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The printer commands include “control
codes” and “escape codes” the
control codes are _for non-printing
coanands ie. line feed and setting

the tab's etc. The escape codes are
for certain print attributes, lnke
entaraina print, underline and bold e

That “is” enough of the technical stuff
I an 2 user not a programmer.

Now tet's look at it from my point of
view as 3 user. MWhat made me choose
this printer ?

Hell that is easy to answer. RAs I an
out of work at the moment and I
do not have between 150 and 250 to
o into & sho and buy a printer,
{no I did not steal it)

) l?ﬁked tthroug{l‘ui ?ny vife's Kays book
n ere _it was
?or Just 38 weeks 3 ? 5. and that
price I could afford it

What do I like a3bout it ?

Everything really. it's quiet.fast

it's easy to use. it makes the tea
(just kidding), it onlu takes about 10
seconds to change the printing head/ink
cartridge. The printer can handle all
sorts of  paper. fan fold. tractor
fed paper. and single sheets up to 9
inches vide, it will even print on
But the nost

inportant thing I Llike 3bout it is the
quality of printout.  You ft Say
as  heppy  with thiz little prmter

even if it ic 3 Commodore.
What don't like about it ?

Hothing. it's Great (no I don't work for
Commodore;.
Here is a little tip I would  like

to pazs  on,  the pflntm% head come
ink carf'ndge costs about 1%, and they

do not last very long if, lke me, You
use Poue» nage ano fidvanced Art Studio.
Lonmodore that they can

be re- (lled NOT S0, just qet 3
grmge Needle from  your local
Chenists and 3 bottle of ink. inject the

ink inte the rubber bladder inside the
ik cartridae and put @ dab  of

PLEASE NOTE|

This issue brings tc & close

# and other articles.
arne Snell - printer article
§ and to you all for your help

superalue on_ the hole. This will cc'cl
you about S or 40p a time and takes
about two minutes, much better than payu.g
full price each time.

So there you_ have it. a ver good Uttle‘
prmter, if I was to rate % ctween one
§ ten I would have to give it an eleven !
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Peter Campbell INTERVIEW
By fingela Cook

Peter Campbell .. Hho's he.. Oh ! isn't he
the one that sunf vith Peter, Paul and
Mary. _ No. mpbell is the one that
runs CHHPEBSOFT that brilliant Company up
tfn Scotland of Video-Master and Microdesign
ane.

I decided to talk to Peter,
afford the phone Dill. 50
dark spirits in my Crystal

temporary line instead (Look out
been at the wine guas again..ED)

but could not
sumnnoned the
Ball to make 2
she's

Peter owns two 6128's one
being a plus.. For 3 minute
aftervards I would have
sworn that I heard hin s3
he alse has s PC 286 but g
the Crystal line went funpy' >0 ;
:ﬁ. that point. never can rely on these
ings-

The dark spirits asked him why he decided
to start deing what he does.  Feter said
he was dlssatnshed bE the prograns by the
programs on the CPL, as they were. and
set” about improving the situation. He said
his aim for (Caspursoft was to contmw to
expand. He is working on 2 ﬂpplenac zgépe
WINF =*en that will  work

ex ande 464's. This  will run fro«-
ROM’ and  will even operate nost PDH
ccmnande vith no_need to fils

the pipeline is HICROBESIGN TUO for oi?.?s
only...Release date Harch-fpril. He did
also mention something about blager proflt

margins of course.  (Till he your
wine gums see the advert..ED)

Feter thinke the CFC is a superb home
conputer, hn= favorite softuare is 2MF,

which i a Comms package. Discology. RTF.
Elite. and his favorite piece of hardware is
the ROM Box. His favorite colour is Black
Peter has his walls painted black in his
Computer-business room.

Now before you all say Yuk.it is supposed
to be quite nice Peter has put wup
ictures createa with Microdesign on white
oders, ¢p§¢ren tly very nice.

the Bonzo Data base sheets |I asked eter about the supposed denise
brnging the _total transfers {of the CP(. He had only one word. it was
d co far to 142r.Keep sending. art of the nale species anatomy. He
lso  the last of the hink it is quite untrue.  He says that
acking  Guide  sheets. My |uhatever happens, fanatics will keep the
sincere thanks to Higel Mells [CPC going.
nd Barrie Snell for these
rticles.  Also thark you to |Rside all that peter is a very nice man.
artin Cossins -Bonze Series ﬂajﬂfl ? of thes are. He has a genuine
B Rngela Cook - Games Dept love for the CPC and the work he is doing

o it ANGELR COOK
(HICRODESIGN 2 Will we get @

review ?.ED)




THE BASICS OF IT ALL

w
BETTER PROGRAMMING by BARRIE SHELL
Last tine we looked at the probles of how to get

from the wuser into the computer’s

single-keypress inputs
vith a siaple subroutine to solve

memory, and came  up

it, with some associated stored strings necessary. to
revent ‘crashes’.

e’ll need that subroutine again this tine  where we
look at getting nmultiple- keypress inputs from the
keyboard. 1e. for every character of the nultlple-
keypress subroutine  we shall CALL
single-keypress subroutine for verification upon return
These Llittle routines are for those of you who may

be  just starting out in writing your own programs. to
save you from doing repetitious memory-consuming coding
in ALL parts of the ~program where need to
be answered. MWe are going to
questions to a single sdbroutme You can experiment
?ndlnake thes more cophisticated. depending on your skill
eve

questions

HULTIPLE-KEYPRESS INPUT

You will need this routine for. sav.?;, asking what a
player's name may be. or askin or a 4-digit nuaber
representing a year from 1 to 9999. perhaps.

Planning Rhead.
What are the things we need to think about before we

send all of the|f

:=..either numabers or Lletters (or a3 mixture of both).
and how many of those characters are allowed in the y
nuaber or word. He have to allov the user to cancel (>
the last character(s) and to detect when the (ENTER) GUgll
keu is pressed to shov that the user has finished. "

Let's ask 3 question.

For illustration, let's ask the user to input 23 name with letters
only, and only allow a maxisum of S letters. Ne need to tell the
subroutine a few things. These ‘things’ are generally known in
conputer-speak  as  ‘parameters’. Two of these parameters will be
vhere to LOCATE the area of the screen at which the keuboard
input will be shown. Let's sau that ‘so far in_on the line’ is
variable ‘x’ and the actual screen-line from 1 to 25 is 'y’

Another parameter |s the maximuma number of characters that
are alloved to input by the wuser in his  answer. ~ Let's
denote this by the variable ‘i Yet another paraneter which the
subroutine needs to know is which particular ok$() holds the
alloved characters for the user keypresses. Represent this by ‘ok"

Now lookmg at the allowed keupresses, we only wvant letters
rom A-Z. f?u see nov hovw these subroutines can complesent

each other you were to write a ‘confirmation-code’ for
each  question mdnwdually then it would take @ tremendous
anount of coding for a medium sized program ( paradoxically making
it into a very (arge program )

The question.

"Name := (3 letters amin) =-===---- " (9 =" symbols for the
teaptate )

Let's go_for Hode 1. Where to print the repty is Locate 255 So

even begin to start writing any code in BASIC at the|y=25, u=5. Let the 9-letters maxiaum be i=9 the ok$, that is

computer? the alloved single keEBr sses that are alloved to nake up the
reply be ok$(1)="AB EFSHIJVLNNUPORSTUUHXHZ' therefore we cet

Obviously we need to know the number of  characters (o=

alloved in the user's reply so as to obuiate any mes "UP Into this ok$(1) we need to incorporate the CHR$(13)  for the

of  wour carefully-planned screen layouts It is no g (ENTER) key and CHR$(127) for <DEL) so that we now modifu ok$(1)

asking the user for, say. @ a-letterz password hen to be as foliows -

allowing the wuser to input up characters of ok$(1) = CHR$(13) + CHR$(12T) +

gibberish  and  overwriting some of the carefully arranged ‘RBCDEFGHIJKLHNOPORSTUUHXHZ“- Lower-case letters for a name can

screen.  Also  here uou have  asked or tbe handled as will be illustrated (ater on.

letters. o if the user presses any nusber keys. these

chould be 1gnored.

