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A very important page written by a very important
person. Plus Sugarman.
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8000 52 PACIFIC
The latest hit from France features a monster-sized
THE WORD PROCESSOR playing area packed with...monsters.
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It took its time coming but the wait was worth it.
Wonderfully violent. y
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ENTERTAINMENT

REVIEWS @ MAPS @ ADVENTURING
45 ACTION TEST

The start of our unrivalled section of reviews plus the
top 20 chart YOU create.

19 AMSCENE
A report on the latest Amstrad show plus news of
some exciting goodies on the way. 46 CAULDRON 2
Excellent follow up from Palace Software, only this
time you're the pumpkin!

SERIOUS SIDE 48 KANE

Superb Wild West value from budget masters
Mastertronic.

24 USING CP/M 49 BIGGLES

Part 2 of our series which lets you extract more from Crives. Alayl The game of the film is awfully joll

your disc operating system. P /Y okl e WY
good actually.

26 BASIC BASIC
A programming course which explains all the things
the manualconfused you with.

28 HELLO CAXTON
A visit behind the scenes of a software house bringing
out high quality programs for Amstrad users.
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62 MOLECULE MAN

Yet another Mastertronic Rave. Great game design
facility. Great price.

70 ADVENTURING
No one does it better than the Pilgrim who's wallowed
in MUD and revelled in a new game from Global.

84 SHOGUN REVEALED

We map out the latest creation from the Virgin boys.

ION

THE SECTIONS CREATED BY AA READERS

67 VOICE OF THE PEOPLE

Your comments on new games.

68 HI-SCORE
Compare your performance against the greatest in
the land.

76 TYPE-INS

Try out this version of everyone’s favourite oldie
Breakout.
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COMPETITIONS @ OFFERS @ SUBSCRIPTIONS
86 MAIL ORDER

How you can order software from your armchair and
save yourself pounds.

88 SPECIAL OFFERS

Tempting goods at tempting prices.

91 COMPETITION TIME
Fabulous jewelry up for grabs — plus the winning
drawings in our killer car comp.

96 FREE WIDGETS
Can it be possible? A free joystick or dustcover or
Thingi when you subscribe to AA.
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THE MAKING OF & LEGEN D

France’s award winning, role playing epic now available in English

Available for:

Amstrad (pisk and Cassette)
CBM 64 (Disk and Cassette)
Apple |l (pisk)
MSX anda Spectrum
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- The Amstrad rumour machine
. Amstrad’s planned launch of an IBM-compatible machine has
. probably provoked more unsubstantiated claims and counter-
. claims than any other computer launch of recent times. Depending
~ on who you talk to the machine will or won’t have colour, may or
. may not have two built-in drives, which might or might not be 3". It
l  could, or there again could not, feature a built-in hard disc, but
~ without doubt, well without much doubt, will feature the GEM
mouse-driven operating environment. Selling, as is widely believed,
for a mere £399 (no, sorry, £599) one thing at least is clear — the
new machine will be a raving success or possibly a damp squib.
How is it, you may wonder, that Alan Sugar can keep his
secrets so well. Simple. The man has developed a unique technique
~ for preventing company leaks. We have it on good authority that
. no one in Amstrad apart from Sugar actually knows (and can be
sure he knows) all the details of the new machine. Different
. departments and the various companies Amstrad are working with,
- are given only as much information as they need to do their own
planning. And in giving out such information Sugar has been known
to mix in & few red herrings — even to his own staff. A very
effective way of tracing the source of leaks, wouldn't you say?
And therefore, a very effective method of preventing them.
Don't take what you read too seriously.
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AA modest claims

department
It’s always nice to get free pub-
licity, so we were grateful to
one of our competitors for publ-
ishing yet another reference to
Amstrad Action in the letters
section of their July issue. The
reply they printed was a little
misleading, however.

A Mr Grant Currie from
Peterborough had requested
that they review more games,
saying that Amstrad Action had
‘absolutely slaughtered’ them
on games reviews in the May
issue. Quite so. But their reply
suggested that AA was first with
the reviews simply by virtue of
going on sale a week earlier in
the month.

Wials siqppeqa. - ;
Just one more thing: Review
more Gamesl!! | buy Amstrad
Action as well as this mag,
IaMhﬂmMayissue : abso-
n

e i L mes
nmc‘

Come on, chaps, be fair. As
Mr Currie had spotted, our May
issue contained a long string of
reviews which appeared in this
competitor not a week later, but
a whole issue (five weeks) or
more later. They were, for the
record: Batman, Tomahawk,
Frankie Goes to Hollywood,
Doomsday Blues, The Last V8,
Moon Cresta, Way of the Tiger
and a couple others. Against
that the competitor's May issue
had just two reviews — 2112 AD
and Forbidden Planet — which
we had missed that month
because of our earlier dead-
lines. ALL their other game re-
views were done earlier in
Amstrad Action by at least a
week. So there.

Incidentally, the May issues
were by no means out of the
ordinary in this respect. A care-
ful check through all the recent
issues of various Amstrad maga-
zines should leave you in no
doubt as to which one puts most
effort into bringing its readers
the first reviews.

There, now we feel better.

Access orders

Hey! We're now able to accept tele-
phone orders from Access card-
holders for subscriptions and mail

order. Just ring 0458-74011 and ask
for Access orders.

Visa card-holders watch this
space.

Every page sweated over AMSTRAD ACTION AUGUST 1986 ?
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At last @ POWERFUL disc backup and utllity package for the 464

jncorporates the following /
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send price as advertised. Outside Europe £2.00 for
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Disc  Rom
STILL THE BEST DISC UTILITY PACKAGE

ODD JOB

A complete disc utility with all the programs YOU have told us
youwanted all together in one amazing package. A total of
309k of disc space used.

