicted o a role-playing game then think
again, because this will prove the exception to any rule.
The first session | had at this game lasted throughout an
afternoon and an evening - both the ease-of-use and
speed at which you pick up how to do things are a real
boon and you could find yourself engulfed in trying to
solve the puzzles within this great game for hours.
Reviewers usually have the odd quibble about a game or
utility - perhaps that little feature that could have been
implemented but wasn't. | really don't have anything to
say against this game - even small things like separating
out the SAVE and LOAD options so that you don’t
accidentally click on the wrong one have been seen to.
My congratulations go to all the people involved in
creating this masterpiece which really does have to be
seen in action to be believed.  The game retails for
£24.99, the distributors being Flair Software Ltd., The
Smithy Side, Ponteland, Newcastle Upon Tyne, NE20
9BD.



16K
ouTsiD

operating S¥S1°"

Sl

|

A pomertul BASICToolkit (ddonal
Rl command) ot coricably
Sl progrsmmng

=
s
b
pravplin -1 m»wm " BASICROM, KERNAL and PSET 4
R b e A a1 w5 st s
v
[ IR :

o conim vy P10
B The POWER CA

The prnter PSET fanctons are

PSET 0 - et dotection s
i

NS0z

Siimage mode

P

AN
>

On the bk o the POWER CARTRIDGE
thre’sRee Bt Presg
L SPECIAL MENG sppesron

e Reser AL

MiRGE Device

o B g o

i DK o s
commands Giecy 1 your

TonL
fre

it

s
MONITOR - e 1o he Nischune

Tel 091 490 1975 and 490 1919 Fax 091 490 1918
88 BEWICKROAD 1070, 3. eee Vi weicome - C
GATESHEAD Fice €17.30 inch, VAT,
TYNE AND WEAR Europe ordars add £ verseas 2dd €
2 < ord

St der Sn Teade enqiresto: Bhiab Elekcronik, Box 216, Norrealje 76123,
76 16435 s 176 10401
TRADE AND EXPORT ENQUIRIES WELCOME

ES 1RS

Bitcon Devices Ltd  ENGLAND

heques or P/O payable to BDL



FEATURE

ROGRAM

We look at DIY PROGRAMMING and in particular a DATABASE

Last month, | started to discuss the possibilities of
designing our own Database program. On face value,
this would seem like an impossible task to most people.
However, with a little thought and careful planning, you
will discover that the task is not that impossible at all.
(Please re-read last months article o recap on what has
already been said).

ON WITH THE SHOW

If that all sounded rather heavy and difficult to program -
which it is - then | wouldn't bother with it. Very few of
the database titles floating around actually use it, as it is
hard to devise an equation to fit all situations. Anyway,
for your own use you will probably not need it and
ordinary storage is much more versatile, if quite a bit
slower.

Now we had all of those grass roots options detailed
before didn't we? Well now we are going to think about

few more which will make using the program
altogether a more pleasurable experience, and also about
putting them together in menus.

MENUing

It is a good idea to include options which relate to one
another on the same menu. In my view all matters
regarding the manipulation or viewing of the database
should be stored in the same menu. This may be called
the DATABASE menu or the DATA MANIPULATION
menu or whatever. All matters regarding LOADING and
SAVING should be stored on the same menu, together
with a directory command and, maybe, a scratch
command. And 50 on. So you end up with a LOAD/SAVE
menu, a DATABASE menu and a PRINTER menu and any
other less necessary ones such as PREFERENCES and
DISK UTILITIES and what have you.

As far as possible it is more desirable to use numbers as
the keys to be pressed than letters. The numbers are
situated altogether in a line across the top of the
keyboard; they are very easy to find. The letters,
however, are rather higgedly piggedly and to someone
who is used to the ABCDE... type format of children's
typewriters, it could be very confusing indeed.

Steven Burgess +

MAKING A DATABASE A
SUPERBASE

If you include all of the grass roots options then you will
have a pretty plain, but functional, database. But here we
are not interested in plain databases. In this magazine we
are only interested in SUPERBASES!!

To make a database into a superbase you must firstly
make it more user-friendly. Think of a few of the
databases you have seen around. What's the single most
unattractive thing about them? The answer is the record
display screen. Don't you agree? A common output is
t

RECORD 1

NAME : STEVEN BURGESS
AGE: 19
SEX : MALE

all clumped up together and if you've only got three
fields then it is going to look a bit insignificant on screen,
stuck in the top left hand corner

So what we want in our database is a RECORD CARD
DESIGN option. Where the user can choose where each
field should be put on screen. For example:

RECORD 1

NAME : STEVEN BURGESS
AGE: 19

SEX : MALE

simply by putting a space betwéen each field and lining
up the colons, the display looks altogether better.
So once the positions had been set they could be used
for all output of records and even for input of records. It
could be used s the template for searches as well.
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VARIABLE TYPES

In an ideal database, the user should be able to assign
specific variable types to specific fields. So AGE would
be an integer, NAME a string and so on. The length of
strings should also be setable (is that a word, Ed?) - this is
essential when using relative files as it is necessary to
know the record length as a whole.

Note it is more economical to store numeric data in
numeric variables as they occupy less memory than a
string containing the same number, however this may
cause problems with array databases. In this instance it
might be a good idea to store the number in a string and
to take it out when sorting is in process so that the correct
order is achieved. Sorts with strings containing numbers
are prone to error.

Another useful feature would be to have ranges which
data entered must fit into for each field and a specific
error which would be reported if the range was violated.
For example if an age of -5 was entered then an error
could be IMPOSSIBLE AGE - TRY AGAIN. Whereas an
error for an invalid date of birth could be given as
INVALID DATE OF BIRTH - TRY AGAIN

This user friendliness gives the user more of an idea as to
what is going on and he knows then that he has made an
error which many databases would not have reported.
Talking about the input of the data there is one thing that
needs o be designed straight away: a more friendly input
command. The built in version is okay for very simple
programs which only you are to use, but it just isn't on
for programs to be published which other people are
expected to use. How can they know what they are
allowed to type? The answer is to design your own input
command which should have a limited number of
allowable characters. The allowable characters could
change for each field - C128 owners are lucky in this
regard as they simply need to store the character set
permitted into a variable and then use the
INSTR(va$,v1$) command to see if v1$ is inside va$. So
you could have several permitted sets - one for numbers
only, one for letters only, one for letters and numbers,
one for pound/dollar signs and numbers etc. Then the
user could choose which one should be used by each
field

SORTS

With sorts it is handy for the user to be able to dictate
which way the sort should go - in ascending or
descending order. Also it should be as quick as possible -
everybody loves a quick sort. The user should also be
able to say which field the sort should run by.
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SEARCHES

Searches should be as versatile as possible so that records
which the user may have thought would turn up, turn up.
You should incorporate wildcards (2 and *) so that
unknown characters o fields will not hinder searching.
The wildcard format which | use is as follows

2 is used for single characters and will match with any
character. E.G: ST2222 will match with STEVEN, STRIKE
and STRENT, but not with STRIKER and SEQUIN.

* is used for all characters from the asterix and matches
for all of them. E.G: S* matches with anything beginning
with S. * matches with anything. SPA* will match for
anything which has the first three words SPA (SPADE,
SPARSE etc)

If the user enters nothing for a particular record then it
should be regarded as a *. If he enters something without
any wildcards then it is an absolute entry - it will only
match with things which it is identical to. The user
should be able to enter something in all fields - but
should not be forced to do so.

MISCELLANEOUS

If you include all of what is detailed above then you
will certainly have a SUPERBASE. But there are exiras
rich can make it a little bit better
A DIRECT
as, unless you can remember which disk you stored
your database on, you have to keep LOAD"S” 8...ing
all the time"before loading the program:
DATE/TIME stamping may be helpful to some users
100. Then they can make sure that they have loaded
the correct version of the database they have created,
This leads onto a permanent DATE/TIME fixture which
may be'a menu in its own right and may incorporate
such things as alarm clocks.
Itis also useful to be able to cha reen ¢
at black & white L. ¢
and colour t.v. owners
ntle on the eyes.

ORY function is a godsend with databases

olours so
wners can optimise the output
an choose colours which are

The more you delve into application programming,

hat is laid
be, a few
indeed, CDU may be
18- Good Luck

the more you can find to stick in. I hope
s you a fe
which

out above v ideas and, may
good program C

interested in see




ON THE DISK

It's a Mad, Mad, Mad, Mad, Mad World (as the film s

This week we had a letter from a Dr Madman from Lyme
Regis. Dr Madman says, “I am Dr Madman and I am
completely idiotic. | have written a program which |
would like you to publish and if you don't I shall blow up
your office. The programme is designed to make who-so-
ever plays it madder than even me. Thus, | intend to
make the entire world completely bonkers.”
Well, how could we say to him nay?

At the point of a gun, Dr Madman forced me to play the
game 100 times thus rendering me mentally mad, so that
1 could write for him the instructions to the game.

