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HE MOULD-BREA

» The great linkup begins
» How you can joinin
» Amazing modem + interface offer

Detailed review of the incredible value micro.

MEGA-MAP

Everyone’s a Wally laid out in style

SIZZLING GAMES

Highway Encounter, Bruce Lee, Dragontorc, Covenant, Starion,
3D Grand Prix, Raid, and more...




Imagine Software (1984 Limited
== ————=/6 Central Street, Manchester M2 5N

=i Fi=z=z—=/Tel:0618343939

E Telex: 669977

Imagine Software Is available from:(ZZ), WHSMITH ” TN, WOOLWORTH, LASKYS, Rumbelows. Greens
Spectrum Shops and all good dealers.
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HOT REVIEWS

54 Highway Encounter. Sunninglysmooth,

fiendishly difficult, horribly compulsive.

38 Dragontorc = Marocthe Mage stars in the mystical

darcaae aaventure

38 Wizard’s Lair.. s screens of fast, tricky action

for Pothole Pete as he tracks down the four pieces of the Golden Lion

46 The Covenant. Space-bubble your way around
PSS's huge and pretty arcade adventure

52 Southern Belle. vo: really can hear the whistle

blow in this steam-train simulation

53 Bruce Lee. sruce bounds on to the Arnold. Take that
you nasty Yammo!

62 The Devil’s Crown. riracyonte highseasin

this shipboard arcade adventure

64 Matchday. Show off your soccer skills with Ocean's

table-topper

64 Raid! :notover Moscow, but youcan still have a pretty

good zap

racde

72 Starion. Awincr

friends. Su b vector graphics

status and Impress your

22 The Great l-iuk-l!p. Modems, Prestel, Bulletin

boards. The communications revolution made simple.

&

16 PCW Picture Show. Sizzling snaps from the

untry's biggeest computer show

32 PCW 8256 Review. Amstradslatestmachine

investigated. Is Joyce a bargain?

92 Bve!youe’s a Wally. Thedefinitivemap - in
glorious AmstradActioncolor with 3D. No specs required.

JUICY OFFERS

101 Amazing Modem offer. siywave
Multi-port and modem for only £129.95.

87 Amsoft shocker. :500worthoisoftware tobe

WOrn 1n ace comp

102 Hewson twosome. Tworaves up for grabs

in incredibly difficult

(?) competition

85 Mail Order. Get your games on the cheap with our

discount offer

97 PSS double. 50pairs of great games to be won

95 Maps, pokes, tips. There's still £300 going for

the best contributions to Cheat Mode

104 Subscribe. Lastchanceto getinonthisgreat AA
offer - two FREE Ocean games

ACTION REGULARS

2~

10 ReAction. Introducing Arnold's perkiest letters pages. 7 &
The bit where you get YOUR say

27 Bizprogs. Superpower's Mailing List Rom

scrutinised

A

et o

8 Ed-Lines. Containing some very important

announcements

19 Amscene. Althelatestnews including software on
the way for Xmas

e P
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37 Action Test. over0 games reviewed. With new
added INDEX

graphics and some nifty peeks and pokes

78 Adventures. T Pilgrim presents some pretty ﬁ

r

88 Cheat Mode. Tic sneaky section presents bags of:
tips, pokes and maps

98 High-Score. Readers’ best efforts - plus, achance | ‘.'W- Vmﬂf‘ ]
| |

to challenge

pretabilatat

100 Hot Stuff. charsand special offer form




BOUNTY BOB
STRIKES BACK!

Twehty-ﬁve Levels.
Multi Channel Music.
Dual Joystick Capability.

“Bounty Bob Strikes Back " is the sequelto
“Miner 2049er” which was a huge success
on the Commodore 64 and Atari
machines. Now on the Amstrad, this ver-
sion features Bob's toughest challenge to
date and he needs your help more than

The mutant organisms within have multi-
plied and over run the mine entirely,
making it extremely difficult to survive
the hazards of the underground passage-

ways. Using high powered special
equipment in the twenty-five caverns is
Bob's only hope of achieving his objective
of securing the mine and defeating the evil
plans of Yukon Yohan.

BEACH-HEAD

ever before to guide him through the mine.

Multlscreen 3 -D Arcade Acﬁoﬁ

A peaccful mldnd is bcm;, hcld by a
ruthless dictator and his troops. As Chief
Commander of land and sea forces in
the Pacific, you must obtain a quick naval
victory and then invade the island with
land forces. If your troops succeed in
penetrating the island defence systems,
the most difficult challenge still
remains; capturing the enemy fortress of
Khun-Lin.

Beach-Head is a multiscreen action game
which requires different skills and
provides new sequences as you progress
through the game.

THE BEST OF AMERICA..

BRUCE LEE

Twenty secrct chambers to explore

Unique multnple p]ayer optlons

Dazzling graphics and ammatlon

In “Bruce Lee” you will experience the
power and the glory of Bruce Lee, one of
the greatest masters of the martial arts.

As Bruce Lee, you will confront a barrage
of vicious foes. You must penetrate the
fortress of the Evil Wizard and claim his
fortunes. Destroying the Wizard will earn
you immortality and infinite wealth!
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RAID!

DAMBUSTERS

Gripping Arcade Action
Mulfiple 3-D Sc-rolling Screens
The scene is one of World-wide conflict.
The only hope of saving the World from
nuclear annihilation is an attack by stealth
bombers on the launch sites.

As squadron leader, you must lead your
troopsona virtual suicide mission; knock-
out the launch sites, and proceed to

the command headquarters. Armed only
with the weapons you carry, you must
destroy the defence centre and stop the
attack!

Superb Graphics and Sound

IMPOSSIBLE
MISSION

At 2115 hours on the evening of May 16th
1943, a flight of specially prepared
Lancaster bombers left R.A.E Scampton
for Germany. And so, one of the most dar-
ing and courageous raids of the Second
World War was underway. Now you have
the opportunity to relive the drama
and excitement of this famous action via
your Amstrad computer. You will take the
parts of Pilot, Navigator, Front and Rear
Gunners, Bomb Aimer and Flight Engineer
as you play this authentic reconstruction
of the night’s events. The multiple screen
action is complemented by a compre-
hensive package of flight documents and
authentic material from the period.

Game of the Year 1985-
British Micro Awards

Message from the Agency computer.....
"....Your mission, Agent 4125 is to foil a
horrible plot. From an underground
laboratory, Elvin, the scientist, is holding
the world hostage under threat of nuclear
annihilation. You must penetrate his
stronghold, avoid his human-seeking
robots and find pieces of the security
code.

Somersault over the robots or use a
precious snooze code to deactivate them
long enough to search each room. Use the
Agency's computer to unscramble the

L

passwords from the code pieces, or try to
solve them yourself. You'd better
beware.....This mission is stamped
IMPOSSIBLE!

OMING THIS AUTUMN

U.S. Gold Limited, Unit 10,
The Parkway Industrial Centre
Heneage Street, Birmingham B7 4LY.

i . ':‘ ; y \ Telephone: 021-359 8881 Telex: 337268.

I GREAT GAME AFTER ANOTHER |

‘All screen shots as seen on the Commodore 64







Nice Password.
Shame about the Identity.

It’s a unique combination.

Your Special Identity Number
and Personal Password. The valu-
able key to huge databases teeming
with activity, set on our Mainframes
across the nation.

On Micronet 800, you're a
valued individual, adding your own
special flavour and personality to
the database.

Take our exciting new “Gallery -
You control your personal screens
for all to see. The intriguing ** Chatline”
public conversation service gives
you freedom to express your views
and meet some remarkable people.

All part of a tremendous Com-
munications section that networks
you to 60,000 Micronet and Prestel
users across the country. Try Tele-
shopping, or interview celebrities
live on “Celebrity Chatline” every
Wednesday night.

And there’s FREE (& instant)
National Electronic Mail, plus Inter-
national Telex, and the Contact and
SwapShop bulletin boards.

Get computer news first on
Micronet’s daily (and controversial)

Ly TLS LT LA S |

“Newsflashes™ and read up on the
latest reviews and courses. Feast
from our regularly changing menu of
programs to download straight into
your micro - absolutely free.

You also get access to Educa-
tional Computing’s ““School Link”
and Prestel's huge 300,000 page
database, including world news,
business & share bulletins and
optional homebanking. For only
£16.50 per quarter, that’s less than
the price of a daily paper!

Micronet is unique amongst
networks and bulletin boards as it
keeps your phone costs very low with

special local* rate calls whenever
you connect up — that's around 40p
for a whole hours entertainment
each evening.

The only accessory you need is
a Modem, to get the best value for
money around in micro communi-
cations.

Fill in the coupon for the full
facts and send to Micronet 800, 8
Herbal Hill, London EC1RSEJ. But
be warned, Micronet 800 is a ‘living’
service with ever-expanding fea-
tures. So maybe you’'d be better to
call in at your local Micronet 800
Action Station. There are thousands
of Micronetters waiting to meet you !

— — — — — — — — — —

I To: MICRONET 800, Durrant House, 8 Herbal erl
London ECIR 3E]. Telephone 01-278 3143, Y64/9 l
Please send mwe the full facts about Micronet 8O0

I Name'2 = °

Make/Model of Micro

At SRR el G Rty Gl 5

ETE:____:ﬂEJ

* For 98% of telephone users.
Prestel is a trademark of British Telecommunications plc.
On Prestel
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Rtz Conor

In a desperate attempt to inject
zest into an exhausted AA Team,
two new members have been
signed up.

George Murphy, 23, is the

allthose still

new and only Assistant Art Edi-
tor. Londoner George is a whiz
withascalpeland canalso draw a

PRINTING: Redwood Web Offset,

Yeoman Way, Trowbridge, Wilts
BAl4 0

DISTRIBUTION: Seymour Press,

334 Brixton Road, London SWS
1AG

copy part of this magnificent publicatio #

m mytam !-Bglst y to let you, buig";(“_

W i first to obtain 155 5
ell it's only fair. permission,

-

pretty mean telephone — see this
month's cover. George lives for
his work, mainly because he's a
city boy who finds little to recom-
mend the country. Has a reput-

ation as a dancer, butisable to sit
still when strapped in his chair. 4

Diane Tavener, 18, is from [
Yeovil, a mere few hours walk
from the AA headquarters in
Somerton. Diane will be handling
office administration, and deal-
ing with subscription enquiries.
With a bit of luck she'll get us all
organised. Diane's pretty hot on
languages, so if any Germans
ring she should be able to sort
them out. She also plays the
piano, but we don't think there'll
be much call for thatin the office.
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West country blues

Everyone told us that Somerset was a
bit dead on the computer front, but
this is ridiculous. While telephone
calls from all over the country reveal
Amstrad Action to be selling out in
numerous newsagents, here in
Somerton it's gone down like a lead
balloon. Come on-sale day, five
copies of issue one turned up in this
village's two newsagents. At time of
writing, 10days later, five copies still

Your Opinion

We toyed with the idea of a Third
Opinion. We considered adding a
Fourth. We thought of getting the local
Morris men to give their views. But in
the end, we thought the best people to
ask were you, the readers.

What's he on about? You may well
ask. The point is, we're expanding our
reviews to make them just about the
best and most informative thing this
side of the Ameyclopaedia Brittanica.
We want anybody who's played a
NEW, recently released game to write
their own mini-review and send it to us.
We'll print your opinions along with
the main review and the Second
Opinion. If you don't get a clear idea
of anew game after that lot, you
never will.

Obviously, this system means you've
got to have access to brand spanking
new software. But remember — games
are often in the shops at almost the
same time as we get our review copies.
So if you get the game, sprint home,

remain. Aaaaaaaagh! Even our so-
called friends only flick through them

for a giggle before smugly returning
them to the shelf. Mingy lot.

Now come on, people. There
must be SOMEONE with an Amstrad
somewhere in the region. You've no
idea how terrible it feels to be stuck
out here alone amidst hundreds of
straw-chewing, Spectrum-owning
Yokels. Pass the cider, someone

load up, give it a good work ouf and
then send off your review to us = all in
an afternoon.
There are no prizes for this. Just the
satisfaction of seeing your name and
opinion in print. And the knowledge
that you may have prevented
someone wasting their money or have
helped them on their way to a deeply
meaningful experience. Virtue is, after
all, its own reward.
Your opinions should be no longer than
80 words and be on a postcard or the
back of an envelope ONLY. You don't
need to describe the game and say
what's happening — there aren’t
enough words for that! Just give your
comments on it in punchy, amusing or
angry style. Aim for something like the
Second Opinion boxes in this issue.
The address to send to is: Voice of
the People, Amstrad Action, Valeside,
West Street, Somerton, Somerset
TAT1ZPS.

Listings

Yes, we're going to do it. Print
type-in program listings, that is.
You've asked for them, so you’ll
get them. Because this is the mag
where what you want is what you
get. Mind you there is a substant-
ial minority of readers strongly
opposed to listings - if you're one
of those, don't panic. We're not
going overboard onit—probably
only one amonth. The basic char-
acter of Amstrad Action won't
change!

Response to the question-
naire showed that a majority of
readers wanted to see listings of
either utilities or games in the
mag. So it’s up to you to send us

some really hot stuff, particularly
in the way of useful programs that
you don’t need a degree in typ-
ing to enter. We're interested in
games as well, but only if they're
the pick of the bunch.

Naturally, we're going to
pay for these gems of programm-
ing —a minimum of £50 and up to
£100 for the cream. Make sure
you send us a copy of the
program on tape or disc, as well
as a clear print-out and a
stamped, addressed envelope if
Yyou want your material returned.
Send the lot to:Listings Editor,
Amstrad Action, Valeside, Some-
rton, Somerset TA11 TPS.

Salute to Toot

month.

11.00a.m. |am woken by my faith-
ful Chinese manservant, Deng,
bringing breakfast on my
favourite silver tray. While the
champagne chills to exactly the
right temperature 1 speed-read
through the mail and select the
half a dozen or so invitations
which seem at least faintly inter-
esting. Dinner with Diana and
Charles? Or a private box at the
Wham concert? Today, both

. seem dreadfully boring. Life is
full of difficult choices. But at least
the view of Hyde Park from my
penthouse balcony is always

11.30 - 12.00 While Deng shaves
me | telephone the AA Team and
‘warn them I shall be visiting this
afternoon. It's so touching to hear
the excitement in their voices
when they hear I'm coming.

Many readers have written in to ask for more information about the
lifestyle of international superstar Toot, who first graced our pages last

Normally, Toot is extremely reticent about his private life, but after much
pleading he agreed to make an exception for the readers of Amstrad

Action and to write us a diary of a typical day in his rich and varied life —
the kind of life the rest of us can only dream of leading.

12.30-4.00 Luncheon with my fin-
ancial adviser at the club. She'sa
crashing bore with all her facts
and figures and profits and
losses. I try to shift the convers-
ation to the latest Mastergame,
but she merely stares at me with
an expression of utter blankness
on her spreadsheet face. Still, it
seems [ am a few million richer
than last month and the brandy
here really is very good indeed

4.00 - 5.00 Deng drives the Rolls
Royce Phantom Cloud Wraith
with built-in Amstrad and jacuzzi
to Somerton. I decide against the
Jacuzzi and concentrate instead
on Highway Encounter, which
Wadehascalled totellme may be
the Mastergame: I am almost im-
pressed, although it does seem
rather similar to an idea [ had a
couple of yearsago..

500 The AA Team cheer and
throw their caps in the air as de-
scend with only a little help from
my Deng from the cushioned
depths of my Rolls Royce Phan-
tom Cloud Wraith with built-in
jacuzzi and Amstrad. As [ walk
down the red carpet and am in-
troduced to the new faces, be-
stowing a smile here and a word
ofencouragementofthere, I real-
ise whatagreat thrillitis for these
normally dull and inisignificant
people tobe near me, ifonly fora
few moments.

5.00 - 5.30 I quiz the Publisher on
his finances, tell Wade what rat-
ings he must give the games,
order the Editor to give me pro-
minence in the magazine, and re-
mind ‘Trev’ thatl am rather more
handsome than he is giving me
credit for. They are all suitably
respectful. I warn them that their
already tiny wage packets will be
even thinner if they do not do as
they are told.

5.45 With tears in their eyes the
AA Team bid me farewell as |
climb back in to the Rolls Royce
Phantom Cloud Wraith with built-
in jacuzzi and Amstrad. When
will they see me again? The poor
things, they have no idea

7.00 Time to prepare for the
evening. | have decided to have
what people call ‘a quiet night in’
Ihave seen enough of royalty and
pop stars this week. So it willbe a
little candlelit supper for 50 or so.
Imust try not to eatso much caviar
tonight. Can my waistline really
be thickening?
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8.00 After my bubble-bath and
massage Denglaysoutadozenor
50 suits for me to choose from. |
pick one at random - they're all
so beautiful - and listen to a little
Mozart while [slip into it. [ always
find Mozart so civilised. Don't
youagree?

9.001greet my guests and realise
that I would rather have gone to
the Wham concert—any concert

rather than face this collection of
politicians, film stars and mag-
nates. Sometimes | almost crave
the company of ordinary people

1.00 a.m. 1 slip away to my bed-
room, leaving the guests still guz-
zling the exquisite food and
playing the latest Amstrad
games. An early nightfor me, as]
curl up with the latest Jeffrey Ar-
cher. It's the only way to get a
good night's sleep

e
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Your chance to bite back is here at last. Four pages of

outrage, horror and abuse — and the odd word in our
favour. Editor Pete Connor tries to salvage the honour of
Amstrad Action with his replies. Some of these lucky
letter-writers will be receiving FREE SOFTWARE! So if you

want to make your views heard, and you like the idea of

getting something for almost nothing, send your letters

to: ReAction, Valeside, West Street, Somerton, Somerset

TA117PS.

Desperate plea

I've written in to express my view
on your new magazine. What can
I say? Brilliant, fantastic, wow!!
One point I must plead. Please -
no program listings.

Another minor quibble is
that it might be a good idea to cut
down the amount of software re-
views but go into more depth on
the ones you do review. Apart
from that, keep up the good
work. | am keenly awaiting my
next copy of Amstrad Action
through the post next month.

Ian Ridley
Liverpool

Sorry lan - listings are in. But not
in a big way, so I don't think they
will spoil your enjoyment of the
mag. I think you'll find that games
arereviewed in evenmore depth
this month and that they have
more space.

found it most mm:g ancl ap-
preciated, in anm. Amsy-
clopedia and a regular Adven-
ture feature. We adventurers

may be a minority of mpuier-
players, but we are very dedi—-
cated to our task and we are

alwayson meiookam;omewm
original puzzles. May] suggestan

Amsyclopedia of adventure.

-games?
Lorna Paterson
muocultty Clackmannanshire

Hope you like the extra space
The Pigrim gets in this issue.
He 's pondering theidea ofan Ad-

venture Amsyclopedia, . butitsa
mammoth task, em!a!mmg

asdedzcaredasbew. .

Amstrad Ami

For the first time I don'tfeel thata
review ofagameisglib, butthatit
hasactually been played. Inother
magazines the reviewers of
games and add-ons tend to refer
toROMsand RAMsetc. very glib-
ly, in such a way that I feel almost
excluded. They are the 'experts’
and [ the stupid one who has not
reached their level of expertise
yet.

It is in my nature to learn
slowly and I enjoy doing so. I do
not like to be told once — ‘and
sorry boys that was in issue one
and we've sold outand hard luck’

and to be verbally rapped

By the way, my 464 is named
Ami. Has anyone else got a
named 4647 Has Ami got any bro-
thers or sisters?

Brian Privett
London W2

Glad you like it Brian. We don't
want anyone to feel we're trying
to exclude them with boffin-talk
and technical wizardry. One
thing puzzles me though. Why
has your Amstrad got a French
name?

Zest is best

I have been the proud owner of
an Amstrad for around a year
now and [ must say I wouldn't be
happy with anything else. But I

have been disappointed with the
other magazines, finding the re-
views biased and the mags bor-
ing and generally lacking ZEST.

I eagerly awaited Amstrad
Action and, having thoroughly
read the first issue, I can't wait to
take outayear'ssubscriptionand
collect the two games. The re-
views are great and unlike other
magazines that do their reviews
out of five — which is ridiculous
and doesn't offer wide enough
scope — give an excellent faithful
review. 1 thought the magazine
was a little thin but I'm sure it will
grow thicker as AA takes off
Julian Smalley
Selston, Notts.

The Young Ones?

ward to yourn p
RobertShepherd
Sutton-On-Sea, Lincolnshire

have a Staying Power ,w;ra@mgiof
ssﬁiahmmm

mm _'Plenty of
in all 10 dans”:

The best days

of your life

After coming back from my
holidays feeling despondent,
walking to school on a grey
Thursday morning, I had one
pound left from my hols.

Iwalked into the newsagents
tobuy some sweets. As[ was wal-
king to the counter I glimpsed
over towards the magazines and
saw a green eye glaring straight
back at me. Forget the sweets —a
new Amstrad mag! With 130
games tested! I couldn't believe
my eyes.

1 opened the magazine with
baited breath and saw page after
page of reviews. I thought - brill.
This is the mag for me. Just what
I've been waiting for. At last, no
more stupid program listings that
don't work. Just game reviews
and the latest news. Out with the
cash in a flash without hesitation
and [ walked to school reading it

First lesson, double maths.
What a drag. But not for me,
because | had my Amstrad Ac-
tion. So out with the mag to get

(

/i
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Big spender

Having bought your brill, excell-
ent, superb mag I must say for a
first issue it ain't bad. However,
there is just one small teeny-
weeny  grumble.  Looking
through your mag - with trusty
penand cheque book - I casually
wrote cheques worth £28.85.
‘Would it be possible not to make
your reviews so persuasive?

To add to this moment of
sheer extravagance my
Amstrad’s tape-deck packed up.
It has, unfortunately, been sent
out to the computer's equivalent
of a hospital. Now I'm faced with
the prospect of having three
super, whizz, pow, bang
etc.games with nothing to play
them on. Now CombatLynxwon't
getlynxed, Alien 8will stay alien
and Beach-head won't get
landed. _

Still, life goes on. 1've still got
the cat to boot about! I'm looking
forward to the next issue and
hoping it's better — if that's truly
possible - than the firstissue.

5. Lota
London E7

You have our sympathy, but we
hope you don't really take out
your frustration on the cat.

Shy adventurer

Iwas passing the newsagent's the
other day whenlsaw thisbrill, fab
etc. piece of literature standing
on the news-stand (quite logical
really) and guess what — I deci-
ded to buy Amstrad Action
Instead.

someaction. [gotso carried away
reading it didn't see the teacher
come over to my desk. He confis-
cated it till the end of the day. Oh,
well, back to the boredom of the
maths lesson. When the teacher
went back to his desk he started
reading it. At three o'clock [ went
o collect the mag. | asked the
teacher ifhe'd enjoyed it. AtlastI
could read it through to the end.
My mum was glad because I
wasn't using my Amstrad — she's
always nagging me for using it
toomuch. AllI can say is brilliant,
fantastic, superb...the ultimate
magazine.
Paul Edwards
Stevenage, Herts.

Seriously, though, I really
like it. Bob Wade's method of re-
viewing is very good, especially
the use of percentages. I was
very impressed by the reviews
for the various adventure games,
but I've never played an adven-
ture before. I'd ask The Pilgrim,
butI've got a feeling he wouldn't
be willing to speak to somecne
who doesn't even know how to
deal with a dwarf. [ want to ask
which would be an adventure
game that an utter useless novice
such as myself could attempt. I
mean one where [ wouldn't kill
myself within 10 seconds.

Abdul Choudhury
Manchester

Afraid of The Pilgrim? Don't be
silly. He's one of the most sym-
pathetic adventurers I've ever
come across. I'm sure he'd be
very happy to help. So go ahead
ask him

"
Pale and
Here are my comments on
Amstrad Action.
Reviews: the basic format is very
good, but surely the use of more
colour would brighten them up a
great deal. Also, why not a Third
Opinion?
Overall tone: rather pale and in-
sipid. More colour would help.
Although it is the first issue, and
reader’s letters can't be expec-
ted yet, their absence shows just
how crucial they are. And the
more the better.
Amsyclopedia: this is very wel-
come, but could it be better orga-
nised in future? Also, could you
ring the changes on the titles re-
viewed every month. I assume it
will be a regular feature.
Advertisements: Is it really in
order for a software house to
hype one of its programs in a
machine-specific magazine by
using quotes from reviews of the
that program for another
cmputer?
Competitions: If these are going
toberegular, please donotgofor
the spot-the -difference or word-
square type, but try to get your
readersto use their brains. And if
you are going to run more than
one competition in each issue,

could you make it possible to for
all us comp freaks to send in all
our replies on one envelope?
J.V.Gray

Portsmouth

Pale and insipid? Come off it Mr.
Gray — you obviously like very
strong meat indeed. As for a
Third Opinion, we'll be doing
even better than that from the
next issue onwards. See Edlines
for details.

I couldn’t agree more about
letters. The proof is in these four
pages. Amsyclopedia is not a
regular, but was a special feature
for the first issue. Advertise-
ments are something that every-
body reads with eagle eyes — we
think readers are shrewd
enough to see what's what. With
competitions it makes life in-
credibly complex if we can't file
entries in separate places — and
we think we've got some pretty
Interesting ones on the way.

Travel sickness
[ would like to congratulate
on an excellent ma
far the best on
Amstrad. | . however, have
some constructive criticisms,
which I hope you take note of

In reviews of conversions I
am sure readers would be inter-
ested in how well the game trav-
elled. For ) ¢

, did not -
- e version
ure bulls, changing back-
ounds, or speech

Sequel sadness
Amstrad Action is a breath of
fresh air. After being besieged
by third-rate mags for months,
you're like the Tth Cavalry!
Although not a games mag in the
true sense, with small bits on the
smaller operations (i.e. business,
hardware) the review section is
simply the best.

With a stylish, modern look,
a bustworthy team of reviewers -
ex-PCGtomagreadersislike ex-
Creen Berets to army officers —
and Toot, it's a sure-fire winner.

Butnow [mustdomy bittotry
and improve it.

It's about sequels of games
where the predecessor has sold
indroves. In their own right, they
may be great. But they may be
easier, old hat, less value for
money or just plain boring to a
person with the first part.

The classic case is Knight
Lore and Alien 8. The latter is a
great game with terrific graphics
and animation and unbeatable
gameplay, but a Knight Lore
owner may feel cheated. And in
some aspects, rightly so. How-
ever, Ultimate's graphics are
always only half of the game's ap-
peal. The challenges are always
exhausting and skill is needed to
beatthem, soitishere that Alien 8
wins.

Perhaps you will try to re-
member that games are expens-
ive and no-one wants to pay for
the same thing twice.

Liam

You're right. Games certainly
areexpensive, and we'llcarryon
doing our best to make sure you
don’t waste your money on rubb-
ish. I see what you mean about
some sequels being very similar
to the predecessors, but in the
case of the Ultimate games I think
that if you had Knight Lore you'd
probably have given an arm and
alegtogetAlien8.

No begging letters, please AMSTRAD ACTION NOVEMBER 1985 1 l



To Listor

not to List? , ;

- Congratulations! I didn't know it
was possible to publish a new
magazine and make it an immedi-
ate No.l. I've read quite a few
mags to try to find one that would
give me just what I want — soft-
ware reviews - and most of them
go half way by only giving a few
pages of reviews. The rest of the
mag is usually full of rubbish
trying to make it look fuller and
more value-for-money. Your
mag is definitely a hit with me, I'll
be subscribing as soon as 1 save
the cash!

Please don't start putting in
type-in listings — there are plenty
of mags around already thathave
pages and pages of that, and you
don’'tneedtodoit. '

On the game-voting chart
you only allow 10 votes for five
games. [ think it's impossible
trying to pick up to five games
with only 10 votes between them.
1would have givenall 10 votes to
Exploding Fist, only I had some
other semi-favourites. Dun Dar-
ach is a good, but time-
consuming arcade adventure.
Until I work out why some things
work it will take more of my
beauty-sleep.

It's great to see more inde-
pendent software companies and
publishers taking an interest in
whatlwould say—very biasedly -
is the best home/small business
computer on the market.

So, congratulations again. |
hope you'll grow in everyone
else’s estimates, as well as make
tonnes of pennies.

And Tootis A-mazing.

Stan Glendenning
Darlington, Durham

We think it's the best home/small

business computer on the mar-
ket, too. As far as listings go, the
response to our questionnaire
suggests that they are in demand
so we're going to be printing
probably one a month. Sorry
about that Stan, but you can
always skip the pages or just ad-
mire the arntwork. 10 votes
seemed pretty generous to us —
any more and we'd have to em-
ploy an army of counters to tot
them up.

L

|[AreTeAD AcTion [; ;

Colour comment

I have only one comment. That is
thatsome of your screenshotsare
in black and white. They should
be in colour because it makes a
lot of difference to the overall
screen shot. Apart from that your
mag is great.

Jesse Arthur

Heathfield, E.Sussex

MEAN WHILE 1N THE

FAR REACHES oF SPACE

Compatibility

May | say how welcome and long-
overdue your magazine is. How-
ever, upon perusingit, Thave one
serious criticism.

On the cover is emblazoned
‘Power-packed reviews each
month for the CPC 464 and 664.'
So far so good. But - as the proud
owner of a 664 (conned by
Amstrad marketing policy) I
searched the contents of your
magazine for any mention of any
of the games being reviewed
being compatible or otherwise
with the 664. No such mention
exists. | feel that your magazine,
in company with the other two
existing magazines, displays
great insensitivity towards 664
owners in not providing thihs
information.

May I suggest in future a brief re-
mark beside each game re-
viewed, such as 464/664 compat-
ible would solve the problem.
P.].E. Marshall

Swindon, Wilts.

You're absolutely right Mr. Mar-
shall, and with the new 6128
there's even more call for this in-
formation. So from the next issue
on we'll be providing a clear ind-
ication of a game’s compatibility

across the Amstrad range.

Disgusted

Firstlet me congratulate youona
fantastic magazine which is in my
opinion — and other Amstrad
Users' - long overdue. Now [ can
look forward to better value for
my money each month when
buying a magazine.

Secondly, I'd like to voice my dis-
gust to Amstrad who slyly an-
nounced the birth of the CPC 6128
and the death of the short-lived
CPC 664, Having sold my 464 for
the faster disc-driven 664 for the
cost of £335, the following day
Alan Sugar announces another
addition to the Amstrad family —
the 128K selling at £299. £35
cheaper. Why the death of the
664? Alan Sugar replied that it
was due to a 'leap in technology'.
Surely he knew he could turn out
a 128K machine for £299 before
the 664 was launched? It makes
you wonder if the 6128 is good
value. Or is there a CPC2565
awaiting launch at Christmas for
the same price. So is it worth
buying a new computer today or
buying a second-hand one, con-
sidering 'leaps in technology'?
Once again congratulations on a
great mag and I look forward to
seeing you on the stands every
month.

Paul Formosa

Cardiff

We sympathise with your plight
Paul. It must be like buying a
horse and cart just before the
motor car comes out. Do any
other 664 owners have strong
feelings on this?

The Bizzness

It is about time someone had the
guts to ‘‘do the bizzness” and
bring out a truly independent
magazine for the Amstrad. I only
wonder what your mag will con-
tain in future months, as you've
gone through all the software in
one issue.

Right, so I like the launch
issue, but I have some questions
to ask and some contentions to
contend.

1. Why do most software houses
use the slow load/save speed? If
they are worried about safety
then why not have one side slow
and the other fast?

2. Name a reliable tape-copying
utility, so that I can have fast-
loading copies of my present
software. Or, better still, publish
a listing. I'm cheesed off with
waiting.

4. Whereis Elite, the game? [ want
it, and I want it now.

6.1 hate cheating pokes etc. Why
can't people play the game as it
was meant to be played instead of
fiddling about. Fair enough, give
some tips onstrategy etc. Youcan
gain by cheating by poker or
something — but what do you gain

by having a zillion lives in Knight
Lore? Just the feeling that you've
cheated.

Spud Murphy

Swansea

Software houses use slow loads
because it's much more reliable.
Name a tape-copying utility? I
might as well put my head in a
noose. I can understand your im-
patience about Elite, but I'm
afraid you just can't have it now.
Try waiting until the end of Octo-
ber. Playing tips are something
you don'thave to read if you want
to play the game unaided. What
you gain by having a zillion lives
in a game is a better chance of
solving 1t.

priesasstiRiniia s ramEs T )
o Fe v cone omtll

Value for Money

[ would like to thank you for the

first issue of Amstrad Action.
Alotofthe magazine is good,

but I would like to see
game/utility and Basic and Ma-
chine Code articles.

The only criticism [ have of
the reviews is that there is no
Value for Money heading, but
there is Grab Factor and Staying
Power. To me they mean the
same!

Perhaps you could mention
two clubs for me? they are the AP
Exchange and the Manchester
Amstrad User Club. AP Ex-
change is for the amateur pro-
grammer. For a sample newslet-
ter send £1 to N. Godwin, 4 Hur-
bur Crescent, Eyemouth, Ber-
wickshire, Scotland TD14 5AP.

The Manchester Amstrad
User Club is aimed at the
beginner and has its own news-
letter. Membership is £8 a year
For more information write to
Steve Stanner, 21 Gatling Ave.,
Longsight, Manchester M12 5SX.
C.Bryant
Seaton, Devon

We re introducing some listings
in future issues. Value for Money
is included in the AA Rating,
which takes into account all fac-
torsinagame
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Mono moan
[ am writing to congratulate you
on publishing such an excellent
magazine.

The only complaint I have is
that you don't use colour in your
Amsyclopaedia. It would be a lot

moment this sec

But otherwise

magazine

Gurpreet Sanghera

West Bromwich, West Midlands

can't use
if we did,

fortunately, we

10t new game
we can show you what t,

Not the mag for him
Ibought the firstissue of Amstrad
Action today, because according
to the cover full details of the new
Amstrads were inside.

Alllcould find wasa briefnote on
page 8 concerning the two new
machines — hardly full details,
which should cover at least 2
pagesfor EACHmachine.Iwould
hate to read your version of other
magazines’ brief reviews.

I then turned to page 28 to read
the Wordstarreview... WHATisa
WROD-PROCESSOR????

It's not the magazine for me.
J.H.Treacy

London N19

A briefnote? Two pages seems a
bit more than that. Full spec,
photos, software houses’
reactions.. Try the 8256 review in
thisissue - if you re still with us. A
WROD processor is a joke — the
kind of thing that happens when
you make a mistake on a WORD
processor.

Club request
Youobviously need to know what
kind of reader you are attracting.
Well, I'm 38, married (no kids),
working full-time as a despatch
supervisor, own an Amstrad 464
and previously used my father's
ZX81, and when he up-graded,
his Spectrum. Some consider me
tobe a character - they are prob-
ably right!

About reviews: from the
answers you get on the question-
naire, why not pick three or four
readers and invite them to re-

view software for you to supple-
ment your own reviews. Pick one
for edach age-
group/background. That way
you will get a slice of opinion
which reflects the views of the
people who actually buy the
software.

Another idea would be a
contact page where readers can
get in touch with others (Help
how dolget out of the guardroom
in Robin of Sherwood) who are
playing the same games or who
have tips they can pass on

You could also start up your
very own AAC - Amstrad Action
Club and organise visits to
Amstrad themselves, or to soft-
ware houses to see how itisdone.
Arrange feedback get-togethers
where we can tell the software
and hardware people what we
would like to see on the market.

Thanks for a magazine which
promises to become great
Alan
Worthing, Sussex

- TOOTTEN
- Hore

We won't be doing quite what
you suggest Alan, but pretty
near. So if you fancy letting the
world know what you feel about a
game, read the piece in Ed-Lines
and then get writing. A contact
page isn't really possible at the
moment—what would we drop to
make room for it? But we 're more
than happy to printnames and ad-
dresses of clubs here in
ReAction. Asforourownclub, it's
a nice idea but we really haven't
got the time. Getting the mag out
is a pretty big job in itself - we

don't getany time off.

Showing promise

I have just read the first issue of
your mag. It shows promise —and
everyone’s got to start some-
where. Just think, such enterpr-
ise in Somerton. I regularly visit
the area and it will never seem
the same again. Such a sleepy
place concealing such initiative
 and talent. How could I possibly
notsupportsucha venture? Imay
even be tempted into a subscrip-
tion if the right incentives present
themselves (I don't fancy any of
| the games on offer this month)..
|  Seriouslythough. Gotagood
proof reader? Without even

trying - Page 20: for “‘WROD pro-
| cessor’, read *“WORD processor’.

Front cover: for ‘FREE see page
,read ‘'FREE see page 84'. The
2xisting proof-reader wants a

bles will sort themselves out.
it will be difficult with such a
rati Vely young editorial
to aim the magazine at the

right level of interst. In my parti-
cular area, for instance, a large
number of Amstrad owners are
aged 35 - 45 years. While there

should be content in the mag for

take to gear it more exclusively
mm«nm%&wm&wﬁyk_; .

presentation.

should be a readable and a well-

balanced diet of light-hearted re-
partee and serious matters,

should above all be professional
in approach, outlook and pre-
sentation., It is, in my view,
counter-productive to sacrifice
quality and preparation for lower

production costs and, perhaps,
an ill-considered image. Never
forget where the money is — i.e.
with Dad, or so my children think

—and who has to be persuaded to
part with it.

There is always room for a good

honest mag mmm:mﬁef .

! L  need to produce a magazine that
[look forward to your future i '

magazines with interest and sin-
cerely hope you get it right. |

Shock horror!
lam appalled!

I have just purchased and
read thefirst copy of Amstrad Ac-
tion and I find it extrememly off-

| ensive. Personally I would give
up now because the magazine is
| of a poor quality.

