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On DISK too!
Simple type-in listing inside
shows you how.

THE COVENANT

PSS’s stunning 256-screen arcade-
adventure.

» Huge playing area

P Beautiful, detailed graphics
» Numerous puzzles

P Shooting, dodging, leaping
» An AA Rave

RO EEEARINE R 26~ 7 N FROM FUTRE PUBLTS

1. GET DEXTER Y8l

2. SWORDS AND SORCERY

3. DOOMSDAY BLUES

4. BATTLE OF BRITAIN

Full
details
p16!

Typeins — great graphics in/this month’s listings. Reviews — Frankie, Get
Dexter, Batman, Doomsday [Blues. Serious Software — Scratchpad Plus,
Disc Demon. Special — Part @ne of our teach-yourself programming series.
Also featuring competitions, letters, great offers and a whole lot more.
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SPECTRUM 48K |nteroctive bubble speech adds to the AMST
T/ ) §  dromaof this truelife detective movie '
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= w2 Don't miss this picture - it speaks foritself!

S P E C T R U M 4 8 K Imagine Software (1984 Limited « 6 Central Streets Mancheste s M2 SNSe Tel 061 834 3939«lelex 669977

Imagine Software is available from: @ CWHSMITH "I, WOOLWORTH . LASKYS, Rumbelows. Greens., Spectrum Shops and all good dealers.
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THE LINE-UP

AMSTRAD ACTION MAY 1986

COVER GIFT SPECIA

48 Batman. The Caped Crusader is here! And he really
is something special. This is a Zap!*t, Crash!%$, Pow + ?*! game if
ever there was one - beautiful graphics, huge playing area and
puzzles worthy of The Riddler himself.

50 Thing on a Spring. One of the cutest
chartacters in micro-computing boings around in one of the sprin-
giest games we've ever seen.

52 !'airlight. Isvar's made it to the Amstrad at last. Can
you help him find and eliminate the Wizard?

60 Tomahawk. Digital Integration’s helicopter com-
bat flight-simulator is based on the fiersome Apache ‘copter. But it's
a whole lot cheaper — and just as much fun.

66 Frankie. Wwelcome to the pleasure-dome, mundan-
ities. Why not try to become a real person with this stylish game?

66 Doomsday Blues. A grim scenario in this
French arcade adventure - but cool graphics and some mean
gameplay.

MAY SPECIALS

45 Start to program! The first in a series of
articles by Andrew Wilton which will take the absolute beginner
through the tangles of BASIC.

74 Level 9. we've been all the way to Weston to see
Level 9 — the people who write your favourite adventures.

112 Cover cassette corker! &
STAGGERING £3 reduction if you buy one of the PSS games on our
cover cassette. An AMAZING 5£ off if you go for two, and even
BIGGER cuts when you get more. Don’t be a mug - smash the piggy
bank now!

100 Rasputin. Last month's Mastergame mapped out —
in good ‘ol AmstradActionColor.

ICY OFFERS

40 Batman & Frankie. Forget Batman and
Robin - this is the dynamic duo you should be thinking of. Ocean
are awarding 25 pairs of these AA Raves to the readers who can
answer some tough questions.

90 Disk offer. Atlast-in conjunction with Ambyte
we're offering you the chance to get all your favourite software on
disk at knockout prices. Don’t miss out on this mind-boggling offer!

113 Modem package. £3250 OFF the Pace
Nightingale modem with Commstar software and interface.

8 Ed-Lines. Featuring a very special and poignant
message from the editor.

10 ReAction. Featuring some very special and poign-
ant messages from you.

18 Amscene. Al the news, including a report on Fat
Joyce.

20 Serious Software. Laser Compiler, Scratch-
pad Plus, The Animator, Disc Demon - all reviewed. And reports on
some of the latest books for Arnold.

47 Action Test. Phew! Whatalota scorchers! The usual
meticulous reviews of the latest and hottest games.

12 Voice of the People. Where you get your

say on the games we've reviewed.

78 Adventures. The Pilgrim bounces back with ano-
ther potent brew.

85 l’lig‘l‘l Score. what you're up against in the tough
old world of mega-scores.

92 'I'vpe-ins. Three groovy colour-switching graphics
progs to tap in.

95 Cheat Mode. Who Dares Wins IT - how to win if
you've only been able to dare so far. Plus tips and pokes on a host of
games.

104 Hot Stuff. Al those very special offers.

108 Charts. Wwhat your favourite programs are.

109 Forms. Fill ‘eminand send ‘em off,




The most amazing arcade adventure to be
released for the Amstrad is NOW available
for the Spectrum.

Amstrad Action Review — A.A. Rave
Graphics 94% Sonics 75% Grab Factor 85%
Staying Power 89% AA Rating 87%

Amstrad £9.99 Cassette. £13.99 Disk
Spectrum 48K £8.99

b

LDON BOND”

- COOPERMAN, BLUNDERWOMAN, BOND
Under strict and confidential orders from P, who
has been re-named B, to confuse the KGB, Bond
has been assigned to rescue Russ who is being held
captive by a rival comedy act, in the dungeons of
the television studio.

Traps, puzzles, jokes, fight sequences and
famous characters are combined to produce a
funny and slightly hilarious arcade adventure.

Featuring Russ Abbots New Single
“LETS GO TO THE DISCO”’

Available for the Commodore 64 £9.99 cassette
and Amstrad 464/664/6128. £13.99 disk
Soon available for the Spectrum & Amstrad




OFFICIAL LICENCE
FROM NICHIBUTSU

AN ACTUAL
MOON CRESTA
ARCADE
MACHINE
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SPACE WAR

AMSTRAD
DISC £12.95 CASSETTE £7.95

INCENTIVE
54 London Street, ReadingRG14SQ
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AMSTRAD 464/664/6128
£8.95 Cassette
£14.95 AMSTRAD 3” DISK

ENGUSH SOFTWARE.

“i'North Parade, Parsonage Gardens, Manchester M60 1BX.
et Lt el 0618851358 ¢ S

L

e

stributed by U.S. Gold 021-359 8881




FOR YOUR CPC 464 §

51 2 AVAILABLE NOW

AFTER A SUCCESSFUL LAUNCH AND SELL OUT AT THE AMSTRAD
SHOW IN JANUARY, HUGE NEW STOCKS HAVE NOW ARRIVED
FROM WEST GERMANY, CHECK THESE FEATURES:

e o LR o R s ot . i 5

EASY INTERNAL “PLUG IN" INSTALLATION.....NO SOLDERING REQUIRED.

INTELLIGENT ROM SOF TWARE ENSURES MAXIMUM PERFORMANCE.

UNDER BASIC YOU HAVE UP TO 288K PROGRAM SPACE AND 256K DATA SPACE.

448K FOR USE AS SUPERFAST RAM DISC!

32K PRINTER BUFFER BUILT IN. NOW YOU MAY TYPE AND PRINT AT THE

SAME TIME.

* SUPERFAST ROM RESIDENT Z80 MONITOR MAY BE CALLED FROM BASIC ALLOWING UNLIMITED ACCESS TO THE HEART OF

YOUR CPC FOR TRACING, LISTING, DUMPING, ASSEMBLING AND SETTING BREAKPOINTS ETC. IN MACHINE CODE v
BUILT IN BASIC GRAPHIC COMMAND SUBSET TO SATISFY THE WISHES OF ANY CRT ARTIST !

* ok ok kK

*

o * FULLY COMPATIBLE WITH AMSTRAD 3" DISC DRIVES OR 5.25” DISC STATIONS FROM SCREENS !
g * GIVES YOU 60K MAIN MEMORY UNDER CP/M UPON WHICH MOST STANDARD PROGRAMS WILL RUN.
b SUPPLIED WITH 6 MONTHS NO QUIBBLE GUARANTEE, ENGLISH MANUAL PLUS FREE

SERVICE PASS ENABLING REGISTERED USERS FREE ACCESS TO SOFTWARE UPGRADES AS THEY ARE RELEASED.

ALSO AVAILABLE IN 64K, 128, 256 AND 320K RAM SIZES. ALL RAM CARDS ARE FULLY UPGRADABLE TO 512K

st ke a st

‘STAND ALONE' POWERFUL FLOPPY DISC STATION BUILT TO THE
Q& HIGHEST STANDARDS IN WEST GERMANY AND NOW AVAILABLE
IN THE U.K.

* USES DUAL BASF 6138 5.25 SLIMLINE DRIVES OF MOST MODERN TECHNOLOGY
F LOPPY DISC MASSIVE 1.4MB FORMATTED CAPACITY
g * FLOPPY DISC CONTROLLER OF NEWEST GENERATION DESIGN INCORPORATING

Station For CPC 464 “V.DOS” OPERATING SYSTEM
Owners! NO HARD OR SOFTWARE CHANGES BY USER NECESSARY
SUPPLIED WITH EXTENSIVE ENGLISH MANUAL AND NO QUIBBLE GUARANTEE

ONL Y£399 , * CPM IS A REGISTERED TRADEMARK OF DIGITAL RESEARCH
-

-

SUPPLIED WITH *CPM 2.2 OPERATING SYSTEM WITH MANY USEFUL UTILITIES

* %k % ¥

COMPATIBLE WITH 3 DISC DRIVE. TRANSFER FROM 1 TO 3" FORMAT WITHOUT PROBLEM

cPC PCW

s128) PERSONAL ASSISTANT [s256

A COMPLETE INTEGRATED SOFTWARE PACKAGE FOR THE AMSTRAD

* WORDMATE - A Word Processor with excellent functions! Word Wrap.
Justification, Text Manipulation, Centering, Scrolling Etc.
With Full “ ON-SCREEN"' Editing. Integrates fully with
DATAMATE and MAILMATE.

* DATAMATE - Versatile Database with full screen configuration,
Multiple Pages, Multiple Fieldlines, Help Page, 5 Search
Methods, Sort, Update. Plus much More !

* MAILMATE - Build your own Mailing System. Create letters with
WORDMATE, and MAILMATE will automatically print
a personally addressed letter to your clients.

# APPOINTMATE - Fully Computerised appointments system allowing you
to Book, Search, Cancel, Amend appointments Quickly
and Simply.

* BILLMATE - Create Invoices, Calculate VAT, Discounts etc
Prints Invoices onto plain paper with almost any Dot
Matrix Printer.

*# BANKMATE - Handles your Bank Account / Credit Card Account in
much the same way as your bank does. Prints Statements
and displays balance at any time.

Bl

From the tree of light by the river of signs
Your journey begins before sunrise
You weave your way o'er rivers and lands
Thru' the castle of ants and the bridge of strands
To the platform of air and the chains of woe
And the ladder of night where no-one dare go.

e
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ALL76 MODULES
ON ONE DISC AT

ZANIA FOR THE AMSTRAD CPC 464, CPC 664 & CPC 61 28
IS THE ULTIMATE 100% MACHINE CODE EPIC ADVENTURE. AMAZINGLY Low PRICE
ALL ACTION IN FULL ROLLING GRAPHICS WITH KEYBOARD COMING SOON !

abevmbael” i SPELLMATE, SPREADMATE &
HOURS OF FUN FOR ALL AGE GROUPS ACCOUNTMA TE

AVAILABLE ON DISC ONLY

CPC 6128 AND PCW 8256 TO MEET THE NEEDS OF MOST SMALL BUSINESSES.

Or DIRECT POST & PACKING FREE FROM:
AVAILABLE AT GOOD COMPUTER STORES  Siervime nssmene: . sa574 20000

Telex: 923574 ALACOL-G

|




EDITOR

Peter Connor

Dear Readers,

Goodbye. That may seem an odd way to start a letter, but the
thing is, you see, I'm leaving. Fresh fields and pastures new
beckon me, so Amstrad Action and Pete Connor must tear
themselves apart.

Well, it wasn't an easy decision to go. I've grown very
attached to the mag since it began way back in September of
1985. I've left my mark all over it in the form of misprints, errors
etc. But the time has come to return to civilization, after a couple
of weeks drying out the cider on a health farm.

AR, though, will be left in very good hands. Publisher Chris
Anderson will revert to his previous incarnation of journalist to
look after the next issue. After that the mag will be edited by
Matt Nicholson, formerly editor of What HiFi and What Micro.
For more details of Matt, see the next page.

If you've noticed what was on the cover - and if you
haven’t, see an optician — then you'll realise that this has been an
exciting issue to go out on. The cover cassette is a real bobby
dazzler. Not just a whole free game, but demos of some of the
most exciting software around - including this month's Master-
game. | think the rest of the issue matches up to the cover.

So, once again, I bid you farewell. | hope you've all had as
much pleasure from reading Amstrad Action as I've had editing
it. And stick with it — it’s getting better all the time.

SOFTWARE EDITOR

Bob Wade

TECHNICAL EDITOR

Andrew Wilton

ART EDITOR

Trevor Gilham

ASSISTANT ART EDITORS

George Murphy
Jane Toft

PUBLISHER
Chris Anderson
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Amersfoort Tek033-630187 Dutch
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& 0458-74011

(This is the address for all
editorial matters and for sub-
scriptions, but not for
advertising)

Hi-score chalienge

Now that you all have copies of
The Covenant we expect to see
a massive battle ensue for the
title of Nationwide Covenant
High Score Champion. Check
out the Hi Score pages in this
issue for the current champ. Go
on, knock him off the top!

YU COULD CAMMISSION
Z@ASONARLY- PRI >
AHSDF"TE%‘ILES... ?

You cooLD..

FIRST THING Tg DO
FOR THE 85172...

IS FUND A REPLACEMENT




Incoming Ed

AA’'s new editor is to be Matt
Nicholson, who should be join-
ing in a couple of issues’ time.
Matt, 32, has lately been editor
of the magazine

What Micro?. His answer to that
publication’s title seems to be
Amstrad - the 6128 was What
Micro’s machine of the year,
1985.

Previously, Matt was editor
of What Hi-Fi?. 1 don't know
what make his is, but I'm sure
it's not an Amstrad — he reckons
it's worth getting on for two
grand.

Matt’s married and has a
two-year-old daughter, Jemma.
He expects to live in Bristol and
commute to AA GHQ by car.

Your new leader = Matt Nicholson.

CASSETTE LOADING NIGGLES

The duplication company re-
sponsible for the job of running
off some 50,000 cassettes for this
month's super-duper cover gift
(one of the biggest releases
EVER on the Amstrad, incident-
ally) has been talking to us
about the problems some
Arnold owners experience
leading cassettes.

Apparently the tape deck
built into the 464 isn’t quite as
solid and reliable piece of
equipment as one might wish.
What can happen is that the
playback head (the part that
moves forward when you press
‘Play’ to read the information on
the tape) can drift fractionally
out of line so that it isn't per-
fectly lined up with the recor-
ded track on the tape. This
shouldn’t happen, but if it does
it may result in the dreaded
Read errors, especially on
programs that are recorded at a
fast speed - on our tape The
Covenant is recorded at slow
speed, but in order to keep the
tape to a reasonable length, the
four demos are recorded at the
fast rate.

If you do get problems,
either with our tape or others
that you buy, there are two
things you can do. Firstly you
can clean both the tape-head
itself and, more importantly, the
pinch rollers that feed the tape
onto it. Just use a clean cloth
with a dab of methylated spirits.
You will get better access to the
head by pressing Play.

Secondly, if you have a
small ‘Philips’ screwdriver you
can adjust the position of the
tape-head itself. Just in front of
the Play button is a small hole,
and when Play is pressed an
adjustable screw moves into
line with the hole. By turning
this up to a half turn in either
direction you may well succeed

in bringing the tape-head more
perfectly in line. Try a series of
SMALL  adjustments in one
direction, and if that doesn’t
work try the other direction. If
you make the adjustment when
a program is running and have
the volume control turned up
full, you may even be able to
hear the sound become louder
and crisper. This process is
called adjusting the ‘azimuth’
and it is possible to buy kits for
about £10 which allow you to set
it precisely to the industry
standard.

T
¢

AA ACCOUNTANT

ANOTHER. FREE TAPE ?

a¥ 3 .,
+ WHIMPEZ 2
L0 . D

Making small adjustments
to the azimuth screw will not
invalidate your guarantee — we
find we have to do it all the time
to get various programs to load.
But all the same you should take
care lest you actually move the
head OUT of position. Don’t try
it unless you're confident you
can adjust it back to its original
position. You should also be
careful to avoid pressing Stop
while you have the screwdriver
in position. Your local friendly
dealer should be able to make
the adjustment for you for a
nominal charge - and if you
regularly get loading problems
it’s probably worth having this
done, rather than constantly re-
turning tapes.

Competition winners
Entries for the competitions
flooded in again last month,
although the questions did seem
to be a little tougher than usual.
We received loads of side-
splitting entries to the Contrap-
tion Caption Competition and
whittling out fifty winners was
not an easy task. Even tougher
was choosing the five best en-
tries in part two of the Who
Dares Wins competition in
which readers had to think up
an appropriate name for a new
computer language. The five
who sent in the best suggestions
will each get a copy of Alligata's
new game Meltdown. The other
two comps were pretty straight
forward and entries for these
were overwhelming, but like
the others the winners will all
be getting a pretty amazing
prize.

RUN FOR GOLD

Andrew Coote, Halifax; D Car-
ter, Witney, Oxon; Stuart Har-
vey, N. Humberside; Nicholas
Fairfield, Hull; Philip Woolford,
W. Yorks; Thomas Mitchell,
Dundee; Michael Longman,
Leicester; T Atkinson, Isle of
Wight; Master M Tyson, S.
Anston;  Christopher Ryan,
Folkestone, Kent; Mr D Hewlett,
Woking; Andrew Taylor,
Herthfred, E Sussex; Jane Gubb,
Bristol; Gary Milner, Tyne and
Wear; Lindsay Steel, Cumbria;
T Forrest, Poole; N A Holland,
East Huntspill, Somerset; Joh-
nathan Humphreys, Westgate-
on-Sea, Kent; Paul

Barrow, Tyne and Wear;
Andrew Heuze, Manchester;
Ben Leadbetter, Blandford, Dor-
set; David Swallow, Grantham,
Lincs; K Johnson, Coventry; P |
Bertram, N. Ireland; George
Stephen, London N15.

Hardsoft?

A very funny press release
came in to the office a couple of
weeks ago from a new company
claiming to be called Hardsoft. It
gave details of their new re-
leases - Seal Cull, Aids Alert,

Motorway Maniac. As you can

imagine, they were all in the
worst possible taste. And far too
disgusting to repeat in what is,
after all, a family magazine.
‘Spoof’, everyone shouted,
especially on seeing that they
were due for realease in ‘the
first week of April'. but also
included were genuine, and
horrifying, screen shots of the
games. If someone had gone to
the trouble of actually pro-
gramming something, it
couldn’t just mean that...could

CONTRAPTION.

Brendan West, Bolton; Christo-
pher Smith, Watford; Ashley
Cotter-Cairns, Hemel Hemp-
stead; Mr T Cooney, Berwick-
on-Tweed; Mr L Walker, Liver-
pool; Toby Kayes, Camberley;

Simon Roper, Stourbridge;
James Ailsby, Alford, Lings;
Mark Tyson, S. Anston; Karl
Whitelam, S. Humberside;

David Hall, Manchester; Dean
Hughes, Stoke-on-Trent; Craig
Headford, Bristol; Kevin Nixon,
Rotherham; Stephen Liddle,
Radlett, Herts; T Forrest, Poole;
Anthony Richards, Swansea;
Sally Christie, Carlisle; D Ram-
denee, Grays, Essex; Daryl
Ward, Wigston, Leics; Paul
Murphy, London N19; Mr | Hen-
derson, Bristol; Mr Stan Fowell,
Dagenham; P G Worrall, Ayr;
Lee Townsend, London, N1; Mr
R Oswald, Birmingham; S Har-
rison, Basingstoke; Robin Nor-
man, Kings Lynn, Norfolk; R |
Allibone, Worthing;  Philip
Wood, West Horsley; Martin
Pralt, London Colney, Herts;
Ralph Turner, Newport; R G
Messenger, Abernethy, Perth;
Nicholas Purser, Harrogate;
Paul Barrow, Tyne And Wear;
Mr D Hewlett, Woking; David
Rateliffe, Surbiton, Surrey; Ben
Leadbetter, Blandford; lan
Thompson, Stanley, Co Durham;
Michael Bird, West Bromwich;
Michael Welsh, York; Nick
Hughes, Louth, Lincs; A Waite,
London SE23; Chad Griffin, Bir-
mingham; Martin Appleton,
Doncaster; P Thorp, Hudders-
field; William Leung, Oldbury,
West Mids; Mr S | Lee, Hunt-
ingdon, Cambs; Steve Doyle,
Studley, Warks; Richard Con-
roy, Bradford

WHO DARES WINS - PART 1

Bill Miller, Tyne and Wear;
Peter Shirley, Hitchin; Johnathan
Williams, Sutton; D Carter, Wit-
ney; Jason Bell, Manchester; Mr
L Walker, Liverpool; Simon, W.
Midlands; Hugh Urquhart, In-
verness; Colin Morrison, Perth;
O Cunningham, W. Lothian; Mr
M ] Dolderson, Cherley, Lancs;
K Kosniowski, Martock, Some-
rset; Alex Gough, Hastings; Ben
Leadbetter, Blandford, Dorset; S
Wickham, Norwich; C Winstan-
ley, Preston; John Lloyd, Hor-

sham; K Hartland, Hereford;
Gareth Walton, Bexleyheath,
Kent; S8 Martinez, Liverpool;

David Shaw, Mansfield, Notts;
Mr S | Lee, Huntingdon, Cambs;
Mr A Lucker, London WSE;
Anthony Logan, Belfast.

WHO DARES WINS - PART 11
Anthony Logan, Belfast; K Hart-
land, Hereford; lan Turner,
Thornhill; David Norton, Dublin
15; Alan Gillespie, Belfast.

=“ : AR AN A BT RN
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This month we've got a really exciting nasty lefter —
see The truth about ratings. We had the courage to

print it. Will Mark Smith of Brentwood have the
courage to play the super tape he has won?

Nothing else is foo nasty this month. But if you do
want to vent your spleen — about us or anything else —
this is the place to do it. Send your letters of praise,
condemnation or query to: ReAction, Amstrad Action,
The Old Barn, Somerton, Somersef TA11 7PS.

Elite backchat
I'm not knocking the mag - far
from it. It's easily the best
around, with excellent reviews
and previews. But I, and others,
just cannot agree with your Elite
mega-tips in your April issue.
They state that you should
buy a beam laser first. Now, I
am not Elite but three weeks
ago I was Dangerous with about
80,000 credits to my name,
before sending it back to Fire-

bird for debugging. The best

thing I found to buy first was the
docking computer because

a. You cannot smash your ship
into the side of the space station
-b. You don'tshave to spend half
an hour looking for it!

But we all agree with the
rest of the tips, especially the
one which tells you to fly out of
the space station, trun round,
and to shoot all the vipers with a
Military Laser. I use this to get
up the ratings. Remember,
though, whenever using this —
always have a hyperspace loc-
ation ready for a quick escape!
Emmet Masterson, i

d
THE ELITE COMBAT
TIPS DON'T won¥ ..

e

I have been playing Elite from
Firebird for about a month now
and [ have reached the status of
Competent mainly due to trad-
ing in Narcotics. While I have
been playing a few bugs have
come to my attention. Namely:
a. The game will crash during a
fight sequence, usually where
there are many ships on the
scanner. This is most infuriating
when the game takes 10 minutes
to load from cassette.

b. On a visit to Lave I spent
about 15 minutes travelling in
the direction of the satellite at
mlispeedmdlstiudidn’lmit
on screen.

c. When there are many ships ih
the vicinity for some peculiar
reason the computer thinks the
satellite is in range and prints
the ‘S'.

d Onbuymganescapepodtha
inventory does not print it on
the screen, although the com-
puter will not allow me to buy
another.

You would have thought
these points would have been
noticed by the “rogrammers — it
took them long enough to
launch the game - and put right

3 'bemmmketedmagame

Simon Holderness
Bourne, Lincs.

Emmet - Bob Wade agrees with

you. But sooner or later you've

got to get that laser.

Simon - what you have in (a) is

the Elite mega-bug, the one
complaining

i S
s mwi’zmsz s

Open yer ears
Recently I was getting a lot of
slagging off by Commodore
owners because of Amstrad’'s
lousy sound and I knew this
problem could only double
once Spectrum owners up-
graded to the 128K.

So after hearing so much
from Amstrad about outputted
sound I bought myself a jack
plug to connect to a five-pin din
lead and, after much playing
around, I finally outputted the
sound. And what a difference!
Dare I say it — sometimes better
than the CBM64.

M Jones
Dagenham

Amstrad
stereo

By all means say it —
sound through the
sounds fab.

Help!

Could somebody out there help
me? [ am a newcomer to com-
puting and I do not understand
where on earth people get all
these pokes from. Would it be
possible for a technical expert
to write a short article about
them?

Secondly, is there anybody
out there who finds Bounty Bob
tedious? Surely a facility should
be provided to enter the game
at a desired screen. The manner
in which the game plays results
in (1) losing a life every time,
and (2) having to tediously re-
trace your steps.

What I am basically saying
is, has anybody got a nice poke?
Gary Milner
Jarrow
There’s no simple explanation
of where pokes come from,
Gary. You need to know a fair
amount about programming to
come up with them. As for a
Bounty Bob poke, we haven't
had one yet, but if we do get
one we'’ll certainly print it.

*?1"%& games

I just thought I would write to
congratulate you on your fantas-
tic mag. But, I'm afraid, I have a
few complaints.

Your software reviews
seem to be getting smaller, and
a lot of space is taken up by ?*!?
games. I think it would be better
to have a lot of good games and
then just a list of bad games, like
the Bottom 20. Blaby and Central
Solutions are a few software
houses [ could mention but I
won't.

Now on to the good points.
The previews you had this
month were excellent, especi-
ally The Eidolon and Knight
Games. While I am on the sub-
ject of games, could The Pilgrim
help me on Warlord, because
sooner or later that game is
going to make me crack up.
How do you get past the bear at
the forest or how do you get the
amulet off that sily Celtic priest?
He and the bear always seem to
kill me.

Now on to a little word
about Toot. What is he? Where
did he come from? Why does he
look like a pea on legs.

Keep up the good work and
tell Bob Wade to keep the *?!%
games limited to only a few, if
any.

Simon Dean
Oakham, Rutland

Our policy at AA is to review
every new game we can get our
hands on. After all, you need to
know about them. If we just said
‘these games are naff’ it would
be unfair to the authors and
even more unfair to the readers.
Toot's origins are shrouded
in mystery, although it is po-
ssible that we may one day be
able to reveal more details.
Your plea for helop has been
forwarded to The Pilgrim, so
keep a look out on his pages.

= end
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The truth about ratings

1 am writing to congratulate you on such a wonderful magazine. The
reviews are so accurate, and what a brilliant idea to have only one
reviewer for every game - it must save you pounds. Your covers
are superb, or as the man on the A*££'%! stand at the show said: 'It
looks like a five-year-old's been doodling’. '

by the way, how did Hypersports get 88%7 Or was it supposed
to be 8.8%? Even the Spectrum can fit all the events in at once. How
did Beach Head get 82%? It should have been lucky to get into
double figures.

I have designed a ratings translator to help us get more from
your reviews.

How you get the number  Correct number

Graphics Number of colours on the  Take away 30%
cassette inlay

Sound Random number between  Double it
0 and 30

Grab Factor Depends on amount of Take away 20%
advertising

Staying Power Depends on reviewer’s If B Head or
mood Hsports take

away 80%

Overall Random no. not too far Buy another

from the other ones magazine

I know you won't print this as you only publish grovelling
letters, but if | win the free tape I would like the Graphic Adventure
Creator. .

Mark Smith
Brentwood, Essex
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Mark, it's your lucky issue! Yes, your trenchant of AA's
reviewing system has won you the tape of your dreams! Not, I'm
afraid GAC -~ we haven't got a copy at the moment. Instead, we're
going to send you one of the all-time great Arnold games — Amsoft’s
Bridge-It. You lucky fellow, you. Do let us know how you rate it. We

gave it 30% in Amsyclopedia, but you'll probably think it's a

Durable Amstrad.

Firstly I would like to reply to
MK Gill’s letter from your April
issue. One of my brother’s
friends has owned a 464 since

any of his other stuff.
However, his Amstrad joy-
sticks haven't lasted quite as
« well, mainly due to a few games

Mini Office 2 bugs
After having read several test
reports of the Mini Office 2
program I ordered a copy early
in January. Unfortunately it took
Database almost a month to for-
ward this to me but I suppose
this is only to be expected in the
light of the heavy demand for
this product.

However, the trouble now
is that many of the programs
will not run correctly on my
CPC 464. I have listed the pro-
blems below:

1) The Word Processor will not
load at all but the words ‘read
error a’ etc. are displayed on
the screen.

2) The Spreadsheet program
cannot be saved, making it tot-
ally useless.

3) The amend (edit) formula at
cursor does not operate at all.
4) The delete row/column will
not work.

I returned the cassette to
Database Publications on the
18th February and over two
weeks later received their
acknowledgement that they are
in fact aware that the program
contains bugs. They estimate
that it will take approximately
two weeks to put this right,
which means I will have waited
nearly two months for this
program.

I have to agree that Mini
Office 2 will certainly be excell-
ent value for money when these

Christmas 1984 and in all this

time he has not had any pro-
blems. Since anything he owns
is lucky to survive more than six
months I am extremely im-
pressed with the computer's
performance as | know it hasn’t
been treated any better than

of DT’s Decathlon. I myself have
owned a 6128 since last Chris-
tmas and it still performs as well
as it did the first time it was
switched on, despite several
months of almost constant use.
Next, have you any plans to
sell binders so that regular re-

teething troubles have been

aders, such as myself, can keep
our collection neatly together?
Stephen Jones

Boston, Lincs.

The thing about breakdowns is
that they shouldn’t happen. You
expect your computer to work,
and are rightly annoyed if it
doesn’t. But Amstrads still seem
to have a pretty good
reputation.

TAKE A LETTER, ARNOLD®

sorted out. It does seem strange
though that I have not read any
other letters from readers who
have had similar problems.
Surely programmers
should be able to iron out this
sort of mistake before their pro-
ducts are sold on the market.
To change the subject ent-
irely, can someone please,
please tell me what I need to do
to get my Centronics GLP prin-
ter to print a pound sign. All 1
seem to get is the # symbol.
Thanking you for an excell-
ent magazine. Long may you
reign.
R] Varty
Billericay

The Mini Office 2 business cer-
tainly is annoying. When we
reviewed it — in our March issue
- we noticed certain bugs
which, we were assured, would
be sorted out before release.
Well, they sorted those out, but
others remained.

As for your printer, the
ASCII code to print the pound
sign should be one of these: 35,
96, 129. If it's one of the first two
your word processor should
allow you to configure a key to
send the code to the printer. If
it'’s 129 you need to send the
code in the sequence 27, 62, 1,
27, 61. Word Processors such as
Tasword contain such inform-
ation but printer manuals,
where you'd expect to find it,
tend not fo.

There are no plans for bin-
ders at the moment, but if
enough people express an in-
terest I'm sure ye publisher will
pull his finger out.

You also mentioned a few
games you 're expecting from us
- they're not released yet,
though by the time you read this
they should be. As soon as we
can get them, we'll be sending
them on to you.

Fabulous rewards for lively letters
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Drumkit

Help! I have tried your Amstrad
Drumdkit and lo and behold I am
stuck — not for the first time I
may add. I keep getting the
error message ‘subscript out of
range’' in line 360. I have re-
checked line 360 and the pre-
ceding lines but I cannot see
any errors.

I take your point that ex-
plaining how to debug a
program would take longer
than five minutes, but perhaps
you could include some hints
pon how to get rid of messages
like the above.

J Forsyth
Ayr

The error message you're gett-
ing usually means there is a
mistake in a line containing a
DIM statement. In Drumbkit,
there is only one such line — 220.
There is no mistake as the
program is printed, so you must
have made a typing error.

I am writing to complain about
the Drumkit prog printed in the
March edition of your magazine.

It runs and has a screeen
shot plus it plays a tune. But I
find it imppossible to change
the channels, make the tempo

faster or slower, and to change
the music. Then after deciding
to write to you I tried to save it
on to tape and found that comes
up ‘read error b’ every time I
try to , load it. I checked the
program through and found that
it wasn't the program. What
shall I do?

Stefan Reeves

Harlow, Essex

‘Read errror b’ has nothing to
do with the program - it's some
fault in the tape-recorder such
as the azimuth setting or simply
dirt. I can’t understand why you
can't get the program to work
properly - many readers have
typed it in, and it bangs away
quite nicely. Are you sure
you've followed the instructions

properly? e |
\ /

of the hottest games you're a s
little bit — evanmomﬁhthxt-';
e wi T- in January. So, we have b
,_;“\preﬂquekamﬂwmﬂm

g in the ReAction pages, although
. I confess I don’t have issue 3 to
- hand.

The Moaning Minnies? A
little more compassion wouldn’t

. go amiss here. We all, now,,
~ buy many items in the sure

. knowledge of their planned ob-
solescence, but when the com-
pany chairman has been repor-

at ted as having no immediate

is, and your wvim m a wt*'- -
hope you go on with it. | speci-

Touché, Mr Hawkins
We all need a healthy dose of
scepticism to retain a balanced
view of this cynical world, but

Mr Hawkins’ letter - March
issue - is bordering on the
misanthropic.

The ‘grovellers’ first: let’s
be fair - the Amstrad public
spent a year with a choice of two
publications, both of which
endowed Arnold with about as
much excitement as a micro-
wave oven. Hardly surprising
then that when AA was un-
leashed, the ReAction pages
overflowed with praise as
people dusted the cobwebs
from their machines. And if a
few could be thought to be
gushing, with hopeful allusions
to prizes, were you the epitome
of moderation in your early
years, Mr Hawkins? For there is
no doubt that much of Action’s

~ReAction is from the younger

| element (of an obviously wide
cross-section of ages) of the re-
adership. I think it safe to as-
sume also that much of the
needed vitality, to keep the Ac-
tion rolling, comes from the

Wwvery same people.

AS for the ‘supercilious
type’ with the fancy equipment
(1) I cannot find a single example

reached our backward aham%v
- P G Worrall

. Ayr

g per- plans for a model’s supersed-
' ' it just isn't ence - and, this, surely,is the
i Vﬁ% From novr an M@gﬁ,w»

crucial point? - then only a cyni-
cism as healthy as Mr Hawkins’
may have saved the 664 owners
from their unfortunate plight.
So let us live and let live Mr

Hawkins — or is that a pseudo-

- nym for the man whose surm-
name sweetens tea?

Mr Worral, your humanity and

. understanding warm the very

cockles of my almost-hardened

. heart. Let's see if Mr Hawkins

cares to enter the lists once

. more and defend himself.
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Tasword unbugged

The day has at last arrived when
lil o’ greenhorn me can be of
service to someone else. Even
though D H Goddard in the
March issue of AA appears to
have superior knowledge than

12 MAY 1986 AMSTRAD ACTION Disagree with us? Then let us know!




e

I, judging by the numerous and
seemingly informed moans (he
himself confessed to being a
right moaner) I can tell him that
his Tasword does not have a
bug.

I too experienced the pro-
blem of shift + DEL deleting the
whole line instead of just the
word, but I didn't bemoan my
lot or blame the program. I as-
sumed | was doing something
wrong and sought advice from
Tasman Software. These very
helpful people listened patiently
to my novice jargon and then
informed me that if I removed
the joystick from Ammy all
would be resolved - and it was!
Tasman said they didn’t under-
stand why either, but then it's
the end result that matters isn’t
it?

T C Weaver
Portsmouth

AMPLUG

Firstly, thanks for publishing my
last letter. The response was
overwhelming, so if you wrote
to me and haven’t yet received
a reply, then bear with me. You
will get one.

Secondly, it's obvious from
the response I had, that there is
a need for a postal club of some
type, so through your magazine
I should like to launch the
Amstrad Postal User Group -
AMPLUG. There is no joining
fee, no newsletter fee, the only
thing I would ask if you want a
quick reply, an SAE would be
appreciated. The aim of the
group is to exchange info, hints,
tips, programs, help, books etc.
I'm also attempting to compile a
central register of pen-pals,
again no fees. The object is to
keep a list of Amstrad users
who want to correspond with
others, hopefully on an intern-
ational basis. If you would like to
be included in the register, then
I need the following info:- Name
(full), age, interests, type of
computer(s), address (with

_Microbyte Software

I am at present enjoying your
great magazine. One of the best
I've ever read. Keep up the
good work. Now down to the

real business of this letter. On

page 64 of the March issue you
will find an advert for a game

_called Battle Stars, from a com-
‘pany called ‘Microbyte Soft-
ware'. This advert also ap-
peared in the Amtix! magazine

in Januvary, and so against my
better judgement I sent off for
the game, cassette version, at
£8.95. I have since had no word
from ‘Microbyte Software’' and
frankly I'm beginning to wonder
about their existence, I sent my

postcode). If you would like to
add anything then please do,
but that is the minimum inform-
ation I would need. Finally,
about my ‘juvenile’ moan, the
largest part of my correspon-
dence (75%) was from people
under 16 years of agel!

K Clarke, 21 Clunbury Road

Wellington, Telford, TF1 3PA

LEWIS SIATRR — A —

More 664 blues

I would like to start by jumping
to the defence of the poor 664
owners. Many people have writ-
ten into your magazine to attack
the 664 owners for their stupid-
ity and foolishness on buying a
664. For example R C Hawkins
of Sussex and Paul (I hope I got
the name right) McGlinchey are
but a couple I've seen in various
magazines.

The poor 664 owners didn’t
expect to have their precious
little Arnolds discontinued after
they had paid good money on
what they obviously thought
was a decent disc version follow
up to the 464. I did happen to

money off to them on January

17, and it is now four weeks.
The advert said fast mail order

service. 1 have telephoned the
number given several times but
no one seems to want to answer

the telephone. The line is sup-

posed to be a 24 hour order
line. An answer machine takes
your order on weekends and
Monday mornings and that is all.

Please inform all your readers
not to send any money off to this
company or make any orders

by phone because it could be
months before they ever get

anythmgfrmﬁmnoztikeme'

they could lose their 1

own a 464 myself and I'm sure
that the people who have at-
tacked the 664 would be a little
dented if the 464 was scrapped
tomorrow. (But I hope not)

So I'm saying to the people
who mock the 664 owners -
leave them alone and treat them
like proper Arnold users. Not
outsiders like everyone seems
to be since the arrival of the
6128.

Also I would like to con-
gratulate you on your magazine.
The content is good with plenty
of good reads, tips and even a
mail order service.

The charts are great but I'd
like to know which charts are
correct. I have two other maga-
zines a month besides yours and
all the charts say different. Can
you throw some light on the
matter?

I like your magazine a lot
and I will continue to happily
push my pound coin over the
counter each month. So keep up
the good work.

G Plant
Derby

User register
Kingsgraphic are compiling a
Register of Computer Users to
enable enthusiasts to make pen-
friends and exchange ideas,
games and other software with
likeminded people.

The register is updated
every six months and contains,
as well as the name, address
and telephone number of the
user, information on the type of
hardware being used and
whether contact can be made
via a modem.

If any Amstrad Action re-
aders would like to know how
their name can be included on
the register, and receive their
own copy, the should send a
SAE to
Kingsgraphic,
Close,
Chandlers Ford, Hants S05
2JE

29 Seymour

Don't forget the stamp

Type=Ins Challenge
Right then class. Today's lesson
is how to make a tenner in six
easy steps:

1. Open your Amstrad Manual at
Chapter 5, page 4.

2. Locate the listing.

3. Delete all the REM statements
and also lines 15, 16, 17. Change
all the b's, ¢’s and a’s in lines 30,
40, 60 and 90 to s, t and r — or
any other three letters of the
alphabet, ‘cos it won’t make any
difference to the running of the
program.

4. Change line 60 from PI/30 to
P1/28.

5. In your best handwriting,
copy out the ‘new’ program and
post it to Amstrad Action.

6. Start praying that the manual
in AA's office is gummed up
with scrumpy and the type-ins
editor has a hangover. Then sit
back and wait for the postman to
bring you that tenner.

A bit far-fetched? Well just
look at Page 90 in Issue 6. That's
just what Martin Scarland has
done!

Come on AA - you didn't
recognise it. I did, two seconds
after it started to run, and I bet
milions of other Amstrad
owners did too.

So how about a 'Type-Ins
Challenge’, like the High-Score
Challenge, to deter any more
would-be crooks from nicking
other people’s programs and
getting the credit for them. Not
to mention ten quid!

Please print this letter as a
warning to anyone else thinking
to try the above trick. All AA
readers are watching out for
you!!

Steve Jones
Paignton, Devon

With readers like you who
needs the KGB? Well-spotted,
though. And you're right — lots
of other readers noticed as well.
And you're right again — we
didn't notice.

So an apology is owed to
Amstrad for having - albeit

@l inadvertently - printed their

program. And in case anyone
else is thinking of trying a
similar scam to Scarland's - be
warned! Our readers are vigi-
lant, and their revenge can be
terrible!
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Amstrads don’t

I thought I would write to you
for the benefit of those who,
unlike me, are not tempted into
childish gestures such as typing
naughty words into the High
Score list of Sorcery Plus during
times of stress and frustration.
May 1 say to these people -
you're really missing
something!

Yesterday evening | came
within a hair's breadth of
achieving a personal best for
the game when — not unusually -
I drowned. Annoyed and frus-
trated, I fed my feelings on to
the screen — ‘S£%* + ! - to which
the display gave me the instant
reply ‘What is?’

Much amused, and not a
little surprised, I used my next
soaking as an opportunity to
lower the tone of my input fur-
ther with an even less-desirable
word to which the reply was
‘Amstrads don’t’ — the kind of
neat little witticism that many of
the better-behaved exponents
of Sorcery Plus may well not
have experienced.