THE GAME

Once loading has completed, either by using the

C.D.U menu or by typing LOAD”SCHIZO”, then you are
presented with the itle screen
If you really want to play the game, and I really wouldn't
advise it if you wish to remain sane, then press the fire
button on a joystick in port one or press space.
You will then be presented with the game screen. In the
centre of the game screen is a sprite which, in his infinite
madness, Dr Madman made in his own form. It is this
that you control.

The idea of the game, apart from making the earth into
a planet of mad people, s to keep the Dr Madman on the
screen. Easy, | hear you cry. And so it is, at first.

You see the fiendish and irreversibly mad Dr Madman
has incorporated into his fiendish and irreversibly mad
program a number of fiendish and irreversibly mad
features which make the program so much harder to
play. Firstly, on some levels, there is a very strong gravity
field which pulls you to the bottom of the screen. On
some there are magnets which pull you to the left, or the
right, or up, or any combination of the three. Then there
is a level where all of these, left, right up and gravity are
all used at different times 5o you never know which way
you are being pulled. There is also a fiendish skull which
appears quite maddeningly on some levels, then
disappears and reappears in a maddeningly different and
unpredictable place.

But Dr Madman has a rather more pleasant side to his
madness which your first, second and seventy-eighth
glance will not make you aware of. For your trouble, if
you play the game, you are awarded points. The faster
you move around on a screen, the more points you get.
On some levels a BONUS block appears which, if you
touch it, gives you 1000 points. These BONUS blocks are
situated in rather precarious locations on the screen.

The points that you achieve from each screen all add
up and when you finish the game, if you have achieved a
score high enough, you will be entered into the high
score table.

aid), and this game proves it - STEVEN BURGESS

== me S 8=

All in all there are twenty devilishly fiendish levels. If,
and only if, you finish these, then you are returned to the
first level 5o that you can amass a huge score.

That is all I have to say about the program. Now | have
finished, | am going into a dark room to stand on my
head and read a famous five adventure from back to
front.

If you have not been put
off by this article, then |
would say that you are
quite mad already and
the game is unlikely to
have any effect on you.
Goodbye.

One last thing, (I'm sorry
t0 be adding all of these
annoying post-scripts, but |
am mad, so what do you expect?). One last thing. The
game was written and developed with LASER BASIC and
LASER COMPILER from the OCEAN 1Q range of utilities.
Right, I've got my Enid Blyton and my head cushion.
Switch off that light and shut that door! Cheerio.)
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Now that you have purchased your 1541/1570 disk
drive,what can you do with itz Well the simple answer
is, nothing, until you understand how and why it
works. By the end of this article, you should have
grasped some knowledge into the inner workings of
this ‘Rectangular Box'. Hopefully, your usage of the
drive will benefit from what you are about to read.....

Newcomers to the world of the 1541 will probably
only use the drive for storing programs, perhaps they
are not aware that you can use the drive for a lot more.
The more experienced users will by now be saying to
themselves: ‘Here we go again, heard it all before’.
Before you go rushing off to make a cup of Coffee
though, read on....It's never too late to learn new
things.

This article is MAINLY for the 1541/1570 users,
although much of the info is also pertinent to the
1571, Where possible, | will give examples for both
units. (For example, everyone is aware that to
communicate with the 1541 you use BASIC 2.0
commands, but for the 1571 you can also use BASIC
7.0 commands.) How do you go about learning about
something like the 1541, the first thing you should
know is how the information is stored on the diskettes
that you spend your well eamed money on. To be able
to understand that, you need to know how a diskette is
made up.

Information is stored on the diskette on TRACKS. On a
standard 1541 disk there are 35 of these tracks. Each
track is made up of a number of SECTORS. The sectors
are the areas that contain the bytes of data. Each sector
holds 256 bytes. The tracks are numbered from the
outside to the centre. Therefore, as you get nearer the
centre of the diskette, the less number of sectors each
track holds. (See 1541 layout). Of these 35 tracks,
there’s one very important one, this is track 18. Track
18 is known as the BAM(Block allocation map) and

E1541

TO COMPLIMENT THE SERIES ON BASIC
PROGRAMMING WE ARE REPRINTING THE
ARTICLE ON USING THE 1541 DISK DRIVE.

WE APOLOGISE IF YOU ALREADY HAVE

THIS ARTICLE BUT WE HAVE HAD
LITERALLY HUNDREDS OF LETTERS
REQUESTING THAT WE REPUBLISH THIS
PARTICULAR ARTICLE!!!

and the DIRECTORY track. The BAM shows us what
tracks and sectors contain information and which do
not, and the Directory track tells us about each file that
is stored on the disk. (See 1541 layout). Before we go
into more detail, below is the layout of the tracks, and
the sectors of the 1541, together with the sort of
information that they contain.

PROGRAM FILE FORMAT

BYTE DEFINITION

FIRST SECTOR

0,1 Track and sector of next block in program file 1
2,3 Load address of program

4-255 Next 252 bytes of prg info stored as in comp
mem.(keywords tokenized)

REMAINING FULL SECTORS
0,1 Track and sector of next block in program filel
2-255 Next 254 bytes of prg info stored as in comp
mem. (keywords tokenized)

FINAL SECTOR
0,1~ Null ($00), followed by number of valid data
byfes in sector

72222 Last bytes of prg info stored as in comp
mem.(keywords tokenized).
The end of a BASIC file is marked by three zero bytes
in a row. Any remaining bytes in the sector are garbage
and may be ignored.

SEQUENTIAL FILE FORMAT
BYTE  DEFINITION

ALL BUT FINAL SECTOR
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0,1 Track and sector of next sequential data block
2-255 254 bytes of data

FINAL SECTOR

0,1 Null ($00), followed by number of valid data
bytes in sector

2-222  Last bytes of data. Any remaining bytes are
garbage & can be ignored

RELATIVE FILE FORMAT

BYTE  DEFINITION

DATA BLOCK

0,1 Track and sector of next data block

2-255 254 bytes of data. Empty records contain $FF (all
binary ones) in the first byte followed by $00 (all binary
zero's) to the end of the record. Partially filled records
are padded with nulls ($00)

SIDE SECTOR BLOCK
Track and sector of next side sector block

b Side sector number (0-5)
3 Record length
4-5  Track and sector of first side sector (number 0)

67
10-11

Track and sector of third side sector (number 2)
Track and sector of fourth side sector (number 3)
12-13 Track and sector of fifth side sector (number 4)
14-15 Track and sector of sixth side sector (number 5)
16-255 Track and sector pointers to 120 data blocks

DIR FILE FORMAT TRACK 18
SECTORS 1-19

BYTE DEFINITION

0,1 Track and sector of next directory block
231 File entry 1

34-63 File entry 2

66-95 File entry 3

98-127 File entry 4

130-159 File entry 5

162-191 File entry 6

194-223 File entry 7

226-255 File entry 8

STRUCTURE OF EACH
INDIVIDUAL DIRECTORY ENTRY

BYTE CONTENTS DEFINITION

0 128+type File type OR’ed with $80 to indicate
properly closed file. (if OR’ed with $CO instead, file is
locked)
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TYPES: 0 = DELeted
1= SEQuential
2 = PROGram
3= USER
RELative
12 Track and sector of first data block
3-18  File name padded with shifted spaces
19-20  Rel file only. Track/ sector of first side sector
21 Relfile only. Record length
22.25 UNUSED
26-27 Track and sector of replacement file during an
@SAVEOr@OPEN
28-29

Number of blocks in file, stored as a two-byte
integer in normal lo-byte hi-byte format

The above information tells you how each track and
sector is made up, and what information is contained
therein. Later in the article, | will explain just HOW the
information is written to the disk. Before we get too
technical though, | want to show you some of the
commands available to you and how we use them. The
table below shows you the various commands
available, (Using BASIC), both for the 1541/1570 and
for the later version 1571. After the table | will
demonstrate exactly how to use each one in turn. Usmg
BASIC 2.0 the general format is:
OPEN15,8,15: PRINTMS command" CLOSE15 or
GHPOE NE1L5 008 ommand
letter0:information” CLOSE]S (NOTE The first 15 in
the OPEN/CLOSE command is not mandatory. This is
just the file number we allocate to the command.
(Normally though 15 is most widely used).