You lower the general class
us. 8 ‘SO -
int to your credit is

syclopedia, which is still
1snot in alphabet-

It's a fair cop, Mr.Simmons —
almost. There were many errors
in the firstissue, mainly due to the
horrible rush to get it ready on
time. Not to mention technolog-
ical teething troubles. But WROD
really was intentional. It was sup-
Pposed to be a joke. Honest,

We're very conscious of the

ical order.
David Butterworth
Lymington, Hampshire

or any off-

ren you by

glish Language.

was written by
game. Perhaps yo

to 'The Times'. But

‘treview as many games

Amstrad owners genuinely want
to read, which is why letters like
yours are so valuable. But
Somerton's not that sleepy, you
know. .

that we are not going

give up
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Slightly mad?
Congratulations on the success-
ful launch of Amstrad Action. It's
bright, informative, slightly mad
and good value for money. Icurr-
ently subscribe to ****¥*%* but
that is likely to change. Your
‘rivals’ appear to be very good
for people who have a back-
ground knowledge of comput-
ing, but as I've only owned an
Arnold for about five months and
find very little spare time, they
are invariably too technical. Art-
icles about Sideways ROM,
CP/M, Hisoft C, Machine Code
etc. are quite simply over my
head

However, Amstrad Action ap-
pearsto be more my kind of mag.
It's difficult to determine how
good a publication is after only
one issue, but itfeels right. Hope-
fully, I'll be able to progress with
the mag as the months go by.
About the mag itself. Amsyclo-
pediaisagreatidea. There were
many many reviews [ hadn't
read, and it will be invaluable
when choosing future software. A
mistake can be costly, software
prices being what they are.

Ilove the Cheat Mode pages. Sor-
cery won't be quite so frustrat-
ing. How about a regular feature
for beginnerslike me on the bare
bones of a listing? ['ve typed ina
few listings in the past few
months, but do not really inde-
rstand what each line does.

I've enclosed the questionnaire.
Funny, I've never written to a
mag before.

T.K. Robertson

Pontypridd

We 're going to be printing some
listings in future issues, but we'll
ensure that they're clearly pre-
sented and fully explained. We'll
also be covering some of the
topics you mentioned — but in a
non-boffin way. As for ‘slightly
mad’, there are people here who
are totally bonkers

CONNOR : THE SANCTUAZY
OF SANIT> AT AA

progs

e&mgramlanens on a very enter-
i’&nungﬁrsussue 1 liked it all
very much. It's about time we
Amstrad owners got a decent
magazine which does not lecture
us mpymmrs. technical mat-
ters and gen: i ess info.

i mn"{dl&e mention one or
3pects 0 ,émmwasoﬂwam

R

i

ngh-score kid

I have just bought your first edi-
tion. It was very good and | hope
the next one I buy will be just as
good. Arnold is our first com-
puter and as [ am a busy wife and
mum Idon'thaveasmuchtimeasl
would like tousesit. Still, Imustn't
complain—Iam going to drag my
ever-loving husband to the Lon-
don exhibition with me.

I hope that — unlike some
other magazines - you will not as-
sume that all computer users are
male and under 30. [ get fed up
with articles that say 'EVEN mum
candoit.'Idoacouple of evening
classes in Basic and although I am
not a genius [ know a little. So
don't be condescending please.

Do you know any good zapp-
ing games that are not too fast for
a seven and a half year old who
gets very frustrated when these
quick gameskill him off before he
gets going. He just wants his

w Wﬁ& Explodi
‘?ﬁkﬁ, *M m@h-smre table

name on the high-score table
Mrs. Pauline Hinton
Reading, Berks.

We certinly won't be condes-
cending, Mrs. Hinton — if only
because we're not boffins our-
selves. Just enthusiasts like your-
self. And there'll be no sexism or
MUMism either. We reckon
Amsoft's Laserwarp or Alien
Break-In should be the kind of
games your son could do very
well at. Both are £8.95 and re-
viewed in Issue One's
Amsyclopedia.

ORE e (EENRE e -

Pirate Pal
Iam writing out a friend

main name-

mum had
y for the
got his

moment 1 g up for
Hm- J my frl:e.nd

l
R.Edwards
Crewe, Cheshire

llike yeur mag. Evenmore Eiikéma shing and lively style the
format takes. You see, ever since md to use an Amstrad
computer [ have known anl‘y*iﬁé Qﬂiﬁm& ‘method of magazine
publishing. Mainly boring straigh &eﬁd échtonal attempting to
pad out lively colourful advext& :

lliked your word processor cc mparmon lhave become very
much at home with Tasword and with that in mind I have given
below a quick list of pér 'mgs that colour users may find
acceptable. :

The following numbe: ered in place of the ones shown in
brackets in the custommngmade will give a restful colourset and
aleft margin which is hand} inprinting,

After answering Y to e Progx am, type in the following
numbers:

Pen Colour 23 Cursor Shape 4

Paper Colour 1 Cursor Type |

Border Colour ! Left Margin 3

Border Colour 2 Right Margin 80
That's all fromme this time. Idon't neccessarily expect you to print
this letter but please, please let's see plenty printed. That's one of
the other problems with 'officialdom’, they don't like to publish
letters much. I wonder why... :

Paul Hayes

Bexhihll-on-Sea, Sussex @
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One of the great classic games of all time is now
available to even more of you — Amstrad and
Atari owners everywhere can now experi-
ence the ultimate underground journey.

Search through the 16 caves, each with 5
levels of difficulty,and collect as many
lewels as quickly as possible. Don'tforget
to block the amoebas, transform the
butterflies, or outmanoeuvre the fire-
flies— or youll never get out alive!

Available September 5th

Amstrad CPC464 and Atari 48K versions
back-to-back on one tape at £9.95.

ASHKERON!

Ashkeron is something for everyone: a complex, challenging,
witty game for the adventurer, and its got pretty pics for the
zap’em crowd. An excellent game — buy it!' — Home
Computing Weekly

‘Itis highly professional, sophisticated software....in its
walls lies a challenge everyone will find interesting and
rewarding’— Crash Micro

This game gets my royal assent' — Your Spectrum

‘A charming graphic adventure — MicroScope

Available now for
Amstrad CPC464 £6.95
Spectrum 48K £5.95

With built-in competition!

r Sre— =
R W R W
T W M w7 e Ww

~ Maxwell House, 74 Worship Street,London EC2A 2EN
l - Trade orders to: Purnell Book Centre, Paulton, Bristol BS18 5LQ
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Faces, fun and glamour from
the country’s biggest computer exhibition. @

@
003902080 ® 200

production copies of Amstrad Action we were carrying. Of course, the
tickets may have helped.

P The only Rambo
look-alike at the show
seemed to be on the wrong
stand. System 3 had hired
him to add a bit of muscle
to their razzamatazz.
Butisn'tit Ocean who are
doing the Rambo game?

Q
e
Q
4
&
o
S
@

W\

The PCW show was just as expected - noisy, crowded and very
exciting. Despite the huge queuesat 10a.m. on the opening day the AA
Team gained instant admission, perhaps thanks to those glossy pre-

Inside, the Amstrad stand time for the show and promised Amstrad versions of System 3's Andy Shafte defended

was attracting some heavy
attention as crowds flocked
round the first public display of
the new 6128 and 8256 machines.
There was plenty of new software
for them to see too including 3D
Grand Prix and 3D Boxing as
well as guest appearances by
snooker-player Alex Higgins
and soccer star Glenn Hoddle in
support of the games bearing
their names Hardware star Alan
Sugar was also there, in support
of the machines bearing hi:
name.

Elsewhere, many of the big
games had failed to make 1t in

materialised only in the shape of
videos of the films and TV progs
they're taken from. Ocean had
Rambo doing his over-muscled
stuff in Nam while Melbourne
House showed clips from the
cartoon of Lord of the Rings. US
Gold displayed bits of Goonies
the latest Stephen Spielberg film

Personal appearances were
the order of the day for anumber
of characters. Mirrorsoft had an
oversize Mr.Man waddiing
around, preceded by a young
lady in a short skirt. One lady not
wearing a short skirt was
Mirrorsoft's Pat Bitton, who

P People crowding round the new
machines on the Amstrad stand.

Spitfire 40 in mid-October and
Dynamite Dan [II before
Christmas. Elsewhere, assorted
magicians and pirates wandered
around. Dwarfing all of them was
the monumental figure of Geoff
Capes, playing his own game on
the Martech stand. It should be
withus onthe Amstrad very soon

Most outrageous stand of the
show was System 3's. To
publicise their game Twister,
mother of Harlots, three scantily-
clad women writhed and
wriggled on a tiny stage while
snarling at the audience and
slashing each other with whips

the show:'lIf you were a kid would
you rather see a big stand saying
how much money we've got, or
some naughty girls?' I'm not sure
Andy.- On the Saturday the
organisers told System 3 to get
rid of the girls. They gotrid of the
stand. By the following week
Andy Shafte was no longer
working for System 3

P Ricardo Pinto = left — and Dominic
Prior — right = are Torus, the people

bringing Elite onto the Amstrad very short

ly. Don't ask me who the other two are.

A A panoramic view of

Olympia, home of the
software Gods.

<« Two sophisticated examples of Artificial Intelligence
engage in a free and frank discussion of philosophical

issues,

P Tim Chaney of US Gold with just a few of the many
video screens on his stand.
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P Firebird’s Herbert
Wright (centre) finds
something interesting
in Amstrad Action,
Must have been his
phetograph.

« Rambo, Rambo, Rambo, Rambo,
Rambo, Rambo, Rambo, Rambo,
Rambo, Rambo, Rambo,

Rambo...Ocean are producing a game
called Ra mbo.

P Mirrorsoft's Pat Bitton —
the woman who brought you
Boulderdash. Nice one Pat.

A An AA
Team
member
waiting to

be paid.

P Soccer star Glen Hoddle after
displaying his skills on a joystick with his
Amsoft football game.

The snappiest news AMSTRAD ACTION NOVEMBER 1985 17




¥ Rod Cousens, formerly of Quicksilva,
now of Electric Dreams, here seen in the
company of Activision’s Clare Trotter.

» David
Palmer(left)
and Mike
Mahoney
sporting
happy
grinson

the Alligata
stand.

P Alex Higgins, minus his
cue, gives fips on
micro-snocker.
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P Activision's Andy
Wright plays a
Spectrum game. Or
has he just got a
nasty shock?

<« This distinguished gentleman
none other than Merlock th
Mede, who will be making d

« A stray pirate from
the Mikrogen stand.
Looks altogether too
young tobe in the
bucaneering business.

o Quack, quack. Two

Donald Ducks hanging
around the US Gold stand.

P Geoff Capes, ex-world's strongest
man, waggles for dear life on the
Martech stand. Wonder what joystick
he prefers?




Ariola’s five

Ariolasoft are winding up for the
bonanza by releasing
n October and Novem-
d versions of
uld be seen running on
-square-foot video ‘wall’
atthe PCW show
First out, towards the end of
October, will be Archonand One
on One. The first of these is a
blend of strategy and action on a
chessboard - if you wantto take a
piece you'll be forced to do battle
with your opponent. Archon
£10.95 — a bit extra because
mes in a de-luxe box with
. One on One is the hit
basketball game in which you
control either Larry Bird or Dr.
Julius Irving, two very tall men
who happen to be the biggest
stars in US ball. There's no de-
luxe box so it only costs £8.95.
Other imminent releases are
Skyfox the super-flight-
simulator — and Wizard, a 100-
screenadventure game. Both will
cost around £9.00 and should be
available in early November.

ming’
ostume

Chocks away!
Mirrorsoft have Dynamite Dan
and Spitfire 40 appearing over
the horizon at the end of October.

Dan is an arcade adventure
featuring platforms, lifts and
wacky hazards. The hero has to
foil Dr. Blitzen's plans for world
domination by cracking the safe,
stealing the plans and making his
escapeinablimp. Allfor £8.95on
cassette

Spitfire 40 lets you play the
Douglas Bader-ish role of a
trainee Spitfire pilot in 1940. This
flight-simulator-with-combat
dares you to work your way up
from novice to Group Captain
with more decorations than a
wedding cake. Could this be
your finest hour? It will cost you
£9.95 to find out.

New Gen, New Blood

New Generation are turning
their attention to the Amstrad
market with conversions of their
existing titles on other machines
and the prospect of more
original titles next year.

Jonah Barrington’s Squash is
the first title out and we should
have a review in the nextissue. It
features a 3D view from behind a
squash court with two players
wacking the ball around while |B
calls the score in Reprosound.
We haven'theard the speech yet
~but you won 't need any
hardwaretogetit.
~ Alsoonthe way is the
Trashman series of games

Kuma keep coming
Kuma's prodigious range for the
Amstrad keeps expanding with
their latest ORIGINAL release for
the machine being called Argo
Navis and featuring arcade ad-
venture and shoot-em-up
elements.

The game features a 96
screen space ship in which you
have to collect 12 crystals. These
then have to be taken to the com-
mand cabins to activate the self
destruct mechanism before you
make your escape.

We'llbe reviewing the game
next month but if you can't wait it
will cost you £6.95 on cassette.

Up, Up and Away
with Beyond

Beyond are planning a soaraway
future for the Amstrad with not
just Spy vsSpyand Shadowfireon
the way but Superman the game
and Nexus.

Superman is expected in
November and doesn't take the
plot of any of the films but in-
volves him in a new battle against
the evil Darkseid who is out to
take over the world. You can play
the part of the blue (or is it red?)
underpanted hero or the evil
being as they battle to find the
anti-life formula that is the key to
controlling every person on

Earth.

Nexus is another new pro-
jectexpected early nextyear and
features animated action and ad-
venture. Itisa game with no rules
so that the player has to find out
what to do for himself within the
basic scenario. It takes a topical
view though since you are bat-
tling against the evil of drugs
issuing from a South American
country.

Allthe Beyond games will fly
into your hands for £9.95 each
and you can bet they'll be differ-
ent because as Clive Bailey of
Beyond told us ""we don't do
arcade games."

starting with Trashman himself
cleaning up the streets of Britain
and then moving to Travel with
Trashman where he cleans up
the rest of the world. Those two
should be out this year with a, er,
threequel due next yearasa
simultaneous release with the
Spectrum title. It's called
Trashman goes Moonlighting in
which the rubbish hero returns
to GB to complete his original
Job but with lots of moonlighting
tasks like window cleaning and
hedge cutting on the side.

To hear /B calling the score
or Trashman clanging bins will
cost you £7. 95 on cassette.

S
Dogs of War

Novagen's Mercenary the
follow-up to their CBM 64 hit
| Encounter — will be appearing
onthe Amstrad some time in Nov-
ember at £9.95 on cassette,

The game stars a mercenary
working on a strange planet's
surface. It's a mixture of flight
simulator and shoot-'em-up and
makes extensive use of vector
graphics.

Novagen's Bruce Jordan
said thatthe Amstrad version was
‘even more impressive' than the
Commodore one and added that
the company has ‘a commitment
to the machine'. But Encounter
will not be making an ap-
pearance on the Arnold.

Mole from Mosalc

Mosaic, who brought you Level
9's Erik the Viking, are now
bringing outa game based on the
mega-best-seller, The Secret

Diary of Adrian Mole. This little
package is also from the Level 9
stable, and boasts some attrac-

Gargoyle

triple treat

Fans of Dun Darach will be de-
lighted with the news that Gar-
goyle are writing a trilogy of
games for the Amstrad called
The Siege of Earth Trilogy.
They'll take a more futuristic
viewpoint than the previous ad-
ventures and star a space-suited
hero.

The first game is called Mar-
sport with the second and third
ones being Fornax and Gath.
Marsport will be reviewed in
issue three with Fornax due for
release in January next year and
Gathin April.

Also onschedule for Novem-
ber is Sweevo's World in which
Gargoyle have takenamore light
hearted view of things with a
spin-off from their animated ad-
ventures. The game is only £7.95
compared tothe £9.95 of the other
games.
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tive graphics. What's more, the
text seems to capture the spirit of
the book better than either the
play or the TV series of the same
name. Fullreview innextmonth's
Adventure pages

Virgin works
Shogun
Virgin Software, enjoying an
almost unequalled reputation
among Amstrad ownersthanksto
the success of Sorcery, are wor-
king on two new games titles.
Strangeloop is another multi-
screen arcade-adventure, this
time with some 250 locations. You
guide a spaceman round a
bizarre, derelict robot factory,
shooting enemies and trying to
solve a number of pretty devious
puzzles. Release is due by Ihe
end of October. ;
Nearer Christmas will come -
Shogun, an “icon-driven’’ adven-
ture based around the cult TV
series based around the James
Clavell novel. Our martial arts
correspondent reports that the
game features a number of inde-
pendent characters, your aim
being to get them to comply with
your wishes. -.
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Elite’s commando action

The hit coin-op arcade game
Commando has become the centre
of a legal wrangle between
software houses Elite and Alligata.
Elite, who obtained the licence for
the game, took Alligata to court to
prevent them releasing a title called
Who Dares Winswhich, according
to Elite, was effectively a copy of
Commando.

Alligata's Mike Mahoney told
us they had now agreed to make
alterations to their game —the
scenario is being moved from the
jungle to a town. Both companies
are still planning to produce
versions for the Amstrad.

Commando, which features a
jungle soldier running riot with
machine gun and grenades, is
reckoned to be the biggest arcade
hit since Track and Field and Elite

Memory Boosters

Expansion cards that will give all
CPC Amstrads up to 512K of
memory are on the way from
German company Datamedia,
who hope to have them on the

British market well before
Christmas.

Technical details are as yet
unavailable, but it seems unlikely
that the cards will allow 464 and
664 owners to upgrade to 6128
specification. What the extra
memory will supply is a potenti-
ally huge increase in BASIC
storage space, of particular ad-
vantage in the designing of
screens and animation

The cards are inserted in-
side the Amstrad rather than
plugging into the back, and
beginat64K.Priceshave yettobe
established, but if the Deutsch-
mark cost is anything to go by, a
64K card should be around £30
and 512K about£115.

Datamedia have also devel-
opeda51/4inchdiscdrivefor the
Amstrad which they expect to be
marketing here too. The drive
should allow 6128 ownerstoruna
huge range of business
programs. No prices are avail-
able yet.

believe it will become one of the
best-selling arcade games of the
year.

Meanwhile Elite are also
pressing ahead with a version of
Scooby Doo for the Amstrad.
Costing £8.95 on cassette and
£12.95 on disk (more than the
Commodore or Spectrum versions,
tsk, tsk) the game features the
lovable characters Scooby and
Shaggy in what Elite describe as
“the first ever computer cartoon”.
Well, we've heard that one before

Elite's Steve Wilcox says the
player'srole is as director of an
interactive cartoon. The characters
are said to communicate by means
of speech bubbles, although no
one here can ever remember the
real Scooby Doo saying anything
other than “"Scooby-dooby-doo.”

6128 adventuring
Level 9 point out to us that their
excellent range of adventures
can be run on the 6128 by typing
in the same instructions that are
required for the 664.

For Colossal Adventure, Ad-
venture Quest, Dungeon Adven-
ture, Snowballand Lordsof Time,
you plug in your tape-recorder,

switch on, and enter the
following:

| TAPE

MEMORY & 2FFF

LOAD

“ADVENTURE",&3000
Start the tape and press any key.
When the tape has loaded, enter:

CALL & 3000

For Return to Eden, Emerald
Isle, Red Moon and The Worm in
Paradise simply enter:

| TAPE

RUN"”
Start the tape and press any key
when the computer asks you to

Naughty Zelda

We are outraged to hear that a planned
Amstrad title from Audiogenic is claimed to
have a world first for a computer game - a
pornographic cover. Never mind the cover,
the title is evil enough. It's called Space
Agent Zelda Meets the Bug Eyes. The mind
buggles.

Golden line-up

US Gold have revealed their
planned release dates for the
Amstrad versions of their top-
selling titles. Raidis first off - due
out a week after this issue hits the
news-stands. Next is Impossible
Mission on November lst, fol-
lowed a week later by Bruce Lee
(you can read an exclusiva re-
view of the latter in this issue)

Dambusters, Beach-heud IT

and Return to Oz are all due
before Christmas with Winter
Games and Bounty Bob Strikes
Back coming soon after. Standby
for a hot American winter,

Mouse!

The AMX mouse, already a big hit
on the BBC micro, is now avail-
able for all the Amstrad com-
puters except the 8256.

The mouse is supplied with
four programs on cassette and
gives art capabilities that AMX
are likening to the Macintosh's
It's a very trendy package with
icons, pull-down menus,
windows and pointers.

The software supplied al-

Space contraption

The end of October should see
the release of SPA.CE. and
Contraption from Audiogenic,
both ataround £8 on cassette.

S.P.A.C.E. - Space Pilot Ad-
vanced Combat Emulator - is a
high-tec flight simulator which
Audiogenic claim ‘will revo-
lutionise the training of our space
pilots.'

Contraption is a graphically
cute platform game which ICON
Software are converting, in con-
junction with Audiogenic, from
their BBC version. It should fea-
ture a total of 20 screens.

lows you to create and store pic-
tures using a variety of techni-
ques, utensils and backgrounds.
Spray-can mode, for instance,
will allow you to behave like a
New York graffiti artist
while vandalising nothing more
than your monitor's screen.
Rodents don't come cheap
though - the AMX Mouse plus
software will set you back £79.95

n DI  OPJTIONS  TEXT  LINES |
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Which one did YOU visit?
Bit of a mess up over the Amstrad
show. Or shows, to be more precise.
We're attending (or, by the time you
read this, will have attended) the one

~ at London's Novotel. But there also is
~ (was) another show planned for a dif-
ferent site nearby on the same two

days, October 5th and 6th.
The confusion stems from the fact

_ that the company originally organis-
P ing the Novotel show went into liquid-
~ ation, Database Publications stepped
~into the breach, lw.mn;prmxmoiy 80,
~mmwymm
. ~m¢owdmmmnaimt-

puter Marketplace.
A messy quarrel between the two

- resulted in Database scooping the
. Novotel site and Editionscheme mov-

ing toa new site but offeringa free bus
service from the Novotel to its own

show. All in all, a slightly ridiculous
situation which, at time of going to

press, shows no sign of resolving
itself.

5o which show turned out to be
the REAL show...? Did anything excit-
ing happen at either...? And what was
the result of hundreds of Amstrad
owners coming into personal contact |
with the appalling staff who run this
magazine...? These and many other
questions, provided we survive the
exhibition, will be answered next |
month. .
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Hitsquad attack at Christmas

Four famous software houses have combined to make a compilation tape for

Christmas called ‘They Sold a Million''. Ocean, US Gold, Ultimate and
Software Projects have all contributed a program with two of them being
specially written for the Amstrad. The tape will be marketed under the
specially created ““‘Hitsquad' label.

The four games for the Amstrad are Beach-Head, Daley Thompson's
Decathlon, Jet Set Willy and Sabre Wulf. Atic Atacwas originally in the line
up instead of Sabre Wulfbut you can still expect to see the original Ultimate
arcade adventure and the latest Spectrum release Nightshade in the com-
ing months, although they can’t say when.

Surprisingly, Jet Set Willy is also being re-written to correspond to the
original small version which was the best seller on other micros. This
seems crazy, because Arnold owners already have the extended version
(known as Jet Set Willy II on other micros). Why anyone should want to
rewrite a game to make it smaller, easier and less interesting is amystery to
us.

Still, the compilation is good value for money at £9.95 on cassette and
£12.95 on disk and between the four games featured on the three machines
(there are Spectrum and CBM 64 versions as well) they really have “sold a
million."”



[/Nice little ad this, outthere

any other snippets _
spottedinoneof anywherewhich ~  (preferably ,
ourrival ~ mightappealto ~ human) who'd like
magazines. Good = otherAmstrad  tocommunicate
o se T ownerswhynot  withour software
i sendthemto editor using pen
us. . - andpaper well,
- (PPS.Ifthere  whatare you
~ waitingfor..)

~ are anijmﬂa?aﬁ

Male 34 wishes to communicate with
females using mini office word
processor. Send your intrqducbory
cassette and I will reply using the
cassette which can be re-used. Give file |
name, Mr Harman 74, Arthur St. |

Clever programming
corner

Elite Imminent
Those lovely boys at Firebird
and their Torus programmers in
Scotland have been slaving away
over Amstrad Elite. The good
news is that it’s nearly here and
although the BBC original is a
year old the game is still high in
the charts and shows every sign
of being better than ever on the
Amstrad

Latest prediction is that it
should be inthe shops by Novem-
ber. Hold onto your joysticks
because this is where the great

the Ams

sophisticated mathemati
ulation of something called
1

stir on the C
and Atari with their

D graphics. Ex
rsions November

'u:.LWithersea, N. Humberside.

o

Asterisk the Aussie

Not content with taking the mar-
ket by storm with Fist, Melbourne
Houseare planninganevenmore
impressive Autumn schedule. In
addition to their adventure re-
leases Terrormolinosand Lord of
the Ringsthey have games based
around that famous gallic fighter
Asterisk and a new combat game
Fighting Warrior.

Fighting Warrioris similar to
Fistbut features two guys battling
with swords instead of (fists.
There's no indication yet of what
the Asterisk game will be but
knowing what he and his mate
Obelisk get up to it should be fun.

user had o type in the required
Aot Dt aery

Sizzling software dept

Amsoft burns rubber

Among the attractions at a
packed Amstrad stand at the
PCW show in September was a
demo of one of the hot new
Amsoft titles 3D Grand Prix.

Not just another 3D motor-
racing game, this. The 3D effectis
extremely impressive for a start.
Your driver's-eye-view shows
the front wheels actually turning,
and the road zooming toward you
in very realistic manner. A fur-
ther excellent touch is the provi-
sion of views from two wing mir-
rors. This allows you to see as
cars approach you from behind
and thereby take suitable action.

It must be said we were hop-
ing to give the program a full re-
view in this issue, but in the end
Amsoft weren'table to geta fully-
finished version to us in time.
Standby for next month.

3D Grand Prix is one of the
titles Amstrad are using for a
multi-million advertising cam-
paign this autumn. The idea is to
show that software on the Arnold
1s now as good as on any home
micro. Other programs being
used are 3D Boxing, another
impressive-looking game we
hope to review next month, and
3D Stuntrider reviewed in this

i issue. All three :

ing text. Reformatting was a . games are part of
v Iéxg.m_~ asiness 1A Whit ¥88 &| Amsoft's new gold range which
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space battle begins.

time.

Here it is, our first chart of the
current top-selling Amstrad
titles, as supplied to us by Gallup
+| (to be carefully distinguished

from our readers’ chart of
_favouri!e titles elsewhere in this
issue).

: It shows Melbourne House
st_lll firmly at number one with
}:"Jsr, probably the biggest selling
title ever on the Amstrad. Also
selling well, and deservedly so,
are the four Mastertronic budget
releases which are good value in

Elite

3.FINDERS KEEPERS
Mastertronic

4. CHILLER
Mastertronic

Mastertronic
6. SCRABBLE
Leisure Genius
1.BEACH-HEAD
US Gold/Amsoft
8.RED ARROWS
Database
9. LOCOMOTION
Mastertronic

Martech
11. STARION
Melbourne House
12. ALIEN 8
Ultimate
13. AIRWOLF
Amsoft/Elite
14. RED MOON
Level 9
15. DALEY THOMPSON
Ocean
16. AVIEW TO A RILL
Domark

Amsoft/Loriciels
18. DUNDARACH
Cargoyle
19. PROJECT FUTURE
Gremlin Graphics
20. SHORT'S FUSE
Firebird

5. NONTERRAQUEOUS

10. BRIAN JACKS SUPERSTAR CHALLENGE

'S DECATHLON

17. GRAND PRIX RALLY II

AMSTRAD ACTION HOT 2

anybody’s book.

Arnold owners’ taste for lot
of different software is evident i
the appearance of Scrabble, Re,
Arrows, Red Moon and the sti]
Popular Dun Darach.

The chart was compiled by
Gallup over the four weeks up tc
20th September and is now virtu.
ally the only sales chart worth
loo_king at. Then again, to see
which games YOU actually like
turn to Hot Stuff,

1. THE WAY OF THE EXPLODING FIST
Melbourne House
2.FRANK BRUNO'S BOXING
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The telecommunications bandwagon is starting to roll, folks —time to consider linking Arnold to the feleph‘bne.

‘“As the Amstrad computers continued their unstoppable
expansion throughout the still-divided Europa continent, an event
took place (Earthdate: October 1, 1985) whose significance, at the
time, was underestimated by many earthlings. A special service
was launched allowing Amstrad owners nationwide to link up with
each other through the British nation's ‘telephone network’ (for
explanation of this primitive communications system see Vol 22,
pl046). 3
In consequence these fortunate people could receive
immediate news of Amstrad-related events, download programs,
send messages to each other and access the 300,000 pages of
‘Prestel’ (a database which at this time was considered extremely
large!). It was the launch of thisnew service which removed the last
remaining advantage offered by other more primitive home
computers, and thereby cleared the way for Amstrad’s world
domination and all that that entailed. "’
Extract from HISTORY OF THE EARTH Vol 23, published by the
Alan Sugar Corporation, 3446 AD.
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Amstrad Action
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database, what youne :
cost. Read it with caution.

One of the main complaints you hear about home computers is that
they're good for games and nothing else. Althoughinthe case of an
Amstrad thisisaload of cobblers, it'salways pleasing to encounter
new uses for the machine.

Telecommunications is one such. Indeed there are people
who will tell you that it leaves all other uses completely in the
shade. Your micro and modem, they will say, offer you an early
trip to the 21 st century. Instantaccess to limitless information. Fast,
cheap communication. Shopping and banking from your living
room. And soon.

Thatmay or may notbe so. Whatis certainisthat investing a bit
of cash in the right gear will open up a whole new world of
possibilities for your machine.

David Husband: “All hell will break loose.”

Probably the most interesting is getting access to the new
Amstrad database launched at the start of October. By taking out a
subscription you are given a unique membership number
together with a phone number at anearby exchange which will
allow you to dial up the database at local call rates.

Once you're connected, pages of information comes down the
phoneline and appear on your monitor screen. By making choices
from the various menus offered you select what part of the
database you get access to. Among the benefits being promised
are:

P Daily updated news of Amstrad products and software.

P Direct interaction with other Amstrad owners all over in the
country (including us). You can send and receive messages to any
other subscriber.

P Accessto software which, if you have the right type of interface,
can be downloaded to your machine and saved on tape or disk.

Although the aspects directly related to the Amstrad may be
of greatest interest, there is a lot more besides. The database is
part of the huge Prestel service and is being run by Viewfax 258
and marketeéd by Micronet 800. These two companies already
supply a vast number of pages on Prestel of interest to computer
enthusiasts atlarge. These for example could allow you to:

» Try to find a buyer for your discarded Spectrum by leaving a
public message on one of the “'swop shop'’ pages.

» Take part in a nationwide interactive game such as Starnet or
Round Britain Race.

» Design attractive graphics pages and put them on public
display.

» Interview a computer celebrity on the Wednesday evening
Celebrtiy Chatline.

22 NOVEMBER 1985 AMSTRAD ACTION Have you payed your phone bill?




HackerSpeak

substantial phone
country to Tunup i
e ilaroma o
ign language- screens o ted data
il jece of library of regul;ﬂg:ipdaenangmg from
RS232 INTERFACE. np:m o gupphedb‘lt::: sﬁpem,,keucmms.
et wmc?:l? pngtt and allowsit travelagen 5
old's expans AX 288.
fgtnam to mod’ri;::::t\‘z othel;y : ,‘?ﬁownrﬁ'r mﬁﬁfﬁfmg
uters. theo of n fprime e : . :
i GH!! The sound i"'°m?°r,;,q§,?::;:;gs.p Among But whether it's just for a bit of evening entertainment, or
t0d by a would-be hacker after ‘:&f;f :htj:gs they offer comp“l:;d whether you want to take it a lot further, there's little doubt that
?::xn:our:spen"”'“‘g 1o get::‘,? related ne 'M:Mak:eat:;o hooking Arnold to amodem will open the door to a world of mind-
RS232 interface to work propery: :euow:;? gﬂiﬁ ;?,u can download boggling potential.
MODEM. Stands for pIOU: future use.

it? It’ e for
MOdulator[DEModulatoz, geddit?It's and sav'

BT
apiece of kit ith two CONRECPONS: g pcOM GOLD. Another

One person who'd go along with that is David Husband of
omtovoumomanns

Skywave Software, the man who'sdeveloped whatis probably the
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“There's no doubt that it will change the way we live. For
! i example a lot of people will be able to work from home and just

modem or RS232. ambat‘:::ﬁe“ ? mﬁcﬂoﬂi'%elmm Goldand communicate with the office by modem. And you'll be able to get
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Between them Micronet and Viewfax have over 50,000 they deserve good products to allow them to realise their full
screens of info on offer. But even that pales in comparison with the | potential.”
main Prestel database of over 300,000 pages. Nosing throughitcan

be a very time-consuming (and not exactly cost-free) process. H 2
ow much it costs

Here, for example, is a random sequence of entries taken from the
Subject index which is part of the 100-page Prestel directory
supplied to all users: Careers information, Cargo Handling,
Caribbean, Carlisle, Carpets, Cars, Cartridges, Cash registers,
Cassettes, Catalogue shopping, Catering services, Cats, Cattle
breeding, Cayman Islands, Ceilings.

Many people, especially businessmen, could find Prestel
invaluable. And the service is expanding all the time. Already if
you open an account with the Bank of Scotland you can organise
payments and standing orders from your armchair, aswellashave
a constant check on your balance and last 100 transactions.
Similarly, although so far it's pretty limited, it's possible to order
certaingoods from your keyboard, paying for them by tapping in
your credit card number. One supermarket in the Midlands
actually allows people to order their groceries this way — they only
have to stir from the armchair to collect the goods at the front door

when the delivery van arrives.

Other uses you could put your modem to include accessing
one of the rapidly growing number of other databases offering
more specialised information, making contact with local computer
owners by means of a nearby bulletin board, or transferring files
and programs to and from other computers. More sophisticated

i
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P ) uses such as hacking into the main computer of the Ministry of

Defence in search of Britain's nuclear codes may take a little
practice.
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COMMUNICATOR
KDS, £153

Part of the appeal of this package is that there is "‘nothing else to
buy”'. Although £150 may seem like a lot to risk on a mail order
deal, it does getyou an auto-dial modem capable of both the
1200/75 baud mode of operation used by Prestel and the 300/300
baud mode used by many private bulletin boards. That's pretty
good going.

Onthe other hand the package does have certain drawbacks,
not least of which is the fact that the modem isn't BT approved.
Although after a few weeks' illegal use here at the AAHQ we can
report that no' one touching it has died of electric shock, it still
probably isn't the thing to have around when the telephone
engineer calls.

Another limitation is that you can'’t access the built-in RS232
interface except through the modem. This makes it less flexible
than having a separate interface and modem - you can't use it to
transfer files to another micro except by going down a phone-line.

If you want to use the modem with Prestel you could also
encounter difficulties. On our version the Prestel software was
acknowledged to be at an early stage, resulting in a very strange
look to certain pages. Certainly you can't use it to download
telesoftware, but you can print out Prestel pages.

Sleek black lines of the KDS communicator

However insome ways the software is easier to use than that of
the Amstrad interface. Prestel or Bulletin board format can be
selected from a menu at the touch of single key. And the autodial
facility means that you can simply key in the number on your
keyboard. Indeed if you have a programming bent, you could
easily write a program which would store the numbers of 50
different bulletin boards and dial them automatically on request.
In view of the large number of engaged tones you can get
contacting bulletin boards, this might be very useful.

But overall, this package is more likely to appeal to a
dedicated hacker than an ordinary user.

g0 0.0 NE W 8

» Offers both 300/300 baud rate and 1200/75.
P Has auto-dial and auto-answer facilities.
P Inbuilt ROM software allows easy selection of features.
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» Nota BT approved modem.

» Impossible to use for non-modem RS232 communication.
P> Prestel software on our version in early stage of
development.

» Documentation not very clear.

MULTI-PORT
Skywave Software, £99.95

W
TERMINAL
PRESTEL
GOLD
KEY-PAD
SKEYTEL
COMMAND S

Lt

v
Skywa .
special offer- :
For details of how Z(:;\é 122 e
a complel€ t I

pick

» Includes the most sophisticated communications
software available for the Amstrad.

P Currently the only interface which will download software
from Micronet/Viewfax.

P> Reasonably user-friendly - options presented in on-screen
menus supported by large manual.

P Good facilities for storage or printout of data from Prestel
or bulletin boards.

» Comes in different versions each tailor-made fora
particular modem.

B-saAy D NEaE W - §

P Not the cheapest way of getting on line.
P Only four colours available in Prestel format.

The Skywave Multi-port interface has one enormous advantage
over its competitors - it's been developed directly in conjunction
with the launch of the new Amstrad database, and asa result is
currently the only equipment capable of down-loading
programs from it.

The value of this obviously depends to a large extent on the
quality of software available on the database. Judging from the
experience of previous databases, the quality is not likely to be
all that good in the early stages. But this soon changes as the
database takes off.
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Evenif telesoftware isn't your priority, Multi-port's
sophistication makes it a very attractive product. What you get
for your hundred pounds is more than justan RS232. There’s also
a 24-bit parallel port and a mini sidways Rom card.

The parallel port is configured the same way as that on the
BBC micro, the idea being that you can use it to attach some of the
wide range of Beeb add-ons available, especially valuable for
anyone who wants to put his Arnold to educational use.

The sideways Rom card has space for just one extra Rom
chip —you could use it to run, say, one of the new Rom-based
word-processors instead of having to fork out around £30 for a
separate add-on.

However the heart of Multi-port is the Skycom software
supplied with it (in Rom). This gives you enormous flexibility in
the way you use the RS232, especially when it comes to modem
use. For example you can arrange for your conversation with a
bulletin board to be ““spooled” into memory and stored on disk
ortape, so thatit's available for future reference. A large number
of commands are available — if you don't have the manual to hand,
the software can prompt you through the use of * ‘pull-down
menus'’

The Skywave Multi-port

One limitation is that only four on-screen coloursare
available when contacting Prestel, so certain pages could look a
little strange, but at least the text is clear to read.