Kevin Patton
Hemel Hempstead

Whatever made you think that
Amstrads did?

Conversion

complaint

I have recently become the
proud owner of an Amstrad
CPC464, cleverly disguised as
my young son’s Christmas pre-
sent - my wife was presented
with a fait accompli.The rea
sons behind getting the

machine were threefold (]
- entertainment, educa

tion

A what?

1 am a 15 year old amster and
have been computing now for
about 3 years, originally on a
Spectrum. What I would now
like is a fellow Amstrad User to
become a pen pal. | have a 464
(tape based), a large selection
of games and an open mind to
new possibilities. ] am not much
of a programmer, but have at-
tempted programming. My
favourite games are strategy
and arcade adventures. If any-
one wants a pen pal it would be
preferable if they lived in the
region.

Paul Smith

2 Dirker Driver, Marsden
Huddersfield, W Yorkshire
HD?7 6AP

Happy to be of service Paul. But
what the hell is an ‘amster'?

best comnputers on the market.
I have not had time to delve into
the business end of ‘Arnold’ and
can speak only about the enter-
tainment side, which brings me
neatly to the point.

I have at the moment, apart
from the software delivered
with the machine, four games;
out of those four, not one of
them has surpassed itself by
being adapted for ‘a better
computer’. The following ob-
servations are in the main con-
cerning the graphics.

The Amstrad version of
Soul of a Robot is downright dull
and childish compared with the
Spectrum version — the robot is
a veritable tin man against the
Spectrum'’s attractive droid. It
gets worse when the actual man
is examined - the rival version
is an art form, while ours seems

empty and is boringly
repetitious.
Another big disappoint-

ment was Raid. Having seen the
game on my friend's Commo-
dore 64 I rushed out to treat
myself. Where was the little man
who climbs willingly into his
fighter to battle the red men-
ace? Had technology advanced
so far that the hardware in the
Amstrad version was ‘computer
controlled’. And once out of the
hanger, there were no lovely
Eastern European mansions and
animated tanks and trucks to
shoot up, only horrendously
coloured boxes and two enemy
vehicles, so easy to shoot up
they must have a death wish.
I also found no difference
whatsoever in versions of Seas
of Bloodexcept perhaps a smoo
ther flow of the ‘dice’
in the Amstrad game.
Where were all

Pen Pals Club

Here's the answer to all your
pen pal problems! If you are
interested in having a pen pal,
then send a stamped-addressed
envelope to the address below.
Please state type of computer,
sort of games you have, sex,
age, etc. If interested please
write to :

The Penpals, 29 Millershank
Ave., Lenzie, Scotland G66
SHP

If you write off to the pen pals,
please make sure you use the
postcode — we're not sure we
read the handwriting correctly.

the magnificent colours I had
been assured the machine was
capable of, what’s the point of
having them if the programmers
will not use them?

The fourth game was Lords
of Midnight and with this I have
no complaints, but once again
there has been an effort to make
an improvement by putting the
game on a better machine.

Can you explain to me why
the Amstrad versions of these
games hardly differ at all, and in
some cases are worse than the
originals? Are Amstrad users at
the end of the queue when
games are being designed?
George Anderson
Strathclyde, Scotland

Until pretty recently, Amstrad
owners were at the end of the
queue. The relatively small
sales of the machine compared
to Spectrum and Commodore
meant that games were devel-
oped on those machines first.
It's hard to avoid the suspicion
that some Amstrad conversions
were rush jobs.

But I must say that we
thought Raid and Soul of a Robot
were superb. However, why
don't you take a look at some of
the games now appearing that
are Amstrad originals? They'll
give you something to write to
Santa about.

So-called

bargain
I thought I'd write a short letter
complaining about why I'm dis-
appointed for only the first time
out of your 7 successful issues.
This morning I got my mum
to write out a cheque for £4.95
for the Alien 8 game as it was, at
the time, a bargain. then later on
I went to John Menzies in Bath to
buy Rambo and saw Ultimate
games clearance and Alien 8 for
only £2.99 - two pounds less

than the price I'd paid you.

And the cheque was
already in the post!
Next time I will
4 have a hard think
whether these are so-
called bargains.
Brad Howarth
Bristol 6

Be fair, Brad - we could hardly
know what price John Menzies
in Bath were selling the game
for. As far as we knew, the tape
was terrific value. And, unless
you live near Bath, I should
think it still is.

Down under
This letter is intended as an
open letter to all Amstrad users
worldwide informing them of
the existence of the Australian
Amstrad Network.

The Network is an inform-
ation exchange service be-
trween Amstrad User Groups
and has participating groups in
every state of Australia. The
service is free,the costs being
borne by the Directors - one in
each state. The criterion for en-
trance is the willingnes to share
knowledge about the Amstrad.

We are at the moment sett-
ing up what we believe to be
the first National Bulletin Board
dedicated solely to thte
Amstrad. From this will be pro-
duced a National Monthly News-
letter that can be downloaded
by subscribers (access will be
by security ROM) for which a
nominal fee will be charged.
Indeed, by the time you read
this the system will be up and
running.

Through co-operation the
members already have access
to information regarding RAM
Expansion boards, burners,
speech synths, reliability of soft-
ware houses and much more.

We now have through the
Network Directors personal ac-
cess to over 1000 users in Aus-
tralia and through this medium
would like to invite any User
Group, no matter what their loc-
ation, to join-us. Inquiries are
invited from individuals who
are not members of a user
group.

The criteria for member-
ship are the willingness to share
knowledge and participation in
conveying that knowledge to
Amstrad Users.

Donald Leith, AusAmNet,
534 Albion St.,
West Brunswick, Victoria,
Australia 3055

Crazed maniacs

For one whole day I will miss
using my Amstrad. The reason
for this is poitics. The Unionists
in N.reland have decided to
turn the electricity to our area
off. Which brings me to several
points.

Why should there be polit-
ical games? US Gold made a big
mistake with Raid over Moscow.
This isn’'t the way to ensure a
good East-West relationship.
Theatre Europe 1 found ex-
tremely disturbing. Surely the
subject of nuclear war should
not be taken so lightly. Soon,
with people playing games like
these we will have crazed
maniacs running around!
Richard,

N. Ireland
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To our knowledge, no magazine has done anything
quite like this before. Thanks to a unique agreement
with the innovative software house PSS, we're able to
give you a cassefte containing a program (The Coven-
ant) which in the shops would cost you £9.95!

And if you've already got The Covenant you
needn’t feel glum because there are no less than FOUR
other programs on the tape. Each is a demonstration
version of a stunning new title from PSS, but the
exciting thing about these demos is that you can
actually play them! Better than typing in listings, eh?

THE COVENANT

This great arcade-adventure programmed by Paul Hut-
chinson was released by PSS last autumn and received a
rave review in the November issue of Amstrad Action. Side
A of our cover cassette contains the complete, unabridged
version. Here are the full instructions. ‘

You are the last survivor of a
pround and ancient race. Scat-
tered about a vast subterranean
complex are 64 fragments of a
parchment which, when corre-
ctly assembled, will give you all
the knowledge of your people's
culture. Your task is to assemble
the Covenant and repopulate
the desolate surface of your
planet with animals that live in
the caverns. You do this by
anaesthetising them with a stun
gun. Unfortunately they don’t
recognise your good intentions
are liable to attack you without
warning!

Controlled by

| TRANSFERRING TO DISK

Here's how you can get The Covenant onto disk.
1. Enter the following one-line program:

2. Save it onto a formatted disk by entering
3. Now type in this program:

4, Place the cover cassette into your player ready to load at
the start of side A, and make sure the same formatted disk is
still in the drive. Type: Let the tape play and the
program will automatically be saved onto the disk.

5. Once the process is complete you can run the game from

disk any time by entering:

LOADING THE PROGRAMS

To load the first program on the first program, you can load
either side of the tape, simply the second program by resett-
rewind the tape to the start and, ing your computer and repeat-
if you have a disk drive connec- ing the steps outlined above
ted, enter the command |TAPE. (except that obviously you do
Then press the CTRL and small not this time rewind the tape).
ENTER keys simultaneously and On side B of the tape you
follow the onscreen instructions. can repeat the procedure again
Once the program has for the third program.
loaded, it will run automatically. It would be a good idea to
The tape will stop and willbe in reset the tape counter at the
the right position to load the start of each side of the tape and
next program. (If you have a then make a note of the number
separate tape player which at the start of each new
doesn't have motor control, you program. Subsequently, by
must stop the tape yourself as winding the tape to a point
soon as the program runs.) slightly BEFORE this number,
After you have finished with  you can load programs from the

telekenesis. Contact with crea-
tures will cause an energy
drain. Exit and Enter the Globe
by pressing the fire button
when stationary. NOTE: when
outside the Globe you will con-
sume twice as much energy.
THE STUN GUN. Only works
when you have picked up the
relevant anaesthetic to be found
in each area. Contact with a stun
bolt will cause an energy drain.
The creatures will be
stunned for only a few seconds
and you must get back into the
Globe, manoceuvre over them
and pick them up.
THE KEY. You will find a key in
each area. This will unlock a
chest holding a piece of the
covenant but can only be used
when you have collected all the
creatures in the area.
THE ENERGY POINTS. To re-
plenish your energy, find an
energy point, exit the Globe
and stand over it. You will hear

Open entry/exit

Creatures captured

Objects carried



IFT!

middle of the tape very quickly.

IMPORTANT NOTE: If your
copy of the tape won't load and
you're satisfied that your equip-
ment is not to blame, you may
return the tape for a replace-
ment. You should send it to the
following address: Microbyte
Duplication Ltd, Unit 3, Old
Coalyard Farm, Nortleach,
Glos, GL54 3EP. Make sure you
enclose your name and
address.

Do NOT send copies of the
tape to the magazine address —
we have no spare copies here!

an increasing sound that will tell
you when your energy is re-
plenished. Be careful though,
some energy points actually
drain your energy!

SCORING

Creatures  captured: 16-24
points depending on which
level.

A piece of the Covenant: 400
points.

A bonus of 3000 is awarded
after collecting all the parch-
ment and returning to the start
position.

CONTROL

The opening menu allows you to
choose between joystick or key-
board control. And if you are

unhappy with the control keys
specified you can alter them to
your own preference by select-
ing the relevant number and
then typing the control key of

your choice.

In play, pressing the
SPACE-BAR will show you the
status screen. This shows your
current energy level, the ob-
jects held, the number of pieces
of the covenant collected, your
score and the game time taken.

It also gives you the option of

SAVING the game (press S) or
LOADING a game saved earlier
(press ).

The FIRE-BUTTON allows
you to exit or enter the Globe
when it is stationary. You can
also use it to fire stun-bolts pro-
vided you first pick up a piece
of anaesthetic each time you
enter a new section of the
caverns.

Working out the rest of the
game is up to you!

GET DEXTER

This is a sizzling program licen-
sed by PSS from French com-
pany Ere Informatique. If you
have any doubts as to its quality
just read our Mastergame re-
view elsewhere in this issue.
The demonstration version
on our tape allows you to play in
its entireity one of the game's 50

amazing screens. You may think
that doesn’t amount to much, but
just try it. There’s so much hap-
pening on this one screen you
won't believe it. We reckon
there are at least eight different
hidden features of the game you
can discover - that's in addition
to admiring the beautiful
graphics and enjoying the funky
music.

Since much of the fun is in
discovering, we won't give any
more clues here. Just to say that
as well as using the joystick you
should investigate the effects of
using the Space-bar, and the R,
P and D keys.

SWORDS AND SORCERY

This is the program that is so
complex it's taken PSS over 18
months to develop. It’s by far
the most ambitious attempt yet
to simulate the Dungeons and
Dragons type game on a micro,
featuring impressive 3D
graphics and a huge playing
area.

QOur demo on this tape con-
sists of a pre-production version
of the ENTIRE PROGRAM. The
only catch is that every two
minutes the game resets to the

For a stunning
special offer on

these programs
see page 112!

starting position! This means
you won’t be able to get any-
where near solving it. But it will
give you a good idea of the
program'’s incredible
sophistication.

Swords and Sorcery is sold
with a detailed set of instruc-
tions which we cannot repro-
duce here. However there is a
mass of information on screen,
and you should be able to work
out a great deal of the game
idea for yourself.

DOOMSDAY BLUES

Another cracking program from
across the Channel - for full
details see the review in this
issue. Once again our demo al-
lows you to try out the action for
yourself by letting you explore
about 10 per cent of the game’s
total (large) playing area.
Among the things you can do
are to escape from your prison
cell, explore the cell block,
work out how to avoid a patrol-
ling robot, get some sleep and
find a coin.

You can also admire the
state-of-the-art 3D animation and
enjoy the superb musical
soundtrack.

BATTLE OF BRITAIN

This war game received a Rave
review in AA last December. It
offers a superbly detailed simul-
ation of the RAF'’s defence of this
country in the 2nd World War -
as one would expect from PSS
who are specialists in war
games.

QOur demo consists of the
program's arcade section inten-
ded as some light relief from the
serious business of studying
maps and plotting the move-
ment of air squadrons. You have
to shoot down enemy aircraft
from the cockpit of your Spitfire.
The aircraft first appear as a

formation in the distance. You
can home in on any one of them,
selecting either the low altitude
bombers or the high altitude
fighters. Just use the joystick to
get them in your sights and blast
EVEVE

In the full program your
aptitude at this section in-
fluences the results of all dog-
fights being undergone by al-
lied aircraft. You want to be
able to shoot down around five
aircraft inside two minutes
before calling yourself profi-
cient.

s 3-Right
B-Right 7
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The TV.
science fiction
series invades your
home computer.

Earth is visited by
seemingly human
aliens...

These reptiles soon
reveal their ultimate aim
however...to take over
Earth and enslave its
population...

SPECTRUM 48K

SPECTRUM 48K

Ocean Software is available from selected branches of:
BB, WHSMITH " 2T WOOLWORTH.
LASKYS, Rumbelows. Greens.

Spectrum Shops and all good software dealers.

Trade enquiries welcome.

..Your

mission as
resistance leader
Michael Donovan is
to seek and destroy
their Mother Ship
using all the skills
and weaponry at
your command.

All-action, multi-level
Arcade game for your
Spectrum & Commodore.

COMMODORE 64

AMSTRAD

Ocean Software Limited,
6 Central Street, Manchester M2 5NS.
Telephone: 061 832 6633 Telex: 669977 Oceans G

¢ 1983 Warner Bros. Inc. All Rights Reserved




Starquake

Starquake is a 450 location
arcade adventure from Bubble
Bus. It features BLOB (Bio-
Logically Operated Being) who
is trying to rebuild the core of a
planet to prevent it imploding
and causing a starquake.

The 450 locations will appa-
rently contain anti-gravity lifts,
teleportal systems, security
doors, propulsion pads and
other planetary beings. The
game will be available on both
tape and disk for £8.95 and
£12.95 respectively.

Firebird’s Comet
Firebird’'s latest Hot Range
game Comet is almost, but not
quite, a licensing deal - it
cashes in on Halley's comet as it
whizzes back out into the depths
of space. The game centres
around the threat from the
comet’s tail that is bringing
germ bags towards the Earth.
Yes, germ bags.

The battle to prevent the
destruction of our planet comes
in three stages, each one
aboard an interplanetary space-
craft. Apparently stage one is
where you take off and go into
suspended animation, stage two
has you helping HERBIE (Human
Environment Reproduction By
Intelligent Electronics) keep the
ship maintained and stage three
has you blasting the germ bags
around the planet.

We haven't seen the game
yet so it's anybody’s guess how
that will transform into the
gameplay. Firebird say you'll
have to fire fast and play long
into the early hours to crack it
though. It will cost £7.95 (much
cheaper than a Giotto satellite)
on cassette to find out if you can
beat it.

Joyce News

At last! After the weeks of
rumour, anxiety and apprehen-
sion, Amstrad finally unveiled
the Fat Joyce — or PCW8512. For
£574 the purchaser will get a
720K formatted second drive,
while the M drive - the ramdisk
- has had its memory expanded
to 368K.

This increase in ramdisk
size means that many of the big
CP/M programs will work much
more effectively. It would, for
instance, allow the user to run
approximately 25 pages of text
through a spell checker per
minute.

Fat Joyce still offers the
Locoscript word processing
package and comes with the
same printer as Slim Joyce.

New products

At the same time as Fat Joyce's
arrival a host of new CP/M Plus
products has been announced.
Atlast 1, is described by manu-
facturers Rational Solutions as ‘a
radically new database’ offering
innovations in field types and
cross-referencing.  Price -
£49.95.

Newsagents may be inter-
ested in the availability on the
PCW of Supernews, which
seems to do everything bar
shove The Sun through letter-
boxes. Costs £190.

Optronics’ Superwriter
software allows the PCW to
drive printers other than its
own. It’s used in conjuction with
the Centronics/RS232 interface
and costs £99.99. You do,
though, have to use a word pro-
cessor other than Locoscript.

Your sizzling, super,

soaraway, Sam

The prolific Miss Samantha Fox
is about to appear in a computer
game of her own. Not content
with making records and taking
her clothes off in the daily press
she’s revealing all on the com-
puter screen in a version of
strip poker produced by
Martech.

Each tape will feature the
gorgeous, pouting Miss Fox on
one side and an international
seven card stud poker game on
the reverse. There will also be a
disc version featuring ‘‘enhan-
ced graphics and expanded
game play”, whatever that en-
tails. The sight of Sam will cost
you £8.95 on cassette and £13.95
on disk.

Sizzling Sam Fox is pictured here with gorgeous, pouting David Martin from Martech

User groups merge
Advantage Computer User
Group has merged with Amsclub
to form a single user group. All
Amsclub members will
automatically become members
of Advantage and be notified of
the change. The address for
correspondence for all
Advantage and Amsclub
members is now 33 Malyns Close,
Chinnor, Oxfordshire.

Winter wonderland

US Gold should soon be releas-
ing Winter Games with six win-
ter sport events in it. The six are
bobsled, ski jump, figure skat-
ing, free style skating, hot dog

aerials and the biathlon. It will %

cost £9.95 on cassette and £14.95 |

on disk and if the screen shots | 4

are anything to go by it should
be very interesting indeed.
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BOOK BLAST

Andrew Wilton puts on his half-moon specs and reviews three of Arnold’s

latest soft-cover releases.

STARTING BASIC FOR THE

AMSTRAD, Book 1
Sean Gray and Eddy Maddix
£4.95, Glentop

The first of a two-part beginners' BASIC series, Starting Basic
lets you in on the ground floor of programming. It spends eight
pages just teaching you how to connect Arnold up and produce
the characters you want from the keyboard.

The book is slow, patient and largely reader-friendly,
relying on flow charts to demonstrate program structure. Now,
flow charts are all very well for explaining programs in
primitive BASICs, but not really the thing for handling a
modern, structured dialect like Locomotive BASIC. They are
symptomatic of the books's main problem - that it fails to come
to terms with many of Locomotive BASIC's more important
features.

For any Amstrad programming primer to completely ig-
nore the WHILE...WEND construction is hard to justify. Continu-
ally, the example programs use conditional GOTO loops where
WHILE would be much better, both in readability and style.
Furthermore — and rather oddly - the book teaches assignment
to variables using the obsolete keyword LET. If this formed part
of some consistent policy, it would merely be a strange way to
go about things. It is not, however, for within a few pages the
authors start making assignments the normal, LET-less way —
without any explanation of the change. If you didn’t know that
LET was optional to start with, this book would leave you none
the wiser.

This really is very poor - after all, the whole point of buying
an Amstrad primer is to be told things specifically about the
Amstrad machines. As it is, the program-structuring aspects of
the book look positively ancient. What with LETs, GOTOs, and
:REM instead of an apostrophe, there is a certain feeling of
quaintness to it.

The rest of the book is, for the most part, good. The
explanations are clear, and the pace shouldn’t leave too many
people behind. The question is, what is it going to teach you?
The first few years of the micro boom produced more than
enough GOTO programmers — do we really want a book like
this, now that structured BASIC has arrived?

GAMES AND GRAPHICS
PROGRAMMING ON THE AMSTRAD

COMPUTERS CPC 464,664 &£ 6128
Steve Colwill :
£9.95, Micro Press

Once you've read and inwardly digested Starting Basic, you
might just about be ready for the sterner stuff of Games and
Graphics. It's a mouthful of a title — it only just fits on the spine, in
fact — but then the book itself is no featherweight.

Starting with the assumption that you already know the

rudiments of BASIC, the

book immediately gets to grips with

structured programming and Boolean algebra. This is no
lightning tour, mind you - the pace is on the brisk side, but the
treatment is thorough and to the point. If you've never under-
stood AND, OR and XOR, this book could just be what you need.
It's got six pages on these alone.

Subsequent chapters are no less thorough. Inks and colours
are explained about as clearly as they can be, though with some
rather bafflingacronyms - LCMNs and AINs could get you
confused if you're not careful. As for the essentials of character
definition and animation, these too are nicely handled. At the
technical end of things, a little more depth would have been
welcome on topics such as frame flyback - especially given the
animation bias of the book.

Interrupts are given a much-needed chapter of their own.
As with all the aspects of programming handled in the book,
considerable effort goes into showing how the interrupt com-
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mands can be used to good effect in games programming.
Whereas volume envelopes and user-defined characters are
obvious at least in terms of their applications, interrupts are far
more abstract. As such, they need to have their potential
applications stressed above all else.

Unfortunately the subject is approached from the wrong
direction here - first you have the solution, and only then the
problem. This assumes a sizable amount of interest in BASIC for

its own sake. You have to want to know what an interrupt is

more than you want to know what it does.

If all this sounds like hard work, well - it is, in places. The
clarity of explanation is certainly praiseworthy, but the subject
matter can still make the going heavy. A valuable aid to
understanding the book, then, is the example program
Stranded. This is an arcade game, written entirely in BASIC,
which is constructed during the course of the book. The idea is
simple but effective - the theory of each chapter is put into
practice at the end of that chapter, in the form of the next game
section.

The main thing the book has to offer, however, is not this
game or indeed the ability to write games.
The truth is, even

with Arnold’s powerful

dialect, BASIC isn’t much use as an

arcade game language. The strength of the book is the learning
opportunity it affords. If you work your way through this lot
you'll end up with a pretty thorough understanding of BASIC as
a whole — with a rather unfortunate gap when it comes to string
handling, it must be admitted. You'll also be able to structure
your programs, and handle trigonometry to O-level I shouldn't

wonder.

A good solid book, then, with a largely practical approach.
It'll take some work, though - it’s not really a book for the faint-
hearted.

~ Simon Williams

‘THE AMSTRAD DISC COMPANION
£1.95, Sigma Press. o

A bit of a mixture, this one — a mixture of the very practical and
the distinctly theoretical. The practical sections form a useful
addition to your reference shelf, while the theoretical parts
make interesting, if rather light, reading. The question that
springs to mind is, why put these together in the one book?

Topics covered range from CP/M and AMSDOS, via as-
sembler and high-level languages, to business and similar
applications. The overall impression this gives is one of shal-
lowness - of never spending long enough on any one topic to
really tell you anything.

The CP/M section is very useful, it has to be admitted. For a
start,utilities such as PIP and STAT are documented much more
thoroughly than in the relevant Amstrad manuals. This could
certainly come in handy, since a good understanding of these is
essential if you're to do anything very much with CP/M. The
style of writing is conversational and quite easy to understand,
again contrasting favourably with the Amstrad documentation.

The more theoretical side of the book intrudes even in the
CP/M chapters, however, with sections on the use of pro-
gramming utilities such as DDT, SID and MAC. While you
certainly need additional information to use these — the Amstrad
manuals refer you unhelpfully to Soft 159 or the unreleased Soft
971 - you might fairly ask who would want to anyway. There
probably are people developing programs under CP/M, and
using only the DR utilities to do it. The problem is, the book
really doesn’t contain the bulk of the information they would
need. What little a machine-specific book can usefully tell you
about CP/M - BIOS addresses are the only things that spring to
mind - this book doesn't cover anyway.

Of course, that sort of thing is way outside the scope of a
general book like this. The question is not why these topics
aren’t covered in depth, but rather why they are covered in the
first place. Much the same applies to the chapters on high-level
languages and business applications.

The book rummages through three languages - Logo,
Pascal and C - without covering any of them on a useful
programming level. To be fair, this does serve a purpose with
C and Pascal. If you were considering the move to another
language, this kind of treatment could help you decide which
language suits you best. As throughout the book, however, the
question of direction crops up - what, I ask myself, is this doing
in a disc companion?

Logo, coming bundled with the DDI-1 and both disc
machines, clears this hurdle without difficulty. The question
here is one of usefulness, though. At the risk of repeating
myself, why cover Logo at all if you don't have space to cover it
thoroughly? Nobody with an Amstrad disk system needs to
decide about buying it, because they’ve already got it. If there’s
anything they do need, it's a proper guide to Logo programm-
ing — which this isn't.

As for the business section, much the same applies. A
selection of major packages is covered, but the book doesn’t
really tell you anything particularly useful. If you wanted to
know which database to buy, for example, you'd need com-
parative reviews of several different packages. As it is, only two
examples of each type of program are covered - one for the
464/664, and one for the 6128. If on the other hand you have
already bought one of the packages, you will probably find the
book’s coverage too light to be of any use whatsoever.

The book as a whole is written in a clear and helpful style —
what a shame then that it is so lacking in content and sense of
direction.A
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TASWORD 6128
THE WORD PROCESSOR

TASWORD 6128 for the
Amstrad CPC 6128 disc £24.95

Brilliant value for money.
AMSTRAD ACTION
December 1985.

A powerful and easy to use word
processor and a superb data merge
program. AMTIX December 1985.

TASWORD 6128is the word
processor especially developed to
utilise the extra memory in the CPC
6128.

Theprogram uses ALL the additional
64K of memory in the CPC 6128 as
text space. This means that text files
can be around ten thousand words
long.

TASWORD 6128 includes a built-in
data merge program. Mail merge, in
which a letter is printed any number
of times, each individually addressed
to a different person, is just one of
the applications of this powerful
facility.

The notepads are a unique feature of
TASWORD 6128. Four separate
notepads are available. Typing
reminders and storing letter
headings are just two possible
applications for the notepads.

Up to one thousand characters can
be stored in ten user definable keys
allowing commonly used words,
sentences, or even paragraphs to be
typed with a single keypress.

Overseas. The fol butor

tacted for th

ducts may be

TASWORD 6128 has
comprehensive customisation
features. These allow many of the
program facilities to be changed to
personal requirements. A
customised program can be saved
and includes the notepads and user
definable keys.

TASWORD 6128is fully compatible
with TAS-SPELL and TASPRINT. It
will also read in data from Masterfile
6128. It can even be used to enter
and edit your own Basic programs.

With all standard and many extra
word processing facilities
TASWORD 6128 is the most
powerful of the TASWORDS.

TASWORD 464-D
THE WORD PROCESSOR —
WITH MAIL MERGE!

TASWORD 464-D disc £24.95

TASWORD 464
THE WORD PROCESSOR

TASWORD 464 cassette £19.95

“There is no better justification for
buying a 464 than this program”
POPULAR COMPUTING WEEKLY,
NOVEMBER 1984

Your 464 becomes a professional
standard word processor with
TASWORD 464. Supplied complete
with a comprehensive manual and a
cassette which contains both the
program and TASWORD 464
TUTOR. This teaches you word
processing using TASWORD 464.
Whether you have serious
applications or simply want to learn
about word processing, TASWORD
464 and the TUTOR make it easy
and enjoyable.

Thisisthe new TASWORD especially
developed to utilise the capabilities
ofthe CPC 464 and 664 Jic;c drives.
The additional facilities include a
larger text file size and automatic
on-screen disc directories during
save and load Oﬁera tions. A major
new featureis the mail merge facility.
This gives multiple prints of your
standard letters, forms, etc., with
each copy containing, forexample, a
name and address automatically
taken from a disc file containing the
data. This data can be entered using
TASWORD 464-D, or created using
the Masterfile Program Extension
package. A powerful and useful
conditional printing facility is
included — parts of a document can
be printed according to user-
specified criteria. TASWORD 464-D
will only run on, and is only supplied
on, disc.

Springfield House, Hyde Terrace,

Many products are suppliedin translated form. FRANCE & SWITZERLAND Semaphore Logiciels, CH 1283 La Plaine, Geneva. SCANDINAVIA Kelly data, Postboks 43, Refstad, Osio. NETHERLANDS Filosoft, PO Box 1353, 9701 B/ Groningen

U.S.A Ramex International

Available from good st




TASPRINT 464 TAS-SPELL
THESTYLEWRITER THE SPELLING CHECKER
TASPRINT 464 casselte £9.90 TAS-SPELL disc £16.50
disc £12.90 for the Amstrad CPC 464 and 664

A must for dot-matrix print owners!
Print your program output and
listings in a choice of five impressive
print styles. TASPRINT 464 utilises
the graphics capabilities of dot-
matrix printers to form, witha double
pass of the printhead, outputina
range of five fonts varying from the
futuristic DATA-RUN to the hand-
writing style of PALACE SCRIPT.
TASPRINT 464 drives the dot-matrix
printers listed below and can be used
to print AMSWORD/TASWORD
464 text files. TASPRINT 464 gives
your output originality and style.
Completely compatible with the 664
and6128.

COMPACTA - bold and heavy, good For emphasis
DRTA-AUL ~ A FUTURISTIC SCRIPT

LECTURA LIGHT - clean and pleasing to read
HEDIAN - a serious business-like script
PAINCE ERIPT - a distinctive Howing Jont

Typical Tasprint output shown at approximately half size. Please note
that different makes of printer produce different sized output.

running TASWORD 464-D and for
the CPC 6128 running
TASWORD 6128

Spelling mistakes and typing errors
spoil any document whetheritis a
private letter or your latest novel.
With TAS-SPELL you are free to be
creative in the confident knowledge
that your spelling won't let you
down.

TAS-SPELL checks the spelling of
TASWORD 464-D and TASWORD
6128 text files. TAS-SPELL hasa
dictionary of well over twenty
thousand words which it compares
with the wordsin yourtext. Ifaword
is not recognised then the relevant
partofyourtextis displayed with the
suspect word highlighted. You can
correct the word, ignore it (it might
be aname), oreven add it to the
TAS-SPELL dictionary.

Please note that TAS-SPELL will only
work with TASWORD 464-D and
TASWORD 6128.

Ifyou do not want to cut this magazine, simply write out

TASCOPY 464
THE SCREEN COPIER

TASCOPY 464 cassette £9.90
disc£12.90

A suite of fast machine code screen
copy software for the CPC 464, 664
and 6128. Print high-resolution
screen copies in black and white and
also large ‘shaded’ copies with
different dotdensities forthe various
screen colours. TASCOPY 464 also
produces ‘poster size' screen copies
printed onto two or four sheets
which can be cut and joined to make
the poster.

TASPRINT 464 and TASCOPY 464
drive the following dot-matrix
printers:

AMSTRADDMP1  MANNESMANN  STARDMP501/5/515 SHINWACP-80
EPSONFX-80 TALLYMT-80 BROTHERHRS COSMOs-80

EPSONRX-80 BROTHERM1009 DATACPANTHER ~ AMSTRADDMP2000
EPSONMX-BOTYPEII NECPC-80238-N  DATACPANTHERI

TASWORD

UPGRADES

TASWORD 464 and Amsword
owners: send your original cassette
or disc (not the packaging) as proof
of purchase and £13.90. Your
original will be returned together
with TASWORD 464-D or
TASWORD 6128 on disc.

ur order and post to:

TASMAN SOFTWARE, DEPT AA, SPRINGFIELD HOUSE, HYDE TERRACE, LEEDS L52 9LN

»d stockists and direct from:

AREE

Leeds LS2 9LN. Tel: (0532) 438301

GERMANY Profisoft, Sutthauser Str50/52. D 4500 Osnabruck. BELGIUM Easy Computing, Avenue Guillaume Lefever 30, 1160 Brussels. PORTUGAL infomova, Campo Grande 284 A, 1700 Lisbon. AUSTRALIA Dolphin Computers, 99 Reserve Road, Artarmon, New South Wales 2064. NEW ZEALAND Software Supphes, PO Box 865, Christchurch
1762026 Mite Road Washington Mi 48094,

lenclose acheque/PO made payabie to TASMAN SOFTWARE Ltd OR charge my ACCESS/VISANUMDES. ................ccccooviiivmiimnmnnnisiniin,

DELETE PRICE

All prices include VAT, postage and packaging.

ITEM
NAME disc/cassette £
ADDRESS disc/cassette £
disc/cassette £
disc/cassette £
Outside Europeadd£1.50 airmailperitem £
Telephone Access/Visaorders: Leeds (0532) 438301 TOTAL £

Please send me the FREE TASMAN brochure describing your products for the Amstrad CPC 464, 664 and 6128. [ tick here.

AA

All TASMAN 464 software is fully compatible with the 664 and 6128.




Andrew Wilton surveys the vast expanse o

It's not easy to get excited about spreadsheets. While
they are enormously useful things, they rarely involve
dazzling new ideas. Now, however, Caxton have
brought out ScratchPad Plus, a powerful program with
many original features. It may not quite be exciting,
but it's probably as close as you're going to get.

If you want to create a big spreadsheet, Scratch-
pad can cope. In fact, it can give you a larger
spreadsheet than any other package on the market. If
you want to look at several parts of the sheet at once —
and you probably will = ScratchPad lets you. If you're
after powerful, versatile functions, ScratchPad gives
them to you.

These features are impressive, but they don’t
come cheap. At a penny less than £70, it's really not
the sort of thing you'd buy for your domestic budget-
ing. That said, it is very easy to use and — price to one
side — you certainly could do your home accounts on
it. As for small businesses and the like, it should prove
ideal. After all, you do get a great deal for your
money.

VIRTUAL MEMORY

ScratchPad Plus is big — the main program SP.COM takes up 49K
of disc. The sheer size of it means it's CP/M Plus only. Even
then, you're only left with 12K of RAM for the spreadsheet data.
How then, you might well ask, can ScratchPad give you a larger
spreadsheet than any other program?

It's all done with virtual memory. This involves using disc
space to store data while the program is running. In this way,
the spreadsheet is notlimited by the amount of free RAM. Once
all this is used, ScratchPad starts expanding into the free space
on your disc. This does have to be space on your working copy
of ScratchPad, but that's not an enormous restriction — in theory,
you could still create spreadsheets weighing in at over 120K.

Of course, there is a price to be paid for all this — and I don't
just mean £70. The trade-off is one of size against speed.
Retrieving data is much slower from disc than it is from RAM.
With auto-calculation running, the change in speed is quite
noticeable and potentially rather annoying. The answer here is
to switch auto-calc off, and simply force recalculation when
needed. This is, after all, what you have to do anyway with most
spreadsheet packages. A more satisfactory solution would be
ramdisc.

The idea of ramdisc is explained rather more thoroughly in
the Silicon Disc review in this month’s Plug-Ins, but here's the
gist of it. You take a piece of RAM, make it pretend it’s a disc
and run virtual-memory programs on it. That way you get extra
memory and extra speed — which can’t be bad. Unfortunately
for 6128 users, the DK'tronics Silicon Disk won't do the job —
though the Vortex boards might be able to, at a price. Those
lucky 8256 users have a built-in 112K RAM disk which really
gets ScratchPad running at a cracking pace. The 8512 will be
able to offer all this plus even greater capacity — 368K on
ramdisc.
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DIMENSIONS

With all this talk of 120K spreadsheets, it may come as a surprise
to you that each sheet can have a maximum of only 5000-odd
cells. Before you start making unfavourable comparisons, how-
ever, bear in mind a couple of points.

Many spreadsheet packages can show similar statistics, but
very few have the memory to fill that many cells usefully.
Furthermore, the cells of a ScratchPad spreadsheet can be
distributed however you like — the dimensions of the sheet are
entirely up to you. If you need 5 columns and 1000 rows, or vice

SPREADSHEETS

If you do all your financial planning on paper, you'll find some
tasks very difficult. In particular, you'll have problems making
‘“what if...?" calculations. If you're doing the planning for a small
business, you're going to want to know the answers to questions
like “What if component prices go up?”’ or *“What happens if I
become liable for VAT?". If you want answers to this sort of
question, you're going to need a spreadsheet program.

A spreadsheet is made up of cells, arranged in rows and
columns. Each cell can contain a label, eg “‘Profits for January”’,
or a formula. The formula in a cell is the way that the program
works out what number to display in that cell on the screen. It
could just be a number, or it could be a sum which the program
can do to produce a number.

Thus if cell Bl - that means it’s the cell in column B and row
1 - has the formula “10", then it will simply display as the
number 10. If we then set the formula for B2 as “Bl + 5’ then B2
will display as 15 - the contents of cell Bl, plus 5. If we then alter
Bl’s formula to ‘11" and recalculate - update all the cells
according to their formulae — B2 will now display 16, not 15 as
previously.

Using these formulae, we can set up a financial plan without
having to do the totalling of costs, multiplication by profit
margins etc. More importantly, you can make small ‘*“What if...?"’
alterations, and then recalculate the whole sheet to show their
full effects.

versa, ScratchPad can handle this quite easily.

Putting these two factors together, the maximum number of
cells is, unlike with so many packages, a practical limitation —
but only if you need a sheet with an enormous number of
columns and rows. Oddly enough, the package nearest to
ScratchPad in memory terms — Campbell’s Mastercalc 128 - is
also the only one of its major competitors to offer the same sort
of flexibility over spreadsheet shape.

WINDOWING

One of the most important features of ScratchPad Plus is its
multiple windowing. The major drawback of a computer
spreadsheet compared to its paper equivalent is the display
size — you can only see a very small portion of the total display
at any one time. Often, the critical areas you need to look at are
small - typically just one cell each — but a long way apart. To
make the most of the display size, you need to be able to divide
it between these areas. On most spreadsheets your display can
only look at one continuous area of screen. A few allow you to
divide the screen into two windows — two sections of the screen

ITe,
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which show separate parts of the spreadsheet.

In contrast to this, ScratchPad Plus gives you unlimited
windowing. You can split the screen into two separate windows,
either horizontally or vertically. These windows can then be
subdivided, and so on for as long as you like. There is a limit to
the number of windows you can have on screen, but only the
purely practical one of screen space. Each new window needs
column and row markers, and these take up space otherwise
used for cells. Eventually, the screen will become too cluttered
for further subdivision. By this time there will already be too
many windows for you to keep track of them all, so the limit isn’t
much of a restriction in practice.

Each window behaves like a screen in miniature. It can be
scrolled and the entries edited quite independently of the other
windows — except, of course, for the effect any editing may have
on the spreadsheet. This, coupled with the ability to jump from
window to window, gives you more direct access to the
spreadsheet than any other program on the market.

FORMULAE AND FUNCTIONS

When it comes to calculation, ScratchPad really starts to show its
worth — the range of commands available to you is simply
phenomenal. From simple arithmetic you can move on to trig.
and scientific functions, table lookups, and an if-then structure
that brings in a strong flavour of programming.

Other useful features available include the ability to sum
over a range of cells in the same row or column, without having
to write formulae of the “A3+ A4+ AB+...” variety. Also worth
a mention are the average, maximum and minimum functions
which add considerably to the package'’s flexibility.

Thankfully, applying this battery of functions is made a

Three separate windows of data make the spreadsheet much
more useful — and there’s more where they came from.

seof Caxton’s powerful new spreadsheet.

great deal easier by an intelligent set of replication instructions.
Formulae can be transferred as wholly absolute, wholly relative
or a range of options in between. In effect, this means that
concepts can be copied from one part of the sheet to another,
cutting out an enormous amount of drudgery and general hard
work.

DOCUMENTATION

This program packs a real punch - it can create and manipulate
huge spreadsheets, give you powerful tools for structuring
them and easy access to the results they yield. All of this clearly
needs some pretty strong documentation, and Caxton have
given it just that.

The manual is friendly, clear and concise. It is backed up
by good onscreen help, a useful little prompt card and, when all
else fails, a support team on the other end of the phone. If the
documentation is lacking anywhere, it is in the area of
examples. ScratchPad is very versatile for a spreadsheet, and a
few suggested applications for the more unusual features would
not have gone amiss.

G 0 0 D N E w S

P Virtual memory allows enormous spreadsheets.
> Powerful formulae.

» Multiple windowing.

» Good documentation.

B A D N E w S

> Expensive.

LE15.00 11720.00¢ 1IM1.00

The Verdict

There being disconcertingly little
to find fault with, the only
questiori mark remaining is over
value for money. At £20 more
than Supercalc 2 and almost
twice the price of Mastercalc
128, you'll have some hard
thinking to do justifying the
expense. Above all, you'll have
to really need that extra power
and capacity.

SCRATCHPAD PLUS
Caxton, £69.99 disc only
CPC 6128, PCW 8256
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Every man his own Walt Disney? We see if The Animator can put some

spring in the steps of your drawings.

THE ANIMATOR
Discovery/Woolf Graphics, £14.95 cass., £17.95 disk
CPC 464, 664, 6128 The Animator is nothing to do with sprites. It
calls itself an inbetweener. This means that you draw two
pictures — the key frames - and the program then creates the
frames in between. In other words, if you've drawn frames 1
and 20, The Animator does the rest for you by generating
frames 2 to 19. It is then possible to add more key frames - 40 to
60, and so on.

The manual explains that although this is not the first

Frame rotate is a facility which spins the entire frame
about the x or y axes to create a 3D effect. At the same time the
program shov ' the lines in perspective view — it makes the
lines longer or shorter as they appear to turn away.

Before running a sequence reverse can be set on or off.
During the animation you can freeze frames, step forward or
back frame by frame and alter the speed. If there are only a few
lines the animation runs at 50 frames per second.