Hhat other things do we need to_think of" 0bwouslg we
have to detect when the TER) efg pressed,
indicating that the user  has mshed mputtmg
from tne keyboard. S0 this control character.
LHH:;,L" must be included in the ok$() as outlined last
non

Hhat else” Say that to keep (ater screens tidy you have

to Limit thn name of the user to 10 characters or less.

gou say  "Enter uour name. up to 10 letters”, it
uoul be clearer if you provided the  user with a
‘template” of 10 asterisks or 10 underline characters. to
et him see how hic ‘keu-press count” is gqoina, each
character entered over-writing an asterisk from
left-te-right. uith the nurber-gf- afterr-'Pf-fenammg
showin clearly  how  many  more  characters are
ateowec in the original response to the question Fron the
conputer.

Can you think of anything else it needs to  know?
uhat the weer pressed 3 vron? letter-key or 3 wrong
nuauer wes bu mistake and wanted to delete if?

Simple: We allow for this by mcludmg the control-code
CHR$(1e7)=CDEL> in the relevant ok$

find more? YES, there is one nore inportant  factor
when  you want the user to input nuabers only. and some
of you may be way _3hea of me on this, but for
those of gou uhn arent I'll treat this separately in more
Jetail later

‘punmarg.[

So what have we got so far? We need to tell the
subroutine where on the screen to print the question and
where on  the screen to accept the user’'s reply Also

we have to tell it what keyboard characters to accept.

INTO ACTION

Type this in and FRun it. and plaz about with the variables or
1paraneters and see what effect they have, when altered by you.
he multicle keypress subroutine shown in the example program here
can be compressed, and have expanded it here simply for

explanatory purposes.

10 REM Init
ok$(1)= CHR5(13)+CHRS(1:7)+‘RBEDEFEHIJKLHNOPQRSTUUN

REM Rsk the

vestion. Answer returned in n$.
MODE 1: LOCAT 1. PRINT

“Name = (3 letters ain)";
x= S: =5 ok=1: REM The parameters needed
REM Get the reply

: ck the re‘flg and manipulate it
IF LEH(nS)’
naneS—LEFTt(nS 1;+LOHEBS\HIDS(n$ 2)

PRINT: PRINT: PRINT Hour name is "name$
6070 33 REH Stop here

WL NN MU NUNU -
¥
[d
>~

REn Smale keupress subroutine  XXXxxx

k$="“ HILE PS'"‘ k$=UPPER$(INKEYS): WEND
§=IH°TP(0kS(9k)LS) HEND

REM Hultiple keyrresses subroutine ) 9900¢
n$="": LOCATE x.4: PRINT STRING$(i."-");: LOCATE x.u
FOR a=1 TO 44

D a=1 THEN 204
D a +1 THEN 204
EN =i+l .
EN PRINT CHR$(8) "-" CHR$(8):
RINT k$.:

a=a-2: n$=LEFT$(n$.a)

P OO0 DOWNOOODW

MU NUNJNONJINUNUN 5 e 5 A e - LD L
-&MO@(‘\-&NQLD?‘_)O\—AN':

OO

a$=n$+k$

Ny
g
ooy

e




BETTER PROGRAMHING continued.... [

‘ Look back over your oun Pprevious Fproaran: |
Ue needn't be concerned about how  the =m le Pef ress subroutine works [204" <o if you can adapt them to get ric |

because it was covered in detail last issue, bL to say that it is|of a0y unnecessary  60T0s  and i o
repeatedly called by line quaber 204 of the  multiple keypresses subrouting, | “grop= 4 . use '
and it returns k§ as its s'vlngle character output vith !uhlcg' build up n§ | droP-throush’ principle instead

tor return to the main program also returns @ variable. u vhose valve
depends on what key has geen pressed ggménsto Itertfaﬁgu Fgggg% 33%&:“3&5 e @
InpU

know the composition of our ok$(1)  which has as its first character
fHRt(i’) to detect if the CENTER) key uas pressed if so. then v=l. The next |iinown Numbers.

i ok$(1> iz CHR$U2D toc check for (DEL> or back-cpace keg bema

pressedii)m thls caseuu ts;:ll fettreturned tur’tth ¢l :aluet of 2 ,Posmonsl it Sau that uouw haue written 2 Rirthday progras
0 contain 3 ¢ letters o ¢ alphabet. so it any Letters are vhich  asks (among other questions) what gear !
pressed. v will be from 3 to c& the user was Born o or o q Bank  Balance
HON IT WORKS rc-gramt vhich will keep track of all your
Line 200 resets n$ to contain nothmg then 9 minus symbols are printed for ransac '°n§ over seuerat e 4

the template to aid the user, then the ‘inwisible’ cursor is repositioned to requeslted‘ ‘,,L{Eﬁggontla',‘;ekﬂ dt»gldtts, tsh: you ”g:g
vhere we want to accept and display the keuboard input. sinply use my multiple-keypress subroutine as

Then in Lline 202 a FOR-NEXT loop is  begun. starting with 3=1. The value of E\resggtega":n p‘t-glgsra:rt:fhlé wthcaﬁh,e ,:a“:n%e ,,';g

the variable ‘a" determines which character-number in  the tempiate is bein
pointed to and where the next letter in the reply il be printed. and wil 3‘°de:d shlgste 4checé<lgltuspon aggtu‘rg‘ttr:gg S:wgoe,f
alvays be one more than the number of letters already on display. within the range of wuears required. What I'a

reallg | getting at here is that the ‘template’
€

Line 204 then calls the single keypress subroutine. and on return line 206

m‘u be acted on Imtlaug, @1 50 | thi tuser pregsﬁs (EHTdER/ or (DEL)tltrt.grl

n$ is emp he program goes back to Lline . and so on. until the ;

user’s Hrs? kegpress is a letter from A to Z ﬁﬁ:beia‘-* thtaot *J’,’ ngf-gd Ofbgd'g'ttﬁe :,nser "}2
1+

The program now drops through to Lline 208 Here the program checks to see if 22?55,‘2&’ H:ﬂd do““{,‘gt kngs Uﬁgfd %Efﬂdbe, ”'5?

the maxisum number of  characters alloved have been entered already tenplate characters to use and what value will

and another letter has been pressed. There |s onhoa roon in the template for take initially?

S letters in the present case, so a= i+l = -and_ again it goes back
tn get another single keypress. in this case, expectmg either of the (ENTER) |yhe answer is surprisingly simple.