HOUSEKEEPING COMMANDS
BASIC 2.0

NEW “N0:disk name,disk id”
copy “C:new file=old file”
RENAME 0:new nam=old name”
SCRATCH  “S0:file name”
VALIDATE  “V0”
INITIALISE “10”
BASIC 7.0
NEW HEADER”disk name”,id,dv
copy COPY”old file"TO"new file”
RENAME  RENAME”old name”TO"new name”
SCRATCH  SCRATCH”file name”
VALIDATE  COLLECT
INITIALISE “10”

FILE COMMANDS
BASIC 2.0
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LOAD LOAD"filename”,8 or LOAD"filename”,8,1
SAVE  SAVE”filename”,8
VERIFY VERIFY”filename”,8

OPEN OPENin,8,channel,”0:filename,file
type,direction”

CLOSE  CLOSEfn

PRINT#  PRINT#fn,data li

GET# GET#fn,variable list

INPUT#  INPUTIn,variable list

BASIC 7.0

#,Start address
,Start address TO

record length},{W}

mber{,offset}

BLOCK-EXEC
BLOCK-FREE
BUFFER-POIN
BLOCK-READ
BLOCK-WRITE

an
”UW ”,channe\ 0;track;sector
“U2”;channel;0;track;sector
MEMORY-EXECUTE “M-E"CHRS(
<address)CHR$(>address)

MEMORY-READ “M-R"CHRS(<address)
CHR$(>address)CHR$(number of bytes)
MEMORY-WRITE ~ “M-W“CHRS$(<address)CHR$
(>address)CHRS$(number of bytes)
CHRS$(data byte)CHR$(data byte).....
USER “Uchar”
UTILITY LOADER  “&0file name”
BURST {1571 only}  “U char”+character(s)

etc

Commands intended for the drive are sent over a
CHANNEL. Communication with the disk drive can be
achieved over any 1 of 15 channels. Channel 15
however is reserved as the COMMAND channel. Data
transfer over this channel is as follows:- Opening the
channel (OPEN)

Data transfer (PRINT)

Close the channel (CLOSE)

When you initially open the channel, you specify a
logical file number, this number must be in the range of
1 to 127, the device number of the drive, (this is
normally 8 for single units), and a secondary address.
(15 for the command channel. The logical file number
is used in any subsequent commands, any number of

commands can be sent until the channel is closed.
These commands must be referenced by the logical file
number first used in the OPEN statement

NEW - Formatting a diskette

The command NEW formats a diskette, that is to say,
it prepares a new diskette for rec ata. As in all
commands, the command word NEW can be reduced
10 a single letter. EG N=NEW. R=RENAME. For clarity, |

seldom used, it ony real benef
bine several SEQUENTIAL fi

RENAME - ew name
This command allows the user to change the name.
of a file on disk. It works on all file types.

OPEN15,8,15,"R:new name=old name”
SCRATCH - Scratch a file

This command allows you to get rid of any
redundant files. It has the added advantage that you
may scratch more than one file at a time.

OPEN15,8,15,"S:prog 1” - this would get rid of
prog1 only

OPEN15,8,15,"S:prog 1,prog 2,prog 3" - this would
scratch all 3 files.

(Later on you will learn how you can RECOVER files
that have been scratched by mistake).

VALIDATE - Validate diskette

This command allows you to ‘Clean up’ or Validate
your diskette. Whenever you Scratch a program, the
program itself is still on the disk. Al that happens is that
the entry for that program is removed from the directory
Vaildating your diskette makes the space of scratche’d
files re-usable.
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50047 71 Constant 7, mark for begining
OPEN15,8,15,"V" of data block header
50049 73 Stack pointer
INITIALISE - $004A 74 Step counter for head transport
Initialising the disketThe DOS, or Disk operating  $0051 81 Actual track no. for formatting
system, requires a BAM, (Block allocation map), to be ~ $0069 105 Step size for sector division
present on each disk. If you should change disks in the 10)
drive when using it, the DOS will not know that you  $006A 106 No. of read attempts (5)

have a different disk in the drive. Therefore it will be $006F-0070
working on the old BAM. To combat this, you can

111-112  Pointer to address for M
and B commands

initialise the drive. This for $0077
BAM.
$0078
OPENT5,8,15,"1
$0079
Now that wj $007A
$007C
$007D
$007F
$0080
$0081
$0082
$0083
$0084
orkings hotter. This be $0085
to experiment with M/C prograi $008B-008D
$0094-0095
$0099-009A
$009B-009C  155-156 AddIe O a
1541 MEMORY MAP $009D-009E  157-158 Address of buﬂerz $0500
$009F-00A0 159-160 Address of buffer 3 $0600
DRIVE ADDRESSES $00A1-00A2  161-162 Address of buffer 4 $0700
$00A3-00A4  163-164 Pter to input buffer $0200
HEX DEC  DESCRIPTION $00A5-00A6 165-166 Pointer to buffer error
iessage $02D5
$0000 0 Command code for bufer 0 $00B5-00BA  181-186 Record number LO, block
$0001 1 Command code for buffer 1 number LO
$0002 2 Command code for buffer 2 $00BB-00CO  187-192 Record number HI, block
$0003 5 Command code for buffer 3 number H
$0004 4 Command code for buffer 4 $00C1-00C6 193-198 Write pointer for REL file
$0006-0007 6-7 Track and sector for buffer 0 199-204 Record length for REL file
$0008-0009 89 Track and sector for buffer 1 212 Pointer in record for REL file
$000A-000B 10-11  Track and sector for buffer 2 213 Side sector number
$000C-000D 12-13 Track and sector for buffer 3 214 Pointer to data block in side
SO00E-000F 14-15 Track and sector for buffer 4 sector
$0012-0013 18-19 1D for drive 0 $00D7 215 Pointer to record in REL file
$0014-0015 20-21 1D for drive 1 SO0E7 231 File type
$0016-0017 22-23 ID $S00F9 249 Buffer number
$0020-0021 32-33 Flag for head transport $0100-0145  256-325 Stack
$0030-0031 48-49 Buffer pter for disk controller $0200-0228  512-552 Buffer for command string
$0039 57 Constant 8, mark for begining $024A 586 File type
of data block header $0258 600  Record length
$003A 58 Parity for data buffer $0259 601 Track side-sector
$003D 61 Drive no. for disk controller $025A 602 Sector side-sector
$003F 63 Buffer no. for disk controller $0274 628 Length of input line
$0043 67 No. of sectors per track for $0278 632 Number of file names
formatting $0297 663 File control method
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$0280-0284
$0285-0289
$02D5-02F9

640-644 Track of a file
645-649 Sector of a file
725761 Buffer for error messages

$02FA-02FC  762-764 Number of free blocks
$0300-03FF  768-1023Buffer 0

$0400-04FF ~ 1024-1279 Buffer 1

$0500-05FF  1280-1535 Buffer 2

$0600-06FF  1536-1791 Buffer 3

$0700-07FF 17922047 Buffer 4

Right now, let’s go on to the ‘Direct Access

Commands’. These commands will all be in BASIC,
(Machine Coder’s be patient).

Looking at the memory map, you can see that
there are 5 buffers. However, only 4 are free for your
use. (Buffer 4 is normally used for the BAM). Also
please note that when using Seq and Rel files at the
same time, buffer 3 is also not available because the
Directory uses it. When you wish to use a buffer, you
first have to OPEN a channel and specify which buffer
you wish to use. For example OPEN 1,8,2,"#2” would
open the channel to Buffer number 2. However it is
good practice to not specify the actual buffer number
but let the DOS select it for you. You achieve this by
OPENing x,x,x,"#". If your selected buffer contains
Alphanumeric Data, and is not over 88 chars in length.
You can use the INPUT# command. (Providing the data
is separated by a carriage return). Otherwise you have
to use the GET# command. Remember though, that
when using GET# it does not allow for null values,
therefore we have to check for it via
IFA$=""THENA$=CHR$(0).

Before we go any further there are 4 things you must
remember:-

1. The PRINT# statement sent to the command
channel 15, a direct. access command to the DOS

2. A PRINT# statement to channels 2 through to 14
sends data to a buffer.

3. An INPUT# or GET# statement to channel 15
returns any error messages.

4. An INPUT# or GET# statement to channels 2
through 14 reads data from a

buffer.

The Block-read command tells the 1541 to read a
sector from the disk into your openend buffer. (Strictly
speaking this is known as a DIRECT ACCESS FILE).
Because the first byte of the block does not get read
with the Block-read command this command can be
shortened to U1 or B-R. The Block-write command
allows us to copy the buffer contents onto the desired
sector on the disk. Block-read can be shortened to B-W.
or U2. Therefore, the obvious advantage to  this
command is to READ data into a buffer, alter it, then re-
write it back to the disk. The Block-Allocate, or B-A

command allows the user to reserve blocks on a disk
The main purpose of this command is to prevent data
from being overwritten. The Block-free or B-F command
is the opposite to the B-A command. It tells the the
BAM which blocks to make available. The Buffer-
pointer command, shortened to B-P is to tell the DOS
just where you wish to start reading or writing data
toffrom.

The Block-execute, shortened to B-E is quite a
powerful command. In essence, you read a sector from
the disk into your previously opened buffer. The
contents are then executed as a machine code program
from within the buffer. In practice when using this
command, you specify the buffer number in the OPEN
command

Along with the Direct access commands above, you
have a few commands that allow you to access the
DOS. (Disk Operating System). These are: A.Memory-
read B.Memory-write and Memory-execute, shortened
to M-R,M-W and M-E respectively.

1 will now give a few examples of the Direct Access
commands in operation. Feel free to experiment, but
always make sure that you work on disk with no
important data on it. (Mistakes DO happen).

NOTE:- When using the D/A commands, there are
two methods available. Either may be used depending
upon your own preferance

Method A is PRINT#15,"U1:"channel number;drive

Method B is PRINT#15,”U1 channel number drive”

If using method B remember to leave a space
between each item inside the quotation marks.