The interface is being sold packaged with various modems,
an arrangement which not only makes the overall price very
reasonable, but also allows the software to be amended slightly
for each package to make best use of the features of individual
modems.

Allinall, an excellent piece of kit.

AMSTRAD RS232C
Amstrad, £49.95

This official offering won'tinitselfallow youto contact Prestel, etc-
you'll also need a modem and connecting lead. However the
interface doesinclude the relevant software — it comes on a built-in
ROM chip, so there's no tedious loading from cassette required.
The software allows more or less the full range of uses of an
RS232 interface. Baud rates range from 50 up to 19,200, allowing

the option of superfast communication with another micro. This
can be done in two ways. ‘'Intelligent” file transfer using the
interestingly-named commands BLOW and SUCK invokes built-in
routines to check that files haven't been corrupted during
transfer. However if the other computer isn't an Amstrad with the
same interface, you would first have to type in an equivalent
program - listings are given for a Sinclair Spectrum, QL and any
CP/M micro. Alternatively you could resort to unintelligent file
transfer (commands OUTFILE and INFILE) and just hope no errors
creepin.

But when it comes to using the interface with Prestel (and the
new Amstrad database), it's a little less satisfactory. For a start you
have to set the various baud rates and other bits of RS232 protocol
manually before invoking the PRESTEL command.

Secondly the characters which appear on screen in Prestel
mode are somewhat hard to read. Amstrad have reduced their
resolution deliberately so as to get on screen all the colours used
by Prestel - other interfaces limit themselves to the four colours
and keep the higher resolution. (BOFFIN NOTE: The Amstrad
RS232 usesmode 0 graphics which innormal resolution could only
give a 20-column screen. The others use mode 1.) It's a case of
swings and roundabouts.

Amstrad’s RS232 interface

The most serious limitation is that you cannot use the interface
to download the software on offer in the new Amstrad database.
Some people would consider that this removes the main point of
subscribinginthe firstplace, althoughifit’sjustinformation you're
after, it's not too bad a handicap.

Contacting bulletin boards on 300 baud should provide no
problem, provided the modem you get can cope with that baud-
rate.

One other annoyance is that the interface has its own power
supply —and by the time you've also plugged in a modem, there'll
be quite a lot of wires flapping round the place, something the
Amstrad was supposed to avoid. The manual which accompanies
the interface is pretty good as such manuals go, but will still be
pretty confusing if this is your first contact withan RS232. As well as
a comprehensive explanation of the 30 or so available bar
commands, it gives advice on such things as the most appropriate
way to wire up a connecting cable.

o 10 T 55D N:GEN S

P Built in ROM software.

P Many options available for transferring files including
error checking.

P Includes Prestel mode.

» Good manual.

B AT D NET WS

P Separate power supply to plug in.
P Can’t download telesoftware from Prestel.
» Can be complicated to use. o
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Small Business
Accounts &V.AT.
made Simple.

Accounts and V.AT.made simple is the answer for your business

Professional business software on a single drive Amstrad, (but better with 2 drives).
Over 1500 Users on many other computers.

Cash Book accounting made simple

Control of Unpaid Bills.

Single entry — no knowledge of book-keeping required.

Produces VAT Return for Special Schemes ‘A’ to ‘F’ and Pharmacy Scheme‘B’.
Trading and Profit and Loss Account at any time.

Very simple to operate weekly accounts.

Fully accepted by Customs & Excise.

User Club and ‘HOTLINE’ support team.

Ideal for all Retailers and other cash businesses.

£150 plus VAT on Sale or Return.

Invoicing and Customers Accounts made simple available soon.

YES — Clip the Coupon now and we will rush you a copy ““Sale or Return” — you only pay if you
decide to keep it or call and see it at your local dealer.

Please return coupon to:
Micro Simplex (Sales) Ltd., 8 Charlotte St. West, Macclesfield, Cheshire SK11 6EF
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Programs for money, words and letters scrutinised in the liveliest
serious section around

There's a different look to Bizprogs this month. Instead of
a major comparison of one kind of software we’ve given
athorough examination to three different software pack-
ages to see what sort of state their in.

Cashbook Accounts, from Amsoft, is a small business
book-keeping package — just the kind of thing that might
be useful here until we get so rich we need a Cray. Small
businessman Chris Anderson tots up the plusses and

MAILING LIST

MicroPower £39.95

~ This program is supplied on "sideways Rom" which goes a long
way to explaining its price - it is in fact a fairly simple, though
worthy, piece of software.
To run it you need one of the Rom card add-ons with a socket for
taking the chip supplied - MicroPower themselves provide one
under the name SuperPower.
The purpose of the program is to allow you to keep afile of names
and addresses entered under a number of different categories.
The file can then be searched for different combinations of
categories, and the addresses printed out on labels.
It's designed to handle the mailing list of a club or small business
and as such works very well. Entering names and addresses is
Very easy - you type onto a box the size of the label you'll be
printing on, but can add other information about the person out-

3 pad,
ltaneausly,

1
£
i
§
8
i
3
¥

The help scremns ars enal
A dgseription

minuses.

It'sthatman Anderson again who inspects Su perpower’s
Mailing List, on sideways Rom. This program allows the
user to build up a database of addresses and then print
out labels or carry out searches.

Easywriter is an inexpensive word processor from Inter-
ceptor. We see if it's as good as the others at the bottom
end of the market.

side the label. Up to 20 different categories coded A-T can be
specified - things such as month of joining, or age or home town
area.

The files are automatically sorted into alphabetical order by sur-
name so a search for a particular surname is extremely fast.
About 300 names and addresses can be held in memory atany one
time. If your file gets bigger than this it gets split into two and life
gets much more complicated.

Probably the main limitation of the program is that it can't be used
aspartofamail-merge. It'll print your addresslabels, butif you're
sending lettersas well, youcan'treally useitto printthe addresses
on the letters themselves. For that type of operation you'd do
better to use a word-processor like Tasword, the disk version of
which includes a mail-merge program.

But if you just want a program to keep tabs on a couple hundred
club members and print out address labels this one works fine.

G050 BVE UWaeS

P A nice easy-to-use piece of software which “loads”
instantly.

P Could prove an invaluable aid to a harrassed club
secretary, or businessman with a mailing list for posting out
brochures.

» Easy entry of data, fast searching for combinations of up to
20 categories.

il VR 1] N oW s

P No substitute for a mail-merge program if you want to
send out personalised letters.

P Becomes complicated to use for lists over about 300 names
and addresses.
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CASHBOOK ACCOUNTS
Amsoft £33.00

One of the standard uses of a computer is for book-keeping. Unfor-
tunately almost everyone likes to keep their books a different way.
It's extremely difficult to write a program which is useful toa large
number of different people - that's the main problem with this one.
The program was designed for use in a small newsagent-cum-
general store. If you own a similar type business you could find it
very useful. If not it's unlikely to suit you.

The program allows you to keep a record of weekly takings div-
ided into different VAT groupings. You can also log expenditure
together with the category itfallsinto, and whetherit'sa cheque or

MaIN CPTIONS @ & 1985 fmsoft
b Saxon Computing
NEEXLY DATA CAPTIRE ..........co0ieionn 1
MEEXLY TRADING MRMRYSIS ............... 2
DRI NERSES ...ooiviiiciiiiiininniin B
CASHFLON MMOLYSES ........0vciivnns i
DISPLAY SYSTEN SETHP ..........c0i00iis § -
I SUSTEN ....oc.iiiiiciiinii B
INITIALIZE A NI YEAR ......cocvvvesnans 1
SELECT AN OPTION FROM ABOVE

cash payment. The program will then, on request, print out a
weekly trading analysis, showing among other things, total VAT
oningoings and outgoings, cash and bank balances, and a list of all
paymentsmade. You canalso getittogivea cashflow analysis over
any number of weeks you specify showing how takings vary from
week to week and how your expenditure breaks down. Keep itup
for a year, and it should be able to calculate your end of year
returns.

There is a certain amount of flexibility: you can specify your own
payment categories, have separate codes for up to four different
bank accounts and keep a separate record of your ‘'own goods
consumption.”’ ;

But there are also plenty of limitations, especially if you aren't a
small shop-keeper. For example you cannot keep a record of
individual payments received, just the entire takings for one day.
And every supplier or individual you make a payment to must be
referred to by a separate three-letter code — may be no problem
for a retailer with few staff and a small number of suppliers, but
hopeless for a firm making payments to, say, 50 different com-
panies over the course of a month. Certainly couldn't handle the
Amstrad Action accounts, a feature it shares with a prominent
member of our staff.

You could also run into serious difficulties if you try to alter such
things as VAT categories half way through the year. The program
manual warns this will have "‘unpredictable results'’.

With a program like this, it's essential to take a long hard look at it
before you start relying on it for your accounts. I suspect it will be
of use to relatively few people.

G0 0D M E WS

» It could save an awful lot of time on trad. book-keeping.
> Automatically calculates VAT totals and expenditure
under different categories.

> Reasonably easy to get to grips with.

B A D N B WS

» Really only suitable for a small retailer.
» Not much flexibility to adjust the program to your
requirements.

EASYWRITER

Interceptor, £9.95 cass

Interceptor didn’t go wrong when they chose a name for this
program. It's easy to use and certainly won't make you bankrupt if
you buy it. It won't be much use if you're intending to get down to
that huge novel you've been dreaming about for so long, but then
Interceptor do say that it's a ‘simple correspondance printing
program designed for the home user.’

It works in 80 column mode on the principle of what-you-see-is-
what-you-get, i.e. the print-outisthe same asthe screen display.So
you start off by setting the margins, determining how much of the
page your text will cover. Then you're ready for the off, tapping
away and making mistakes. To delete you just move the cursor
back to the character before the required cut, and press the delete
key —justasinany word processor worth its salt. It's also possible
to delete whole lines with one command.

However, if you've left something out you might run into pro-
blems. Easywriter functions in overwrite mode; if you move the
cursor back and type, your new text deletes the old. To add text
you have to move the cursor to the required position and press the
CLR key for the necessary number of spaces before typing. One
way round thisproblemistoinsertanumber of empty lines—easily
done - type your text and then delete and reformat where nece-
ssary. Butthisis all a bit on the cumbersome side.

Printing out is a simple business, mainly because the program
doesn't offer much in the way of options. CTRL F and ENTER will
insert a character that forces the printer to move on to the next
page, while there is also the choice of single or double linefeed,
allowing you to double spaced text. The manual warns that due to
some printer/cable combinations the printer will put all the text on
one line. In this case, you must choose the Double option, which
will produce single spaced text. A little fiddling with the dip
switches should sort the problem out.

Given the limitations it sets for itself, Easywriter is very good
value. However, Interceptor are unlucky in havingan even better-
value competitor in the cheap word-processor stakes. Database's
Mini-Office contains a program whichisnot only as easy to use, but
considerably more sophisticated, with a good insert mode and
more printer options. Easywriterreally needsa few more features
before it can be recommended.

Gl 0ab N-E W8

» Cheap.

P> Easy to use.

P 80 column display.
P Saves to disk.

B R ) N EoWe 8

P Clumsy insert mode.
P> Few printer options.
P Notas cheap or sophisticated as Mini Office.
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PRESENTS
LEMONADE
pt if Probably the best strategy game available
R on a home micro to date, a culmination of
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"gso year . .. LEMONADE.
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Howdy partner . . . in this adventure you're after gold, but it's
not buried in the desert, no siree bob, no, it's in the bank!

First you have to find the hidden combination to the safe
and then execute a daring robbery on the bank, avoiding jail
and the noose.

MYSTERY MANSION

Dare you enter the mysterious mansion, ‘Nebula’, on a quest

: for a fabulous treasure. Your hunger for wealth and to
! succeed where others have failed;urges you deeper into the
! heart of the mansion, where danger'lurks around every corner,
: only your skill and ingenuity can save you now . ..

CASSETTE AVAILABLE FOR:
EEREAD CPCABABRA L . i, o s i £6.95 DISC AVAILABLE FOR:
i S R e O AR R R R e IR £6.95 AMSTRAD CPC 464/664

THESE GAMES ARE AVAILABLE FROM ALL GOOD RETAILERS OR DIRECT FROM SAPPHIRE SOFTWARE
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FEATURES/
FUNCTIONS

SINGLE COMPLETE ON
CREEN MENU

DRAG SCREEN OBJECT. '
OB
CURSOR REMOVAL

ELASTIC LINE
ELASTIC TRIANGLE
ELASTICELLIPSE
ELASTIC DIAMOND
ELASTIC POLYGON
ELASTIC HEXAGON
ELASTIC OCTAGON
ELASTIC CUBE
ELASTIC PYRAMID
CIRCLES

SOLID CIRCLES
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BEZIER SIMULATION
ZOOMEDIT
REVERSE/MIRROR IMAGE
REFERENCE BACKGROUND
RID BACKGROUND
X.YDISPLAY OPTION
PAINT FILL

RESIDENT SCREEN DUMP
TEXT

18 SPRAY NOZZLES
4BASIC TEXTURES
TEXTURE VARIATION
XOR TEXTURE SHADING
RESIDENT SYMBOL/SHAPE FILE
RESIDENT FLECK PRINT FILE
26 PAPER COLOURS
15COLOUR/TONE PALETTE
POINT SETTING
FIXED POINT RAYS
MIRROR DRAWIN
HOME FUNCTION

EY CONTROL NUDGE
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DUE TO LACK OF SPACE, WE ARE NOT ABLE TO LIST
THE OTHER 20+ FUNCTIONS OUR PEN IS CAPABLE OF.

AVAILABLE FOR: CPC464 ON TAPE
CPC464 ON DISC (incl. Interface)

CPC664 ON DISC

High Res Graphics Program for
more serious applications (includes
both Mode 1 and Mode 2)

TAPE OR DISC

Also available:

THE PEN
THAT LIKES
TO SAY

WHILST OUR COMPETITORS
MOSTLY SAY NO!

JUST SOME OF THE

THINGS YOU

CANDOWITH [&

THIS COMPLETE |+ |

LIGHT PEN ii e

PACKAGE A YA
USER DEFINED CHARACTERS
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GAME SCREEN DESIGN WITH COLOUR EDITING FACILITY
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SCHEMATIC AND GEOMETRIC DESIGN DHIAWINGS

AVAILABLE FROM ANY GOOD
COMPUTER STORE

If you have any difficulty obtaining our products, please send
cheque/P.O. to:

THE ELECTRIC STUDIO

P.0.BOX 96, LUTON LU32JP Tel: (0582) 595222




To: Amstrad Action Readers
From: The Reviewer

ders, ; :
Deaﬁ: ‘:nother always said 1 was stupid,
. . l i ight slaving
in e dummy would sit up all nig'
' e readers can
perhaptsas:‘;t?yr;iyboard just so that Amstrad Action
Z:? 'X‘t: low-down on Mr Sugar 1 T A2 sl?ghtly
Actually, it's not
ir to i jally the k
rtoit— especially <
ik ?:ter buffs who rush around teeu:mgrlins iy o2 Lo
e 's about as friendly as an B 2 e >
o riac nfusingtoa computer buff, \?ut nr;\ .
1 ?all I've ever tried to write with l:{e 1:1:.; gt i
2k bgcauss' here come the neighbours — j 3am
didn‘tzgla)li.se the keyboard was THAT noisy*

Yours tappingly:

but when she saw me
t me a dummy. Well,

James Hartley.

Right now, you may be entertaining the sneaking suspicion that
perhaps the PCW 8256 machine is more than it appears to be.
Perhaps it's not just a word-processor, but a 256K Z80 computer
which comes with Logo, Basic, CP/M, a 90 column monitor, a snazzy
printer, utility software for a bargain £450. No, surely, itcan’'t be —
Amstrad would never release the 6128 with 128K and no printer
and then follow it up immediately with a package offering far more

for less, would they?

Well, they did do something rather similar with the 664, didn’t

they?Have they doneitagain? The shortanswerisyes...andno. To
make matters a little clearer, let's see exactly what you get.

p 32NOVEMBER ]. 985 AMSTRAD ACTION What a sexy machine!

Is ita computer? Is it a bargain? Or s it just a big mistake?
James Hartley checks out Amstrad’s ‘Personal Computer
Word processor’ and gives you the low-down — double-

striked, proportionally-spaced, and right-hand
justified...

What it is

First, the monitor unit. The PCW comes in one huge great box
in which this item takes up the bulk of the space. It's a large 90x25
monochrome unit with a display quality identical to the CPC green
screen monitors. There's a single, built-in 3 inch disc drive and
space for another to be fitted for £150 or thereabouts.

The system then builds up with a detachable keyboard (of
which more later) which attaches to the monitor via a cable that
stretches up to about four feet— more than adequate unless you're
extremely long-sighted and don't wear glasses. There's also a
printer, a fairly small unit that plugs into the monitor via a ribbon

cable and power lead. The whole shebang plugs into the wall viaa
single lead — the usual Amstrad set-up, so no spaghetti problems
here.

Inside the machine is 256K of RAM, with 112K configured as a
‘RAMdisc’. This means that the machine treats it as a second disc
drive, with the added benefit that it is, of course, much faster.
However, if you switch the thing off with something in the RAMdisc

itisn't going to be there when you've finished your cup of tea and
want to come back toiit.

What it does

You get two discs with the machine. Disc 1 has CP/M Plus,
BASIC and

Locoscript on it. Disc 2 has Logo and various utilities, including a
Help file. When you switch on the machine the screenglaresat you
blankly until you pop a disc into the drive, whereupon it boots up
whatever it finds there.

Since the word-processing software is supposed to be the

main feature of the package, let's look at it first.

|
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Constructing and printing out text files using a word pro-
cessor is basically a combination of entering text, editingit, saving
and manipulating (e.g.copying and deleting) files on disc, and
printing it. Locoscript performs all these operations using pop-
down menus, which are called from four function keys - giving
eight different options — just to the right of the RETURN key. Their
position is slightly aggravating as you can hit them by mistake
when going for return or shift, but cancelling a menu is a simple
matter of hitting the CANcel key.

el P R, - -

P Atypical Locoscriptmenu for setting typestyles.

Calling up some menus invokes further sub-menus, and as a
general rule the program is friendly and easy to use if you're
prepared to work through the manual. Mostimpressive is the easy
labelling of commands, so that by entering a couple of letters you
can obviate the need for menus altogether as you become used to
the various options.

For example, you can select bold by either pressing f4 and
choosing from the menu, or else by simply hitting the | andB keys
in succession. If you forget an abbreviation, hitting the | key and
waiting a second allows a special prompt menu to appear from
which to selectan abbreviated command. The big advantage here
1s that the abbreviations really do make sense and are easy to
remember - LT for LayouT, R] for Right Justify etc.

Text to be cut and pasted and can be assigned to various
blocks, numbered 0to 9, and can be recalled or even saved to disc
when required. Disc and file management is particularly easy —
the opening menu allows you to swap files between discs simply
by moving the cursor from one location to another. File deletion,
renaming, and inspection is just as easy. What's more, you get as
much as 90K free on a disk for text files even with the systemfilesin
place. And of course you can always use the RAMdisc if you want.
The best arrangement is to edit text using the RAMdisc - because
It'sfaster —and then transfer the file to floppy when you're finished
with it.

There are a number of special filing features. Most useful are
the'Limbo’ feature - which arrangesfor deleted or updated filesto
be placed in ‘limbo’, from which they can be recalled ifnecessary
—and the 'group’ feature which assigns files to one of eight special
categories, to each of which may be assigned a layout template. If,
forexample, you frequently type invoices then you could designa
standard invoice form and assign it to a group. From then on,
whenever you create a document in that group, you'll find the
screen arranged according to your design.

P Locoscripf's opening menu. You can swap files between discs simply by changing the cursor

position.

Actually entering text isn't as pleasant as it could be. The
keyboard is cramped because of the addition of the extra dedi-
cated WP keys. The keys themselves are extremely light to the
touch and lack positive feedback. What's more, they are quite
rattly and typing is a somewhat noisy affair. Having said that, I
happen to know that the publisher of this journal thinks the key-
board is pretty cool and an aid to fast typing — maybe he likes
people to know when he's typing fast..?

There are a number of keyboard oddities. If you're accus-
tomed to using computers, the provision of both a RETURN and an
ENTER key may be confusing. It's quite logical though-RETURN is
for carriage returns, and ENTER is for entering or confirming
commands. There'realso | and -keys, whichare used fortoggling
some of the options within the various menus.

Asfarasthe displayis concerned, 90 columns certainly makes
a bigdifference. Locoscriptis to a certain extent a WYSIWYG (or
What You See Is What You Get) word processor, in that page
boundaries are marked and unjustified text is displayed in the
same layout as it will appear on the paper. However, different
typestylesare notshown, exceptas control codes where they start
and finish, and justified text still looks ragged on the screen.

There are, however, a number of display options which inc-
lude showing control codes, blank space (as a series of dots),
spaces (which can be useful when you're laying out tables), and
‘effectors’, which are basically carriage returns and tab symbols.
If you select all these options you get something that looks slightly
confusing, but is useful if you need to know exactly what is going
on.

P The start of this review as it appeared on screen.

I could go on about Locoscript for some time. It's a powerful
program with all the standard word processing features, is fast in
operation, easy to use, and will always let you know what's hap-
pening on-screen unless you tell it not to. The best things about it
are the way itis dovetailed with the hardware so that, for example,
you can control the printer directly while editing a document and
canmake full use of the extended keyboard - cutting a paragraph,
for example, can be done with three rapid keypresses . And, of
course, yougetabigscreento work with. The 90 columns reallydo
help, and if you want to extend the document width thedisplay will
panaccordingly.

The only noticeable omissions are of a word count facility and
the lack of any form of document merging. For example, it would
appear that you can’t setup a standard letter and import data from
other files to mailshot different customers. Amstrad, say, how-
ever, that the latter deficiency will be rectified in due course. I do
have one word of warning to add. This review was written on a
PCW 8256, and while preparing it for printing the machine con-
trived to corruptirretrievably over 500 words of text, This feature
was not mentioned in the manual and its recurrence later (on a
much smaller scale) leads me to believe that the software is not
100% de-bugged. The problem appears to arise if you inadvert-
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ently pressthe EXIT key while the programis updating the display
or spooling to the printer.

P Adding control codes, blank spaces and effectors can produce a more crowded display.
Useful for knowing exactly what's going on though.

The Printer

Enough of Locoscript. Let's take a look at the printer. This is
actually a Seikosha and offers a number of different combinations
of typeface while being reasonably quiet in operation. It operates
intwomodes, letter and draft quality, and in the former it produces
an attractive result. Unfortunately this mode is extremely slow,
taking over twominutes to type an A4 letter and the printer isbyno
means robust. If youuse high-quality cartridge continuous station-
ery, youmay even find that the stiffness of the paper forces it out of
the guides - not very reassuring. The printer comes with a tractor-
fed unit which clips on to the top for continuous paper or can be
used for A4 single sheets and smaller. The printer will also print
graphics, but you'll have to resort to machine code to get the most
out of it. Again, the attractive feature of the unit is the way it is
designed to mesh with the software —all its functions are controlled
via menus from Locoscript or direct from Basic. This means that
you can really get the best out of it without having to resort to
endless control codes while printing documents.

CP/M

CP/M on the 8256 is a more up-to-date version than that origin-
ally supplied with the Amstrad disc drives. It'sfriendlier, easier to
use, and has more features. The real advantage here, however, is
the 61K area for programs - almost twice what you get on a 464.
Couple that with the 90 column screen and you can run some
attractive spreadsheet packages, or whatever takes your fancy.

One particularly unusual addition to the package is Digital
Research’s GSX graphics extension. This is basically a low-level
system that a number of commercial packages are designed to
work with in the production of graphic displayse.g. bar charts etc.
Don't get too excited by it—it's not an environment like GEM - and
you'dneedtobeacompetentprogrammer to get anything out of it.
If, however, you're going to be using software that can drive it, it
could be a useful addition.

LOGO

It seems a little odd to implement LOGO on a machine ostens-
ibly designed for the ‘small business’, but you get it anyway. It's
pretty similar in scope to the LOGO supplied with the other
Amstrad machines, though of course there are no colours to play
around with. However, the larger screen enables you to draw
evenlarger pictures thanbefore. LOGO does not, however, seem
very happy with the extended keyboard and hitting the wrong
keys can produce some interesting hieroglyphics that don't go
down very well in your procedures.

LOGO onthe PCW isn't very well documented, whichisa pity
because it's a powerful and interesting language. In common with
the versions on other Amstrad machines it's rather slow, but it's
nice to have itall the same.

BASIC
The BASIC supplied with the machine is Mallard BASIC, a disc-
based version designed to be run from and in conjunction with

mands, butdon'texpectany flashy graphics or sound commands —
there aren’t any. However, you do get the old IF THEN ELSEs,
WHILE WENDS, and so on: Machine code programmers can use
USRtoreturntovaluesas wellas CALL. Since all software is booted
from disc, however, there is no firmware to CALL and the docu-
mentation is quite high-level. This is not a great machine for hac-
king on, but if you feel like writing a database or something like
that then from the programming point of view perhaps it's what
youdeserve!

One implication of LOGO's graphics is that there is a bit-
mapped screen of some form, but there are certainly no BASIC
commands to manipulate it — not even a PLOT command. Such
commands were unlikely to be standard in the original version of
Mallard BASIC and there seems little reason for extending the
language, bearing in mind the intended market.

N

P The 8256's keyboard —a bit rattly, but it does the job.

Mallard BASIC commands

Some of the commands you won't find in Locomotive BASIC but
which are provided by Mallard BASIC are listed below.,

Filing functions: ADDKEY, ADDREC, BUFFERS, CLOSE (fol-
lowed by a list of file references), CONSOLIDATE, EREATE:
DISPLAY, FETCHKEY$ (fetches a key value from file),
FETCHRANK, FETCHREC, FIELD (defines a template for files),
FILES, GET, (a record from a random or keyed data file), KILL,
LOC (getlocation ina file), LOCK, LOF (get length of file), SEEKEY
(set a position within a file), SEENEXT, SEEKPREV, SEERANK,
SEEKREC, SEEKSET, TYPE.

Other interesting titbits include a CHAIN MERGE facility
which in conjunction with the COMMON command enables one
BASIC program to MERGE and RUN another while passing on
variables. Thisisa potentially very powerful command particular-
ly suited to disc systems which can rapidly load programs in and
out of memory. Another oddity is STRIP$, which sets the eighth bit
ofany character code to zero, converting codes from 128-255 to 0-
127.

So, if you won't miss windowing, graphics and soound, Mal-
lard BASIC can offer some powerful features. ®

Should | rush out and buy
one?

If you were considering buying
an Amstrad 6128 or Commodore

However, if you do plan to
get a PCW, you should bear in

CP/M. As such it has a number of powerful file-handling com- |
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128 as a means of getting a cheap
business CP/M computer or
word-processor, then the PCW
8256 is undoubtedly a better buy.
You get a reasonable monitor,
some potentially excellent soft-
ware and - to all intents and pur-
poses — a free printer. At around
£450 this has to be a bargain for a
256K CP/M Plus machine. In ad-
dition an expansion interface is
promised soon for around £70
giving standard serial and paral-
lel ports for communicating with
other devices.

mind the following: the printer is
totally machine dependent and
cannot therefore be wired up to
anything else unless you're ex-
tremely clever, the word pro-
cessingsoftware doesnotappear
to be 100% reliable in its early
versions, and you will never be
able to play noisy, colourful
games on it. PCW owners may
get a bargain, but they're going
to feel pretty green every time
they flip through the pages. of
Amstrad Action and see what
they're missing.
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Other new t:ﬂe WIZARD’S LAIR for
W Commodore 64, Amstrad and Spectrum

bubble bus software
87 High Street, Tonbridge, Kent TN9 1RX
Telephone: 0732 355962 Telex: 95151

THE FABULOUS .

”*cnsssng_ oS

FREE with every order
for a cassette 50 4
20 Key, Multifunction
Calculator Watch
® Normal 12 and 24
hour time mode

® Calender mode
® Calculator mode

EXPRESS DEé/VERY

] ORIER N
g calcuiaror
1

3" MICRODISKS
FOR THE AMSTRAD

10 Top Quality CF2 3" Microdisks with
FULL LIFETIME WARRANTY

onNLY £39.95 inc.

Price inclusive of V.A.T.

Delivery FREE throughout the UK.
Export Orders and Bulk Order Enquiries Welcome

Please Send Cheques/Postal Orders to:-

b NS = (Dept A A ) ‘
10 oy
undle Drlve, Nottingham, NG8 1BN —
Telephone (0602) 782310 Nz

Amstrad crc 464 W

Avoid the rockets and anti-aircraft guns and
DYNAMITE the dam, only the most skilful puluts
succeed. Find yourself in different scenario’s in this
original adventure to search for the KINGS ORB.
NEMESIS a sophisticated version of Othello with
many colourful options and levels of play.

To mention only three of the 50 games on the
Amstrad Cassette 50, which includes arcade type
games, war games, adventure games, logical,
tactical, and educational games, a flight simulator,
and a business strategy game. Cassette 50 features
multicoloured and user-defined graphics, joystick
compatability, sound and music utilising the amazing
power of your Amstrad.

1. Maze Eater 17. Pontoon Bet  35. Submarines
2. Cyclons 18. Thin Ice 36. Space Base

3. Space Mission 18. 30 Maze 37. Planets

4. Lunar Landing 20. Colony 9 38. Black Hole

5. Fantasy Land 21. Force Field 39. Dynamite

6. Startrek 22. Solit 40. Timebomb

7. Whirly 23. Tunnel Escape  41. Day at the

8. Attacker 24. Barrel Jump Races

9. Tanks 25. Trucking 42. Space Search

10. Galactic Attack  26. Rally 3000 43. Trivia Quiz
11. Ivasive Action  27. Sitting Targ 44. Rats
12. Noughts and 28. Nemesis 45. Tanker

Crosses 29. Space Ship 46. Dungeon
13. Royal Rescue  30. Jut Flight Adventure
14. Play Your 31. King's Orb 47. Jet Mobile

Cards Right 32. Intruder 48. High Rise
15. Creepy Crawley 33. Inferno 49. The Force
16. Hangman 34. Ghosts 50. Exchange

Names and games may vary for each type of computer. J

SEEEE N I . G S S G I B S S e
Postage FREE. Goods will be despatchocl within 7 days.

| enclose a cheque/ _] made payable to
postal order for Cascade Games Ltd.
or through any Post Office by TRANSCASH (Giro No. 655 6655/

For even faster ordering when charging to Access, Barclaycard and
Trustcard Visa use our 24 hour service. (0423) 504663

® Alarm mode

P I

CASSETTE 50 IS AVAILABLE ON

J(@as ATARI DRAGON ELECTRON

COMMODORE 64 viC 20 ORIC-1 BBC aB I
SPECTRUM ELECTRON x 81 APPLE

ATARI ATMOS DRAGON

VI(= 20 ORIC-1 Zx 871 ‘cpplq YL | — PostCode

Cascade Games Ltd., AMSTHAD D I
North Yorkshire. HG1 5BG. England.

Spectrum commodore e A"sl"“u LCountry

1-3 Haywra Crescent, Harrogate,
AA 9/85 Telephone: (0423) 504663 Registered Number 1755554
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SOF TWARE:)®

APPROACHING FAST..
BRAIN-BLOWING GRAPHICS...MEGA-BLASTING POWER .. _FAST-ACTION PLAYABILITY..
'HIGHWAY ENCOUNTER"...A TOTALLY NEW DIRECTION FROM VORTEX.

ONCE YOU'RE ON IT...THERE'S NO TURNING BACK.

“H IGHWAY ENCOUNTE R FOR LAk AMSTRAD CPC 464/664/6128 £8 95

VORTEX SOFT\-'APE fSALE ) LIMITED. \OF‘]EK HOUSE, 24 KANSAS AJENHE OFF SOUTH lANL;WDRTHY ROAD, »\LFLRD M5




THE ALL-ACTION
REVIEWING SYSTEM

For our second issue we’'ve decided to group together all our
game reviews into one great and glorious section. This is it, folks,
the place to look for everything you ever wanted to know aboutall
the latest software. As a quick flick through will reveal, the stan-
dard of games on the Amstrad isgetting hotter by the week. They
need a reviewing system of similar quality, and that's what we've
tried to come up with.

The easy way to do reviews is just bung someone a tape, ask
them to dash off a couple hundred words about it, and print it
together with a cassette cover or screen photograph. We think
you deserve more. Our reviewing system has the following

advantages.

~ We've come up with five differ-
. ent headings which, we reckon,
cover all that's important about a
game. The most important is the
final one which represents our
overall assessment of it. Games
- which score 80% or higher earn
the much sought after label of AA
RAVE, while the highest rated
" game in any month becomes our
- MASTERGAME - we go through
agonies before selecting that
one.
~ The ratings categories are
meant to be fairly self-
‘explanatory, but that wasn't why
‘we didn't print anything about
them last issue — we just ran out of
ce! So here are the missing
lanations. Hopefully you'll
e our categories make a re-
ing change from the usual.
PHICS is the first category.

Basically, this means..er..what the
game looks like; colour, definition,
animation, imagination. It's safe to
say that monochrome Noughts and
Crosses will score fairly low.
SONICS next. Sweet music, horri-
ble noise, silence, all will be rated
on quality and quantity. This rating
involves the use of ears.

GRAB FACTOR We think you'll
like this one. Does the game really
GRAB you? Are you hooked? Will
you miss an episode of The
Archers to play it? High Grab
Factor means that the whole office
abandons work, Bob Wade who-
ops with delight and even the
publisher looks mildly pleased.
100% means the game is more
addictive than cider.

STAYING POWER You may have
got the habit, but how long are you
going to keep it? Staying Power

AA Ratings — how they work — AA Ratings

tells you how often you're likely to
return to a game. That depends on
such matters as the number of
screens and levels, the variety of
the task, the degree of long-term
challenge. An addictive game with
only a couple of screens to it will
get a high Grab Factor and low
Staying Power, one with a 1000-
screen playing area but lacking in
playability would be the other way
round.

AA RATING Nothing to do with
cars. This is the result of a very
hard sum involving all the other
ratings, plus factors like price,
quality of packaging and instruc-
tions, reliability and any other re-
levant factors we can think of You
won't go far wrong with any game
over 80%.

|

Page after page
of sensational game reviews

MASTERGAME

Highway Encounter 54

AA RAVES
Bruce Lee 52
Devil's Crown g2
Dr. agontorc 38
Match Day 64
Raid 64

Southern Belle 52
Starion 72

Th_e Covenant 46
Wizard's Lajr 35

GAMES TESTED
Android Two 48
Brian Bloodaxe 50

Brian : |
& Jack's Superstar Challenge

Code Name Matlr 47
Dopp]eganger 60
Formula One 74
Hacker 67
Juggernaut 48
acadam Bumper
Master of the Lapmp;;zril
On the Run 68

Paws 76

Project Future 49
Roceo 74

Screenplay 59
Slapshot 67

Sub Stryker 73

Super Sam 15

3D Stuntrider 73

Trivia 59
Vagan Attatk 60

Value Pack 60
View toakil 77 ‘
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WIZARD’S LAIR

Bubble Bus, £6.99 cass, joystick or keys

msmmgmngexploranmgamesetsyoutha
mkofﬁndmgfourp:emsofagoldenhonma
massive underground cave complex. The
complex is made up of rooms and passages
packed with dangers and objects.

Each room is viewed from above with

four walls sloping down. In the walls are

doorways which swing open and closed.
There are also other features on the room
floors like pools, rivers, snakes, wells and

tiger rugs. These don't do anything but can

getin your way when trying to get througha
room fast.

ryptic Object Guide
DRAGONTORC

Hewson Consultants, £7.95, joystick or keys

Like Dun Darach this has been called an
adventure movie because it combines the
puzzling of adventures with sophisticated
animation and lots of locations. Its
predecessor Avalon hasn’t been converted
for the Amstrad but this is an impressive
opener for Maroc the Mage in his fight to get
the five crowns of Britain. Along the way he
facesconstantdanger, notleastfromhisarch-
enemy Morag the Shapeshifter.

The game iscomposed of many locations
which vary from forests to vaults but all take
the same basic format. This is a 3D
perspective with you viewing through one
‘wall’ and two otherstapering tojoinathird at
the back. In these three sections appear the
exits to other screens in the form of doors or
forest tracks. Maroc never actually moves
but you control a projection of him (perhaps
that’s why it flickers) with which all the tasks
have to be completed.

SECOND OPINION

You can only travel around using a move
spell which causes you to hover just off the
ground giving you control in all directions.
You can now get from place to place by

" There are seven levels and several

different room settings like jungles, rocky
cavesand mansion rooms. There are various
‘methods of getting between rooms and

levels, which may be concealed. There are
wardrobes and magic lifts to get between

levels as well as trapdoors to descend them

and ladders that connect to doors. These
connections have to be discovered by trial

and error and as well as these there are
hidden doorways that may be in pieces of

furniture or scenery and only identifiable
when a creature pops out of one.

There are lots of different creatures that
whizz around the rooms — contact with them

will sap your energy or kill you outright.

Sword-carrying knights and axe-wielding
executioners kill on contact but like all
creatures can be dispatched with the
weapons found lyingaround. You throw axes

that bounce around the screen, the only

problembeing that you havealnnitedsupply’
and can run out, leaving you helpless.

Energy can be replaced by picking up‘.

food and drink that appears in the shape of
apples, pineapples, milkshakes and so on.

Other objects have other effects like opemng -

moving ‘into’ a pathway or bumping a door
open and then passing through it.

On your travels you encounter many
strange beasts and lots of objects. All of the
characters are supposed to have ‘'sensory
animation’ but this merely means that they
react differently to you depending on what
you do to them. The first things you'll
encounter are elves and wisps, the former
being timid but prepared to trade and the
latter being much more hostile.
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 doors, giving you immunity, extra lives or

killing you. There are lots of them including
keys, gold, armour, wings, crosses, rings,

- diamonds and spells. Spells only operate if

you re carrying gold but giveyou the chance
to obtain bonus keys, rings, diamonds,

‘energy or weapons.