Unfortunately, if you then want to change the colour or add
another key frame the program has to recompact the sequence.
This can take some time if there is a large-ish number of frames,
longer if some the shapes are filled.

program to use the inbetweening technique it has great advan-
tages of speed. Normally, an inbetweening program would not
be able to display frames faster than 10 per second since it
would store each picture as a collection of lines and redraw
them as it went along. But The Animator compacts each frame
and so is able to to reach speeds of 25 frames per second. A
cartoon on film would display 24 frames per second.

This speed makes animation very smooth, and also means
you can animate almost anything - filled areas, curves, squig-
gles etc. — up to the program’s limit of 500 lines per frame. Of
course, you would probably have reached the limit of your
patience well before raching that number.

Drawing commands

The Animator provides a number of drawing command to help
you create the key frames that will be the basis of your
animated sequence. Polygon draw allows you to draw trian-
gles, squares, pentagons, even circles (a 24-sided polygon),
quite simply. Stippled fill will allow to mix colours in the
program's four-colour mode (The Animator has three modes).
Rubber banding can be set on or off.

These commands are not as extensive as those offered by a
program such as Melbourne Draw but they serve to help you on
your way. However, The Animator also has several very useful
commands you're unlikely to find elsewhere such as the curve
smoother, which allows you to draw a line freehand and then
smooth it out by joining up every 2nd, 3rd etc. point.

If you can't draw very well the transform command is very
useful. This lets you copy and transform ready-made pictures or
parts thereof. You can make them bigger or smaller, stretch
them up or down, rotate them, or flip them over. Transform can
be comobined with the editing facility frame move, which
allows you to copy/move/delete frames. So, you could start with
one frame containing a picture of a face, copy it to another
picture and then go to work — broaden the nose, separate the
ears, thin out the mouth and so on.
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Run-time module
However, there is a separate program for running a sequence
without using The Animator — the run-time module. This allows
you, for instance, to insert sequences in your own BASIC
programs using the five RSX commands the module offers.
Several demos can be saved and held in memory at the
same time. They can then be run together to form a much
longer sequence.

How long?

The length of the cartoon you create depends on how much
detail you want to include. On the 464 and 664 there is only 17K
free for storing frames. On the 6128, however, there is over 80K
available.

The manual claims that if you settle for a cartoon with just a
few lines you can have sequences up to several hundred frames
long. If you include filled shapes, however, the number of
possible frames is reduced to around a hundred.

But by using the run-time module it should be possible to
join two cartoons together, making the last frame of the first
sequence the first frame of the second. This method would give
you 37K free on 464 or 664, and over 100K on the 6128.

G 0 0 D N E w S

P Gives you some satisfaction almost immediately.
P A unique, and Amstrad-orignal, program.
P> Extensive range of drawing and editing commands.

B A D N E w S

P> Takes time to get to grips with it.

» Will take more time to create really impressive
sequences.

P Not a lot of storage space on 464/664.
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The Verdict

You might be wondering ‘what's
it for?’ Well, it's not for anything
in particular — except fun. Quite
clearly, though, there are several
applications = the creation of
animated title sequences in
programs is one that springs to
mind. If you know enough about
electronics to tamper with the TV
modulator and output a
composite video signal rather
than a modulated signal you

should even be able to save and
build cartoons on video tape.

Essentially, though, it's a fun
utility. It does what its title
suggests — it creates animated
sequences. If the idea of creating
a cartoon appeals to you, you'll
probably like it. After all, there is
something magical aboout
drawing a few lines and seeing
them transformed into something
quite different.

And it can be as easy as
that. A couple of minutes will
produce your first sequence.
However, producing something of
Walt Disney standard could take
you a long time — not just in
drawing the key frames but in
working your way through the
impressive arange of commands
The Animator offers. One thing it
doesn't offer, and which would
have been useful particularly for

the duff draughtsman, is an
image bank to play around with,

It's really a case, though, of
only getting out of it what you
put in. The more you explore, the
more satisfaction you'll derive —
always assuming you're
interested enough to get hold of
it in the first place. It's certainly
capable of giving you more
pleasure than a lot of games |
could mention,

From melancholy to merriment in a sequence created very quickly indeed, and
using only two key frames ~ 1 and 12.

DISC DEMON
Beebugsoft £17.95 Disc, £29.95 Rom
464, 664, 6128

Following on from the success of their Amstrad Toolkit, Beebug-
soft have brought out a new selection of utilities, this time with a
leaning towards disc handling.

The utilities take the form of RSXs. These can be called
directly, eg |DEDIT to edit the contents of a disc, or indirectly
by way of the | DEMON command. The latter summons a menu,
from which the utilities can be called without you having to
remember the precise name of the RSX. This is very conve-
nient, and something that other toolkit writers would be well
advised to consider. It would be more useful, however, if the
menu did not simply dump you back into BASIC after the
completion of a command.

DISC COMMANDS

The commands themselves offer a wide range of activities. The
more mundane provide AMSDOS alternatives to CP/M utilities —
|COPY is equivalent to PIP, for example, while
| DISCCOPY, |FORM and | VERIFY replace DISCKIT. Similarly,
there are a few other housekeeping commands such as | WIPE,
a selective erase, and | ACCESS, a file lock/unlock utility.

The remaining commands tend to be slightly more exotic. If
you accidentally erase a file, | RECOVER will unerase it for you.
If you want to see the disc area a given file occupies, | DMAP
will display a sector-use diagram. Taking this to its logical
conclusion, you can search and edit the disc directly using
| DSEARCH and | DEDIT - but you'll need to be a bit of a hacker
for this sort of thing.

MEMORY
COMMANDS

If these last two comumands are your sort of thing, Disc Demon

can offer their memory equivalents, | MSEARCH and |MEDIT,
and a memory dump command |MDUMP. Deeper still into
hackery are |DIS, a memory disassembler, and |ENABLE, a
Rom-enabling utility. The latter lets you bring the other memory
commands to bear on the BASIC Rom, and any expansion Roms
you may have.

Where appropriate, screen output can be directed to the
printer by the commands |PON and |POFF. Also, file com-
mands normally called in the form | COMMAND, <filename> can
simply be typed as | COMMAND and the utility will then prompt
you for the filename. On the 664 and 6128 this is merely
convenient, but on the 464 it neatly avoids the RSX-handling
problems of BASIC 1.0.

As a further convenience, the function keys are set up so as
to produce useful Disc Demon commands. For instance, 9 calls
up the |DEMON menu, f4 displays a help screen detailing
command syntax and {7 switches the printer on. The use of keys
f0-f2 to set the screen to modes 0-2 seems a little strange at first
— “What's this got to do with DD?"”, you might well ask. The
answer lies in the way some of the commands - notably
| DEMON - behave. Though most of the commands work in any
mode, a few switch to mode 1, and don’t restore the previous
mode afterwards. For these, the immediate switch back offered
by {0 and {2 comes in very handy.

THE DRAWBACK
If all this sounds exactly what you need, there is one slight
problem with it — its size. The disc version takes almost 16K of
user Ram. Though this can be reclaimed using | DEMONOFF,
there is no way to keep just some of the commands. You can't
even dispose of the help messages. Of course, a hacker could
probably fix this — but then a hacker could write his own utilities
in the first place.

The solution, for my money, is to buy the Rom version.
You'll need a Rom board to use it, and it costs a lot more, but
that memory loss on the disc version really is a bit much.




top-notch machine code progger?

For a long while now I've been working on Curse of
the Android Lemmings, the latest Carrot megazap
written entirely in BASIC and sporting one of the
slowest gameplays known to mankind. So it was with
much glee that | wrestled with the padded bag that
arrived courtesy of Securicor a couple of days before
this issue went to press. Just the job, | thought, to put
some perzaz into the robot rodents.

The Laser Compiler is the latest in a line of programming aids
for those who can’t or won't ‘get their hands dirty’ with a bit of
Z80 machine code. Laser BASIC, reviewed in February's
Amstrad Action, does a lot for those who believe that POPIY is a
funny spelling of Olive Oil's boyfriend. It provides all kinds of
wizzo sprites for use in your own games, and machine-code
routines to manipulate them.

Laser Compiler tackles the bits of program not directly
concerned with putting lemmings on the screen;the calculation
and program logic involved in a good game. When you've
compiled a BASIC program with Laser, you'll notice a signifi-
cant speed improvement, not in the sprites themselves, but in
the way the program works out what to do next.

Screen from a game written in Loser Basic and then compiled with the Compiler.

OMPILER 7/

The amazing Bertram Carrot reviews the latest Ocean/Oaisis offering. Can
it speed up the poor man’s miserably slow BASICZ Will Carrot become a

/ ; %
NG /

Two sample programs . are included in the manual; the
notorious Sieve of Eratosthenes, invented by an ancient Greek
to show off the speed of his BASIC compiler, and a routine to
draw a circle. If you run these two programs under Amstrad
BASIC against their Laser compiled equivalents, you'll see a
speed improvement of 20 to 30 times for the Sieve and about 3
times for the circle plot. Well worth having, but what sacrifices
do you have to make?

Well, for a start, you can’t use any floating-point numbers.
Not as much of a problem as you might think, especially when
writing games, as nearly everything is done with integers
anyway. It does mean that the RND function (which normally
returns a number between 0 and 1) has to be rewritten, and any

programs you want to compile will need to be adjusted |

accordingly. There are some restrictions on the use of
MEMORY, and immediate mode commands, such as AUTO,
RENUM and NEW, are not supported. Nothing that should really
worry you, though.

Syntax checking

What is a bit more worrying is the ‘fussy’ syntax checking. If
you write ‘IF INKEY(32) THEN GOSUB 1000’ in a program, you'll
have to alter the line to read ‘IF INKEY(32)<>0 THEN...’ before
Laser will accept it. It won't accept the Pascal-style square
brackets around array elements e.g. DIM Array$[20], although
Amstrad BASIC does, and was none to happy with the statement
‘IF caught THEN RETURN’. It demands a full Boolean expression
(e.g. caught=1) to compile.

The manual gives details of which keywords aren’t sup-
ported, and lists the error messages the compiler may produce.
It would have been useful to have had some of these explained,
and there were a couple the compiler produced which weren't
listed, including the unhelpful ‘RUNTIME ERROR-UNKNOWN
ERROR, PROGRAM TERMINATED’. Considering how well
Laser BASIC is documented, I think Laser Compiler deserves
more than 15 pages.

The compiler

The compiler is generally well behaved, and will take your
source BASIC, which should be thoroughly debugged, and
compile it in two passes. The first pass checks the syntax, and
reports errors, showing where in the offending line the pro-
blem lies. The second pass generates the machine-code, add-
ing in the Laser run-time code to produce a stand-alone
program. This code is quite lengthy, around the 10K mark, and
is longer if your program includes Laser BASIC sprites. Using
Laser Compiler is the only way to create a program with sprites
which will run without Laser BASIC being present.

The final product is run only, and as such may be sold by you,
without further permission from, or payment to Ocean. A very

\
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So far so good. If you've
bought an Amstrad PCW 8256
you've got the best value
hardware on the market. But
what now? Keep on saving with
the best selling, Sage ‘Popular’
range of business software.

Take your pick from the
biggest and best range of
professional software for the
AMSTRAD. Accounts, Payroll,
Invoicing, Data Base Management
and Communications programs,
all simple to use but highly
effective and yours from as little
as £69.99 incl. VAT. For the cost-
conscious small business, there’s
no better bet than Sage. What's

BRITAIN'S BEST VALUE
OMPUTER HARDWARE

AMSTRAD.' "
PCW 8256

4

more, you don’t need to be a e

computer buff to put our
programs to work. We give you
90 days direct after sales support
absolutely free, and for a modest
annual payment we’ll provide
ongoing support, including free
program updates. (Try asking
some suppliers of higher priced
software how much support
they offer!)

What Amstrad did for
hardware prices, Sage, one of
Britain’s top software
companies, have done for
software prices. Talk to your
local dealer today, send for more
information.

wl

DESERVES
BRITAIN'S
BEST VALUE
SOK

@ ACCOUNTS The original SAGE
accounting system to automate your
bookkeeping. £99.99 incl. VAT

@ INVOICING Automatic invoice
production linked to a stock
recording system £69.99 incl. VAT
@ ACCOUNTS PLUS

SAGE accounts combined with
Invoicing and linked directly to your
ledgers. £149.99 incl. VAT

@ PAYROLL An effective,
easy-to-use system to automate wage
calculations, payslip printing etc
£69.99 incl. VAT

@ COMBO PACK The SAGE
Accounts and Payroll programs in a
money-saving package £149.99
incl. VAT

@ SUPER COMBO Accounts,
Invoicing and Payroll at a saving of
£39.98. £199.99 incl. VAT

@ SAGE DATABASE The electronic
filing system to organise your
records and produce reports and mail
shots £69.99 incl. VAT

@ CHIT-CHAT, E-MAIL A special
version of this top-selling program to
connect you to electronic mail systems
like Telecom Gold, One-to-One, etc.
Includes free One-to-One mail box
worth £50. £69.99 incl. VAT

@ CHIT-CHAT, VIEWDATA This
version of Chit-Chat gives you access
to Prestel and other information
systems £69.99 incl. VAT

@ CHIT-CHAT COMBO Save
£39.99 with this combination of our
E-Mail and Viewdata programs.
£99.99 incl. VAT

I_ FOR MORE INFORMATION —I
Fill in the details below and post to:

Sagesoft plc, NEI House, Regent Centre,
Gosforth, Newcastle upon Tyne NE3 3DS.

NAME

COMPANY

POSITION

POST CODE

TEL. NO
@& ORDER BY PHONE

I
|
|
|
I
ADDRESS I
|
|
I
|
I

Holders of Access and Barclaycard can I
order by 'phoning Tyneside (091) 284 7077.
Please allow 28 days for delivery. I

LBETTER SAGE THAN SORRY §§J

I
|
I
|
|
I
I
I
I
I
I
I
I
I
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realistic approach. Compilation of a typical 10K program takes
about three minutes, including disc swaps. You can run the
compiler from tape, but it's awkward.

Test programs

And so to C.0.A.L., or at least the programs I tried it on before
trusting it with the game which combats insomnia. I have to
admit at this stage that in the time available for the review, I only
managed to get one out of three test programs compiled and
running under Laser. The first was a simple database, which
reserves MEMORY for a couple of machine-code sub-routines.
Laser rejected the use of HIMEM in the program, and a small re-

Compiler v Interpreter
You may not be aware that your
Amstrad micro, like all others,
doesn’t understand BASIC!
There is a chip inside your com-
puter, called the BASIC inter-
preter, which translates any
program you write in BASIC
into machine-code. All micros
can understand machine-code,
and act on the instructions an
interpreter produces.

The trouble with doing
things this way is that a lot of
time is taken up translating each
instruction. When you run a
BASIC program, each command
is translated as it is met. This
means that every statement in a
simple loop like this:

10FORN=1T020

20 PRINT *'Curse of the Android
Lemmings"’

30 NEXTN
is translated 20 times! It's amaz-
ing BASIC programs run at any
speed at all. The advantage, of

K.FEE

course, is that no permanent
change is made to your
program, so you can view and
edit it immediately if there’s
something wrong.

A compiler on the other
hand, takes your program
(known as the source code) and
translates it once and for all into
its machine-code equivalent —
the object code. When you run
the program, it's the object
code which is executed, and no
translation work is done at all. If
there are bugs in your compiled
program, though, you'll have to
go back to the source program,
correct it there and recompile
before you can retest it.

The best compromise, and
one which Laser Compiler
offers, is to take a program that
you've developed and tested
under the built-in interpreter,
and compile it to give you extra
speed.
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write would be necessary to put the code into memory in some
other way.

The second was a published BASIC listing for a game. Laser
compiled the program without problem, but when run the
‘UNKNOWN ERROR’ described above, crashed my 6128.

The third program was another mag listing, and after quite
a bit of rewriting, Laser compiled this to machine-code over
twice as long as the original. Although this compiled program
ran all right (and a good bit faster than the original), part of the
screen display was corrupted. The interpreted version had no
such problems, and it's hard to see what could be causing them.

Even with these problems, it's not fair to conclude that ]
Laser won't compile fairly standard BASIC programs. If you
were writing your program for compilation, you'd make sure
you stuck to the syntax it could understand. Using Laser BASIC
would also encourage this, as the routines provided there are
all compatible with the Laser Compiler.

All in all, Ocean’s two programming aids will work tog-
ether to provide much of the sophistication normally found only
in games written entirely in machine-code. The extra memory
overhead of a compiled program should not be too much
problem, bearing in mind the program space available in
Amstrad micros. g

Now, you see, these giant lemmings keep throwing them-
selves of the cliff and your job is to catch them in your wellies ....

G ) 0 ) N .F w s

» Handles a large subset of Amstrad BASIC keywords.
» Compiles fast, though in two passes.

» Produces stand-alone code, which may be marketed
without royalties.

B A D N E w S

» Adds considerably to length of programs.
» Doesn’t handle floating-point numbers.
» Manual could be more detailed.

The Verdict

The Laser Compiler is a good
integer compiler, though the
review copy seemed a little
rough round the edges. Although
it won't provide a dramatic
Increase in graphics speed (Laser
BASIC will do this for you) it
considerably speeds up
caleulation and logic processing.
It would be interesting to
compare Laser Compiler with the
new HiSoft Integer Compiler (how
about it, Ed, Sir?)




and build uﬁgour fog ofkills as ybu rise
through the ranks to the elite of the RAF.

"“lf.:-“-:

Commodore 64 .‘.'9 95 tape, £14.95 dislr ;
Spectrum 48K/128K £9.95 kY
Features spec:al extended 128K version of the pragram
with a mission to complete, extra saund
-and more ground detail.

STRIKE
FORGCE

ARRIE

Plot your course to the enemy HQ at the controls of your
full-function V/STOL Harrier, protecting yourselfand your
ground sites with cannon, bombs, and Sidewinder
missiles.

“Aclassy, polished, and highly addictive simulation”
— Computer & Video Games

BBC/Electron £9.95tape, £12.95 BBC disk
Amstrad CPC £9.95 tape, £14.95 disk
Commodore and Spectrum versions coming soon

Purnell Book Centre, Paulton, Bristol BS18 5LQ
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FULL PRINTER SUPPORT FOR THE AMSTRAD  .:icx.
ORDERED TODAY DELIVERED TOMORROW wiicow:

> > > KAGA-TAXAN €4 <4 <
Ring for unbeatable price!

» > CANON 1080A 4 4 «
Only£225ex-VAT!

B DOT MATRIX EXVAT INCVAT
SHINWA CPA-80 £165-00 £189-75
EPSON LX80 (near letter quality) £190-00  £€218-50
JUKI 5510 (col. option, NLQ) £209-00 £240-35
CANON 1156A (near letter quality) £335-00 £385-25

B DAISY WHEEL
DAISY STEP 2000
EPSON DX100

B AMSTRAD ADD ONS

TASWORD TWO 1 o
TASPRINT £:'5"6(17.7“
TASCOPY £8-90

PRINTER CABLE

B COLOUR PRINTERS
EPSON JX-80

SPECIAL OFFER £450:00 £517-50

NOW ONLY 3 MINUTES FROM JUNCTION 23 Mé62
(MANCHESTER 25 MINUTES/LEEDS 20 MINUTES)
NB: FROM EAST USE JUNCTION 24

156 LONGWOOD GATE, LONGWOOD

HUDDERSFIELD
Tel 0484 646048/9

SIREN SOFTWARE

1.**DISCOVERY**

The tape-to-disc transfer program. Transfers some turbo
loaders, alters BASIC loaders to get programs running with-
out alteration. “HIGHLY RATED", Amtix! “‘Discovery does it
best across the widest range of games."” AA, Feb ‘86.
“Probably the best of the tape-to-disk copiers.” AA, Mar ‘86
Featuredinthe serious softwarechart, AAMarch ‘86.

On464,664.6128.Disc£11.99,tape£7.99

2.**MASTERDISC** *NEW*
The only disk utility package you will ever need, this program
reallydoesitall.
IMAGE — make backups of your disks (inc. funny formats,
etc)
DIRECTORY EDITOR - unerase files, show hidden files,
securefiles, etc.
SPEEDFORM-—formatyourdisks lightning fast
SECTOREDITOR-complete sector editor.
DEPROTECTOR-deprotect a Basic program
DISK HEADER - display start, length, type, etc offiles.
TAPEHEADER-as fordisk header, but for tape.
TRANSFILE - transfer individual files from tape to disk or
disktotape.
DISKMAP —shows how files are stored on disk.
TYPESTYLE-display onscreenor printer any ASCl file
DUMPFILE -display Hex/ASClIlI format for contents of afile.
DISK -speed up yourdiskdrive by upto 20%.
Thisdiskdoesitall!
On464,664,6128. Diskonly£12.99.
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OVERSEAS PLEASE ADD £1.00 FOR POSTAGE AND PACKING

SIREN SOFTWARE
76 BRIDGE ST
MANCHESTERM3 2RT
TEL0617966874

SIREN SOFTWARE
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HISTORY recalls the epic ‘Highway Encounter.

The attempted domination of Earth by the
dreaded Alien aggressor was foiled by the power
of the Vortons.

NOW the sequel is launched.

‘Alien Highway. Where Vorton meets Alien,
in the ultimate encounter.

o S Y

v

PLEASE SEND ME VeLARE V. Rl |SC oV
AMSTRAD CPC CI£8.95 (E£1£1.8:95
SPECTRUM 48K C1£7.95

EOTL AL U
NAME BLOCK LETTERS PLEASE

ADDRESS

ENCLOSE P.O./CHEQUE PAYABLE TO VORTEX SOFTWARE (SALES) LTD.
SEND TO VORTEX SOFTWARE (SALES) LTD. 24 KANSAS AVE. SALFORD M5 2GL

______________ >.<g -
an e C TR UM 48K v
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256K SILICON DISC
£99.95, DK’tronics
' CPC 464, 664, 6128

Andrew Wilton plugs in the DK Tronics 256K
Silicon Disk and sees what it gets up to.

DK’tronics have already made a name for themselves
among Arnold users with their 64K and 256K RAM
add-ons. Now they're offering extra memory in a
rather different form — a ramdisc.

A ramdisc is, as its name suggests, a cross
between an add-on RAM and a disc drive. You can
save programs on it, run CP/M on it, and generally do
whatever you'd normally do with a disc drive. As far
as Arnold is concerned, it is a disc drive. To us,
however, there are important differences.

The main selling point of a ramdisc is its speed.
Because it isn't actually a disc drive, it doesn’t waste
time running disc motors and doing similar jobs. This
means it can handle data much faster — and make less
noise about it, too. On the minus side, it is volatile — in
other words, when you turn it off you lose all the data
you had stored in it. Because of this, it can’t replace
but only add to other, conventional storage forms.

THE PACKAGE

Silicon Disc itself only works as part of a disc system - you
cannot use it with a disc-less 464. It comes in two separate,
similarly shaped units, one of which plugs into the other. One of
these holds the actual ramdisc, and the other contains the ROMs
that make the whole thing work.

The 464/664 versions are small, chunky modules plugging
into the disk drive/expansion port. Any extra devices — notably
the DDI-1 essential for use with the 464 — can be hung on the
through-connector. The 6128 versions are much longer, stretch-
ing from the expansion port to the left-hand edge of the
keyboard unit. As 6128 users may have already realised, this
length of rear edge includes the printer port. Rather than block
this port off, the two units give access to it via slots in the casing,
forming a tunnel right through the assembly. In use this
arrangement looks quite tidy, if a little odd - it was made
necessary by the differences in port layout introduced on the
6128. Under the contrasting housings, the 464/664 and 6128
versions are electronically identical.

As with all expansion port plug-ins, the physical side of
interfacing needs at least passing consideration. The review
system — a 6128 package - gave some cause for worry on this

score. Though the two component units fitted together snugly,
the whole assembly seemed none too securely attached to the
6128 edge connector. The units rested on the desk once
plugged in - though it wasn’t too clear whether this was
intentional, or just a consequence of the front module’s rather
loose grip on the connector.

Of course, physically poor connections don't always lead
directly to electronic problems. By and large, the review
sample behaved itself. Only once did it have serious problems -
repeatedly crashing on start-up, or simply refusing to power up
at all. The usual solution - turn off, adjust plug-in, turn on again —
took half an hour and several dozen attempts to sort the
problem out. This will come as nothing new to most plug-ins
users, but it’s still a powerful argument in favour of Vortex-style
expansion boards.

AMSDOS
On power-up, the firmware adds the line “Silicon Disc 1.0” to
the machine start-up message. The disc is not active at this
stage. Typing |sdisc starts the package, implementing it as
drive B if you only have a single drive system or as drive C if
you have an FDI. From now on it is used in exactly the same
way as a normal disc drive.

The major difference from a conventional drive is in
performance. The increase in speed of saving and loading is
dramatic, as the table shows. The improvement in BASIC file
handling is not quite of the same order, but will probably be
rather more useful. After all, the longest load/save you are ever
likely to do still isn’t going to take more than 20 seconds with a
conventional drive.

There are a few other differences in its behaviour as
compared to the genuine article. On cataloguing, the normal
message "Drive B" is replaced by “‘sDisc B". This could easily
go unnoticed, however, as the initial ‘254K free” will probably
demand rather more of your attention. The extra space is very
welcome, but it does have one problem.

The firmware features two commands, savedisc and

loaddisc, which copy the contents of the Silicon Disc respec-
tively to and from a conventional drive. Once you have 200K or
so on the ramdisc the direct transfer out, using savedisc, won't
work. What you're left with is a file handling task - a selective
transfer, or at best deletion — which could prove very cumber-
some under AMSDOS. If this sounds to you like a job for CP/M,
then read on.

A plug-in in every port AMSTRAD‘ ACTION MAY 1986 31




. CP/M
Implementing Silicon Disc is simple under AMSDOS, but things
can be a little trickier under CP/M. While still in AMSDOS, the
external command |setcpm sets up the transient program
SDISC.COM on disc. This in turn is used toset up the Silicon Disc
once you have entered CP/M.

This is not quite the end of the matter, however. To get
SDISC to work, you have to relocate CP/M, and to do that you
have to use transient commands MOVCPM and SYSGEN from
within CP/M. Fortunately you don’t have to be a systems hacker
to do this, because you don't actually have to understand any of
it. All you need to do is follow the instructions in the manual.

Once you have your new, relocated CP/M you can imple-
ment Silicon Disk just by typing SDISC. There are a few points to
note, though. For one thing, you can only use the Silicon Disk
with this altered CP/M. For another, some utilities will only
work with CP/M in its normal position. Thus you may well end
up having two almost indistinguishable versions of CP/M in use
— a rich source of confusion, no doubt.

None of this is particularly serious stuff — after all, the
instructions are quite clear about the move operation. As for the
effects of the relocation, 6128 users are quite used to handling
different versions of CP/M. They are, however, the ones who
will suffer from Silicon Disc’s most serious drawback — that it is
incompatible with CP/M Plus.

COMPATIBILITY?
At first, this seems too awful to be true. For a product such as
this, produced in a special 6128 version, to be incompatible
with the main 6128 operating system is a serious matter.

very unusual to access the disk drives by any other means. If
the ramdisc can be read from and written to by the DOS in the
same way that an additional drive would be, we will not have
any problems using the vast majority of software packages with
it.

The trick, of course, is to make the DOS read from and
write to the additional RAM while appearing, to the user at least,
to be handling a disc drive. CP/M and AMSDOS were not
written with this in mind, so they have to be modified. This is
where the Silicon Disc firmware comes in. Two external
commands are provided, |setcpm and |sdisc, one for each
operating system. Using these, the process of patching - that is,
modifying — each system is quite straightforward.

G 0 0 D N E w S

> Very fast at data handling.
P> Large (256K) capacity.

B A D N E w S

Immediately the Silicon Disc loses many of the major applic-
ations for which its extra speed could have been such an asset.
So why the incompatibility?

The problem, in a nutshell, is this — there is no CP/M Plus

» Doesn’t work with CP/M Plus.

» Doesn’t necessarily save that much time in practice.
P> Costs as much as an FD-1.

P Needs conventional dis¢ back-ups.

» Doesn’t have the firmware to double as an expansion
RAM.

VERDICT

There are doubtless some tasks quicker — but what use is a

Task

equivalent of MOVCPM, and without this you can't relocate

CP/M in the way that Silicon Disc requires. If you try doing .

without and running SDISC anyway, you get a message to the
effect that the disc has already been implemented.

Compatibility isn’t just a problem for CP/M Plus programs,
either. Of the packages that would really benefit from this sort
of access speed, a good handful either crashed or failed to load.
Pyradev - a big user of disc time during assembly - crashed
spectacularly. Minerva's Random Access Database fared
similarly, though this was rather less surprising. Most disap-
pointing of all, Caxton’s virtual-memory heavyweight Scratch-
pad Plus refused to load because of the small CP/M 2.2 transient
program area.

= spell checking is an obvious
example — for which the Silicon
Disc is well svited. Against this
one must set those applications
for which it clearly isn't. As the
comparative figures for TYPE
show (see table), the speed
difference on disc access is not
very significant where the
applications concerned have a
lot else to do. My impressions of

SPEED COMPARISON

Silicon Disk FD-1 second drive

RAM back-up?

| suspect that normal
backing up — to a conventional
disc, that is — would lose you
most of the time SD's extra
speed gives you. In any case,
normal precautions may not be
enough. In addition to
occasional unreported write
failures and phantom “disc
R/Q" errors during data
handling, the system crashed
during a drive-to -drive data
transfer. Alarmingly, this
happened during the PIP speed
trials for the comparison — and
the SD manual recommends PIP
for this use.

If the choice is between the
Silicon Disc and a conventional
second drive, the second drive

Loading 36K m/code program 3.0s 13.3s
Writing 1K ASCII file from BASIC 3.5s 1.9s
PIP transfer of CP/M 2.2 utilities 59s 138s
TYPE 8K text file 20s 23s

TECHNICALITIES
The difficulty with a ramdisc comes in making a piece of RAM
behave like a disc drive. The secret of this lies not in the
hardware, but rather in the firmware that comes with it. The
Silicon Disc itself is physically a chunk of add-on RAM - and
with the right additional software it should be possible to make
it act like one, too. The firmware does not provide for this,
however, as it has a rather harder job to do.
If we want to communicate with a disc drive, we normally
do so via the disc operating system — DOS for short. On the
Amstrad disc systems, this means either AMSDOS or CP/M. It is
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must be the clear winner, The
FD-1's flexibility, reliability and
ease of use put it ahead even if
you ignore CP/M Plus. As an
extra for a twin-drive system,
Silicon Disk could prove worth
‘the money — but only if you
have at least one definite
speed-critical job for it to do.

using Pocket Wordstar on there
tended to confirm this. Of
course, backing up was much

STOP PRESS

Latest news from DK Tronics is that they are planing a CP/M
Plus upgrade for the Silicon Disc. Details of price and release

date are, as yet, unavailable.




SKYWAVE MULTIPORT/MODEM

HOUSE VOYAGER 7
Skywave Software/Modem House £159.85

There is some controversy about this package - in particular,
over whether or not it's actually legal to use it on the British
Telecom network at all. Speculation on the subject may be
interesting, but it does rather miss the point — namely, that the
package isn't really up to much anyway.

In hardware terms the system breaks down into the usual
RS232 serial interface and modem, the former holding the
Skycom firmware that controls everything. The interface slots
onto the expansion/floppy drive port, but makes a poor connec-
tion. Slight interface wobble can prevent the computer from
powering up, or worse still crash Skycom while in operation.

Worse still, the interface housing doesn’t fit the 6128
expansion port at all. A connector is supplied, but it is a very
odd, uncased effort designed to step the PCB up to the level of
the interface. All this is very primitive — it makes for even worse
reliability, for one thing. Quite what would happen if you
dropped a paper clip or staple on it I dread to think, but it
certainly wouldn’t do it a lot of good. A ribbon-cable connector
would have made a lot more sense.

G 0 0 D N E w S

P Less expensive than the Pace package.
P> Can auto-dial.

B A D N E w S

> May be illegal to use it.
P Clashes with CP/M.

» Unfriendly firmware.
» Weak documentation.

Once you start using the system, you wonder why you
bothered fiddling with the connection in the first place. Skycom
isn't very friendly, and the manual isn't very helpful. The
combination of these two factors means you’ll spend quite a bit
of time on ‘seat of the pants’ telecomputing, just typing things in
and wondering what's going to happen. This is all very well if
you really need the suspense. For myself, I like to know what’s
going on — and with Skycom, you don’t.

Even once you've worked out what the manual doesn’t tell
you, it’s still not very impressive. The text and symbols are
MODE 1 only, which means you only get 4 colours on the
display. As for telesoftware, the downloading seems to work OK
but the start/length/entry addresses aren't on screen long
enough for you to actually read them.

There are good points to the system, but not many of them.
The modem does have auto-dial, but the magazine’s automatic
exchange meant we couldn’t put this to the test. On the minus
side, the system doesn't work with CP/M. In fact, CP/M won’t

ELECTRIC STUDIO LIGHTPEN MK II
The Electric Studio, £19.95 cass, £29.95 disc
464, 664, 6128

The Electric Studio Lightpen has long been one of the better
graphic add-ons available for the Amstrad machines. The high
quality of the software and the wide range of options available
made it a very attractive proposition in its original version.
Now, however, Electric Studio have released their new Mark II
pen. So what's the difference?

The first thing you notice is the interface. Instead of the old
chunky affair perched precariously on the expansion port,
there is now only a simple edge-connector. This looks and
performs much better than the original, making a more reliable
connection and putting less strain on the expansion bus.

Also, the software is improved. The original package only
worked in mode 0. Now you can use the pen in any of the three
screen modes — though you do have to load a different drawing
program for each mode. There is no need to calibrate the Mark
I pen — you can simply plug it in,load the software and use it. As

boot even with the modem inactive — it simply gives an
‘environment’ error message. The only solution is to physically
unplug the interface - not a very satisfactory state of affairs.

PACE NIGHTINGALE/COMMSTAR
Pace Micro Technology £172.50

The recent deal between Pace and Honeysoft brings us a
package that really does offer the best of both worlds - good,
solid hardware and slick, friendly firmware.

The Pace serial interface is free-standing, and connects
with the expansion/floppy drive port via a length of ribbon
cable. This makes for a much more secure connection than the
dangling Multiport manages. If anything, the connection is a bit
too secure. Swinging Arnold round your head by a bit of ribbon
cable isn't a terribly good idea, but this connection feels like it
would stand it. The review copy gripped like a vice, and
unplugging it took a fair bit of effort. In practice, you won'’t have
much call to disconnect it — it causes none of the ‘enviromental’
problems you get with Multiport. If it wasn't for its power-up
message, you'd never know it was there — until you come to use
it, that is.

Once in use, the interface’'s Commstar firmware starts to
show what it can do. To call the system user-friendly doesn't
really do it justice. The extensive use of pull-down menus
simplifies things so much that the manual seems almost un-
necessary. The package takes all the work out of telecomput-
ing, and is generally a delight to use.

Of course, you can’t always manage without a manual.
When you do have to check up on something, however, you can
be pretty sure the Commstar documentation will cover it more
than adequately. Sad to say, plug-ins manuals tend to be very
poor, and the Multiport documentation is probably not far
below average. Against this background, the Commstar manual
is a remarkably thorough and professional piece of work. It's
clear and helpful at novice level, while its technical depth will
earn it a place on any hacker's bookshelf.

G 0 0 D N E w S

> Easy to use.
» Great manual.
P Reliable.

B A D N E w S

» Not cheap.
P No auto-dial.

before, the use made of icons is good and the documentation
thorough.

The only drawback with the new pen seems to be the
business end of the pen itself. This is considerably blunter,
making it a lot harder to see what you're doing. It appears that
the nose cone has been cut shorter on the new model - possibly
to improve performance - but that otherwise the pen is
unchanged.

G .8 D N E w S

» No clumsy interface.

» Works in all three screen modes.

» No need to calibrate.

> As good for you now as it's always been.

B A D N E w S

» The pen is a bit blunt.

Careful where you plug it in AMSTRAD ACTION MAY 1986 39

I




SPECTACULAR!

25 pairs of Batman and Frankie are the prizes in this exceptionally
exciting competition

They're both AA Raves this month — and they can

BOTH be yours if you get the right answers to a few

simple questions. Here at last is the chance you've

been waiting for to display your knowledge of the

history of Batman and the mega-group Frankie Goes 1. Which of the following three biscuits is a fiendish

To Hollywood. foe of Batman? |

Don’t worry, though - you don't need to be a. Bandit

Mastermind to answer these questions. And even if b. Club

you don’t have a clue yourself, you're bound to know c. Penguin

someone who does.
. What was Batman’s real name?

What you have to do . Bruce Wayne

. Bruce Wade
There are two sets of multiple-choice questions, one on Batman . Bruce Grobelaar
and another on Frankie. All you have to do is select the correct
alternatives, right them down on a postcard or the back of an . Who was Gotham City’s Chief of Police?
envelope and send them to Ocean Competition, Amstrad . O'Hara
Action, The Old Barn, Somerton, Somerset. What could be . O'Mara

easier? The closing date for entries is Thursday 8th May. . O'Tara

Frankie
Pleasurequestions
1. What was FGTH’s first hit single? . Catherine the Great

a. Shaddap your face
b. The Birdie Song . Who is FGTH’s lead singer?

c. Relax . Holly Golightly
. Buddy Holly

a. Kubla Khan . Holly Johnson
b. Marco Polo

2. Who buvilt the pleasure dome?
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Communicating with the outside world can present its own special problems. Fortunately
helpis athand for Amsirad users in the form of Nightingale and Commstar.

The Nightingale modem has become the standard by which others
are judged. Combining simplicity of use with frue multi-baud rate
operation, Nightingale can provide access to both Viewdata
(1200/75 & 75/1200 baud) and full duplex (300/300 baud) systems.

Commstaris the communications software and is now available for
the Amsirad micro. Commestaris a combination of powerful Viewdata
and Terminal communications programs providing full telesoftware
downloading facilities. It is fully approved by Viewfax and features
window menus, a full eight colours, it can be used under C/PM and
is fully compatible with the Amsoft RS232 standard.

Nightingale and Commstarforuse onthe Amstrad CPC 464, 664, and
6128 are available direct from Pace or from good dealers everywhere.

Nightingale Modem £119.00 Commstar on disc £29.57
Nightingale, Commstar (on ROM), plus Serial Interface £4150.00
Also available separately are the Terminal (Honeyterm), and Viewdata (Honeyview) programs
from Commstar at £19.95 each.

Please add camiage and V.A.1.tothe above prices. P&P(U.K.):£0.75 with Nightingale £2.50.
Comprehensive fact sheets are available for these and other Pace products.

PACE Micro Technology
Juniper View, Allerton Road, Bradford, West Yorkshire.

Tel. 0274 488211 Telex No. 51338 R
Prestel Mailbox No. 274 729306 E
Telecom Gold Mailbox No. PCE 001

Int. Tel. No. +44 274 488211
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Elite Systems Ltd., Anchor House, Anchor Road, Aldridge, Walsall, West Midlands, England. Tel: (0922) 59165
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SPECTRUM 48K AMSTRAD

ES=E S S88—" Imagine Software (1984), 6 Central Street
—J Manchester M2 5NS. Tel: 061 834 3939. Tefex:-bb?‘?_?

T RGN S0 Imagine Software is available from: St
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Cartoons by Ki r Williams from the book Warning — This Computer BYTES!,

published by Javelin Books at £1.95.
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How to use this article

You can read any amount of theory about com-
puters, but there's no substitute for hands-on expe-
rience — learning at the keyboard. To get the most from
the article, sit down in front of your Amstrad, turn it on
and type in the examples as you come to them in the
text. Don’t worry about remembering everything as
you go — there’s a summary at the end of the article.

The article assumes that you know how to set
your Amstrad up and switch it on, but as little else as
possible. Because of this it may start too simply for
some of you. Don’t worry — you will be able to join at
further instalments without any problems.

WHAT IS BASIC?

Basie is a computer language - a way of telling a computer what
to do. Computers are machines which obey instructions, but
these instructions must be in the right form. If you type in
something which Arnold doesn’t understand, you'll get an error
message- a piece of text printed up on the screen telling you
you've done something wrong. Don't worry if this happens.
Typing in nonsense won’t damage the computer in any way.

If you haven't already switched your Amstrad on, do so
now. If you have a 464, the screen should read:

If you have a 664 or 6128, there will be slight differences.
The word “Ready” is a prompt - it invites you to do something.
To be specific, it invites you to give Arnold new instructions, as
he has nothing to do at the moment. The rest of the text on the
screen is the start-up message. This is rather like the title page
of a book - it serves no real purpose, other than to let you know
that the computer is working OK.

Since we're going to be doing quite a bit of work on the
screen, we might as well start by clearing off the clutter of the
start-up message. We'll try doing this in English, first. Type
CLEAR THE SCREEN and press the return key - you should get
the message “‘Syntax error’’, and the ‘“Ready” prompt. The

“Syntax error’’ means that Arnold didn’t understand what you

typed in, and the “‘Ready’ prompts you for more instructions.

If we want Arnold to clear the screen, we have to give him
his instructions in Basic. Type CLS and press the return key - if
all is well, the screen clears and the ‘‘Ready” prompt appears
in the top left-hand corner. CLS is the Basic command which
tells Arnold to clear the screen. If it didn’t work you probably
typed it wrong, so try again.

TYPING COMMANDS

It makes no difference whether you type commands in capital or
lower case letters, or even a mixture of the two — Arnold takes
such things in his stride. What he cannot cope with, however,
are spelling mistakes. Type CLSS or CSL and you will simply
get the “Syntax error’” message. Even where the intended
word is obvious to human eyes - RESTOR instead of RESTORE,
for example — Arnold will still refuse to accept the offending
command.