BLOCK READ:

Suppose you wished to follow a program through
on the disk by track and sector without actually reading
the data. To do this you need to follow the path of the
“Link’ bytes. That is the 2 bytes at the start of each block
that tells you the track and sector of the next block.

1 OPENS,8,15 ;Opens the command channel

2'OPEN4,8, ;Opens the direct access

file,(no specific buffer)

3 INPUT"Track and sectos

4 PRINT#8,"U1:"4;0;TR;
desired Track/Sector into buffer

5 GET#4,T$,5$ ;Reads the first two bytes of
the buffer

6 TR=ASC(T$+CHR$(0)):SE=ASC(S$+CHR$(0))
;Converts string variable to integer,

allowing for null string

7 IFTR=0THENCLOSE4:CLOSE8:END ;If last track
then finish
Continued on

R,SE
SE ;Reads contents of

Uit §rd
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What does the average computer game have? Yes, that's
right, an aim. An ending in which you complete the
game and think ‘Oh good! I've completed it, now for
something elsemore useful, like eating or sleeping. Well,
MADDIX doesn’t have an ending. However, before
declaring that the game must be pretty pointless, it is
worth stating that there is one purpose of playing the
game, that is to get as high a score as is humanly (or
otherwise) possible.

THE BASIC CONCEPT

The game is very simple, all you have to do is direct the
blocks out of the bottom of the screen, where there is a
small passage indicated by two white arrows pointing
towards each other. Here they will be blown up. You get
points for practically everything, from just moving a

block, (achieved by using the fire button to pick up a

block), to exploding a bonus block. A bonus block will
start flashing when it is ready to be moved out of the

screen, this will happen every three times you get a block
out. (Indicated by the three lights at the top left of the
screen). The score also varies depending upon which
level you are on.

TIME IS THE ENEMY

Your only enemy is time, when time runs out, a new

block will appear on the screen, and a light will come on

under the clock (top-right). When the time runs out three

out a block being blown up, or if
more than twenty-five blocks appear on the screen then
GAME OVER will occur.

HINT TIME

A handy hint for all; the chute at the left hand side of the
screen can be very useful for a speedy descent. To pick a
level of play, pull the joystick left and right while on the
high score screen, this will change from DODDLE (the
easiest level), through to EASY, WORRIED, INSANE,
SERIOUS, FIERCE, GIFTED and then MADDIX (the most
dificult level).

For those that are interested, this was written in Basic
and then converted to Machine Code using a compiler,
obviously to speed up running time. So, there you go,
asic is not as useless as some people may lead you to
believe. By the way, my highest score is 50,000, beat
hat!!
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ON THE DISK

LOGO EDITOR V1.0 and
LETTER MAKER V2.1

Graphics uf

es are becoming more and more widely used. Here’s two you can add to

your library - ROBERT TROUGHTON

As more and more computer users are becoming
increasingly interested in programming.their machines,
utilities 10 aid the process are a necessity. Graphics and
Visual effects are a must these days, and to help you on
your way | have designed LOGO EDITOR V1.0 and
LETTER MAKER V2.1.

LOGO EDITOR V1.0

This extremely useful (1) utility was made for the sole
intention of being used for displaying LOGO’S to be used
'on DEMOS, GAMES and LETTER-PAGES. The logo-size is
FIXED at 40 characters horizontally and 6 characters
vertically. The character-values are structured within the
logo as follows:-

0006 0C 12 18 1E 24 2A.
0107 0D 13 19 1F 25 2B.
02 08 OE 14 1A 20 26 27..
00 06 0C 12 18 1E 24 2A.
0107 0D 13 19 1F 25 2B,
02 08 OF 14 1A 20 26 27..

02 08 DE E4 EA
D3 D9 DF E5 EB
D4 DA EO E6 E6
02 08 DE E4 EA
D3 D9 DF E5 EB
D4 DA EO E6 E6

Upon first loading the utility, you are presented with a list
of key-controls. This HELP-SCREEN can be recalled at
any time by pressing “F3". To exit the screen simply press
SPACE-BAR. The editor-screen will be nearly empty, apart
fromthe status panel in the centre. You can either
experiment drawing, o y loading the example-Iogo that
is on the CDU disk. To load the logo simply;

Press F1 - to enter the disk menu

Press L - 10 select ‘load logo’.

Enter - “Example logo 17 and press RETURN.
Press- SPACE-BAR after menu appears.

CONTROLS IN EDITOR
Use CURSOR/JOYSTICK to move cursor.
FIRE/* Set pixel under cursor

SPACE Clear pixel under cursor
i=% Select colour 1-3

SHIFT 1-3 Change colour 1-3
RETURN Carriage return

F1 Disk menu

F3 Help screen

CLR Clear whole logo

HOME Home cursor
DISK MENU

D Directory

L Load logo

s Save logo

SPACE Return to editor

The second utility is LETTER MAKER V2.1 and is
intended for use with LOGO EDITOR V1.0. You can
incorporate logos designed with the LOGO EDITOR into
your letters. The controls are simple and follow the
format of LETTER WRITER V1, published earlier in CDU.

KEY CONTROLS
Fl Page forward
F2 Page backward
F3 Centralise line
F5 Options menu
DEL Delete character
INST Insert character
CLR Clear screen
HQME Home cursor
RETURN Carriage return
CBM | Insert line
CBM D Delete line

Cursor keys move the cursor

OPTIONS MENU

Change logo colours
Load new logo
Save finished letter

+- Change number of pages
V. View letter

E Edit letter

L Save text

M Load new music

D Directory

c

G

X

Finally, if anyone experiences problems u

ing any
of the utilitie can write to me (Care of)
CDU editorial office and | will get you sorted out.
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THE MAKING OF
HELPLINE

ADVENTURING

Jason Finch discloses some of his secrets for cracking CDU Adventures

The first Adventure Helpline article appeared in the
June 1990 issue of CDU and was designed to help those
many people that had written to us with questions about

ow to overcome certain obstacles in the different
adventures that the magazine had published. The first
six articles covered KRON by TONY ROME and last
month we finished dealing with THE ASTRODUS
AFFAIR by MARK TURNER. This month we are having a
break for something different, because not only do we
receive letters about problems with adventures, we also
receive letters asking how I know all the detailed
information that | offer at monthly intervals. Questions
like: Are you given the solution by the author?, Do you
burn the midnight oils for weeks at a time until you
finish it2, and how do you appear to know even the
most obscure messages? All of these questions, and
more, will be revealed in this, what I hope will be an
entertaining and informative article - The Making of
Helpline.

THE BURNING QUESTION

So how exactly do I find out everything about the
adventures? The answer is simple: | use the same tool
that the authors have used - the Graphic Adventure
Creator (GAC). Once an adventure is saved off as a
“runnable” file from GAC, it can actually be converted
back into a data file, and then reloaded back into the
GAC system. The adventure then appears in its raw
format. The vocabulary is easily accessible, the room
descriptions are all intact, as are the graphics and those
infamous messages. The complicated conversion process
(which relies on a rather nifty piece of machine code)
must, I'm afraid, remain a secret - that is one thing that |
will not reveal. Anyway, the whole truth is that I do not
play the adventures in order to find out how to solve
them, I glean all my information from the author's final
version in GAC. Sorry to disappoint you!! However, that
is only the beginning - the tasks involved in converting

the information into something that I, and more
importantly you readers, can understand have not even
been touched upon yet. The next adventure we shall be
covering is THE CRANMORE DIAMOND CAPER by that
great adventure writer TONY ROME. That particular
adventure was quite a challenge to “crack” because of
the many complicated aspects involved in the
programming of it. Throughout the rest of this article, it is
to that adventure I shall be referring.

VOCAB COPYING

The first things that are copied out onto sheets of paper
are the lists of nouns, verbs, adverbs and objects. The
typical sort of end result then is shown in part belows
1 N,NORTH
S,SOUTH
3 E,EAST
4 W,WEST
5 U,UP
6 D,DOWN
7. GET,TAKE
and 5o on, with the nouns and adverbs being recorded in
a similar fashion.

OBJECTS AND MESSAGES

For the objects, it is the number, the description, the start
location and the weight that must be noted. Some of the
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ones from Cranmore are shown as examples:

1, a knife, 60, 4

2, a torch, 54, 4

8, akey, 60, 4

54, the locksmith, 2, 4
55, a guard, 14, 4

When all that has been done, the next stage is to write
out all of the 255 messages that are involved in the
adventure. To save on pencil leads, these are entered on
a word-processor and then printed out. A booklet of
Some seven or eight pages is produced with entries like:

1:1n a drawer are the numbers
29...

2:Stuck on the floor is a piece
of paper. On the paper are the
numbers 053...

3:The commissionaire leaves.
4:He isn’t here.

5:You like your whiskey
don’t you!

THE LOCATIONS

Now the room descriptions are entered into the word-
processor and printed out, two to a sheet of paper. There
is then a suitably large gap in which all information
about that room can be written. In case you are
unfamiliar with GAC, the system requires that a set of
high-priority conditions are set up, these being scanned

fore each input; also a set of low-priority conditions
that are read after each input; and finally a set of local
conditions that correspond to individual locations. The
GAC system employs a whole new language to construct
these conditions and it is these that are the heart of the
adventure. I'll show below just one of the locations as it
would appear on my sheets of paper.