{DEL) keys.
To get to line 210 it means that AT LERST one of the letters Fron Bofp 250 e S princiete of Jalatacs
aust be in the reply, nf, and line 210 checks to see if the (ENTER) keu was Gﬁ razp s:s faranb "";‘3}§e(;7h§,9,?€““§§m§,§
pressed If it was then y=i and so the value of 2’ in the FOR NEKT _Loop is anuthing from & to § records. and the user

forced to be the terminating valuve, and line numbers 212. 244 and 216 are
dropped through and the user input, n$, is returned to the main program by 'assksm thid'tqugstgi,‘”E,,te?"dihe’“ﬁu,,gﬁﬁ Z»;ogran

line 243. ﬁecord to Edit’ J. et i
Looking at line nuwber 212, if the <(DEL> key I5 pressed. there must now | tomniates” e URat - should g Mot
be 3 letter or letters on the screen to delete, and the value of ‘@' must be ggpﬁgatleength le.thgthat tﬁgoutdsub!‘)_ewtﬁmlle ":;‘mg
angthing from ¢ to 10, so Lline €14 prints 3  back-space and a ‘- accept. because the subroutine should be
over-yrites the letter tc be deleted. and ancther back-space ensurez  that |7 o cca in the sense  that  wou
the finvisible’ cursor is in the correct place to accept another kewpress. | gnnot re-urite it for different

Then  the value of ‘@ ic reduced by ¢ and the offending letter is chiorped | circumstances, but  that one  sinale  version
off the end of the present n$ and line number 214 is dropped through and Ao }
2 is increased by 1 and off we go back to Llne 204 for the next | nould handle HLE eirEdnstudtes.

keypress. It can easilu be done by the BRSIC command:-

If Qﬁne of the agoveddcgndltlgns tﬁnplu tdhe }ette\rh contained t‘m k§ {s p?inte’d INTCLDG10(nuRI 1.

an the screen and added onto the end o e present  reply of nf |gay tha ave <

then line 216 loops back to line 204 to get another keupress. ;ﬁibe:hdt ?r?eu :‘:’,fu"%ae?: ofth:recEr?glsabl?n t é:’u:r
Line nurbers 206 and 208 aust be where they are. but the order of Lines |that o wou have. coonted so far i uour  oon
B0 to 214 are purely arbitrary, and the order presented here is as good ;r{la‘trmgouﬂqhage ﬁ,’g{‘te?.ecsaop Fa'g t{\h’go:rm:::
as any other. Note particularl k{he drop through” principle  that I have | iafer that ic allowed as an input is 43 then
emploved in the subroutine. For example, there i1s no need to write '60T0 218" f4pe inztruction INT(LOEiO(P))ﬁ vill  return
at the” end of line numbers 210 and 212 because because if u-i when line | "3 "Uilue of 2 as the template length, or if
210 s encountered it will be acted upon, 3nd lines 2ic and 214 won't  be e aumber  unknown  exactly by wou the
On the other hand, if v=2 when line 240 is reached. line 240 will  be rogranner but known by wour program  to
ignored.  ling  ade will be acted on and line 14 will be ignored On the E 4=13553, using  the  command
other hand ¢ 3 hands?! ) if v _is neither 1 nor 2 when Lline 210 is ;INT(LGGiG(mmMi mll nake i=5.

encouritered then lines 210 and 212 will be ignored. but line 244 will be itialise 3 new

0f
acted upon. ok (2)eChRs (13 +cm>s<127>+ 2 455739 and  make

e e e R e e e R R R T U e [ ok=2 to tell the single-keypress subroutine to
v|l|l’|l-|i1'_!.r_|~|i-|i|l' .l|.'_ 1— -_.- ; -__' ;.; -_ l L5 ik _L|_'_ .l|l|_'. .l. = l l i .'—|ll : [} onl_g accept nunbers. " P

m m @m@@» HET Bevare if nua=0  because  vhat is  said
HER above will produce @ non-destructive
ercor but although our

. HEg! ‘overflow’
e R}:VIBUBD LQST ISSUE, IS QVQILQBLE TO CONTQCT dbdll progran will  be  allowed  to  confinue
d : rrupted. your screen layout will be shot
MEMBERS AT 10% DISCOUNT. =£€9 ONLY el B et
L tpte e g of ny artice for ths
SEND CHEQUE OR P.O. 7 "R GokaNEDY zg;i routines, the wvarious tuges a%d hov they

e 32 LOSNOCK ROAD, SEEDLEY, SALFORD, CREATER MANCKESTER. MG oL o

l|_‘_TLTLT.LTLTLTLTL-T-'_"-_’LTLTLT_'.-T-.LTL-T—LT_'_T;tTLTLTLTL”LT;TJ;T;TL;‘?L;“;L;";.‘.;|_-.'_;|:_, iyl See you all next time. .. BRRRIE

ITI—rITI-I"I =1

S § s b b b A L s '—' ;—'l;—'l;—'l;—;l;l‘_—‘ '-.'I'._‘l;—'l'-—‘l'—;l;—'l'——w; D e R Rt Rt St et —Ill—l



& BONRS SERARPTAR

™

ALL THE TTEMS THAT FO ARE THE ORIGINAL PROPERTY OF BONZ0’S
SCRAPYARD. WHILE YOU ARE FREE TO TYPE IN THE UARTOUS LOADERS
ETC. PLEASE TYPE IN THE REM STATEMENTS THAT GIVE CREDIT 10 THE
ORIGINAL PROGRAMERS.

CAPTAIN DYNANMO (Codemasters) is re-generated by OPTIUN 4
STUNTHAN SEYMOUR (Codemasters) aets broken bu OPTION
SCREENPLAY (Hacmuan) ic curtams vith OPTION B

SESMOUR GOES TQ ?g i3 3 take with OPTION 4

SUPER SEYMOUR ;RUE; HE PLRANET goes into orbit wth OPTION 14

GRANDSLAM COMPILATION -- THE FOLLOWING &0

RUN FOR 60LD = OPTION i
HIGH RONTIER PTION 3
J_HcGUIGANS BOXINE - OPTION 3
RR ';‘RGE TION 4
PERSPRINT OPTION &
EEE BEE AIR RALLY HF UNLH) - OPTION S
GHOSTBUSTERS OPTION 8
SHILIN - OPTION 11R
OEAD - HACKPACK
JTPIVE FORCE HﬂPRIER - HACKPACK
ARMOU - BLITZNU
HEEH HPOCRLSP‘E - BLITZX

Please note that although there is not much being released
the moment, SOMEONE SOMEWHERE MUST HRVE SOME N
theu have done. PLERSE SEND THEM IN. as we are getting veru
low on information.
OPTION 14. YES there is such a thing. if uwou have not got it
send & blank disc to Dave the editor. (SRE. please)
there is not an Option 43. The Argonaut is very
superstitiovs.

P
EXTRACTS FROM ORIGINAL BONZ0’S SCRAPYARD BY KIND PERMISSION OFMRTD!COSSﬁCS

5 BT R srite

5800 SECOND DRIVE INFORMATION

Hou Hdnﬁ ou use 3 second drive with MS800 ? Quite 3 few I
bet. e D.HICROSYSTEMS have @ HSSOD Utility disc called
FRONTRUN The progranne is HIMP controlled 3nd as well as
the U:Uot Cupg Forﬁa\ etc. it ie & bonus for M5800 users in
‘hat 1t allows ? to uopg to and from MSBO0 Discs. You can
aany tiles for transfer as you Llike (HS COPY onl
allou= tem You can copy files from A to B, or B to

without reloading the copier.
just 3e pedestrian as HS COPY.

lnfortunately though the copier is

0iZZY GOES 10 DISC

fany ot you have asked 1t a transfer can be
vorked out for t'pe to Disc on

KINGDOM DIZ2ZY. also for SPELLBOUND DIZ2Y. J
Uhen talking ta 2 new member M- P Curgenven S,
from Cornwall, he told me it has been done.

and _he kindly backed mu t«ges up.
by THE EQUACIZEF and DR.FEG6 (Han,‘h thanks quys).
ther, send & blank disc. with your MRSTER TAFES to Dave.