If you notice a typing error before you press the return
key, you can correct it. Use the left and right arrow keys to
move the cursor over the mistake. Now remove any unwanted
letters by using the DEL key, or insert missing ones simply by
typing them in the normal way. Once you are satisfied with the
instruction, press the return key as usual. Pressing the return
key tells Arnold that you've finished typing the instruction and
want him to carry it out. You must always press the return key
after typing an instruction - Arnold won’t act on it until you do.

Now we know how to clear the screen, the next step is to learn
how to write to it. Type...

pnm "HMSTRKD Am Nél el

i i
e

making sure to use the double quotes on the 2 key. Press
the return key. Arnold should now print the words AMSTRAD
ACTION on the screen, followed by “Ready”. You can, if you
like, print any piece of text you like by putting it in between the
quotes. Thus, PRINT *“FRED WAS HERE" will make Arnold print
up FRED WAS HERE. To save time, you can use a question mark
in place of the word PRINT. Thus...

? “AMSTRAD ACTION"

-..-has the same effect as the earlier example. Try it out -
also try using different phrases in the quotes. Arnold does not

e e e L T S e e e
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care what you put in the quotes. Spelling mistakes are no
problem - he prints the words up exactly as you type them.
They can be complete nonsense, for all he cares. The point is,
he knows what you want him to do. As for what it means,
that's your business.

Using a question mark instead of PRINT is a useful way of
saving yourself some typing. You could go even further, and
leave out the right-hand quotation marks. This does not worry
Arnold, as he only needs the left-hand pair. However, leaving
out quotes is a bad habit to get into. Later on you'll find cases
where it's essential to close the quotes, so it's best to make a
rule of it now.

You don’t have to give Arnold his instructions one at a time. If
you want to print a piece of text on the top line of the screen,
you could try typing...

...and pressing return again. As you can see, this doesn’t
work. Though Arnold does clear the screen when you type
CLS, he immediately puts the ““Ready’’ prompt on the top line.
What's more, you then have to type the print command on the
next line, so that “TOP LINE?” is actually on line three of the
screen. We want to give Arnold both instructions at once. Type
in.

...and press return — but only after you've typed the whole
thing. Now it works. Not only do the commands you've typed in
get wiped off by the CLS, but also there is no “Ready" prompt
until after “TOP LINE?" has printed up. Arnold only puts the
prompt up when he needs more instructions — he doesn’t put
one up after the CLS, because he still has the PRINTing to do.

Look again at the line of instructions that did the trick. The
two commands are put on the same line, and separated by a
colon. This is the standard way of giving two commands in one
go. You can give Arnold more than two commands at the same
time, provided you put colons between all of them, and press
the return key only after the last command. Try this —

A series of instructions like this is called a compound
command or multiple-statement line. There is no limit to the
number of separate instructions a compound command can
have - there is, however, a limit to how Jong the whole thing can
be. The maximum length of a compound command - indeed,
the length of any piece of text — is measured in characters.

A character is a space, a number, a letter, or some other
symbol. Thus..

...is 18 characters long. If you make it less, you're probably
forgetting to count the spaces. Now, a compound command can
only be 285 characters long — Arnold just won't let you type any
more than that.

As you will have noticed from the examples, a compound
command can take more than one row of the screen. In fact, with
a screen 40 characters wide it can take the best part of seven
screen rows. There's no problem with this — as you type, the
text just overflows into extra rows as it needs them. This
overflowing, or wrapping as it is properly known, has no effect
on Arnold’s understanding of the text itself. However many

rows of text you type before you press the return key, Arnold
still reads the whole thing as if it was all one long line.

MODE CHANGING :

When you switch on, Arnold is in 40 character mode. That is,
you can fit 40 characters on each row of the screen. For some
purposes, you might not want this. You might want larger
characters so that text is easier to read, or smaller ones to fit
more on screen. You can change the width of the characters,
and thus the number you can fit on each row, using the
command MODE. Just type the word MODE, then a space, and
then a number from 0 to 2. MODE 0 gives you 20 characters to a
line, MODE 1 gives you 40 - the start-up setting — and MODE 2
gives you 80. Try typing the following...

PRINT “What happens when you change mode?"":MODE 0

...and you’ll notice that the screen clears. It's as if MODE
had a built-in CLS. Type the same thing again, and you'll see
that the screen clears even though you're already in MODE 0.

If you type in a MODE command without leaving a space
before the mode number, you get a Syntax error message.
Other kinds of mistake produce other error messages. The
mode number is known as the operand or argument of the
MODE command. Thus typing the word MODE on its own gives
you an Operand missing message, while using a number
outside the range 0-2 gives you Improper argument.

SUMMARY /

If you want give Arnold a series of instructions so complex that
it takes more than 255 characters, you'll have to write a
program to do it. Next month we’ll be going into what a
program is, and how you go about writing one. We'll also be
dealing with simple graphics. For now, let's just have a recap.
BASIC is a way of telling your computer what to do.
COMMANDS can be typed in upper or lower case, but must be
spelt correctly. : :

The RETURN key is the way you tell Arnold to carry out the
commands you've typed in. Press it to tell him you've finished
typing the curtrent command. :

COMPOUND COMMANDS are used to give Arnold several
instructions in one go. They are made by joining commands
with colons, and pressing the return key after the Jasf command
only.

CLS clears the screen of whatever was previously on it.
PRINT writes a piece of text to the screen. The text is put in
quotes after the command itself. To save typing, you can use a
question mark as an abbreviation for the command.

MODE changes the number of characters that fit on one row of
the screen - it also clears the screen. MODE still works even if
you tell Arnold to ‘‘change" to the mode he is already in. Then,
it simply behaves like CLS.

The OPERAND or ARGUMENT of a command is an addition
specifying how the command is to work, or what it is to-work on.
The operand of the PRINT command is the piece of text that is to
be printed. The operand of the MODE command is a number
between 0 and 2, specifying which mode Arnold is to change to.

HES SETUP
HIS FIRST
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THE ALL-ACTION

REVIEWING SYSTEM

Try whistling the Marseillaise while you read this. This
month we have our first ever French Mastergame —
and a brilliant piece of work Get Dexter is, too.

But, ‘Britons never, never, never' etc. Batman is
not far behind, and in any other month would
probably have scooped that coveted Mastergame
position.

Elsewhere there are some really tasty games,
including a Rave that will get your brain cells in
motion — Colossus Chess. It might not be as pretty as
Cyrus, but it plays @ mean, mean game.

1. EXPERT GEMEPLAY. No game gets written up until it's had
a long and thorough test. Take software editor Bob Wade.
Despite his tender years and sensitive soul, he’s pretty deadly
with a joystick and happens to have played virtually every
Amstrad game ever released. As they say down in these parts,
BW reaches the parts other reviewers can't touch. .

2. EXTRA OPINIONS. It's always dangerous to rely on just one
reviewer - tastes vary enormously . So all the games we review
get not just one, not a mere two, but THREE opinions. As well as
more variety in the comments, it means we now have even
more reliable ratings.

3. LABELLED SCREEN SHOTS. It's obviously important to
print screen-shots, but often they can be hard to make sense of.
Labelling the different elements can make all the difference.

4. CLEAR SUMMARIES. Ever read a review where you ended
up confused about the verdict? No chance of that happening
here. To make our own views crystal clear we include a concise
summary under the Good News/Bad News headings.

5. RATINGS BOXES. We rate our games using percentages for
extra flexibility and precision. And with so many games to work
through, it's a help to see at a glance which are good and which
aren’t. Our ratings boxes do this — just look out for the games
with long bars and dark tips.

6. GREEN SCREEN VIEW. Some people have to make do with
a green screen monitor for their games. Our Green Screen
View lets them know if they’'re worth the effort of loading.

AA Ratings — how they work

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
space! So here are the missing
explanations. Hopefully you'll
agree our categories make a re-
freshing change from the usual.
GRAPHICS is the first category.

Basically, this means. er.. what the
game looks like; colour, definition,
animation, imagination. [t'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 youll
like this one. Does the game really
GRAB you? Are you hooked? Will
you miss an episode of The
Archers to play #t? 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 1t? Staying Power

Doomsday Blues

Cluedo

FA Cup Football
Moon Cresta
The Last V8
Way of the Tiger
Kaiser

Bridge Player 3
Panzadrome
Indoor Soccer
Nomad

Rambo

Colossus Chess 4.0

GAMES TESTED

Tournament Snooker

MASTERGAME

Get Dexter PSS
AA RAVES

Batman Ocean
Thing on a Spring Gremlin
Fairlight The Edge
Tomahawk Digital Integration
Frankie Ocean

PSS
CDS

Leisure Genius
Virgin
Incentive
Mastertronic
Gremlin
Ariolasoft

CP Software
Ariolasoft
Magnificent 7
Ocean

Ocean
Magnificent 7

58

418
50
52
60
66
66
70

48

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 ot packaqing and instruc- -

Compatibility

All the games reviewed in this
month's Action Test are compat-
ible across the range, with the
exception of Kaiser and Indoor
Soccer, which do not run on the
6128.

tions, reliability and any other re-
levant factors we can think of You
won't go far wrong with any game
. over 80%.
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CLUEDO
Leisure Genius, £9.95 cass, £14.95 disk

Whodunnit? To find out you'll have to play
Cluedo, Leisure Genius's latest board-to-
computer conversion. As just about
everyone in the country must know, Cluedo
is a game for up to six players in which the
winner is the one who, by a combination of
skill and deduction, discovers the culprit,
victim, and the object used in a foul
murder.

The player does this by making a
series of ‘suggestions’ - e.g. ‘'l suggest that
Bob Wade murdered Pete Connor with the
Joystick in the Dark Room.' If any of the
other players have the cards relating to
those things, then they must say so. In this
way you can eliminate a number of possi-
bilities and deduce which cards have been
set aside as the murder cards.

SECOND OPINION
It’s a pretty good implementation of the
board game - good news for all fans.
However that does leave a lot to be
desired if you don'’t like the board game.
It saves on all that grubbing around with
paper and pencils but still needs to be
played as a multi player game to get the
best out of it.
BW

Computer Cluedo works in the same
way. Up to six people can play, or the
computer can play up to five of the roles.
Graphically, the game does not stun you
with its brilliance. Each character is repre-
sented by a picture in the top right corner.
Unfortunately, they consist of crude heads
with red blobs on their cheeks and really
cannot be said to exploit the Amstrad’s
graphics potential. Tudor Close, the coun-
try house where the whole business takes
place, is represented either by a ground
plan, or by a small picture of a room when
an accusation is made.

Sound consists of a tune per character —
Colonel Bogey for Colonel Mustard, On-
ward Christian Soldiers for Rev. Green.
Otherwise there is little of note, except the
curious comment in the instructions that
“The program does appear to pause while
producing sounds’. Either it does pause, or
it doesn't.

Cluedo may not be the classiest
program ever written. But it hardly seems
to matter. You'll buy it if you want to play
the hugely succesful game on your
Amstrad, and you'll be able to play a
proper game even if there are no other
humans around.

THIRD OPINION

The use of colour is a bit poor, but
otherwise the game translates very well.
As usual, if you didn't like the board
game you probably won'’t like this either
— and even if you did, the little tunes are
infuriating. Whodunnit fans will just have
to turn the sound down, I suppose.

AW

BATMAN

Ocean, £8.95 cass, joystick or keys

If you look at all the licensing deals Ocean
have done this must have been a contender
for the one most likely to produce a turkey
of a game. In fact it is one of the most
attractive, addictive, humourous and long
lasting games that a licensing deal has
produced. All achieved without six months
advertising hype of the character involved.

There’s no Gotham City or KRUNCH!!,

KAPOW!*?£l, THWOK~#£?!"’£!! fights, just a
single caped crusader in search of the
seven pieces of the Batmobile that will
allow him to rescue his kidnapped sidekick
Robin. Batman appears by sliding down the
Batpole into the Batcave, which consists of
over 150 locations drawn in marvellous 3D,
colour and detail. Ultimate fans will prob-

SECOND OPINION
A superb arcade adventure with just
about everything you could want except
shooting. And, if I remember right, that
was never Batman's style. Style is what
this program has got a lot of: it’s a joy to
watch and great fun to play.

PC

ably scream ‘rip-off’ again but they
couldn’t be further from the truth. The
improvement in colour, screen design and
most importantly the puzzling involved
make this something really special.

Batman's first task is to find four pieces
of equipment which he will need to get him
through his quest. Jet Batboots allow him to
jump, while the Batthruster and Batbelt
enhance this control. The Batbag allows him
to pick an object up and move it about. As
well as this Batman can push objects
around, jump on them and even pick up
and jump in the same move.

Once he’s got the equipment he has the
necessary skills to get the seven car parts.
Sometimes you'll find that hard to believe
though because the puzzles and screens
are so wickedly devious and full of surpr-
ises. Extra help and powers are given
along the way though in the form of Batpills

that give Batman super speed, invulnera-
bility or super jumping power, each for a
short period of time. These look like little

Batmen and are very handy in certain
difficult sections.

Movement between rooms can be
achieved in several ways: through doors,
just by walking off the edge of the visible
floor, by going off the top of the screen and
by falling through the floor. When in a

room other things may move Batty around -
conveyor belts, moving blocks, lifts, slip-

pery floors, disappearing blocks and help-
ful droids. Which does what and where has
to be discovered by trial and error: just
expect the unexpected and the most

difficult.

Nearly all the rooms have a purpose to
them as an obstacle to be overcome, a skill
to be learnt or an object to be picked up.
There is a massive variety of rooms which

will keep you puzzling and the wall, carpet
and scenery designs are extremely impre-




Bat Control

Once Batman has the boots,
thruster and belt his control is
considerably enhanced. The
thruster gives him some
horizontal drift so that he can
actually manoeuvre in the air as
he falls. While he's doing this
his cape fills out with air, as all
good carbon-reinforced
parachute Batcloaks should do —
a lovely touch.

The low gravity Batbelt

gives even more control since it
slows down the rate of descent,
making Batman highly
responsive to in-flight control.
This means that when taking off
from high perches or dropping
through floors he can drift
leisurely around looking for a
good landing spot.

One of the most impressi

s in the

gome and one of the hardest to get to

ssive. They can also be deadly though
because all sorts of nasty monsters, spiked
floors and killer objects will appear to
make life difficult.

Batman starts with eight lives but bonus
lives can be found and occasionally the
game'gives you an extra ‘dog's life' just
when you thought it was finished. Another
nice touch is the reincarnation stones that
when picked up will allow you to return to
that point after you have lost all your lives
and try again. This only happens once for
each stone but it means games can be run
together so that the amount of exploring
you can do is increased.

THIRD OPINION
Not much like the DC comic strip, but an
awful lot like the TV series - this game is
very witty and totally absurd. It's also
ingenious, wickedly difficult and
graphically miraculous - it's got

everything. Except Commissioner
Gordon, that is. Oh, and then there's the
batphone, and the bat-shark-repellent,
and...

AW

At first sight the game seems fairly
ordinary but as you start getting into it and
collect all four pieces of equipment it really
opens out into a challenge of great style

» Over 150 locations.
P Beautifully designed screens with
lots of variety.

P Really wicked puzzles to solve.

P Plenty of joystick as well as mental
action.

P Lots of nice touches and humonur.

and interest. The graphics are superb with
some of the best detailed, multicolour
rooms ['ve seen. The sound is the only
annoying thing though with a nauseating
version of the theme tune. But a rhythmic
tapping accompanies Batman's walking ac-
tion and this is much nicér on the ears.
Ocean'’s best yet - never mind the hype,
here's the quality.

BW

Fabulous fun and frolics  AMSTRAD ACTION MAY 1986 49

» Games like Rambo get all the hype
and not this one.
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THING ON A SPRING

Gremlin Graphics, £8.95 cass, £12.95 disk, joystick or keys ﬁﬂ
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®°"" Brave dozens of missions, :
= thegreatestspace pilot of all time andwin .
- anEmpire. Now Firebird, publishers of the UKs mos
exciting software, offeryou the chance to become
one of those exalted space-adventurers
who risked all in the name of conquest.

or disk and quantity required
EBIRD SOF TWARE Al

sy mpf,:m prompty, Al prices. Available now in Firebird Gold for Spectrum 48K and Commodore 64,

i ‘FREEPOST FIREBIAD, WELLINGTON HOUSE, and available soon for Amstrad. All at £9.95.
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FAIRLIGHT

The Edge, £9.95 cass, £14.95 disk, joystick or keys

There's a positive wealth of excellent
arcade adventures around this month with
not only Get Dexter and Batman to puzzle
over but this conversion from The Edge.
It's in the same sort of 3D mould but there
are plenty of original elements and puzzles
to keep you guessing.

The game is set in a castle infested with
guards and other supernatural defences
that try to prevent the hero, Isvar, from
achieving his quest. That quest is to find the
“Book of Light and release a sorceror
from his imprisonment in the tower of the
castle so that he can in turn free you from
the castle. You aren’t told much more than
that - just the controls and a few objects that
you may encounter. The rest has to be
worked out for yourself.

SECOND OPINION
In another month, without games like
Batman and Get Dexter, this would have
seemed a truly excellent game. This
month, it comes across as just very, very
good indeed. Isvar is an engaging fellow,
even if he does beging to sound like a
horse as he trundles around the castle.
There's a good variety of oppponents and
puzzles, so you won't be disappointed if
you like a good 3D arcade adventure.

PC

Isvar appears in an open courtyard
where you get first sight of the scenery that
appears in most of the game. The stone
walls rise very high in the background with
a patterned floor which varies in different
locations. Sometimes it is stone, wooden or
patterned with an appropriate walking
sound for the different surfaces. Large
wooden doors and other sorts of opening
connect between locations and walking off
the edge of a screen may also reveal
another section.

THIRD OPINION
An arcade adventure with the emphasis
definitely on the adventure side, this
game does not suffer just from the
comparison with the other glittering
releases this month — it also suffers from
being a Spectrum conversion. The sad
fact is, the colour looks like an
afterthought. The puzzling is where the
real interest lies, however, and this is just
superb.

K

In some areas there are many objects
and pieces of furniture lying around. Some
of these can be picked up and used, others
moved about to get at things. Isvar can
carry up to five objects, although heavy
objects like a barrel can only be carried on
their own or with something light. There is
fairly free use of objects allowing you to
carry them between rooms, stack them up,
jump on them and push them about.

Isvar tries to fathom
the mysteries of this
magical castle

Pushing can be quite important
because when Isvar collides with a static
object it will give it some inertia so that,
depending on its weight, it will slide away
from him. Particularly light obects may skid
away from him, perhaps to be lost under-
neath a table or other surface. This means
you have to be particularly careful in mov-
ing things around and picking them up.

As Isvar explores the castle he has to
try to preserve his life force. This counts
down every time he bumps into one of the
castle's defenders and ends the game if it
reaches zero. It can be replenished by
finding the right objects and using them.
Decanters, bread and chicken pieces can

all increase the life force by 10 points but
need to be used sparingly because they
don’t reappear.

Isvar's main weapon is a sword with
which he can hack away at anything in front
of him. This won't work on all the enemies
in the castle, though, and even while he is
attacking them his precious life force will
be going down.

Solving the game will take a long while
but there’s plenty to explore and investi-
gate along the way. The graphics are de-
tailed but lacking a little in colour and
variety. There isn't a great deal of anim-
ation but there are some nice monsters and
locations with plenty in.

BW

Life force remaining
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» Detailed and atmospheric castle
graphics.

» Good object manipulation.

» Testing puzzles give the game
depth.

» Good combination of fighting and
brainwork.

A D N

P Lack of colour and variety makes it
look a little drab.

GREEN SCREEN VIEW
Not bad at all - you can see your way
around without difficulty.
PC
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Monster munch

The various monsters in the
castle have different
characteristics and can be dealt
with in different ways.
GUARDS: these patrol in
patterns until Isvar comes too
close, when they attack him.
They can be killed with his
sword, leaving a helmet which
also harms life force when
bumped into. i
TROLLS: these can also be dealt
with using the sword and can
be stopped from reappearing if
you drop the right object on
their grave.

WRAITHS: very hazardous to
Isvar's health since a sword is
no use against them. Something
else .will make them disappear
though.

SPHERES: these deplete large
chunks of life force — avoid
them.

PLANTS: nasty things that strike
at you — avoid them at all costs
because they are deadly.
WHIRLWINDS: destroy objects
left lying around which can be
used to your advantage. Drain
life force as well.

FA CUP FOOTBALL

Virgin, £7.95 cass, keys only

The end of the league season is fast appro-
aching and cup fever builds in the run up to
Wembley. If your team hasn’t made it all
the way you've got another chance to steer
them to success yourself in this strategy
game simulating the real thing.

Up to eight players can take part and
each one controls 10 teams in their battle
for glory. You can choose from all 92
league clubs and 32 non-league clubs or
even add a team of your own. Once all
players have been chosen you can opt to
start from the first or third rounds with the
draw being made very slowly, presumably
to build up the tension for each team.

SECOND OPINION
This is one for the really dedicated micro-
football fan. It's long-winded and far from
spectacular , and doesn't really give you
the feeling that the minnows have got a
chance. It may be realistic, but surely we
want to feel that Rochdale might make it
to the FA cup Final?

PC

A tactic has to be chosen for each team
from a selection of three. These are simply
defensive, balanced and attacking options
that determine the general performance of
the team. For the first three rounds that first
decision determines how the team plays for
the whole 90 minutes but in later rounds
you get to make more changes. You can
watch the scores change as the minutes tick
away (not real time) or speed through for
the final scores.

If a tie is drawn a replay takes place
with the home and away teams reversed.
The only other option is for the away team
to have a newsflash that may help or harm
the team's morale. Some of these new-
sflashes are serious, others are downright
ridiculous but will make you laugh. Once
all the replays are out of the way the draw
for the next round is made at the usual
snail’s pace.

THIRD OPINION
Very, very boring. OK, I'm not a soccer
fan, but if I were this would probably put

me off.
AW

In the fourth round there is a break at
half time in which you can change the
team’s playing tactic in the light of the first
half score to try to swing the result your
way. By the sixth round this is expanded
still further for tactic changes in the middle
of both halves, the last of which includes the
option to bring on a substitute to revive
flagging fortunes.

Even if your teams get knocked out the
game will carry on to the final where a
small picture of Wembley appears, accom-
panied by a rendition of “‘Land of hope and
glory”. The match is played with one line
reports on significant action until the cup

winner is declared. If your favourite team
gets knocked out though you can reset the
game at any time and go through it all
again.

In the later rounds you are also given
multiple choice questions to answer to de-
termine your managerial skill. If you get
them right (you aren’t told if you have) it
will slightly improve the team’s chance of
success. After a few times the same old
questions pop up though and you won't be
any the wiser as to which is definitely the
right answer.

Realism is the whole problem with the
game - it's too realistic. The big first divi-
sion clubs always get the furthest with an
underdog only very occasionally getting a
look in. What everybody really wants is to
take a lowly team all the way through
playing skill and not be burdened with real
life form which spoils all the fun. This isn't
possible because there isn't enough for the
player to do or control.

BW

THEOFFICIAL
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P Realistic simulation.
» Fun watching your own team
progress.

» Not enough strategy decisions.
» Draw is very slow.

» Too realistic, the underdog has
virtually no chance.

GREEN SCREEN VIEW
Fine, if you really want to play the game.
AW
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MOON CRESTA

Incentive, £7.95 cass, £12.95 disk, joystick or

keys

This is a conversion of a now ancient
arcade game that inhabited pubs and lei-
sure centres in the days of Space Invaders
and Galaxians. Incentive obviously have a
penchant for nostalgia but I'm sure many
other people will enjoy what is a good old
fashioned blast demanding great reactions
and no brainwork.

There are nine basic waves in the
game with a possible two intermediate
stages, all of which repeat at a faster rate if
you get through them once. The spaceship
you control comes in three stages which
form your three lives. The first stage has a
single laser turret, the other two are larger
and have two lasers. These are single shot,
though, so that you can't get alien-
murdering rapid fire.

The first two waves are circular objects
that move down the screen in a figure-of-
eight pattern. When shot they produce a
half circle which follows a similar move-
ment pattern. Waves three and four are a
particularly nasty breed of insect that make
life very tough indeed at the start of the
wave.

SECOND OPINION
Yes, I enjoyed this as far as it went. A good
blast is very therapeutic in the middle of a
hard day. It won't ask much of your brain
cells, but theat can be considered an
advantage.

Watch those aliens
blur = no pause
mode!

At the end of the fourth wave a bonus
section apears, if you have two sections
remaining, where they have to be docked

THE LAST V8
Mastertronic Added Dimension, £2.99 cass,
joystick or keys

Nothing to do with doodlebugs or secret'

weapons but a souped up car that along
with its scientist owner has survived a
global holocaust in an underground bun-
ker. The car now has radiation shielding, a
telemodem link to base and a top speed of

- 200 kph. You've ventured out onto the’

surface of the planet but are threatened by
a delayed attack nuclear warhead.

What all that means is that you've got to.

get your car back to the safety of the
bunker before the bomb blows or the car's
radiation shield decays. The journey to the
base is broken up into two stages, one out
in the open countryside and the other on
the inner city road system. The first stage

has to be completed within a time limit

which you won’t find easy to beat.
The car begins on a tarmacced road in

the middle of some picturesquely green:

scenery. The way behind it is blocked and
the route you have to take is obvious. The
car accelerates in the direction that it is
moved and it will take a while to get a hang

- of this control because of the inertia and

skilful steering required.

blind turnings that you'll soon learn to The second stage is in the maze like
avoid. environment of the city where the problem

SECOND OPINION
As a steer-em-up this is pretty good. but
that’s all the games is — a matter of keeping
your car on the road. It requires a lot of
skill and induces large amounts of
frustration as you go back to the start each
time you crash.

PC

The car has to be kept on the road or

just clipping the grass verge but any sort of
contact with trees, buildings, hedges or

fences will crash it and send you back to
the start. The initial route is fairly straight
‘and can be negotiated at top speed but you

soon enter some twisting, turning road that
forces the car to slow down or crash. The

is one of finding the base as well as avoid-
ing radiation damage. This is where the
shield and distance-to-base gauges come in
handy, allowing you to home in on the base
and to know how close you are to death. All
the turns in the city are at right angles and
AWM the thing to watch for are radiation areas
that you want to pass through as quickly as
possible.

THIRD OPINION
Great - as far as it goes. Unfortunately, it
lacks the depth and variety needed to give
it real staying power. A near miss.

-

scrolling roadway on
your way to the
underground base

route is fairly obvious with only a couple of
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together. This will earn you a bonus based
on how fast you managed it and increase
the firepower on subsequent waves. If all
three sections remain you can dock them-
together at a later stage to form the whole
ship. After completing the nine waves this
is broken up again leaving you to battle
through in the same manner.

THIRD OPINION
Bright, colourful and challenging at first.
But the excitement soon palls, leaving you
with just another old-fashioned shoot-em-
up.
AW

Waves five and six are aliens who
whizz about the screen appearing intermitt-
ently for you to blast at. Wave seven has to
be anticipated because two large fireballs
come hammering diagonally into the mid-

dle of the screen catching the unprepared
in a deadly sandwich. Waves eight and
nine are equally devious with aliens who
appear to dodge harmlessly about at the
top of the screen but suddenly dive straight
down the screen hoping to impale a luck-
less player.

The graphics are nicely done with a
superb title screen, although the collision
detection does leave a little to be desired.
Sound is minimal but then what do you
expect from an arcade conversion except
"peoww-peoww-peoww’ and the odd
ditty? The most annoying features are the
interludes that slow the whole game down
and the fact that you can’t reset it quickly to
start again. A nice nostalgic blast but prob-
ably won't interest you for too long.

BW

‘ ~ The intrument panel at the bottom of

f ~ the screen is beautifully drawn to show the

dashboard of the car. It shows speed, fuel,

_time left, turbo, rpm, shield and distance to
base. Most of these aren’t needed at all until
the second stage. .

Both stages feature smooth multi-
directional scrolling and although this dis-
play is only half the screen it has some
excellent detail on it. The control and time
limit may seem unduly harsh at first but
they'll act as quite an incentive to get
further and better. A nice package that just
lacks a little depth.

BW

GREEN SCREEN VIEW
Pretty muddy - very hard to see your
vehicle. But it's still playable.

It's pretty murky without the colours, and
| pretty hard to make out your ship.

0.0 D N L W s
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P Excellently detailed screen display.
P Smooth multi directional scrolling.
» Great music throughout the game.

» Difficult to complete. .

B A D N E w S'.

» May be too tough to control.
» Lacks depth and can become
reptitive.
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» Colourful, fast moving graphics.

P A very tough shoot-em-up in which
the alien patterns aren’t easily beaten.
P One of the best left, right and fire
games around needing good reactions.

e N WS

P Very unoriginal and ageing game
idea.

P Infuriating pauses in the action.

» Probably won’t hold your interest for
long.
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"THE WAY

Gremlin Graphics, £9.95 cass, £14.95 disk, joystick or keys

| This is‘another in the long line of combat
‘games where two opponents beat each
other senseless. The difference with this
one is that not only can you use your hands
and feet but there are sections where you
fight with poles and swords as well. The
action is a quest by a Ninja warrior against
.~ evil in which he will have to overcome
massive odds. :
The three different types of combat
load in three sections and these can be
~ tackled in practice form or strung together
- to make the whole game. The unarmed
~ combat is the first of these and features the
~ most impressive action. It's set on a scrol-
~ ling backdrop of mountains with two other
_ independently scrolling areas in the fore-
~ ground. This technique has been called
- “trigeminal” scrolling and it creates an
_ interesting perspective effect as the Ninja

SECOND OPINION
This is the kind of game that grabs you
immediately but doesn’t have the power
to keep its grip. Excellent graphics and
animation, the only ‘trigeminal’ scrolling
I've ever seen, and some nasty-looking
opponents don't quite compensate for the
slightly repetitive gameplay.

PC

The display will also move up and

down as the combatants leap up and down, .

. making the display a very attractive one
. indeed. The animation is also pretty spec-
_ ial, every fighting move smoothly made.
~ The kicks and punches slam home with
. satisfying effect as the opponent’s head
. reels back, he doubles up or collpases to
~ the floor. The aim is of course to destroy
~ your opponent completely.
There are two dials that indicate en-

~ durance and inner force for each fighter. .

Endurance falls quickly with each blow
_ received and as it falls it also gradually
reduces the inner force. When this reaches
| zero the character will keel over or simply
~ break up into thin air. As soon as one of
your opponents is vanquished though ano-
ther more fearsome one materialises to
challenge.

THIRD OPINION
As one stage of a game, the combat
would really be very good. As the entire

game, it just doesn't have the lasting
interest,

Early oppon«nts, such as the dagger-

wielding goblin and the fellow Ninja, don't.

have much inner force and are easily
beaten. But later opponents like the rhino-
headed, armoured beast and the giant troll
are much tougher. The troll is an enormous
beast who makes the whole screen shake
as he walks and packs a punch like Frank
Bruno.
When playing the whole game success

against all the unarmed combat opponents
will prompt the game to laod the pole
fighting. This takes place on a single screen
but which is also well done. The fights take
place on a log over a river and victory
plunges the enemy into the water. There
aren’t so many battles here but it does
feature a superbly animated skeleton.

Completing the pole fighting takes you
onto the final challenge, the sword fighting.
This is against yet another detailed back-
ground but has moving people and carts
behind you and a bird who flies beautifully
across screen. Here the fighting gets really
tough though and defeating all the adver-
saries to complete the game will not be
easy.

The scrolling, background graphics
and animation are superb but where the
game falls down slightly is on the game-
play. It is just combat action, which has
been done before, and most opponents can
be defeated by merely repeating a parti-
cular manoeuvre. There are about 10 ac-
tions possible but these don’t change in
essence in the three sections, so that there
isn't a great deal of variety in the action.

BW
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More sparkle than the Koh-i-noor

» Opponents are varied and tough.

B A D N FE W&

» Gameplay is repetitive even with
different weapons.
» Loading sections is time consuming.
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GREEN SCREEN VIEW
Looks quite good in mono — but then the

foreground was only two colour anyway.
AW

If we had moving
screenshots you
could see the
trigeminal scrolling




THE

The PSS WARGAMERS SERIES has
been created to combine elements of a
strategy game like chess with the added
excitement of a graphic arcade game.
They are for the player who wants a
serious but stimulating game requiring
both manual dexterity and mental agility.
The strategic level of the games is played
on a map system, whilst the tactical can
be playedin an optional arcade style with
you actually firing guns and missiles.

Theatre Europe portrays the next war in
Europe. Command either NATO or the
WARSAW PACT forces and control air/
ground/nuclear and chemical units.
Optional arcade sequences put you
actually in the hot seat. 3 Level game
where Level 1 s for beginners (the
computer opponent will not use the
Nuclear option). Level 2 is a “rational”
game following the accepted strategies
of NATO and the WARSAW PACT. In
level 3 the computer plays a highly
unpredictable game where anything
can happen.

A 3 level game with you in control of
fighter command during the summer of
1940. Optional arcade sequences
include flying a Spitfire in aerial combat
andfiring an anti aircraft gunin groundto
air fighting.

BATTLE OF BRITAIN

S

«

A C (S avail soon) £9.95

COLLECTION =

WARGAMERS

A C At (S avail soon) £9.95

You are in command of the US Pacific
fleets 6 months after the attack by the
Japanese on Pear| Harbour. Itis a3 level
game depicting 3 different Japanese
strategies

SERIES has been designed with the
wargame “purist” in mind. The games
are played on a map system, are
“phased” and use symbolic represent-
ation of the units. Playability is the key
noteinthe series with 5 levels of difficulty
suitable for beginner and expert alike.

S C (A avail soon) £7.95

In the closing stages of WWII, the US
Marines fought their costliest and
toughest battle of the entire war — the
capturing of theisland of INO JIMA. You
command those forces whilst the
computer controls the Japanese.

ACSM £9.95 C (S avail soon) £7.95
P A AMSTRAD
; S SPECTRUM
; c = CBM64
At = ATARI
L, RS M MSX
— ¥ gy gy —
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PSS PRODUCTS ARE AVAILABLE FROM SELECTED BRANCHES OF WH SMITH, JOHN MENZIES, BOOTS, AND ALL GOOD DEALERS.

MIDAS - The Midas series of role playing
real time graphic adventures are totally
expandable. Not only do you have
stunning 3D fully animated graphics.
real time interactive-conflict and con-
versation sequences, but you can
transfer your player character into
different scenarios from the Midas range.
A series of expansion modules are also
planned to add new opponents, larger
scenarios and different quests to
increase indefinitely the playing life of
each game written with MIDAS.

SWORDS & SORCERY -represents the
firstexample of the Midas range. As with
allrole playing adventures, the aim of the
gameis to develop your character—you
mightwant to become an expert swords-
man, or perhaps a cunning thief - all
things are possible with Swords &
Sorcery. There are also quests within
quests for those who want to follow
them — some are given, others must be
found — some are lost causes - the
choice is yours!

Although possibly the most complex
program yet attempted on a home
micro, the controls are simplicity itself.
Just six keys will control your progress
around the dungeon and operate the
menu system for all your other commands.

Pinball Wizards will love this game.
Playing the table provided will provide
hours of fun, but with Macadam Bumper
you can design your own layout - from
positioning flippers and bumpers right
down to adjusting the Tilt sensitivity
The possibilities are endless!

A S (C avail soon)

CREDIT CARD ORDERS PHONE 0203 667556.



GET DEXTER

(Crafton and Xunk)
PSS/Ere Informatique, £9.95 cass, £14.95 disk, joystick or keys
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The French have arrived with a-product so
clagssy that many English software houses
will have to sit up and take note. It's
attractive, addictive, difficult, funny and
with a host of special features that will stun
and amaze you. It's an arcade adventure
that will test your skills to the limit as you
control an android in his search for the
codes that will allow access to the computer
controlling the galaxy.

Dexter the android, has to get the
computer in order to save his colony, XUL
3, from an impending war on earth which
would destroy both the computer and the
colony. To get it he has to obtain a code
composed of eight sections, each section
being held by a professor. You have to find
the professors, who are all in different
rooms, and find how to extract the code
from them.

The French Connection

At last it's happened — a
European Mastergame.
Amstrads (Schneiders) are the
most popular computers in
France and Germany and with
such a demand it was inevitable
that they start producing high
quality software. We're now
starting to see the first of that
and it could just be the start of
a cross channel avalanche of
titles.

The US invasion has often
been seen as a threat to the
British software industry but with
the traffic going mostly the
other way with the European
market it means we will tend to

get just the cream of the crop.
The industry should only benefit
from that influx and the
gamesplayers will certainly
enjoy these new products.

The action takes place in 3D rooms that
are so packed with colour and action that
you'll wonder what all the fuss over
Ultimate's Filmation technique on Knight
Lore was for. The game is written using
mode 0, which to you and me means up to
16 colours on screen at once. Normally this
would mean blocky graphics but, as in
Sorcery, so much work has been put in to
them that they are detailed as well as
colourful.

Dexter is well animated and, more
important, quite speedy around the rooms.
He makes his way between them via door-

ways and corridors. These are sometimes
blocked by sliding doors which have to be
opened using colour-coded key cards.
Some doorways are located high on the
wall and so movement is restricted both by
the need for keys and the ability to actually
reach doors.

By far the greatest hazards, though, are
the various robotic and human occupants of
the complex who will do their best to get in
your way and drain Dexter's energy. The
robot guards come in many different guises
but are all drawn in shiny chrome and
delightfully animated as they scuttle around
the place. These can be killed using spec-
ific objects, different weapons dealing with
particular types of robot.

The humans Dexter encounters come
in three shapes — the professors, manic
blonde lab assistants and the vicious,
green-mohicanned punk who first ap-
peared on the Macadam Bumper loading
screen. The lab assistant and punk will

chase Dexter and drain his
energy but they

The punk is intent on
doing you plenty of
damage
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can be beaten off by giving them the right
object. The professor is a different chal-
lenge altogether.

SECOND OPINION
Was there a clause in the Channel Tunnel
agreement about us taking their software?
If so, we got a good deal. This game is
magnifique. There’s so much to it that it
will provide a long-term challenge for
anyone, even people who've been
practising on British arcade-adventures
for the past two years.

PC

He won't chase you but will still drain
energy when you touch him. The rooms
they appear in are always well guarded so
that shortly after entering them an alarm
goes off and homing robots swarm in after
you. With all that going on all you have to
work out is how to get the code out of him.

That precious commodity,
energy, can be




carry objects

Case where you

Dexter and Scooter
in the colourful,
futuristic surroundings

Robot guard

Special Features

One of the things that really
makes the game special is the
attention to detail. Lots of little
touches are thrown in which are
a delight to discover as you
explore your surroundings. Just
when you think you've seen
everything it will throw another
little surprise.

Telling you about them
would spoil the fun, but to whet
your appetite here are a
couple of examples. When you
manage to destroy a ceratin
type of robot it will explode
with a large splash, leaving a
pool on the floor on which
Dexter will skid and slide on the
seat of his pants. There is also
a room where when you try to
walk towards the doors a metal
gate hammers down in front of
you. You can get out — but
you'll have to buy the game to
find out how.

Dexter
Scooter

replenished at “holophonic cabins’’ which
should prove a very uplifting experience.

In nearly all rooms there are objects
and pieces of furniture that can be pushed,
pulled, picked up, dropped, stacked,
jumped on and generally messed about in
order to get to vital objects and doors. This
is a real fun element since you have im-
mense freedom as to what to do with things
- you can try anything, anywhere, anytime.
Floor pads can be interesting as these can
operate doors, release guards or spin De-
xter about losing him energy. There are
lifts as well - if you know how to use them.

Dexter’s constant companion through-
out all of this is Scooter, a podocephalus
consisting of a foot, a head and a pogoing
movement pattern. He bounces merrily
about the screen doing nothing helpful and
generally just getting in the way of
everyone. However if you whistle him he’ll
come to heel and you can use him to jump
on to reach things in the absence of furni-
ture. He will also warn you of slippery
floors by bouncing about them on his head.
Apart from anything else though - he’s
cute.

This really is a superb piece of work. It
has marvellous graphics and animation,
good title music and free music on the tape
B side, fast action, great puzzles, cartoon

Moveable furniture

THIRD OPINION
If you're looking for graphic perfection,
insane humour and a huge task all in one
game, this is it. Enough said.

AW

instructions, bags of humour, good person-
alities and hosts of surprise features. What
more can you want?

BW

GREEN SCREEN VIEW
Important aspects of the game are colour-
coded, and the shades aren't all too easy
to tell apart. More importantly, you miss
the bright, imaginative use of colour. It's
still amazingly good, though.

AW

Colourful and detailed screens and
animation.

Lots of puzzling tasks to figure out.

Many objects and furniture to move
and use.

Plenty of humour in instructions and
game.

Special features that surprise and
delight.

The only podocephalus in existence.

Find some - we couldn’t.

GRAPHICS FLA
SONICS (32
GRAB FACTOR JA
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 TOMAHAWK

Digital Integration, £9.95 cass, £14.95 cass, joystick with keys or keys

This is the first ever helicopter simulation
on the Amstrad and comes from the people
who brought you one of the oldest and yet
still most respected flight simulators, Figh-
ter Pilot. It's based on the US Apache
helicopter, hence the appearance of Red
Indian axes in the name of the game.lt'sina
similar vein to Strike Force Harrier with just
as much action and even better graphics.

The game takes place on a 100x200
mile scale map split up into 200 sectors in
which one of four types of mission can be
taken on. The first is a simple training
mission in which you can familiarize your-
self with the flight controls without too much
enemy harassment. The other three are
tough combat set ups where skilled flying
and fighting are called for.