SECOND OPINION

Despite repeated efforts I didn't manage to
completemore than 10% of the game. It s big,
and not at all easy. There's a good variety of
opponents, Ithough I found the constant
assault a little wearisome. And those
executioners are mean.

PC

 The objects all have a specific purpose
- wh!dxyouhavetodlscover And whoamIto
“spoil your fun? Suffice to say that some

~ objects’ purposes are obvious and opening

doors is a function of several objects.

Ahelpful woodland

elf
The pool may contain
something of interest

Many of the inhabitants and static objects
will drain Maroc's energy, which is
represented by a flame in the status screen at
the bottom of the screen. This screen also
displays the spells that you can pick up and
use. These are ona vertically scrolling menu
and every time you gain a new magic power
the spell appears on the list. To inform you of
your acquisition the eyes of a demon at the
top of the screen flash. Be careful, though,
since some spells can only be used a limited
number of times.

The servant
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Demon's eyes

Paths lead to other i
locations : 2

Your axe wielding
character
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Objects can be picked up and activated
by using Maroc or his faithful spirit-like
servant. Maroc just has to pass over
something to pick itup and if it'sa spell he can
thenactivate it. Non-magical items need to be
used by the servant who can take things out of
Maroc’'s backpack and use, drop or swap
them.

If you have too many run-ins with the
nasties and exhaust your energy you're
returned to the starting position (or the
entrance to an area if you've completed the
first section) with all your possessions
dropped where you died. Energy can be
replenished either with a spell or by using
the mystical leylines. These are pathways
that Maroc has to fly down Pole Position-style
meeting energy-providing or energy-
sapping objects on the way.

Once you've got the hang of getting
around you can start investigating the many
problems that have to be solved. There are
over 250 locations and most contain
something of interest. You're bound to have
difficulties cracking sections of the game but
the instructions contain some handy hintsand
the general style of solutions soon becomes
familiar.

In Wispwood, your starting location, the
main aim is to find the Leyrod which is
concealed below in the vaults of Locris. With
this you can reveal leycubes at stone circles

The room graphics and characters are
bright with reasonable sound effects. The
game itself becomes one of frantic

R
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Keys, rings and

their uses

A deadly knight

—

The Spell Scroll

Here’s the list of differentspells whl.ch can
be used. Most you will first have to locate
and pick up before they become
available. AR
ME: for general movement and leylines.
SERVANT: pick up and use objects and
open or close doors ;
BRNE: kills wisps, wraiths and eyes.
Remember to turn it off quickly.

WALL: Protects you againstaxes and imp

T al curses
UNDO: removes magical curse
MISSILE: kills most creatures except
werewolves and im
ENERGISE: replenishes your energy
DETECT: reveals invisible goblins 1n
Morag's citadel.
UNSEEN: makes you invisible to homing
missiles and people —not animals.
MINDKEY: Opens doors and releases
Merlyn. 7
LIGHT: usefulinblack or dark blue rooms
and when blinded
cSl.uO\N: slows magic, animals and people
and should be saved for dangerous
occasions g
WARRIOR: Kills those nasty werewoives
and imps. : ,
RETURN: takes you to Halgor's tomb—use
very sparingly since there isn't much.
LEYROD: revealsleycubes (leylines)and
oom .
dden chest In

gets you out of doorl
LOCATE: finds hi
sanctuary.

DEMON: use only against demonhead in
Hellsmouth or it kills you. :
MANTLE: protects you against many

ff.

dangers — remember to turnito

HEJSL: heals handicaps like blindness
and lameness.

diamonds all have

missiles. §

exploration as you charge around rooms
searching for objects and blasting beasties.
BW

B 0. 0 D N BN 5

256 screens to explore.

Stacks of objects and creatures.

Brainwork required for some objects.

Nice features like lifts, trap doors and
spells.

Very colourful and detailed screens
and objects.

B A D Nk WS

It’s possible to get trapped with no exit.
Not easy to spota deadly knight or
executioner amongst other creatures.

GRAPHICS 2%
SONICS [P
GRAB FACTOR 5%

STAYING POWER 282
A A RATING [sr%%

and traveltoseveral other areas. Early onitis
worth searching everything with the servant
since he can trade with elves, recover agem
from the pool and move stone slabs with
Merlyn's seal.

All problems work in a sort of
progression so that you'll need one object to
get another and so on. These will eventually
lead to the crowns and Merlyn. One general
tip is to be logical - i.e. keys open chests and
doors, runes and symbols may fit into or onto
things, and containers, like the chalice, are
for carrying and depositing things.

BW

G 0. 0 D n-E W S

» Over 250 atmospheric locations.

P Impressive 3D effectas youmove
around.

» Many complicated tasks to complete.
P Lots of other characters to interact
with.

» Plenty ofimagination in the problems,
scenario and spells.

P Very rewarding when you cracka
problem -areal adventure.

B 2] D N E W S

» Graphics can be quite flickery.

» Navigating through doorways can get
frustrating.

P No quick rewards - you’ll have to
really work at it.

GRAPHICS 54
SONICS p&P

GRAB FACTOR B3
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HiSoft C is one of the most important products vet released for the

AMSTRAD computers; this compiler for the popular and effective =
C programming language is a high specification yet easy-to-use
product featuring:
fast compilation and program execution ;
a built-in editor using the copy cursor just as BASIC

a conversion guide making available in C all the functions

friendly English error messages and hints on how to find bugs
All these features have been carefully designed and implemented
to make it easy for the newcomer to learn and use HiSoft C as
well as provi in(f the power and flexibility that professional

familiar to a BASIC programmer
a large and comprehensive manual with numerous easy worked
programmers nee

@
[ J
[ J
Hig h Quai ity Microcomputer Software ® a unique “direct-mode” allowing you to test out programs
[ J
®
examples of C and a complete guide to the language
[

exactly like BASIC
full support of the Amstrad system, graphics, sound, disc etc.

SPEEDY

HiSoft C is very fast in operation and produces fast machine code as its output.
Compilation is a one step operation: there is no slow assembly pass, and no ultra-slow
link pass (linkage is done at source level). That also means its very easy to use and your
time is productively spent.

| STAND ALONE PROGRAMS

Once a program is working, you can make a stand-alone version that loads and runs just
like any other program.

You can distribute or sell your software without any royalties.

POWERFUL, FAMILIAR EDITOR

The powerful editor will be familiar to all Amstrad users.

It has all the usual editing keys including the copy cursor; as well as find and substitute
keys that let you see what is happening. And of course you can keep your programs on
disc or tape.

You can also prepare your programs with another editor, like our full-screen disc-based
ED8o.

UNIX STANDARDS

The experienced C programmer will be thankful that HiSoft C is a standard compiler,
?dhering closely to UNIX and the Kernighan & Ritchie definition, with the exception of
loats.

PROFESSIONAL MANUAL

To make effective use of your time and to provide the knowledge that you want needs a
professionally produced manual.
HiSoft C comes with a substantial 150 page manual in a quality ring binder.

The manual contains a full guide to C so there is no necessity for a separate textbook.

STANDARD FUNCTION LIBRARIES

Over one hundred and twenty functions are supplied as standard.

The function libraries add enormously to the power of C, including such things as list
sorting, formatted input and output, and string handling.

Seventy standard UNIX functions are pro\*ised. compatible with C compilers on other
computers Everywhere.

GRAPHICS AND SOUND

No less than fifty functions make maximum use of the Amstrad's capabilities; with
special emphasis on the graphics and sound.

Its also possible to save and load screens, to reprogram function keys, and use the multi-
tasking events.

Prices: £34.95 (tape), £39.95 (disc)

These are UK inclusive prices; overseas customers please write
for export prices.
HiSoft: 180 High Street North, Dunstable, LU6 1AT
Tel. (0582) 696421
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MASTER OF THE LAMPS

e e

BRIAN JACK’S
SUPERSTAR
CHALLENGE

Martech, £7.95 cass, joystick or keys

Anything Daley Thompson can do you can
betBrian Jacks will want to try as well, sohere
is another joystick-busting, wrist-snapping,
hand-cramping bout of athleticism. Eight
events have been taken from the TV series
Superstars and converted into computer
events where youhave to compete with old B]
himself.

Thereare four events on each side of the
tape and you have to load them separately,
making two differentgames. One side hasthe
100 metres, archery, cycling and football
while the other has 66 metre swimming, squat
thrusts, canoeing and arm dips. In each event
you compete against Brian with the screen
showing both men and their progress.

The 100 metres and canoeing are the
most straightforward events since all you
have to do is waggle that joystick or hammer
those keys as fastas you can. For these events
you are given a power gauge on the right of
the screen which shows you how much
you're putting intoit. If you can keep up three

quarters of full power you're doing well. The
only other thing to watch outfor isthe ropesin
canoeing - they'llslow you down if you bump
into them. The swimming and cyclingare also
mostly a matter of hard waggling but have a

A very tired player
one trails Brian in the
squat thrusts

couple of minor complications. In the
swimming you have to take a breath every so
often and until you do your power is greatly
reduced. If however, you take a breath when
you don’tneed one this also slows you down.
In the cycling your bike has five gears and
you have to work through these to get full
speed. The problem is that if you tire and

slow down towards the end of the race you
drop back through the gears.

In the 100m and cycling you're given a
side view of the racers, in the swimming and
canoeing its an overhead view but for the
squat thrusts and arm dips you switch to a
gym. The squat thrusts are where youlieina
press-up position and then move your feet
forward and back between two points
behind you. This is done by hammering on
alternate keys or joystick movement in the
required direction. You've got 60 seconds to
do as many as you can. The arm dips are a
similar test but you merely have to press a
button to change direction once you have
dipped down or stretched upwards.

The archery and football are much more
events of skill. For archery you have an

SECOND OPINION

It's very annoying to have to change sides to
getthe other four events. I'm notentirely sure
it's worth it — all this waggling''s a bit old hat

Only the archery really grabbed me. If
you've waggled through one event you've
waggled the lot.

Games galore AMSTRAD ACTION NOVEMBER 1985 41




target moves right to left, ie descends the
screen. You have to set the elevation of your
crossbow and time the bolt’s release, taking
into consideration the wind speed and
direction that is set at the start of the event. In
the football you are given a 3D view of a goal
ahead of you and have to dribble through
four cones to get to it. Then you have totry to
score against the computer goalie.

For each set of four events you start on
the easiest level and if you can beat Brian on
points across all four you move to a higher
level where Brian is even tougher. The
graphics are good for each event although
there isn’'t much in the way of sound effects. It
provides a different range of events to those
in DT's Decathlon but they're not as slickly
done or as addictive.

PSS. £?.95 cass

BW

B 00D NGB WS

> Eight exhausting events.

» Good graphics throughout.

» A tough opponent who gets tougher.
» Good for exercising the arm.

lines, targats, bampa and a d
~capability are all there. {}ne you’
designed the whie you can save it for late

initial layout is a good one with
;gmmesmumdmppe‘_um%ng

overhead view of yourself and a target. The M CAAM BUMPER Bl B

P%saempatﬁmto v G

plenty of high scoring possibility if snau?w

» Changing directions for the dips is
incredibly frustrating.

» Icouldn’tfind a way to scoreagoalin
football and there’s no help in the
instrucions.

» No two-player option. Vs
» You can only load four events ata time.
» You can’t practice events singly.

LELRY 73%
SONICS Kb

STAYING P! E
A A RATING Xedds

STAYING POWERF{RD
. AA RATINGFERD

GRAPHICS [:y&/4

11189 42%
GRAB FACTORK# &4
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Your fruit garden has been invaded by marauding
monsters. Pick the whole fruit while avoiding the
pursuing monsters. Push apples onto the monsters and as
a last resort, throw vour ball at them to kill them. Watch
out for dropping “Plum” and “Strawberry” monsters!

Ihe fIst coice
70 Amstad CRC micros/

-..and just one of our rapidly expanding range of
Entertainment and Application Software.

Kuma Computers Ltd, 12, Horseshoe Park,
Pangbourne, Berks RG8 7JW

Please send full details of Amstrad CPC products:
Name __
Address

I own an Amstrad CPC computer.

R e L “‘m
Vow available from larger branches of and major retailers.




E SIEGE OF EARTH

- TRILOGY

" AN EPIC ACTION ADVENTURE SPANNING FIVE HUNDRED YEARS,
FROM THE FIRST EARTH COLONIES AND CONTACT WITH THE
TERRIFYING ALIENS, THE SEPT, TO THE FINAL BATTLE ON THE

SEPT’S IMPERIAL PLANET OF GATH .....

* FOR THE SPECTRUM 48K
AND AMSTRAD CPC464

GHARGOVLE . PART ONE: MARSPORT — SEPT. 85
. o | BART TWO: FORNAX — JAN 86
GAMCS - PART THREE: GATH — APRIL 86

" GARGOYLE GAMES LTD., 74 KING STREET, DUDLEY, WEST MIDLANDS DY2 8QB

Telephone: (Sales) 0384 238777 (General) 0384 237222
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Some of the colourful
plant life

This door stays closed
until you've caught all
the animals, got the
key and a piece of
the covenant

The covenant is made up of 64 pieces of
parchment which you have to recover. Todo
this you also have to collect the 64 species of
subterranean animal life that will repopulate
your barren planet's surface.

You are supposedly the last of your race
and appear as a chap in a space suit. You get
about by walking and jumping or by
travelling in your globe which floats about
the place and is affected by gravity and
inertia like a wind-blown bubble. The quest
takes place in a 256 room cavern split up into
sections of four and separated by volcanic
passages.

Each four-room section is arranged as a
box with a creature in each room. Creatures
are different for each area but theyall have to
be caught. Also in each box are akey, a chest
containing a parchment piece of the covenant
and an anaesthetic. Your first task is to collect
the anaesthetic which allows you to operate
your stun gun on the creatures. This can only
be done when you are out of the globe and
walking around.

SECOND OPINION

The idea of controlling an anaesthetising
spaceman is a very appealing one and the
game is very well executed —even if there's
an Ultimateish looto it. Graphics are
unusually pretty and from the way that some
of those creatures roll their eyes around it
looks as though they need a good strong
Mickey Finn to keep them under control.

The problem is that the anaesthetic
changesfor differentanimals. Thesilly things
don't appreciate that you are trying to help
them and attack you when unstunned. The
next drawback is that once they are stunned
you have to get back to the globe and pick
them up before they awake.

You have an energy level which is
depleted by the creatures and by moving
around, both when walking and in the globe,
This must not fall too low or you die and your

,only way to replace it is to find an energy

PC

point. Like the anaesthe
always instantly recognisable and you'll
have to be out of the globe to use them.
Beware of imposter points, though, since
these will drain your energy.f the screen
border turns blue you won't last for long.
Once the four creatures in a section are
captured you can collect the parchment
using the key and so open up doors through
to further sections. To getto them youhave to
pass through a volcanic passage in which fire
and molten rock are spat at you from the
tunnel sides. You'll need to be in the globe
since you can't jump up some of these. The
fire and lava are also very energy-sapping
and you'llneed to time your way by them with
care.
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A cute, anaesthetised
animal

The last survivor Exit doors

The caves are all bedecked with
colourful vegetation, interesting outcrops of
rock and some very cute animals. All this,
along with your globe, makes the screens
very pleasing indeed. Control of both the
globe and jumping is touchy but you getused
to it quite fast. There is some flicker on the
globe's movement but not so as to make it
noticeably bad.

BW

Very attractive screens.

Puzzling element as you find out which
object does what.

Good arcade action as you fight to
control your globe and jumping.

Plenty of rooms and lots of creatures to
stun.

Just the right degree of difficulty.

Slight flicker on globe movement.

Can be easy to get killed (constant
saving is the only answer).

Caves may become rather samey.

A A RATING




A VIEW TO A KILL

Domark, £10.99 cass, joystick or keys

Spin-offs and licensing deals are all the rage
these days and Domark have enlisted 007
himselfto try to bring them sucess. The game
is based onthe most recent Bond blockbuster
film and isin three distinct sections, each with
a very different aim

The game has been turned on its head in
relation to the film since the three games are
played in the reverse order to which the
events happenon celluloid. Youstart with the
Silicon Valley mine (the film's finale), move
onto the City Hall escape and finally end up at
the Paris chase. This has been done to
provide moreincentive inthe scoring system
and since you can practice the lasttwo games
without completing the first, isn't too
important.

On loading you are given a choice of
which of the three games to play,
accompanied by the Duran Duran theme
music to the movie, Once you've chosen it's
another wait while the game loads. When
gamesone and threeareloaded they play the
Bond theme but game two has no sound atall,
Each game has a short instruction page and
two and three allow you to enter codes
obtained from completing the previous
game that allow you to score points.

SECOND OPINION

Iwas neither shaken nor stirred by this.
None of the three games struck me as
terribly interesting. On the other hand they
weren 't terribly uninteresting. The graphics
are pretty poor but some of the gameplay
demands a certain amount of brainwork —
but not enough to tax a budding JB.

PC

The mine sequence sets you the task of
findinga bomb and defusingit. It's composed
of a large flick-screen area filled with falling
boulders, holes in the floor and objects lying
around. You have to find the bomb and the
pieces of a winch and then persuade the evil
villain's female sidekick, May Day, to winch
you down to the bomb. There you will need
the right tools to defuse it.

Bond can run and jump his way around
without dying although being hit or falling a
long way will reduce his time before the
bomb goes off. There are lots of objects about
like a grapnel gun, dynamite, parts of the
winch and various code numbers. These can
be picked up and used with the ‘duck shoot’
which allows you to scroll through the list of
commands like search, drop, use, pick up,
pause, get lift, winch down and winch up.

Completion of the mine sequence gives
you a code for the city hall escape. Here
James has escaped from a lift but his
companion is still trapped and there is a fire
blazing in the building. You have to rescue
Stacey and then get out of the building. To do
thisyouhave to work your way through the 75
rooms, opening doors, searching cupboards
and collecting codes for the final escape from
the building. Each room is shown in 3D and
Bond moves from room to room by running

1B (Not looking so
handsome these
days)

Falling rocks

Current mine level

Code number five

into an open doorway. You can also get
between floors using the stairs on both sides
of the building. A 'duck shoot’ is once again
used for selecting controls.

The final game is more straightforward
arcade stuff in which you have to pursue a
parachutist who has leapt off the Eiffel tower.
You drive around the city streets trying to
avoid the buildings, other cars and police.
Thebottom half of the display is the streetplan
from above (easiest to use) while the top isa
3D view of the road ahead (useless). Your car
can accelerate forward or in reverse but if it
takes too much damage or isn't at the
parachutist’s landing zone you lose. There
are several landing sites but it is difficult to
tell which one the parachutist is heading for
until quite late on.

Individually the games are reasonable
and as a whole they are good value but not
outstanding in quality. The music is really
very good and it's a pity it doesn't play
throughout the games.

BW

By iy 00D NGE: WS

P Three games for just over the price of
one.

P Excellent pieces of title music.

> Challenging games that aren’t easy to
solve.

» Nice plot tie-ups if you'vseen the film.

B A D N E w S

P> Graphics and animation aren’t that hot.
P Loadingis a pain.

P> Game ideas one and three are simple
and unoriginal.

GRAPHICS DA
SONICS YDA
GRAB FACTOR [s50JA3

STAYING POWER LA
AA RATING YA

CODENAME MAT II

Domark, £8.95 cass, joystick with keys or keys

Codename Mat was an early best-seller on
the Amstrad and this is an enhanced version
with several extra features and some
improved graphics. The action revolves

around Mat as before, attempting to defend a
planet's energy satellites against the Myon
hordes.

The satellites are in four rows of six,
making a grid of 24 sites to defend with your
single craft. The screen is split into two
sections, the top half showing your view out
of the cockpit and the bottom half the
instrument-status display. The view will only
ever contain stars, the enemy, missiles and
satellites and only needs to be watched
during the heat of combat.

The quadrant chart appears in the
bottom left of the screen and shows the status
of the satellites, your positon and the number
and position of the enemy. When the Myons
are in the same quadrant as a satellite they
will gradually damage it until it is destroyed.
You have to keep at least one of the rows
complete in order to continue the game
While on the chart you can determine warp
strength and direction (a compass heading)
to engage the Myons. You can then warp, but
before doing so should prepare for battle.

Laser fire spits out at
an alien bird
approaching your
ship

Shields are the most essential thing and
should be up whenever in battle or warping
To help you remember this you should also
put the safety mechanism on which will shut
down overheating weapons and prevent you
warping without shields. The targeting
computer should also be on since this
provides an on-screen sight that tells you
when the enemy are within range

Once in an enemy sector you need to put
on the battle computer to tell you where the
enemy are and how far away. This will
appear in the bottom left of the screen in
place of the quadrant chart. This area is also
used for the long range and short range scans
which canbe used asalternatives to the battle
computer since they provide a 3D indication
of where objects (Myons or satellites) are

Acceptno substitite AMSTRAD ACTION NOVEMBER 1985 47




Once you've closed in on an enemy you
have a choice of two weapons — plasma or
laser bolts. These slide in and out of the nose
of your ship, visible from the cockpit. Plasma
are good for long range destruction while
lasers are more effective close-in. The first
wave of nasties are blue birds thatflap across
the view but like all the aliens explode into
four brown chunks when hit.

SECOND OPINION

Deep-space games aren't usually my scene,
but CNM2 had justenough 'alien termination’
to keep me at it. It's far from being a great
game — some of the Myons bear a striking
resembilance to the Galaxians of yore and the
weapons seema little antiquated - but there's
enough to do to keep you busy for a few light
years.

PC

The waves all take different
characteristics with groups of one to five
aliens in varying forms, one of which
disconcertingly disappears for part of the
time. Some waves don't shoot at you but take
evasive action. Those that do shoot can cause
damage to your systems and this is where a
new dimension is brought into the game.

When a system is damaged you have to
put one of two droids to work on repairing it.
This is a lengthy process and while being
repaired the system is out of action. There is
another chance to repair things, though, at
the end of each wave. Here you can repair or
move satellites to fill gaps in rows, or repair
your ship faster than usual. But this is only
available for a limited number of turns. The
end of the wave (or a life) is also where you
are informed of how much the working
satellites have boosted your score by.

This is certainly an improvement on the
original Mat, with better combat graphics
and more ship functions. There still isn't
much out there in space but this war of
attrition is pretty testing.

BW

800D kW 8

P> Better graphics and features than the
original.

» Constant pressure from aliens and
attending to systems.

» Damage report and droids are nice
fetures.

» Nota matter of one hit and you're dead
buta real long-term battle to stay alive.

B A D N E w S

» 3D graphics still don’t give much
impression of movement.

P Even with varied aliens it’s still the
same action for each sector.

» Keeping track of all the controls can be
difficult.

CLEYL Y 70%,
SONICS 7374
GRAB FACTOR p¢37

A A RATING (&3¢

JUGGERNAUT

CRL, £7.95 cass, joystick or keys

The task is to collect a load of goods in your
HGV but it has to be done within the day and

without crashing the lorry or running out of

fuel. You drive the thundering beast around
the maze of city streets trying to find petrol
stations, phone boxes and the depots
containing the four goods you must collect.

The streets are viewed from above with
your lorry consisting of an articulated cab
and trailer. You can drive anywhere on the
road but there are numerous obstacles if you
stray off it and even driving on the grass will
damage the lorry, which can be of varying
sizesfromasix to 15ton container. The larger
container allows you to carry more but is
much harder to control. If you need time to
get used to this there is a practice driving
option

At the start of the day you are given a :

target for four goods — timber, coal, oil and
fruit/veg. You have to collect the required
tonnage of each and the profit you've made
will be assessed. The goods are located in
loading bays spread across the town. Some
bays are harder to enter than others but to
load or unload goods you only have to have
partofthe lorry in a dotted zone.

BEO N,

RRGnn,

Your lorry will have
trouble getting into
this coal bay

Getting in and out of most bays requires
you to master reversing the lorry and this is
extremely difficult with the pivot in the
middle of it. There are two forward gears
allowing you to travel up to 40 mph but at that
speed the truck becomes very hard to
control again and you can easily suffer from
oversteer with such a lumbering monster.

Apartfromthe four goodsbaysthereare
four petrol stations-and your home base. The
home base is where the goods have to be
delivered and the petrol stations are where
you can refuel and get damage to your truck
repaired. This of course costs money so the
less petrol you use and damage you do the
better.

When stationary you can examine a
street plan of the town which shows you your
current position and that of your base. To see
the depots and petrol stations you have to be

48 NOVEMBER 1 985 AMSTRAD ACTION More punch than Frank Bruno

SECOND OPINION

No sweat-stained vest is required to play
this game, although I did find that chewing a
Yorkie helped my concentration. Steering is
very awkward, due to the articulation, but if
you geton an cpen stretch and get your foot
down there's a feeling of great power —
especially when you deliberately plough
through a load of buildings. Driving a
Juggernaut is fun, but I doubt if many people
will want to stay on the road for a long time.
PC

on a screen with a phone which allows you to
pinpoint the depot on the map.

T ——

ANDROID 2

Vortex, £7. 95 cass, |nystu.k or keys

»you lan&i}l m*n*ammter camte from
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complex of hedges, viewed in 3D. There are
five Millitoids per zone, but the playing area
3w$§1§6§eﬁa&%§y‘mmt easy to find. What

~ To begin with, t]aere are hordas of

Bamms These are the Millitmds minions,
grotesque red figures with wobbling
| antennae and whirli

arms. As the name
suggests, the'sK bcunce ‘They are
indestructible and move in rigidly ordained
patterns. ﬁnformnately they are also very
numerous - avmdxng action is not aiways-

: emtctaka Contact is fawl

~ Mutants are fewer and, happﬂy. can be
kiued with one blast from your trusty laser.

They're not easy to hit since they corkscrew
unpredictably axmmd the maze. Again,

eqnmxsfatal /
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eneugh there s the additional hazard of land
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The roads are made up of lots of

h : B A D N E w s The eight codes for which you are
e straights, ninety degree bends and searching take the form of small coloured
be crossroads with the occasional roundabout cubes which youjusthave to pass overtopick
fe or dead end thrown in. There are buildings, | » Graphics and sound are simple. up. They're located on five levels of ship and
ck traffic lights, bollards and cones waiting if | » Control can be difficult, sometimes to find them it's just a matter of exploration
e youstray offthe road and these will registera | frustrating. and memory since they never move, Once
e crashand alot of damage if you hit them. The | ™ May nothave a very long term appeal. you've collected them all you have to activate
damage is shown on a little gauge, as is your the self-destruct system which could have
P fuel level, so you know when the game is something to do with a button marked ‘push’
E about to be up. Straying onto the grass also onlevel one (but that would be telling).
F increases the damage but at a much slower
3 rate
E With practice you can master driving the SECOND OPINION
lorry to make quite a compulsive game as AA RATING 21
yourace against time. It plays off the need for

great skill and concentration against the
need to hurry and get things done as fast as
possible. A bitlike certain aspects of real life.
The graphics are fairly simple and there are
justsimple screech and bang sounds, but the
gameplay is demanding and addictive.

» Good details included like gradual
damage, gears, phones and reversing.
P The depots are randomly placed
making a new game every time.

PROJECT FUTURE

Gremlin Graphics, £8.95 cass, joystick or keys

figure in a red spacesuit. You are armed with
a laser that only shoots forward or at a small
angle up or down. This is your means of

Twae millitoids

Place. It's rather like an overgrown
pillar, but much more dangerous.
‘sonly one way to waste a Millitoid, and
s by shooting it in the head five times.
. though, you've got to find one and then
out of trouble long enough to administer
 necessary dose. If you succeed in
inating five you have to make it back
capsule before your time limit runs

s gives you access to the Paradox
80 called because each area looks the
contains a capsule. But which is the

} roaming around

defence against the hordes of death-dealing
robots that inhabit the ship.

right one? I'm sure I don't know. Once more
there are the Bouncers and Mutants. Once
more there are five Millitoids to be done in
before you can go off and try to find the right
capsule.

Android Zhas only three zones of action, but

‘there'smore than enough going oninthemto

satisfy hardened gamesters. The 3D view is
very smartly achieved, but the scrolling
could lose you lives - the screen moves when
you get to the edge. And there may justbe a
Millitoid waiting for you on the other side.
PC

IfI'm going to run around spaceships
blowing myselfup I like to know wh y. This
program neglected to give me any reason
for being where [ wasnd consequently I kept
wondering why I was bothering. Graphics

intricate and attractive patterns. Travel
between them is of the flick-screen variety.
Within these pretty surroundings appear the
equally well-drawn butdeadly robots. These
come in a number of guises but all are

SECOND OPINION
[Enjoyable pressure play in which you can
| afford to take a breather. The graphicsa
greawith good use of colours and 3D, Can
be frustrating if you get youmtrmm '
acorner but the difficulty level seems fobe
about right. Gimme anotherandroidto \
| wreck. L

GRAPHICS F{:¥

[Ny 43%F:
GRAB FACTOR :24/4 3

A A RATING {2
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1
BW | Not very aptly named this one, since the aim |} are certainly very pretty and colourful, but i
is to self destruct a space ship and there’s not the Robotronic blasting soon becomes |
much future in that. However, to destroy the tiresome. |
SS Future, as the ship is called, you have to |
00D N E. W 8§ find eight destruct codes hidden in a |
colourful, 256 screen maze.
P A very demanding task. You enter the ship through a tunnel on ‘r
» Once the control is learnt it's satisfying | yourscooter. Thisis left behind you, though, The ship is made up of colourful !
J driving around. and you appear in the ship on foot, a cute little corridors and rooms that are drawn in some [
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instantly lethal if you touch them. They
materialise into a room as you move into it
and home in on you. The robots always
appear 1n the same place though and for a
split second you can pass through them as

they appear. This means that with fast
movement and a happy trigger finger you
can get past them

The codes aren't all you'll find on the
ship though. Guns can be picked up and for a
while give you the ability to fire
hyperblasters which are bigger than your
ordinary laser bolts and can produce rapid
fire rather than single shot. Another aid to
your defence is the blue spacesuit which will
give you immunity from the robots for a
period, killing them on contact but for no
peints

There are also two aids to movement.
One is a scooter in which you can nip round
the ship while the other isthe teleportsystem.
This is shown by a square containing
crackling electricity and depending on
which side of it you enter will take you to one
of the other decks of the ship. There are five
decksbutwhether youneed to visitthemallis
for you to find out.

Once you've got all of the codes and
activated the self-destruct you've got to get
out fast before the end of the Future. It's all
very frantic and reminiscent of games like
Berzerkbutinamuchnicer graphicsetting. It
should take some while to crack but doesn't
present much of a mental challenge.

BW

80 20:.°D N o BN §

» Very bright, colourful screens.

» Demanding action against a constant onslaught
of robots.

» 256 screens and a testing game-challenge.

B A D N E w S

P Just exploration and no real puzzling.
P> Blasted one robot -blasted them all.
P Instructions are unnecesarily sparse.

[ 82 %
SONICSPYTA:
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BRIAN BLOODAXE

The Edge, £8.95 cass, joystick or keys
This is the game that features
imbalance’, flickery graphics
viking out to conquer Britain,

the crown ]ewehand sit on the throne with

them - and that's about.all you'll learn from
the instructions except for the control keys,

_ The jewels and throne are scmewhere
amongstthe 127 screens. E&chsare isfilled
with platforms. pocls, objects and deadly
momg animals and rﬁachir&és On most

only carry three at once. Blff ,
by walking. jumping and falling,
 you can only fall a short dﬁﬁmmwnhém

,leavmg hss helmet w{aﬁ

ngstones ailowmg yeuwiump or waik i

top ofthem.

- getitright. Others may have a more devious

pose like stopping or making an ev
oon screen. The only real way to fine
oqnsﬁyimaxandermrwmd;wﬁif%m“ th
‘Hand God' b’lcwmgﬁxiah mtbsp@e:e )

es.
Screens can be very different with so
ith deadly balls bouncing around, Ne

mega lopmg rhinos, misénﬁgmle toilets, a

m&mdanmdac}ocmrkmwe

~ The objects that are ‘lymg around an
: h&?aﬂ&eirmesbutmhavesoworkmémrm

for yourself. Many allow you to open gates
w}nchmﬁbeho;stedautofﬂleWayw}rie ou .

_ The large variety of graphics is
mewhat spoilt by the f icker that

pamesmany The colour is better than
 previous versions though. The tune that

- plays throughout the game is the Monty

Python ﬂ:eme song and a nice rendition of it
100. It may take some time to start solving

'pmb:emsbummabsorbmgm y\rm ;i&

interesting effects. There's the pool table
and the Loch Ness monster that rise an fé‘{i:'
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SOUTHERN BELLE

Hewson Consultants, £7.95 cass, keys only

‘Live out your dreams' the cassette inlay
promises as you drive a King Arthur class
steam locomotive from London Victoria to
Brighton. There are seven types of run
presenting different problems but all are
over the same 50 and 3/4 mile track through
seven tunnels, numerous stations and
landmarks.

The display shows you the view from the
tender of the instruments in the cab and the
track ahead. As the train moves you pass
through the landscape, drawn in black and

~ white and mostly bare. Tunnels, bridges,

stations, permanent way workings, signals
and Battersea power station all go by as you
chuff along, smoke pouring out of the
chimney.

The cab is full of displays to indicate the
status of the engine but you don't have to
control all of them. On the right of the screen
areindications of the coaland water supplies,
speed, the signal ahead, gradient, distance
along track and time. There are nine controls
to alter the performance of the engine, some
of which you can leave to the computer if
desired.

SECOND OPINION

Although noteven I am old enough to
remember steam-trains, I couldn’t help
feeling nostalgic about this game — perhaps
because of those childhood train sets. It
certainly makes a change from yet more
flight simulators, and I for one would rather
aim for Brighton than the stars.

PC

The regulator, cut-off and vacuum brake
are always under your control and
determine the speed and partly the economy
of a run. The regulator determines the
amount of power to the wheels and thus the
speed and acceleration. The cut-off works in
tandem with it, determining how much steam
enters the engine cylinders and thus how
much power they produce and at what
efficiency. The brake works on several
levels from light, medium, heavy to
emergency, although the company and
passengers will object to the latter.

The next features you can introduce are
the blower and whistle. The blower is used

when the regulator is shut off or when the

trainisinatunnelsince itstops gasesbuilding
up in the firebox and causing an explosive
blowback into the cab. The normal passage
of steam usually sucks gases out but the
blower uses live steam when no steamis used
for power and is therefore wasteful. The
whistle is a warning device at tunnels and
stations and, aside from being fun, wastes
steam as well.

The injector and dampers are harder to
use and control the water level in the boiler
and the airflow to the fire. The water level
must not get too high or low or disaster will
result. The air flow controls the temperature
of the fire (indicated by a thermometer), the
rate of fuel consumption and the type of
smoke produced. These are very tough to
gauge and have to be kept a constant eye on.

The only other controls are the stoking of
the fire and the opening of the firedoors. This
also determines the temperature of the fire
and economy of fuel use. Having mastered
these controls you can start to worry about
the hazards that face you.

The entrance to
Clayton tunnel

Water, coal and
speed gauages (0
because it's in demo)

Regulator

Brakes

Cut-off Firebox - Blower

The seven runs involve many different pampers

timetables and problems. Some runs involve
fast economical running while othersinvolve
stopping at stations for passengers and at
signals. Sections of the track have speed
limits where you may derail if you speed and
lots of other safety penalties can be incurred
for bad stopping, failing to whistle or
overshooting signals. At the end of each run
you are marked for your timekeeping,
economy and safety to produce an overall
passor fail.

The graphics are bare but adequate but
the puffing noise is nice, even muffling in
tunnels. The controls can be complicated to
learn so this simulation won't appeal to all —
but steam-train fanatics and simulation freaks
will love it. The atmosphere is terrific (smell
that smoke) and the options mean its got lots
of lasting interest.

BW

Marvellous atmosphere.

The one and only steam-train
simulation.

Lots of options and runs.

Tough game to master.

If you like trains you’ll love this.

GRAB FACTOR
STAYING POWER

A A RATING

Controls may be too complicated (too

realistic?).

May notappeal to all tastes.
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BRUCE LEE

The immortal kung-fu hero comes to the
Arnold inhis own 20-screen platform game of
kicking, punching and lantern collecting. His
task is to destroy an evil wizard but to do this

. hehastomake his way through the cunningly

- constructed rooms of a dangerous fortress

| opening doorways and using secret

| passagesto reach his goal.

~ Eachscreenis beautifully designed with
intricate features like mountain
backgrounds, statues, platforms, ladders
and ceilings. Hanging up are magic lanterns,
ribbon-like decorations and even the odd
yin-yang symbol. These are what Brucie has

o collect in order to progress through the

screens. Sometimes a single object may

reveal an opening but collecting them all

Ninja

Closed doors

rings more points. The doors which can be
‘removed are usually black frames or plugsin
the floor but you need to watch carefully for
hat disappears to guide you-onwards.

Bruce is threatened
by Yamo and the
Ninja, light beam and
deadly spikes on the

Bruce can run and jump around the
atforms to get the lanterns and fall any
ce without harm. There are also many
gs he can climb up and down and he can
en use secret passages to get about.
dders, trellises and other frameworks can
clambered about on while lift-like light
s can carry youabout.
You don't however have it all your own
.The two dangers that will dog your
ery step are Yamo and the Ninja. Yamoisa
een giant of a warrior who will punch and
g kick you in an attempt to pose you a
ll' (life). He may also pursue you between
s, climbing between levels to getat you.

SECOND OPINION

| [fyou just want a good scrap, Brucie won't
really satisfy you. The figures are small and
the fighting isn 't very sophisticated. But the

| game is much more than a mere punch-up,

| giving you some intriguing platform action
and problem sol ving in between your

| encounters with the fat Yamo and the sinister
 Ninja.