TR @l o ;—’Q )

The tfquS*:l’ has been done
f you want

Dostrad Jetien Boarianas 1o Dﬂse!

TQPE'lS AA No 81

fter transfer you should have the MENUBIN and 1BIN for
FORBIDDEN PLANET game on s:ue A of the disc. plus the basic
bits. 2B IN. 3.BI up to 7.BIN on side B for The RDDAMS
FAMILY Den The best thing to do is to FKEName the
HE NUBIN to ﬂENUiSBIN then copu it and 1BIN over onto side
B of the disc. The loaders 3re:-
1
[

g EEH FORPIDDEN PLﬂNET(Save as FORBID.BAS) by Barrie Snell

HENU 1SBIN N from Tape 15
30 HEM 0 TEFF-LOADMERUAS. I

gg F’OKE &810[ 82 POKE &810D.1:POKE &840E.0

60 CRLL &80F6

Now for THE RDAMS_FRMILY Denmo. You can save 4Tk of disc
space by erasing 2BIN which is only another loading Screen
for tape users. f you want to do thic then include L

SS in our Loader, and anmend your REN in line 20. and omt
the FOKE &87D2.c in line SO.

1) POKE &8702 195POKE &8703 241:POKE & 8704.470

10 REM THE ADDAMS FAMILY DENMO{Save .as RDDAMSBAS) by

EBSNELL

20 REM HEEDS MENUASBIN, also 2.3.4.56.7BIN from tape 15
30 HMEMORY & TFFF-LORD"MENULS.BIN", 8000

40 POKE &810( 62:POKE &giOD,S:POKE & 810E.0

S0 POME &B703.2:POKE & 87F8.3:POKE &8803.4

51 POKE &8B0H.5:POKE & 8611.6:PUKE &8817, TREH NAMES

60 CALL &80OF6

TAPES 16 -ARB2 and TAPEL7-AAB3

These Tapes are very dlcapfomtmg
17 only has Dragontorc *h run. and 17 Defenders
Of The Earth is @ dreaded Multi Load and is a
DRAGONTORC uses EBIN and 3BIN files,
side A bg typmﬁg IERR."L.BIN" (the | is obtained by the shifted
€ sunmbol there is only one game to write 3 loader
for, it's daft to do it in basic and have the menuv on disc
as well. so this time we czhall modify the Menu.BIN to be the
loader 335 well. i

10 PEH Convert MENUBIN on mternallgI
20 HEMORY &TFFF:LORL"MENU.BIN® ; 8000 IERH “HENU
30 POKE &8100 62:POKE &8101.4 8102, i
40 POKE &&7FE.2:POKE &38123REH 2 RNU 3BIN FILES NEEDED |
S0 SRUE 'DRRG BIN".E. &8000. &387. &80ER ‘

Put Side A of the disc to which wyou have copied Tape 4E.
ype in and RUW the above program.  There is no need to.
save it because it will only need to be run once. After
rUnmr;qg the on&mal MENUBIN will be wiped off and repiaced
RTND E henever uou want to run Dragontorc. simply

TAPE 18.- AR B4

FIVUE ON TREASURE ISLE is Option 1A for Bonzo Users, otherwise

on the ane» front, Tape

By BSNELL |

SCRAPYARD MAY BECOME A GRAVEYARD

Martin  Cossins. the behind the Bonzo
thmkmg of packing it all in The nain reasocn for
6128 has aiven up the ghost. also he has written
others and given his help FREE OF CHARGE, only
letters and phone calls ¢rom them without ewen a thank
PLERSE if any of you
the Oatabace LET MARTIN KNOW, even if you don't
transfers. wny nol drop him 3 line and give
encouragement to continve. His Address is:

Hr Hartin Cossins

i1 Dulverfon Square

Cott mg y

Lee
Borksl‘ure LS44 OLL (If you want 2 reply send SAE Please)

Aain  A3N

UOU

him

Scrapyard. is
this is his
articles for
to recieve

find out any Bonzo Transfers not listed in
have and newv

it’s a NO GO,

Cltg Sllcker- Put the disk Iﬁ the drwe and RUN the prograw
elow. Fam it only needs Run once. ﬂfteruard<
the disc will contain ONE FILE SLI(KBIN the Henu and 1,
fites will have disappeared. Just run SLICK in future:

10 REM Altere City Slicker 88 Tape 1 Barrie Snell
20 MEMORY & 11FF:LORD"1.BIN", &1200: XEPR 1B N' |ERR. 'HENU BIN"
30 SAVE"SLICKBIN"E. &1200.&9100.& 1422

some

S0 THEF!E Y0U HARUE IT ...... NEXT TIME THEHE HILL BE FI COUERTHPE
F FOR MS800 USER RUNN
RNB (F 40U NRNT 10 SEE SOHETHING ELSE
HHEN " THE (O 'ERTHPE IH'-'O RUNS  OUT... LET ME KNOW
USUAL., WE WILL SEE WHRT HE CAN DO ABOUT IT.
DAVE HUGGEBIDGE ....... EDITOR.

AND RS




EFAR

BPSHPTDN cormes
BRUNSWICK RORD |
WORTHING, SUSSEX
EN11 3HU

I hope you all had a good christaas and 3 happy
nev uear. Cant think of anything else, so on with the review:

BRSO @R By TITUS: DISC £15.99: CASS £€10.99

it is reallg uonderfuu

"Dave this game is brilliant,
be the bee* gane ever.
have sent me this game to
reh:ston}; II Return to Hungertand”

~uund :Ffects the graphics.
tell me more Angela™
up comes a screen askmg me to centre it.
next on comes the title screen this is a cave with all
of arvnnu!od:onenu poPpin
in really bold co our=
'y nice pastel shades”

the aame play. it's totaly ¢UE‘GH€
I did thls and

On the ordmarg CPC
Nhat about the plus?”

game on the CFC thut Iue EVEr
it keeps going.
it's so bnluant

best music in
ha' a good rhythm and beat. and it doesnt get
ol your _nerves either,
tonparable to 3

it's got hillz,
and bridaes noue as wou tread
the rplus game any different?.

rexcellent too.
The bachro"nd ic reall

“Sou would not
trees and rock formaticns in the
"But doesn’t that get in
but you can turn it off It you
‘Gain _on the swings,
Great qraphlcs and Sonics
but what about the Gameplay™.

.Lt lomc alnost 30"
you know what
g. (er T nake that ¢ EQO.

greua_t. ganeplag. it’s br,iU.iant ouergone m thn house

g can’t pc:ssvblg hiave all
’that toaether m ! You can Dave.
Yau 3re 3 man.

raif hm Rle

You wake d— cnd

aptly named F.anq tarik,
the most uonderfu ly designed charactgr
decide on b. eakfast, b
nust o out and
ror. food. BOU know one place where there will
pienty of food. the Ogres meat locke;

of dinosaurs,

but it is difficult. and you often get killed trying. I spoke
to Simon Forrester about it, he said Titus had told hia tney
vere going to fix it  That was six months ago.  Ewen with:
tms small bug. it is stn'L 3 brilliant 2and varied game”

"So how did you score it 77

"Well, 1 am aoing to give the 6r aphu.. 987, They are Supert
especially on the plus. The Sonics get 100/ The
Playability gets 38/ even with tne swall bug. The Valve is

amazina. ny_ opinion  the best game
98% Om the CPC has ever seen.