Engine information

Your view is through the front of the
Apache with an instrument panel at the
base of the screen giving all the necessary
flight and weapons information. Take off
and flight are relatively easy to achieve, all
you have to do is turn the throttle up full
and change the angle of the rotor blades,
using the ‘“collective”, to give you lift.
Pushing forward on the stick will then give
you forward flight as you dip the nose of
the chopper. Practice will enable you to
control the vertical speed and hover. -

Slowing down and landing are a differ-
ent matter though — helicopters don’t have
brakes. Weaving to cause air resistance
should do the job but practice as ever
teaches you the tricks. There isn’t too much
more to the flying — it's mainly a matter of

R S Aealy
e Py,

push the opposing forces back off
the edge of the map.

Total occupation: the whole map
except for one square is enemy
occupied so you have fo fry to
retake the area.

Broken advance: a random line of
conflict between the forces is
established across the map and
you have to push the enemy back

Three missions

Each of the three missions is
tough, with your chopper
providing support to the ground
forces. Without your efforts the
ground forces will always lose =
you have to swing the balance of
the battle.

Half and half: the map is split
down the middle and you have to  to their edge.

60 MAY 1986 AMSTRAD ACTION Not just 1, not even 2, but THREE opinions!

Is Bob Wade bionic?
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the iorees These consist mostly oltanks
and field guns on the ground and a single
- helicopter that chases you in the air. All
'ﬂxreemmﬂictdamageom&mehopper,
knocking it out of the sky eventually. They

systems, laser guided missiles (fire and
forget), rockets and cannon fire, although
. cannon fire doesn’t work on tanks. Points
are awarded for the type of target de-

points for using cannon). y
There are plenty of options for altenng
the game including night flying, a cloud

and turbulence, four skill levels and a
green screen option. The instrument dis-
Play is packed with good stuff like radar,
target identification, engine readouts and

glance.
" There are four bases in each mz
which can be landed at for repair and re-

flying around and shooting things. Packed
mthsomanygoodﬂdngsthianamore
than worthy succesor to Fighter Pilot and
will provide you with plenty of action.

~ can be destroyed using your three weapon

stroyed and the weapon system tued (more

THIRD OPINION
Simulators certainly have come on a long
way since Fighter Pilot The days are gone
when you could have either a realistic
simulator or a worthwhile game, but not
both. This game quite definitely is both.

P Not very original in the jetstream of
Strike Force Harrier,

layer in which you fly blind, crosswinds -

- colour and vectors.
weapon status but it can be easily used at a .

equipping but to start with you'll be happy

BW

_» Even better than Strike Force Harrier.

P Superb graphics combining solid

GREEN SCREEN VIEW
There's a green screen option. What more

| could you want?

PC

GRAPHICS EX¥

P Great flying controls - not too tough

but not too easy. 1[][#463%
P Nice mixture of simulator and GRAB FACTOREIRAS
comabt.

» Four different missions.

AA RATING|
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KAISER

Ariolasoft, £7.95 cass, joystick or keys

If any of you out there suffer from the
strange desire to become the German
Kaiser, then — to use an old computer-
game-review cliché - this is the game for
you. Even if you don’t you wish to achieve
Kaiser status, you may find something to
intrigue you if you have an interest in
strategy games.

Kaiser is a game for 2-9 players in
which the aim is to manage land, taxes,
armies etc. in order to win Jebensraum and
domination of the other princelings with
similarly grandiose ideas. The game starts
in the year 1700, so both economies and
armies are fairly primitive — corn and
cavalry seem to be the main factors.

After players have been assigned suit-
ably Teutonic areas to rule the first screen
of the turn displays details of weather,
grain prices and stocks, the population'’s
food requirements, your land and cash
assets. Bearing in mind that you are obliged
by treaty to furnish the peasants with a
minimum of grain — and possibly more than
that to keep the wretches alive — you will

need to either buy or sell to get the right

BRIDGE PLAYER 3
CP Software, £12.95 cass, £15.95 disk

stocks. Naturally , buying and selling at the
right time are essential. As the instructions
make clear, you must ‘speculate to
accumulate’.
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SECOND OPINION
I can’t say I enjoyed this very much — it
reminded me far too much of old Dictator
games I played on a ZX81. It may have
some enjoyment as a multi player
strategy game but even then it will take a
lot of enthusiasm from the players parts to
get much enjoyment. Much too old a
game to have much appeal.

If you haven’t distributed enough grain,
you'll find on the next screen — Statistics —
that rather more people are dying in your
lands than are being born. This is obviously
very bad for business.

As you will see when you move on to
the Budget Day screen. Here you can alter
the three rates of taxation on offer. You
have to find the right balance to maximize
revenue. Listening to Nigel Lawson for a
few tips on incentives to wealth-creation

Lots of rotten grain
inKaiser

could be useful.

At this point you can also alter the
‘jurisdiction’ rating, shown on screen by
the scales of justice. You can choose from
merciful, fair, hard and severe. If you
choose the first the cunning population will
probably cheat your exchequer out of loot,
thinking they won't be punished even if
they're caught. Go for severity and you'll
lose money as the peasants flee your

SECOND OPINION
Bridge is a game that’s played in pairs in
which you have fto kick your partner’s
shins to cheat. It's played by retired army
officers, ancient vicars and Egyptian film
stars. Ag you will realise, I'm so ignorant
that there’s nothing useful I can say about

o
e
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heavy-handed ‘justice’.

You can now spend money - if you've
got any. On your way to Kaiserhood you'll
need to expand your principality, building
houses, palaces and cathedrals. But you
can't build a cathedral, for example, until
you've grabbed at least 25,000 acres. You'll
also need huge cash reserves to back up
your expansion.

THIRD OPINION
Quite fun if you've never played one of
these grain-for-the-peasants efforts before.
Not quite so much fun if you're paying for
it — or if you've played any game written
in the last five years.
AW

Well, there's always war, isn't there?
Your army is puny to begin with, but if you
acquire enough cash you can recruit
cavalry, artillery and infantry either from
the local population or in the form of mer-
cenaries. You'll need to take them on
manoeuvres, and this will cost money.

The problem with armies is that you
need a minimum size before the program

will allow you to go out and wage war —
unless you’'re a financial wizard it could
take some time. Once you've started,
though, treaties can be made and battles
fought. The more players, the merrier the
war.

Kaiser has entertaining elements but is
marred by the poor graphics and unclear
type used for the display. And at least two
people will be needed to play it. Fur-
thermore, it shows signs of a hasty transl-
ation fromn the German original: one of
your taxes is the strahge ‘added value tax’,
while you are also (gble to ‘recruite’ sol-
diers and get sqadrqns of cavalry. Kaiser
may appeal to strategy fans, but it's un-
likely to make man

PC

ahmdonthe mdwinmt mra;
thermn!thomch.

THIRD OPINION
A bridge program loses much of the fun
of the real thing because you don’t have
an unpredictable human to react to. This
one won't suit beginners either unless
they get additional information on
bidding, which I needed particularly
when the computer started making weird
bids. Not bad for those who know the
game but otherwise too expensive and
too complicated.

P Up to nine players can take part
» The scenario’s different

P> Weak graphics and sound

P Needs at least 2 players

» Some rough translation

> Essentially, an old-fashioned game

T 5% ¢
5% F
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PANZADROME

Ariolasoft £8.95 cass, joystick only

Though billed as a game of senseless de-
struction, Panzadrome has a lot more to do
with senseless frustration. The
“Panzadrome’ itself is an island teeming
with robot tanks, strewn with landmines
and bristling with gun turrets, all of them
hostile, Now, all you have to do is destroy
it. All of it. The whole island.

Your vehicle is displayed in detail at
the start of each game, first as its main
components — chassis, wheels and 80mm
gun — and secondly as a whole. This then
drives off the side of the screen, and you
switch to the overhead view in which the

GREEN SCREEN VIEW
Perfectly clear, but unspectacular.

More staying power than most

SECOND OPINION
Initially quite intriguing , but it rapidly
palled. The graphics are too abstract to
be very pleasurable and the gameplay
soon becomes confusing and frustrating.
PC

on an area of island complete with build-
ings, roads, and a stretch of beach. There's
also your vehicle — small, blue and nothing
like the pre-game diagram - and the
enemy, in the form of prowling robot tanks.
You have to blast your way through the
opposition, in search of factories to equip
your vehicle with more exciting weaponry.

The opposition come in three main
types. The easiest are the standard tanks
whose guns, like your 80mm, need a clear
line of fire and several hits to kill anything.
More deadly are the mortar tanks, which
can lob their bombs over intervening
buildings to hit you. Worst of all, but thank-
fully stationary, are the ‘“‘mega-turrets’.
These bombard you mortar-fashion, and
can only be destroyed by repeated shots at
point blank range.

All of these will deplete your armour,
and once that is destroyed will start to
damage your vehicle's systems. Mines, on
the other hand, will cause systems damage
immediately. They are triggered by your
driving over them, and in tight spots can be
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hard to avoid. Worse still, they are visible
only on the separate mine-scanner display.
The only way to clear them is to re-equip
with mine-proof caterpillar tracks - and for
that, you have to find the appropriate
factory.

THIRD OPINION
The graphics are the most disappointing
thing. After all that build up with hi-res
tank pictures you get a garish bunch of
blocky colour. The gameplay I found
distinctly frustrating because you can get
trapped so easily and one mistake may
blow you away and you'll have to start all
over again. Needs a fair amount of
improvement in my book.
BW

This would add up to a straightforward
mine-dodging shoot-'em-up, but for one
problem — craters. Every time you destroy
an enemy tank, every time a mortar tank or
mega-turret scores a near miss, you are left
with a crater. These craters are permanent,
and seriously obstructive. You cannot drive
or fire shells over them. If a narrow pas-
sage has only one crater, it becomes impa-
ssable. Indiscriminate fire can easily leave
you blocked in and forced to abort the
game, so great care is needed. The solution
is once again to re-equip, this time with a
“polycrete’” module. Polycrete is a type of
quick-setting cement ideally suited for fill-
ing in craters, as luck would have it. Of
course, the problem is finding the factory.

Fight to the death
inside the
Panzadrome

The graphics on all of this are colour-
ful, but extremely unrealistic — the tanks in
particular are small and very un-tanklike.
The sound is very weak, the only useful
effect being the blip-blip noise made by
incoming mortar bombs. The gameplay,
then, has to carry the game - and in the
early stages it looks quite promising.
There's an enormous amount of frustration
involved at first, boxing yourself in with
your own shell-craters or getting wrecked
by sitting in a turret's firing line. Once
you're equipped properly, though, most of
this ceases to apply. The later game is quite
dull, and not really worth the effort of
getting that far. The Panzadrome isn’t that
large either — there are 64 screens, but
many of these serve no particular purpose.
What you really need is some sort of
reward for your effort and patience. What

you get is more of the same, and a score

apparently fixed at 0%. Is frustration really
all you want in a game?
AW

» Plenty of tough opposition to blast

through.
» New equipment varies the
gameplay.

B A D N i W S

» Very frustrating.
» Poor graphics.
» Lengthy, irrelevant start sequences.

GRAPHICS Li:bA
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INDOOR SOCCER

Magnificent Seven, £4.95 cass, joystick or keys

Having hung up their cowboy boots and six
guns the Magnificent Seven have turned to
software and come up with a couple of
sporting simulations. This version of five a
side football is very reminiscent of Ocean'’s
Match Day but doesn’t live up to it in many
ways.

The action takes place on a large left-
right scrolling pitch with five players on
either team, one of whom acts as a goal-
keeper. You can play against another
player or the computer, which has three
skill levels. The game takes place over two
five minute halves, the teams changing
ends at half time.

SECOND OPINION
Gruesome scrolling almost prevented
from playing thihs, but I persevered and
almost enjoyed it. At the end of the day,
though, David, it's not a very skilful
game.

If you are in possession you control the
player with the ball, who can be moved
around the pitch and kick the ball. When
the other team are in possession the com-
puter picks a player for you to control and
go after the ball. To get possesion you run

into the player or tackle him by pressing
fire, which may make him fall over.

The edge of the pitch is blocked by
boards which the ball bounces off and you
can't get it in the air. When the goal is
threatened the keeper can be moved up
and down to block the ball, bouncing it out

THIRD OPINION
Gameplay Is pretty poor, and the
graphics are diabolical. And why do the
crowd all support Rangers?

AW

for any player to collect it. Against the
computer the gameplay is rather simple,
although it is a tough opponent on the
second and third levels. The graphics and
sound are very ordinary with a very funny
looking crowd. Certainly not much to shout
about here.

BW

I'm sick as a parrot
about this one Brian

B A D N E w S

» Match Day is better.
» Jerky scrolling.
» Repetitive gameplay.

GRAPHICS CIRD
SONICS P2:5A8
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'(\;Qutstanding. stunningly different.... fantastic _
Q\soundt'r‘atk.... game-players will rave over it.” lzaf§4
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Shadowfire is available now from software dealers.
In case of difficulty, please write to Beyond Software,
Wellington House, 6-9 Upper St. Martins Lane,
London WC2H 9DL.
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FRANKIE GOES TO HOLLYWOOD

Ocean, £9.95 cass, joystick or keys

THIRD OPINION
Tons of variety, sure enough, so it'’s a
shame about the miserable animation. It's
certainly a clever idea - a graphic
adventure which throws you into arcade
sequences every so often — but the
| arcade action is pretty limited. A must for
i anyone who wants a really original
| adventure - otherwise, it's a bit
disappointing.
SECOND OPINION |
I never thought I'd do what Frankie Say,
but this game almost convinced me. It’s a
very neat concept and the goal of
becoming a real person is one which will
appeal to many of us who worry about
| our identities. The graphics are pretty
naff but don't really detract too much
| from the game.

 That animation really starts ‘Arm with
no colour to distract you. & :
.makes Mundanesville good

DOOMSDAY BLUES
PSS/Ere Informatique, £9.95 cass, £14.95 disk, joystick or keys

Although not as awe-inspiring as the other
French game reviewed this month it con-
tains many original and entertaining fea-

piece. How you get out is quickly solved by
your main weapon in the game — your right
foot. This can be used to gradually batter

the door down as the unhappy looking
prisoner rather humourously lashes out
with his size 13’s.

tures that should make it a success as well.
It's set in a prison where the last survivor —
so he thinks - of the human race is im-
prisoned by robots. He is trying to escape
and his efforts are redoubled by the sound
of a woman'’s voice.

| ~ SECOND OPINION

A shame this game wasn't released in
1984, when it's foreboding atmosphere
would have fitted in well with the

g pubﬂdty :mroundmg the year of the

mucmmﬁmgmmawm
Mtﬁqfum:ehummform i

The depressing sight of a deserted cell

The prisoner starts in a cell furnished bk

only with a bed. The door is locked and the
only other thing in the room is a one Franc
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oon the gameplay side either — until
k out of the cell block, that is. It's

At the start of the game you will also
have had to allocate the prisoner’s three
energies. These are strength, bravery and
fimess, each of which will be of use in
different ways. Strength is used up by
kicking down doors but can be replaced by
eating. The only problem is finding some-

thing to get your gnashers into because at
first sight this prison is decidedly bare.

Fitness is also a crucial energy because
running out of that will end the game. It is
used up by the passage of time, moving
around and through encounters with robot
guards. The passage of time is a very
important element since it affects many
elements in the game, most importantly the
robots. In cell blocks a robot will come out
at night while in other areas they appear
during the day. Merely being in their view
will damage your fitness and kill you very
rapidly.

Robots can be destroyed if you have
enough bravery. This allows you to go
eyeball to eyeball with them, like two
boxers weighing each other up. If you've
got enough bravery you'll outlast the robot.
Fitness and bravery can also be replen-
ished by wine and coffee respectively but
finding them is again the problem.

There are several different areas in the
game ranging from the stark open cell
blocks to dingy underground rooms and
bright, pleasant quarters. Finding these can
be extremely difficult and calls for a lot of
exploration, efficient use of your limited
resources and some luck. Replenishing
your energies may not be easy either as
you may need to buy supplies with limited
cash.
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There are touches of humour to lighten
your depressing situation though. When
you walk into the wall the character recoils
with a yell and when he does die he
collapses into a heap in a funny little
graphic routine. His walking and kicking
actions are also nicely done and the cell
blocks manage to conjure up an oppressive
atmosphere of fear. The game also features
some nice music on the title and end
screens which should have you bopping
along.

Although the game may take a while to
get into each new discovery will keep you
interested and keen for more. There has
obviously been plenty of original thought
put into the game and the creation of a
good atmosphere helps things along as
well. May not suit all tastes but will certainly
be a tough one to crack.

BW
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» Atmospheric graphics and action.
» Good features like kicking and death
routine.

» Good music on title screen.

» Tough game task calling for fast and
efficient action.

» Time element adds extra dimension
to the action.

B A D N E W ]

» There can be a lot of waiting around.
» Takes some time to get into

properly.
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NOMAD

Ocean, £8.95 cass, joystick or keys

Nothing to do with roaming desert peoples,
but a Nemesis Organisation Mobile Attack
Droid that is on a mission to destroy one
Cyrus T Gross in the heart of his heavily
fortified city. To do that it has to battle past
many different levels and types of defence
that will make life extremely tough for even
the best players.

The city is composed of many screens,
nearly all of which have some sort of
deadly cbstacle in them. They are flick
screens mostly connected by corridors giv-
ing you only one possible exit to continue

_ your search. At some points you will have a
_choice though so that exploration will be

needed to find the easiest and quickest
route.

SECOND OPINION
Nothing spectacular here - it's essentially
just a colourful shoot-em-up. As such it
delivers the goods. But are they the
goods that we want very much these
days?

The Nomad itself is difficult to control at
first as it has some awkward movement
characteristics. It can be moved forward or
reversed but rotates left and right to point
in the desired direction. This makes rapid
turning difficult to achieve. The other thing
to be mastered is the inertia which afflicts
the machine and will need practice to
control so that you don't end up charging

THIRD OPINION
The inertia is infuriating, and the random
deaths are frustrating. These can be
| overcome, though, with a little
perseverance — what really does the
game in is the feeble firepower you've
got, the dreadful sound and the ridiculous
explosions. It's a budget game without the
cheapness.

AW

The other thing that will restrict
Nomad's movement but not kill him are the
gateways that crop up. These are opened
and closed by switches that Nomad can
‘activate. Unfortunately these aren’t on the
'_mmsc:mmﬂmkialmderroria
needed to find the correct position for a

switch to allow you to move on. -

The first obstacle you encounter in
Gross's armoury is a circular unit which
randomly spits out fire in any direction.
Like all the other defences this can be
blasted away with Nomad’s twin lasers
leaving a nasty explosion mark on the
screen. The next weapon is the one most
commonly encountered in the early stages,
a cannon. ;

Cannons are set into the wall and blast
out shells at regular intervals that travel ina
straight line. Both cannon and shells can be
destroyed but one touch from a shell will
end a Nomad life. Later obstacles get even
more deadly and won't wait for you fo

Is that a sombrero
our cute little
Nomad is wearing?

come to them. There are bouncing, smiling
faces that happily blow you up and square

rapidly zoom towards you. :

blems are the magnetrons. These are

tract the Nomad in a particular direction.
This acts like gravity so that the Nomad will
fall down a screen, often into plenty of
trouble that is consequently extremely har
to deal with. :
The graphics are very colourful but
chunky too so that Nomad has trouble

blocks that fire homing missiles which
_ Another feature that will cause pro- |
strong magnets set in the walls which at- |

» Very tough to work your way
through the whole thing. g

» Nice features like the gravity and
inertia.

» Rewarding as you progress to a new
section.

B A D N E W 35

» Some sections rely a lot on luck
through random factors. ;
» Control can be annoyingly hard.

GREEN SCREEN VIEW

| A bit easier on the eyes in mono, if
anything. Removing all those red/green
combinations is a distinct improvement.

GRAPHICS ¥ &2

SONICS rr.UA

GRAB FACTOR 374
{|STAYING POWER [2:37
A A RATING k372

K

bl

EVAL) “pecel”
My °‘$u L
M—S\Jﬂ'

Fresher than iced scrumpy

AMSTRAD ACTION MAY 1986 69




COLOSSUS CHESS 4.0

1 SECOND OPINION

1 I had a prety engrossing, if embarassing,

1 couple of hours with Colossus. To put it
bluntly, it thrashed me. Although the

| display is nowhere near as attractive as

{ Cyrus’s it does play a stronger game.

| And for the more accomplished player
that is surely the main thing. Weaker

players will still find Cyrus a handful and

‘| may be more tempted by the pretty
display.

Cyrus with its 3D board-view option,
TS ive is very poor and the
n be hard to differentiate. :
game itself, Colossus shows where its real some you wouldn't. How many chess
wwwmm,kmyma.___pmqrams.giveyoumeopﬁqn,-mm{e;h
&;rhmglnamhgmmm;ﬁ ~ of playing “blindfolded’? The disc version
minutes rather than seconds per THIRD OPINION

It may not look as good as Cyrus but the

levels and gameplay are far more B A D N
adaptable to an individual’s skill. I'm an :

instinct player and can't bear analysing L e
positions for long. This means Colossus » Not “ M”cﬂ“
will play as fast as I do and match my P Cumbersoms “m
skill i.e. I still lose all the time. > Meanl -

BW o

© also has a large selection of classie com- . Ygﬂ:cfni'm'tho eoloars how you like, but
puter v. human and computer v. computer | the defaults are fine anyway.

AW

LTI 62 %¢:
SONICS {73
GRAB FACTOR [:%:07
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RAMBO

Ocean, £8.95 cass, joystick or keys

. | The film grossed massive amounts at the

box office and doubtless Ocean are hoping

- |it will do the same sort of business on
| computers. What the game lacks though is

the sort of nationalism and gore that made

" | the film so controversial. Their omission
| leaves the game as just another blast-em-

up.
Our all-American, commie-bashing,
muscle-brained hero is on a mission to

' | Vietnam to find American prisoners. He
| disobeys orders and tries to rescue them,

which is of course where you come in.

- | Rambo begins his mission to the South of

o? brief Qlossqry
Computer chess

PR TITYTN
HEEE R

You force it

the POW camp in a jungle positively
swarming with Viet Cong and has to com-
plete five stages in order to rescue the

- | Pows.

Initially he is armed with a knife, bow

| and arrows and explosive arrows but along

| the way three other weapon systems can be
picked up - machine gun, grenades and
rocket launcher. These are best used in
different situations, the noiseless ones parti-
cularly because they don't attract so many
of the enemy to your location.

The enemy will shoot at Rambo where-
ver he is so that you are under constant
pressure to keep on the move. When hit his
energy is decreased and if it reaches zero
the game is over. The enemy can be killed
in two ways: either with the weapons you
carry or by just running into them.

As Rambo moves around the screen
| scrolls in the direction he is heading. Con-
| trolling the movement itself is the hard
| thing because it is difficult to get diagonals
and our bandoliered hero can easily get
stuck behind vegetation. This can prove

SCORyz

Porersrgag: Iy
: “ME3ey EIBees
2 pE- S

John Rambo blasts
away at some
passing Vietnamese

| frustrating since a static Rambo will take a
{ lot of hits, rapidly decreasing his energy.

Once inside the POW camp a single
prisoner has to be rescued using the knife
to cut him free. You then have to go North
out of the camp to a clear area where a

EQuALTy

| | -

| sometimes cu,;:,:?,uﬂflfy mode,
|

udOpl‘"

A

helicopter is waiting to pick you up. Rambo
then has to fly back to the camp to rescue
the rest of the prisoners. This is easier said
than done since they are quite hard to find
and again have to be released using the

knife.

Once the prisoners are on the chopper
the score will have taken a hefty jump and
all you have to do is battle an enemy
gunship. This appears on screen and laun-
ches rockets at the chopper, which have to
be replied to with your own rockets. Hits
will again reduce the energy rapidly. This
is replenished at each stage but a couple of

SECOND OPINION
It seems to me that Ocean have missed
the boat here. The film was released
aeons ago and I wonder how many
people still have Rambo on their minds.
Well, it wouldn’t matter too much if the
game were superb, but it's not. The
comparison has to be be made with
WDWII and I'm afraid Rambo loses out.
PC

mistakes on any section will probably re-
sult in your downfall.

Games are completed very quickly
and you'll only get further through per-
severance and a lot of trial and error. The
scrolling graphics are reasonable but the
music and control are irritating, control in

|

THIRD OPINION
Muddy graphics, awful control and off-key
music make this Ocean’s most over-hyped
game yet. All it has going for it is
frustration — and that's just not good
enough.

AW

particular causing a lot of frustration. It’s in
a similar vein to Who Dares Wins II but
loses out because it has less variety, less
control and less to do.

BW

1 R e N E WS

» Large scrolling playing area.

» Nice graphics for jungle and camp.
» Completing the game is a tough
arcade challenge.

P Control is frustrating.

» Not much variety or depth to the
action.

» Not as good as Who Dares Wins IL

T —
s
.

Can you bear the excitement? AMSTRAD ACTION MAY 1986 '.ll




TOURNAMENT
SNOOKER

Magnificent Seven, £4.95 cass, joystick or keys

You won't find Alex Higgins or Steve Davis
popping up on this game but you will find
plenty of very classy snooker action that
may get you away from the TV and onto the
computer. Although there have been
snooker games before this one has plenty
to reccommend it if you're still looking for
some green baize action.

The table is shown from an overhead
view with the reds at the right hand side of
the screen and the D" at the left. The
display is done in four colours (mode 1 for
those in the know) which means the colours
have to be represented by a band-coding
system. This just means you'll need to
check carefully before playing a shot on a
colour.

SECOND OPINION
It does seem bizarre that you can't play
against the computer. After all, I thought
one of the selling points of computers was
that you could dispense with other
humans altogether. That problem aside,
this certainly the best snooker/pool game
I've seen on the Amstrad — smooth and
realistic.

PC

The game has to be played by two

players but there is also a practice mode on

which you can learn the skills and cheat a
little too. This allows you to move balls
around at will, restore positions and set up
a situation. If practice doesn’t give you an
idea of how good you can be then look at
the demo mode where two extremely talen-
‘ted players knock the balls in at a frighten-
ingly efficient pace.

When you want to play a shot a cue will
appear on the table that can be rotated
through 360 degrees around the cue ball.
Once it is facing in generally the right
direction it can be finely adjusted with
some very small angles that are essential
for the accuracy involved in snooker. You
aren't just left with your view from above,
though, which would make angles and
shots hard to judge. .

THIRD OPINION
The four-colour display is a bit odd, but
the gameplay is excellent. Controls are a
bit funny — literally. I mean, you move the
cue using the ‘Q’ key. Is this someone’s
idea of a joke?

AW

A large cue ball in the top left corner of
the screen will appear overlayed on the
ball that you are currently aiming at. This
allows you to determine where on the ball
the cue ball will strike. This enlarged cue
ball is also used to determine the spin or

side put on it. A dot can be moved around it
to show where the cue will hit the ball, at
the base for backspin and so on.

When a shot is set up you have to
decide on the force to use. Pressing the

"shoot button once will start the cue moving

backwards and forwards while pressing it
again will play the stroke. The gap in
between the two presses determines the
strength: if they're close togethera hard
shot is played but a longer gap will result in
a softer stroke.

The movement of the balls around the
table is very smooth and once you've got
the hang of calculating the angles it
becomes a simple matter to play the game.
Real accuracy and large breaks are very
tough to achieve, though, with the po-
sitional play being as difficult as the real
thing. All the rules are implemented - foul

6.0 0 B N E W S

» Very smooth and fast ball
movement.

» Good cue positioning and aiming.

» Superb demo mode - like watching
the world championships.

» As near the real thing as you can get
on a computer.

E A D N E W S

» Snooker isn’t the greatest of
computer games, -
» Two players only - you can’t play
against the computer.

shots and being able to ask a player to
replay a shot after a foul. There'’s also a
nicarephyﬁuwﬁmaﬂommmmme.

at this game because it is very well presen-
ted and easy to use, but presents a chal-
iengeakintothere&lthing.\kenritim’t
the best game for converting on to a com-
pmexbultlﬁsisaboutthebes’!thatmbe
achieved.

- BW

| GREEN SCREEN VIEW
| The odd graphic approach makes this

| probably the only snooker game playable

in mono.
AW

e rLa w.-n““;g

A full 15 reds and
everything moves
smoothly

GRAPHICS [YRAZ
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& eas and excellent graphics . . .
@ Variety is certainly the key word in this highly unusual game
which has surely gone far beyond what anyone ever expected.
... a beautiful program, an adventure of great imagination, with some
superb programming techniques . . .
@‘ It's nice to see a game that can match the quality and the style of the group.
& _ action and strategy —and there are a number of slick touches that will keep you on your toes.
Ocean Software Limited PP Ocean Software is available from: ,WHSMITH,
6 Central Street, Manchester M2 5NS 9. 5 " LTI, WOOLWORTH, LASKYS, Rumbelows Greens

Telephone: 061-832 6633 Telex: 669977 Oceans G A Spectrum Shops and all good software dealers.
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The Lords of Adventure

Junior pilgrim Pete Connor adventures forth in search of AA readers’ favourite adventure game company.

A cold coming | had of it. Through mystic Avalon |
struggled, where evil Morgana had laid a thick mist on
the land to punish the people for their faith. Through
Cheddar's gorge, that deep and fearful chasm, |
hurried, muttering the while an ancient incantation
learned by The Pilgrim at his mother’s breast.

And a powerful strong spell it proved to be -
emerging unscathed from the Gorge | climbed the last
hill. Morgana’s mist had been lifted from the land, the
sun burst through to warm my weary bones, the sea’s
sharp ozone cleared my fuddled brain of it's fear.

There below me, high above the fabled town of
Weston-super-Mare, looking out from its hillside across
the seas to Wales, was the adventurers’ Grail -
Rocklease, home of the Lords of Adventure, the mighty
Level 9...

Level 9. It's a name that's almost synonomous with adventure.
Especially for Amstrad owners - four out of the top 10
adventure games in Amstrad Action’s readers charts hail from
the company. Titles like Dungeon Adventure, Snowball and Red
Moon have won them a loyal following. Yet theirs are games
that make few concessions to the keep-it-small-and-simple-and-
bung-in-some-pretty-pictures school of adventuring. They be-
lieve in a minimum of 200 locations per game, lots of tricky
puzzles, and only recently lapsed from the purity of text-only to
include graphics.

Although they seem to have
been around as long as some of
the wizened wizards you're still
likely to find skulking in the
darker corners of adventures,
Lével 9 only became a full-time
bread-winning company a
couple of years ago.

As a hobbyist concern,
though, the Level 9 name is first
heard back in the misty beginn-
ings of home computing — the
early ‘80s. It was then that Pete
Austin produced his first adven-
ture games —~ on a 16K Nascom,
a machine he describes as
‘rather like an antique Amstrad’.

These first ventures into ad-
venture programming had been

Pete Austin « Mike Austin & Nick Austin

stimulated by Pete's twin inter-
ests of computing and fantasy
war games. At Cambridge,
where he studied Psychology,
he was a keen participant in

Dungeons and Dragons and a
member of the War Games
Society. But, he says, ‘I didn’t
think you could put this kind of
thing in a computer very easily.’

After his first degree he
took a Diploma in Computing, at
which time he came across the
original Adventure, the Daddy
of them all, running on a main-
frame. ‘We can do this on a
micro’, he thought, and did it.
The Nascom version of the
game sold 300 copies through
mail-order and Level 9 was up
and running.

The next step was an Ad-
venture Writing System, a step

undertaken by Mike Austin - at

that time still a schoolboy. The
first Level 9 system produced a
string of games for the Nascom
- Colossal Adventure, Adven-
ture Quest, Dungeon Adventure




— which subsequently found
their way on to other formats.
The last-mentioned, says Pete,
‘is still my favourite fantasy-type
adventure’.

The next big step came with
the micro boom, largely a result
of the BBC's arrival in 1982. This
entailed changing over from the
Nascom's Z80 processor to the
6502 chip used in the BBC. It also
meant an increase in business,
since at the same time distri-
butors began to stock Level 9's
games and bring them to a
wider public.

By late 1983 Pete had

The Price of Magik

The Price of Magik — cover artwork

Adrian Mole

The spotty 13 and three-
quarters-years-old is the star of a
game that lies a little outside the
usual Level @ range. Pete Austin
was commissioned to write the
game by Mosaic, who had ac-

started to work full-time for
Level 9, while Mike was taking a
year off before university to do
the same thing. Margaret, their
sister, joined a year later to
handle the marketing side and
both the Austin parents still lend
a hand in the business.

New machines have always
seen conversions of the Level 9
range - if their memory was big
enough. The Amstrad com-
puters in particular have been
very good for Level 9. Now
they’re even doing PCWB8256
versions.

The eagerly-awaited sequel to Red Moon will make it's ap-
pearance on the Amstrad towards the end of this summer. Your
task is to rise from mere Sorcerer’'s Apprentice to Powerful
Wizard. The game contains 18 different spells, which can be
used - if you can find them — to take on opponents and command
creatures. The game also features a much larger vocabularly
than previous Level 9 releases — 1000 words.

quired the rights to the book.
Pete designed it as ‘a multi-
ple choice game’ because ‘I
didn’t see how it could work as a
normal adventure.! It certainly
worked as he wrote it, not least
because he was able to mimic so

cleverly the writing style of the
books. Even so, Pete is slightly
dissatisfied: ‘It could have been
much better’' he says. A sequel is
planned for later in the year and

an angle for o game and
dropped the option.

He describes himself as
someone who's ‘very much
against extremists’ of all political

und.

March 22nd_ TH
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Adrian Mole — a namby-pamby thicko?

will feature much more decision-
making.

Another, similar, project that
didn't get off the ground was a
game based on the TV series Yes,
Minister. Although Pete worked
on it for a week, he couldn’t find

L e e
The Silicon Dream trilogy

Level 9’s early releases were in
the mould of mystic castles,
dark forests and slimy orcs. But
the appearance of Snowball
marked the beginning of a tri-
logy which broke away from the
traditional and rather stale Dun-
geons and Dragons-influenced
games.

As Pete Austin explains:
‘We wanted to do something

varieties. One day, he adds, he'd
like to do ‘c game about a
viable anarchist society where
everyone is good and co-
operative and so on.! We'd like
to see it.

spects — ‘I like the way the
worlds are designed’, he says -
include Larry Niven, David
Brin, Sabre Hagen and Robert F.
Jones.

So Snowball, the first in the
trilogy, takes place on a space-
ship carrying two million hiber-
nating colonists to the invitingly
fertile planet of Eden. It's a
game that has many features

dream dome. Exits are north, east, south

and west.

¥You are in a plastic casino. fn exit

leads east.
nd i i

AN . e

citizen. Welcome

casino.
ed

b 4
‘bandit s

bets Ege cred
Select your colour and

A coiowr LCD in your wrist.

5:57
Hh agg?uﬁu have

at n

The Worm in Paradise — Eden's famous one-armed-bandit beckons you into the casino

different. There were a lot of
sub-Hobbit adventures about, in
which you went round slaying
orcs etc. I was afraid the public
would get fed up.’

What they came up with
reflected the kind of fantasy/sci-
fi reading matter that fills Pete's
bookshelves. Authors he re-

100 creds left.

Pete Austin is very fond of: ‘It's
the only realistic starship that I
know of. It has particle beam
engines, which really might
work. The passengers are not
frozen, but kept just above free-
zing point with their hearts ar-
tificially stimulated.’

Snowball was text-only, but

The world needs more Lords of Adventure AMSTRAD ACTION MAY 1986 15




Exploding Fi
Everyone's a Wally
Airwolf

Gremlins

Robin ol Sherwood
Combal Lynx

Scrabble
Monopoly®

3D Grand Prix
Cyrus Chess
Wizards Lair
Highway Encounter
Trivia

Jump Jet

The Devil's Crown
Zoids

Bored of the Rings
Yie Ar Kung Fu
World Series Baseball
Hypersports

Boulderdash
View to a Kill

WESTCOMB

WHY NOT COME AND PICK U
FROM OUR DISCOUNT SHOP AT 3STA
HEATH, LONDON
OUTSIDE WESTCOMBE PARK RAILWAY STATION ON THE

SOU;'I;EHN REGION. OPEN ON SATURDAYS ONLY FRO

SO MNRIRHL.

9.95 7.46 Here&There with Mr Men B8.95 6.7T1
9.95 7.46 Firsl Steps with Mr Men 8.95 .71

9.95 7.46 Think

9.95 7.46 Match Point
9.95 7.46 Winler Games
8.95 7.00 Contraption

Macadam Bumper Pinball 9.95 7.46 Rescue on Fraclalus

9.95 7.46 Spin Dizzy

9.95 7.46 Rambo

9,95 7.46 Fairlight

9.95 7.46 Runeslone

8.95 7.00 Back to the Future
8.95 6.71 Critical Mass

7.95 6.20 Saboteur

9.95 7.46 Turbo Esprit
999 7.50 Forbidden Planel
8.95 6.71 2112AD

6.95 5.20 Spitfire 40

8.95 6.71 Lazer Basic
8.95 6.71 Lazer Compiler
8.95 6.71 Spy v Spy 2

Geoll Capes Strongman 8.95 6.71 Doors of Doom

9.95 7.46 Mini Oflice 2
10.99 8,50 3 Weeks in Paradise

EPARK, BLACK

8.95 6.71
895 671
995 7.46
895 6.7
9.95 7.46
9.95 7.46
9.95 7.46
9.95 7.46
7.95 5.96
9.95 T.46
895 6.71
8.95 6.71
895 6.71
8.95 6.71
8.95 6.71
9.95 7.46
14.95 12.00
19.95 15.95
995 748
9.95 7.46
14.95 12.00
9.95 7.46

Battle of Planets

DISK SOFTWARE
Masterfile
Mastercalc
Graphic Adventure
Creator

Sold a Million
Computer Hils 6
Dun Darach
Marsport

Battle of Britain
Theatre Europe
Spy v Spy

Fighter Pilot
Cyrus Chess

3D Grand Prix
Raid

Spin Dizzy

Tau Ceti

Lazer Basic
Lazer Compiler
Elite

Rocky Horror Show
Doors of Doom
Mini Office

Access orders/enquiries
tel: 01-306-0621.
ALL PRICES INCLUDE
70P PER TAPE ON EURO
New titles arriving every day, please ring for details.
Spy v Spy 9.95 7.46 Southern Belle 7.95 6.20
Cauldron 8.99 7.46 Frankie G T Hollywood® 9.95 7.46
Bounty Bob Strikes Back 9.95 7.46 Matchday® 9.95 7.46
Snowball 9.95 7.20 Nightshade 9.95 7.46
Lords of Time 9.95 7.20 Skyfox 9.95 7.46
Return to Eden 9.95 7.20 Who Dares Wins 2 9.95 7.46
Emerald Isle 6.95 540 Commando 9.95 7.46
Red Moon 6.95 5.40 Worm in Paradise 9.95 7.46
Grand Prix Rally 2 8.95 7.00 Sweevo's World 7.95 6.20
Bridge Player (C.P.) 9.95 7.40 Gyroscope 8.95 6.71
Fighter Pilot 9.95 7.46 Strangeloop 8.95 6.7
Sorcery 8.95 7.00 Super Test 9.95 7.46
Dynamite Dan 7.95 6.20 Theatre Europe 9.95 7.46
Battle of Britain 9.95 7.46 Lord of the Rings 15.95 12.00
Fighting Warrior 8.95 6.71 Cleudo 9.95 7.46
Get Dexter 9.95 7.46 Super Sleuth 895 6.71
They Sold a Million 9.95 7.46 Computer Hits 10 14.95 11.50
Marsport 9.95 7.46 Bomb Jack 8.95 6.71
Elite 14.95 11.21 Comic Bakery 8.95 6.71
Alien 8 9.95 7.46 Ping Pong 8.95 6.71
Knightiore 9.95 7.46 Mikie 8.95 6.71
Way of the Tiger 9.95 7.46 The Music System 14.95 11.50

8256 SOFTWARE
SuperCalc 2
Hitchhikers Guide
to the Galaxy

3D Clock Chess
€ Compiler
Pascal MT/~
Cardbox
Touch'n'Go

DR Graph

DR Draw

SAGE SOFTWARE
Popular Accounts
Popular Payroll
Popular Combo
Sage Control &
Invoicing

Popular Plus
Super Combo

DISCOUNT SOFTWARE
OMBE PARK, BLACKHEATH

FREE FAST DELIVERY IN THE U.K. ONLY. PLEASEADD
PEAN ORDERS AND 1.00 PER TAPE ELSEWHERE.

9.95 7.46

29.95 24.95
29.95 24.95

£24.9519.95
14.95 11.50
14.95 11.50
14.95 11.50
14.95 11.50
14.95 11.50
14.95 11.50
14.95 11.50
14.95 11.50
12.95 10.50
12,95 10.50
12.95 10.50
14.95 12.00
14,95 12.00
19.95 15.95
24.95 20.95
17.95 13.95
14.95 12.00
13.95 11.50
19.95 15.95

49.95 44.95

24.95 22.95
19.95 15.95
49.95 44.95
49.95 44.95
99.99 90.00
24.99 21.99
49.95 44.95
49.95 44.95

99.00 90.00
69.99 59.00
149.99 129.99

69.99 59.00
149,99 129.99
199.99 170.00

* DENOTES NEW TITLES THAT ARE AVAILABLE IN TME NEAR FUTURE. PLEASE RING FOR CONFIRMATION.

P YOUR SOFTWARE PERSONALLY
TION CRESCENT,
SE37ER. RIGHT

M10.30 'TIL

EXAMRESULTS

CPC464/664/6128
CASSETTES£9.95each. DISK£12.95each.

MAGIC MATHS age 4-8
A superb arcade-style game which holds the attention of children. Learn addition and
subtraction while trying to drive a train at 100mph.

MATHS MANIA age 8-12
This program has the extraordinary effect of making multplication and division attractive.
Maths will never be the same again. An excellent program.