PC

lea is dressed in black and wields
‘He will take more blows to defeat
Yamo but is not to be trifled with.
er he won't climb upwards to fight
y descend through gaps. Both these
be dispatched by punching and
the Ninja with three blows and

Yamo with four. This will make them
disappear for a while but they keep coming
back. If you just want to avoid them Bruce can
duck down or leap pastthem. They may even
help you out by fighting each other when on
the same level with Bruce not in sight.
Non-moving objects can also be a
danger and some are very devious. Many
screens have little nodules in the floor and
whenBruce, Yamo or the Ninja tread on them
they are activated, spewing up deadly flame
asecond later. This can be used to advantage
if you've got either of your adversaries on
your tail, but in close quarter fighting it is
easy to get caught yourself.

the game weil ﬁmont
off) may develop.

gentlemanly
unhindered since t

Deadly moving
objects

Other dangers are white spikes that wait
to impale the careless fighter and lethal
beams that shoot across gaps. An even
nastier hazard is the little white dashes that
zoom across the top of some floors waiting to
chop Bruce down by the legs. Careful timing
of jumps is needed to avoid these since they
move very fast.

If you succeed in getting to the wizard he
will explode leaving a triumphant Bruce to
have a go at another, but harder, level. The
screens are all colourful and well designed:
with some good animation on the characters.
The sound effects consist of footsteps as you
runand fighting soundsbutthere’'sanicetitle
tune. Italladds up to a real oriental smash.

BW

20 delightfully-drawn screens.

Good animation and fightaction.

Devious routes and features.

Very addictive and fast moving - like a
good platform game should be.

Intriguing two player option -
particularly if both players know the
game well.

20 screens may not be enough for the
hardened player.

Sometimes hard to know what can and
can’tbe climbed or collected.

A A RATING fi:p%
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This is an encounter of the closest kind pro-
viding more thrills and action than you may
be able to cope with. The daunting task is to
guide a super weapon along a peril-infested
highway to destroy an alien base.

The highway runs from bottom left to top
right of the screen, rather like the classic
shoot-em-up Zaxxon. Moving past the edge
of the screen causes the picture to flick to a
new area of road - there are 30 sections in all
before you reach the alien base. The road is
composed of a trendy-looking grid and on
either side appear picturesque scenes of
gardens, woods and a bridge over a river.
Later on this switches to a cave background
as you reach zone zero.

You start at zone 30 with five ‘vortons’ and a
‘lasertron’ with which you must conquer the
invading aliens. The vortons are Dalek-1

ike robots that can shootfiery balls out of their

SECOND OPINION

The beginning of the game is superb, as the
Vortrons line up with the Lasertron for their
arduous journey. The standard never lets
up, and neither does the pressure. Spend
too much time admiring the slinky graphics
and you're a goner. But you'll probably be a
goner anyway —it's a hard game to beat. The
Vortrons are tricky to control and at
moments of crisis it's almost impossible not
to panic. Result - you turn the wrong way
and get frazzled. Once you get used to the
control you can make more progress. But in
later zones I found the combination of aliens
and defences just too much for my feebly
slow responses. And five Vortons just wasn't
enough

PC

heads and scoot about the roadway. The las-
ertron is a deadly weapon that will destroy
the alien stronghold at zone zero - if you can

reachit.

The vortons and lasertron begin by moving
into formation in a line with four vortons
behind the pyramid-shaped lasertron and
the fifth out front under your control. This
procession willmove diagonally up to the top
right of the screen except when blocked by
other objects. The one free vorton can roam
as it pleases clearing the way of objects and

aliens.

54 NOVEWER 1 985 AMSTRAD ACTION More high-spots than the Alps
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Controlling this droid can be a little difficult
since it follows the Knight Lore and Alien 8
style of rotating left or right and then moving
forward in the direction you're facing. This
calls for a cool head so that you don't panic
under pressure and charge aimlessly about
in circles. Once mastered it works well
although it will provide flashes of frustration.
The lasertron cannotbe moved sidewaysand
ploughs its way up the middle of the road,
which you have to clear. This is, of course,
easier said than done. Harmless obstacles
like oildrums, brick blocks, clear blocks and
floor patches may impede movement and
have to be bumped or shot out of the way.
Other more dangerous devices are the spiky
balls and flame points.

Spiky balls bounce from side to side across
the road and you either have to time a dash
past them or interpose an object that they
can bounce off, leaving a way clear. Flame
points don't move but are often in strategic
positions to make moving difficult. Both kill
on contact.

When you do lose a life control is switched to
one of the other vortons in the pack and you
can move him out and into action. Vortons not
under your control can also bekilled if one of
the many wandering aliens hits them. These
aliens also kill the main vorton but can be
blasted by him.

y 24
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There are two main tactics that can be em-
ployed. Firstly you can escort the lasertron
all the way taking each screen at a time, but

_ thismay lose yourearguard vortons asaliens

stray into them. Alternatively you can keep
them in reserve and pave the way ahead with

. a single vorton. This means advancing ano-

ther robot every time you lose a life but it
does keep the reserves well out of trouble.
You have to get to zone zero before a time
limit runs out but the only other constraint on
your activity is a power gauge that only al-
lows you to fire in bursts of three bolts from
the vorton. If you can get to zone zero the
sequence that follows is well worth the effort
and leaves you to complete another faster
and harder run.

The 3D graphics are beautifully smooth
and reminiscent of Ultimate's ‘Filmation' but
faster and with a lot more action. Sound is
simple zapping effects. The instructions
belie the brilliance of the game but from the
terrific loading screen onwards it's sheer
addiction.

BW

Smooth 3D graphics.

30 diabolical screens.

Some nasty puzzles to solve.

Greatidea of pushing the lasertron
with the extra vortons.

Nice range of mean aliens.

Real addiction in getting through the
screens.

Exceptionally tough to solve.

Control may take time to adjust to.
Ihaven’tfinished the game.

1



Spiky balls (trapped)

18 zones to go

Qil drums

Lasertron

GRAB FACTOR
STAYING POWER

A A RATING

There are several types of alien defence device but
all are fatal on contact. Some are cleverer than
others and home in or try to avoid you if you're
facing them. However when a swarm suddenly
appetr it makes little difference — just blast them.
Vortex haven't given them any names so we've
christened them ourselves.
single eye on a stalk. Can't
float over objects.
eye attached to a floating
lump. Can pass over floor plates.
spherical beasts that look like
mutant Pacmen. Don't float.
look like spinning aspirins but

move very fast and over objects to get at you.

move from side to side across the
road. Can be blocked by an object but can’t be
shot.

always stationary and throwing up

bursts of fire. Can’t be destroyed.
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A mystic journey into the past. A

treasure trail adventure in search of >
gold, silver and bronze as the il ?
magical sorceress and her P g v X

legendary alter ego, tests her i &
powers against the forces of evil L
and powers of darkness in the i
Castle of Doom. A race against -
time and a test of Qz

your powers of £8 95 . e e
n

thinking. A2

r=

| enclose a cheque/PO* for €T
Charge my Access/Visa * accounttothesumofg€l _____ AfeNo.

i Name o ST R Ta o [T i

COMPATIBLE WITH CPC664 & CPC6128 MACHINES

* All cheques made payable to Alligata Software Ltd. T Allow 75p for Post and packaging

Post Code

Disc owners
. Special Offer.

on compact
diskette

' Please supply me Doppleganger [ Defend or Die[d Super Sam O Triple Pack Disc B
Signature == . Zirk

Tel:

Alligata Software Limited, 1 Orange Street, Sheffield S1 4DW. Tel: (0742) 755796

Send S.A.E. for Brochure/Posters -

« COMING SOON - QUIZ QUEST-WHO DARES WINS IT -

specify Amstrad

All 3 games for

A classic battle spectacular where skill and reflexes are
pushed to the limit, nerves strained to breaking point
Take up the solo mission of saving fellow humanoids
from being plucked from your pianet surface by the evil
landers and then returned to outer space where they
will eventually mutate and take up a pursuit on your
spacefighter

A hero is called for, can QG 7
you fit his spaceboots? "a £ .95

%

Produced under license from Rino

A frantic journey in search of the elusive Boris. A spine
chilling encounter with the ‘orrible nasties from another
age entombed in a castle of another era’. But first you
must piece together the hidden

cage and captured as you are

in this eerie fortress your
et o o I Y
Jour sscape Bl .
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NOW AVAILABLE FOR COMMODORE 64,
AMSTRAD & SPECTRUM 48K

s “Melbourne House show us what vector
graphics are all about.” - YOUR COMPUTER

5% “Complex, challenging, highly addictive
and featuring some of the fastest,
smoothest 3-D effect vector graphics

ever seen.” _EAGLE
Y% “The realism of sound and vision is
amazing.” ~CHAMP

% “A Commodore expert was seen openly
weeping when he saw the quality of the
graphics compared to the Commodore
Elite, and with very good reason... fun
packed, all action, thinking game... the
speed and movement of the 3-D wire
frame objects is marvellous.” ~CRASH

COMMODORE 64 AND AMSTRAD £9.95, SPECTRUM 48K £7.95
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Macmillan Suitwale. £8.95, keys
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the action takes place
bove and can"be compmed‘

dlrectwn oftypeto suit the pur?ose
- Having got your st boar:i gnd

number of grapmc funct!cms 11
ing, boxes, mangles
colours, shape filling ami'ggffemm t&mb

nesses of pens. This backgmuﬁa
for all the action or just a blank scre
~ Now the sprites that make anir
ation are drawn. There can e up to eigh
sprites with two forms making up the anim-
ation. Various colours, copying and mirro
ing techniques can be used in prcdm:mg the

means that to animate large objems‘ybu have
to cpnmmaevemi spntes tomakea whole at
th%emﬂg stage.

'beaddat; mwh >

and put togmhe .
cord, rhythm, forwar
controls. These can

editing stage. .
—
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sprites but they are of limited size Thm‘; o

TRIVIA UK

Anirog, £7.95 cass, joystick or keys

[like a good quiz. Itdredgesup some interes-
ting stuff from the murky depths of the mem-
ory. Before I played this game [ didn't know
that [ knew the name of the plant from which
linseed oil is made. Of course, I'm no better
off for knowing, or even for knowing that I
knew. But the point of a quiz is to be trivial,
and this program is certainly that.

It'salso an Amstrad first - asfar asI know
it's the only quiz available for the machine.
With 1400 questions there should be enough
to stretch the knowledge of all but the most
compendious memories.,

The brain-teasers are spread over six
categories, which should give everybody a
fair crack of the questionmaster's whip. But,
as in the board-game Trivial Pursuit, you
can't choose your topic - this is determined
by the roll of the dice. If you're unlucky you
could repeatedly land on a square whose
topic you know nothing about.

Youmight, for instance, stop ona History
square and find yourself trying to answer

SECOND OPINION

Good to see a quiz game making an ap-
pearance and despite the poor display the
question answering Is quite fascinating.
When played in a group it's fun although it
would be easy to make a mistake when
answering and thus muck up the game. Prob-
ably won't be as much of a cult as the board
game but provides some good
entertainment.

BW

‘From whom did Thomas Jefferson make the
Louisiana Purchase in 1803?' If you're clued
up enough to know the answer to that
France - you could still be a little more
puzzled by 'How many tricks are there in a
Grand Slam at bridge?’

Trivia UK is a game for at least two
players, since there's not much point in
playing on your own if your opponent (the
computer) is a real know-all. The virtue of
playing with others is that you don't have to

type the answers and so can't make the minor
spelling errors that would allow the com-
puter to tell you that you'd gotit wrong.

One additional feature of the program is
a customising facility for the user to build up
his or her own database of questions. Anirog
imagine some jolly goings-on: 'Just watch
Dad's face going pink as the computer asks

Six subject categories
and a tricky question
on entertainment.

Mum's birthday!' But it seems to me that this is
not the sort of thing that should be en-

* Mevé owee .
SPecders!

Amstrad Action is good for you AMSTRAD ACTION NOVEMBER 1 985 59




couraged by software houses.

While the amount and spread of ques-
tions are good, the presentation of Trivia
leaves much to be desired. The board dis-
play is dull and rather unclear, the sound a
successsion of beeps and burps. This is a
pity, since it surely wouldn't have been hard
to come up with somethingmuchmoreattrac-
tive for what is fundamentally a good game.

P

P Lots of questions.
» No text entry.
» Add your own questions.

» Dull graphics.
» And sound.

GRAPHICS ¢
SONICS 23
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VALUE PACK

Tynesoft, £6.95 cass, joystick or keys

Remember those arcade classics Pacman
and Donkey Kong? Well somebody's finally
putthem on the Amstrad and both in the same
package. The former features a dot-
gobbling monster and the latter a girl-
kidnapping gorilla. Munch-it is the familiar
dot-gobbling monster chomping his way
around mazes. His task is to get all the dots on
screen without being caught by the four
ghosts that also roam around. Each dot is
worth points and bigger bonuses are
available.

Usually if yourunintoa ghostitcostsalife
but if one of four power pills is munched you
have a short period of time in which to get the
four ghosts. These give healthy bonuses but
the ghosts reappear after a time to dog your
path again.

If you can grab all the dots youmove toa
different maze with a whole batch of dots to

SECOND OPINION

Pack, yes. Value, no.

munch again. There are only five different
layouts, some being a lot easier than others.

Climb-it stars a little chappie trying to
rescue his girlfriend from the clutches of a
gorilla. This he has to do over four screens of
action in which the ape will do everything in
his power to stop you. On each screen you
start at the bottom and have to work up to the
top — just like life — where the ape waits with
your girlfriend.

On each screen you can move about |

using ladders, walkways, lifts and conveyor
The greedy gobbler
himself j
Dots to munch

PO
OO0

4

A familiar favourite
as big mouth munches
dets

Ghosts

Power pills

belts. There are often goodies left lying
around that can be picked up for bonus
points. However there are also rolling.bar-
rels, fires, pies and bouncing beams that will
killyouand you'llhave to startat the bottom of
the screen again. Some of these can be dealt
with with hammers that you can grab others
will have to be avoided or jumped over.

Atthe end of the first three screens when
you reach your girlfriend the gorilla steals
her away again butat the end of the fourth the
ape is toppled and you get back your girl

The programming of these two old
games leaves something to be desired with
some rather crude graphics and animation.
The playability is also suspect and even with
both games for £6.98itisn’t particularly good
value.

BW

» Two popular old games.
» Some pleasant old memories of hours
speut standing in arcades.

» Poor graphics and animation.
» Overpriced even with two games for
£6.95.

 DOPPLEGANGER

§ Alligata, £8.95 cass, joystick or keys

Doppe}ganger is German for a double - this :..
game features a sorceress and her alter ego

‘precious metal. The two persona each have
to complete tasks in order to finish the game
and frequent switches between them are
needed. :

The twins start in the same location of a 25
room castle with only one of them able to
move at a time. The alter ego appears as a
green transparent figure with the real self
being more solid. The castle rooms are in 3D
with doors, making moving around much
like it is in Knight Lore or Alien 8. There is
only one door out of the start room and this is
where the ingots have to be returned.

Each double can move through
particular types of door and thereby access
different areas of the castle. The sorceress
can pass through blue- framed doors while
her partner can pass through green-framed
doors. Both can pass through white-framed
doorsand, if they have the right key, through
the various colour-coded locked doors.

Keys, ingots and other objects are | found
lying around the castle and are pxdced up by
just moving over them. The ingots simply
have to be returned to the start room but
other objects may take some figuring out. A
shield, book and a candle-like ijac{ are all
to be found but what useﬁ:gy are isfor youto
work out.

' Asyoumake your wayﬂ;;ongh the castle
many nasty creatures may be encountered
and have to be dealt with. Spiders are a real
problem since they will chase after the
sorceress from room to room sapping her
energy. This is represented by an hour glass
which if it runs out will end the game. Spiders
don't chase the alter ego though so a quick
switch can get you out of a sticky situation,

demons may move in patterns across the
floor and running into these will also drain
-emergy Danger can also be found beneath
you in the form of floor plates and arrows that

runacross rooms. There isa way to replenisir

in their quest to recover five ingots of M

In some rooms armoured heads OF

» Very unoriginal (atleast they didn’t do
Space Invadersas well).

» Gameplay is simple and repetitive.

» Nostalgia’s OK but not when the
games are worse than the originals.

GRAPHICS FrY7A

VAGANATTACK

Atlantis, £1.99 cass, keys only

Star Trek was one of the earliest and most
popular computer games — and some of us
still enjoy the odd game. This latest version
sticks to the original format, ignoring fancy
graphics, and sells for a rather attractive
price.

The invading aliens are the Vagans and

BONOVEMBER 1985 AMSTRAD ACTION Can you do without it?
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energy draine:d- by
have tofind the right room and be Gontro.lmg
the right character.

The most dangerous foe will give youno
time atall to replenish energy since itkillson
the spot. The Gorgon's head mustbe avoided
at all costs unless you know.how to prevent it
killing the sorceress. Aspects like this add
the necessary element to stop this being a
simple collection game and turn it into more
of an arcade adventure. :

The graphics are quite intriguing, as is
the actual gameplay, but it probably won't
manage to get you really hooked since itisn't
really large enough. A definite challenge that
may take a few pleasant hours to solve.

these haza:rds but yeu '

BW

'SECOND OPINION
A very pretty game that justfails to make the
grade, mndybmuae!t‘stwmﬂ to pose

the long-term challenge a player wants from
an arcade adventure. ime_ graphics are well
up to scratch, although the figures =
| themselves are a little cut-out. Very nice

music at the start, but poor game-sounds.

Phﬁuﬂ&gmmmpmtmd
» Novel dual character control and

> Mwmmmdmhm :
> zsm-mymfhouomum

you happy.
b&fewmctudma&nhjeﬂmms
would be nice.

LY. LT 63%

you command the starship Andromeda,
Earth's last hope. The battle takes place inan
8x8 galaxy with each of the 64 quadrants also
split into 64 sectors. Located within this area
are the Vagan ships and starbases, all of
which you have to destroy. The number of
aliens depends on which of the nine levels of
game 1s chosen, as does the number of
starbases supporting you.

The ship begins in a random quadrant
and sector in the galaxy. The screen shows
either the quadrant, long range chart or
galactic chart on the left and a series of
figures on the right. These inform you of the
status of the ships stardate, time left,
quadrant, sector, plasma bolts, quadrant
statusand energy. Atthe bottom ofthe screen
Is space for entering commands and
receiving sub-space messages about the
situation.

Youwillhave been given the information
on how many Vagans there are and how long
you have to destroy them. First you have set
about finding them, then getting to them and
then blasting them into space dust. Aliens can
be found on the quadrant or long range
charts. These also show starbases, planets

and vagan bases. Once found the ship can

Planets Vaganship

Status area

The Andromeda

There's a Vagan in

your quadrant and
you've only 16 light
years left

Incoming messages

home inusing its two drive systems. lon drive
willget Andromeda between several sectors

while Tetron drive warps it quickly between
quadrants.

When ina sector containing enemy ships
there are three ways of disposing of them.
The most effective is plasma bolts that
destroy with only one hit. Lasers are also
useful and you have to specify direction for
both weapons and strength of the lasers. The
lasers will often take several hits to work but
ananti-matter bomb will destroy the contents
of a whole quadrant, including you if you're
still in it. You only have one bomb so save it
for heavily infested areas.

Starbases are dotted around and moving
adjacent to them docks the ship and
replenishes energy and plasma bolts. Like
the Andromeda these can also be destroyed
by enemy fire and you need to watcn out for
the enemy bases that fire powerful plasma
bolts.

The game can have one of three endings

the destruction of the Andromeda, running
out of time or succesfully completing your
mission. There's nothing very new in the
gameplay, graphics, sound or anything else
but it brought back pleasant memories of
games of Star Trekplayed on my old school's
Research Machines 380Z and for £1.99 it's not
a bad little game.

BW
| L e Rl ) i E R
P Nice nostalgic memories.
» Quite a tough game task - the years
haven’t dulled the alien menace.
» Cheap.
B A D N E w S

» Very unoriginal.

» Graphics and sound are very simple.
> Notenough detail on galactic map -
even after long-range scanning.

SONICS jT:TA

GRAB FACTORFT:37
STAYING POWER [{:3A
A A RATING B2

SECOND OPINION

Once again the Federation had been caught
by asurprise Vagan attack. Once again [
alone stood in the way of Vagan domination
of the galaxy. Once again I had only 55 star
years to complete my task. Once again there
seemed little to say about a game that is
completely unoriginal — except that, at the
price, it's pretty good value.

PC
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THE DEVIL’S CROWN

Probe Software, £9.99 cass, £13.99 disk, joystick or keys
ST 4 S

- whichareall bursting with colour and actio
Within each one lurk treasures, tools and
deadly enemies whichyou'liquicklycometo
recognise. The aim is to recover seven =
_jewels from the bowels of the ship and
 replace them in a cursed golden crown. :
‘You start on the main deck in a one man
~ submersible that can scoot around all over j -
the ss(#:rew;g3 Atthe top of the screen are three : 4
_flashing objects which you have to findand .. F e
put imgfpla‘ce_ Km:gktkl}::re—szylé. T A e co_mpl_;!qa_te;d :
objects are always identical, three bells to by lots of minor problems - like dying. Thisis
start with, and when put in place they reveal ‘because you need a constant supply of
e bf the seven javele: THia entasto s OXVgdon (undecwater remembert) sod L
~ found and also returned to the main deck _running out ends the game. Oxygenisfound = 0 7o¥
wheréiifmﬁafﬁlléﬁﬂin(hié crown lying around in canisters that replenish your ¥ iVice«

* and the fab graphi
~ addiction. Despite ,E
worthy of gaing in anyone's collection.

A8 0.b  nEw N

- supply but it is constantly being drained. In  eXP}

e s - e TNANY rooms there are fish who will take a :.‘..:

o mm m NT -} massivechunkof air if they catch you These *
i " - | canbe shotbut they are intelligent and shy

e

Lh o away when you start attacking them.
You'llhavetorepel boarderspretty | Shooting is one of the major differences
@ sharpish once your friends seethis. Keepa | from iamgry and ﬂ}:ickirig -ﬂpfpﬁf{’m m;}g‘ :
| 1856 hancly: Tt has st sthy - | around will top up the supply of bulletsto 50.
ey R Other Hazards are niot so easy to deal with.
. Chosts appear in some rooms and have the
| nasty habit of stealing the object you're =
- carrying when bumped into. They disappear
| as soon as they've swapped and to get the
| object back you have to leave and re-enter
| the room to bump into the ghost again. The
“problemisthe ghostmay give youthedeadly
jolly roger. You can get rid of the ghost but
you'll need to find out which objectdoes the
trick. : .
Most rooms are packed with objectslike
~ bells, jugs, coins, lanterns, ivory tusks and
the like which can be picked up. Muchof the
_scenery is composed of the ship’s wooden
it's  hull with cannons, cannonballs, bunks and
r lots of other features. There are also =
~ continuous streams of bubbles rising from
- spots all over the ship but they serve no
~ useful purpose - they justlook good.

Many aspec
9 t.
Sorc‘e,--y Ths C"Llhe game

; J;'Ur underwme,v' S
e Venturer
- Sncounter,

S anoth,
iy ;’::fm;rfuf SCreen inel‘;me | |
% *art of the 5 i = ‘ '
~ ship, unken ghosts thatare a) addegaios i g‘p‘];”eh
' _ te

e TR




Four exciting titles that have already established
themselves favourites with many games players now _
available on the Amstrad. '

Gremlin Graphics. Alpha House, 10 Carver Street, Sheffield S1 4FS. Tel: (0742) 753423. J




MATCHDAY

Ocean, £8.95 cass, joystick, joystick with keys or keys

Not Just Kick and Run

SECOND OPINION There are severaj fo

~atures of the

game that
k and run simul-

y ation — it tz
This is probably the only chance you'll get HEA L/J“'(u i 1
2 ounce

this year to hear the Match of the Day theme your head and eve i Eaa
tune, so make the most of it. The graphics V‘f'hl:‘f although guiding it e
are very pretty, even if it looks like Wolves T 'T”fo W-INS: The com ( 3
v. Man Utd. each time, and the movement is s MIIJ;:d the ball }
smooth enough for you to display your silky i

skills. If you've gotany. This is a game that
should go straight to the top of the table.

aballinthe ajr off

U} there for a

throw-in
>ballinsevera

PC

1the > ball g
goal. Thex yar
side of the six yard b
¥ 1the centre circle

ALS: If you're careless

Ucan putthe ball in
ime

} ccur wher
1e end ‘U‘“I\U' not

Inthe

fromth e

KICK OFFS: F ro

OWN G

unlucky

20X

enough or
Your own net
to the scoreboarg
-4n actually bounce the
the crossb
tup

ball off
ar, bu'youmfwbembin

‘aken from the Opposition's
that you can knockitinto
] 11 g attackers
TRAPPING THEBALL: g

S
lercept a m‘ur\ Ing ball
dana t th 1t

Cor
theirarea

skilled Playerscanin
1 just as it hits the

e turf
enabling them to then dribble jt

n N r

RAID
US Gold, [B 95 cass, (disk from Amsoft), iuystick or keys

prmwa ‘micros thia was a controversial
- game because of the politics involved (see
panel) but with i its conversion to the Amstrad
the scenario has been changed. No longer
‘are you blowing up well-meaning Soviet
citizens but instead you'retup a\nl nastyand
totally fictitious Shandorians.
~ TheShandorianshave launchedadevas-
 tating missile at&dgcmseveral of your cities.
'Ihusisahmmamap ofthe northern hemis-
phere with the launch sites, targets, missiles
~ and a satellite shown. The satellite is the base
 from which you must thwart the attack. Inside
it are nine fighter planes which must be used
~ todestroy the enemy missile silos, and hence
- memmasiles asweﬂasmwdsrenaeoemre.

SECOND OPINION

Iwas really a bit disappointed that the name
and scenario had been changed. I quite
liked zapping the reds. Of course, I'd have
been just as happy zapping the Yankees. But
Raid is an excellent shoot-'em-up that
requires not just bloodthirstiness, buta
certain amount of finesse. In fact, your

each plane out you have to control forwards,
sideways and vertical thrust to aim it through

biggest problem may be in getting your
planes out of the hangar in the first place.
PC

The first task is to get the fighter planes
‘out of the satellite hangar. This is easier said
than done. The hangar appears as a single

- screen with a door near the top and the

planes lined up on the righthand side. To get

the door. You also have to open the door,
which has the nasty habit of closing automati-
cally. Crashing into the walls, doors or ceil-
ing is fatal and it may take many runs before
you get the hang of getting the planes out
regularly.

Once a plane is out you can switch to the
map screen again and guideadot e plane)
into a white launch site from where the mis-
siles emanated. The display switches to a
right-to-left scrolling display where you can

bank the fighter left and right and increase or
decrease height. As youmove over the land-
scape you have to avoid everything remem-
bering that unlike Beach-

Head this has true 3D. Tanks, missiles and a
helicopter are the main worry as they home
in on you and shoot back. Static cbstacles can
sometimes be shotas can their more danger-
ci1s movmg pals but even the ones that can't
like trees and ncrete blocks are fatal if

flown into.




GRAPHICS ix&4

If the fighter survives this run the screen - The final sequence is of the centre
changes to show the five silos at the launch  ing up with you flying away if you
site. The plane is at the bottom of the screen ~ With all the sequences the d:
th the siloslined up at the top. Eachsilohas  lot of different gameplay elements and h
- it hich has to be shot through to  some very slick graphicsonall of them.
~ destroy it. To do this you have to be at the  easy to complete, or even get started
- right height and horizontal position. This is  with practice becomes very rewardin
complicated by the silos and an enemy plane  ofthe best shoot-em-upsyet.
shooting back and the main silo having to be : !
- shotlast. Success at this stage takes you back
to the hangar with four extra planes (if you
~ lostany) and another launch to contend with.
Each launch has to be dealt with in a
limited time or one of your cities gets nuked
- and you lose a whole stack of points. When
the last launch site is destroyed the fighter
. repeats the scrolling attack run to get to the
defence center. Here he takes control of a
- single manat the bottom of the screen firing a i
~ On the rest of the screen are a building Tustigond bh.“‘"?‘-“-
housing a nuclear reactor and guards on the .
‘walls who shoot at you. All of the guards and
- the doors on the building have to be shot in
- order to reveal the reactor and let you enter
. it. The problem is that the guards and a tank
_can shoot you and keep reappearing a while
after being shot.
- Once inside the reactor your man con-
trols a number of discs which are used to
‘destroy a pulsing robot. To do this the discs P
- have to be bounced off the back wall to hit the
robot in its vulnerable back. This isn't easy
- since he keeps moving around, shoots back
_ and doesn't take kindly to being struck on the |
) front. This has to be done eight times, the last
four times within a two minute time limit. The
reactor willblow up after only four hitsbutfor |
| you to get out the other four are needed. A A RATING CoRg




HACKER

1 T

~ You've stumbled into an
unknown computer system.
Now what?

R ]

——

e HOON"
One word appears on your screen.
= What do you do now?
~—You don’t know the password. You don’t even know what computer system
you've hacked into. But you do know that you must find out more.
== There are no instructions. No rules. No clues. AT TN
= YOU'Te completely on your own. |
e You've found your way in. But is there a way out?

Available on Commodore C64/128 Cassette & Disc, Attari 800, XE, XL Cassette & Disc, Sinclair ZX Spectrum Cassette, Amstrad 464 Casselte
Activision UK Ltd, 15 Harley House, Marylebone Road, London NW1 Tel: 01-935 1428
From selected branches of Boots, WH Smith, John Menzies, Lasky's, Spectrum, Greens, Woolworth, Littlewoods and good computer software stores eve

rywhere




Goalminder

Puck in the net

Triumphant scorer

SLAPSHOT

Anirog, £7.95 cass, joystick, joystick with keys

a goalminder. In between are the various
rink markings including lines across the
playing surface and face-off circles

Games consist of three periods, each
lasting four minutes, in which there’s plenty
oftime for scoring. You control which ever of
your side’'s players is the nearest the puck
and have to get possession. If it's loose then

or keys

The rough and tumble of ice hockey is the
name of the game and sometimes it seems
less gentlemanly than those boxing simul-

ations. The game is played on a left-right
scrolling screen with two teams of four

players

You can play against the computer or a
human opponent or even watch the sides
battle it out in demo mode. The aim is quite
simply to score goals by getting the puck into
the opposition's goal-net. These are situated

The puck hits the net
for another glorious
goal

altogether harder.

it's easy to pick up, just run into it with the
stick. If the opposition have control then it's «

The puck can be stolen by running into
the player, passing disconcertingly through
him as you go, and hoping you pick up the
ball. Alternatively come through swinging
the stick and hope to either knock the ball

at either end of the rink and are protected by -

HACKER

Activision, £9.99 cass, joystick with keys

It'snot often thata magazine advises you NOT

to read one of its reviews but this is one such
case. The reason is that by revealing any-
thing about this game we are bound to spoil
your enjoymentofit. The game's atmosphere
and problems rely on your powers of deduc-
tion, guesswork and luck to find out what to
do after accidentally hacking into someone's
computer system. You have been warned -
avoid the next few paragraphs if you want to
enjoy Hackerto the full.

Having accidentally hacked into the
computer you've now got to get past the
initial security system. You shouldn’t have
too much trouble doing this with some per-
severance and in later games you may even
be able to find the password that gets you
straight in.

You've now gotto find out what on earth
you're inside. The first job is to identify
pieces off machinery on some equipment
you've been given and this is a matter of ex-
perimentation before you can get it right
Having done that more information is given
as to the situation that exists and the role you
play init. It's a matter of global crisis and you
play the good guy role of trying to stop a
group of evil minded people taking over the
world. If that sounds a little far fetched for a
hacker you're right.

SECOND OPINION

lused to think hacking was something
smokersdid in the morning - until I tried
this. The start of the game is truly baffling,
and it's only a stroke of luck that got me
going atall. Thereafter, things were a littie
easier to work out. But notmuch. This is an
involving blend of adventure and strategy,
and even throws in a touch of humour for
good measure.

You have to reveal the existence of this
plot to the US government while avoiding
being booted out of the system. The hacker
element of the game becomes rather lost
while you're doing this and it becomes more
of an adventure/strategy game than of code
breaking and information sifting.

You control a vehicle that can travel

through a worldwide network of tunnels in
search of the necessary pieces of information
to blow the whole kaboodle wide open. This
involves negotiating and bartering with
spies without falling prey to the security sy-
stems that may be activated

This is all monitored on the screen via a
map of the world and a readout at the top of
the screen including a video image from the
vehicle you control. The various joystick and
keyboard controls also have to be worked
out but this shouldn t take long once you real-
ise you're in a tunnel network and the blobs
on the map are cities.

If you've read this far you'll have a head
start on most people but we bet you don't
have asmuch fun as them. The game was a bit
disappointing because it didn't turn out to be
as hacker orientated asl was expecting but it
still provides some great discovery fun and
problem selving. Could cause lots of frustr-
ation - but then that's half the fun.

One of the screens
from the game — but
labelling it would be
giving the game

away.

B0 D B N

information.
» Certainly a tough one to solve.

» Good atmosphere produced by the
element of discovery.

P Interesting, if far fetched, storyline and
task.

B A D N E W S

P If you get really stuck it could be
terminally frustrating.

P Not that closely linked to real hacking.
P> Reading this review if you wanted to
get the most from the game.




away or bring the man crashing to the
ground. Thisis a penalty but from the face-off
that follows you may be able to win the ball.

When in possession a player travels
slower than usual and an cpponent may skate
up and take the ball off him. Thismeans either
passing between players or bouncing the
ball off the rink boards. Once you get within
sight of the goal you can line up the shot and
letfly. The goalminder moves fairly random-
ly but if he manages to intercept a shot it will
bounce off, perhaps into your path so you can
have another try.

The scrolling is good with nice skaters,
except when they pass through each other
The crowd is an ugly bunch but obligingly
cheer goals. Things are really tough against
the computer, being very difficult to dispo-
sess and taking the ball off you all to frequ-
ently. Two player games are much more
exciting with all the thrills and challenge that
go with it.

BW

SECOND OPINION

Ilaughed like a drain when I first saw this
two teams of charladies with vacuum

cleaners in a carpet cleaning competition.
But once I was convinced it was meant to be
ice-hockey I warmed to it. Especially
satisfying is the vicious physical contact, The
graphics are not terrific — but it's good, nasty
fun

» Exciting two player action.
p A tough computer opponent.

» Good scrolling and player graphics.

B A D N g w S

» Not much variety in gameplay.

» Off-putting when players pass through
each other.

» Often difficult to tell when you can or
can’t get possession.

[LLY 1] 68%
SONICS P&

GRAB FACTOR
STAYING POWER (k0
A A RATING BX&C

ON THE RUN

Design Design, £7.95 cass, joystick or keys

Design Design have established themselves
as an excellent software house {or the
Amstrad with two hit titles already and this
one looking like being another success It'sa
very colourful with lots of screens, plenty of
shooting and loads of objects to coliect.

You control a protective-suited charac-
ter called Rick Swift whose task 1s to collect
six chemical flasks from a bewildering series
of mazes The:s are randomly located at the
start of play but you can bet they'll be spread
allover the place. The maze ismade upoflots
of mushroomsand other exotic, colourfuland
generally chemically mutated plants.
Amongst these fly the equally mutated bits of
animal and plant life which are deflmiely haz-
ardous to your health’

A jet-pack 1s the means of propulsion
around the mazes allowing up and down
movement and ‘walking’ (no ‘animation) As
you travel the maze does a cross between
scrolling and flick screens, ﬂmkmg along
partofascreenatatime.

The suit you re wearing can only take so
many collisions with the chemically lethal
mutants. as they dramn the suit energy. Crea-
tures can be blasted using your gun thatfires
fluffy. but lethal, balis. This only fires horiz-
ontally though and it is possible to get
trapped for precious seconds below or
above a vicious mutant. These take some
very colourful and well animated forms like
snapping jaws. bug-eyed insects and altog-
ether less idenufiable beasts. You can also
‘deal with these using smart bombs that are
found iytmg abmz: and which kill everything
‘onscreen.

Thereare plemy of objectslying around
for you to pick up by walking over them and
these havethree types of purpose Somegive

‘keys' 1o access new areas of the maze. The
flasksare picked up in the same way and look
like little coloured fairy cakes. You have to

little puzzling after the first few games.

New areas of the maze are denoted by
‘frog’ gates with two green frogs on either
side. You can only pass through these with a

key but it leads to more of the same.

- The graphics are amongst the most
stunning I've seen but the gameplay leaves
something to be desired Once you've
worked out what the objectsdo (not that hard)
it becomes just a matter of whizzing round
blasting everything in sight looking for
flasks, energy and keys. Thereissullastrong
attractionand a toughchallenge butthe game
lacks that vital extra mental aspect that
arcade adventures need.

BW

Wobbling jellyfish (no
pouse mode)

Snopping jaws

STAYING POWERELRD

energy. others drain it and there are also

discover what everything is by trial and
error but some objects do nothing leaving

SECOND OPINION

Yesindeed —-stimniag'gm#&és. Colourful,

beautifully drawn, give mé a poster fror the

parlour wall. But the game is a little too

ﬁmﬁia:inconmpttopfaeehemoumnd@ .

‘challenge. It's still veryg:ood butdoesn't
quite make rftothe top.

e e —
|

GBNOVEMBER 1985 AMSTRAD ACTION Standing by what we say

» Large playing area.

» Marvellous scenery and characters.
P Testing shoot-em-up action.

» Will take quite a lot of getting through.

B A 0 N £ W 38

» Notmuch mental challenge.
» No high score table! Unbelieveable!