2:59

Inside a locksmith's shop. The door is to the south.

IF (VERB17 AND NOUN10 dnd CARR10 and SET?20)
MESS82 DROP10 10 TO 0 CTR(0)+7 CSET 0 SET21
WAIT END

IF (VERB75 and NOUN54 and ADVE1) MESS89 WAIT
END

*INCR(54) END
*IF (CTR(54)=1) LF MESS63 END
*IF (NOT(AT2)) 0 CSET 54 END

Unless you are familiar with GAC, most of that will have

meant absolutely nothing to you. By the end of this
article you will see how that sort of thing is converted
into perfectly understandable English sentences! Let's
look at the components. The number ‘2’ is simply the
location number and the ‘59" afterwards is called a
connection. It means that by going SOUTH you will
arrive at location number nine. The next bit is simply the
description as it appears on the screen. It is the next lines
that take time.

A QUICK OVERVIEW

GAC uses a system of “flags” to detect whether certain
things have been done or not, such as whether the guard
is awake or whether he has fallen asleep. The language
involved can be rather complicated but things like
DROP10 mean ‘drop object number ten’, and GET10
would do the opposite. 10 TO 0 means put abject ten in
location zero, CTR(0) is the score. The counters (CTR) act
exactly the same as variables. You can add or subtract
values to them and from them. WAIT is just a commant
10 tell GAC that it should then wait for the next input. If
you are unfamiliar with GAC then you may find some
aspects of this article confusing, although I shall do my
best to keep it straightforward. It just isn't possible for me
to duplicate the GAC manual here for you.

ALL DONE

When all of the location information has been entered,
the high- and low-priority conditions are copied out.
These ook the same as above and any that correspond to
certain locations are copied to the relevant location info
sheet. Hopefully you can appreciate that quite a lot of
paperwork has been amassed by now.

SET WHAT?

The next job is to go through the text that | have written
out and highlight every reference to a counter or a flag.
The laborious process of finding out exactly what each
does then begins. In the last example you saw a
command SET21. In Cranmore this has the effect of
telling the computer that the locksmith has been given
the wax. Similar situations warrant the use of other flags -
is the torch on? s the tablet in the bottle? Has the glass
been cut? And so on. Counters in Cranmore are used to
count the number of turns that you have spent in Ricos,
to calculate how long the torch batteries will last, to keep
note of the floor number that you are on, etc.. Once that
is done, | have a list of vocabulary, objects, messages,
what each flag/counter does, all of the conditional
checks that the adventure makes and- usually also a
roughly drawn map of what | think the adventure looks
like. You will have seen one of these last month in the
Adventure Helpline section. For Cranmore it was also
necessary to draw up a chart of different times, and to
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work out exactly what had to be done by cenam times,
or within certain time restrictions.

INTO ENGLISH

The next stage is to convert the conditions into a plain
English format. Commands from GAC such as IF (VERB34
and NOUN3 and CARR3) MESS142 EXIT can be
converted into statements like: ‘If “EAT/SWALLOW
TABLET” typed and player has tablet, then print “You start
to feel drowsy and fall into a deep sleep...

This process is carried out on TVERY hig
priority condition that is independent oi any specific
location. I have listed a few examples directly from my
paperwork below:

If “GIVE MONEY” typed and not carrying MONEY:
Print”You have no money”, (WAIT)

1f “SWITCH TORCH OFF” typed and torch is on:
Print”You switch the torch ofi”, flag torch as off, (WAIT)

If “ASK LOCKSMITH + something” and he’s NOT
present: Print”He isn't here”, (WAIT)

The above are all low-priority commands that are based
on what the player has input. The high-priority
commands, as I have said before, are assessed before the
player has entered any command. Such lines become, in
plain enough English:

1f TURN=83 (Time=7.50pm): Move guard out of
adventure

If TURN=149 and locksmith has wax (Ti .00pm):
Put locksmith in Rico’s bar and flag that he is lhere

However, there are occasional lines where the “jas
remains. One the ones in Cranmore that relates to
displaying the time has ended

If (TURN>248 and FLAG 28 IS SET but FLAG 34 IS

RESET) (1.20am or later): “A guard grabs you....”, EXIT

JUST THE ROOMS

When all that is done, only the rooms remain. Near the
start we saw a small example of one location - it was
location number two. Knowing what the VERBs and
NOUNs are, and what the different flags and counters
do, we can translate all of that into very plain sentences:

Location 2: South to 9.
Inside the locksmith’s shop. The door is to the south.

*If you have just entered the locksmith's shop he will ask
if he can help you.

If you are carrying the wax in which you have made an

ADVENTURING

ion of the key, and you give the wax to the
locksmith then he will agree to meet you at Rico’s at
exactly 10pm.

1f you ask him anything else, he will just shrug his
shoulders.

The asterisked entry corresponds to a high-priority
command that is directly related to this location. You will
notice that now we have only three entries and not the
five we had before. The first line corresponds to “IF
(CTR(54)=1) LF MESS63 END". Counter 54 keeps track of

many turns you have had in the shop. If it is one
then you have just entered. MESS63 displays message
number 63 which is the greeting. The two high-priority
commands that are missing are “INCR(54) END” and “IF
(NOT(AT2)) OCSET54 END". They are left out of the
English translation because in simple terms there is no
need to translate them. The first would be “add one onto
the number of turns in the shop” and the second would
be “as soon as you leave the shop el the computer you
are not in it”. There is no point in putting them in the
literal translations of the raw code.

ALL THERE IS TO IT

w that is done for every single location in the
adventure, some having no associated sentences
and some having ten to fifteen. | hope that you
have understood everything that I have said and
that I have put an end to your curiosity as to
how | am able to

ng on a
is to draw up a
tial list of location numbers. You will
probably have noticed that in the past articles,
no location numb g - it starts at
and runs on to two, three, four, all
the way to the final one. However, in the “raw”
many numbers are missed
. For example, Cranmore uses locations 1 to

18, but then skips to 20, then 24, 2
then 30 and so on. My last job is to make sure
that the order in the final series that appears in
g from one,

the magazine is corre
through every number to the maximum.

So now you know the secrets. | have taken you
on a very quick guided tour of the methods
involved. The final booklet that tells me
everything about Cranmore is fourte
thick and contains information about every
- and high-prior

in where necessary. From start to
finish, working on an adventure non-stop, the
process takes what may appear to be a long time
- seven days. Bear in mind there is a lot of typi
to be done!! Now then, where did I put that
February disk? Perhaps now I’ll be able to sit
down and actually play through the Cranmore
Diamond Caper!
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ADVELILARLRITIN

Jason Finch ca

g Adventure Writers

This month we are going to discuss possible
programming techniques for the main body of the
adventure. You will find out what the basic
methods for recognising and acting upon
commands are, and you will discover how you can
get the computer to react quite simply by
displaying various fixed reports. On this month’s
disk you should find two more picture files for the
final adventure that we are working towards -
they are prefixed with the word PIC. As always
these have been done by my graphical artist
friend, Doug Sneddon, down there near Salisbury.
Many thanks to him for them. If you would like to
see these two pictures then you can use the
MODULES program that | presented a few months
back. You will first have to change the number of
files accepted by the BASIC program which
shouldn’t cause too many hassles.

Right then, how many of you have used the Graphic
Adventure Creator from Incentive Software? The method
used for designing adventures in that is a pretty standard
method and is similar to the one that | shall be explaining
here. It relies on you having your adventure split up into
locations. You then have a group of things that are done
before an input is requested from the player, a group of
things that are done immediately after the input is
received, and a group of things that are specific o the
location that you are in, which are also done after the
player’s input has been received. There are different
methods though and | shall discuss both the above and
one of the latter below.

GETTING YOUR PRIORITIES RIGHT

If there is to be a witch in your adventure that looks at
you as soon as you enter her cave, you will need a
comment such as “The witch turns and stares at you with
an evil glance”. This would need to be displayed
BEFORE the prompt “What now?” or similar appears.
However, something like “The witch follows you” would
want to be displayed AFTER the input has been received.
These two types of situation need to be distinguished and
you would use a GOSUB command to jump to the
routines that do the HIGH priority commands - those that
are issued before you enter any command, and then one
to jump to the LOW priority commands - those checked
after you enter a command. Whatever method you use

for the other bits, these routines are vital.

METHOD ONE

For the rest of the adventure, there are, as mentioned,
two methods that you can use for distinguishing what can
be done. The first one is as follows. Each location can
have its own conditions and checks that are contained in
one subroutine. You can use an ON L GOSUB
XXX, XXX, XXX... command to jump to the different ones.
Each location can have any number of checks and these
are often based on what has been entered. For example,
you may want to see whether the player has entered
“TOUCH CAULDRON” so that you can display the
message “The cauldron contains boiling liquid and burns
you instantly”. It would be pointless doing this check as a
LOW priority condition because it is only concerned
with the one location - the one in which the cauldron is
placed. Other things specific to certain locations can be
counters. For example, each time you are in the cave,
you may want to increment a counter, and when it
reaches a certain value have the witch grab you. Again,
this counter and its appropriate messages only apply to
the one location. Each location has a subroutine to check
the player’s INPUT and the response that is required, as
opposed to method two which...