BETTER MATHS 1 age 12-16

Covers a very wide range of popular sections of Maths at this level. Contents
Approximation measuration, simple interest, factors, percentages, simple calculations,
algebraic factors, sequences and series, tests. The program includes essential formulae.
Excellent graphics.

BETTER SPELLING age 9-14

An exciting new way to improve your spelling, this courseware package concentrates on
all the key areas of English spelling. Real value for money with up to 16 menu options.
Prepared by an English language author

PHYSICS CSE/O level, age 12-16

An outstanding program which makes excellent use of graphics. Contents: 1.Matter /
Density 2.Law of the lever 3. Pressure 4 States of matter A. 5.States of matter B. 6.Heat/
Temperature,7.Current Electricity 8 Magnetism-Electrostatics 9.Light / Sound.

BIOLOGY 1 CSE/O level, age 12-16

This program gives key definitions and promotes interactive learning through the question
and answer sessions. Contents: 1.Life & Cells 2. Mammals & Plants 3.Photosynthesis &
Enzymes 4.Respiration / Excretion 5 Transport 6.Sensitivity 7.Reproduction 8.Cycles and
Micro-organisms.

CHEMISTRY 1 CSE/O level, age 1 2-16

A wide ranging basic course in Chemistry \deal for first examinations. Contents:
1.Chemical changes 2.0xygen / Hydrogen A 3.0xygen / Hydrogen B 4. Atoms 5.Carbon /
Sulphur 6.0xidation / Reduction 7.Acids / Bases 8.lon exchange / Water

WEATHER/CLIMATE age 12-17
This program uses the multiple-choice format for an in depth analysis of this topic. Covers
Weather observation, Instruments, Pressure, Wind, Temperature, Climates.

Trade enquiries welcome. 48 hour mall order dellvery. Also full catalogue for
CBM 64/128 and BBC, PCW/Joyce versions April.

CHOOL

SOFTWARE LTD.

Meadowvale Estate, Raheen, Limerick, Ireland. Tel 010/353-
61-27994.

micR0
SNIPS

OPEN 6 DAYS

LATE NIGHTS THURS, FRI 9-Bpm

37 SEAVIEW ROAD
WALLASEY
MERSEYSIDE L45 4QN
(NEXT TO TSB)
051-6303013

Supercalcl ...

PCW 8256 W. Processor ......... £447.00
Scratch Pad Plus .......... ... £69.95
Popular Accounts . ... £99.95
Popular Payroll ..................... £69.95
Payroll/Accounts Combination .. £148.95
T R e e e £69.95
New Word . ... £69.95
Card Index ... .. £94.95
Touch 'n Go .. £24.95
SmartKey - i £49.95
Brainstorm .......... £49.95
Dr. Draw ..... £49.95
D Graph o s £49.95
CBasic Compiler £49.95
Pascal MT+ ......... £49.95

Amstrad CPCB128 (colour) ......

DK-Lightpen
Speech Synthesizer

RS-232C Interface

for CPC664/464/6128

64K Memory Expansion

for 464/664

..... £49.95

256K Silicon Disc for 464/664 ... £89.95
Amstrad Connexion (screen dump +

Centronics printer lead)

..... £14.95

Vitatone High Quality Data Recorder
incl. Amstrad lead for

664/6128
DMP 2000 Printer ...
3" CF-2 Discs for 10

NEW IN!

Mini Office Il (Disc)
Mini Office |l (Tape) ..

Tasword 464 ................ Music System (Tape) .............. £14.95
Tasword 464-D .. Music System (Disc) ............... £19.95
Tasword 6128 ..... Chip Chat communication package
Tas-Spell ......... for PCW 8256 £199.95
Tasprint” ... RS232 interface for PCW 8256
1L R NOW N SLOCK ..cocsniisinsinsssisressaress £59.95
*Disc version ADD .
Masterfile 464 ........ MAIL ORDER
Screen Designer ......... Please make
Laser Basic (Disc) . s poy
Laser Basic (Tape) . "MICROSNIPS'
= R
(Over 30 new extended commands) 145 4N
Lightpen CPCB128 ...........cooee. £26.95 add 5p in £ postage
INSTANT CREDIT UP TO £1,000.00 333750s

I CREDIT TG

ARGE VISA
CH,

Treat your computer to high quality
West German cables and accessories.

The STICK joystick, 464,664,6128 £12.99
Printer cable 464,664,6128 £13.95
Ext. monitor cables (2m) 464 £5.05
Ext. monitor cables (2m) 664,6128 £6.75
Stereo cnble(2m.2:phono)484,864.6120 £4.15
Stereocable (2m, 5-pin DIN) 464,664,6128 £4.15
Joystick ext. cable 8-pin D-type (2m) £3.25
Joystick Y adaptor 464,664,6128 £4.55
DUST COVERS
Keyboard 464 £6.75
Monitor (green) 464,664,6128 £8.95
Monitor (colour) 464,664,6128 £8.95
Disc drive DD1-1, SD-1, 464,664,6128 £4.95
Printer NLQ 401 £5.95
Keyboard 664 £7.35
Keyboard 6128 £7.35
gu perb anti-glare screens colour/mono 12" and 14" from
18.95.

Ask your local dealer or send direct. Please add £1 for P&P.
Cheques and POs to:

LIGHTWAVE LEISURE (dept AA4)
P O box 23, Wallasey, Merseyside
Laa 1EW  Tel: 051-639 5050 =
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its sequel Return to Eden featu-
red graphics. Here, hero Kim
Kimberley is marooned on the
deadly paradise of Eden in a
game Pete describes as an ‘ec-
ological parable’. Kim was
christened Kimberley because,
says Pete, ‘I was living in Brack-
nell at the time - the second
street along was called
Kimberley.’

The trilogy was concluded
with The Worm in Paradise,

which featured a new system
involving much more sophisti-
cated parsing. It didn't feature,
though, Kim Kimberley - just an
inflatable model of the same
which players were tempted to
steal from the museum. The sy-
stem of fines being what it is on
Eden, and you having no
money, meant that you had to
pay with an arm and a leg.
Literally.

Avalon

The Arthurian legends are the
source of a project — Avalon —
which excites Pete Austin as much
as anything at the moment. It's a
huge multi-user game which may
be taken on board by British
Telecom. And if they don’t do it,
Level @ will go it alone and set it
up themselves.

The map pinned on Pete
Austin’s wall gives an idea of the
game’s size: it's a grid of 100 x
100 squares, which works out at
a lot of places to go.

Players of the game, says
Pete, will ‘wander about gleefully
collecting treasures, then take
them to the bank and pay them
in". If that sounds rather too much
like the everyday struggle for
existence, fear not. Wandering
around in the same playing area
will be old favourites like Arthur,
Merlin and that nasty Morgana.
Pete says ‘| want to have about
1000 computer-generated char-
acters’, although some of these
will, of course, be fairly simple.

The problems posed by such
characters will be exacerbated
by the ‘incredible number of
puzzles’ the game will contain —

Interactive games

A criticism sometimes made of
Level 9's games is that they do
not have anything like the so-
phisticated artificial intelligence
and interaction of, say, the In-
focom range — now available for
th~ Amstrads.

Well, first of all, Pete Austin
is currently at work on an inter-
active game to be released pro-
bably in autumn. ‘It will have
“real’” characters who wander
about’, he says. ‘You'll be able
to talk to them. Lots of things
will happen in parallel.’

He's an admirer of some,
but by no means all, of the

an element Pete feels has been
lacking in other multi-user games.

He hopes that players will
be able to team up in their
efforts. ‘| want to combine every-
thing a multi-user system does
with a Bulletin Board’, he says.
So, with a bit of luck, players
should be able to meet and leave
messages in secret rooms that
only those with the password will
have access to.

The individual player's aim
will not be to defeat any parti-
cular character or find any one
object, but rather to maximise his
personality in whichever direction
he chooses to go — rather like the
Dungeons and Dragons idea.

If BT decide not to take the
game Llevel 9 will set up a net-
work of four or five machines
using the 68020 processor. Each
one of these is roughly 30 times
more powerful than a CPC 464,
so many players will be able to
take part simultaneously.

The project is still under dis-
cussion, although much of the
game has already been desig-
ned. Look out for Avalon later this
year.

Infocom games and strongly de-
fends Level 9 when compa-
risons are drawn. Infocom’s
games, he points out, ‘are rela-
tively expensive and they're
disk only.’ Furthermore, while
some of them offer truly interac-
tive characters they have rela-
tively few locations: Level 9
games have a minimum of 200
locations.

However, the first interac-
tive Level 9 game is likely to set
the trend. If it works on cassette,
we shall probably see many
more in a similar mould.

Graphics
Level 9 came to graphic adven-
tures relatively late, and not
without a certain reluctance.
Now, says Pete, ‘I think they
really do enhance the game.’

Here again they’'ve come in
for a certain amount of criticism.
Again, Pete Austin stoutly de-
fends his creations: ‘Each Level
9 game has 150-200 pictures. In
Interceptor’s games, for
example, the graphics really
slow the game down. They
might take 20 or 30 seconds to
draw. There's a small number
of pictures, the games are small
and really pretty poor.’

Lord of the Rings is a game
that comes in for some stinging
criticism: ‘It's a so-called

PCweasg ...
Pe aradise version of The Worm in

graphic adventure. But there
are about four pictures in Part I
and I'm not sure if there any in
Part II. And then people have
the gall to call it a graphic ad-
venture and say they're better
than Level 8’s.’

It seems he's not very im-
pressed. ‘Graphics,’ he says, '
will only come into their own on
much larger machines. Given
the current limitations of mem-
ory I think we've got the best
compromise.’

The Austin six

Level 9 seem to operate the
principle of ‘keeping it in the
family’. The six Austins between
them design, program and mar-
ket their games.

Disks

Amstrad disk-drive owners will
be happy to hear that Level 9
are to release disk versions of
their games in the very near
future. But, due to the current
price of disks, they will be not
be releasing one game per
disk. Instead, two or possibly
three games will be included.
But the price will definitely be
below £20. Sounds like a
bargain.
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THE LOST PHIRIOUS

Part One: CASSIOPIA
Vidipix

| This is the first part of a Quilled Quadrilogy produced by a

small cottage-industry software-house called Vidipix. Part II,
called The Planets will be available in August. :
The storyline isn’t exactly burning with originality. Set in

lthe far-flung future, news reaches your ears of a valuable

space-wreck which, as a space salvage worker, you decide to

! l1ocate in the hope of making your fortune. The ship, called the

Phirious, departed from Earth but was never seen again.

The first part of this four-part bonanza opens on board a
ship called Cassiopia, an abandoned hulk that you have deci-
ded to investigate on your travels but which has now become
your home following the (unexplained) explosion of your own

| ship. Your task is to escape to Earth to continue with your quest

for the Phirious.

I've recounted the plot at some length because I think the
problem with this game is that it doesn’t have that vital spark of
originality that bears evidence of a twisted mind (all good
programmers have them) and an enthralling adventure. The
game is pretty typical Quill fare in its presentation and is text-
only. The vocabulary is fairly restricted and, of course, you
have to cope with that and The Quill's refusal to specify which
word it doesn’t understand. :

One point in the program's favour - the programmers have
very sportingly deprotected the code so that you can transfer it
to disc if you wish. They've also taken the unusual step (and one
which it would be nice to see repeated) of telling you — via the
|interesting command MAP - whereabouts you are at the
beginning of the game in relation to the rest of the playing area.
This enables you to start mapping on the right part of your

All hail to thee, blithe Pilgrims! This month the man
with the wooden staff pauses on his journey to bring
you a bumper readers’ issue, choc-a-bloc with contri-

et butions from my fellow travellers. There's also an

exclusive review of a new compilation from Global
Software, a quick glance at Cassiopia from Vidipix,
news of the competitions, adventure software charts,
and much more from the frantic quill of the Cowled
Crusader.

blank sheet of paper without fear of running over the edge after
going WEST ten times in succession! Clever, and thoughtful.

The rest of the game, unfortunately, doesn't seem to bear
out this early promise of innovation. The game is split into two
stages ~— first on Cassiopia and then on the moon in an
underground mining complex. To get from part one to part two
you have to leave the ship, and this is where — to my mind - you
get a good example of poor game design. Cassiopia is not a
difficult ship to explore and all the objects are either visible or
easily discoverable - it only took the Cowled Crusader about
twenty-five minutes to persuade this part of the game to yield its
secrets. By this stage [ was pretty sure that I knew WHAT I had
to do - the question was HOW, and since the program greets
every incorrect entry with the words ‘You can't do that my old
goos gog’ you can see it's a good thing that in space no-one can
hear you scream!

The solution is a bit of a cheat to my mind since it involves
fixing a machine that is not actually mentioned directly as being
visible, but merely implied by a location description. For
example, if you found yourself in ‘The control room: there is a
broken console here’, you would be forgiven, I think, for trying
to fix the console. Should the solution turn out to be FIX
CONTROL and nothing else is acceptable, 1 think you'll agree
that this is slightly aggravating, and the only challenging bit of
the first part of the game is based on this sort of confusion rather
than on clever logic or inspired puzzles.

The second part of the game is slightly more challenging -
there are just over seventy locations in all so there is a fair bit to
explore, but of course the descriptions aren't all that long and
the “atmosphere reeks of a dozen other space-exploration
adventures. At 2.50 this game is of average value, but(despite
the budget price) don't expect to give it place of honour - even
on the lowest shelf of your collection.

FOURMOST ADVENTURES
Global Software, £1.95 cass

Here's a refreshing approach to marketing adventures by
Global Software, who seem to have been much in evidence in
this column recently with their imminent release of Old Scores
by Pete Green.

Fourmost Adventures is endorsed by Tony Bridge of Popular
Computing Weekly and The Pilgrim can just about get over his
professional pride and say that Mr Bridge would appear to
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know a good game when he sees one. _

There are four games in the package, which sells for £7.95
on cassette. There'll be a disc-version as well (price unannoun-
ced) and at an average of 2.00 each that makes a real bargain -
particularly since oné of the games is really very good indeed
and the collection also includes Wintersoft's excellent Ring of
Darkness. Let's take a look at each offeringin turn...

The Mural

Z 1 This is a Quilled monstrosity that reminded me of some of the
= earlier Artic games on the Spectrum, but written by someone |

who appears to have a serious mental problem coupled with a
fiendish sense of humour.

were very difficult to solve. The Mural certainly falls into this
category and the Pilg was very definitely in need of a clue-sheet
at several stages of his endeavours. Luckily I had one to hand —
otherwise this review would have been a bit on the short side.

The basic plot (if such is the right word for this collection of
improbabilities) of The Mural is perfectly straightforward - go
forth into the world, find an obscene mural, and paint over it to
preserve public decency. The game is Quilled and text-only
with a reasonable vocabulary and the location descriptions are
lengthy and detailed.

They are also fiendishly difficult to get out of, and for
reasons which cannot in the least be considered either logical
or - in some cases - comprehensible. For example, go North
from the first locatiornt and thou shalt never return (at least not
without a great deal of difficulty) because a large penguin falls
from nowhere and blocks your exit.

Other locations are even worse for your health. Outside a
pillar box, located in the middle of a cornfield, you will find,
should you foolishly type IN, that for no apparent reason you
have shrunk to the size of a mouse, slipped into the box, and
been forced to restart the game rather than wait for the Post
Office to retrieve you.

Since I had a clue-sheet, I can tell you that there is a way
through all these problems, but whether you'll find it or not
without such assistance I strongly doubt — at least not without
tearing out many handfuls of hair. This may of course be just
what you look for in a game, but the Pilg tends to be a bit more

of an atmosphere and fantasy man than a fiendish puzzle and
outrageous logic fanatic.

In fact, Mural reminded me slightly of The Quest for the
Holy Grail, a truly appaling game that killed you off for no
better reason than that you happened to fall foul of a gob-
spitting guard or an exploding rabbit - very funny the first time |
but dull as dishwater after a few hours. Mural is of an
immeasurably higher standard than that holy tripe, but I still
advise you to steer clear of it if you are of a logical disposition.

, Microman

I Now this is something of a rarity, this one. Quilled games can
: sometimes make you wonder just how much of a good thing it is
I to have every Tom, Dick, and Harry churning out byte after
byte of insipid drivel, but Microman is an excellently designed
I little gem with considerable atmosphere and some very origin-
ally conceived locations.

i As Prof Neil Richards you have unfortunately been reduced
to a mere three inches or so in size, and you must escape from
your car (in which this hideous transformation has taken place)
and attempt to regain your former stature. . ‘

I's a tribute to the game - both its challenge and its
atmosphere - that after a few minutes the Pilg really FELT three
inches tall. Cynics might say that I'm not much taller than that
anyway, but believe me it is a humbling experience to get lost

inside a haystack as [ did just a few moves after leaving my car.

magpie’s nest through a life-and-death battle with a mole to

Just in case the reputation of Artic leaves you cold, let me |
explan that Artic had a reputation for producing games that |

The game is full of nice touches, from the moment you roba

To heighten the atmosphere, the game has several attrac-
tive graphics. The programmer obviously isn't an artist but his
illustrations are tidy, nicely presented, and help give the game
just that little bit extra that makes it something special. A game I
would thoroughly recommend even if it was being offered on
its own - let alone as part of bargain package.

Ring of Darkness : .

The Pilg has already reviewed this Wintersoft offering. It's one
of the few graphics-based role-playing games for the Arnold
and is an excellent example of the hit-points and combat-routine
genre, though it is quite an ancient offering having originally

appeared on the Dragon computer sometime back in 1901.
Suffice it to say that it was well worth the asking price all on its
own — and must go a long way to establishing this Global
compilation as excellent value for money.

Galaxias

Galaxias is yet another space adventure (as you might guess
from the title) but after hearing from Global that it was
programmed by the same gent who produced Bored of The
Rings (something of a classic by Quilled standards) I was
prepared for something above the average, even if the scenario
didn’t look too promising.

I wasn't disappointed either. First, this is an unusually large
Quilled game — most Quillers run out of space after about eighty
locations but Galaxias runs'to just over ninety. What's more, the
programmer has adopted the sensible design tactic of splitting | #k
the game into several component parts, each set of ! f
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locations having its own atmosphere and identity. :
Although the notes on the copy I had didn't make it plain
what the aim of the game was, I gather that the objective is to
retrieve a valuable crystal from a security vault on the planet
Zagro. On the way you take in Akrol, Graflon, and Septule,
leading you to hope that if ever space exploration really takes
off someone will be able to come up with more attractive names

for the places they visit.

What puzzles there are are extremely logical, but the
strength of the game lies in the design of the map which has a
satisfying number of interesting (though not necessarily import-
ant) locations to explore. There are also some graphics which
while not of the highest standard do make something of a
difference - though I wasn unable find the command to redraw

Oh dear, oh dear! How the
mighty are fallen! This month,
whether it be the post, the price,
or just the bugs, the votes that fell
through the Pilg's letterbox quite
definitely downrated Lord of the
Rings from its number one position
to a humble number eight in the
charts.

Up at number one it's a
never-ending success story for
QOcean, with a new entry at num-
ber two, Marsport. The Cowled
Crusader isn't quite sure whether

votes are obviously determined
to settle the issue.

Red Moon at number three
is busy vindicating Level 9's deci-
sion to return to magic and mys-
tery, while The Hobbit just goes
to prove that classic adventures
never die, they just keep on
selling!

Don't forget to keep those
votes rolling in = each month you
stand a chance to walk away
with the game of your choice, so

them once I'd snapped over to the text-screen to input my
| commands.

| to grant this game the status of a  don't delay - vote TODAY!
Galaxias suffers slightly in my opinion by belonging to a

category of game in which it is very difficult to be both original —AA—
. and of high quality. I'm told that it is in fact quite an old game " 1. Never Ending Story Aga i
| (though not previously published) and this I can well believe - 2. Marsport Gargoyle
many of us have a small universe of our own making lying 3. Red Moon Level 9
around on tape somewhere and space adventures tend to be ||| 4. The Hobbit Melbourne House
| the first to suggest themselves to people just starting pro- 5. Forest at World’s End Interceptor f
| gramming. Nevertheless, it far surpasses the Vidipix game 6. Return to Eden Level 9 unl
| reviewed elsewhere in this issue, and must therefore rate as : ;':: ‘:v:‘;lll‘e e LM:‘::“’;"“’ Nonse
good value for money when included in a collection like this 8. Message from Andromeda Interceptor
S, | 10. Hitchiker’s Guide Infocom
Conclusion m

It's not often that you get four games in one for this sort of price.

There's not doubt in my mind that Mural is the weakest offering ’ .
on this tape, but I'm fairly certain that even that game (difficult This month’s winner
though it ig) will find a few fans. Ring of Darkness is obviously a
snip at this price, and Microman is a very enjoyable discovery.
Add all these to er, drop in a bit of space exploration, and
you've gota

Tony Brown of Newport heads for the finishing line this month
with a free copy of Souls of Darkon. Your prize, Tony, is busy
sprouting wings and despite Taskset’s sad demise I can assure
you that it is currently preparing to take to the skies and land in
your letterbox.

Tony’s favourite games were Adventure Quest, Fantasia
Diamond, and Heroes of Karn - a sound choice if ever I saw one.
Hope you enjoy Darkon, Tony - and hang on to it, there aren’t
many copies about.

ge that simply cries out for your cash.

Atmosphere Interaction Challenge AA-Rating
CASSIOPIA 58% 50% 55% 55%

|

|

|

|

|

I FOURMOST ADVENTURES Fourmost Adventures
|

The Mural  60% 56% 68% Overall AA-Rating
Microman  70% 56% 65% (inc. value for money):
Galaxias  63% 56% 67% 85%

Here they are, my fellow pilgs, another collection of timely tips
to help you out of whatever dilemma you may be in. Keep a
straight staff, and when in doubt reach for the Cowled
Crusader’s column, where the Lords of Adventure will do their
best to help you.

FANTASIA DIAMOND

The TV and the Chair are red herrings — get on with something
else.

WARLORD (thanks to Paul Mackenzie)

Jump out at Lug’s Cavern

MINDSHADOW

NNENEESSE - just the trick for a change of scene.

Strike a light! Help's on its way.

ROBIN OF SHERWOOD

Hitch a lift into the castle.
Dead satanists have a lot to offer.

To The Pilgrim.

\ My favourite three adventures are

1. Game:

Company:

! ‘ 2. Game-:

I Company:

3. Game.:

My reasons for putting game
' o Has the penny dropped yet? It has to if you need the key.
An apple a day does wonders for Widow’s Revenge.
ZORK 1
Don'’t sit on the egg! And don't stash one away either.

|

]

|

i

|

' Company:
|

|

‘ Yellow buttons turn bolts.

|

If I'm a lucky Pilgrim and win a

free game, I should like to rece-
ive a copy of

My addressis(BLOCK CAPITALS
ONLY)

number one above as first choice I NEVER ENDING STORY

| Contact the Pilg!
| You can contact the Pilg on

f Cowled Crusader cannot answer
(R
dim

Prestel /Micronet 919994854 or BT

i
r”.

individual cries for help, but he is
always interested to hear from

Gold 83:JNL251. Please note that the  adventurers on all aspects of
adventuring.




Boy oh boy, the Post Office must
bless the day all you Pilgrims-
first picked up a pen and licked
a stamp - there were so many
letters this month that it took the
Pilg nearly two hours just to
open them, let alone read the
contents. Here goes with those
we've got room for...

First, Mr John Keneally of
Camel Micros. The name may
well ring a bell, and sure
enough the epistle is on the
subject of Genesis, the adven-
ture generator that the Pilg was
rather rude about a couple of
issues back. ‘Having settled
down on Sunday with AA in one
hand and a good pint of
scrumpy in the other’, writes
John, ‘I noticed your comments
on my last letter re Genesis...'
(Hmmm..Hope you managed to
grab a good swig of the
scrumpy, John). ‘The point I was
trying to make,’ he continues,
‘was about the balance of the
review you wrote. It is dis-
couraging to have attempts to
improve the capability of games
designers dismissed so easily,
and many users might rate it at
least equal on grounds of ease
of use. ‘Swervins’ comments that
you printed last month illustrate
the point. With 50 locations and
4 exits, you need 200 links any-
way. Whether motion is done by
fixed links built into locations or
by action commands is a choice
to be made in designing the
games designer.

‘From a programming

viewpoint fixed links are easier,
but if during the game you want
to, say, change the location
which is north of a given place,

this is impossible if fixed links
are used. Genesis makes it po-
ssible to write games in which
new locations can appear dur-
ing the game, old ones can dis-
appear or change, and so on.
This has been the design appro-
ach throughout, though one that
is not easily appreciated until
you want to do a game problem
that others cannot reach! We
don’t regard this as ‘ridiculous’
but essential.’

Point taken, John. I do ap-
preciate that in producing Gen-
esis you were trying to design a
system that was as flexible as
possible. I don't deny that at the
price (and I made this point in
my first review), Genesis is in
viable competition with GAC
and The Quill/lllustrator for
those prepared to make a little
more effort. However, this
philosophy of flexibility can be
taken too far and some compro-
mise has to be made. For
example, the most flexible ad-
venture generator program I
know of is Hi-Soft's assembler
Devpac...Get my point? Hitting
the right middle note is difficult
and I felt (and still do) that Gen-
esis was too low-level for most
people. And then there was the
problem with the document-
ation, which was extremely obs-
cure in parts. Anyway, what this
all goes to show is that if you
think you can handle the com-
plexity, and can’'t be bothered
to write your own system, then
give Genesis a second look
before passing on to GAC or
The Quill.

John also mentions a new
adventure club: ‘intended main-

“A very clever and friendly
piece of software”
KEITH CAMPBELL

COMPUT‘ER & VIDEO GAMES

ly to provide an outlet for
games written by members
(using any means, even steam
BASIC!). There will also be a
monthly newsletter and hel-
pline, and games can be offered
for sale free in the newsletter.
Members will also be able to
purchase any Camel Adventure
at a reduced price.’

‘1 have just bought
Hitchiker’s Guide but [ am stuck
over the babel fish’ wails Roger
Wilson of Blackburn. This babel
fish is certainly causing a lot of
problems, but the Pilg feels that
perhaps he should point out that
you don’t actually NEED the
babel fish in HHTTG. In fact,
bearing in mind the Vogon

“Offers the unskilled programmer
the chance of providing a

really professional game””

_STEVE COOKE, YOUR COMPUTER

™eGRAPHIC
ADVC NTURE CREAT OR

captain's poetry, perhaps you
don't want it either!

A. Morris of Manchester is
obviously in dire straits. ‘l am so
worried that [ think I may be
driven into buying a Spectrum!’
he confesses. Heavens forbid,
Mr Morris, that you should be
reduced to such desperate re-
medies, especially since [ am
sure that there are many other
adventurers around who can
help you out. The game in ques-
tion is Message from Andro-
meda, and Mr Morris is well and
truly stuck. Bail him out please,
someone - his address is in the
Lords of Adventure column, and
although I don't normally pass
on cries for help (that’s what the

INCENTIVE SOFTWARE LTD.

[0 Cassette £22.95

CreditCardNo____
Name

Please rush me, for my Amstrad CPC Computer
THE GRAPHIC ADVENTURE CREATOR E P
[J Disk £27.95

lenclose Cheque/POforf

_Address

___or please debit my
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Lords are for) this Spectrum
sickness obviously demands im-
mediate action.

Now for this month’s Moan.

Melbourne House come under
fire again for the bugs in Lord of
the Rings, and in this case it's
Chris Reynolds of North Ferriby
pulling the trigger:

‘Seldom have I been moved
to write any letter to a public-
ation, but the time has come
when I feel that I must. I have
recently become £16.00 poorer
after purchasing the Melbourne
House ‘Adventure’ Lord of the
Rings and having attempted to
play it several times, I have
been reduced to little more than
a quivering snarling animal.
Quite how I have managed to
restrain myself from punching
out my monitor, I do not know,
and each time I play it, I invari-
ably become so frustrated that I
end up commanding myself to
kill myself for the sole satisfac-
tion of having someone actually
obey one of my commands.

Tell me, are these ‘bugs’ an
integral part of all adventure
games, or do the programmers
just write them in to make our
lives more interesting and more
challenging? What I would also
like to know is how Melbourne
House can justify such a high

price for a game which seems to
me to be virtually unplayable, at
least not with any degree of
enjoyment.

I wish I had never bought
this game, but more than that, I
wish that Melbourne House had
approached this project differ-
ently, and thereby perhaps
done justice to what could, I am
sure, be one of the greatest
adventures of all. Anyone want
my copy while I go and look for
The Worm in Paradise?’

Ah well, I hope you feel
better after your moan, Mr Rey-
nolds. Bugs can indeed cause
one to tear one's hair out (as
anyone who knows the Pilg's
hair-loss problems will testify),
but I think you're being a bit
harsh on Melbourne House. I
quite enjoyed LOR but I have to
admit that that enjoyment only
came once I'd learnt what com-
mands to avoid for fear of the
program falling over.

Finally, a quick point from
Mrs Grace Morris of Tyldesley.
‘Halfway through Ring of Dark-
ness we upgraded our Amstrad
and - yes, you guessed (I
didn’t), the program won’t work
on the 6128. Please can anyone
help us?’. I haven't heard of
other people having this pro-
blem, so perhaps they've found

| Ye rreasure vaoLT |

ITS

K. FEE

AN AMERICAN EJXCPRESS CARD

a way round it — [ wasn't able to
get hold of Wintersoft, so any-
one with a tip on this one (or on
any other ‘misbehaved’ adven-
ture software) drop the Pilg a
line - or write to Mrs Morris at 5
Esthwaite Drive, M29 7EQ if you
can help her.

That’s all we've got room
for this month. Keep the letters

e

/4‘ ’/

i oL

coming, and the Cowled Crusa-
der gives you his word that he'll
read them and, whenever po-
ssible, print them here. It gives
me tremendous pleasure to
hear from you all, but do please
remember that I cannot answer
individual cries for help - that's
what the Lords are for, so use
them well and spare the Pilg!

7L ;
P e ke

‘Ere they be, fellow Pilgs! The cream of the world’s Crusaders,
with lamps in hand, swords at the ready, and gold in their
pockets to help you out of the trickiest locations in the world of
adventures. If it's help you need, these are the Matchless Ones
who shall lead you forth from dungeons dark and caverns
calamitous — but don't forget to include an SAE!
y My sincere apologies to the Pancotts, whose ‘phone num-
~ ber was previously incorrectly printed. The correct number is
_ printed below and the Pilg grovels for forgiveness from all
~ those who have been inconvenienced. Since the Pancotts first
appeared in the magazine I feel sure that they have solved a
- good deal more games - I don't have a list but I'm sure they will
fill you in if you need assistance.

~ Jewels of Babylon, Heroes of Karn, Forest at the Worlds End
~ A Morris, 59 Woodbridge Road, Flixton, Manchester, M31 2RD

P Mordons Quest, Classic Adventure and others
'..“‘hmoﬂ\y Gurney, 10 Garwyn Avenue, Roundwood, Meliden,
Prestatyn, Clwyd, LL19 8LR :

&nemld Isle, The Habbzt Gems of Stradus, Remm to Eden,

Rir@ of Darkness and others

~P.M. and ].G. Pancott, 78 Radipole Lane, Weymouth, Dorset,
o DT4 SRS Tel: 0308 1’84155 :

Dungeon Adventure, Adventure Quest, All Inanmepm qam! :
All Nemesis games, Fantasia Diamond, Robin of Sherwood o
Tony Brown, 120 Darent Walk, Bettws Estate, Newport, Gwent,
NP9 6SN

Warlord Jewels of Babylon .
Paul Mackenzie, 29 Mznetmeukm Lenzie, 6885!@ '

Hobbit, Forest at Worlds B:nd. Messag@ from Andmmm _
Declan O'Byrne, 8A Woodlmds Naas, Co Kildare, &re

Mordons Quest, Jewels of Babylon, Forest at tbe Wox‘W
End,Smugglers Cove, Message from Andromeda :
Mrs Shirley Wall, 38 Glebelands, Westfield, Ram; M.‘
Avon, BA31 35U

Hobbit, Subsunk, Message from Andromeda, Red mm
in Paradise, Wise & Fool of Arnold Blackwpood, W 2
Trial of Amo]d Blackwood, Grmnim -

All games ;
Tony Treadwell, 17 Hem Way. Hmm
OLR

Tel: (0865) 68637




Enter the world of Avenger, a Ninja warrior Experience the stunning effects of triple
of unparalleled skills and deadly powers, as - scrolling action asyou master the technigues
he battles the forces of evil in defence of his™  of Hand to Hand combat, Pole Fighting and
faith and protection of the weak. the skills of the Samuri Sword

Be calm and stay silent as the outstanding  And when you believe you've sucoeeded in
animation and unrivalled combat routines ., overcoming all the odds, the next in this
take you to levels of action g%lud never have | thrilling series of adventures will beckon you
ght possible.. forward to a further challenge of death.

MSXB4K Spectrum 48K ‘Amstrad CBM.G4/128

D

e
Gremlin Graphics Software Limited, Alpha House, 10 Carver Street, Sheffield S1 4Fs. Tel: 0742-753423 |, ~.

Screenshots from Spectrum 48K




THE RAMJAM CORPORATION in Association with ARIOLASOFT I

Proudly Present

i
Ay

x robot
| tanks of varying levels of intelli

viciousness. Your mission is to
and annihilate it utterly.

FEATURES INCLUDE:
% Hundreds of ways to get killed
* Over 200 enemy tanks
3% Mines, mortars and Polycrete”
% Island scanner and mine detector Pumsadrome- about (hebestfink panwe
% Mega turrets Uleadalptin) o
- 3 Totally wreckable Panzachrome landscape ~ Panzadromeisonc ofthe best

v i s*éhot:it-’em-ulzlsl to crai_h onto tltllt:
ectrum in the past few months.
* JOVStIck HeqUIred Pe!:sonai Computer World

{ Aveilable from all good software retailers — if its not there, please order it - or in case of
§ difficulty send your crossed cheque/P.0. made out to ARIOLASOFT UK LTD., including your
# ownneme and address to :

Ariolasoft UK Ltd., 68 Long Acre, London WC2E 9JH

PANZADROME — Amstrad cassette £8.95

gence an
uild a ‘super-tank’

This relaxing mixture of strategy,
arcade skill and mindless violence is
sure to be a success.

Computer Gamer

] Marketed &
| UKorders only. Prices include P&P. Pleess allow 28 days from release for delivery. Distributed by




We're reprinting the criteria for scores on some games
this month as a guide just in case you missed them last
month. Hot games to get cracking on are Gef Dexfer,
Batman, Frankie and Thing on a Spring.
Boulderdash: level reached rather than score.

Bruce Lee: score for destroying the wizard once.

DT’s Superfest: combined scores for days one and two
played through once only.

Ghostbusters: scores for one game achieved from the
$10,000 account limit.

3D Starstrike: highest score for one pass through all
stages at any level.

Super Pipeline II: highest score after completing 16
screens.

Tau Ceti: rods collected.

Way of the Exploding Fist: highest score after defeating
two opponents on fenth dan.

Yie Ar Kung Fu: highest score for defeating first eight
opponents.

Mini Challenges

Score challenged: all Dark Star chael Clayton. Would have to

scores. be 7-8 complete games. I can't

Challenger and reason: Mark find object to complete game.

Smith. Any score is possible by

taking away the enemy missiles. Score challenged: 54,840 on
Blagger by Alisdair Carnie.

Score challenged: 543,780 on Challenger and reason: Paul

Devil’s Crown by Jeremy Nargi. Stagg. Minimum score incre-

Challenger and reason: Mi- ment is 25.

Ahhh!
72,420 Lee Healy, Walsall.

38,140 Dene Graber, Bedford.
28,290 Shahan Saier, East Ham.

Rirwolf
1,703 Mark Dewey, Hoddesdon.

1,342 Steven Walden, Cheltenham.
1,172 Khin Wan Lai, Hull.

Alien Break-In

337,400 lain McKinnon, Glasgow.
292,164 Paul Mackenzie, Lenzie.
290,680 Graeme Taylor, East Kilbride.

Amsgolf Blagger Chiller
: : ¥ 50,125 Paul Stagg, Rickmansworth. 8,700 Ian Grainger, Wingate.
D 49,975 Alain Salesse, Farnborough. 7,900 Lloyd Butler, Birmingham.
RO VR E SINPRIL S 49,025 Matthew Chester, Louth. 7,200 Justin Leahy, Eltham.

52 shots Brent Glover, Gravesend.

Chimera
5,205 GM Gatter, London.
5,077 Richard Pemberton, Charlton.

Bounty Bob Strikes Back

Slden-Dne 216,129 Ronnie Agnew, Liverpool.

17,680 David Litherland, Bolton.

54,000 Peter Day, Birmingham.
34,410 Alex Gough, Hastings. 4,807 Helen Smith-Gosling, Haverford

West.

Android Two
36,480 Stephen Raggett, Westbourne Park.
9,720 Paul Rushton, Market Drayton. Brian Bloodaxe

13,820 Stewart McCone, Pontefract. Chuckie Egg

PO e 574,170 (Level 40) Alan Steele, Didcot.
14.000 Hely o e hansifis Tithedtal Brian Jacks Superstar Challenge 572,580 (Level 40) Carl Mollart.
No'rwa g : : 4,789 George Reaves, Bradford. 535,400 A Grimshaw, Blackburn.
S k0 gévi e 4,126 Thomas Tofield, Ashford.
9' 450 Deborah Ha};'is ,Se T g 3,636 George Reaves, Bradford.’ Codename Mat 1

J d i 1,106 George Reaves, Bradford.
Beach Head Cauldron 1,106 Michael Dunse, Bonnyrigg.
124,000 Richard Ormson, Bury. 70,750 Ralph Turner, Newport. 1.090 Eric Henry, Drogheda.
123,000 Laurance East, Cranham. 65,900 Karen Brett, Folkestone.
122,100 Jeremy Nargi, Hove. 55,550 John Clark, Anstruther.
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Codename Mat II

52,100 Kelvin Clarke, Telford.

217,150 Eric Henry, Drogheda.

23,960 Christopher Hardy, Weymouth.

Combat Lynx

910,300 Owen McGarvey, Glasgow.
500,000 Karsten Jensen, Aalborg,
Denmark.

176,850 Alan Stenson, Catterick Garrison.

Confuzion

590,005 (Level 66) Lamaan Ball, Cowley.
147,145 (Level 31) Duncan Ellis, llkley.
126,775 Jason Grandin, Penylan.

Covenant
19,120 Stewart Eves, Isleworth.

4,964 David Hodgson, Bradford.
3,040 Roy Williams, London.

Daley Thompson’s Decathlon (One day)
148,760 Tim Gurney, Prestatyn.

142,780 Scott Dixon, North Shields.

141,710 JP Gorman, Edmonton.

Death Wake
173,102 Jonathan West, Romford.

Defend or Die

4,340,000 Simon Sutton, Cheltenham.
2,571,925 Paul Hyett, Cheltenham.
2,033,650 Jonathan Stewart, Dundee.

Devil’s Crown

42,200 G Smith, Sheffield.

40,610 RM Thompson, Grangemouth.
38,730 MA Clayton, Blackpool.

Don’t Panic

12,000 Kathryn Collin, Dunfermline.
8,150 D Collin, Dunfermline.

650 Adrian Sill, Doncaster.

Dynamite Dan

1,611 Lawrence Smith, Newport.
1,262 Lee McMahon, Manchester.
925 John Clark, Anstruther.

Electro Freddy

4,035 Alvin Thompson, Hebburn.
3,410 Thomas Tofield, Ashford.
2,750 Simon Dooley, Bolton.

Er*Bert

126,850 Richard Denton, Torquay.
111,000 Lawrence Smith, Newport.
76,300 Julian Cater, East Sheen.

Everyone’s a Wally
3,000 A Grimshaw, Blackburn.

2,130 Paul Bennett, Rhondda.
1,700 Antony Critchley, Bracknell.

Fighting Warrior

147,940 Paul Stagg, Grantham.
98,800 Michael Clark, Midlothian.
97,370 David Cobane, Manchester.

Fireant

39,600 Gary Brickley, Fife.

33,300 G Veazey, Peacehaven.

30,200 Mark Burford, Leamington Spa.

Fruity Frank

40,600 Alvin Thompson, Hebburn.
36,010 Andy Keeble, Bromley.
25,210 Andrew Heuze, Radcliffe.

Galactic Plague :
205,900 Karen Brett, Folkestone.

193,310 Steven Walden, Cheltenhan-l.
121,840 Neil Stevens, Maidstone.

Gauntlet

201,500 Jonathan Shaw, Liskeard.
25,220 Andrew Matko, Glasgow.
18,610 David Schofield, Retford.

(o) TINEY

8,160 Christoper Devlin, St. Helens.
8,100 Simon Withers, Surrey.

7,090 Paul Stagg, Rickmansworth.

Gilligan’s Gold

623,931 David Finlayson, Dundee.
598,100 Michael Clark, Midlothian.
501,780 Ian Leitch, Blandford.

3D Grand Prix

9,738 David Vincent, Hernbay.

9,292 Duncan Watt, Aldershot.

8,750 Christopher Hardy, Weymouth.

Grand Prix Rally II
83,184 David Dumigan, Lytham.

72,464 Geoff Kerslake, Woodham Ferrers.

70,690 F] Griffiths, Birkenhead.

Gyroscope

34,400 Simon Dennis, Ilkley.
28,610 Lee McMahon, Manchester.
21,330 Nicholas White, Plymouth.

Harrier Attack
770,450 Graham Ross, Devizes.
599,870 Mike Drury, Swinton.
517,050 Darrel Fletcher, Gosport.

Haunted Hedges

299,470 C Johnson, Sutton Coldfield.
112,870 Paul Stagg, Grantham.
33,080 Steven Playle, Braintree.