"Hou about a second opinion from your brather Lewis ?°
"I think it ic brilliant. I got really far en it.  No plus
owner should be without it. I gave it 997

(EDITORS NOTE: The game reviewed was the 6128 and E128PLUS
version. on Disc.. We have not seen the 464 Version.. I have
had a look at it, and 3aree with Rnaela. BUY IT it's the best

IIGEALE L IBAAEY 8 By THE EDGE Tape £4-f2  Computer
Fairs and Boot Sales

Review by Dave Muageridae:  This Tape contains BOTH of the
Fairlight “games. If you are an adventurer vou will Love thes.
if you are a platform or beat-em-up fan you will hate them.

The idea of the first game is to find the book of light and
return it to the wizard The game is set in. and around a
30 castle. with wou in control of the main character via your
ioystick, when you press fire he draws his sword and fights:
The problem solving in these aames is difficult. You have to
find keys, and where they §if. Find food and drink to keep
our energy up. Find out about other objects: Crosses,
otions, Maaic croll etc. and where and uhen to use them.
You can pick up and droi just asbout anything. (Put a barrel
on an enemy when you Kkill him and he can't get up) by
moving plants etc. You can get other objects out from under
difficult locations.

The second game continues fros the first By giving the
Hizard the book of Llight uou released an evil on the land So
now get it back This has more colour than the first story.
It contains two rartc First find the wand and knife. release
the casptain of the ship. and saill off. In the castle vou will
find 3 Fluina Carpet (lLimited fliaht). keus and other objects to
work out,” hefore finding th Hizard and “destroying hin.  Amstrad
Rction gaue thic €17 when released But the graphics are very
+er¥y Indeed slow when more than one person i _on screen.
he atmosphere works well  With very few sound effects. So
going by todaus ctandards would only score:

0% TR
One bonus i that hoth  gqames ﬁ

transfer to disc using the EBonzo §
Cptions.

" EXCUSE ME
MR MONKEY BUT HAVE

o~ Mlmm -iff W" “-“:vﬂi
~~ YOU SEEN # HOLY CROSS HERE

§ o ]Ip\- MMU

oAb

':Iou club bears to death If gou IUHF on then
can doubLe uour score. and |
_ and  bonuses
Thls nay sound a bit tomplicated.
are ma e vp with six bo“es
one of wour heart
then he” drops his “bones.
fher znd you have wour reart back.
; . extrs food and

othv' baddies.

are %30e UF oF th

»npnu toucher you he

Benuzes zre all
For some points you c3n pm up

i ame that qood u0L will have to
no ut up to me So I can take
oy out for the skulle and

COMPETITICNA M

NOW You CAN WIN FRIRLIGHT THE LEGENDL ON TAPE: SEND YOUR
ANSHERS  T( ANGELR. AT THE ADDRESS ABOUVE: THE QUESTION:
HOR 0D IS DRUE THE EDITOP ~.

Ay 22 By 3¢ () 48 D)58 ( Closing date 20th Februarw

NO correct answers last issue. so the . ﬁr:t incorrect entry
otv of the nzt wazc DAUE OUANTRILL of Succex. Darkman is on
itz way.

but have you faund any bad peints®™.
=naLl bug in the progran WNher you reach 3
izertsin prmt the program nakes you Qo bac

Jou can get over

yhaw conpleted. different uay',

ND LETTERS 7 If uou want help with 3 game etc please write
. or I may become angry (if they say I'm older than
that =o witl I EB) -Have = nice whatever.....

ANGELA




Make a special note of the hexadecimal number in brackets in line-reference 30 of Fig.d4, in this case (8817). This will have
been calculated by you using the offset value found in Fig.2. It crops up again in Fig.S twice and it tells you that you
needn't disassesble any part of the a/c of the Menu past memory location #8816.

The important parts to recognize for any MENU.BIN are the line-references 27 to 30 where it says LD A,#xx then LD HL,¥xxxx
then LD DE,#xxxx then CALL #Axxx. In this case you know that you are looking at the code to load the first gase choice froa
the Menu because you got here in the first place from the inforsation given in Fig.3. If you keep looking at more and more of
the listing you won't see any more 1ike the above so you now know that the game SEYMOUR uses the file 1.BIN only. An important
point to note, however, is that you mustn't go past address B7ea because Fig.3 ref-lines 22 and 23 infora you that the code
from 87eb onnards is there to load and run the second game in the Menu.

So the address to poke into for the SEYMOUR loader is obviously 6783, which at the moment contains 01. You can poke it with
any nuaber from 0 to 9 so if there is room on another disc for Seymour Take ! but a game on that disc already uses 1.BIN, you
can just rename the 1.BIN on Disc 1! to another nuaber that is nat being used on the destination disc. Don't forget to copy
MENUIL.BIN and the Basic loader to the destination disc as well!
stztztzdzizizicisizizizisizizi=dzi=d=i=¢

Now we'll find the relevant addresses to Poke in line 50 of the loader for the second gase choice of the first Menu shown on
page three, viz., FIRELORD. Line-ref 23 of Fig.3 says we should start looking from memory location 87eb (converted from #aaeb)
onwards, so get back to the Command Screen, type in the letter N immediately followed by '87eb’ (ENTER), then press CTRL-A to
see the disasseably of the m/c from there onwards. You should see Fig.5 below.

The section of code to Load and Run Menu chaoice 2.

Fiqure 5. 87eb 2122a7 (43) LD HL,%a722 . a$="Loading..."
87ee cd3Bad (44) CALL #2838 ¢ PRINT as
87f1 3e02 (45) LD A.%02 : Point to 2.BIN on disc = first part of FIRELORD
§7f3 21£700 (46) LD HL,%00f7 . Start address in memory to write to
87f6 119a8d (47) LD DE,#8d%a : Length in bytes of 2.BIN
87f9 cdi7ab (48) CALL #abl7 (8817) : Load 2.BIN into memory from the disc.
87fc cd71a5 (49) CALL #as571
87ff 3e03 (50) LD A,%03 : Paint to 3.BIN on disc = second part of FIRELORD
8601 2100c0 (S1) LD  HL,#c000 : Start address in memory to write to
8604 11561b (52) LD DE,¥1bS8 : Length in bytes of 3.BIN
8807 cdi7ab (53) CALL #abl? (8817) : Load 3.BIN into memory.from the disc.
...... and so on, all the way down to memory-location #8816.

If you keep looking at more and more of the disasseably on your monitor, up to a limit of location 8816 remember, you won't
see any more key-sections like line-refs 45 to 48, and 50 to S53.

The importance of finding the offset as detailed on page two is amply {llustrated here and in Fig.3, because otherwise you
wouldn't know which part of the m/c to look at to find out what BIN nuabers are needed to run thé FIRELORD game.

Here there are two addresses to poke into because there are two BIN files needed. You can see that the relevant locations are
87f2 and 8800, and in line 50 of the FIRELORD Basic loader you would poke these with any digit from 0 to 9 (but both must be
different !!) depending on whatever you've renamed the original 2.BIN and 3.BIN files as on Disc 1l.

Initially though, you can simply poke those locations with what is already there, as this can do no hara. If you do use the
facility to rename any of the BIN files for a particular game then change the numbers in line 50 of the loader accordingly and
alter line 20 as well so that you know which files go with each game in case you want to do some more shuffling in the future.

That completes writing the Basic loaders for the a/c games on Disc 1.
EEESSESRLSSEESSSEEsSEeSIRBSOSSRREIBeEEETBOESISTEeEEOYSESISLESIESEEISSISEEESIESESEESEEISSS

DOING IT ALL AGAIN WITH MENU 14.
As more practise for the forthcoming Amstrad Action covertapes let's do it all over again with a lightning quick tour of Disc

14, and this time there won't be so much text to get in the way.

Now follow the instructions on loading in the DEVPAC monitor on page one, but use Menuld.bin instead.