METHOD TWO

Is the opposite way around. Each VERB in your adventure
has its own subroutine. After a verb has been recognised,
you jump to the subroutine with something like ON V
GOSUB xxx,Xxx.... The “TOUCH CAULDRON” example
would then be handled as follows. TOUCH would be
detected as a verb and the computer would jump to the
appropriate section of the program. You then check to
see whether the location is equal to that of the cave, and
if it is you do a further check to see whether you have
used CAULDRON as the NOUN. If you have, it prints
the appropriate retort. You see then that with this method,
each verb has a subroutine to check the player’s
LOCATION and the response that is required.

THE BRAIN

Whichever method you decide to use, it all needs linking
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together into a section of the program that | am going to
call the brains of the operation. Forget the patser for a
moment - that just works out what you are saying. The
brain has to work out exactly what you mean, and
exactly how to react. The structure of the brain is shown
below as a rough sort of English

BASIC section:

(start)
GOSUB high

IF dead=1 THEN do death
GOSUB input

GOSUB parser

GOSUB low

IF dead=1 THEN do death
ON L GOSUB x,x,x...

IF dead=1 THEN do death
GOTO start

This may seem to be a bit over simplistic and a bit
morbid with all the comments about death, but they are
just checks to see whether the adventure is over, either
by the player having been killed, or by him quitting
(which will have been detected by the general low
priority commands in “GOSUB low”). You can see how
the structure of the brain is put together and in what
order the routines should be called. | have used above
method one whereby each location has its own
subroutine. It is not vital that it is done that way, but it is
a lot easier.

That really is all there is to programming an adventure in
theory. What a bold statement | have just made. Of
course the reality is much more difficult because we
can’t just say “GOSUB input” and have the computer
know what we mean, we need to program an input
section, and you will find one in the MODULES program
that was provided a few issues ago. That is a rather
decent subroutine that you should find satisfies your
needs. The next important thing to discuss are reports of
what is going on in the adventure. These take the form of
text that the program displays either BEFORE or AFTER
the player has entered his input. For example, “You
examine the chest and find that it is locked” is a report,
as is “The cave is dark with water dripping from various
areas of the rock roof. To the east the tunnel continues”.
The latter report is just a special one - a location
description. The easiest way to store these reports in
BASIC is to have them as string variables. You can READ
them in with DATA statements if you like but you will
need some way of connecting them together to form long
strings. Next time I'll provide you with some example
messages and show how they would be displayed and
used 10 the best effect. To display a report, you simply
have to do something like PRINT RP$(3). If RP$(3) was “It
is locked.” then this can be used each time that you try a
locked door, or attempt to open a locked chest.
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IS THAT ENOUGH?

Yes, | think it is. | have given you plenty to be going on
with, although it may not seem like it. You can now start
wiiting down on paper what conditions are required in
certain circumstances and what sort of messages need
displaying. If you are having difficulties in programming
the commands successfully, then be patient and next
time I'll give you a chance to see how | have done it.
Until then, which due to this series being bimonthly, will
be September, good luck with your designing. | look
forward to seeing some of your creations when you have
finished them.

If you have any Ideas, Hints, Tips or
Suggestions that will he of interest to
all the other readers, put it in a leter
(or on a postcard if you don't feel
like writing too much) and pop it into
one of the reepticals below to;
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ON THE DISK

A simple Memory Transfer program for

novices wishing to learn more about

memory management - LEE BAMBER

The MEMORY TRANSFER program is a very useful utility
1o keen progfammers and novices, for it does more than
just transfer memory. It explains what it is, why its used
and how. By the time you have used this simply utility
you will have climbed another rung up the ladder of
memory management

Programmers move memory around to suit their
programs. If not, they could end up with a major
problem, no room left for their code, for example.
Screens can also be found and moved around to suit your
purposes, be it business or pleasure.

All relevant information is on the disk but | will give you
a quick explanation here to show you the workings of the
program. The MEMORY TRANSFER has three
OPTIONS/COMMANDS. (Two of significance, and one
for quitting the utility). The first of the options is
MEMORY TRANSFER, this transfers selected memory
locations around the computers memory. It uses
questions to gather the relevant information needed to
carry out the operation. The second is a MEMORY
VIEWER, which enables you to see what you are
transferring, and where you have transferred to.

TO BEGIN

On the disk, along with the main utilty, is a short Basic
introduction to the program. Select it from the main CDU
menu, or alteratively, load it directly by the command
LOAD”MEMORY TRANSFER”,8 when the READY
prompt appears type RUN. After the introduction has
finished, you will be prompted to load in the main
MEMORY TRANSFER utility.

SAVEing BLOCKS

If for any reason you would like to save a specified block
of memory, use the following formula;

PRINT (start address)/256  <RETURN>
<XX=High byte start address>

PRINT ((start address)-XX*256) <RETURN>

\ 7 <YY=Low byte start address>

Now do the same but replace (start address) with (end

address) to give the HIGH and LOW bytes of both the

start and end addresses needed to operate the save

program. Use the following formula to save the specified

block of memory.
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SYS 57812”(filename)”, 8,1
POKE193,(HB SA):POKE194,(LB SA)
POKE174,(HB EA):POKE175,(LB EA)
SY5 62957

(Where HB
Address, EA

High Byte,

LB = Low Byte, SA = Start
nd Address).

You should now have a file on the disk which contains
the memory block between the two addresses.

ERE_IS_A SCREEN I

RE
ALE

H
S

AND HERE IS AN EMPTY AREA IN MEMORY:-—

CAUTI_ON

Do not transfer memory blocks between locations 2043
4010 for the MEMORY TRANSFER program resides there.
1 hope you enjoy using this simple utility, and that it gives
youa better insight into the art of memory management.




BACK ISSUES

NOW IS THE TIME

TO CATCH UP ON ISSUES
YOU HAVE MISSED

The following back issues of CDU are still available direct from ALPHAVITE PUBLICATIONS
LTD. Please note that if ordering one of the following back issues, you will receive a copy of
the disk, along with photostat copies of instructions for the relevant disk programs ONLY.
These back issues cost £4.50 each which includes Post/Packing. Please make cheques/Postal
Orders out to:- ALPHAVITE PUBLICATIONS LTD (Allow 28 days for delivery).

vDesu:NsR Tidy up your disks with this

itor/Design
TEXT ENFIANCER - Improve your text displays.
T et what it takes to be a gangster.
PLUS - A supetb Character, Sprite and Background

s;a guN Al the thrlls. of the slopes with this game.
RITE PRINTER - Dump your favourite sprtes onto your CBM

m No,z JANIFEB ‘88

oISk | uBaAmAN Keep track of what's on what disk.

DISK MATE - Handy por disk functions.

N% UXE PAINT - A superb low-res drawing package.

A ok G those character seis you like for your

;ﬁlz{m o e for the ek garme.
-UP - Can you win at this dice game?
- Ou first prograrm for the €125,

vel.‘ 1 No.3 MAR/APR ‘88

|SUPER-TACT - Tactics are the essence of this game.
ﬂifsosmsucz A shoot-em-up that's deceptively different.
'C-ZAP - Speed is the name of the game with this compiler.

- A comprehensive Basic extension.
TAPE ARCHIVE fe and back up your disks.
_p«xaqnmcn Running out of memory/disk space? Not

Pswb&! Muu facility machine code montor.
DISK LIBRARIAN -An upda\ed version of DL.
(5 ;E 2\3410

v €128 owners - load C64 progs at
VQL 1 Mo 4 MAVIJUN ‘88
' DRUMSYNTH - Percussive programming.
€128 PULL DOWN WINDOWS - Windowing for the C128.
TOKENISER - Word-process your Basic programs.
(C-CAD - Enter the world of Computer-Aided-Design.
BASIC C R - Squeeze up your Basic programs.

SANTOLUS - A demanding smooth-scrolling maze.
ATLANTIS - Explore the lost continent.

VOL 1 No.5 JUL/AUG ‘88

DISK TOOLKIT - The Editors very own comprehensive utility
for disk users.

RELOCATOR - How to move your machine code.

MIND GAMES - Unscramble the Presidents brain.

3-D BREAKOUT - Bash those bricks in 3 dimensions.

PEGGY 128 - An amusement (or €128 owners.

ORRERY  Planetary positions computed.

MESSAGE CONSTRUCT!O\I KIT - Full-screen scrolling
messages

VOL 1 No.6 SEP/OCT ‘88

SCORPION - If it moves, kill it.
COLOUR MATCH - Tailor your 64 screen colours to your own

taste.
C128 SPREADSHEET - Accounts can be simple.
ESCAPE - Can you find a way to escape the Nazis?
STARBURST - Your chance to save the galaxy.
S Using Sprites for your game scores.

DIT - A tactical numbers game.
LOCATION FINIDER . Find e what that bit f code’ upto.
FRACTAL FROLICS - Fun with the Mandelbrot set.