GRAPHICS ELPA
B8 31%
GRAB FACTOREEED

A A RATINGEEED

Rick Swift, the hero
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ELIDON

Orpheus, £8.95 cass, joystick or keys

This is certainly a candidate for 'nicest and
cutest’ game of the year, featuring as it does
anolde worlde faerie in her search for seven
potions to make flowers bloom. ‘Ahhhhhh'
hear you say, 'isn't that nice'. That silliness
over, let's face the fact that it's a fairly un-
originalarcade adventure asfar as gameplay
is concerned

The faerie you control is a slender thing
with two frail wings that flutter about. She can
fly around or hover and moves between
screens using gaps in the walls. The screens
are flick rather than scrolling. She can fly,
walk or even hover through the screens in
her quest. She starts by the garland which is
to contain the seven flowers of Finvarra.
Many of the screens are filled with colourful
plants and flowers but they also contain some
nasty enemies.

Seven potions are hidden amongst the
screens and to make the flowers bloom these
must be found and taken to the flowers. You'll
have to work out what is and isn't a potion
since there are other objects lying around
that have different effects. Some things are
even hidden behind doors, the secrets to
which you have to work out. This isn't easy
since you're given very few hints.

The faerie is powered by magicdustand
many things sap thisstrength if they touch her

floating lumps of tree spirit or falling part-
icles and even the odd pair of staring eyes.
The energy can be replaced by getting pat-
ches of faerie dust or lucky charms (horse-
shoes) but the latter can occasionally be bad
luck and therefore reduce the dust level

Some rooms are curiously coloured in
black and white with only the faerie in colour
(either to show winter's cold effect on the
land or because they ran out of memory) with
others being pitch dark so that it's difficult to
navigate about. This is particularly danger-
ous because every time the faerie flies into
something she plummets helplessly out of
control until she lands on something solid
This unfortunate effect can send you falling
several screens if you're hit when positioned
over adownward gap.

The faerie idea brings a refreshing
novel touch to the game and Grieg's music
which plays throughout is excellent. How-
ever the graphics aren't particularly as-
tounding with a flickery faerie (yesI know the
wings are supposed to do that but the rest of
her isn't), the black and white, and all black
screens. The gameplay also tends to bemore
of exploration and stamina rather than a true
arcade adventure, but it is still a fairy chal-
lenge that will take some mastering

BW

SECOND OPINION

Very pretty but just a little on the twee side
for my taste. Flutter flutter 'sall very well,
butitgets a trifle wearisome after a while. I
didn't, ladmit, have much success in finding
the necessary objects. But then I wasn't
really involved enough to care.

The faerie rests her
wings in one of the
picturesque locations

W S

P Large playing area to explore and map.
» You’ve gotto work out what many
objects do.

» Itcertainly isn’t easy to complete.

> Excellent music.

» Slightly disappointing graphics that
promised more.

» Flying about can get boring when
you're not always sure what you're doing.
P Continually dropping out of the sky
can get frustrating.

P The death routine when you run out of
dustisalittle tacky asaitleavesa cross
with RIP on it.

GRAPHICS 103

GRAB FACTOR 1173
STAYING POWER y(i}’A
A A RATING
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Setting new standards in vector graphics that

STARION

Melbourne House, £9.95 cass, joystick or keys

better even Tankbusters and leave you
starry-eyed, this deep-space blast moves at
tremendous speed and gives you a real
mental challenge.

The action takes place in three time
blocks, each split into nine time grids, which
are further subdivided into nine time zones.
This calculates out at 243 time zones in which
youhavetorecoveracargoandreturnittoits
rightful place.

The cargoes are composed of letters
stored on alien ships. The aliens had stolen
the cargoes frommany times in history and to
restore order you have to return the objects
to their right times.

Onceinatimezone thealiens willappear
individually to battle with you. They can be
tracked on scanners on the instrument panel.
These are in two planes, vertical and
horizontal, which are easy to use after
practice and are much more effective than
the kind of scanners normally found in games
of this type. Once the alien is in the upper
screen cockpit view you can centre him on
the target cursor and let him have it with the
lasers. A hit will release a letter of the cargo.

Planet which will take
you to next zone

Letters can be picked up by flying into
them, although while doing this you will
come under attack from further hostile craft.
The aliens come in several forms, but all
shoot back and with the speed of the action
can be hard to hitand easy to be hit by. Once
all the letters in a zone have been picked up
the computer automatically goes to a screen
where you have to organise the lettersinto a
word - the cargo.

SECOND OPINION

The graphics really are stunning - it's just
about the best version ofspace I've seen on
any computer, let alone the Amstrad —and
the idea of battling through to become the
Creator certainly appealed to the
megalomaniac in me. Excellent shoot-'em-
up action too. The only drawback is the
possible similarity of the zones. But then I've
seen too few to tell.

PC

In block one, grid one, zone one, the
cargo is BIBLE. Armed with this information
you have to go to one of the other eight zones
in the grid. Here are found planets and flying

Timezone

A completed cargo Ships left

Radar scanners

into them lets you know if you've got the right
cargo for that zone. If correct the oxygen and
fuel are replenished and it's off to solve
another problem. If wrong though you
should note the historical problem for later
use (another cargo will solve it), fight your
way out of the zone and try another zone.

After completing nine time zones (one
grid) a password has to be formed from the
nine first letters of the cargoes to allow you to
travel to another grid. The action is repeated
after nine grids (one block) using the first
letters of each grid password. If all three
blocksare completed you'llhave three block
passwords, the first and last letters of which
will form a six letter master password
allowing you to become the CREATOR.
Gosh!

It sounds complicated but once started
everything falls into place fairly easily. The
hardest partof the game isthe actual fighting.
The ship is equipped with five hulls which
can be heated up or destroyed completely
by collisions with mines, rocks and missiles.
In addition to these indicators there are also
speed, letters collected, pitch, yaw, roll,
oxygenand fuel indicators.

The zones can become somewhat

repetitive but the challenge is still strong.
The fact that the password routes stay the
same means that you can gradually
adventure your way through them learning
which passwords go where. Outstanding
graphics and gameplay make this another
winner for the down-
under software house.

BW

Marvellous 3D vector graphics.

243 zones and 255 passwords.

Strong, lasting challenge.

Shoot-em-up gameplay is addictive.

Well-implemented abstract game
idea.

Zones become repetitive.
Controls may be too fast.

GRAPHICS EE¥
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Just When You Thought It Was Safe To Walk The Streeis...l

i
|
|
!
|

HAVE YOU ENOUGH CATOPLEXIC ENERGY?
WILL YOUR STRENGTH AND STAMINA LAST OUT?
YOU MUST STOP THE DOGS DESTROYING YOUR HOME!

LOOK WHAT THE MAGAZINES SAY ABOUT THIS ARCADE ADVENTURE:

Home Computing Weekly: "I love this......... don't miss this one’”’
GRAPHICS: PLAY IT i
Sinclair User: “Well designed and attractive”™ DEFEAT T ]

L ]

- H.C.W: "The best've seen.....in multi-colour”
Order direct from:

i SPECTRUM £6.95
Artic Computing Lid.

| | AMSTRAD £7-95 Main St. Brandesburton
DRIFFIELD YO25 8RL
Tel: 0401-43553




3D STUNTRIDER

Amsoft, £8.95 cass, joystick or keys

Bike jumping has been a popular thing to
simulate in the past and this latest offering,
reportedly designed by Alan Sugar, gives
two different views of the jump. It starts witha
3D approach to the ramp and then switches to
a side view as the bike flies across a row of
buses.

You begin with five lives and can attempt
5,10, 15, 20 or 25 buses depending on which
level is selected. Once underway a forward
view from the bike is presented with the
handlebars and the road ahead visible. Off in
the distance is the ramp with the buses
behind it.

Bike handlebars

Speed Gears

The instruments at the bottom of the
screen consist of a small bike replica to
indicate your sitting angle on it, your hands
on the handlebars, a rev counter,
speedometer, clock and gear indicator. To
lower wind resistance you should lean
forward on the approach, increasing speed.
As you accelerate your hand twists the
throttle on the handlebars and the bike
automatically goes through the gears. All this
has to be completed within the time limit - but
this is very generous.

Along the run-up crosswinds are
encountered, particularly on higher levels,
and you have to steer against them so that the
bike hits the ramp straight, otherwise you
slam into the side of the buses. Once on the
ramp the screen switches to aside view of the
ramp and the buses. Here you have to time
leaning back on the bike to get maximum
impetus off the ramp.

Once in the air you have to change
position on the bike so as not to tumble out of
control and crash. If the bike clears'the buses
you have to land on the other srde eifher flat
or slightly on the back wheel butnever on the
front. If you can land on the down ramp you
geta 1000 point bonus, otherwise the score is
100 for each bus cleared.

The scrolling as you fly across the buses
is very smooth although there's only the bike
and buses on screen. Crashing leaves a
crumpled, smouldering heap of wreckage.
It's definitely possible to clear 40 buses on
level eight but getting over 45 would be a
superhuman effort.
BW

SECOND OPINION

Thegra p}:;ics were quite nice, and I liked
seeing the hand twist round to change
gears. But that was really the visual high
point - the buses and the background were
both pretty dull. The sound started witha
bright intro tune which soon became boring
game noises. The real trouble with the
game, though, is that there 1sn’t enough to

» Skill is needed when ‘flying’ the bike.
» The combination of 3D and side view is
quite novel.

» The scrolling is very smooth.

» It's nota true 3D game.

» Jumping buses gets uninteresting.

» Not much to do except accelerate and
move backward and forward on the bike.
» Trying to hit the down ramp is the only
lasting test.

A A RATING Ex&%

SUBTERRANEAN
STRYKER

Amsoft/Insight, £8.95 cass, joystick or keys

Here's yet another cavern caper that
combines the talents of many games to make
a novel new challenge. The aim is to fly a
‘stryker’ plane through the twists, turns and
obstacles of an underground complex,
trying to rescue humans.

The display shows the planet surface
with the stryker above it. At the top a
Defender-style scanner shows you where
hostile moving aliens and the humans are.
The craftcanmove inall directions across the
scrolling landscape as long as it avoids
crashing into aliens and objects.

SECOND OPINION

Well. it's a nice try at something new by
mixing a lot of familiar elements. If it's not
quite successful it's because it's neither one
thing nor another. Or even anything else.
Some pretty trees don 'treally make up for
the nasty firing and jerky scrolling.

PC

The aliens cruise the planet surface and
caverns spouting bombs like landers in
Defender. They can be shot using a forward
firing laser butany contact with them or there
bombs means the loss of a ship. There are
also other instantly deadly objects like
burrowing worms, dripping liquid, spiders,
bubbles and bullet-like doors. These all tend
to block narrow passages and have to be
snuck past as they move up and down.

Non-moving scenery is not so fatal and
your shields can survive many brushes withit
as you race around the caverns. However a
head-on collision burying the ship in a wall
will still end in disaster. Most of these
passages and even the moving objects can
be avoided but with the random aliens
thrown in it gives more problems.

There are eight humans that have to be
rescued on each level of cave and they are
always shown hacking away at the ground
with a pick axe. Slave labour presumably.
You pick them up by just touching them with
the ship. When all eight are aboard an
energy gate will disappear from a section of
cave allowing the ship to pass to the next
section.

At the beginning of each section you are
given a new shield and fuel but in the
underground areas there are nozzles where
you can pick up more fuel and energy for the
shields. If you hang around for too long on a
level the alien command saucer whizzes out
and attempts to ram the stryker. When a life is
lostthe ship reappearsatthe entry gateto that
level.
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The scrolling around the caves is very
jerky but the caves themselves are well-
designed and full of interesting features.
There's not much sound except for bangs,
crashes and the hum of your ship when it
moves. The gameplay calls for a mixture of
dexterity, fast movement and good
reactions.

BW

» Lots of difficult sections to crack.

P Well-designed caves.

P Novel, well-drawn obstacles and men.
» Gradual damage feature makesa
pleasant change to instant crashing as

ROCCO

Gremlin Graphics, £8.95 cass, joystick or keys

Physical violence seems to have been this
year's theme for computer games and this is
the latest for the Amstrad. It's another boxing
simulation in which you have to fight your
way past four opponents to gain the world
championship title.

The screen gives you a view of the ring
from behind the head of your boxer. Facing
the screen is a mean looking dude who looks
set to spread you all over the canvas. There
are four fighters to compete against
Cimbel-Lin, Ted Matare, Jansen Sino and
Fighter Bull. Whichever one happenstobein
the ring the fighter always looks the same and
performs the same graphicactions

does the lack of inertia on the ship.

P Scrolling is very jerky.

P One wrong move under an obstacle
and you’re dead.

» Aliens can be annoyingly random
sometimes making an area impossible to
pass.

GRAPHICS
SONICS P34

GRAB FACTOR rsbA
STAYING POWER y{k0
A A RATING :¥C

FORMULA ONE
CRL £7.95 cass joystick with keys or keys

i

T

SECOND OPINION

The graphics were superb - to begin with.
But the limited options meant that the game
rapidly becomes very dull. And what is the
point of having four ‘different’ fighters if
they all look exactly the same and use
exactly the same moves? This game could
have been, and should have been, much
better.

The aim is to knock the opposing fighter
down three times by reducing his strength
gauge to zero. Youalso have a gauge and this
is reduced every time the opponent lands a
punch. There are only four basicactions—left

and right punches and left and right defense

This means the action is very repetitive and
once you've discovered the pattern of how to
knock down the boxers it's easy.

This mean looking

fighter would love to
rip your head off —
but it's easy to bash
him.

When knocked down the opponent dis-
appears from view and then rises back up
again for more punishment. The graphics for
the punching are good but again too limited
inscope. On the third count the bell rings and

o P S

the racetrack, weather conditions, past win-
ner and lap record are given. In light of the




you progress to the next opponent.

Inthe first round of bouts you face each of
the four opponents (no real difference), then
the last three, then two, then just Fighter Bull.
At the end you are proclaimed champion of
the world and that's it.

Evenif you don't work out the pattern of
the boxers' actions you can beat them to the
punch quite easily when they're unguarded,
so you should have no trouble handing out
some real hidings. All this makes the game
very disappointing and your money would
be better spent on Frank Bruno's Boxingfor a
tougher more varied game

SUPERSAM

Budgie/Alligata, £2.99 cass, joystick or keys

Alligata are the latest software house tomove
into the budget software market with a new
animal label called Budgie. The first release
is a 60 room exploration game where you
have to find the 18 pieces of a cage.

Each location is in 3D although the
graphics are simple and lacking much fine
detaill. Sam can wander around screens
where they like, but Sam has to watch out for
the nasties, potholes and the various door-
ways and ladders that will lead him to new
rooms.

like a subway tunnel. Sam just has to walk into
these and you flick to the next screen. The
only openings to avoid are the potholes
which are square holes in the floor. These
will drop you into a watery grave, losing one
of your three lives

The creatures which are on many
screens will sap your strength if they touch
you and you have no means of destroying
them. If energy reaches zero that also loses
one of Sam's lives. The only way to defend
yourself against creatures is to walk over a
syringe which gives you a period of immun-
ity. A clock counts quickly down from 1,000
and during this time you can touch any beasts
atall without harm.

BW
) [l e | NE: W8
P Initially some nice graphics.
B A D N E w S

P> Gameplay is monotonous.

» Too few punch options to be
interesting.

» Only one real opponent despite name
changes.

P Notas good as Frank Bruno’s Boxing.
P Far too easy to master.

GRAPHICS [FLAR:
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SECOND OPINION

Not only is the identity of the evil Boris
unknown, you aren’t even told who Sam is
and why he's involved in this game. He’s fat,
bearded and appears to be wearing a
turban, evidence which leads me to think he
may be an Oriental gentleman. Hence,
perhaps, the mystery. The game itselfis
nothing to get excited about.

The red pieces of cage are strewn all
over the 60 rooms, hidden in corners or small
locations. Sam picks them up by just walking
over them and if he manages to get all 18 he
can catch Boris. Who Boris is is anybody's
guess.

Connections between rooms are made
through doorways, ladders and what looks
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The action is accompanied by some re-
asonable music as Sam trundles his way
around but the graphics aren't likely to thrill.
The game is really justa ‘run around collect-
ing objects’ and isn't up to the standard of
Mastertronic's latest cheapies. But it may still
provide some interest.

BW
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» The price.

» 60 screens.

» The syringes were a cute idea (must
contain penicillin).

PAWS

Artic, £7.95 cass, joystick or keys

Come with me now to a town where it isn't
safe for a cat to walk the streets, where killer
dachshunds pad the pavements and families
ofkittens are scattered to the four corners ofa
hostile environment. Really breaks your
heart doesn't it? Well it shouldn’t, because
the cat involved looks like a polar bear and
fires fluff-balls thatwould knock the spots offa
dalmatian.

You take the role of Selwyn the cat who
Has to get together his family of ten kittens at
their dustbin home. A pack of dogs, led by
Bulidog Billy, areouttokill youand the kittens
- obviously they don't like your dustbin

_decor. The town is a large rectangular map
made up of streets running through
woodland, brick walls, houses, shops and
scrapyards. Scattered somewhere aboutare
your home, the dogs den, ten kittens and

* stacks of cat goodies.

Selwynappearsata random point in the
town but can access a map on which appear
all the relevant features except food. He has
one of two aims, either to get all ten kittens
home before 24 dogs congregate at the den
or to kill so many dogs that there aren 124 left
to get to the den. The kittens have to be
picked up one at a ume and carried to the
den. which makes for very long trips in the
largetown.

- There are three basic types of dogs that
wander about

strength. When these come together they
_ combine to form another stronger dog. Once

they have arrived at the den there is nothing
‘them.

You can alsotake the dashing dachshunds on
in paw to paw combat but this saps your
~ strength and stamina gauges evenmore than
fluff balls. Your other weapon is little piles of

gl

‘catoplexic’ energy thatstundogs for a while
‘and which can be left tastefully behind
Selwyn (at ieas“t’!}e%oesn ‘t squat).

» Gameplay is limited to just running
about.

» Graphics aren’t very detailed.

» Little original thought.

» Notalways clear when you will or

Strength and stamina lost by fighting,
fluff-balling and walking around can be
replaced by picking up goodies like
fishbones, canaries, milk, mice, goldfish
bowls and fish thatare lyingaboutallover the

. place. If stamina reaches zero the cat loses

one of its nine lives from complete
exhaustion. :

_ There are five levels of difficulty and as
they increase the number and strength of the
dogsdoesas well The game isn'tthatdifficult

- on the easy level but will still take some time

12 dogs oiready at

Atasteful pile of
catoplexic energy

yellow. blue and green in.
order of increasing intelligence and

you can do about it but while they roam the
townthereareseveralways of putting paidto

: Fluff.bal}s are the most powerful and
knock the stuffing out of any sausage dog

'SECOND OPINION

Bits of this game looked very impressive.
with their Ultimateish graphics. Other bits
looked pretty dull. Butit's quite large, s0
you'll always find something interesing
Dogs merging is a very humorous sight, but
doeesn 't so much for Selwyn s life span. The
sound. though. Is rather disappointing.
: PC

won’t fall down a pothole.

A A RATING g2XC

The scrapyard

Bruiser Selwyn

g 0 0 10 5 & W 3

» Good graphics fortown and
characters.

» Interesting game scenario, if a little
bloodthirsty.

» Compulsive, kitten caring gameplay.

B A D a F w8

» Fairly simple ‘collectand drop’ game
atheart.

» Not too much skill involved.

» Control and action is rather slow.

‘to complete-since this is a fat, muscular cat
and not a fast one. All the scenery is very
attractive although turning mnto roads can be |
difficult sometimes as you have 1o be /
correctly positioned. .

BW
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ACCESS & VISA ORDERS: 0227 266289

AMSTRAD USERS!

Having difficulty getting software for
Software Supplies Company
mail-order software supplier w

your CPC464 or 6647 Then let us help you! The
is a specialist trading division of a long-established
ith a worldwide customer base of thousands.

UK Postage (Europe) FREE for pre paid recreational software, and all other orders over
over £20 (UK only). Otherwise 50p (£+) for orders up to £20, 75p (£1.50) for orders
£30. £1 (£2) up to £50 and £1.50 (£3.00) over £50. Airmail/Freight elsewhere at
cost. Heavy items marked with a dagger use the European rate.

PAYMENT: Please make cheques/P.0.s/M.0.s payable to THE SOFTWARE SUPPLIES
Co. Or use you Access, Mastercharge or Visa cards.
NB: cheques or credit orders are not

read footnote:

APPLICATIONS

Amscalc(t)

Amscalc Xtra(t)

Amsword(t)

Cashbook Accounting(t)

Database

Database

Decision Maker(*)(1)

DFM Database + Labels

Easi Amsword Word Processor

Easi VAT Accouats

Entrepreneur|*)(T)

Flexifriend (Home Budgeting)

Home Bedget

Home Accounts Manager

Home Accounts

Invostat

Mastercalc 464(1)

Masterfile 464(1)

Masterfile Extension

Micropen(t)

MicroScript(1)

MicroSpread(t)

Mini Office

Money Manager

Project Planner(*){1)

Report Generator

Stock Aid

Tasprint 464

Tasword 464

Transact

VAT File(*)

Camsoft Business Suites

Nominal Ledger(t)

Purchase Ledger(t)

Stack Control/Invoicing/
Sales Ledger(t)

TasCopy 464

Amsoft
Amsaft
Amsoft
Gemini
Gemini
Kuma
Amsaoft
Dialog
Amsaft
Kuma
Amsoft
Camel Micros
Kuma
Dialog
Gemini
Dialog
Campbell
Campbell
Campbell
Amsoht
Amsoft
Amsoft
Database
Connect Systems
Amsoft
Gemini
Dialog
Tasman
Tasman
Dialog
Gemini
Cambrian
Cambrian
Cambrian

Tasman

19.95

34.95
d23.95
46595 59.95
d25.9519.95

14.95

d29.95 24.95
495

995

39.95
429.95 29.95
7.50

19.95

14.95

425.95 19.95
29.95
d29.95 24.95
d29.95 24.95
10.00

449.00
d49.00
d49.00

5.95

14.95
d29.95 24.95
425.9519.95
29.95

9.90

24 96

29.95
25.9519.95
d39.00
d33.00
d33.00

d93.00
9.90

UTILITIES/LANGUAGES

Artist + Sprite Designer
Artwork

Assembly Language Course(T)
Azimuth 2000 (head alignment)
BASIC Programming Course(t)
Concise BASIC Spec(t)
Concise Firmware(T)

CPC464 Meddler (copier)
Devpac Ass/Disassembler
Font 464

FORTH

Graphics Designer

Guide to Amstrad BASIC 1(1)
Guide to Amstrad BASIC 2(T)
Guide to LOGO(T)
Introduction Manual(t)
Introduction to Sound 1

LOGO Turtle Graphics
Machine Code Tutor

Music Composer

Operation Caretaker

Pascal

Screen Designer(t)

Speech Synthesiser

The Quill

Zen Assembler

ZAPP 780 Assembler

DevPac 80 (CP/M)(T)
Maxam Arnor

Pascal 80 (CP/M)
Super Power Rom Card
Super Power Mail + Club
Disc Utilities

Prog Tool Box
Discassmon

CRL

Kuma

Honeyfold
Interceptor Micros
Honeyfold
Amsoft

Amsoft
Nemesis

HiSoft

HiSoft

Kuma

Amsoft

Amsoft

Amsoft

Amsoft

Amsoft

Amsoft

Kuma

New Generation
Kuma

Global Software
HiSoft

DJL Software
DK'Tronics
Gilsoft

Kumana
Hewson
Hi-Soft

Hi-Soft

1495
9.85

9.85
d18.95 34.95
11.

d39.95
59.90 d26.90
13.50

439.95
139.95
139.95
139.95
r39.95
r39.95

processed until goods ready for dispatch. Please

30 Invaders 895
30 Star Strike 6.85
30 Time Trek 7.95
5-A-Side Soccer 8.95
Admiral Graf Spee 8.95
Adventure Quest 9.95
Alien Break-In 8.95
Alien 8 995
American Football 9.95
Amsgolf d12.958.95
Android One 7.95
Android Two(*) 795
Animated Strip Poker(*) 8.95
Archon(*) 1095
Atom Smasher 895
B Jacks Superstar Challenge(*) 7.95
Backgammon 8.95
Battle for Midway 9.95
Blagger 7.95
Bridge Player -2 9.95
Bridge 8.95
Bridge-It 8.95
Caesars Travels 8.95
Castle Blackstar(*) 6.95
Centre Court d12.958.95
Chopper Squad 6.00
Chuckie Egg 795
Classic Adventure 895
Classic Racing 895
Climate 895
Codename Mat 41295895
Colossal Adventure 9.95
Combat Lynx 11.95
Crazy Golf B.95
Cubit 8.95
Daley Thompsans Decathlon 8.95
Dark Star 7.95
Death Pit 1.95
Defend or Die 795
Detective (Cluedo) 8.95
Digger Barnes 8.95
Dragons Gold 7.95
Draughts 895
Dungeon Adventure 9.95
Electro Freddy 41295895
Emerald Isle 8.95
Erbert 5.95
Eric the Viking 995
Everyone's a Wally(*) 9.95
Fantasia Diamond 7.95
Fantastic Voyage 895
Fighter Pilot 8395
Flight Path 737 6.95
Football Manager 7.95
Farest at World's End 5.85
Fruity Frank 6.95
Galactic Plague 895
Galaxia 895
Gems of Strades 895

@® Business

Educational and Recreational

Software for ALL home and business computers —

@ Keen prices — excellent choice

® Send for lists (state machine type) or, if you want
something quickly, phone your order through now!

GAMES

Ghastbusters
Ghouls

Gilligans Gold

Grand Prix Driver
Hard Hat Mack(*)
Hareraiser Prelude
Hareraiser Finale
Harrier Attack
Haunted Hedges
Heathrow ATC
Herbert's Dummy Run(*)
Heroes of Karn

Hold Fast

House of Usher
Hunchback
Hunchback 11

Hunter Killer
Interdictor Pilot
Jammin’

Jet Set Willy
Jetboot Jack

Jewels of Babylon
Johnny Reb

Jump Jet

Killer Gorilla Gauntlet
Knight Lore

Kong Strikes Back
Laser Warp

Lords of Time 9
Magic Sword ( + book)
Manic Miner
Master Chess

Match Fishing(*)
Message Andromeda
Mighty Magus
Millionaire

Minder

Moon Buggy
MrWong's Laundry
Mutant Monty

Oh Mummy
One-On-One(*)
Pinball Wizard
Punchy

Pyjamarama
QuackJack
Redcoats

Return to Eden

Ring of Darkness
Roland Ahoy

Roland Goes Digging
Roland Square Bashing
Roland in the Caves
Roland in Space
Roland in Time
Roland on the Ropes
Roland on the Run
Shadow Fire(*)

Shadow of the Bear

EDUCATIONAL

1099
795 Sherlock Holmes(*)
690  SirLancelot
B35  Snooker

14.95
6.95
d12.958.95
95

1095 Snowball
895  Software Star 7.95
895  Sorcery 95
412.95895  Space Hawks d412.958.95
895  Spanner Man d12.958.95
795  Special Operations 6.95
995  Splan d12.95895
585  Star Avenger 895
8.95  Star Commando 8.95
6.95  Star Clash B.95
d12.956.95  Steve Davis Snooker 7.95
95 Stockmarket d12.958.95
41295895  Syltan's Maze 8.95
1785 Super Pipeline 11l *) 895
41295895  SuperChess 3.5 9.95
195  Survivor 795
8.95  TankBusters 195
595  Technician Ted 195
6.95  The Hobbit 14.95
995  Tornado Low Level (TLL)(*) 71.95
995  Tiipods 11.50
9.95  World Cup Foatball 7.95
895  Xanagrams B.95
895  Zodiac 6.95
g gg Zorakk The Congueror 695
795 STOP PRESS

41295995  Raid £ 995
995  Beachhead 9.95
595  Home Reviews 8.95
6.95  Chess d12.95

6.95  ACE(") 99
9.95 A Higgins Pool d12.958.95
785 A Higgins Snooker d12958.95
895  Frank-n-Stein 8.95
41295895  Fruit Machine 8.95
895  The Cavenant 6.95

895  The Prize 8.95

995  Scout Steps Out 8.95
d12.958.95  Gate Crasher 8.95
41295895  Gremlins 9.95
41295895  F Bruno's Boxing 8.95
6.95  Exploding Fist(*) 9.95
995  Wizzards Lair 6.99
95  Rocky Horror Show(*) 8.95
41295895  Execution(*) 695
41295895  AView to Kill(*) 1099
41295895  Red Moon 9.95
41295895  Astro Attack 895
41295895  Test Match 9.95
d12.958.95  Psychedelia 6.00
d12.958.95 Dumm;( Run(*) 9.95
d1295895 Paws(®) 6.95
9.95  Blinky(®) 795
895  Confusion 6.95
Maidens Quest 6.95
Fire Ant 795

Animal Vegetable Mineral — Database of user defined objects. 8.95

First Steps with Mr Men 8.95
Happy Letters. 3+ Letter recognition and matching 895
Happy Numbers 3+ Number recognition and counting B.95
Happy Writing. 3 to 6. Writing letters, numbers and words 8.95
Map Reading. 7 to 15. Compas directions and coordinates 8.95
Ospreay. 9 to 14. Simulated bird conservation. 995
Time Man One. 4 10 9. Telling the time 895
Time Man Two. 4 to 10. Twenty faur hour clock 8.95
Word Hang. 5 10 11. Spelling hangman B.95
Word Wise. 7 1o 15. Geography database B.95
Star Watcher 42395 19.95
Identikit 195
The Key Factor(*) 9.95
The Maths Examiner (14 .+ ) 995
The Maths Invaders (4 10 12) 1.95
Number Painter (5 + ) 895

Physics Examiner (14 + )

The list above doesn't include everything for the CPCs — there's an ever
increasing list of disc-based software, and latest show introductions, for
instance. So if you are hunting for an old classic, or something
scorchingly new, or simply obscure do try us! Note that a single
asterisk (°) indicates new or imminent release.

Discount Club

Join the Software Supplies Discount Club. Annual fee is £10 which
entitles you to 15% discount off normal RRP on all disc and tape based
software — Regardless of machine typs — any home or business
computer.

Think about what your, friends, clubmates and colleagues can save! and
no problems if you change or upgrade your machine. And if your not sure
about joining. buying any six software titles at normal RRP over any
period of time, counting now, ensures full membership for the year
following.

Membership ensures reqular mailings of new products, info and discs
Please specify machine type(s).
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ROBIN OF SHERWOOD

Adventure International, £9.95 cass

Adventure International have been raking it in recently with some
very successful releases on a number of machines. Not content
with The Hulk andSpiderman, they've now released Robin of
Sherwood, atext-and-graphics game based onthe TV series of the
same name.

P> This is a bit of Sherwood Forest. Unfortunately
most bits look very similar. Mapping the forest is
essential, so remember that there is a unique display
for each location —however similar they may
appear. So, when you move in a direction and are
rewarded with an identical display, you know that
you have reached a dead end — whatever the {
location description says.

A

The program is written by Brian Howarth, who may be
familiar to more experienced adventurers as the man behind the
old Digital Fantasia range (Ten Little Indians, The Wizard Akyrz,
and so on). Since working for Adventure International he's
produced Gremlins (and Supergran for Tynesoft), so he's a man
who should be able to turn out a good game if anyone can.

Unfortunately I can't help thinking that old Brian has got a little
lazy of late. Don't get me wrong, Robin is quite a good game and
Mike Woodroffe's graphics are excellent, but there are definite
signs of short-cuts in the programming.

The game is in split-screen format with a very attractive
display for each of the 70-odd locations. Entering commands is,
however, another matter altogether. First, the program doesn't
tell you which wordsitdoesn'tunderstand, replying simply ‘Huh?’
or ‘I don't understand.’ This in itself wouldn’t be so bad, but at the
same time the program will also ACCEPT a whole load of words it
doesn'tunderstand, but simply take no action.
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For example, at the start of the game you find yourself locked
in a dungeon. Once you've escaped from there, you must race
through the castle escaping the guards and make your way to
Sherwood Forest and safety. At this stage (and at any other stage,
come to that) you can enter such commands as ‘Hide under bed’
and the program will accept them quite happily. Does this mean
you're hiding under the bed? No, my fellow travellers, itdoesnot.
It just means that the program is being a little lazy and not making
the effort to set the record straight.

Another small criticism here — the program appears to have
implemented its own key-fetch routine, and if you're a fast typist
you'll find it can’t keep up.

Once you've escaped fromthe castle, youare given the task of
finding the Six Touchstones of Rhiannon, an ordeal that will involve
solving a number of other puzzles (including winning an archery
contest). The Pilgrim can't help feeling that this 'go forth and
gather treasures’ lark is a bit old-hat now. In fact, after wandering
around Sherwood Forest and solving a few puzzles, the Cowled
Crusader began to think that, despite the recent showing of the TV
series, the game itself is really rather lacking in state-of-the-art
programming techniques. It seems to me that Adventure
International's policy is to release games that are tied to the latest
in media hype but are, in fact, not much better than the games we
were all playing two years ago on our Yecchtrums (if we were
unfortunate enough to have one).

P This stone circle is called Rhiannon's Wheel. You'll
have to travel through quite a bit of Sherwood Forest
to find it.

\




This is all very well, but haven't Al heard of interactive
characters? And what about a bit of original scriptwriting? OK, so
no-one's sallied off into Sherwood Forest to bag a few touchstones
before, butlreckon there must be dozens of adventures with plots
that are pretty near identical.

Still, there are some nice graphic touches. Animated
waterfalls, close-ups of Herne the Hunter (who he? I hear you cry -
good question), and lots of forest scenery. In fact rather too much
= forest scenery - out of all the locations there are only about fifteen
of interest —all the rest are trees and shrubbery.

This game will probably sell like hot cakes, and people will go
on thinking thata game like thisisa good adventure. Wellitain't. It
may look pretty, it may have glamorous graphics and pictures of
movie stars on the cassette cover, but deep down inside it’s just
one of those old pick-up-and-examine puzzlers with a small
vocabulary. And everyone will write in and tell the Pilgrim what a
boring old twit he is and why didn't he think Robin of Sherwood
was the greatest thing since Gremlins. Perhaps it is, but the
Cowled Crusader has hopes of greater things and will continue to
badger software companies on your behalf to improve their
product.

’ WARLORD
Interceptor, £6.00 cass

P The Pilgrim trumpeted the news last month about Interceptor's
new game Warlord, echoing their boast that the graphics would
be ‘far superior to anything that's gone before’. Well, the good
newsisthat the graphics ARE pretty fancy (though more about this
inaminute) and, even more important, the game itselfisn't too bad
" either.

; Warlordthrows you back to Celtic times and has you meeting
;F | up with various Celtic deities, each of whom will grant you a gift in
|
]
I

return for a small favour. What these favours are I shall naturally
notreveal, though the Pilgrim has to say thathe would have prefer-
red it if they hadn't been quite so obvious. For example, if you
come across a hare struggling in a trap, you're bound to FREE
HARE, aren't you? Oooops! Me and my big mouth...

hisis @ bog In Warlord. If you must go walkies in
moke sure you know which path to follow...

When you do come across a really tricky puzzle, it's likely to
be a linguistic one, and that for the simple reason that Interceptor
Games insist on you typing inclever things like ‘Jump into the boat’
rather than 'Enter boat’ or whatever. This is all very well, but it's
rather frustrating not being able to solve a puzzle when you're

- rightly convinced that you know the answer and the only that's
holding you up is the vocab. I admit, however, to a certain

| perverse pleasure in overcoming problems like this — and I
suspect that others do too.

About those graphics, though...You'll see some examples of
them on these pages and there's no denying that they're quite
special. I don't, however, think that they're all that great an
advance over previous Interceptor pics, almost all of which have
been truly excellent from the word go. The another annoyance is
that since they're stored as a series of drawing routines (rather
than as whole bit-mapped screens, which would of course be
impossible in the memory available) they do take some time to
draw.

V"
P This was the nearest thing to a Butlins holiday
camp in Celtic Britain. Check out Warlord for further
details.

Luckily, they only flash up when you first enter a location, but
you have to be careful when you want to recall a location text by
typing LOOK, since this will force you to endure the picture
drawing all over again. The best thing if you want to check out the
contents of a location is not to type LOOK, but to dodge into the
adjacent location and back again, which will of course reprint the
desired description on the screen without boring you with the
graphics first.

The other thing about the graphics is that there aren’t an awful
lot of them. However, what you get in quality you have to make up
for by cutting the quantity.

The Pilgrim has been known to be rather harsh on Interceptor
games before. Letme just say that if you like lots of text, they're not
for you. Descriptions are extremely brief, there aren't that many
puzzles to solve, and some of their games have been fit for only a
couple of hours playing unless you're a complete amateur.
However, Thave toadmit that Warlordlooks like being one of their
best yet. Armed with rod and staff, the Cowled Crusader was still
battling it out after three hours, which, when you consider that
Forest at the Worlds End yielded its secrets in under 50 minutes,
must say something for Warlord.

ASHKERON
Mirrorsoft,£6.95

Talking of pick-up-and-examine puzzlers, Mirrorsoft have just
brought out a game with a plot that sounds as corny as they come —
buzz off to the wicked wizard's castle and grab a few stolen
treasures that must be restored to their rightful owner.

Well, hold it right there, fellow pilgrims, because this game is
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rather more interesting than the plot might leave you to believe.
First, it's got some nice real-time elements. Those of you who have
played The Hobbit will be familiar with the 'You wait...Time
passes...’ type of message that occasionally flashes up on the
screen when you don't bother to enter anything. This happens in
Ashkeron, and is a sign that even if you're sitting back, the
program is actually up to something. Occasionally a slimy green
dwarf will appear and brandish a dagger, which if you're not
careful will soon end the game for you.

But that's notall that's going on — castle guards wander around
and will, if you don't keep on the move, chuck you into a dungeon
which isn't easy to get out of (at least not withouta bitof light to see
by); cooks, butlers, and burly serfs will allindulge in (occasionally
helpful) conversation and you can even talk back to them if you're
feeling chatty.