Highway Encounter

242,100 Stephen Raggett, Westbourne
Park.

148,370 RG Messenger, Perth.
116,720 ] Jefferies, Chippenham.

Hunchback

. 1,508,000 Michael Clark, Midlothian.

1,206,000 Daryl Ward, Leicester.
1,200,000 Jason Dixon, Selby.

Hunchback II

9,000 Jason Carpenter,

6,250 Steven McDougall, Aberdeen.
6,250 William Gattrell, Bangor.

Hypersports
117,595 Ralph Turner, Newport.

91,475 George Reaves, Bradford.
60,015 Martin Paterson, Glasgow.

®

Jet Boot Jack

258,900 David Finlayson, Dundee.
160,325 Lee Healy, Walsall.
133,175 Alison Hall, Ashford.

Juggernaut .
48,900 Eric Henry, Drogheda.
9,500 Michael Speers, Donaghadee.

Killer Gorilla

375,000 Adrian McGivern, Dorchester.
345,400 Christoper Devlin, St. Helens.
175,900 Matthew Truman, Bath.

Kong Strikes Back

648,600 Lawrence Smith, Newport.
646,300 Mark Brayshaw, Leeds.
535,600 C Johnson, Sutton Coldfield.

Kung Fu
792 Khin Wan Lai, Hull.

698 Stuart Hutchinson, Reading.
690 Adrian McGivern, Dorchester.

Laserwarp

368,730 Denis Condren, Filey.
207,000 Michael Wilkes, Stourbridge.
198,860 T Grogan, Blackburn.

Locomotion

8,401 Mike Drury, Swinton.
5,338 Christoper Eng, London.
2,558 Michael Downie, Dalston.

&

Minder

£24,364 George Reaves, Bradford.
£22,096 Mark Tozer, Canvey Island.
£18,655 Robert Tozer, Canvey Island.

Moon Buggy

159,100 Lawrence Smith, Newport.
110,930 Patrick Grant, Coventry.
89,500 Robert Frost, Earls Barton.

Mr Freeze
16,870 Stuart Hutchinson, Reading.
16,240 Peter Wright, Stourport.

13,870 Jamie Thomson, Leighton Buzzard.

Mutant Monty

48,150 Marcus Passant, Perton.
44,950 A Wagstaffe, Whitchurch.
43,180 Alastair Kerr, Plymouth.

Nightshade
1,222,000 Julian Bunn, Newport.

943,120 Ralph Turner, Newport. . |

689,000 A Hill, Bramhall.
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Number One
1,222 Jonathan Scott, Longridge.

818 Nicholas White, Plymouth.
697 Tim Gurney, Prestatyn.

One Man and his Droid

7,226 lan Leitch, Blandford.
3,086 Mark Lawrence, Brighton.
2,658 Brad Howarth, Saltford.

On the Run

74,110 Daniel Singerman, Southampton.

74,060 Patrick McCorry, Belfast.
60,000 Ranjit Singh, Queen’s Park.

Pinball Wizard

31,775 Roger Wilson, Blackburn.
29,550 Paul Smith, Huddersfield.
25,445 Stuart Russell, East Kilbride.

Punchy
1,132,320 Mark Salt, Irlam.

235,990 Alan Jackson, Wolverhampton.

70,130 Richard Denton, Torquay.

Raid

1,249,400 Alan Watson, Inverness.
1,117,200 Alan Stenson, Catterick.
820,820 Peter Brady, Pontefract.

Rambo
18,350 Adrian Greenway, Blackheath.
15,220 Adrian Sill, Doncaster.

Rock Raid
32,780 Stephen Gray, Bath.
30,640 Shafqat Rasul, Alloa.

Roland Ahoy!

6,270 Peter Bisson, Leyland.

6,265 Alastair Budd, Lincoln.
5,140 Mark Blakemore, Liverpool.

Roland goes Diggfng
£1,710.38 Adrian Johnston, Shrewsbury.

£454.54 Steven Salway, Burnham-on-sea.

£335.55 Craig Thomson, Eyemouth.

Roland on the Ropes

2,500,900 Tim Gurney, Prestatyn.
2,000,750 Adrian Johnston, Shrewsbury.
1,450,700 Harvey Case, Orpington.

Sabre Wulf

391,020 Paul Simpson, London.

307,310 Paul Stagg, Cheltenham.
237,050 Simon Whitehouse, Storrington.

fox
38,500 Richard Craven, likley.

37,500 Mark Thould, Canterbury.
31,600 Gerry Hughes, Cranleigh.

Sorcery
Lots of people over 97,000

Sorcery Plus

153,450 Joanne Sturton, Orpington.
138,049 Alison Stevenson, Wildenrath.
137,806 Simon Keen, Camberley.

Spannerman
100,900 David Finlayson, Dundee.
84,900 Andrew Brooks, Warrington.
84,100 Ian Finnerty, Roscommon.

Splat
22,535 David Cobane, Wythenshawe.
13,210 Roy Williams, London.

Star Avenger

17,330 Kevin Bradshaw, Fife.
16,810 Christoper Eng, London.
16,220 David Rice, Glasgow.

Starion 4

38,305 Shafgat Rasul, Alloa.
32,911 Sean Brady, Eltham.
32,416 Robert Barclay, Desborough.

Strangeloop

12,200 Lamaan Ball, Cowley.
10,223 Brad Howarth, Saltford.
10,065 Patrick Hanna, Birchington.

Supersleuth
20,300 Donald Sharkey, Scunthorpe.

Survivor

367,500 Paul Edwards, Stevenage.
302,800 Eddie Filkins, Runcorn.
241,100 Scott Brown, Cumbernauld.

Tankbusters

18,300 Ian Boffin, Woking.
1,350 Kelvin Clarke, Telford.
890 Darren Ellis, Stanley.

TLL
54,440 PM Davidson, Norwich.
24,220 (Level 9) Peter Brady, Pontefract.

23,650 (Level 8) Adrian Greenway,
Blackheath,

Who Dares Wins II

110,480 Lawrence Smith, Newport.
99,450 Ralph Turner, Newport. @&
98,750 Jonathan Stewart, Dundee.

Wizard’'s Lair
198,860 Stephen Raggett, Westbourne

Park. ‘
168,385 Adrian Leigh, Stockport.
152,000 Paul Lewis Northwich.

Zorxo
999,890 Neal Thompson, Co. Down.
210,280 Colin Winter, Grantham.

44,600 Lee McMahon, Manchester.
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Answers — on a postcard or the
back of an envelope - must
reach us by May 8th. Send them
to: Tomahawk Competition,
Amstrad Action, The Old
Barn, Somerton, Somerset
TA1ll TIPS




SHEKHANA COMPUTER SERVICES

RRP OUR Sweevo’s World............. 7.95 5.95 Swords and Sorcery....9.95 7.95 Lazer BasiC......cceeurrunens 19.95 17.95
PRICE 3D Voice Chess.............12.95 10.95 Azimuth Commando .......ccsseeseess 14.95 12.95
..14.95 12.95 Nightshade.... .9.95 7.50 (head alignment).......... 8.95  7.50  Winter Sports. vennens 14,95 12.95
Get Dexter.. raniresinss 5:9S . 7:.50 Rambo ... .8.95 6.75 Rock and Wrestle* 8.95 7.50 Dun Darach eI B0K § XA
Doomsday Blues........... 9.95 7.50 Lord of the Rings 15.95~ 12.95 Theatre Europe.. 995 7.95 Marsport.... israrr L300 TE 08
They Sold a Million 2.... 9.95 7.50 Southern Belle. 898 . 6,05 Bounder*.. 995 7.95 3D Voice Chess.............15.95 13.95
Rebel Planet # 7.50  Skyfox....... 7.50 Tornado an I.eve wese 795 5.95  Bridge Player 3............15.95  13.95
Quest Probe 7.50 Sorcery..... 6.95 Highway Encounter...... 8.95 6.95 Barry McGuigan

Monopoly*.. 7.50  Beach Head II 7.50 Nick Faldo’s Golf .. 9.95 8.50 Boxing ....c.ournes . 12.9§
Friday 13th....ccccccvavereeee. 8.95 6 .75  Arnhem.... 7.95 Glass* .. 9.95 7.95 Highway Encounter. 11.95
PingPong...ccueeiseeinerineess 8.95  6.75 Goonies”... 7.50 Slap Shot saireidaescanane BN L8 11.95
FA Cup Football .... 6.50 Impossible Mission 7.95 3D Stunt Rider......... 8.95 17.50 11.95
6.75 Winter Games*.... 7.50 Knight Lore........ 9.95 7.50 Discovery... 11.99
6.75 Super Bowl*..... 7.50 Worm in Paradise 9.95 7.50 Diskon...... ssenssanssss 13,95

7.50 Single 3” disk . 495 3D Grand Prix ... 9.95 7.50 OCP Music System......19.95 17.95

Strike Force Harrier 7.50 Masterfile.... 22.50 Roller Coaster. 8.95 6.75 Fightg Warrior +
Knight Games......... w995 7.50 Yie Ar Kung F 6.75 3D Boxing... 9.95 7.50 Explod.Fist. weens24.95  22.50
Amtix Accolade (4 games) Mini Office.. . 4.99 Forbidden Planct ..... 7.95 5.95 Mini Officez. .19.95 17.50

9.95 7.50 Scrabble... 7.50 Diary of Adrian Mole...9.99 7.50  Fighter Pilot....c.ccccc0e0e.. 13.95 11,95
Tau Cetl..conssisisnasascess 995 7.50 Bruce Lee. 7.95 The Electric Studio SPY V Spy.ciciinninininn 14.95  12.95
3 Weeks in Paradise...... 9.95 7.50 Lords of Midnight... & 7.28 Light Pen...cccccciiecnnnnn 19.95  17.95 3D Clock Chess (8256)..19.95 17.95

12.95 Bridge Player 3...........12.95 10.95 Bridge Player (8256)....19.95 17.95
8.95 7.50 Quickshot Il joystick....12.95 8.99 3D Boxing... .13.95 1195
9.95 7.50 3D Cyrus II Chess......... 9.95 7.95 Hitch- hlkers Guuie siamet: 2908

Battle of Planets ..
Gun Fright*.
Cyberun*.....

.9.95 7.50 Mini OfficeIl.
.9.95 7.50 Yabba Dabba Doo
.9.95 7.50 They Sold a Million

Colossus Chess 4.0 .9.95 7.50 Laser Basic........... 14.95 12.95 Tork T..Coniin 24.95
Fairlight... 7.50 Way of the Tiger .. 9.95 7.95 DISK SOFTWARE Deadline .. 24.95
International Rugby..... 7.95 5.95 Desert Rats..... 9.95  7.50 Hitch-hiker’s Guide to SeaStalker.. i 24.95
Spitfire 40.....c..00... 7.50 Spyv Spy.... 9.95 7.50 the Galaxy 6128 CP/M +...... 24.95 Planetfall................... 24.95

Commando ....
B McGuigan’s Boxing... 9.95 7.50 Saboteur*................
Fighter Pilot......... 6.95 Turbo Esprit*......

7.50 Critical Mass*............... 8.95  6.75 8256 version.......ooerisnrisciesnens 24.95 3D Cyrus Il Chess........x3 95 11.9§
; 6.75 They Sold a Million 2...14.95 12.95 3D Grand Prix .............13.95 11.95
8.95 6.75 Spin Dizzy .. snsennnn 14,95 12.95  Lords of Midnight........13.95 11.95

Matchpoint........ 7.50 Grand Prix Rally 2. 8.95 6.95 Spitfire 40... 1495 1295 ElIe suiciisessiscnissmsaassessn 108 15,98
The Hobbit ........ 1195 Star Quake” .......ccuseeeene 8.95 7.50 Who Dares Wins 2........14.95 12.95
For MAIL ORDER please send chq/P.O. to:
S.C.S.(DeptAA) If youwould like to pick up your discount software Accessand Visacard hotline ring:
PObox 394 please bring your copy of this advert to:
LondonNi1s6JL Compucentre, Units 01'631 -4627
Telephone:o1-800-3156 221 Tottenham Court Road
P&P includedin UK. Europeadd £ 1 pertape. London W1 Creditcard orders despatched same day subject to
Elsewhereat cost. (near Goodge St tubestn.) availability.
S.A.E.forlist. Opensix daysaweek 10.00am-18.00pm
* Please ring to confirmavailability. * Please ring to confirm availability.

gy , P~

==
Some programs are sold on the under- ‘ k
standing that they must not be used to ﬂ

infringe copyright.

TRANSMAT oDDJOB
EASY TAPE TO DISC TRANSFER THE DISC UTILITY PACKAGE
Wooersumgsipogdind T e i YOU HAVE BEEN WAITING FOR

+* Voted No. 2 in the Serious Programs Top Ten Chart by Amstrad Action Readers. Jan.
86

\ ; A complete disc utility with all the programs YOU have told us you wanted all
* Maximum review ratings in PCW Aug 85 w@@b together in one amazing package. A total of 39k of disc space used.
* Highly recommended by AMSCLUB ;
* "Very easy to use utility” PCT July 85. Also selected for Best of the Bunch Just look at somerﬂf the features. B

* A complete directory editor with which you can examine the disc
Transmats many features include directory and easily alter the contents

* Easy operation * Auto or non auto modes * Recover erased programs
* Relocator for programs which overwrite the disc area * Hide programs from the directory
R Erane % Catsloifiles x Rename * A complete sector editor to examine and/or alter the contents of files in
* Disc header reader * Select user area HEX or ASCII
* A or B drive working * Transmats itself 5 o .
I s I : * Map out your disc and locate where files are on the disc
Cassette £7.95 inc. Disc £11.45 inc. * Prevent programs from accidentally being erased
Now available on ROM, only £19.95 inc. *  An intelligent disc copier that can copy those damaged/non-standard

SPI R IT sectors on a single or twin drive system 1

Format in half the time on either drive. Ideal for 5.25 inch second drives
The perfect advanced software complement to Transmat for those knowledgable in Transfer your little used programs/files from disc onto tape to reclaim
computing — Spirit offers all the tools you need in one economic package to transfer expensive disc space

* %

those genuine headerless programs onto disc Wil g a
" A 3 crease the speed of your disc drive by up to 20%
This sophisticated package on a transmatable cassette for only £5.95 inc. * Load and list protected BASIC programs
TAPE TO DISC TRANSFER SERVICE * All instructions are supplied on disc on a separate help menu
We will put your ORIGINAL cassette software (even headerless and speedlock titles) on a * Simple to use with 9“"9'9 XE}‘ selection
quality 3" disc for just £6.00 including the price of the disc. Just send your cassette, less * Makes full use of the disc drive
any bulky packaging, with payment — we will send you the disc and keep the cassette, for * Compauble_ with all AMSTHAD CRC computers &
legal reasons All this for the incredible price of £12.95 on disc only
TAPE TO DISC TRANSFER SOLUTIONS ALSO AVAILABLE FROM -
NEW “The T.LE 7 PRIDE UTILITIES LTD. OUR EUROPEAN AGENTS ALL PRICES INCLUDE
SPECIAL OFFER The T.LE. Book (Dept. AA) 25-Soft Microtrading, VAT ANDP & P
TRANSMAT OWNERS ONLY — 7 Chalton Heights Postfach 2361-Buro:, Doktorberg 20,
Buy two or mare titles and receive A bumper booklet is now available 8240 Berchtesgaden, For Europe add £1.00 per title
areal ime Dignal containing approx. 90 transfer Chalton. Luton West Germany For Australasia add £1.75 per title
SURITIONE oK LokS EMODMIT oo (R Beds. LU4 9UF ESAT SOFTWARE, For Rest of World add £1.50
ONLY £3.95 inc. (TIE 1-5) England 655 Rue Du Tondu, 3300 Bordeaux, 4 al
T.LE. § sheets available on their own France per title
Ay Al shoicaypisana for £1.95 inc Tel: 0582 411686 Contact above for details INC AIR MAIL

Quality utilities from our fast, reliable and friendly mail order service.

FO H AI_ I_ AM STRAD CPC M 0 D E LS All enquiries with s.a.e. answered. Excellent discounts to the trade,
fast export service, 48 hour UK turnaround all orders. In fact a complete
(NOW DISC PRICES ARE EVEN LOWER) professional guaranteed service.




Amstrad Action and Ambyte present...

SOFTWARE

BREAKTHROUGH

DESIGN DESIGN

DD001
DD002
DD003

Tank Busters...
Dark Star ..... 2 i
KR EIE IR v iiniaihen s innansnnnasning g

LOTHLORIEN

LO001
LO002
LO003

GREMLIN GRAPHICS

GRO01

Johny Reb i...iceiiienceioins
Special Operation....... :
Rod Coatsin .. ity i 0

Thing on a Spring............co00een. 8.

GR002 Way of the Tiger...................... 9.
GR003 Super Sleuth............ccieveeeeeeeen. 8
KUMA

KUOO1 Star Avenger............cceeruveeenne. 6.95
KDOD2 GaIAXIA:. i e siinsiincesssinaniins B.98
KU003 RockRaid....... 6.95
KU004 Fruity Frank...... 6.95
KU005 Caverns of Mars 2 0.98
KU008: Bridgs'..o e i i, ht i vasonss 8480
CCs

CC00)- (War Zone: i ... A S5 85
CCo002 iynpi0B
CC003 DesertRats. ... i, 9.95
BRITANNIA SOFTWARE

BROO1 Play Your Cards

Bighi:. o e S C S R e pisans b 1.95
FIREBIRD

FI00]: "RaspPutin: o i i bt ena s 10D
FI002 Runestone.............. 7.95
FIO03 Jerry the Germ......... 7.95
FI004 Costa Capers..........cccuuees 7.95
FIODE - Chintexa > .o ailiinin 3.95
FI006 Thunderbirds.............. .3.95
FI007 Willow Pattern. .3.958
FI008 Don't Panic .. .3.95
FIO09 Subsunk.. ]
FIOI0. Shotts PUBE . i aisnnroassins 1.99
US GOLD

US001 Beachhead 2.........ccreneieeeeiiacninns 9.95
US002 Impossible Mission...........cc...... 9.95
US003 Winter Games ¢
US004 Returnto Oz ...

US005 BruceLee.........cccccuennene

DB006 - Goonles: ... i wieitsmnesn

USO0T " “ZOTYO ssssrnsnesrasranssnoaedasssysspossenes 9.95
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AMBYTE

sette games on disk )

ALLIGATA

ALO01 Who Dares Wins?2 ................... 8.95

CRL

CROO1 - BRAUTANCE i.....isveavsmmmusiagsunssronns 4+
CR0O02 Juggernaut.....

CR003 Formulal.......

CR004 Blade Runner....
CRODE: T CRnEsia’ v 0 it in i 9.95
MASTERTRONIC

MAO0] Finders Keepers.............ccee... 1.99
MAO02 Chiller...........cc..u. 1.99
MAOQO03 Nonterraquous.... 1.9
MAOD4 Locomotion ......cceveerieensnsisaiinnns 1.99
MAO005 Soul of a Robot ....... 1.99
MAO006 Formula 1 Simulator... 1.99
MAO007 One Man and his Droid . 1.99
MAQ08 Caves of Doom....... 1.99
MAO09 Into Oblivion....... iiey 108
MAQ010 Spell Bound......... ... 2.99
MBDEL " The Last VB.......veoispioimitaniivi 2.99
MIKRO GEN

MKO0O1 Battle of The Planets ................ 9.95

MKO002 Three weeks in Paradise......... 9.95
MKO003 Herberts Dummy Run.............. 9.95

PSS

Theatre EUIOPE .......csvaitssvarsosees
Battle for Midway
Battle of Britain............

Swords and Sorcery ............ce. :

PALACE
PRO01 Cauldron......cccciieereensssssassnnasnnes 8.99

MARTECH

MTO001 Zoids- The Battle Begins..........
MTO002 Brian Jacks Superstar ...... 3
MT003 Geoff Capes Strongman ..........
MTO004 Samantha Fox Strip Poker........

ORPHEUS
OR001 The Young Ones...........ceeeeuainn 1.95
ORO0E I ERAONG: v i i et 8,98
ORODY I TOIad i p o A 8.95

MIRRORSOFT
MS001 Dynamite Dan........cccovvivinenne 8.95
MS002  Boulderdash .........cccceeemmmnrvnnnnes 9.95

CHOOSE ANY OF
THESE GAMES!!

Fill ‘em in



AMSTRAD ACTION

Power to the people’

I'would like to order the following titles. The first two games on the
list have a combined value above £15.
CODE PRICE

I enclose a cheque or postal order for the total cost made out to
Future Publishing. Please rush me the goods.




Graphics

These pretty type-ins will show just what Arnold can do when he sets his
mind to it.

This month’s type-'em-ins are all fast, smooth anim- cOnvevo' Belt 5 ;

| ation programs . What's more, they all get their
| amazing speed the same way - colour-switching. If
you just want to dazzle your friends with Arnold's This amazing ultra-mini-listing
graphic abilities then get typing. If you're a Basic buff from Roger Wilson of Blackburn
| and keen to write colour-switching classics of your Uiust seven lines long, but itll

| own, on the other hand, then read on to see how if's <" YV d.e:d- Machine code —
done. who needs it?

10 DEG:MODE ©:INK 0O,0:FPAFER O:EORDER O
What follows assumes a fair bit of graphics knowledge, especi- Eg g;?ncglél‘l"l ’Tng‘:“?mTETlf‘,;ngnliDiéal ' f”’; b S S
ally about inks and colours. If you're not too hot on these, take a | 26 For b=o TO %60 STEF 0.3:c=b MOD(13)
look at our new series on Basic programming — otherwise, read § S0 FLOT 321+300%C0S(b),200+1F0%#SIN(b) ,c+1
on. 60 DRAW 321+300%SIN(b+190),200+190%C0OS(b+150) , c+1 :NEXT
If you want to change the colour of a point on the screen, | 70 FOR d=! TO 13:FOR e=1 T0 13:INK e,colf (d+e)MOD 13) tNEXTN
e : EXT:60TO 70
you can do it in two ways. The normal method is to change the
| ink at the point — this is the way that graphic commands like
| PLOT and DRAW work. In a typical animation sequence, you'll
need to make many thousands of these changes every second — ®
: more than Basic can handle - so this plot/draw method isn't sw.'l
i going to be fast enough.

A quicker but more drastic way is to alter the colour in

which the ink at the point is displayed, using an INK command.
The problem is, this method also changes the apparent colour The name says it all, really. Paul
of every other point drawn in that ink. This is the power of Fairhurst’s seventeen-liner draws
colour switching - even in mode O, it takes just sixteen two different shapes and they
commands to change the colour of every point on the screen.  both swirl — and pretty fast, too.

Colour switching doesn’t change any of the shapes on the
screen - straight lines in the two mini-listings and curves in
Rotating Spheres — but it can still give the impression of é“JHiN""
movement by changing their colours. In the two mini-listings, § 2’ iopE 0:col=1:0RIGIN 320,200:DEG
the general pattern is moved by assigning colours to the inks in § =0 FoR ang=1 TO 360

rotation — the individual lines, after the initial drawing period, § 40 x=C0S(ang) :y=SIN(ang)
stay exactly where they are 50 MOVE 320%x,100#%y:DRAW 0,0,col :MOVE 100%y,320%x:DRAW 0,0

z . 3 ycol
Rotating Spheres has a slightly different approach. Once § [, 1¢ col=6 THEN col=1 ELSE col=col+1

the lines and curves have been drawn, the inks are all switched | 70 NEXT ang:FOR gq=1 TO 40:GOSUB 110:NEXT q:col=1

to black except the sphere-outline ink and one other — these are § 80 CLS:0RIGIN 0,200:FOR n=0 TO 720:y=5IN(n) :MOVE n*b40/720
itched to bright white. T ou have here outline f§ » 198*y

sw:ltc " ? b h"]isy 4 i only.'hi;fp Thi ¢ | 70 DRAW 320,0,col:1F col=é THEN col=1 ELSE col=cal+1

and one set of curves/background lines visible. This set of § 55 NEXT n:FOR q=1 TD 40:60SUB 110:NEXT q:MODE 2:LIST

curves and lines is then switched to black, and the next set to § 110 CALL &ED19:INK 1,4:INK 2,8:INK 3,12:INK 4,1&6:INK 5,20:

| white — and so on, in an endless loop, until a key is pressed. INK &,24:GOSUB 170

| All three programs use mode 0, to give as many inks as 120 CALL &ED19:INK 1,24:INK 2,4:INK 3,2:INK 4,12:INK 5,16

' ible. M e £ 3 h 1 d INK &,20:GOSUE 170

| possible. More inks means more frames in each cycle, and § ;z; cALL &ED19:INK 1,20:INK 2,24:INK 3,43INK 4,8:INK 5,12

| hence smoother animation - try adapting one of the mini-listings § ink 6, 16:G0SUE 170

i to run in mode 1, and see how much less convincing it is. Two of § 140 CALL &ED19:INK 1,16:INK 2,20:INK 3,24:INK 4,4:INK 5,53

| them also use CALL &BDI19 - the same as the 664 FRAME [ INK &,12:60SUE 170

|

I

0,0t INK 1,4:INK 2,8:INK 3,12:INK 4,16:INK 5,20: INK

: 150 CALL YED1F1INK 1,12:1INK 2,161 INK 3,20:INK 4,241 INK 5,4
keyword - to stop any flicker, but Conveyor Belt does perfectly § | Tn« o, 8:608UE 170 ! ; Vi S

well without this. 160 CALL &BD19:INK 1,2:1INK 2,12:INK 3,16:INK 4,20:INK 5,24
If all this sounds a bit complicated, don't worry. Compare J : INK &,4:G0SUE 170:RETURN

the threelistings and then watch the programs running — you'll § 17¢ FOR 2=1 T0O S0:NEXT z:RETURN

I soon get the idea. In any case, you needn’t understand a thing to

.‘ enjoy the impressive graphics they produce.
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320 WHILE INKEY(146)()0

330 MODE 2:INPUT "Glittering or rotating?{(g/r)",what$:IF L

OWER$(what$)="g" THEN code=1 ELSE code=0

335 INPUT "Width?(0-320)",xsize:INPUT "Height?(0-180)",ysi
zeinum=xsize:secondnum=ysize

340 INPUT "Circular background?{y/n)",back$:IF backs="y" T

HEN back=13 ELSE back=1

345 MODE O

350 GOSUB 2340:'make inks- visible

340 DEG

370 first=2:last=15

380 IF back=1 THEN GOSUE 1220

460 ORIGIN 320,200

470 IF back=13 THEN GOSUE 23%90:'draw circular background

480 GOSUE 2000:'draw surround to sphere

490 GOSUE 20820

500 GOSUE 1790:'blank out inks

510 IF first=2 THEN GOSUE 1240 ELSE IF first=15 THEN GOSUE
1930:' animate

520 WEND
530 END
| ; 1220 col=2
| This may be the longest of the 1230 FOR strip=0 TO &40 STEF 4
three, but it's well worth the 1240 MOVE strip,Q
typing time. You can make the 1250 DRAWR 0y5iv0sc0l
fi h g 1260 col=col+1:1F col=146 THEN col=2
sphere rotate or glitter, adjust its 1270 NEXT strip
height and width, and give it a 1280 RETURN
circular or straight line back- 1770 REM ##4 blank 1inks #¥k
3 1200 FOR blank=2 TO 15
| ground. All of this courtesy of 1810 INK blank,©
| James Cadwallader — great stuffl 1820 NEXT blank

1830 RETURN

1240 REM ##%* ink swap ***

1850 WHILE INKEY#=""

1860 FOR effect=2 TO 15

1870 INK effect,26

1880 CALL &ED19:REM put °*FRAME® here if you have a &64 or
6128

1890 INK effect,0

1900 NEXT effect

1910 WEND

1920 RETURN

1930 WHILE INKEY#$=""

1940 FOR effect=15 TQ 2 BTIER =]

1950 INK effect,26

1960 CALL &ED19:REM put 'FRAME' here if you have a 664 or
&128

1970 INK effect,O

1920 NEXT effect

1990 WEND

1995 RETURN

2000 REM #*% draw bordering circle to give solidity %*x
2010 INK 1,26:PRINT CHR$(23) ;CHR$(0) ;

2020 FOR surround=0 TO 360 STEF 2

2030 x=SIN(surround) *(xsize+d)

2040 y=COS(surround) *(ysize+2)

2050 IF surround=0 THEN MOVE x,y ELSE DRAW x,y,1
2060 NEXT surround

2070 RETURN

2080 REM %## draw inside lines *##%

2090 col=2

2100 PRINT CHR$(23) ;CHR$(code) j

2110 WHILE xsize)-num

2120 FOR inside=0 TO 120 STEF 12

2130 x=SIN(inside) *xsize

2140 y=C0S(inside) *ysize

e 2150 IF inside=0 THEN MOVE x,y ELSE DRAW x,y,col
2160 NEXT inside
2170 col=col+1:IF col=14 THEN col=2

0 2180 xsize=xsize—4

2190 WEND
2200 RETURN
2340 REM #%%* make inks visible *¥x*

2350 FOR visible=0 TO 15

2360 INK visible,visible

2370 NEXT visible

23280 RETURN

2390 REM ##*% circular background *#x

2400 col=2:PRINT CHR$(23) jCHR$(0) ;

2410 xcirc=xsize+l

2420 ycirc=ysize+4

2430 WHILE xcirc{460

2440 FOR angle=0 TO 360 STEF 12

2450 x=SIN(angle) #xcirc

2460 y=C0S(angle)*ycirc

2470 IF angle=0 THEN MOVE x,y ELSE DRAW x,y,col
2480 NEXT angle

2490 col=col+1:IF col=16 THEN col=2

2500 xcirc=xcirc+4

2510 ycirc=ycirc+2

2520 WEND
2530 RETURN
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UNLOCK YOUR
AMSTRAD 464/664/6128

SNAPSHOT

@ Tape backup utility for normal and headerless tapes Tape £6.99
Powerful tape utility that will back up your tape based software. So simple to
use it's childs play! On screen details of program length. Easy push-button
selection for your choice of saving speed. The nextbestthingto a discdrive.

AMSHELP
@ Transfer tape software to disc Tape £6.99 Disc £10.99
Better than most, AMSHELP will even transfer ASClI files. Also automatically
adds a relocator for those programs that overwrite the disc memory area.
FREE Disc deprotector lists protected programs, etc.

LOCKSMITH + ® LOCKSMITH + available on ROM . £19.99
® Disc utility collection Disc £10.99
The most user-friendly utility of its type, this disc includes the functions that our
customers have asked for. The disc options include UNERASE, RENAME,
MAKE INVISIBLE, MAKE VISIBLE, SET TO READ ONLY, SET TO READ AND
WRITE, CHANGE USER AREA, INFORMATION ON FILE LOCATION AND
LENGTH, PROGRAM DEPROTECTOR, DISC-COPY, SPEED-UP, FAST
FORMAT, etc. This utility will even show hidden programs and allow you to
back up discs with bad or illegal sectors and tracks (unlike some imitations). All
fuinctions are easy to use —full on screen information, full disc sector editor.

@ Available soon, full spec Eprom blower. No additional power supply required.

Please send for details.
OVERSEAS ORDER PLEASE ADD £1 FORPOSTAGE.  PERSONAL CALLERS WELCOME

g INTERLOCK SERVICESLTD mmmn

Dept AA, 123b Brent Street VISA
London NW4 Tel: 01-202 8727 | ENEEEEN

BEWARE

THE EMPTY SHELF'!

» Good news. Amstrad Action's circulation is rising.

» Bad news. Your local newsagent might sell out before you
can pick up a copy.

» Avoid this possibility.

» Hand him a completed copy of this form.

» Or subscribe.

» Don't miss the Action.

Dear Newsagent

Please ensure I receive a monthly copy of Amstrad Action
(distributed by Seymour Press. Tel 01-733-4444).
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GENPLOT is a general plotting package developed for the
AMSTRAD. It contains a sophisticated 'DATA EDITOR’ and £
‘VERSATILE PLOTTING FACILITY".

GENPLOT can also support a variety of dot-matrix printers
and pen-plotters.

GENPLOT can help in the business world in the preparation
of sales projection charts and graphs. It can also be very
useful to the home user as visual displays are far easier to
read and comprehend than a screen full of crunchy
numbers

GENPLOT DISK £16.95: GENPLOT TAPE £9.95

inc P&P
Blank 3" diskettes. Box 10 £38.00
Blank C15 tape and library case. 10 for £6.00 VISA
Blank C20 tape and library case. 10 for £6.50 [N

AL-TUKHAIM Micro Computer Centre Litd
Rodney House, Castle Gate, Nottingham NG1 EW
Tel: 0602-585737. Telex: 37369 TMCUK

from a selective mailshot
to a gardener's year

microfile

stores & retrieves mformatton
to your requirements

® Client records ® Club Membership
® Music library ® Stamp Catalogue
® Fixture lists ® Supplier Index
£19.95 including VAT & Carriage (£24.95 on Disk)

CORNIX SOFTWARE LTD.

16 Kneesworth Street, Royston, Herts. SGB S5AA. Tel: Royston (0763) 852989

Another great new game from

BubeeBus

By Stephen Crow
Author of Wizard's Lair
SPECTRUM 48K

Now on

AMSTRAD +
COMMODORE 64

’“ bubble bus software

/ 87 High Street, Tonbridge, Kent TNS 1RX
\ ‘_& s Telepl :0732355962 Telex: 95151




William Ryan from Waterford
has sent in a poke for the Al-
ligata game that gives infinite
lives and disables conveyor
belts. It's entered using method
one, although there won't be
any prompts on the screen. The
poke works with both the Al-

The section where your tips, pokes and
devious game-busting ploys are relayed

to the nation

After last month's mega tips on
how to play the game we've
got some more underhand and
informative cheats from Tim
Walsha from Henley, David
Cooper from Macclesfield and
Rhys Jones from Peterborough.
Two special missions have also
been discovered but we're not
going to give the game away
on them = let's just say that
both involve space stations in
danger.

The first tip is @ way to
dock easily without a docking
computer. Choose a system to
hyperspace to and go there.
Then get yourself killed by any
means possible. Press “Y" in
response to the “Load new
Commander?” prompt but then
save the commander to tape.
Now return to the game and
you are docked at the space
station of the system you
hyperspaced to.

j Taking on Thargoids in
witch space is a deadly pastime
but you can automatically make
it happen. First choose a
hyperspace system and then
pause the game. Press the “F"
key, restart the game and then
hyperspace. You appear in
witch space with three or four
Thargoid motherships and an
average survival time of under
a minute. To leave you just
pause the game, press F, restart
and hyperspace again to the
system you originally intended.

ligata and Amsoft versions:

10 MEMORY &1700

20 BORDER 0

30 LOAD'!BLAGGERE2"
40 MODE 0

50 DATA 0, 29, 2, 6, 18, 8, 9, 26,

10, 20, 20, 15, 0, 0, 26, 0
60 FOR C=0 TO 15:READ L:INK
C.LENEXT

70 ENT -3,10,1,5,1,-10.1
80 ENT 3,14,-1,20

90 ENT -1,100,1,2

100 ENT 1,15,-1,20

110 ENT -2,10.1,1,1,-15.1
120 ENT 2,100,0,1,14,-1,15
130 ENT 5,13,-1,5

140 ENT 6.15,-1,7

Starion

Nice tip for the Melbourne
House space game from Philip
Wand of Brentwood. Just keep
the fire button held down and as
soon as a ship enters your sights

Sean Brady from Eltham and
Glenn Sims of Barton-under-
Needwood have both
completed Mikro-Gen's latest
arcade adventure so here are
some tips culled from their
solutions, /
1. Two sticks and some boy
scout training will warm the
forge.

2. Don't get sand between your
toes — put something on your
feet.

3. This geyser ‘ere says he'll fill
you in billy.

4. The cancer constellation is a
hydrophobe.

5. A loud shout or a bell that
hurts will waft a fire.

6. A cricket prize will make a

e

150 ENT -6,1,1,2,1,-1,2

160 POKE &9C02,0:POKE
&9C03.0:POKE &9C04,0:POKE
&9C09,0

170 POKE &7A4E,.195

180 POKE 31938,0:POKE 31940,0
190 POKE 32579,0:POKE 32580,0
200 CALL &7F56

it will explode. Philip suggests
just taping the fire button down.
This prevents the need for re-
peated presses of the fire button
that may cost you lives as the
ship overheats.

pagan god dance.

7. Move the weather pattern to
a flammable roof.

8. A substitute for tweezers will
solve Daniel's problem.

?. A drip of water can be
collected in hard outer covering
at the place that isn't ill.

10. No frying tonight if you
douse those flames.

That little lot should enable
you to rescue Herbert = but
you'll have to work out how to
save Wilma yourself.
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The map was compiled from the
excellent  contributions  of
Andrew Ketteringham from Not-
tingham and someone who for-
got to enclose their name but
sent tips on Kong Strikes Back
and Spellbound as well. The tips
have been compiled with their
help and that of Martyn Robin-
son from Brierfield and Jason
Stanway from Biddulph.
Stationary gunners — these can
be killed by blowing them up
with grenades or by walking
level with them so that they are
forced into the open.

Snipers - pop up and down
intermittently allowing them-
selves to be shot when exposed.
They can also be blown up in
their foxholes using grenades.
Mortars - can be blown up with
grenades or forced to leave
their positions by getting horiz-
ontally level with them.
Outposts - try to appear in line
with the door where most men
appear and blast them as they
come out. Also try to get the one
fast-moving man for a 1250
bonus before he disappears off
the bottom of the screen.

Tanks — can be blown up with
grenades or coaxed off screen
by moving to the edges or by
getting level with them.
Bombers - there is a slight ran-
dom factor in where their
bombs drop so just steer well
clear of those locations when
crossing the danger lines for
them.

Fighters - these are really
nasty, particularly when you're
not expecting them. To avoid
them you'll need to be running
diagonally up the screen when
crossing the line so that you just
miss its strafing fire.

Supplies — collect these as
quickly as possible, otherwise
the soldiers may blow them up.
POWs - line yourself up right
for shooting the executioner as
sSoon as you appear on a screen
with a POW. This gives you a
nice bonus each time.
Grenades - when throwing
these don't get too close to the
top of the screen or they will
disappear. Also beware of
rapid throwing caused by hold-
ing the fire button down for too
long.

ﬁ HoaTaR BOMB EXPLOSIONS.

SNIPER FIRE.

BOMBER OR FIGHTER
AppEARS WHEN THIS
Ling 13 CROSSED.

| L LAAAS
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You CAN WALIK THROUEH
Heee !

PRISONER oF WAR,
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Sabre Wulf
TLL
Highway Encounter

" Phil Howard from Nottingham — m
.. who gave us the TSAM JSW

poke last month — has come up
with THREE more real crackers.
All are entered using method
one. The Highway Encounter

one will freeze the aliens on the .
L2

first run through (except for
spiky balls), leaving the time

limit to beat. On subsequent 3

runs the aliens will start to move

again but by then you will have |}

seen the marvellous ending at
zone zero.

The Sabre Wulf poke simp-
ly gives you 255 lives to com-
plete the game. The TLL poke
gives infinite lives, fuel, bombs

and time — easy huh? Congratul- »
ations Phil on some really fabu- 227

lous pokes.

This is the section where we

- explain how to input the majority
of the pokes using two types of
method.

Method 1: Type in the listing.
Rewind the game tape. Type RUN
followed by pressing enter. Fol-
lowonscreen prompts to load the
game.

Method 2: The tape
header/loader ftitle screen, com-
prising usually of one or two data
blocks has to be skipped. Rewind
the game tape. Type in CAT fol-
lowed by enter and play the tape.
Watch the screen and a message
will come up

Pok; tiiods

GRUMPY GUMPHREY

10 DATA 21, 2cC, 97, 36, 19, 23,
36, OF, 23, 36, 11

20 DATA 21, C3, 98B, 36, 04, C3,
1A, 88, 21, 74, 22

30 DATA 36, 05, 23, 36, BB, 21,
40, 20, 11, 40, 00

40 DATA 01, 36, 02, ED, BO, 21,
40, 00, E5, 21, 00

50 DATA BB, E5, 21, 36, 02, ES,
21, 07, B8, E5, 21

60 DATA BB, 02, E5, F1, 21, EA,
B1, 11, D9, B1, F3

70 DATA C9

80 MEMORY &2000

90 LOAD"""

100 LOAD™!"", &2040

110 FOR X = &BE0D TO &BE42
120 READ A$

130 POKE X.VAL("&" + A$)

140 NEXT

150 MODE 1

160 POKE &BEOF,255

170 CALL &BE13

Found FILENAME block 1

where FILENAME will be re--
placed by the name of the loading"

section. The next message that
appears will be the main
program appearing in the same
style,

Found MAINFILE block 1 OK
where the MAINFILE will be dif-
ferent for each game. Note the
point on the tape counter atwhich
this second file appears. Stop the
tape and rewind to just before
that point. Type in the program
and RUN it. Then press play on
the tape deck.

OUPERSLEUTH

To make this manically frustrat-

and take him to the boss.

10 DATA 21,8A,90,36,00
- 20 DATA 21,A2,A6,36,00
, 30 DATA 21,C8,A8,36,00
§ 40 DATA 21,9B,A9,36.00
50 DATA 21,7A.91,36.00
60 DATA C3, F5, 8F, 21, 77, 22,
36, 25, 23, 36, E2

70 DATA 21, 40, 20, 11, 40, 00, 01,

| 3A, 02, ED, BO
80 DATA 21, 40, 00, ES, 21, 00,
BD, E5, 21, 3A, 02
90 DATA E5, 21, 07, BS, E5, 21,
BB, 02, E5, F1, 21
100 DATA EA, B1, 11, D3, B1, F3,
c9
110 MEMORY &2000
120 LOAD""*
130 MODE 1
140 CALL &3C6A
150 LOAD''!",&2040
160 FOR X=&BF40 TO &BF8B
170 READ A$
180 POKE X,VAL("&" +A$)
190 NEXT
200 CALL &BF5C

Strangeloop

A couple of tips here from vari-
ous sources. The first is that you
can be directly beneath a
crusher in the jet cycle without
getting killed. More interesting,

you to get past difficult ob- §
stacles. All you do is pause
the game and then

though, is a cheat that allows I

select load. Press any key and then escape from
position your man anywhere on screen with- out

Tim Gurney from Prestatyn has
come up with the key to success
on this combat game. He's told
us what effect the first eight
vases have and how you might
destroy the dragon.