VOL 2 No.1 NOV/DEC ‘88

CDU FORTH - Escape from Basic with our compiler.

TEXTED - Word-processing made easy.

EXTRACTOR - Build up your sprite library.

WINDOWS 64 - Generate windows painlessly.

ZMON - Program your C28's Z80 chip.

CRIBBAGE MASTER - A C64 first, this program plays a mean

EBLvIONI- Fight off the deadly Janoids.
VOL 2 NO.2 JAN/FEB ‘89

DISK TURBO - Speed up your disk access.

BLASTBALL - A bat ‘n ball extravaganza.

COLOUR BIND - A sliding block problem with a difference.
BORDER SPRITE - Make use of those screen edges.
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BACK ISSUES

NOW IS

TO CATCH U

THE TIME
P ON ISSUES

YOU HAVE MISSED

The following back issues of CDU are still av.

ailable direct from ALPHAVITE PUBLICATIONS

LTD. Please note that if ordering one of the following back issues, you will receive a copy of

the disk, along with photostat copies of inst
These back issues cost £4.50 each which incl
Orders out to:- ALPHAVITE PUBLICAT

m No.1 nawnsc 87
DIRECTORY nesucnex Tidy up your disks with this

litor/Designer.
TEXT ENHANCER - Improve your text displays.
MOBSTER - Have you got wh it takes to be'a gangster.
3 INTO 1 nus A superb Character, Sprite and Background
Editor.

5K1RUN - Allthe thiils o the slopes with this game.
SPRITE PRINTER - Dump your favoutite sprites onto your CBM
printer.

VOL 1 No.2 JANIFEB 88

g ‘RJAN
DISK MATE - Handy pop-up disk functions.

INOLUXE PAINT ~ A superb low-res drawing package.

TEXT CRACK[R Grab 1 th)se character sets you like for your

% .can you win at this dice game?
128 - Ou first program for the C128.

:vot. 1 ma MAR/APR ‘88

Keep track of what's on what disk.

ww«m.mwmr game.

SUPES Tactics are the e ossence of this game.

CHAOS m SPACE - A shoot-em-up that's deceptively different

C-ZAP - §y s the name ol!he gpmewnh this compiler.

ASIC+ - A cmrehe]\slve Basic extension.
Py

]

disks.

ructions for the relevant disk programs ONLY.
udes Post/Packing. Please make cheques/Postal
IONS LTD (Allow 28 days for delivery).

SANTOLUS - A demanding smooth-scrolling maze.
ATLANTIS - Explore the lost continent.

VOL 1 No.5 JUL/AUG ‘88

DISK TOOLKIT - The Ediors very own comprehensive ity
for disk user

RELOCATOR = Howio nave your tmshine dode.

MIND GAMES - Unscramble the Presidents
3-D BREAKOUT - Bash those bricks in 3 d\m@nsmns

PEGGY 128 - An amusement for C1 28 owners.

(ORRERY - Planetary itions comy

MESSAGE CONSTRUCTION KIT < Full-screen scrolling
messages.

VOL 1 No.6 SEP/OCT ‘88

SCORPION - If it moves, kill it
roLOuR MATCH - Taor your 64 screen colours to your own

126 SPREADSHEET - Accouns can be simple.

ESCAPE - Can you find a way to escape the Nazis?
STARBURST - Your chance to save the galaxy.

SCORE KEEPER - Using Sprites for your game scores.
ADDIT - A tactical numbers game.

LOCATION FINDER - Find out what that bit of code's up to.
FRACTAL FROLICS - Fun with the Mandelbrot set.

VOL 2 No.1 NOV/DEC ‘88

COUTORTH Fresbe from Basic with our compiler.
TEXTES made easy.

L 11 - An updated version of DL.
Mt@kocr ~iFor C128 Eihr Sllsdd o progs at

noggEE:
fieietos

DDRUMSYNTH - Percussive programming.
€128 PULL DOWN WINDOWS - Windovingforthe C120
TOKE process your Basic progeai

C-CA D Enter mewoﬂd of Computer-Aided- Desle,n
BASIC COMPACTOR - Squeeze up your Basic progrars.

BATRACTOR - B up your sprite library.

WINDOWS 64 - Generate windows painlessly,

ZMON - Program your C28s Z80 chip.

CRIBBAGE MASTER - A C64 first, this program plays a mean

BBLIVION! - ightof the deadly jancids.
VOL 2 NO.2 JAN/FEB ‘89

DISKTURRO - Speed up your ik access
STBALL - A bat n hall extravaganza.
COLOURBIND A sliding block problem with a difference.

BORDER SPRITE - Make use of those screen edges.
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ubscribe
now B | |

And Save £9

OR KICK YOURSELF FOR THE REST
- OF THE YEAR . . .

We've gone mad and are offering you the opportunity of rec
Commodore Disk User’s next twelve issues for the staggeringly low price of
£30*if you live in the U.K. We will even post it to you free as well.

The current price of Commodore disk user for 12 issues is £39,

howeverif you are smart you can save £9 by subscribing to this ofer, so don't delay the offer ends June 28th 1991
CDU is the only magazine worth considering in the world of the serious C64 Commodore user.

Published monthly -
CCOMMODORE DISK USER is the answer to every Commodore computer owner's dream. The disk supplied with the
magazine contains a variety of ready to use, high quality computer programs — no more lengthy typing in of listings. The
scope of the programs is wide, varying from games to business software and high-powered disk utilities - and the disk would
retail for at least £50.00 if bought independently.
Of course, that isn't all. The magazine, besides containing full and comprehensive instructions for using the disk, is a
complete computer journal in its own right, with news, reviews, programming, competitions and general interest features.

PRIORITY ORDER FORM
EE O N I B B B BN BN BN B e e .

issue.

Please commence my subscription to Commodore Disk User with the
der for £, de payable to ALPHAVITE PUBLICATIONS LTD.

1
EREREE AR SREE)

Tenclose achequelp

OF Qebit £.vcceerfom my AccessVisa Card No:
I viidion...... ey
B Wine
|
Post code

Cut out and send this form with your remittance to: SELECT SUBSCRIPTIONS LTD.
Offer ends JUNE 28th 1991

5 RIVER PARK ESTATE, BERKHAMSTEAD, HERTS HP41ML I
- Frgap——— |

* Raes refer to subscriptions sent post free to UK addresses. Overseas rates on request.




PROGRANMMING

8 PRINT"Track number is: “TR,"Sector number is:
“SE ;print them out
9 GOTO4 ;Repeat process

BUFFER POINTER:

Suppose you wish to read the diskette name from
within a program. As you know the name starts at
jormally you would
and ignore them.

buffer, the buffer
ically by the use of

channel
cess file
contents of desired

1 OPENS,8,1
2 OPEN4,8,4,

3 PRINT#8,"
Track/sector into
INT#8,"

start reading fro

where we want to

ame
)THENS ;If shifted

next letter

BLOCK-WRITE:

Block-write, is used in conjunction with the block-
read command. It allows one to write the contents of a
buffer onto the disk at any desired position. The
command does NOT alter the contents of the
buffer.(You do this task yourself). In the following
example we will be changing the disk name that we
read with the previous example.

1 OPENS,8,15

2 OPEN4,8,4,"#"

3 PRINT#8,"U1:"4;0;18;0
4 PRINT#8,"B-p:"4;144

5 X$="NEW DISK NAME"

6 IFLEN(X$)<16THENX$=X$+CHR$(160:GOTO6

7 PRINT#4,X$; ;Change the contents of the buffer

8 PRINT#8,”U2:"4;0;18;0 ;Write contents back to
disk

9 PRINT#8,"1":CLOSE4:CLOSEB:END ;Re-intialize
drive and finish

BLOCK-ALLOCATE:

When using Program, Sequential or Relative files on
a disk, the BAM is being constantly updated as to

blocks that are allocated. This prevents blocks from
being overwritten. However, when we use Direct
Access files, these are NOT allocated in the BAM,
therefore there is a danger that they could be over-
written. To prevent this from happening we can use the
Block-Allocate command If we try to Allocate a block
that has already been allocated, we will be given the
error message 65,NO BLOCK,T,S (T and S are the next
higher numbered free blocks available).

allocated blocks and marks them

NOTE: Allocating and freeing blocks has an effect
only on blocks that are used by Prg,seq and rel files by
the DOS. The B-W and B-R commands do not check
the BAM before overwriting blocks. Using these
commands you can write to blocks marked as allocated
in the BAM. If, for instance, you have a disk that
contains only Direct access files, it is unnecessary to
allocate written blocks because no other files will be
written on the diskette. Therefore in this case you could
use the directory blocks in track 18 and therefore have
672 blocks available on the diskette.

To give you an example of the use of this. One could
store a menu program onto track 18, thus space on the
diskette is not wasted by the menu.

BLOCK-EXECUTE:

Block-execute is used when you wish to read a
block from the disk into a buffer then execute the
contents as a machine code program. The syntax for the
command is: B-E channel drive track sector. When
using the B-E command, the buffer number is usually
given in the OPEN command, just in case the M/C prog
is not relocatable. IE: OPEN4,8,4,"#2".