But perhaps the most striking thing about this game is the
display. First, the textis nicely picked out in different colours, and
second the graphics themselves actually scroll on and off the
screen according to which direction you're going in.

This is really quite a striking effect, and although the graphics
window is quite small and the pictures themselves slightly
rudimentary it is still quite a thrill to climb up the north-west tower
and see the rooms scroll downwards as you mount higher.

In fact, quite in contrast to Robin of Sherwood, there is really
some quite acceptable programming in Ashkeron. The keyboard
beeps confirmation when you hita key and some of the puzzlesare
quite ingenious. You can also play a ‘random game' in which the
various objects you need are randomly distributed, making the
game a little different each time you play.

Where Ashkeronlosesoutslightly isin the scope of the game —
there aren't exactly dozens of locations — but what there is is
excellently presented. The game as a whole has a slightly naive
feeling to it, as if it might have been designed for the younger
adventurer, but don't let that put you off. I hope that whoever
programmed Ashkeron brings us another game in the not too
distant future — and perhaps he can improve the graphics just a bit

to bring us something really special.

MORDON’S QUEST
Melbourne House, £6.95 cass

Adventurers all over the country still play Colossal Adventurein
one of its many versions, so it's surprising that no-one has ever
come up with the idea of doing some kind of follow-up...

Well now someone has. The gent what programmed Classic
Adventure (Melbourne House's version of the aforementioned
game) has now come up with Mordon's Quest, an “'extremely
complex text adventure”. The plot is something of a blend be-
tween Level 9's Lords of Time and Tolkien's Lord of the Rings.
Some frightfully superior beings have made a muck-up of things
(superior beings always seem to do this, don’t they?) and, having
created a fabulous but rather ill-defined ‘'machine’, have lost con-
trol of it to an unprincipled colleague. In other words, the goodies
are in trouble and youmust sally forthand grab the various parts of
this ‘machine’, thereby setting the universe to rights and getting
your money's worth from Melbourne House.

Talking of getting your money's worth, the Cowled Crusader
had a good laugh over the beginning of this game. When old
Mordon rose out of the floorboards and asked whether the Pilgrim
would undertake the vital task, the rascally rod-bearer answered
NO! Since this threatened to end the game there and then, the
following message flashed up on the screen: “We would like to
pointoutthat, hopefully, youhave paid good money for thisadven-
ture, and we suggest you start again and co-operate with
Mordon."

] haven't laughed so much for ages. Having said that, though,
there wasn't all that much to laugh about in the rest of the game.
However, Mordon's Quest isn't too bad... it's text-only but the
location descriptions are pretty meaty. There are one or two quite
tricky puzzles in it, and the program plays quite a clever trick on
you right at the beginning by dumping you in a maze from which
there appears to be no exit. Well, the fact is that there IS no exit!
Not, that is, until you make use of a certain object.
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But, whatever the good points about the descriptions, it hasto
be said that this game isn't exactly state of the art when it comes to
programming. You can't enter much more than the old verb-noun
inputs, and the programisabitannoying in thatitdoesn't properly
monitor your entries — for example, typing "'Examine Qwerty"
getsthereply "'Youseenothing special’’ —butlreckon thatifIsawa
Qwerty I'd think it was quite extraordinary. Ah well...

Mordon's Questdoes however have a goodly number of loc-
ations and will keep most adventurers, especially beginners,
busy for a long time. I don't however think it should be compared
with the original Classic Adventure - the design of the game isn't
nearly so atmospheric, and the puzzles not so original... but then
you can'’t get much more original than THE original, can you?

Atmosphere Interaction Challenge AA-Rating

Mordon’s Quest 25% 65% 82% 78%
Robin of Sherwood 62% 2% 68% 68%
Warlord 68% 0% 65% 70%
Ashkeron 60% 5% 70% 70%
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People tend not to PEEK and POKE adventure programs to the
same extent as arcade games, where the temptations of infinite
lives are obvious and often involve altering only a single memory
location. Adventures are, however, susceptible to PEEKing and
POKEing- for moving objectsaround, checking outundiscovered
locations, and generally indulging in a very healthy spirit of dis-
covery and... well, adventure!

So - if at any time any of you budding programmers come up with
some useful tips for us poor Pilgrims, then let us know. If you can
move the snake in Colossal Adventure from the caverns to the
cottage then I want to know!

Meanwhile, one obvious example of the benefits to gained from a
bitof byte adventuring is cracking programs so that youcan, if you
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have a 664, 6128, or 464 + DDI, transfer them from tape to disc.
The sad truth is thatmostadventure software housesdonot release
their games on disc. This may change in future as disc systems
become more popular, but in the meantime, even if you can load
Sorcery + from disc in a few seconds, you may still have to wait up
to 12 minutes for your favourite adventure to load from tape.
Annoying, isn't it?

Well, the obvious answer is to make a back-up copy ondisc. Atthis
point, the Pilgrim should make a very strong statement about
ripping off programs - it raises prices and hurts all of us, so don't
do it. I do not, however, see any reason why users should not
transfer their programs from one medium to another, so here goes
with some helpful hints...

The first thing youneed to do to transfer a game from tape to disc is
find out what sortof programitisand where itlivesinmemory. The
information you need is stored in the tape header, full details of
which have been published in the Amsoft Firmware Manual (SOFT
158) and to which you should refer if youare seriously interested in
what goes on in Arnold’s insides. However, to make matters
simple, here's a brief program which reads a header from tape or
disc and prints on the screen the information you need to know:
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yrun this program you need to know the name of the file con-
smed, which can of course be ascertained by using the CAT
and. The program will then tell you where in memory the
ram begins, how long itis, and (most important) in the case of
gchine code programs it will tell you the execution address. It
also tell you (as the CAT command does on a tape-based
em) what sort of programitis.
adventures are stored on tape with a short BASIC loader
ram, saved in protected format (see page 2.7 of the 464
ual), followed by a series of machine code files. You can
reany files startingataddress &C000 because they will simply
loading screens. In most cases, it's the machine code (i.e.
ry) files that you will need to transfer. A good example is
ourne House's Classic Adventure, which can be simply trans-

rred as an auto-run machine code file withnoneed totransfer the

Cloader.
problem arises, however, when you come across a machine
efile with an executionaddress of zero. Thismeansnot that you
uld CALL 0 to run the program (which would reset the com-
ter) but that the entry point for the program has to be supplied
the user at runtime... and in the case of a commercial game that
ssupplied by the BASIC protected loader program. The only
y to get round this is to LIST the BASIC loader program itself to
out how it boots up the machine code program. This involves
cking the Amstrad protection system, which (although unfortu-
tely ridiculously easy) we will not be helping you with.
you're not a machine code programmer, however, or feel that
cking the protection system is too much for you, then don't
air. Over the next few months, the Pilgrim will be giving you
asional short BASIC programs which will automatically trans-
certain games from tape to disc, so keep a look-out.
rthe machine code buffs amongst you, just a few final words of
ing. Most adventure files are quite long and tend (because
were designed for the tape-based 464) to overwrite some or
of the AMSDOS variables when transferred to disc. This means
tyou must either relocate AMSDOS (using KL INIT BACK) or be

ery clever about how you manipulate your data.

Next month, we'll show you how to transfer Robin of Sher-
odto disc—a boon becauseit'sabrilliant game thattakesagesto
d!
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lling all adventure programmers...
Pilgrim doesn't just want to review games from the big boys,
Melbourne House, Level 9, and so on... He also very much
ts to write about the games that you, the readers, have written
selves — especially if you are going to make them available in
e way (perhaps through advertising in this amazing mag) to

.

other readers.So, if you've leed a

game, or cobbled one tog-

ether in BASIC, or whatever, don't hesitate to send the Cowled
Crusader a copy of your handiwork. If it's good, he'll tell the
world... if it's terrible, well... better to be pasted by the Pilgrim
than to live in dull obscurity! So come on, make your mark on the
world and let me know what you've beenup to...

A L

Well, Kuma got a right Pilgrim
Pasting in last month's column for
daring to produce Shadow of the
Bore and North Sea Bunion Ad-
venture. | know the games only
cost £3.95, but, well, what can |
say? Still, Kuma are, as we know,
capable of great things games-
wise, and they're planning to put
the record straight with The
White Feather Cloak, a full-scale
pics'n'prose number that will, I
hope, restore their reputation.
Youmayevengetabookwithitas
well... Watch this space.

Holiday horror

Melbourne House are still strug-
gling with Lord of the Rings, now
due out in November or Decem-
ber. Everyone expected to see it
at the PCW show... and sure
enough there on the screen were
the mostamagzing graphics... only
trouble being that they came
from Lord of the Rings, the film,
and not Lord of the Rings, the
game.Ah well...As it is, good ol
Melbourne are still dishing out
the goods — watch out for Terror-
molinos, a day in the death of Brit-
ish holiday makers on the Costa
Toomucha. Programmed in state-
of-the-art  ‘Saucyvision', the
game takes the dirty seaside
postcard approach right out of
Manuel's back pocket and into
your Arnold. A Quilled text and
graphicsadventure fromthe pro-
grammers of Hampstead, this
one will set you back £7.95. See
next month's column (God will-
ing) for the full Pilgrim
treatment...

Level 9 in paradise

Level 9 are at it again. They
always are, and for that we Pil-
grims must be eternally thankful.
Next in line looks like being The
Worm in Paradise, third in the
Silicon Dream trilogy (starting
with Snowball and Return fo
Eden). Costing the usual £9.95,
this game apparently defies
categorisation, but we can reveal
that it will be the first ‘science-
fiction-political adventure’' and
could be in the shops by the time
youread this.

Set on the same planet as Return
to Eden, you have to beat the sy-
stem and reach Paradise. Sounds
like game designer Pete Austin
has really given vent to every-
thing he's got on this one, which
means it will be worth the usual
second, third, and fourth glance
thatone gives Level 9 games...

RamJam smasher

Newshasreached thePilgrimofa
game that could be well be one of
the smash adventure releases of
1985 — 3 Days in Carpathia is due
out soon from the RamJam Cor-
poration, a company previously
responsible for bringing out an
above average game on the
Yecchtrum called Valkyrie 17.

3 Days in Carpathiais a real-
time game, which means that
even while you sitback, the char-
actersgo onliving their own busy
lives. What's more, they are sen-
sitive to your actions and will
change their behaviour accord-
ing to whether or not they ap-
prove of what you do.

Earthquake

Interceptor, not content with
Warlord, are going one better
with Farthquake, a pics'n'prose
game with, gasp, animated
graphics. The brushwork on ad-
ventures has come a long way
since The Hobbit , and Robin of
Sherwood has one animated
scene (a waterfall)... It'll be inter-
esting to see what Interceptor,
with their reputation for truly
Leonardo-esque screens, can
come up with. At the moment the
game is 'in three parts' — as soon
as they get their act together, the
Pilgrim will let you know more...

Meanwhile, if you enjoyed
Heroes of Karn, you'll be de-
lighted to know that Citadel of
Karnisalso onthe way from Inter-
ceptor, though sadly we may
have to waita while for it's prede-
cessor Empire of Karn. Although
this seriesishugely popular, part
ofthe problem has been that pro-
grammer lan Gray has moved on
to business software... Shame on
you, lIan! When was the last time
you kissed a freg in a
spreadsheet?

The mag of mystery and imagination AMSTRAD ACTION NOVEMBER ]. 985 83




MGTRAD RED ARROWS 895 675
MINI-OFFICE 575 495
OUR CONFUZION 695 525
RRP  PRICE  pEaTH-PIT 695 525
HIGHWAY ENCOUNTER 895 670 ROCKYHORRORSHOW 895 675
THE DEVIL'S CROWN 995 795 3DSTARSTRIKE 695 525
SLAPSHOT 895 670 AZIMUTH3000 895 675
TRIVIA 795 595 BATTLEFORMIDWAY 995 750
DRAGONTORC 795 595 SORCERY 895  6.75
THE COVENANT 695 520 JUMPJET 995 750
WIZARD'S LAIR 895 670 PYJAMARAMA 895 675
STARION 995  7.26 BEACHEAD(C) 995  7.50
SOUTHERN BELLE 895 670 GREMLINS 995 750
BEACH-HEAD (D) 1495 1120 FANTASIA DIAMOND 795 525
SORCERY + (D) 1395 1045 ROBIN OF SHERWOOD 995 750
COMBAT LYNX 895 525 HARDHATMACK 995 750
DUN DARACH 995 650 THEATREEUROPE 995 750
FRANK BRUNO 895 699 CODENAMEMATII 895 675
EXPLODING FIST 995 650 ALLAMSOFTTAPES 895  6.70
VIEWTO AKILL 1099  7.00
INTERNATIONAL KARATE 650  4.50 TR R AR T
BPVV.8PY P L ALL PRICES INCLUDE P&P
WORM IN PARADISE 695 525
EVERYONE'S AWALLY 995  7.26
ONE ON ONE 9.95 7.50 Goodbyte offers some of the most competitive
ROCCO 8.95 6.50 plf'::a: I:.rewol:lwr:fn Tvalllla'lzl;. Illynu don'tsee
e i
BRIAN JACKS 895 650 01-731-4607.
THE HOBBIT 1495  11.00
SIRLANGELOT 695 525 p £aASENOTE IF YOUR ORDER EXCEEDS £50
KNIGHT LORE (985 7.50 YOU GET FURTHER 10% DISCOUNT
ALIENS 995  7.50
ANIMATEDSTRIPPOKER 895 675 SEND CHEQUE/P.0.TO
DARKSTAR 795 595 it
TANKBUSTERS 795 595 94 LEATHER LANE, LONDON EC1
FIGHTER PILOT 8.95 6.75 (TEL: 01-731-4607)

SHEKHANA COMPUTER SERVICES

OUR
R.R.P PRICE R.R.P P

WAY OF EXPLODING FIST 995 7.50 INTERNATIONAL KARATE 6.50 48
ROCKY HORROR SHOW 8.95 675 DALEYTOMS DECATALON 895 8.
EVERY ONES AWALLY 9.95 7.50 SCOOBYDOO 895 8.
MARSPORT 9.95 7.50 STEVE DAVIS SNOOKER 795 L
F.BRUNOS BOXING 8.95 6.75 *SPYVSPY 9.95 75
DARK STAR 795 6.40 WIZARDSLAIR 8.95 75
JUMP JET 995 7.95 COMBATLYNX 8.95 6.
RAID (OVER MOSCOW) 9.95 7.50 GRANDPRIXRALLY 8.95 6.9
B.JACKS CHALLENGE 8.95 7.50 *GLENHODDLE FOOTBALL B.95 74
BOULDER DASH 9.95 750 MASTEROF THE LAMP 995 78
FIGHTER PILOT 8.95 695 GREMLINS 995 75
JET SETWILLY 8.95 675 ARABIANKNIGHTS 8.95 7.5
DRAGONTORC 8.95 6.95 AZIMUTH (HEAD ALIGMENT) 8.95 78
THE HOBBIT 14.95 1195 HARDHATMAC 8.95 75
HANDICAP GOLF 6.95 595 WARLORDS 8.95 78
3D VOICE CHESS 12.95 10.95 ONTHERUN 7.95 6.
ROBIN OF SHERWOOD 9.95 7.95 ONEONONE 8,95 7.
BEACHHEAD 985 7.35 STARION 995 74
ROCCO (ROCKY) 8.95 750 SUPERPIPELINE Il 895 T
COVENENT 6.95 550 |ANBOTHAMS CRICKET 9.95 78
PROJECT FUTURE 8.95 7.50 REALM OF IMPOSSIBILITY 8.95 74
SOURCERY 8.95 6.95 REDMOON 6.95 58
ALIENS 9.85 7.50 ANDROID ONE 7.95 58
AIRWOLF 885 7.50 ANDROID TWO 7.95 5.
ARNEHEM 9.95 7.95 TORNADOLOW LEVEL 7.95 59
DUNDARCH 9.95 7.50 HIGHWAY ENCOUNTER 7.95 59
HARD HAT MAC 8.95 7.50 FORTH (INTERCEPTOR) 1298 99
ARCHON 10.95 999 INTERBASKETBALL 599 49
BRIDGE PLAYER (KUMA) 6.95 595 SLAPSHOT 8.95 75
* SHADOWFIRE 9.95 7.50 3DSTUNTRIDER 8.95 75
3D STARSTRIKE 695 550 KNIGHTLORE 9.95 N
HYPERSPORTS 895 6.75 REDARROWS 9.95 75
EMERALD ISLE 6.95 575 FIVEASIDEFOOTBALL 8.95 78
MINI OFFICE 595 470 *YIE ARKUNGFU 8.95 6.
SCRABBLE 9.95 7.95 BATTLE FOR MIDWAY 995 80
MONOPOLY 9.95 795 TANKBUSTERS 795 6.5
* LORDS OF MIDNIGHT 8.95 7.45 CODENAME MATTI! 8.95 [}
SORCERY + (DISK) 13.95 1250 KILLER/GORILLA 9.95 )
H.H.SNOOKER 8.95 750 ANIMATEDSTRIP POKER 8.95 5
H.H.SNOOKER-DISK 12.95 1185  ANYLEVEL9GAME 9.99 7
FIGHTER PILOT-DISK 12.95 1185 ROLANDINSPACE 8.95 68
ROLAND IN SPACE-DISK 12.85 11.95 "MATCHDAY 995 78
BEACHHEAD (DISK) 13.95 1250 *WORLDSERIES BASKETBALL 8.95 [X}
MASTER CHESS 895 6.75 QUICKSHOT II-JOYSTICK 12.95 89
*F.G.T.HOLLYWOOD 9.95 750 *THENEVERENDING STORY 995 74

CHEQUES/P.0 TO: § C S - (DEPT AA), P.0. BOX 394, LONDON N15 6JL. (MAIL ORDER ADDRESS ONLY).
TEL 01 800 - 3156. (S.A.E FOR LIST) EUROPE ADD £1.00 PER TAPE. ELSEWHERE AT COST.

OR

PLEASE BRING COPY OF THIS ADVERT TO OUR SHOP FOR ABOVE DISCOUNT TO MARBLES SHOPP
CENTRE UNIT 11. 527-531 OXFORD ST LONDON W1R 1DD. (1 MIN FROM MARBLE ARCH TUBE STN) OPE|
DAYS A WEEK FROM 10am-7pm. SUNDAY 10,00 am-18.00pm.

*PLEASE RING TO CONFIRM AVAILABILITY.

BARCLAYCARD/ACCESS ORDERS WELCOME. "PLEASE RING TO CONFIRM AVAILABILITY.

BOETINSIBHT

DISCOUNT SOFTWARE

Us EDUCATIONAL SOFTWARE
PRICE  WORLD CUP 5 700  EXECUTION 795 650
S DAVIS SNOOKER 795 650 FOOTBALLMANAGER 795 620 FIRST STEPS WITH THE
COLO% ,AL ADVENTURE 995 720 SMUGGLERS COVE 795 620 MAMEN 995 740
ADVF 4TURE OUEST 995 720 ALENS 995 740 HERE AND THERE WITH
Div EON ADVENTURE 995 720  KNIGHTLORE 995 740  THE MR MEN 995 740
Sh.WBALL 995 720 DUN DARACH 995 740 NUMBER PAINTER 895 720
1 0.4DS OF TIME 995 720 THEY WAY OF THE HAPPY NUMBERS 895 700
TETURN TO EDEN 995 720 EXPLODING FIST 995 740 HAPPY LETTERS 895 700
EMERALD ISLE 695 540 RED ARROWS 895 700 HAPPY WRITING 895 700
RED MOON 695 540 EVERYONESAWALLY 995 740 UTILTIES
GRAND PRIXRALLY? 895 700 AIRWOLF 995 740 SUIDE AMSTR BASIC1 1995 1595,
BRIDGE PLAVER(CP) 995 740 GREMLINS 995 740 DEVPAC ASSEMBLER "
FIGHTER PILOT 995 740 ALIEN 895 700 & DISSASSEMBLER 2495 1995,
JET 51 WILLY BY5 700 THE COVENANT 695 540 EAS-AMCALC .
P 1 MERAMA 795 640 ARCHON 995 760  SPAEAD SHEET 1995 1595
SOFTWARE STAR 595 540 FRANKBRONOSBOXING 895 700 DFM DATABASE 2400 100
MASTERCHESS 705 650 INTEANATIONALKARATE 650 540  HOME ACCOUNTS 1495 1195
FLIGHT PATH 737 705 650 ROBIN OF SHERWOOD 995 740  INVOSTAT 000 2495
TEST MATCH 595 540 COMBAT LYNX 895 700 STOCK-AID 3000 2495
DARK STAR 795 650 PINBALL WIZARD 895 700 TRANSACT 3000 2495
TECHNICIA 4 TED 795 650 NODES OF YESOD 995 750 MACHINECODE TUTOR 1495 1195
LGHFUZION 695 540 BRIANJACKSSUPERSTAR 795 650 MASTERFILE 2495 1895
SORCERY 895 740 SLAPSHOT 795 650 MASTEACALC 2495 1895
ASSIC 895 700 SCRABBLE 995 740 THE OUILL 1495 1195
795 650 LORDS OF MIDNIGHT 995 74D  THE ILLUSTRATOR 1495 1195
995 750 TERRORMOLINDS 795 650 THEC COMPILER 3105 2895
795 620 3D GRAND PRIX 995 740 THE CODE MACHINE 1995 1595
LEY 895 700 ZAXXON 740 AMSPRITE 1495 1195
KONG STRIKE® BnCK 795 620 BUCK ROGERS 740 E
QUASIMODOC h VENGE 795 620 CONGO BONGC L T L oL
TANK BUSTERS 795 620 TAPPER 740 piackheath SE3 TER
AOCKY HORRORSHOW 995 750  SPYHUNTER 740 pocuss ordery/enquiries tet 01-305 0521
MINDER 995 750 30 BOXING 740 g prices include froe fast delivery in
SUPER PIPLINE 2 895 700 ASSAULTONPORTSTANLEY 995 740 & 2dd50p por tape on
FRANK N STEIN 895 700 30 VOICE CHESS 1295 1000 vhe!

Honeysoft

THE COMPLETE EXPANSION SYSTEM FOR ALL AMSTRAD COMPUTERS
CPC464 CPC664 CPC6128 n

A range of four expansion cards for Amstrad computers, that may be mixed together and are totally C
compatible with all Amstrad peripherals. 0
TWO CHANNEL CP/M ONLY RS232 INTERFACE £29.95
TWO CHANNEL CP/M AND BASIC RS232 INTERFACE £35.95
Both serial interfaces are built to the Amsoft ded RS232 serial i d ensurin
complete hardware compatability.
8 BIT CENTRONICS PRINTER PORT AND 16 BIT PARALLEL INTERFACE £23.95
A card designed to send all 256 ASCIl codes toa parallel printer, whilst also providing 161/O
lines for contrel applications.
4 SOCKET SIDEWAYS ROM EXPENSION CARD  £18.85

Designed to exploit the powerful si ys ROM of Amstrad

Any mix of 8 or 16K ROMS. The expanding range of ROM software now includes:
HONEYVIEW Viewdata Terminal ROM £14.95
ARNOR MAXAM Assembler £39.95
ARNOR PROTEXT Word Processor £39.95
ARNOR UTOPIA BASIC Utilities ROM £29.95
wxx NEW **%

A four socket ROM card specially designed for the ARNOR AD1 £11.95
For further information please send a large SAE stating model of computer, to:

HONEYSOFT LIMITED ALL PRICES INCLUDE VAT AND DELIVERY
28 CRESCENT ROAD
BRENTWOOD ESSEX CM14 5]R Tel. 0277 217308

it T

eff Minter's PSYCHEDELIA is now available for the CPC464.
his unique and fascinating programme has been described as
nteractive fireworks-anyone who can handle a joystick

an create the most spectacular visual effects, from the
infinite number of possibilities in PSYCHEDELIA. Your
omputer becomes a light synthesiser with many ‘pre-sets’,
mmands and variables programmed on the alphanumeric
keys.

vailable from computer retails or direct from

LLAMASOFT AT 49 Mount Pleasent, Tadley, Hants RG26 6BN
rice £6.00.

MIDLAND COMPUTER LIBRARY
ATTN: AMSTRAD OWNERS

The First & Largest AMSTRAD Library in the World
(often copied but never equalled)
Allthe latest titles on cassette and disc
Yourfirst tape hired free
Life membership £6
Hire chaige from only £1.50 inc p&p for full 7 days
No limit to the amount of games you can hire
Allgames originals with full documentation
Games, Business and Educational software
Retum of post service
Lowest new hard and software prices in the UK
Join now on 14 day money back guarantee

Over 300 titlesin stock
_ PLEASE SEND CHQ/PQ FOR£8
together with free selection or large SAE for further details

eSO
Tel: (0905) 611072

L @O~ OO BW R
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__ VOUCHER

PRICI
4.99
6.75 T
6.75 s
6.45
7.50
7.50
6.95
6.95
7.50
7.95
7.50
7.50
7.50
7.50
7.50
6.45
7.50

pyou've read all the reviews, and you're just DYING to get your hands
%0 fnsome of that software, right? Grieve not, dear friend. To coin a phrase,
750 e have the power to help you.

§§§ You can buy ANY of the range of Amstrad games reviewed in this issue
sse fimply by popping off an envelope to our Aladdin’s Cave mail order
s0: Warehouse. What’s more, by collecting our special vouchers - the first
2% 9ne’s printed on this page - you can save yourself sums of money ranging
75 fyom not-to-be-sneezed-at 50p’s to gosh-wow-absolutely-unbelievable
750 gounds and pounds.

750 & Basically, each voucher entitles you to a 5% discount off your total How to use this table
s00 prder — and depending on how many games you buy, that itself could be

¢7s fuite a saving. But you can also collect the vouchers from different issues

The table allows you to calculate what
discount you are entitled to if you enclose

7% lpincrease the discount you’re entitled to. Two vouchers equals 10%, vouchers with your order. All you have to
75 fhree is 15%, and four will give you the maximum 20% discount. That do is round up to the nearest pound the
750 feans you can save a full £2 on a single full-priced piece of software. Not ;':"J"h':v""‘l;"’;":;’ ':'::‘ﬁ';'m‘:::'::l‘:’:;;

i going, eh? The savers table shows exactly what savings you're row of the table and then read down to

899
_"* Btitled to, and as you can see it contains some pretty big numbers. e ":':'r':e":’n?',‘::r"::u';:;"““ e
hat's more you DON'T have to add anything for post, packing or VAT. EXAMPLE: Ssppess you have ordered two
all included. games costing £8.95 each. The total pre-
S0 all you have to do is fill out the order form, and send it to the address St o le :;:ﬂ:lz':;l‘;"::: s

el0 together with your Cheq'ue or postal order and any vouchers for single voucher, so reading down from the
hich you are claiming a discount. Then just sit back and wait for that £18 figure in the top row you will see that
Beel you are entitled to a 90p discount. That'll

just about buy you next month’s slice of
Amstrad Action.

oy fffotal cost of Savings table
software pre-
ount: £200 £3.00 £400 £500 £6.00 £7.00 £8.00 £9.00 £10.00 £11.00 £12.00 £13.00 £14.00 £15.00 £16.00 £17.00 £18.00 £19.00 £20.00
uring
'One voucher £0.10 | £0.15 | £0.20 | £0.25| £0.30 | £0.35 | £0.40 | £0.45| £0.50| £0.55 | £0.60 | £0.65| £0.70| £0.75 | £0.80 | £0.85| £0.90 | £0.95| £1.00
wo vouchers £0.20 [£0.30 | £0.40 | £0.50 | £0.60 | £0.70 [ £0.80 | £0.90 | £1.00| £1.10 |£1.20 | £1.30 | £1.40 | £1.50 | £1.60 | £1.70 | £1.80 | £1.90 | £2.00
hree vouchers £0.30 | £0.45 | £0.60 |£0.75 |£0.90 |[£1.05 [£1.20 |[£1.35 |£1.50 |£1.65 [£1.80 £1.95 [£2.10 |£2.25 |£2.40 |£2.55 (£2.70 |£2.85 |£3.00
four vouchers £0.40 | £0.60 | £0.80 |£1.00 |£1.20 [£1.40 [£1.60 [£1.80 |£2.00 |£2.20 [£2.40 |(£260 |£2.80 [£3.00 |£3.20 |£3.40 |£3.60 |£3.80 |£4.00
PORTANT URGENT ORDER..URGENT ORDER..URGENT ORDER..URGENT ORDER...

R o ik inadsnonsdnsa deensanss Smiinanaaabnd it sodasuu e ots neks Sies # pand i ad 4 kes § 5 BA41 HEGE B RSN B SR 58 uinn dna mens mowts

liyou send in more than one voucher they
it be from DIFFERENT issues of the maga- Add

- in other words the maximum discount
gmonth is 5%. » The games reviewed in

issue include details of price and disk- Talephons (I possihle) it rmstmisesssesessareas sapmaansoomsessiansasmsessrmnsmens snms ataesen ned issARAR RN IO RN S
gion availability. Although we've tried to I would like the following titles:

fire these detalls are accurate, we can't be Game Software house Retail price

dliable for any errors which have crept in.

lfyou want the disk version of a game, you 1

8l mark this clearly on the order form -

e you'll get a cassette. Do check first
|l disk version exists, and ensure you have e O S S M RO O s W e BT il LT
nght price for it

REE R el R e A ST T
your completed order to: Amstrad Action e i Sl s il e k.,
Order, Units 10/11, Imperial Studios,
] erial Road, London SW6. Telephone: 01- Total cost pre-discount:.........ceesss
¥ Amount of discount as revealed by Savings Table (only allowed if
' I voucher(s) enclosed):

Amount payable (total cost minus discount):
I enclose a crossed cheque or postal order for the Amount Payable made
out to Amstrad Action Mail Order. Please rush me the software.




AMSTRAD 464/664
AMSKEY bl oo s

Multi colour display and so very user friendly.

Gives full header details and choice of saving speed.
Full on screen instructions and prompts.

FREE Peep a code program, for finding the hidden
words in adventure games, etc.

Tape £6.99

UNLOCK YOUR

A M s H E LP @ Transfer tape software to disc

Better than most, AMSHELP will even transfer ASCII
files. Also automatically adds a relocator for those
programs that overwrite the disc memory area.
FREE Disc deprotector, list protected programs, etc.

Tape £6.99 Disc £10.99

AMSDISC1 Dy Amemd

Powerful CPM style utility with many features making
easy work of disc file handling, including the
unerasing of erased files. “No disc user should be
without this utility” (Independent Amstrad review).
FREE Disc deprotector, list protected programs, etc.

Disc £12.99

Prices include packing and postage
Overseas orders please add £1

INTERLOCK SERVICES LTD.
123b Brent Street
London NW4 2DX

Tel: 01-202 8727

EN

AR
VISA
TR

MASTERFILE

“A LANDMARK ... WITHOUT QUESTION THE BEST
DATABASE | HAVE EVER SEEN”, Tony Kendle for Popular
Computing Weekly. "HIGH-CLASS AND EXCEPTIONALLY
POWERFUL DATABASE”. Phil Tayler for Computing with
the Amstrad. We will not argue with them. If you have
filing/retrieval needs, MASTERFILE will do the job.
Published by AMSOFT, available directly from
Campbell Systems. Price: £24.95 (tape)/ £29.95 (disc).

MASTERFILE PROGRAM EXTENSIONS to link with
other programs, such as TASWORD 464D, or to process
your files. £9.95/£14.95.

DISPLAY LANGUAGE for dynamic
eye-catching textual displays — 166
£9.95/£14.95. ¥

SAE for full details of our CPC
software.

e All our programs run on
CPC 464/664/6128.

Prices include VAT and P&P anywhere within
Europe. Send your order to the address below |
with payment made out to'CAMPBELL SYSTEMS;
or telephone us with your Access or
Barclaycard number.

CAMPBELL SYSTEMS (Dept AA)

57 Trap’s Hill Loughton Essex IG10 1TD
Tel: 01-508 5058

b 0 ﬂ D Send your Cheques/POs (Sterling o

or stamp and address for list to:

LOAD & RUN, DEPT, NAA P.0.BOXg
& DARTFORD DA15AA :

RING (0322) 73128 FOR ENQUIRIES

THAT EVERYONE CAN AFFORD.

For European & Overseas: All prices exclude VAT & include P&P in Europe.
Elsewhere add 50p extra for P&P hardware outside Europe add £2.50.

THIS IS ONLY A SELECTION OF NEW RELEASES AND RECENT ADDITIONS T
OUR STOCK. PLEASE RING FOR LATEST RELEASES
E.&.0.E

OUR POLICY FOR 1985 IS TO PROVIDE SOFTWARE ©

UK: All prices include VAT and P&P in U.K. Add P&P in brackets for hardware \

DISC ADVENTURE & STRATEGY
Mom RAP  Oul
! Alex Higging Pool ... 0295 0O
Alex Higgins Snookef ......... 0295 0
.95 HARDWARE
(595 [In UK. please remember to add the PAP In b
as a8 w5
i CLY (casin‘thealos oo 0.9
D9 (3% DL2 (684 &'drive lead) .......... 695
s £88s LIGHT PEN (0K oo £24.95
095 0898 DMP 1 PRINTER RIBBON ...... £6.50
i e 8995 48 SSA1SPEECH SYNTH.IC1) ..  £29.95
Way of Exploding Fist ......... 0995 [» 713 TUTORIAL
Hem RRP
(7Y P —— X0
EDUCATIONAL TAPES
ADVENTURE & STRATEGY ham RAP
hem RRP  OurPrice Rhymeland ...... £5.95
Ao Higging POO e coccce 95 835 Here & Thera with Me Men ... .95
Alex Higging SAOOKSN .. B9 895 DISC BASED UTILITIES
Castle Black S1¢ o (895 €595 — .
[y 055 (845 Font 4 01295
0% 0% e :
£8.95 595 Mauuuh_._.___.._..._.._ £29.95
.95 £1.9% Pitman Typing Course ... £11.95
Mo (555 CASSETTE BASED UTILITIES
(895  £555 RRP  Owl
(395 895 £2495
s £995 £9.95
(895 €59 £19.95

\

MASTER-CALC: the spread-sheet program which is &

taking the market by storm, offers 3000 cells.
variable/mixed column widths, split screen, super
high precision, unique formula handling, and
graphic histograms. Totally machine-coded.
MASTER-CALC is fast, friendly and powerful, and
ccmes with 40-page manual and tutorial.
Published by AMSOFT, available from Campbell
Systems. See what the reviews say. Price: £24.95
(tape) £29.95 (disc). i




JHE £600
EIXTRAVAGANZA

¢ Bftware beyond your wildest dreams in our ace Amsoft competition

he Competition Games

OLAND IN TIME: An early Amsoft blockbuster. 53
teens of pitfalls and platforms as you seek those
ential crystals.

RCERY PLUS: This disk-based version of the wizard
me has over 70screens. A lot of people outthere need

lER PIPELINE 2: Keep that water flowing. Plug those

8. Where's that spanner? And look out for the
er.

AWOLF: Helicopters are bad enough, but

erground? Let’s get the poor scientists out of there.

iDS OF MIDNIGHT: It's about time someone came up

\away of settling that Doomdark’s hash once and for

Any offers?

D IN SPACE: Him again. He’s still got that phone

,and he still needs your help.

use this is a bit more demanding than yer usual
“in-a-pin-and-wish- for-luck comp, I'm giving you
jer to get your entries in. The closing date is
ember 25th and Blurb Writer’s decision is final.
d the stuff to: Amsoft Competition, Amstrad Action,
eside, West Street, Somerton, Somerset TA11 7PS

With added prizes AMSTR 4 MBER 1 985 87




The section where your tips, pokes and
B O U L D E R DAS I I devious game-busting ploys are relayed
to the nation

Amstrad Action’s publisher Chris Anderson admits to [ W11 {e IoRRRUIR IR TR (SRR AT THL O
R L e LR IR T RAC TR U [ the gameplay it doesn't pose | gO straight through unha
e N Y T Y L eI Ty cerious problems on any level. [What's more: firefly
it's one of only a very few games he's actually [ At

Y Y 9 . 2 .Y pride to collect every jewel.
completed, we reluctantly agreed to let him outline his

pluylng 10:11:5. B. ROOMS
1C r t Again, easy on the lower levels.
On 4 and 5 there are a lot of
fireflies around. You must deal
@ with them by blocking, blasting,
bamboozling or just dodging. At
least the cave is near enough to
the start for it to be easy to
practise on

C. MAZE

Time limit can be a problem on
this one. Youneed to work out an
efficient route to take you from
the start at top left to the exit at
bottom right, collecting every
single jewel on the way. On most
levels the best way is to start by
moving down to the bottor.. of the
cave, then right, then up again
through the middle of the cave,
then right, then back down. Look
out for boulders toppling off
walls.

D. BUTTERFLIES

This one's fairly easy. Position
yourself within one square of the
first butterfly den, and on the
same vertical line as a boulder 1 1 o
Choosing your moment tbismvébyblsstﬁ)gmm
carefully, button free the piece of §n m\rne But a more gleg e je
earth separating you from the '‘methed is that shewn in th
butterfly, and then immediately diagram. M%ﬁl’iﬁ on all fip
move up to the boulder and out of 13v9§s| although the pj'a §
the way, so that it falls on the ;omgs w,n?{%@ %ﬁh timf
pursuing butterfly. Collect the sigﬂiiﬁ‘ Q{i,pma&e &
jewels and repeat for the other Wp&m 3

three dens. Remember, your mbmwwm{hmy in th
start point can either be [yhig gnmaﬁme&by ] ]
immediately above the den, or a ,gf&ﬁfgmdm inada
full square away on either side. fmm %@,B &Mmm h

E.GUARDS
Lots of different ways of;d@m
‘this one. The quickest and
classiest, albeit slightly risky, is
depicted in the diagram. Wait to
the left of the first den. Whenthe with a_ awar

BLISTERING: T

rianqpmus art «

firefly just reaches the top left C

corner, move right straight oYy

through the den collecting the all -

jewel. DON'T STOP! Just keep 1 >

moving through the next three main fhhzg t"o ensure is tha w
B
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awfully easy to panic on this
een, especially if you get a
-growing amoeba. You must
int to the bottom of the screen
get blocking as fast as
ible. Don't clear too much

irth at the very bottom, or

ders will just pile up instead
orming a wall. It's normally
to complete one side, then
etopand then the other side.
¢ last gap should always be
ked by Rockford himself.
makesitaloteasierto collect
jewels that result. When
ing the jewels don't forget
plenty of buttoning.