When the Comsand Screen reappears press the letter M followed immediately by 8000 (ENTER), then press the letter L followed by
a single press of any other key and see that the first exclamation mark after the text "(ENTER) KEY" corresponding to the
nuaber 21 on the left is in location 880fd. This is the entry address which is CALLed in line 60 of your Basic loaders.

Now press (ESC) to get back to the Command Screen. .Move the pointer to the entry address by pressing the letter M followed
immediately by 80fd then press Enter. Now press CTRL-A to disasseable then press any other key once. The 5t line down on the
right says LD DE,#a300 so this is the offset. The 6th line down says LD BC,#07dc and this is the length in bytes of Nenuld.
The 9t* line down on the right says CALL #ad19. On the far left of the 9t» line down memory locations 48113=bcd, $8118=419 and
48115=8a8, so in line 40 of your Basic loader change these to 48113=62, 88114=(choice), 481150, nhere (choice) is as below.
The addresses are hexadecimal numbers, but the values which you Poke into them are ordinary decisal nuabers.

PAGE FIVE



(choice) ﬁ}ogral Name Prograa Type

L wois vme o o STRYKER DEMO ....ovvnunns a/c MENU for covertape 4.
r ST CROCO MAGNETO ......... Basic
3 5554 sagu sana ANARCHY & 555500 s pue a/c Only allowed values for (choice) are I or 3.
boiinnnnnns GPAINT .ovvvvvvnnns Basic
- (R (/30 | L/ — Basic
o 0 e vame s bawia e POKES «iscumessnmoi Basic
T oviiinnnns TRANSFER TO DISC ....... (ignore)

Now press CTRL-A to get back to the Command Screen, then press the letter G key followed immediately by the letters 'fe' then
press Enter. Now type in the number | and press Enter, finally followed by pressing the Enter key in its own. The pointer will
be Y8715 FEC but if it isn't, press the letter N key once; if it still isn't then press the N key again and again until it
does point to a location beginning with the number 8. Now press CTRL-A to disassesble the m/c of the Menu. The top 5 lines are

8715 fe0l CP f0! --- See (choice) above,
8717 2822 JR 1,4873b --- GOTO 873b
8719 fe03 CP #03 --- See (choice) abave,
Note | 871b cablaa JP 12,8336l --- GOTO aabl-(using #3300 offset, this converts to 18761)
87le f5 PUSH AF --- Ko need to look past here, reaeaber.

So, the above information tells you that when the value of your (choice) in line 80 of your Basic loader equals 1 the Menu
program nill execute the code from locations 873b to 8760, inclusive, and load and run the STRYKER Demo game.
Khen (choice) equals 2 it will execute the code from memory location #aabl, but as this doesn't actually exist you have to
convert it to a #8xxx number, otherwise you won't know where to GOTO to see the code which loads in the second gase.
The next stage in writing the Basic loader is to find out what BIN file(s) are needed for each game and the address(es) to
Poke in line 50 of your loader. For the STRYKER demo you will disasseable the m/c from location 873b, and for the ANARCHY game
you'll disasseable from 8761.
So now press CTRL-A to get back to the Command Screen, then press N followed by 873b then press Enter then press any key once.
You'll see :- 873b 2172a7 LD HL,%a772
873e cd6Sa8 CALL #2865
8741 JeO1 LD A, 801  ---\
8743 216901 LD HL,80169 \ Recognise this ?
8706 11978e LD  DE,#8e97 /
Note 2 8749 cd79aa CALL #aa79  ---/ Here aa79 converts to 8779 using the offset of $a300.
878c cd94aS CALL $a594
87af 3e02 LD A,802 ---\
8751 2100c0 LD HL,#c000 \ and this ? S0 'STRYKER' NEEDS THE 1.BIN and 2.BIN FILES ON DISC 14.
8754 115133 LD DE,#3351 /
Note 2 8757 cd79aa CALL #aa79 ---/  So for line number 50 of your Basic loader for STRYKER you'd Poke address

8752 af XOR A 18742 with a 1, and you'd Poke address 88750 with a 2. If you want to renase
875b 3203c0 LD  (#c003),A the 1.BIN and 2.BIN files to a different number then do so, and amend the
875e c3till JP #1111 nuabers in 1ine 50 of your loader accordingly, and the REMinder in line 20.

No need to go past here because Note | above says that locations from #8761 onwards are for the second game.

To get the BIN file(s) needed for ANARCHY and the address(es) to Poke into, press CTRL-A and move the pointer to location
18761 then press CTRL-A to disassemble then press any key just once to get :-

8761 2172a7 LD HL,%a772

8768 cd65a8 CALL #a865

8767 3e03 LD A,803 ---\

8769 217001 LD HL,80170 \ and this ? SO 'ANARCHY' NEEDS ONLY THE 3.BIN FILE ON DISC 1d.

876c 1lcOc6 LD DE,¥6ccO /

Note 2 876f cd79aa CALL #aa79  ---/  So for line nusber 50 of your Basic loader for ANARCHY you'd Poke address
87172 af XO0R A 48768 with a 3, or another nusber if you've renamed 3.BIN to something else.
8773 cdOebc CALL #bcOe
8776 c38001 JP 30180
No need to go past here because Note 2 above CALLs a subroutine from #8779 onwards to load the BIN file being pointed to, into
the computer's memory from the disc.

You now have all the relevant information of what addresses to Poke to, and what numbers to Poke into thea to write your Basic
loaders for the m/c games for Disc 4.

The End

1 hope you've found this useful, but if you have any criticisas good or bad, or suggestions for inclusion or exclusion, or any
questions in case of difficulties then please write to me .

Paut SIX
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Gam

Rad

e Name

Scorpion

Redcoats
Redhawk
Redhawk

Ref

lex

Renegade M/F
Raescue on Fractlus
Return of the Jedi

Return

to Eden

. Return to 0z
Return to 0z
Reveal
Revenge of C5
Revolution
Revolver

Rex

(Martech)

Rick Dangerous
Rick Dangerous

Ric
Rid
Rig

ing the Rapid
Attack o°

Rigels Revenge

Ri

the Roadie

Road Blasters
Road Blasters

Road

runner

Roadrunner/H.Coyte
Robbot

Rob

)
in Sherlock

Robocop M/F

Roc
Roc

co

K Hampster M/F

K Star ate/Hamste
K'n Roller (C)
K'n Wres.

ketball

kford M/F

raid

Ky Horror

Rodeo Games

Rogue T
o rooper
ROY::d i

in the Caves

Roland in Time

Roland
Roll

on the Ropes
ar

Rolling Thunder
Room Ten
Rooster Run
Ruff and Ready

Run

for Gold

Runes tone

Ry

Sag:;age

Saboteur

Saboteur 2
Sabrewol f
Sabrewol f

Sai

Combat

Sai Combat Unit
Sailing

Saint's and Greavsie
Salamander

Transfer
Method

Option01l
Option0l
OptionllC
Hack Pack
tion05
Bl Detect
Bl Detect
No Trans
Hack Pack
tion03
Bl Detect
Option06
Hack Pack
Bl Detect
Option01
Hack Pack
Option01
Hack Pack2

Bl Detect
OptionllA
No Trans

OYtionOI
Blitz5
Bl Detect
OptionllA
No Trans
Optionl0
Hack Pack
Hack Pack
Option04
Option01
No Trans
Option0l1
Option0l
Option0l
Hack Pack
Hack Pack
Hack Pack
No Trans
Optionl0
Hack Pack
Option01
OptionllB
Option05
Hack Pack
Optionl0
Option01
Option01
Option02
tion06
Bl Detect
No Trans
Option05
No Trans

oegionozx
Blitzs

Comments

Melbourn House

Main File Only
Domark

L/R A/R M/O
Comp

Players

Not All Vsns.
Reloc Off
Main File Only
M/F Some Vsns
See Disk

Ex M/C Only

Main File Only
Some 464 Only
M/F Ex M/C Only

Last Resort
Ex M/C Onl
Main File bnly

All levels

Not100%: Plyble

Ex M/C Only
Curent Vsn.
Ex M/C Only

User 7 Ldr.
Ric t Vsn.