1 OPEN8,8,15
2 OPEN4,8,4,"#2"
3 PRINT#8,"B-E:"4;0;14;6

This would read the contents of track 14, sector 6
The B-E command is used inconjunction with the B-R
and Memory Execute commands that follow.

that s to be read
CHRS$(number) is the OP
indicating how many bytes to

In the following two examples, example 1 shows
how 1o read how many free blocks are remaining on the
disk. Example 2 shows how to read the disk name.

1 OPENS,8,15

2 PRINT#8,"M-R"CHR$(250)CHR$(2)

3 GET#8,X$:IFX$=""THENX$=CHR$(0)
4 PRINT#8,"M-R"CHRS$(252)CHR$(2)
5 GET#8,Y$:IFY$=""THENY$=CHRS$(0)
6 PRINTASC(X$)+256*ASC(Y$)

7 CLOSE8
1 OPENS,8,15

2 PRINT#8,"M-R"CHR$(144)CHR$(7)CHR$(16)
3 INPUT#8,X$

4 PRINTXS$

5 CLOSE8

Memory write is the complimentary command to
Memory read. Writing can only be accomplished to
DOS Ram, page zero, stack and the buffers. It is
possible to send more than 1 byte with this command.
The command syntax is s follows:

M-W CHRS$(LO) CHRS$(HI)
CHR$(DATA) CHRS(DATA) etc efc...

CHRS$(NUMBER)

Finally, the Memory execute command will call up

PROGRANMMING

and execute a machine code program that resides in
DOS memory. The routine MUST end with an RTS. The
syntax for the command is as follows:-

M-E CHR$(LO) CHR$(HI)
You can not only execute your own routines written

with the use of the M-W command, but also the DOS
ROM routines.

So now that we have ski

H. You can prevent direct
nto memor,

1. You can recover lost or d

J. You can create data struct
not normally recognise

K. You could place a ment program wr
directory track,thus saving space
L. You could put a simple form of ‘Protection’ on the
disk to prevent

illegal pirating of a file.

Really the list is boundless. Only your own
imagination will set the limits of what can be
achieved by the use of these commands. | cannot
stress the importance of making sure you do not use
important disks for your experiments.

As you are no doubt aware, the 1541 uses the
GCR, (Group Coded Recording), method of storing
data onto the disk. If you want to know more about
this method, | refer you to ‘Your Commodore’, issue
JUNE 1986, page 75-77. All | will say on the subject
is that by using this method, more information can
be stored on the disk than you think is possible.

| hope that this article as given you a better
understanding of the 1541, and of how to use it.
There are many things that I have left out, but these
are all covered by the many publications that you
can buy. There is not enough space here to explain
everything in detail. Study the listings of some of
the programs in this issued, and of previous issues.
Practice, Experiment but above all else.

ave fun!!!
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PUBLIC DOMAIN

ONLY POOLS AND HORSES

Every progemwitsntya mathematician who has spent many

04, Gl in
SOFTWARE Orab. 1561 i industry, Programs that utise the tred and
wonrmacus, . | | Tuwmeoh vty ki mrared Vit i ot e professional, not pie in the sky theories
B s sooria.. 0930~ gor....e1175 that fail to pass the test of time.
Al divks are £2.95. each 6510.....£11.50 FOOTBALL BOXFORM ' Wiitten by a former pools expert for
16526......£11.95 g;:;:-}mgﬂ o, Littiewoods. The program has forecast over 50% more draws than
NOW FOR THE+4 (0581 £1495 u e2200 | | would be expected by chance.
From £3.75 per Disk. 308 o Home f merit and
Send SAE o phone for free Hesbomtfoi
catalogue (state model) Sehuury Wltative, 591 380 =
Kingsway Computers included inthe price.

S!mpes

smm-lu 52258 COMMODORE 64/128

'SOFTWARE LIBRARY.

o4z 750623 1 0742 760222

POOLS PLANNER by the same author. Full details given of 369

easily entered block perms ranging from 9 to 73960 lines and

from 12 to 56 selections. All are accepted by the pools firms
and are checked in seconds by your computer.

into the program)

Atfebenboshp - 7Dayie
Updator

HOME WORKERS WANTED e

{Maiing Enveropes) 3 pr .

STAMPED SAE 10

MAT KIZA i

27 WOODSIDE "-‘05 14 CHIPENDALE COURT, BELFAST, BT10

GLascow G37a &5

peedily p
order of merit for each race. Designed for flexibilty allowing users to

CLASSIFIED COUPON
ALL CLASSIFED ADVERTISEMENTS MUST BE PRE-PAID.
THERE ARE NO REIMBURSEMENTS FOR GANGELLATIONS.
CDU CLASSIFIED DEPARTMENT, ALPHAVITE
PUBLICATIONS,

TTERS LANE, KILN FARM, MILTON KEVNES, MK11 GHF.

olumn cm minimum size 2cm. Series discounts available

fenciose my Chiqua/Postal Order or £ for.
madi payable to Alphavits Publcatns.
Joto as necessary)

i A B B

“ACCESSVISA
GARD NO:

insertions.

acclaimed HANDI CAP WINNER - more than 1000 winners every year -
over 25% of them at 5/1 or better. Order two or more and receive FREE

aprogram
towork out aimost any bet. So good its used by bookles,

Prices ( Tape ) £15.95 each. £25.95 any two. £35.95 all
mrn. For discs please add !2. per program.

Advertised for Six years in the sporing and computing press.
BOXoft CLEVER.. GET THE BEST

BOXOFT (CDU), 65 Allans Meadow,

Neston, South Wirral L64 95Q
B Chque/ PO./Access/Visa Tel:051-336-2668 5
BEC B & MASTER,

LISPECIAL OFFERS L1 OTHER

fgnature:
IFORSALE (1 SOFTWARE

SPECTRUMS.

ﬁ TO ADVERTISE

ON THIS PAGE
OR OTHERS
TEL: 0908 569819
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mistress of the daxk-

Hour upon hour of A SUPERB FANTASY o Hundreds of locations in
addictive entertainment ROLE-PLAYING GAME and around Elviras Haunted
Castle
= Totally icon-driven for ease WITH OUTSTANDING A e e
of play GRAPHICS AND GAMEPLAY #7140 1 1o Kaights andl
Turbo disk loading guaran- Monsters.
tees fast graphical access 4~ Over 1 Megabyte of game code e Includes instructions and
supplied on 3 double-sided disks *  secret spell book for mixing
¥ An Award Winning game spells and potions

TR

@éb Tt
*

CASTLE RAMPARTS GARDENERS SHED CASTLE ARMOURY
CBMG4 CBM64 CBMo4

AWESOME QUALITY: THE BEST FRP EVER SEEN ON THE CBM 64

ELVIRA rescues you from the
Jailers cell and sends you on
an unforgettable mission to
dispose of the spirit of her
great great grandmother
EMELDA. On your travels in
and around the HAUNTED
CASTLE you will come across
some of the most weird and..

---EVIL monsters and beings
you have ever encountered
From UNDEAD KNIGHTS
to the CATACOMB BEAST,
WEREWOLVES to a VAMPIRE,
and of course wicked
EMELDA herself, this is the
challenge that you will play
AGAIN AND AGAIN!

A KNIGHT FIGHTING THE BLACKSMITHS FORGE
8 CBMG4
ALL SCREENSHOTS
s FROM CBM64. For information about the Elvira Fan Club:
/4 14755 Ventura Blvd.,

#1710, Sherman Oaks, CA 91403, USA
DESIGNED BY HORROR SOFT LTD

FLAR

ToW-ARCE

Elvira image © 1990 Queen 'B' Productions. Game design © Horror Soft Ltd. Game and all other materials
Flair Software Ltd. Elvira and Mistress of the Dark are the Trademarks of Queen 'B' Productions.
Available from your local dealer or direct from Flair Software Ltd, The Smithy Side,
7 Belle Villas, Ponteland, Newcastle Upon Tyne. NE20 9BD  Priced £24.99




Get the most out of your Amiga by adding:

-ilplete Colour Solution”

‘The Worlds ultimate creative leisure product for your
Amiga. Capture dynamic high resolution images into
your Amiga in less than one second.

And Look No Filters
ges can now be grabbed from either colour

wdeo camera, home VCR or in fact any still video
source. The traditional method of holding three
‘colour filters in front of your video camera is certainly 2
a thing of the past. Because Vidi splits the RGB 2
colours electronically there are no focussing or *Actua uetouched digisd serenshot*
‘movement problems experienced by some of our
‘slower competitors. ughnng |sabolass of an issue Features ...
as light is not bsmg out by lens filters. Put all "

I an already proven Vidi- @ Grab mono images from any video

ination =

oNtheAMGE. o Digise up e 16 mono
)

* *Full colour demonstration disk available for only £1.95 to cover P&P.**

6 Fairbairn Road, Livingston, EH54 6TS. Tel: 0506-414631 Fax: 0506-414634

urce
@ Capture colour images from any still
video source. &

Limited