ENCHANTED WALL

mally not too difficult,
ugh time can be a problem
he higher levels. After
ring the space under the
, it's worth clearing a bit of
above it before activating
I, because otherwise the
tment may not last long
ugh. DON'T dislodge
ers one space either side of
1 as other boulders which
on these should topple
ards onto the wall.
On level one there's an
ing firefly just above the
~it's worth blasting it before
anything else or it'll get in
way. Just use the pile of

boulders immediately above it.

I. GREED
This oh-so-aptly named screen is
always good fun. Normally the
right technique is to unblock the
plug near the start, then move
through the low, horizontal
corridor collecting the jewels
there, and on to unblock the
right-hand plug. While those
boulders are falling, come back
through the corridor, get as
many jewels as you can from the
first heap of fallen matter. Then
go up through the gap into the
main cavern. Start cleaning up on
the left, then move right. You
should be able to go right
through to the right-hand side,
clean up there, and then move
downto the second pile of matter.
By the time you've gobble up all
those jewels you should have
enough to make your way to the
exit.

The one exception to this is
level four, where you must first
do the right-hand plug and do all
the cleaning up you can, top and
bottom. Then do the same on the
left-hand side.

Buttoning is a very important
technique for this screen,
allowing you to collect the jewels
other techniques cannot reach.
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L. WALLS
Another screen which involves
plenty of blasting. On four of the
levels you simply have to blast
through three vertical walls near
their bases, working from rightto
left. The exception is level 2,
where you have to skip the first
wall, and lead a firefly down from
the top to wall 2.

A complication on some of
the levels is that it's quite hard to
position boulders correctly for
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dropping onto the fireflies. A
certain amount of boulder-
pushing is required.

On one level — level 5 as |
remember - there's a nasty little
trap at the exit—it's all too easy to
get yourself sealed off, so
beware.

M. APOCALYPSE

“reat fun, this one. There are
numerous techniques, but for the
greedy one stands out. Dig a
large, vertical-sided cavern
above the wall sealing off the
butterflies, making sure it
connects to the amoeba. Then,
starting from the top left of the
cavern, create a clear path down
to the butterflies. Run along the
bottom of the screen, allowing
the butterflies to escape up the
path, enter the cavern and
contact the amoeba. If you wait a
bit and then enter the cavern at
bottom left, you should be able to
reap a very rich harvest. It's not
difficult to collect 150 jewels or
more.

N.ZIGZAG
(Note, not called Zigwag as in the
Mirrorsoft instruction leaflet!)

\nERe w e

wﬂ"

Many consider this one of the
hardest screens, but the
technique shown in the diagram
makes itrelatively easy.

You start by creating a small,
diversionary maze on the left of
the screen, then tunnel along the
top of the cave, down, and then
left underneath the six boulders
causing them to fall one space,
Continue until you link up with
your maze, then double back to
position A, and move up the
position indicated in the
diagram.

Now you must release all six
fireflies using the buttoning
technique - button down at the
right moment and immediately

move right two squares. Repeat’

six times. This is quite easy once
you've got the timing right. The
fireflies will rush offleft, allowing
you to enact your coup de grace—
push boulder A to position A,
thereby sealing yourself off from
thefireflies!
You can now blow up
butterflies cne by one at your
.leisure. Lead B6 to boulder B, 5to
C.4to0Dand 3to E. Onlevel cne
that's enough, By level five you
also need to use boulder F,
thereby allowing fireflies back in
and creating a hectic last few
moments. -

0
==
W

T
==
oo

]

-+-w!_ % | ‘.W'\LFJ ﬁlw\ "|

O. FUNNEL

Onsome levels this cave isalmost
Impossible -1 consider the funnel
on level 4 to be the game's
hardest screen. Conquering the
cave is a matter of working out a
very fast way of clearing earth
inside the funnel, then getting
down the bottom and clearing
earth below the wall before
activating it. On the higher levels
there are numerous fireflies to
contend with including, on level
4, one which is solidly encased in
earth, yet must be freed. Just

Breakout fromthe Beach-Head

STAGE 1: Always go through the
hidden passage in preference to a
prolonged battle with fighters. You're
bound to lose ships against the fighters
but with practice you can get your
ships through the passage with minimal
loss.

STAGE 2: There are two sensible
routes through the channel, one up
each side. Both routes are relatively
simple at the bottom of the screen but
get tough near the top where you
have to squeeze by mines and go close
to the cliffs from where the torpedoes
appear. This means you can chug
along happily aveiding torpedoes on
the bottom half of the screen. On the
top you need to line yourself up and
race through with your fingers crossed
that a torpedo doesn't appear just as
you pass.

STAGE 3: Move down as soon as you
appear from the channel so as to
engage the enemy fleet as close to the
land as possible. Angle your guns
midway between the fleet and the top
of the screen so that you can shoot the
incoming planes before they release
their bombs. This pesition should also
allow you to get the reconnaisance
aircraft that are worth good points. If
a plane gets past you leave it and
concentrate on the incoming craft,
because altering the elevation of your
gun is time-consuming.

STAGE 4: The aircraft carrier tries to
escape and should be sunk first for a

massive bonus. Next take out the two
distant battleships that are viewed
head on at either side of the screen.
These are very dangerous and can
take out ships quite fast if you can't
find the range. Go for the ship on the
right, that also shells you, next and
round off with the almost harmless
rustbucket in the middle of the screen.

STAGE 5: Having got the easy bits out
of the way the hard task now starts.
The tank run is in pseudo 3D, but don't
be fooled —if the pixels of your tank
overlap anything it's bye-bye armour-
plating. The gun emplacements that
appear can only be learnt by
experience, but the most important
ones are in the middle of the screen.
Once you know where to expect them
position yourself and loose off a shell
before they even appear on screen.
They may not appear on that run but
better safe than a heap of twisted
burning wreckage.

The other tank is tougher because
it moves up and down with you. To
take him out you have to dodge inside
one of his bullets and hold your course
till he's hit. Then rapid evasive action is
needed to avoid the shell which he will
have had time to fire. The other major
problem is the last gun that sometimes
blocks the bridge — you have to get
this early or there’s no way you'll get a
crack at it closer in.

STAGE 6: At Kuhn-Lin the important
thing to remember is that your shells

have a slight drift to the right and your
turret has to be aligned one ‘notch’ to
the left to hit a target. You should be
able to hit at least two targets per
tank and sometimes three. This means
that once you're skilled you can land
eight tanks and use all of them in
destroying the fortress to get a really
high score.
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make sure you start the cave wi
plenty of lives!

P. ENCHANTED BOX

A matter of learning a rou
which willallow youtoachieves
that must be done in the limitg
time available. On higher leve
there’'s often a shortage {
bouldersabove the boxes, soyg
may have to push or topple som
into position. Hard to gi
specific tips beyond that
you've reached this far, yo
shouldn't have too much troub
cracking this one.




% MINDS HADOW

i . WHO ARE YOU?
WHERE ARE YOU?
WHAT ARE YOU GOING TO DO?

ey "7 00 2 deserted beich wilh DO

An Intngumg ext raphlc aqdventure'

You remember nothing.
You're on a deserted heach. But which beach?
You're going to find your lost identity no matter what price you have to pay.
Your perilous journey of discovery takes you around the world as it leads you ever closer
to the truth about your missing past.
With a little help from the mysterious Condor, you move
closer to the faceless betrayer who left you to perish.

*... superb graphics, in fact the best I've seen” Home Computing Weekly

TM Mindshadow is a trademark of Activision Inc.
TM* Ballblazer is a trademark of Lucasfilm Games.

- Available on Sinclair ZX Spectrum. Commodore C64 128 cassette and disk, Amstrad 464 cassette and Atari B0O, XE. XL disk. From selected branches of Boots, WH Smith, John Menzies.
Lasky's. Spectrum, Greens, Woolworth, Littlewoods and good computer software stores everywhere.

Mail order: Activision (UK) Ltd.. 15 Harley House, Marylebone Road, London NW1 SHE Tel: 01-35 1428







Amstrad Action
Special



Spectrum 48K £9.95
Commodore 64 £9.95
Amstrad CPC 464 £9.95

Troublel




PUNCH POWER

If those nasty foreigners in Frank
Bruno's Boxing are getting you
down-onthe canvas thatis—then
here are some handy tips and a
few code numbers that should
help you put out their lights. The
numbers were entered with the
name Bob and unfortunately he
hasn't been fit enough or fast
encugh to face Peter Perfect yet.

CANADIAN CRUSHER

Alternate punches tc his head
and body as he moves his guard
to defend himself. If you make KO
strength just keep letting him
have it -~ he's got no answer.
Watch out once you've knocked
him down because he comes
straight up with a bearhug that
you'll have to duck.

FLING LONG CHOP
ONSIOF507

This guyis fast but not very effec-
tive. Just keep throwing every
sortof punchathimuntil reaching
KO strength or until you down
himthree times. Watch outfor the
killer attack again - hiskick. Prior
to unleashing this he crouches
down, at which point you should
duck - fast!

s »

ANDREI PUNCHEREDOV
OH9IOC3BT

Not a lot to this Russian giant.
Keep throwing rights to his head
and you'll soon have KO strength
to take him out with.

TRIBAL TROUBLE - CL3IOCBFB
Alwayskeep your guard downas
he never goes for your head.
When he raises his guard let him
have it in the gut with the left. You
probably won't manage to get a
KO punch but he can be put out
well within the three minutes.

FRENCHIE - LEFTINMSAS

Qur friend from over the channel
issusceptible toleftstothe head -
you can even get a KO punch
against him. He's got a nasty
weapon n the windmill punch
though. This1s unpredictable but
when he starts winding it up wait
for the arm to pause and then
duck as fast as possible. It wastes
time while you wait for him tc
throw itbutit's safer.

RAVIOLI MAFIOSI - OIAIOO7A7
This guy is really tough and there
are several punches needed to
take him out as well as one to
watch out for. There are two
methods for dealing with him.
Rightsto the head plusa left when
he drops his right hand. As an
alternative, or addition, body
punching provides an interesing
sightwhen you hithim and leaves
him unable to do much except
guard his midriff. His ‘come on’
action of opening his guard and
moving gloves up and down can
be fatal butif you hit him when his
gloves are up you can stop the
threat.

ANTIPODEAN  ANDY
AMA4INCB9B -
This guy is really nasty. His onl
weaknessisif you can hithim with
a right to the head. The problem
is that he has excellent defences
and throws a devastating double
fisted punch that you have to be
quick to duck. He throws this
punch very frequently and you
could get very frustrated with

hitting the canvas.

That's as far as this reviewer

got but S.L.. Thompson of Solihull
. :
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can do even better. Here are his

tips and codes for dealing with

Peter Perfect.

PETER ?ERFECT—}”DQHLKIG .
Hit him twice to the head with the

left, then twice with the right
Watch his face when you knock
him down. He blows kisses to the
crowd so that you can'thithim bu
keep punching and you'll hit hirr
whenhefinishes.

PETER PERFECT agam -
OEQIBNB6 -
He's better this time.

Be a Karate Smart

If you're suffering from violent siomoc!puins, an aching
head and severe bruising all over your body - fear not.
Our resident medic Dr. Bob Wadecan give you a run
down on how and when to use all the moves in Way of
the Exploding Fist.

Thefirstthing toremember is that
it's essential to finish your oppo-
nent off quickly and not worry too
much about whether you use a
high scoring blow

This is because you may
get caught out trying a
complicated manoeuvre
when a simple fast one
could provide over 2,000
bonus time points.
FORWARD SWEEP: thisis a very
useful move in early bouts (up to
2nd Dan). It can be executed from
the crouch position, thereby pro-
tecting you against many offens-
ive blows. Can be used from dis-
tance on your opponent's front
foot or closer in on his back foot.
Still of use in later bouts but com-
puter responds with attacks and
evasive action of his own. N.B.
Quite a slow move leaving you

vulnerable against better
fighters.
MID-KICK: another effective

move early on, delivering a kick
to the midriff. This is another
move where your distance from
the red fighter is not that crucial
and the early opponents aren't
fastenough to respond to it. More
skilled men often reply with a fas-
ter attack, resulting in a simulta-
neous knock-down or you being
beaten. Like the forward sweep it
should be used sparingly in later
bouts.

FLYING KICK: this is a specta-
cular, high-scoring and effective
move that brings dividends at all
levels. It can be performed at
some distance from your oppo-
nent and when sucessful gives
many points. It can be blocked,
though, and this may leave you
close in and vulnerable. In this
situation you'll have to be ready
with a quick punch. If your oppo-

nent tries one of these respond

quickly with your own and catch
him with his guard down.

HIGH, JAB, LOW PUNCHES: these
are used close in and are very
effective butleave you wide open
to a counter. If another move has
taken you in close a quick jerk on
the joystick will effect a high or
jab kick. This is useful for advan-
ced combat and can be practiced
on the early fighters by just wal-
king up and letting them have it.
The low punch is executed from
the crouch position, providing a
surprise variant if you've been
using the forward sweep a lot.
After getting in close don't try te
walk or somersault away but in-
stead continue forward and turn
round - it's much safer.

In the he.

Anything y,

ouc
good chan ando be

FORWARD SOMERSAULT, HIGH
BACK-KICK: these two should be
considered together since they
combine to make a very stylish
attack. When you're in mid-kick
range of the enemy, forward
somersault so that you're stand-
ing behind him, then just let him
have a back-kick. This should be
performed as all one move and
when you judge the distances
rightlooks great.

BACKWARD SWEEP: this is an
alternative for use after aforward
somersault and requires you to
belessaccurate than a high back-
kick. It's also much safer because
you are less vulnerable to attack
ROUNDHOUSE: very specta-
cular and a good scorer but re-
quiresveryaccurate positioning.
It can be used both in front of and
behind and opponent but you
have to be in exactly the right
place to catch the side of his head
with your foot. Defensively this is
agood move as well since most of
your body is out of the way of an
attack while performing it.
SHORT JAB KICK: this is a real
beauty for catching the computer
in the middle of a move. Itis very
fast and so if the reflexes are
sharp enough you can whip in a
quick kick, crumpling him in
mid-move.

BACKWARD SOMERSAULT: can
be used to retreat some distance
but later opponents are good at
catching you inmid-flip, crashing
you to the ground

BLOCKS: these can be handy for
stopping an attack but beware
since holding a block can leave
you wide open. It also may take a
crucial split second to drop a
block and move or attack
yourself.

CROUCH: valuable position for
sweeping and low punching from
but watch out for attacks when
yourise from the position. You're
fairly safe (not totally) while
crouched but on the way to a
standing position you're a sitting
duck.
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BEAT BLAGGER

 Blagger from Alligata/Amsoft

features a demo mode which
shows all the screens. G.Upton
from Telford told us how to get
into them. As the screens go by
press A,D,G Jand L keys simulta-
neously followed by enter to start
the game and, hey presto!, you
start on that demo screen. Now
you can play all the screens with-
out completing the others.

G.Upton also sent some words to
type into high score tables. Try
“Dark Star” on the Dark Star

score table from Design Design

‘and "Hugh

ugh'' onthe Sorcerytable.
For Dark Star and Tankbusters
there are several other words

,ftiﬁutgxc@mpt'fesponses sowhy not

if your minds are as weird as

mg&ys at Design Design and
‘experimentalittle.

Starion Codes

Andrew Watts of Wolverhamp-
ton lets us in on the Starion code
words for grid one, zone one and
where to drop them off
BIBLE goesto zone 9
STARION tozone 3
ELECTRICITY tozone 8
RELATIVITY to zone 2
EECtozone 7

DIAMOND to zone 6
RHODESIA to zone 4
TELEGRAM to zone |
ASPIRIN to zone 5

These combine to make
password REDBREAST

the




— THE PSS
DYNAMIC DUO

Roll over for a bumper bonus prize

Mein Gottlieb! | almost tilted when | saw this one. You could've
knocked me down with a flipper etc. etc. I've never seen anything
like it. Not for a while anyway. Imagine — with a little help from PSS
we're awarding 50 copies of not just one, but two, ace games.

The Covenant is a 256-room arcade adventure that features
unusually attractive graphics and tons of tricky puzzles as you try
to stun a host of animals and then repopulate your planet.
Macadam Bumper is the one and only pinball simulation and
construction set available on the Amstrad. It’s a French import, but
none the worse for that. In fact, it's fantastique. If you win a copy
here you'll have a chance to win a real pinball table — PSS are
offering one for the best table design created on the game.

So if you want to get your mitts on those flippers and save a dying
planet, get a load of the questions below. But first read the
reviews, because otherwise you won't have a clue.

1. What do you need to stun animals in The Covenanfe

a. A key

b. An anaesthetic

c. Ahammer

2. How many of each type of animal are there in each section?
a3

b.4

c34

3. How do you earn special bonuses in Macadam Bumper?
a. Score 50000 points

b. Knock down all targets

c.Insert another 10p

4. How many balls does each player get?

a.4

b5

c. Unlimited

Just write the number of the question with the alternative you think
is correct, e.g. 1a, on a postcard or the back of an envelope and
send it to: PSS Competition, Amstrad Action, Valeside, West
Street, Somerton, Somerset TA11 7PS.

The closing date for entries is November 15th.

Stick with the best AMSTRAD ACTION NOVEMBER 1985 97




Android One
17,680 David Li.theﬂand‘ Bolton.

Beach Head

110,951 Ralph Turnel. Newport:
108,400 Bob Wade, gomerton.
103,800 Kevin Davies, Mold.

Blagger
14,3251an Graingerl. Wingate.

Boulderdas

h
6,000 (BR-ZK) Steve Barnes, High Wycombe 3

2,591 (1A- 1F) R.Collinson, Hull.

Brian Jacks Superstal Challenge
1,706 Bob Wade, Somerton:
783 Mark Marnone. Peterborough.

Chiller
6,400 Simon Dean, Rutland.

Chuckie Egg

252,100 Christopher Hardy. Weymouth.
950,300 lan Dunmh Cannock.

104,000 .Shaw, Havant.

Combat Lyn¥
27,400 S.Wardhaugh ; Northallerton-

Confuzion
18,040 John Gigney. Chelmsford.

Defend o Die
2,099 250P A Hyett, Cheltenham:

247,500 Paul Edwards, Stevenage:
109,000 Chris Wales, Wakefield.

Electro Freddy
1,525Lee Gatiss, Margate.
1,110Mark gchofield, Uckfield.

Everyone's aWally
1,570 Antony Critchley. Bracknell.

t Machine
£9.60 Paul Berrecloth‘ Cardiff.
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Fruity Frank
54 090 Robert Shepherd. Sutton-on-Sea.
6,950 Andrew Cleminson, Doncaster.

§,310Ben Leamy. Upminstel.

Ghostbusters

208,400 Gary gutherland, York.
84,100 NeilMacdonald‘ Bromsgrove.
65,300 Mark Burns, Tetford.

Grand Pri¥ Rallyll
32,2001an Ridley. madensands ;

Harrier Attack

505,750 1an Cousins, Winchester.
368,000 gimon West, Northwich.
225,100 Harpal KooneT. Birmingharm.

Hunchback
1,000,000 Kevin McKeown Inr, Armadale.

180,150 Matthew Chester Louth.

JetSet willy
1251tems Harpal Kooner, Birmingham.

Killer Gorilla
131,0001an Dunn, Cannock.
100,800 1an Ridley, Blundensands.

KnightLore
82% (14 charms) Martin Luise, solihull.

Kong Strikes Back
44,900 John Gigney, Chelmsford.

Laserwarp
36,500] onathan Newcombe, st.Albans.

Oh Murmmy
3,260 Frank Pperkins, North Leeds.
920 SanjeeV Patel, Loughborough‘

On the Run
0,000 Ranjit Singh, Queen's Park.

jarnarama
99% P.Wilson, Dunfermhne.
92% Mat BrowI. Exeter.
92% Michael Ross, geaford.

Raid
299,250 Bob Wade, Somerton.

Red Arrows
65,416 o Glendenning. Darlington.

Rocky Horror Show
12 pieces Jason Bloomfield, Tpswich.

9 pieces Amanda Grieve, HoughtonRegis,

Roland in Space
34 pieces Jason Bloomfield, Ipswich.

Roland in Time
g6 crystals Matthew Paine. Wymondnar

Roland onthe Ropes

75,900 Brad Howarth, Bristol.
72,000 Michael Toone: Derby.
58,200 Richard Swan. Margate.

Sorcery

97,949 Ralph Turner, Newport.
97,000 Simon Dean, Rutland.

96,400 Antony Critchley, pracknell.

3D Starstrike
1,650 ,300 Mark Burns, Tetford.

1,500,0001an Dunn, Cannock.
1,424,080 Robert snepherd, Sutton-on-S5ea:

ell
260,325 Amanda Grieve, Houghton Regis.
45,340 Lee Gatiss, Margate.

The Way of the Explodind Fist

662,300 (10th pan)G.D ‘Holloway. Brockle
510,160 (oth Dan)Mat Brown, Exeter.
220,000 (Tth Dan) Mark Mamone,
Peterborough.

a WHeEREs MY
~NAME
Hen?



How you can
take part

If you're unimpressed by some of
these scores, don't just sit there —
send us yours.

If you are impressed by
some of them, why notgetto work
on bettering them? All it takes is
practice.

If you're so impressed by a
score you think it's impossible,
you can actually challenge it
using the relevant section of the
form below. We've introduced
this feature, unique among high
score pages, to try to keep a
check on the very tiny minority of
players who don’t mind exager-
rating just to see their name in
print.

Allseriouschallengeswe re-
ceive we will print, shifting the
onus of proof back onto the per-
son who originally claimed the
score. Could lead to a few lively
debates, but it’s all good fun, isn't
it.

To qualify for printing, a
challenger must give a clear re-
ason why he thinks a score is im-
possible—and don’tforget, a suc-
cessful challenge will bring you
just as much prestige as being
champion scorer on a game.
Police this page!

THE ALL IN-ONE ACTION ENTRY FORM

Fill in as much of the form IMPQRTANT i 4 :
as you wish. Then cut out Don't forget to fill in this bit!

the ENTIRE form (even if Name
you've only filled in parts of  Age
1t) and post it to: Amstrad

1

Action, Valeside, West PIE
Street, Somerton, Somerset
TAll 7PS. Telephone number

High-score challenge
I hereby challenge the following high scores printed in Amstrad Action:

GAME SCORE

—

I think the score(s) impossible because:

High-score entry
I would like to register my high-scores in the following Amstrad games:
GAME SCORE TIME TAKEN

d I promise these are genuine scores achieved without using cheat methods.
Signed




COMPLETE
CONMMUNICATIONS

PACKAGE!

£129.95

All you need to hook into the exciting new Amstrad database

So...you want to get your Amstrad on-line?
Here'sa brilliant way of doing it. We're offer-
ing Amstrad Action readers an exciting com-
munications package which contains every-
thing you need to link up Arnold to the out-
side world.

It consists of:

» The Skywave Software multi-port inter-
face — our reviewers concluded it was the
most powerful telecommunications interface
available for the machine.

» A Datatech VX 540 (Thorn-EMI) Modem
2000 - connects your machine to the tele-
phone systemallowing you toaccess massive
databases such as Prestel which includes a
new section specially for Amstrad owners.

» All connecting leads and documentation.
P A £10 voucher for your first quarter’s sub-
scription to Prestel micro-computing. (All
youneed pay is the £6.50 fee for general Pre-
stel use.)

This package is especially suitable for
anyone wanting to hook up to the new
Amstrad database being launched on Prestel
micro-computing by Viewfax and Micronet.

The Skywave interface is currently the ONLY
one approved for use with this database and
capable of down-loading the free software on
offer. Bought separately the interface costs
£99.95, so it's definitely worth buying it as
part of a package. (The modem and other
items bought separately would cost at least
another £60).

In addition to accessing Prestel, you can
use the modem to communicate with the
growing number of private bulletin boards
which operate on 1200/75 baud. This is fast
becoming the national standard. However
some smaller bulletin boards still work on
300 baud, and you should note that the
modem in our package is not able to access
these. It is however a British Telecom appro-
ved modem which has proved reliable and
easy to use. It is NOT an acoustic modem - it
plugs directly into a standard BT phone
socket, and contains a similar socket into
which you plug your telephone for dialling
through to the database of your choice. This
arrangement ensures more reliable transfer
of data than an acoustic modem which simply

Communications Package offer form

Yes please, Iwould like to order the complete communications package as outlined on this page.

My computer is (please circle one): CPC-464 CPC-664 CPC-6128

Ienclose a cheque for £129.95 made payable to Future Publishing.

Game chart voting form

listens to the noise coming out of your tele-
phone ear-piece.

The package will be sent to you direct
from Exeter-based Modem House, one of the
country’s largest suppliers of modems.
Meanwhile if you wantto geton with applying
for a subscription to Prestel microcomputing
so that you can get on-line as soon as your
modem arrives, why not send for an applic-
ation form from: Micronet 800, Durrant
House, 8 Herbal Hill, London EC1R 5SE].

And if your modem arrives before
you've joined Prestel you could always try
dialling some of the following free 1200/75
bulletin board numbers: 0224-641585, 0734-
786568, 01-863-0198, 01-341-7840, 01-609-
3931, 0626-890014, 0493-781334, 0268-778953
0272-421196, 0602-289783, 0277-228867,
0936-77025, 0224-641066, 061-736-8449, 01-
941-42885, 01-346-7150, 01-740-5017, 01-888-
8894, 01-679-6183, 0492-49194, 01-631-30786,
01-606-4194, 0392-53116, 0734-78568, 0268-
22171,

Only one question remains — can you re-
sist the lure of the hacking bug?
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Vomhavebeennoodmgmg“m&

qmumdsenmmem‘wm :

no surpr-
keatan Thetoptwome.“ew(+J

“and The Way of the Exploding Fist, the two -

 monster selle
| g nonﬁw&mﬂzad.wayaheadd
We lumped the two versions cery
of Sor
::gemex because one is just an extension of
mPo!he: Thechutwﬁicomeasnosuzpm
aula Byrne of Melbourne House who told
 us that Fist was the *‘best selling game on the
_a:n.ma:d ever'’ surpassing even Sorcery.
mmw rolled in at numbers three and
four with their blockbusters and the classic

i,DnanakmmGargoyla :
atmb‘ -
 After that there wasn't mwm,: -
&hm , as you can see from the percentage of
W""“W’“&Wm&hqﬂ buta)lthehg g
are there and from your enthusiastic

reaction to them likely to remainso.

My feeling is there will be amwm .

games out to capture the chwﬁm” how ’M'Pmntm;
 real’workout

one next month and plenty of
threatening to score well. Om%

and as you can see from this month's reviews

itshould be a bumper Chri et

Amstrad games software.

The serious loﬂmcfthhtda nm .

GAMES TOP 20

{.Soxrcery/Sorcery + 18.Fruity Frank
] Virgin/ |Amsoft (14.8%) Kuma (1.2%)

| 2. The Way of the Exploding Fist 19.Chuckie Egg
A&F (1.2%)

Melbourne House (14.1%)

3. Knight Lore

Ultimate (7.8%)

20.Football Manager

Addictive Games (1.1%)

4.Alien 8
Ultimate (5.3%)

5. Dun parach
Gargcylemo o)

6. Boulder Dash
M\nursofl (2.5%)

1. I'rank Bruno’s Boxing
Elite (2.4%)

8. Beacl\-llead
Us Gold (2.4%)

9. Daley Thompson’s Decathlon

Ocean (2.1%)

10.Stario:
Melbourne chse (2.0%

11.JetSet wWilly

Software Projects (2.0%)

12.park Star
DesanDesxgn(l 6%)

13.3D Star Stﬂke

Realtime (1.5%

14.Fighter Pilot
Digital [megranon(l B5%)

15.Nonterraqueous
Mas\erlremc(l 5%)

16.Everyone’sa Wwally

Mikro-Gen (1. 3%)

17. CQdenameM

TOP 10

1. Mini Office
Database (21 2%)

2. Taswordfﬂmsword
Tasmanmmsofl (14.6%)

3.Screen Designer
Amsoft (14 2%)

4. Masterfile
Campbell Software (5.3%)

5. Transmat
Pride Utilities (4.6%)

6. Maxam
Arnor (3.8% o)

7.HiSoftC
Hisoft (3.5%)

8. Artwork

Kuma (3.0%)

9. Easnﬁmsword

Amsoft(2.8%)

10.Elec

Electric Studio (1.8%)

Amsoitthcrumega{l .3%)

| R,
SERIOUS SOFTWARE

tric Studio LightPen

"t m response to both charts shows
m&‘“ﬁwmmw:
Wmm
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THE HEWSON
TWOSOME

All aboard! All aboard! The competition now standing at
Platform 1 is the Southern Belle and Dragontorc, due to
bring 50 ticket-holders copies of both these terrific AA
Raves.

Dragontorc stars Maroc the Mage in his search for the
five crowns of Britain. Magic, skulduggery and astral
projection make it a pretty heady brew. Southern Belle
simulates the journey of a steam train from London to
Brighton. You've got to do everything from blowing the
whistle to shovelling coal, but you miss out on the soot.
To be in with a chance of winning these games, cast a
beady eye or two over reviews and then peruse the
questions below. Unless you're dimmer than me you
should be able to get at least a couple of them right. For
each question there is only one correct answer, so just
write the number of the question with the letter of the
alternative you think is right e.g. la.

1. Who carries out tasks for Maroc?
a.Servants

b.Elves

c. The butler

2. What does Maroc fly down,
Pole Position-style?
a.Leylines
b. Corridors
c. Brands Hatch

4 r>

3. Where does the Southern Belle 5 O pCIiI'S OF Southe n
begin and end its run?

a. London and Bristol Belle and Drc:gon'rorc '-

b. London and Brighton :
c. London and New Orleans '/ must be won

4, Whatis the record run time?
1. 48 mins. and 41 secs.

b. 50 mins. and 30 secs.
c.2mins and 18 secs.

5. What happens if you don’t
use the blower in a tunnel?
a. Derailment

b. Blowback from firebox

c. You run out of sandwiches

3
>
Send your answers on a postcard or the back of a letter
only to: Dragontorc Competition, Amstrad Action,
Valeside, West Street, Somerton, Somerset TAll 7PS.
The closing date for your first class entries is November
15th.
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the first choice

A rapidly expanding range of
. Entertainments and Application
- Software for the Amstrad CPC 46
. micro-computer featuring:

,,,,,

Draw pictures using sophisticated circle,
ellipse, line and box drawing facilities with
~ full use of all available screen modes and

~ colours. This superb graphics program
includes Fast Colour Fill, complete Screen

Scroll (all directions) and the ability to save N )
| andload completed pictures to tape and disc. O e

Other titles include:
éé/

rn
lorc

SHADOW, |
OF THE
BEAR 3

ARGO NAVIS

- Star Avenger, Galaxia,
Fruity Frank,

- Zen Assembler, Music
Maestro, Rock Raid,

Visitors wishing to call
at our Pangbourne Manufacturing
_ and Distribution Centre are advised to

=phone 07357-4335 first for an early appointment.

g

North Sea Bullion, ’;; ) s MR AONM SAN NEDN WENN DRAN WREY BEE NG
\ K C ters Ltd., Unit 12, H hoe Park,
; Sto‘:k. ContIOI’ ? (e I:I::'::as::‘ap;o:d’. Pangb::lrne, B::I:: ;(;Be 1:\:!
Dataﬁ‘e ll- g s Please send full catalogue on Amstrad CPC464 I
] products.
’ Books: g N e S i A Lo b S S Db s I
b B s B s R T e e
" » THE AMSTRAD CPC 464 EXPLORED e, |
.................................................. ONBGL s
by John Braga 1
| own an Amstrad CPC 464 computer [ ] I

* ZEN AND THE AMSTRAD CPC 464 Trade Enquiries Phone 07357-4335 '\X\‘

by Ian R. Sinclair SN EEN DEE EEE EEN BN BN BN




1 OK, so you're not into special offers. Seen it all before. And besides, it's so
15l much effort getting out that cheque book.

Fair enough, don't read any further and you won't ever know what you
missed. | mean it's only a couple of free Ocean and Imagine games we're
talking about here. A mere £17.90 worth of state-of-the-art software for
| nothing. Not worth a second look.

Well, just in case you are a teensy-weensy bit interested let me tell you
some you some more. The thing is, we want you to subscribe to this
magazine. It makes for a more permanent relationship. We don't lose sight
of you just because some bone-headed newsagent didn't order enough
stock one month. And you don't have to go trudging the streets in search of
a copy, it just plops gently onto your doormat.

Very nice, of course, but wouldn't it be even nicer if you could also have
a parcel plop onto the doormat containing two Ocean/Imagine games of
your choice? A quick glance round this page should show you just how nice
that would in fact be. Pretty nifty software, eh?

Well, that's exactly what will happen if you take out a 12-month
subscription to Amstrad Action — two games of your choice, selected from
the range on this page, will be sent to you completely free. Isn't it
am-m-mazing?? They're actually worth more than the subscription!!

The kind-hearted (chainsaw-weilding) bosses who run this magazine
swear blind to me that there's absolutely no catch. Just send us the
completed form on this page together with your subscription fee of £15.50
(includes postage and packing) and we'll rush the games to you
straightaway and make sure you receive, hot off the press, the next 12
issues of the most exciting, it says here, publication in the known universe.

e TA Iy

Don’t miss the Action'
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Your choice of software worth, gasp!, £17.90'w1h¢n i
you subscribe to Amstrad Action Bl o
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AMSTRAD ACTION SUBSCRIPTION FORM

; Yes, I guess this is one special offer I can't afford to pass over. Please rush me the two games I've
S&f}; it but thjg Yankee circled below. And put me down for a 12-month subscription to the magazine.
T an excellent cop,.

- Thate o

7o e) -t SRR SRR SRR R AT i Sl S S e TR e e s 0 R
The games | want are (circle TWO): Hypersports; World Series Baseball; Matchday; Hunchback
2, Kong Strikes Back; DT's Decathlon

I enclose a cheque or postal order for £15.50 made out to Future Publishing.

i Post this form to Subscription Offer, Amstrad Action, Valeside, West Street, Somerton, Somerset TAll TPS




» AMX Mouse

We dissect the plug-in rodent that makes your Amstrad think it's
Picasso. Worried about windows?Ignorant of icons? Don't worry
all will be revealed in this December Special.

» Machine Code

Can'tcrack the Code?Finding ittricky to upgrade from Basic? Our
bumper book review sorts out which text is best for the Machine
Code beginner.

» Mega-map _
A top-secret operation is taking place in the Maps and Special Ops
room of AA. Yes, they're mapping cuta monster game. What is it?

You'll have to buy the mag to find out...

» Cheat Mode

Mini-maps, tips and pokes to get your gameplay boldly going
where it'snever gone before.

» Xmas is coming

What do you give the computer that's got almost everything? We
ask the CPCs themselves what they'd like to see in their Christmas
stockings this Yuletide.

P Action Test

The snappiest reviews of the snappiest software. There are some

real corkers coming up, so leave a couple of days free to read
Amstrad Action's guide to the good.

PLUS

» ReAction - your rightof reply.

» Adventures— The Pilgrim looksat Adrian Mol
p Mail Order — get your games on the cheap.

» Amscene - hotnews

p Serious Software - we weighup the heavy stu

» Listing - our first type-in prog.

Available from

\
Thursday November Zth!!

ADVERTISERS’ INDEX

Activision 66, 91
Alligata 57
Anirog 44
Artic72

Bubble Bus 35
Campbell 86
Cascade 35
Durell 56
Electric Studios 31
Firebird 45, 106
Gargoyle 51
Good Byte 80

Hisoft

Gremlin 63

Honeysoft 80

Interlock 86

Imagine 2

Kuma 43

Load ‘n’ Run 86
Llamasoft 80
Melbourne House 58
Micronet 6
Microsimplex 26
Midland Computers 80

Mikrogen 94
Mirrorsoft 15
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Sapphire29

Shekana 80

S]B Disks 35

Software Supplies 77
Ultimate 30

US Gold 4

Vortex 36
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T TO STUD,

READY TO RUN.

NEW SUPER SILVER FOR AMSTRAAD
301 CYLU 306 CHIMERA

302 DON'T PANIC 310 WILLOW PATTERN
303 BOOTY 313 THUNDERBIRDS

MAIL ORDER

Please state name of game, code number and quantity required. Enclose crossed

cheque/PO made payable to FIREBIRD SOFTWARE. All offers are subject to avail-

ability. Orders are despatched promptly. All prices inclusive of VAT and postage.
MAIL ORDER: *FREEPOST FIREBIRD,

WELLINGTON HOUSE,

UPPER ST. MARTIN'S LANE,

LONDON WC2H 9BR.

*No stamps required

WARE. WELLI HOUSE, UPPER ST. M. ANE, LONDON WC2H 90L. TEL: 01-379 6755/5626
1 the Firebird logo lemarks of British. T d 1S pic



A FORMIDABLE FOURSOME
BIG NAMES TO CHALLENGE

ONLY THE BEST

Ocean Software is available from selected branc

hes of: (#25) WHSMITH "4ZIIT=T" WOOLWORTH LASKYS Rumbelows Greens
)

Spectrum Shops and all good software dealers. Trade enquiries welcome.
Ocean Software Limited + Ocean House - 6 Central Street - Manchester - M2 5SNS - Telephone 061 832 6633 - Telex 669977 Oceans G
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