Comp
2 Pts:Starlight

All Bonzo Games Transfer List

Game Name

Sam Fox Str/Poker
Sam Fox Str/Poker
Samurai HWarrior
Santas Xmas Caper
Sapiens

Saracen

Saracen

Satan
Satelite Warrior
Savage

Scalextric
Scary Tales

Scooby s Scrappy Doo

Scooby Doo
Score 3020 (C)
Scout Steps Out
Scrabble
Scrabble
ggramblg Spirits
reenplay
Screwball
Scuba Kidz
Seabase Delta
Seas of Blood
Sentinel
Sepulchri

Sesama Street Crayon
‘Plan

goymour g'uoll
eymour Saves
Shackled M/F
Shadow of Bear
a Skimmer
ad Warriors

sh s _of Mordor
Shanghai Karate
Shanghai Warriors
Shao Lins Road
Shao Lins Road
Shark
Sharkeys Moll
Sharpe's Deeds
ampires
Ship of Doom
Shockway Rider

Sl
Short Circuit
Short Circuit Pt 2
Short's Fuse
Sidearms
Si
Sigma7 .
Silent Service
Silkworm
Sim City
Sir Fred
Sir Lancelot

e Wars
Skateboard Kidz
Skateroc Sim
Skatin USA
Skatin® USA (C)
Sky fox

Transfer
Met

tion03
Bl Detect

998899
g

Fcl

ck Pack

Bunlock

Option02X
Option02

Comments

Ex M/C Only
1=0/2=192

Both Parts
Use Basic L'der

Main File Only
MacMillan

Exp. User 7 Ldr

Main File Only

EDGE
Ocean

Mod on Disk
Main File Only

Players

Part One
or HP2
User 7 Ldr.

Ex M/C Only

4 Game Pack 2
User 7 Ldr.

Game Name

g{ai?ggh{

apfi

Slspshot

Slightly Magic (C)
Slug

Smashed
Snodgi ts

Snooker

Snowball

Snowball in Hell
Soccer Boss
Soccer Challenge
Soccer Sims &
Soccer Supremo (C)
Soccer 5 A Side

Soccer 86
Software Star
Solar Coaster
Solidinoor
Solomons Ke%/
Sonic Boom F
Sooty and Sweep
Sorcerers Lord

Southern Belle
Space Ace
Space Harrier
Space Harrier 2
Space Mania
Space Racer
Space Raiders
Space Rider
Space Shuttle
Space Shuttle
Space Trader
Spaced Qut
Spaghetti Western
Spanish Tutor
Sparnerman

Zone

i

1bound
llbound Di
Spike in Trans (C)
Spiky Harold
Spind
'ifgro (Durell)
itfires0

tting Image M/F
?

i

et et 0 00 0 0

t Personalities

Trans fer
thod

Blitzs

Bl Detect
Hack Pack
OptionllC
Option0l
Option0l

#»‘w»»;ﬁ-»#ﬁ-ﬁg_
33333~
=I-X-T-1-11
aruwhurg

5599888 988F

1)
%

Page 7

Comments

Dizzy Collection

Mastertronic

Code Masters

See User 7
Main File Only

Not all Vsns.
Firm Reset
Main File Only
Colours-Playabl
Skip BASIC

Amend Optll

Recent Opté6.

Dizzy Collection
Most Vsns.

Get BASIC Optl
Not Comp. Vsn.
Main File Only
Bankraid

% Game Pack

Optl on Trilogy

User 7 Loader !



Game Name

Spy Trek
Spy Trek
Squash Jb
Stainless Steel

Stairway to Hell

Star Avenger
Star Commando
-Star Firebirds
Star Raiders 2

Star Ranger
Star Trooper
Star Wars
Stardust (C)
Starglider
Starquake
Starstrike 2
Starstrike3D
Starwreck
Steel Eagle
Steve D Snooker
stifflip & Co
Stock Aid
Stock Exchange
Stock Market
Storm

Storm Warrior
Storm 2
Stormbringer
Stormlord
Stormlord 2
Strangeloop
Streaker

Street Cred Boxing
Street Cred Football

Street Ga
Street Ha:g
Street Machine

Streetfighter (C)
Streetfighter (C)
Strike Force Cobra
Strike Force Harrier
Strike Force Harrier

Strip Poker 2 +
Stryfe
Stunt Car Racer

Stunt Car Racer

Stuntbike Sim

Stuntman Seymour
unk

Subs
Subterranean

Subway Vigilante

Sultan's Maze
Summer Gms. M/F

Sun Crosswordl2326

Sunstar
Super Hang On
Super Kid
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Transfer
Method®

Option03
Bl Detect
Option0Ol
No Trans
Option01
Hack Pack
Hack Pack
Hack Pack
Option05
Hack Pack
Option05
Option0l
Option04Y
No Trans
Hack Pack
No Trans
Option02
Option01
Option01

No Trans
Hack Pack
Hack Pack
Op tion05X
Option05
No Trans
Bl Detect
Option0l
Ogixonlo
Bl Detect
Hack Pack

Comments

Ex M/C Only

Some - 464 Only
Kixx & Palace
Amsoft UT.

Top Ten Soft

See User 7 Mod.

Hewson
Not all Vsns.

Players
Players

Main File Only
Main File Only

Rename Files

Comp

Codemasters
User 7 Ldr.

Main File Only
All

% Game Pack
Needs Loader

Comp/Needs LDR

All Bonzo Games Transfer List

Game Name

Super Sprint
Super Stock Car
Super Stuntman
Super Stuntman
Super Tank
Super Tank
Super Ted
Superchess
Supercycle M/F
Supergran
Superhero
Superhero
Superman-Man'Steel
g‘ﬁrmdge. %000
rpipe’
Superski Challenge
Supersleuth
Supersprint
Supertrolly
Suparwonderboy

Survivor
Survivor
Survivors
Swat

Sweevo's World
Swift Selection +
Swi tchblade
Sword Slayer
Swords ‘Sorcery
SAS Assault

SAS Combat Sim
SAS Combat Sim
SAS Strikefce

SDI

T-Bird
T/Leaderboard
Tai-Pan  (Comp)
Tale o't Arab Knight
;ag&um‘c )

a
Tank Aﬂam

Tank Commander
Tapper
Target Renegade M/F
Tarzan

Task Force
Tau Ceti

Technic Ted

Teen Mut/Hero W/T
Tempes t
Termis-Lawn
Tenpin Chall
Tenth Frame
Tenth Frame
Terminus
Terra Cognita
Terramex
Terromolinos
Terromolinos
Terror of Deep
Test Master
Test Match Crk
Tetris

Transfer
Method

Blitza
Option06
tion03

Comments

Hit Squad

Or Picbonk
Ex M/C Only
Main File Only
Or Picbonk
User 7 Loader

User 7 Mod

Not Hit Sqd Vsn
Us Gold

Not US Gold
ATS

26 Programs !

Or Picbonk
Also Blitzs
Main File Only

Interceptor
Main File Only

Main File Only

Comp. Vsn
Or OptionsYy

Hibonkey

E&J

Mtronic is 6 !