Vase 1: Makes a dragon appear.
Vase 2: Gives six energy
markers.

Vase 3: Kills next opponent.
Vase 4: Drains six energy
markers.

Vase 5: Opponent’s blows inflict
damage on himself.

Vase 6: Gives 500 bonus points.

Highway Encounter

10 DATA 21, 40, 00, 11, 00, 9C,
01, 40, 00, ED, BO

20 DATA 21, 80, 00, 11, 40, 00, 01,
00, 99, ED, BO

30 DATA 21, 77, 00, 36, 03, 21, 00,
9cC, 11, 00, 00

40 DATA 01, 40, 00, ED, BO, C3,
F2, 01, 21, 74, 22

50 DATA 36, OF, 23, 36, AD, 21,
5D, 22, 36, 5B, 21

60 DATA 40, 20, 11, 40, 00, 01, 37,
02, ED, BO, 21

70 DATA 40, 00, ES, 21, 00, BB,
E5, 21, 37, 02, E5

80 DATA 21, 07, B8, E5, 21, BB,
02, E5, F1, 21, EA

90 DATA B1, 11, D9, B1, F3, C9
100 MEMORY &2000

110 LOAD""™"*

120 MODE 1

130 CALL &3A6A

‘140 LOAD'!"" &3A6A

150 FOR X=&9B00 TO &9B5D
160 READ As

170 POKE X,VAL('&" + AS$)
180 NEXT
' 190 CALL &9B29

Vase T: Kills next opponent.
Vase 8: Drains six energy
markers.

When you reach the temple
drain the energy of the warrior
outside as much as possible as
this will weaken the dragon in-
side as well. When he is dead
run to the mummy before a
second dragon appears.

ing game from Gremlin a little
less frustrating here are some
clues compiled from D
Sharkey's tips.

1. Not a l'orange, more a
I’Eastwood.

2. Something bugging you?
Spray it again man.

3. Granny gives advice on de-
bugging and shoplifters.

4. The woman's lost her baby
but he's a sucker with a sweet
tooth if you can get him on the
move. No lost property so take
him to the boss.

5. Manacle an offender’s hands

We’re also printing D
Sharkey’s map of the rooms and
objects to help you find your
way around. 4

FIGRTING
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The next show is
doubled in size -
and that means. ..

* TWICE as
much to see!
e /\é B
* TWICE as o) % m = = :
much to try! 514 Mol At
* TWICE as “*‘/ﬁ — B
much to buy! 7 IZL;_E“Z’. iy m— yl
The summer Amstrad Computer Show is the - 1 E:'

biggest ever held, with many more exhibitors
presenting all their latest products, including a
large number on display for the first time.

HOME USERS! See the versatile Amstrad
CPC range stretched to its very limit with the
latest megagames, hardware add-ons, speech
chips, graphics packages, languages,
simulators, utilities.

BUSINESS USERS! See the new word
processors, spreadsheets, databases,
accounting and other financial programs plus
communications packages that enable the
CPC and PCW ranges to talk to the outside
world.

EDUCATIONAL USERS! Find out why
Amstrad computers are entering educational
establishments in ever-increasing numbers,
helped by their low cost, adaptability and
networking facilities.

Avoid the

' . Please supply:
m . D Adult tickets at £2 (save £1) .............. £
Get your ¥ D Under-16sticketsat £1 (save £1) ... £
. - Total £
ticket in O o losed mad bl
NC| 1
advance i Da;qb::eepublimti:ns E:g_fm i

l D Please debit my credit card account:

PO, T

ACCESs L

[T Advance ticket order | --------------------1
[ |

Organised by
Database Exhibitions

g4g=

U
=l ([ F

...and it lasts

for THREE days
instead of two!

Champagne Suite and
Exhibition Centre,
NOVOTEL, HAMMERSMITH,
LONDON Wé6

Friday, June 13, 10am-6pm
Saturday, June 14, 10am-6pm
Sunday, June 15, 10am-4pm

Champagne Suite & Exhibition
Centre, Novotel, Hammersmith, W6

dJune 13-15, 1986

Post to: Amstrad Show Tickets,
Europa House, 68 Chester Road,
Hazel Grove, Stockport SK7 5NY.

Admission at door:
£3 (adults), £2 (under 16s)

.\ﬂsn Mdtdd bkt iniand ki)

PHONE ORDERS: Ring Show Hotline: 061-429 7931
PRESTEL ORDERS: KEY *89, THEN 614568383
MICROLINK ORDERS: MAILBOX 72:MAG001

Please quote credit card number and full address + Ref AA5
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Paul Robson from Cleveland has followed up his
Chimera map with one of another Firebird game that
may be causing problems. The thing to notice about it

is that there is a perspective change to the way it looks
on screen to make mapping easier. Well done Paul - @SPHERE @BOW[E B — BOOK

what's next?
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STUNNING
SOFTWARL

' $AVINGS!

Watch out for your fingers, these pcgis are HOT! They
give you a way of getting hold of sizzling software at
sizzling discounts. Simply by using the vouchers printed

below, you can obtain discounts ranging from 50p te a

full £5 on the programs you want. it makes it easy to
recoup the complete cost of this magazine at a stroke!
In addition to these discounts, almost all orders
" qualify for a special, no-strings-attached FREE GIFT rang-
ing from blank cassettes to full-priced games.
We know of no more exciting way of gefting the

programs you need.

with any order over £5

A C15 data cassette. These cass-
ettes contain high-quality tape
especially designed for use by
computer owners. They come in
library case with blank inlay
card.

S
VOUCHER

VOUCHER

For use with orders from £5.00- For use with orders from £10.00- For use with erders from £20.00- For use with orders over £50.00
. : £19.99 £49.99 {max. one voucher per order)
{max. one voucher per arder) {max. one voucher per order) {max. one voucher par order)

with any order over £15

Your pick of any one of the games
featured in the SOFTWARE
SUPER-SALE box! They're worth
from £8-10 each! (Please note,
you should specify a second
choice on the order form in case
your first choice is out of stock.)

| Wake up to Amstrad Action’s unique mail order service

-

VOUCHER

» Reliable

with any order over £30

Your pick of any TWO of the
games featured in the
SOFTWARE SUPER-SALE box! It
means you can pick up games
whose shop price is worth more
than half your total order! (Please
note, you should specify second
choices on the order form in case
your first choices are out of
stock.)

VOUCHE
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The rave way of buying raves

[fyou're not sure quite what games you'd like you could do
worse than make a selection from this list - it's made up of
programs given an AA Rave review in this or previous issues of

Amstrad Action. Remember that by sending in vouchers you can
obtain considerable savings on the listed prices.

CYRUS 2 CHESS

SPELLBOUND
TANK COMMAND
SKYFOX

ke g

Great adventure epic. £8.98 cass £12.98 disk

Looks superb, plays tough. £9.95 cass £13.95 disk

Great Commando-style shoot-em-up. £8.95 cass
Bargain axcadeadventure._ £2.99 cass

Tough battle-field action. £13.95 disk

3D air combat simulator. £9.95 cass

DALEY THOMPSON's SUPERTEST
Eight more gruelling events. £8.95 cass

—

SOFTWARB SUPER-SALE
These games only £2.95 each!

Hey, how about this? Sixteen Amstrad game-titles which you can
buy at about ONE THIRD of the shop price! They may not be AA
raves, but all but a couple are perfectly good pieces of software.
Most received AA ratings of 60-70%, but that was based on their
fullasking price of £8-10. At just £2.95 each they're great bargains.

You can order them in the normal way by filling'in the Mail

Selecting serious

software

If games aren't your semi *1(()\:
about choosing one of IIA&._@‘F. &
cellent programs (01 any other
serious software )?

TASWORD 6128
Superb word-pr
owners making ful ;
extramemory £24.95

ocessor for 6128
1 use of the

disk

TASWORD 464 /464D N
The earlier versions for 4 >
864 owners. The disk pl,o?:“in,‘
includes a mail-merge facility
£19.95 cass £24 .95 disk

cannot get hold of for some re-
ason, Sue will despatch all pack-
ages within three days of receiv-
ing them. Therefore, allowing for

‘ YIEARKUNGFU
.| Hilarious combataction. £8.95 cass
1 - BOUNTY BOB STRIKES BACK :
- | Oh-so-addictive platforming. £9.95 cass, £13.95 disk.
: Wacky cartoon capers. £9.95 cass. LR R T
§ fyou want the disk versiono
_‘ mmOFBmm game you must mark this clearly
§1 : : Ckﬂywargﬂme- £9.98 cass. on the order form. Otherwise
i SBGRaNDPRlx ' : you'll get a cassette. D
; g Tire-burning graphics! £9.95 cass £13.98 disk. firstthata disk version existsand  any errors which may have crept
| BRUCE LEE thatyouhave the right priceforit.  in
1 Leaping and fighting. £9.95 cass, £13.95 disk
|| rap
| ‘Bombing the Commies. £9.95 cass, £13.95 disk
| MATCHDAY HOW ORDERS ARE DEALT
;&Iﬂﬁum;phy.m.%cm WITH
Dazzling graphics from Ultimate. £9.95 cass : gheact Actsbiut A st
SWEEVO'S WORLD l\ here in Somerton, but in a sepa-
. : : — rate location from the main AA
I';I’;lmoumus, stylish, brain-teasing. £7.95 cass % e Ha(; T;ce opemﬁ;nn is ran by the
: . super-efficient SUE TAYLOR, the
oot T
most t
[ | Best trad boxing game. £9.95 cass yezﬂ e
| BOULDERDASH Unless your order includes
%c?;%mﬁmmsﬁm programs which our suppliers
|

WAY OF THE EXPLODING FIST . the time in the post, you can
; Smash-hitcombat. £8.95 cass normally expect to receive your
E WHO DARES WINS II parcel within a week to 10 days of

ordering. :

K it's delayed beyond that,
thechancesare you've ordereda
title which either hasn’t yet been
released or is temporarily un-
available. In which case a phone
call from you WON'T speed
things up. (In fact, the reverse.
Phone-calls are very time- .
consuming to deal with.) Natur-
ally, if a long delay was likely
we'd let you know.

Overseas readers
can joinin!

Readers in the Republic of
IRELAND can order any of these
goods at the same rates as British
readers provided that paymentis
made in pounds Sterling. If you
wish to pay inIrish punts youmust

7 g i : IDISCOVERY R add a IR£3.50 surcharge IN
4 QOrder Secn(?n of our All-in-One Action Form, And r'emﬁmber, if Probably the best of the 13}&- 1(? ADDITION to al]owmg for the
] your order is large enough you can claim further discounts and disk copiers. £7.99 cass, £11.99 current exchange rate - that's
)| maybe even extra games FREE! disk what it costs us to pay in your che-
ques or postal orders.
; ¢ o Readers elsewhere in
AMERICAN FOOTBALL (Argus/Amsoft) LASER WARP (Amsoft/MikroGen) SUPERCA G sy |
Good simulation needing accurate tactical thinking. AA Rating  Smooth, colourful, classic shoot-em-up. AA Rating 54% The amazing CP/M spre 'i’ i ¥ EUROPE mustadd 25% to the cost
10% - R (Amsoft/Software Projects) | which gells for hunadr H'-ml- b of their order to allow for extra
MANIC MINER (Ams: I > e . €49 95
AMSGOLF (Computersmith/Amsoft) The classic wacky platform game. AA Rating 64% 2 pounds on other micros £49 ¢ POStagedl'aStes»l_PaYmem must be
How low can you get your handicap? AA Rating 67% i e in pounds Ster. ing.
MASTER CHESS (Amsoft/MikroG disk. ¢
CHUCKIE EGG (A'n'F) a4 i s PO Pl If you live OUTSIDE EUROPE
Hugely addictive, high-scoring platform game. AA Rating 78% R Ty MASTERFILE pleaseadd 50% to the cost of your

CLASSIC ADVENTURE (Amsoft)

The great adventure that started it all. Pre-Pilgrim

CODENAME MAT (Amsoft/Micromega)
Demanding 3D space shoot-em-up. AA Rating 71%

ELECTRO FREDDY (Amsoft/Softspot)

Frantic, humourous, one-screen action. AA Rating 57%

atabase. £24.f order to cover postage. Please
| alsospecify whether you require
| air-mail or surface delivery. We
! will pay refunds in cases where
| the postage turns out substanti-
{ ally cheaper than the extra
| money you have paid. Once
'‘again, payment must be in
| pounds Sterling. }

Offering for Adventure fans. Pre-pilgrim.
ROLAND GOES DIGGING (Amsoft/Gem)
Frenetic version of ‘Space Panic'. AA Rating 54%
SPACE HAWKS (Amsoft/Durell)
Version of the shoot-em-up classic ‘Galaxians’. AA Rating 49%
SPLAT! (Amsoft/Incentive)
Fast-moving, original arcade game. AA Rating 63%
SUPER-PIPELINE Il (Amsoft/Taskset)

Nice graphics, nice music, zany action. AA Rating 71%

A good value d
cass, £29.95 disk

MASTERCALC :
Campbell S‘;:sm‘nm' o
spreadsheet Only £24.95 cas
£29.95disk

power ful

HUNTER KILLER (Amsoft/Protek)

Submarine warfare simulation. AA Rating 47%

JET BOOT JACK (Amsoft/English Software)
Challenging platform game with slick graphics. AA Rating 70%




Sal/e 53#—7{

MOON CRESTA

Only £8.50 cass inc. T-shirt!
464/664/6128 compatible

OK, arcade freaks, here’s a tasty little offer.
Buy from us the classic shoot-em-up new
out from Incentive Software and we give
you a beautiful and exclusive Moon Cresta
T-shirt. The only extra you pay is 85p post
and packing — not bad for a T-shirt worth
£3.95, eh?

Don't forget to specify your size on the
order form!

No one who's played an Infocom adventure
is likely to dispute that they are among the
most sophisticated computer entertain-
ments money can buy.

There are no graphics, no animation,
no colours. But the text you are given on
screen and the programs’ astonishing abil-
ity to understand and respond to your
typed instructions are enough to have you
glued to the keyboard for weeks.

‘Hitch-hikers' Guide to the Galaxy’'
based on the Douglas Adams book/radio
show/TV series is the most recent Infocom
title and has made adventurers around the
world speechless with its mix of brilliant
humour and brain-twisting puzzles.

But the other titles in the range - Zork
1, Deadline, Seastalker and Planetfall - are
also superb.

BIGLEAGUE SOCCER

Only £4.95 cass
464/664/6128 compatible

We've pulled out all the stops on these
games to offer you them at absolutely the
biggest discount we can afford. The retail
price of ‘Hitch-hikers’ has been widely
quoted as £24.95, but this in fact is the price
EXCLUDINC VAT. With VAT it works out at
£28.69, so our offer of £19.95 (which
INCLUDES VAT, post and packing) is
almost £9 off!

Similarly the recommended price of
the rest of the range is £22.895 each
(£19.95+VAT) so you can save £6 by
buying it from us.

Only£12.95cass, £16.95disk!
464/664/6128 compatible

This program from Rainbird Software is very
special indeed - by far the most sophisticated
music composing system available on the
Amstrad. It allows you to create and play a
wide range of synthesized sounds, turning
your Amstrad into a powerful musical
keyboard.

It's already a bargain at its shop price of
£15.95 on cassette, £19.95 on disk. However,
as you can see, you can buy it direct from us
for even less. It's a great offer for anyone
interestedinmusic.

N THEMUSICSYSTER

This game won an AA Rave review which
described it as ‘better than Football Man-
ager’. It puts you in the role of a league man-
ager withall the financial and personnel deci-
sions that involves. Experience the agony of
sweating over your team selection and then
watching your players outmanoevred on the
pitch during the graphic highlights of each
match! Or maybe you can cheer up our pub-
lisher by guiding Southampton to the top of
the first Division...
I'mover the moonaboutthisone, Brian.
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WALLY GAMES

Only £6.90 for TWO!

graphics and present a baffling series of
puzzles to solve. In fact they arguably have
a stronger ‘adventure’ content than any
other arcade game — and they're going for
a song.

Super offer for fans of those lovable Wallies
who star in that trio of excellent Mikrogen
games Pyjamarama, Everyone's a Wally
and Herbert's Dummy Run. You can have
any TWO of these programs for, wait for it,
£6.90 — they would normally cost almost
£20!

The games feature great colourful

s OFFER

ALEX HIGGINS WORLD POOL +
ALEX HIGGINS WORLD SNOOKER

Only£1.90two cassettes!
464/664/6128 compatible

To order, please use
the Special Offer
section ofthe all-in-
oneformonp110

(Please note, these offersare
separate fromthe rest of our mail
order scheme. Youcannotuse
vouchersto obtainfurther
discounts, and youcannotclaim
the free gifts—we’ve already
knocked offthe mostwecan!)

Here's your cue to snooker your bank man-
ager and pocket two Amsoft programs for
less than the price of one. Much cheaper and
easier to accommodate than a snooker table!
Allows you and a friend to play snooker on
TV anytime you like.

hidlidh

-

F "ELITE o

#/  Only£l1.95cass,£16.95disk!
464]664[6128<:ompatible

MINIOFFICE 2

Only£11.95cass, £16.95disk!

464/664/6128 compatible

Strange as it may seem for us to pour praise
onatitle produced by one of our competitors,

If you've been wowed by our review of
it is nonetheless true: Mini Office 2 (created

Firebird's amazing space epic Elite, butcan't

TR,
vyt
i\

quite manage the normal asking price,
here’s an offer to blast you into hyperspace —
a full £3 off the normal price of both the cass-
ette and disk versions (yes, the shop pricefor
the disk version is £19.95, not £17.95 as we
printed twomonths ago).

If you've missed outon all the excitement
aboutthe game, justtakeitfromus thatEliteis
one of THE greatest computer games of all
time. Infact, itcan become away oflife.

(Please note that at time of writing the
disk version is still unavailable because [
shortage of 3" disks, while the cassette ver-
sion has been temporarily withdrawn
because of a bug. Both these problems are
expected to be resolved by the time this

by Database, publishers of ‘Computing with
the Amstrad’) offers astonishing value for
money - SIX interlinked programs which can
transform your computer into a machine of
immense power.

The programs are: Word Processor,
Database, Spreadsheet, Graphics, Commun-
ications, and Label Printer. All are remark-
ably full-featured for a package of this cost —
so this is not just a superb introduction to
someone unfamiliar with serious software, it
hasthe power tobe putto genuine use.

Considering you could pay £20 for any
one of the six programs, the ‘Mini Office 2’
shop price of £14.95 cass, £19.95disk issome-
thing of a bargain. You can draw your own
conclusions about the value of this offer...

magazineisonsale.)

_#
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Amstrad Action
Readers’ Charts

Elite maintains its Elite Status in the games charls this
month, despite the nasty business about the bug.
Otherwise there's little change among the games,
except for the popularity of Vortex's TLL But look out
for next month's charts — what effect are Spindizzy,
Get Dexter, and Batman going to have?

On the serious side the AMX Mouse has vaulted
to the top, though last month's leader GAC is still up
there in contention. Protext has made a pretty impress-

' ive debut, as has Mini Office 2. Do two Mini Offices
make one Big Office? Watch this space for the answer.

The Voting
System

For anyone new to our state-of-

L

SERIOUS
SOFTWARE

TQPR:10

1. AMX Mouse

AMS - 13.2%

2. Graphic Adventure

Creator
Incentive — 9.6%

3. Protext

Amor - 7.4%

4. Mini Office
Database - 7.2%

5. Mini Office 2
Database - 6.6%

6. Easi-Amsword
Amsoft — 5.8%

Z. Tasword
Tasman - 3.2%

8. The Quill

Gilsoft - 3.1%

9. Discovery
Siren Software — 2.8%

10. 0dd Job

Pride Utilities - 2.5%

™

U]

o

the-art voting forms and system

or anyone STILL having trouble
here's another run down on what

tosoand howtodoit. ( ;AMES TOP 20
You have at your disposal a

TOTAL of 10 votes for each chart
These canbe splitup any way you
like on up to five titles, but the
number of votes you give to the 2
dsze;em titles rriust addhup to 10 rl‘;;eﬁ:l:t:;.%

or example, on the games
chart you could give all 10 votes ‘z,i;gigzscof}??nfl“s
to a single game. Or you could 5 2. TLL
votes to one game, 2 to another, e
and 1 each to three others. You
Just have to allocate your 10 votes
to reflect your preferences asac-
curately as possible. What you
CAN'T do is give five different
games T or 8 votes each. That's
greedy.

Vortex - 1.7%
4. Yie Ar Kung Fu
Imagine - 7.5%
5. Who Dares Wins Il
Alligata - 5.1%
6. Marsport
Gargoyle - 4.6%

One further thing you cer- 1. Starion

oy A3 “ Melbourne House - 4.2%

tainly can't do is send in photo- 8. s s W
copies of the form. There have G‘;Ig‘);':e?;zo - orld
been attempts at jiggery-pokery gini
in the past, so we want to avoid 30' ll-li?gal/way Encounter
any possibility of it happening e Gk

again
g Activision — 3.1%

10. Barry McGuigan’s Boxing

11. Soul of a Robot

Mastertronic - 3.1%
12. Raid

US Gold - 2.7%

13. Cauldron
Palace - 2.7%

14. Alien 8
Ultimate -2.4%

15. Sorxrcery
Virgin -1.8%

16. Sabre Wulf

Ultimate - 1.8%

17. DT’s Decathlon

Ocean — 1.8%

18. Spellbound

Mastertronic - 1.7%

e R——
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19. 3D Grand Prix

Amsoft - 1.5%

Virgin - 1.3%

20. Strangeloop




IMPORTANT
Don't forget to fill in this bit!

Name
Age
Address

Telephone number

MITHE ALL-IN-ONE ACTION

Fill in as much of the form as
you wish (front and back).
Then cut out the ENTIRE
PAGE (even if you've only
filled in parts of it) and post it
to:

AA Forms, 18 Pinewood
Drive

Somerton, Somerset, TAll
6P

Mail Order Section

I would like the following titles:

Game Software house

Total cost pre-discount,, ...,

Please circle ONE of the following A-Hif itapplies:

A: The total costis under £5.

B: The total costis between £5 and £10, and I enclose a 50p
discount voucher.

C: The total costis between £10 and £15, and I enclose a£1
discount voucher.

D: The total cost is between £15 and £20. Ienclosea £l
discount voucher and claim ONE free game.

E: The total cost is between £20 and £30. Ienclose a £2
discount voucher and claim ONE free game.

F: The total cost is between £30 and £50. I enclose a £2
discount voucher and claim TWO free games.

G: The total cost is over £50. ] enclose a £5 discount voucher
and claim TWO free games.

Retail price

H:Ienclose 1/2/3/4 vouchers from earlier issues of AA,
entitling me toa 5% /10% /15% [20% discount.
After allowing for discount the total amount payable
i8,310010
I enclose a cheque/postal order for this amount made out to
Future Publishing.

If you are claiming a free game or games please CIRCLE your
first choice(s) and place a TICK by any of the other titles you will
acceptif your first choice(s) are out of stock:

American Football / Amsgolf / Chuckie Egg / Classic Adventure / Code Name Matt /
Electro Freddy / Hunter Killer / Hunchback / Jet Boot Jack / Laser Warp /
MasterChess / Manic Miner / Message from Andromeda / Roland Goes Digging /
Space Hawks / Splat! / Super Pipeline Il

Game chart voting form

GAME

1 would like to vote for the following game(s):
SOFTWARE HOUSE

NO. OF VOTES

Total number of votes 10

Serious software voting form

PROGRAM

1 would like to vote for the following piece(s) of ‘serious software”.
SOFTWARE HOUSE

NO. OF VOTES

B b o=

50




THE ALL-IN-ONE ACTION

SpeCiaI Offer Fill in name and address
SECtiOI‘I overleaf!

Iwould like to take advantage of the following special 6. MOON CRESTA + T-SHIRT £8.50
offer(s)and have placed atick inthe relevantbox(es). T-shirt size [ ] small ] medium
large [] extra-large
1.ELITE
[Jcass£11.95 [Jdisk£16.95 7.BIGLEAGUE SOCCER
[Jcass£4.95
2. THEMUSIC SYSTEM
Ucass£12.95 []disk£16.95 8. WALLY GAMES (Tick TWO for £7.95)
| Pyjamarama [] Everyone’s a
3. MINIOFFICE 2 Wall CHerbert's D R
cass£11.95 (1disk£16.95 i S v Bk
9. ALEXHIGGINS WORLD POOL/SNOOKER
4. PACE MODEM PACKAGE ) cass(2)£7.90
[] Complete £139.95

5. INFOCOM ADVENTURES

My machine is (please circle): CPC 464/664/6128 /
PCW 8256 lencloseacheque/postalorder

] Hitch-hiker’s Guide to the Galaxy £19.95 x&e;ﬁ:ﬁmﬂtﬁgﬁﬁ;g.

L] Zork 1 £16.95 [] Seastalker £16.95 (Pleasenote, youarenotentitled to

(] Deadline £16.95 (] Planetfall £16.95 claim further discounts or free gifts on
thisamount. They apply only to the
Mail Ordersection.)

NEMB. e i il i ARl e e e A R
P LI O TR e e e TR R R TR TR

.................... P T P PP PPN RPN (For administrative reasons you should fill in the above details here as well as on the
reverse of the form).

High-score entry
I would like to register my high-scores in the following Amstrad games:
GAME SCORE TIME TAKEN LEVEL

Signed

High-score challenge
[ hereby challenge the following high scores printed in Amstrad Action
GAME SCORE

I promise these are genuine scores achieved without using cheat methods. .

Ithink the score(s) impossible because:




THE PRODUCT OUR COMPETITORS WERE NOT WAITING FOR..

The True Multi Standard
International Modem

Yepager 7

This system is currently the ONLY unit fully recommended by Prestel OUR MODEMS SPEAK FOR THEMSELVES
Microcomputing to access the Amstrad ‘Amsnet’ database. The unitoffers full RS232 @ Multi-standard V21/V23 @ Portable computer battery charger
interface, Centronics interface, Spare sideways ROM slot, Foreground @ Autodial/Autoanswer — optional
Communications ROM with variable system set-up, including baud rates databit, stop @ BT approved @ Hayes compatible — optional
bit and parity change with full Help menu, and simple-to-use commands. No @ Hard wired/In line with phone V22 1200/1200 Full Duplex — optional
additional disk or cassette based software is required. Frames may be stored on disk, @ Telesoftware downloader* @ Free BT Gold Mailbox and/or Free
gasse!fe or pnhg'r. Prestel, all Prestel S,Terw‘ce-s(,J 5 T Gold, Easylink, One to One, @ Full RS232 — optional Easylink Mailbox

kytel, Bulletin Boards etc are supported on ROM software included. Supplied as a A !
complete communications Micropack to PLUG IN & GO... NOW! :Eggjfgiij‘;’;ﬁ,’,‘; T Vi bt

@ Auto baud scan — optional

Please rush me: Compare this to any other modem...!
Item Qty £ each Total Similar high quality software solutions available for Amstrad.
Commodore. Atari, BBC Micro, Apricot, Sirius, IBM elc

Voyager 7 £91.95 incl. VAT AREROYE

for use with
Voyager 11 £114.95 incl. VAT telecommunicat

1 enclose cheque/PO for £ B0y ks For use with any home Micro systems run by Briti
Or charge my Access/Visa Card No. SO Complete communications pack for: Telecommunications

Amstrad 464, 664 & 6128 Skycom Multi-Port £159.85 e o a

Signature ... e Allprices include VAT and post & packing. Add £7.50 for next day delivery ingituictions
Name ... I e for use
Z P -
V4 = H USE Made in Britain
_—

: Please make cheques payable to MODEM HOUSE =
and return coupon to address opposite.

70 Longbrook Street, Exeter, Devon EX4 7AP Tel:(0392) 213355

Vg Amstrad cpc 464

Avoid the rockets and anti-aircraft guns and
DYNAMITE the dam, only the most skilful pilots
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.

SPECIAL
FREE WATCH
OFFER...

1. Maze Eater 17. Pontoon Bet 35. Submarines
m COM PUTER 2 Cvclnn;ﬂ 18. Thin Ice 36. Space Base
3. Space Mission 19. 30 Maze 37. Planets
4. Lunar Landing 20. Colony 9 38. Black Hole
GAMES ON : Fantasy Land 21. Force Field 39. Dynamite
Startrek 22. Solit 40. Timebomb
ON E CASS ETTE 7. Whirly 23. Tunnel Escape 41. Day at the
g Al‘lhl:llsl ;; mnl Jump - :lﬂ!l s
. Tanks . Trucking pace Searc
YOURS £9 95 10. Galactic Attack 26, Rally 3000 43, Trivia Quiz
FOR . 11. Ivasive Action 27, Sitting Targ 4. Rats
12. Noughts and 28. Nemesis 45. Tanker
\incfuding FREE Watch and Pos!agJ | CASSETTE 50 Is AVAILABLE ON g E’“”'°; 29. Space Ship 46. Dungeon
| 13. Royal Rescue 30. Jet Flight Adventure
S————on—@ (@45 ATARI DRAGON ELECTRON WPaYow 31 KngsOn 42 det Mabie
. ards Right 32. Intruder 48. High Rise
ViC= 120 ORIC1 Zzx81 ‘q)ph Atmos 15. Creapy Crawley 33, Inferne 49. The Force
16. Hangman 34, Ghosts 50. Exchange

(Supplied on cassette, compatible with 664 and 6128
when used with cassette player and suitable leads.)

% & | - Spectrum commodore s« AMSTHAD

20 KEY, MULTIFUNCTION

CALCULATOR WATCH 7 calculator watch

with every order I I with every

for a Cassette 50 \ Cassette 50
r— -

Names and games may vary for each type of computer.

--—_—_—-_—_-
Postage FREE in U.K. Add £1.00 for overseas orders. 1
Free watch and tape will be despatched within 2§ days

| enclose a cheque/ [ o ] made payable to I
K= postal order for L __| Cascade Games Ltd.
® Normal 12 and [[AZel EXPRESS DELIVERY-ORDER NOW! [ o through any Post Otfice by TRANSCASH (Giro No, 655 6655) |
2 i Fi [ when charging to Access, Ba
24 hou time N ONLY £9.95 e et o ot et Bt o
mode M?Nor ———r—————————— '
@ Calendar mode ‘ : fiama —— e

@ Alarm mode

@ (alculator
mode

Post Code Cascade Games Ltd., 1-3 Haywra Crescent,

Address AMSTRAD u ATARI [ ORIC 1 BBC a8 I
SPECTRUM | | viC 20 [ X 81 | APPLE |

R * ; COMMODORE 64 El ATMOS DRAGON |_] ELECTRON
Harrogate, North Yorkshire, HG1 5BG, England. I

WORTH OVER £10 RLs Country AA 5/86 Telephone: (0423) 504663. Registered Number 1755554

AMSTRAD ACTION MAY 1986 111




PSSS555T! A KNC

DOOMSDAY
BLUES

Save £3!
OPTION 1
Any of these
titles for £6.95

DEXTER

Our Mastergame review in this
issue plus the screen demon-
strated on our tape should be
enough to convince you this
program from France has simp-
ly astonishing qualities in
graphics, gameplay and origin-
ality. Remember there are 49
other screens to work your way
through. Alors, c'est

magnifique!

SWORDS AND
SORCERY

The award-winning, massively
sophisticated Dungeons and
Dragons game is yours for the
asking. A huge game offering
months of challenge as you de-
velop a character and gradually
progress through the hazard-
filled dungeon If you've been
wowed by the demo version,
the thing itself could blow your

DOOMSDAY BLUES

Our demo program will have
convinced you that this French
title has a superbly original at-
mosphere all its own. But are
you up to taking on the chal-
lenge the full game poses? Dare
you discover the enemy that lies
on the other side of that locked
door?

! great
Mastergarme.
_ an BA
(vortex) he combat
_ gameplay- - + Mastergame.
are f ed through:::ci‘:t g.,aphics, superb (lmagme) _ anothe fe
tion offers. £16.8 them all a1l time Amstrad €8 yagter-
on's o subscrip 3 . Fo 1y guaran o to end M g of the .dventure,
Amstrad AC“ alcha-ble gene ing) YOU not hogesi your garm (Ultimat ate) emaSS'l ve arcade-a ad T
for thel is let's be oyle) : ergroun
land mdes post, packing: Tt inat is, ) o cream © (Garg Yu \op-selling underd
B f,zen ale month “gfy a choice game, great aimatioR 45 Gold) - P
tee YO o d v :
rite magazn e AmstraC . ure. . oft disk
ia:gv‘vlale available on WO of the followind games platform advent = ¢ the follo wmg Ams
and an have av y £13.95.
awnerslca-: ior b otween £1.95 °w“ers;mch normally ?11;:;01-91“ LR 100 big o fit
all of which normally games- all c::lasSY uovEIE“ anded yersion tha at's
: : : expanl . he
- the s g i ¢ tion ON t
- casse':e! {he best molor—racmg simula ;
FORM o - me saventute from
worey Jockbusting axcade?
Amstrad: _ gpother blo earm. ing 3D display-
amming t€ ram, stunt
the Sorcery pmgrp werful chess prog d gend it off,
an
e form be].OW str ad Rc-
out 1y complete t tion OffeT t if your
che ed M 0;: To ordef‘::mp YYment . TAIL ;ip . Ple :‘:t g;ate of our
i tte sele together mersel, the on- Jlowing
ﬁut g iror: EITHER the cass® gn, 5°‘“f“‘:‘;; than a .eEk .ﬁf,“ff start until the i
are y der arrve cription
soiﬂ‘:: 5 P or s, your ¢ subs
. cle TWO): Alien 8 | Everyon® i :
ASSETTES: (Please €1 A K““g Fu | Marsport [ issue.
C | Yie :
unter
Highway ENCOML 10 tnission
sible
\Na\\ l‘“‘“os loop +
i trange
DISKS (Please CIICE ONE: prn. | Gy 2 G885 ;
aid | 3

gorcery B




DCKOUT OFFER

ational savings on cover cassette titles!

Save £12!
OPTION 3

Save £7!
OPTION 2

Any TWO titles
for £12.90

BATTLE OF BRITAIN

Now that you've had all that
| practice blasting aircraft out of
the sky in our demo program,
why not go for the real thing?
The strategy part of the game is
sophisticated in the extreme.
Enough to earn it AA Rave
status in our November issue. A
great chance to reenact Britain's
finest hour.

AnTHREE

THEATRE EUROPE

This controversial program has
as its scenario a modern-day
conflict in Western Europe. Can
you halt the Eastern Bloc forces
using conventional forces? How
will you resist the temptation to
resort to chemical or nuclear
weapons? A superb war game
(AA Rave Feb), combining
strategy and arcade sequences
with a chilling and topical at-
mosphere. To sample it, try
ringing 0203 668405.

You ve seen the ads, you've read the reviews, you've
sampled the action. Now for the real thing.
We're offering at huge savings all the superb PSS

titles demonsirated on our cover cassette plus the

chilling war game Theatre Europe. They normally cost
£9.95 each, but you can have any one at a £3
discount. Buy two and you get £7 off. Three means a
£12 saving. Get four and you save £18. Or you could
go the whole hog and bag all five programs for no less
than £25 off than shop prices. That's under half price!
You won't find any better way of getting hold of
programs from a software house who now seem
destined to make a massive impact on the Amstrad
market.
All games are available on cassette and are
compatible with the Amstrad CPC 464, 664 and 6128.

PSS PROGRAMS SPECIAL OFFER
FORM

Yes, I want to take advantage of the special offer option I have

ticked below.

J1. One title for £6.95
2. Two titles for £12.90
[13. Three titles for £17.85
(4. Four titles for £21.80
(5. Five titles for £24.75

I have circled the title(s) I would like from the list below and
enclose a cheque or postal order made out to Future Publish-
ing. (Please note, all titles on cassette only, but compatible with

464, 664, 6128)

Get Dexter / Swords and Sorcery / Doomsday Blues / Battle of Britain /

Theatre Europe.

by o] - TR S R S R R R G U R

Address

Post this form plus payment to: PSS Offer, Amstrad Action, Somerton, Somerset,

TA11 5AH.




ARCADE |

INTERNATIONAL SOFTWARE
UNREPEATABLE DISTRIBUTION TO PUBLIC AND TRADE

Sale time at last for Amstrad!

Electro Freddy .. veee--2-99 Harrier Attack.............. 2.99 Ship of Doom (Adv) ........ 3.99
Roland Goes Dlgglng ...2.99 Mutant Monty ............... 2.99 Inca Curse (Adv) ............ 3.99

Spannnrman ...2.99 A View to a Kill . .2.99 Planet of Death (Adv)......3.99

Munchit . ...2.99 Arabian Nights ...... .2.99 Espionage Island (Adv) 39
BARGAINS! ~
u Splat! ...

...2.99 Forest Worlds End.. .2.99 Snooker.. R
...2.99 Heroes of Karn ...... :2.99 Grand Prix Dnuer
...2.99 Jewels of Babylon.. .2.99 Alien8...... CPP ks
...2.99 Gatecrasher ....... .2.99 Sabre Wulf.....

...2.99 Warlord......... 2.99 Raid Over Moscow;d.99

...2.99 Chopper Squad ... .....3.99 Steve Davies Snooker .....6.99
Gems of Stradus ...2.99 Andromeda ........ .....3.99 Rambo .. S R )

Space Hawks ... ...2.99 .Chuckie Egg ... 399 N.OMAD. 6.75

COMPUTERS £ E’?,“ Golf ... ...2.99 ;unter Killer .. 399 Hypersports .. 6.75

ubit ... aster Chess. 3.99 Yie Ar Kung Fu 6.75

Eommogors 128 Lrh LR e e D ) Py iz Sead Conaraaile:. A0 L ElHa 1050

Commodore 1230 L 470.00 Laser Warp Hunchback......... .3.99 Lord of the Rings . 11.95
Commodore 128 + 1570 dlsk .. 389.00 Astro Attac Atom Smasher .3.99 Super Test ...... 6.75 ]

Amstrad PCW 8256 word processor.................... 429.00 ;'fn"c';(‘;‘lx(if”ﬂ m’,‘,‘fcﬂm"f:;' ;3;33 L‘;‘;g,"‘,‘e“g"’,';‘,,,m,,d ggg

Classic Adventu American Football.. .3.99 Dambusters” ....... bty |

PRINTERS :[!zndlmlf“ader M glren ........................ 3.99 Impossible Mission®.......7.25

g ode Name Matt ounty Bob . ...3.99 Winter Games® ..............7.25

DRSS Dalsywhesl ... ...t 176.00 Super Pipaline il Kung:Fu in Las Vegas NS Forbiaia s SR

Amsttad DMB 2O .. ... ... 0cooimeiriamivapratitsianisiat Blagger : Higgins Pool .. R PR it i B

Detective............. _Higgins Snooker ............3.99 Nonterraqueous .............1.99

DISK DRIVES Houas dack Bilit - e e e el

COMMOUOEE T570... i 0 iisressnsissininsss casbitss ibiirsnet 18900 Lucky Fruits.......... Herbert's Dummy Run.....3.99 Locomotion......... el

Code Name Matt Il Everyone's A Wally ........3.99 Finders Keepers............1.99

All prices include VAT and delivery. o THADEG& gl;;NT;TY PRSgEHSE
. ames priced t £2.99 — orders for 50+ t£1.75
Ch ﬁ?’dtfs for Securicor. Games priced t £3.99 — orders for 50 + 1 £2.00
eques payable 1o: All prices include VAT, P&P.
MATRIX TRADING Cheques and postal orders made payable to ARCADE INT. SOFTWARE and
sent to:
Tempo House, 15 Falcon Road, o Unit 202 Shopping Hall, :nzru: R;aad
st Ham, London el: 01-47 900
London SW' ' z_PJ Shop open Mon-Sat, 9.30-5.00. Thursday, 9.30-1.00
Tel: 01-223 7662 (office only) - OVERSEAS ORDERS CHEQUES ONLY

| Europe £1.00 extra per tape P&P (50 + — add £15.00)
Elsewhere £2.00 extra per tape P&P (50 + — add £25.00)
* Please phone for availability
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~ Thereare Pléyers,

and there are Survivors!

Available now in Firebird’s ‘Hot Range’ for
Spectrum 48K and Atari 48K, and available
soon for Commodore 64 and Amstrad

- buy them while they're ‘HOT'. At£7.95.

@ Firebird is a

ed Trade Mark of British Telecommunications pl

FIREBIRD SOFTWARE WELLINGTON HOUSE
UPPER ST. MARTIN'S LANE - LONDON WC2H 9DL

MAIL ORDER
uantity required
OF TWARE. All

inclusive of VAT and postag
MAIL ORDER: AUNTIE KAY, “FREEPOST FIREBIRD,WELLINGTON HOUSE,
UPPER ST. MARTIN'S LANE, LONDON WC2H 9DL. “No stamp required.




AMSTRAD

3 - 3 AT R
- e
I
| @
TM indicates Trademark of DC Comics Inc.(C)1982
All Rights Reserved.

SPECTRUM 48K ==

A
Ocean Software Limited, . -
@ 6 Central Street, Manchester M2 5NS. L -
Telephone: 061-832 6633 | =
Telex: 669977 Oceans G ———