Game Name
Thai Boxing

The Deep M/F

The National

The Train

Theatre Europe

Thing ;

Thing on a Spring

Thing Bounces Back

Thing 2

Thi & Doodahs

Thi

Thomas the Tank
T/Door

Thrus

Thrust 2
Thunder Blade
Thunder Jaws M/F
Thunderbirds 4pts
Thundercats

h rzone
Tiger Road
Timelord
Timeman 1+2
Timetrek 3D
Tiranog
Titan,
Titanic M/F
Toad Runner

uk

Tornado Low Level-TL
Total Eclipse
Touchdown

A
Tourn of death-L/Enf
Tourn Snooker
Tournament Leadbd.
Track & Field (C)
Tracksuit Manager
Traffic
Trans-Atlant Bln.
Transmuter
Transmuter
Trantor

Treasure Tunls
Treble Champions
Triaxos
Tripod

ripods
Trivia the Ulti/Ques
Trivial Pursuits
Trivial Pursuits 2
Troll

Transfer
Mathod

No Trans
Option02
Optionl0
Option01
Hack Pack2
Hack Pack
Option05
No Trans
Option09
No Trans
Hack Pack2
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Page 8
Comments
User 7 Ldr.
Main File Only
D2&H
Ex M/C Only
Bankraid
Ex M/C Only
Ex M/C Only
Ex M/C Only

Main File Only
Main File Only

User 7 Loader
Ex M/C Only

User 7 Ldr.
Main File Only
il
B'Bug

Ex M/C Only

Bankraid

Infogames

Or Picbonk
Code Masters
Main File Only
User 7 Losder
Last Res A/R

Starlight
Raniifon
Bankraid

Kirx
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Transfar Transfaer Trans far
Game Name Me thod Comments Game Name Me thod Comments Game Name Me thod Comments
Trollie Hall'® Hack Pack Hay of Exp. Fist Bl Detect Most Yogi's Greed Mnster OptionllB Ex M/C only
Tuareg (C) Optionl0 Hec Le Mans Blitz5 Young Ones Option0l
Tubaruba oThonos Hells & Fargo (C) Optionl0 b4 Hack Pack
Tubaruba Bl Detect Helltris Option01 Takes 83K Zarkon Option01
Tujad . Option01 Herewolf Sim Option0l Zaxxon No Trans
Turbo the Tortoise OptionllA Ex M/C Only Herewolves London Option08 User 7 Ldr Zen Option0l
Turbo Boat Sim Hack Pack . Hes tbank Option09 Zflint Option0l
Turbo Chopper Sim tion03  Or Picbonk Hestern Games No Trans Zoids tion03  5StarGames=0PT1
Turbo Chopper Sim Blitzold Who Dares 2 Option02X Alt.Soft-Optl. Zoids Bl Detect
Turbo Cup Hack Pack2 Start @ Turbo2 Hibstars Op tion04X Zolyx Hack Pack
Turbo Esprit Hack Pack Hillow Pattern Hack Pack Zone Trooper No Trans
Turbo Kart Racer Option02X Hinter Games Oghonos Zorro tion03
Turbo Outrun Optionl0B M/F Ex M/C Only Hinter Games Bl Detect Zorro B8l Detect
Turfform Option01 Hinter Olymps Option01 2ox2099 Option07
Twice_Sh Option01 Hinter Honderland Option02 Zub Optionl2 Or use Masterx
Twin Turbo V8 tion03  Or Picbonk Hizard Warz Optionl0 Mzin Fifs Only Zynagg e No Trans Space Ace (C)
Twin Turbo V8 Blitzold Hizard Hilly Ogt on03 Or Pickenk lst Division Manager Option08
Twirmorlds No Trans N Hizard Willy Blitzolid 1942 Option0l .
Typhoon M/F Blitz5 Main File Only Hizards Lair Dgl on02 Some Tptionl 1943 Optionl0 Use 42K File!
TT Racer ) Hack Pack L-Res Allow-R Hizball Blitnuxl Not Hit Squad 2-Plyr Sup. League OptionOl
TT Racing Sim Option01  Endurance? Hizhiz Optiondl . 2088 Option01
Uchi Mata (C) tion01 Most Vsns. Hol fman ack Pack Rod Pike Horror 2112A0D Op tion04
Uchi Mata (C) Blitz5 May Vary Hombles The Optiond4 3D Fight Option07
Ultima Ratio Hack Pack Honderboy Option05 3D Invaders Option01  Amsoft
Uni trax Hack Pack2 Streetwise ms Loopy/Lnd Option0l 3D Pinball Option06
Untouchables M/F Blitzé Main File Only Hack Pack2 3D Pool Hack Pack
Up for Grabs Option0l Nordl‘-’u Option0l 3D Snooker Players Option0Ol
Up Periscope Op tion02X Hordbo'r??.ct Option0l Supersoft . 3D Starfighters tion03
V (TV Serial) tion03 Hordwise Option01 3D Starfighters Bl Detect
V (TV Serial) Bl Detect HWorld Baseball Ogi on03 £ . Optiono1l
Vagan Attack Hack Pack Ex M/C Only Horld Baseball Bl Detect 3Wks in Paradise Option04¢ User 7 Ldr.
Vampire Bunlock HWorld Champions (C) tion0l i 7 Card St Option03 Or Picbonk
Vampire Bl Detect Horld Class Leadbd Bl Cztect See Disk 720 . Ogt onl0
Vampire Killer Option01l World Cup Hack Paci 750CC Grand Prix Bl Detect
Vector Ball tion01l . Horld Cup Carnival Hack Pack2
Vendaetta M/F Blitz6 Main File Gnly Horld Cup Mgr Option02
Yenom . Hack Pack ) Horld Cup 2 tion0l . .
Venom Strikes Back Option09 Ex ®/C Iniy Horld Games M/F Bl Detect Hain File Only
Vera Cruz Hack Pack ' Horld Ser Baseball Option0l Imagirme
Very Big Cave tion01 Horid Soccer Lge. Option01
Vic orx Road Bl Detect Worm in Paradise Op tion02X
Video Card Arcade Option01 Hrath of Olympus Option0l
Video Classics Hack Pack Hrecklss Roger Option0l
Video Poker Option0l HWriggler Option02
View to Kill Option02 L Hriggler Option0l Comp
v Y:lanta M/F Optionl0 Main File Only Hult Pack Option0l L.
Vill Lost Souls Option0l X-Out M/F Optionl0 Main File Only
Vindicator No Trans Xanagranrs Option01
Vindicators tion08 M/F Ex M/C Only Xarq ng on03
Vixen Bl Detect All 3 Parts Xarq Bl Detect
Voice Chess Option0l1 Xcel Option02X
Voodoo Rage Option01 Xenon Op tion08X .
Vulcan Hack Pack Xevious Ogi on03  Picbonk
HWally Hino Hack Pack L/R M-Off A 81 Xevious B8l Detect
Har Option01  Martech Xor Option05 User 7 Ldr.
Har Games Option01  RLX Xybots M/F Option09 Includes 6 ivls
Har Machine Hack Pack Playaers Yabba Dabba Doo Option01 . i}
Harcars Hack Pack Yes Prime Minister Option08 Main File Only
HWarhawk Hack Pack Yie Ar Kung-Fu ng on03  Hibonke
Harlock Bl Detect Yie Ar Kung-Fu 142 Bl Detect See Dis
HWarlord Hack Pack Yogi and 7riends OptionllB Ex M/C only
Harzone Option01 Yogi Bear Option02
Haterloo Option0Ol Yogi's Great Escape OptionllA M/F Ex ¥M/C only