Just look at some of the features:

« A complete directory editor with which you can examine the
disc directory and easily alter the contents.

« Recover erased programs.

«Hide programs from the directory.

« A complete sector editor to examine and/or alter the
contents of files in HEX or ASC11.

+Map out your disc and locate where files are on the disc.

« Prevent programs from accidentally being erased.

« An intelligent disc copler that can copy those damaged/non
standard sectors on a single or twin drive system.

«Format in half the time on either drive. Ideal for 5.25 inch
second drives.

« Transfer your little used programs/files from disc onto tape
to reclaim expensive disc space.

« Increase the speed of your disc drive by up to 20%.

«Load and list protected BASIC programs

» Allinstructions are supplied on disc on a separate help
menu.

» Simple to use with single key selection

«Makes full use of the discdrive. Alo A,Ato B.Bto A, etc.
+Compatible with all Amstrad CPC computers.

All this for the incredible price of £12.95 on disc only
ODDJOB is constantly upgraded — checkwith us the current
version No. and if you wish, return the disc with £2 for
upgrade.

NOW A ROM VERSION ODDJOB AVAILABLE —£19.95

PEORLE

UNIT 14, WHITE HILL HOUSE, 6 UNION STREET, LUTON, BEDS LU1 3AN

TEL (0582) 411686

FOR YOUR AMSTRAD 464-664-6128

a5 [11.45

TRANSMAT

Easy tape to disc transfer. This
professionally used and respected utility has
set the standard in tape to disc transfer that
others attempt to mimmick. Rated highly by

the computer press.

Transmat's many featuresinclude
= Easy Operation « Auto or non auto modes *
Relocator for programs which overwrite the
discarea Erase * Catalog files  Rename =
Disc header reader « Select user area A or
B drive working * Transmats itself.
Also available on ROM only £19.95.

7.9
ass  pisc

your

Find

SPIRIT

The perfect advanced software complement
to Transmat or those knowledgeable in
computing—Spirit offers all the tools you
need in one economic package to transfer
those genuine headerless programs onto

disc.

To use Spirityou need a dissassembler and
some knowledge of machine code.

595
l CASS

men

you hours of enjoyment designing your own
sprites. Included is ademo to show you the
possibilities of designing and writing your own

PRINTER PAC 11

The screen copier. The complete printer
utility for most popular dot matrix printers,
including the DMP 2000 = Full proportional
shading » Full size dumps « Variable bulfer
option to release the computer » Text dumps

ORDER FORM

per title. For rest of world add £1.50 per litie. INC AIR MAIL.

I NAME

= all models catered for. @

r—-—_—._-_--_—-—-_——-—-_——-—--

All prices include VAT and P & P. For Europe add £1 per title. For Australasia add £1.75

: ADDRESS

£11.45
DISC

7.95
CASS

FIDO

A general file and disc organiser. If you have a
lot of discs and you can never find the program
youwant, then FIDO is your answer. Its many
features will allow you to completely organise all

specially designed database. This menu-driven
disc can store up to 200 discs Or 2150
programs = Full disc utility section * Security
password system (to protectyour database) *
Separate programs runner = Will search and list
«Sortinto alphabetical order = Printer option »

Pride's usual high standards T T T
ASS  DISC

SUPER SPRITE

Creates fast moving animated games easily. An

extremely powerful and versatile piece of
software ata realistic price. SUUPER SPRITE isa

animated sofware. The complete instruction
book gives examples of how to create and
animate sprites for your own programming.

NEW!

£11.85
DISC

files/discs and manipulate them using a

free space «Very easy to use * Wellup to

u-driven friendly program which will offer

T0

IF YOU'VE WRITTEN AUTILITY UP

PLEASE CONTACT US.

OUR HIGH STANDARDS

T ewE Dol DRSS NS WO NSRS O MmO R

Cass Disc Rom Port "

TRANSMAT I

SPIRIT !

FIDO 1

PRINTERPACII I

SUPER SPRITE I
ODDJOB
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® Does your micro chat to 70,000 people across the UK?

® Can your micro interview pop stars, hackers and doyennes
of the computer industry?

® Can your micro provide the answer to your technical and
software problems?

® Could your micro send and receive telex’s worldwide?

® Does your micro do your shopping for you—and have it
delivered to your door?

® Is your micro an answering machine, delivering your
private mail whenever you log-on?

NO?.: L on T e

Buing yoer >
%6.” Dw R

To: Micronet 800, 8 Herbal Hill, London EC1
Please send me a brochure on Micronet 800

TRt R o
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Name
foa —_— Address__
l\?icronet 800 Telephone No
8 Herbal Hill, London EC1R 5EJ
Telephone: 01-278 3143 Age Micro
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people.

SAH.

Lenslok problem

I must write to inform you and
your readers of a problem I
encountered after buying the

helicopter  flight simulator
Tomahawk.
Due, presumably, to

copyright laws being frequently
ignored, Digital Integration
have introduced a security sy-
stem - Lenslok - to prevent
illegal copying. This consists of
a rectangular piece of plastic
with a transparent window in
the centre. The idea being that
after the cassette has loaded the
letter ‘H' appears on the screen.
You then place the outstretched
lens (It folds: to use later in
code-cracking) on the screen
and alter the size of the ‘H’
(using designated keys) to that
of the Lenslok lens. When this
has been achieved you can then
proceed to crack the code.
However, as I found to my
annoyance, if you are like me
and use a large colour televi-
sion with a modulator and not a
smaller screened colour moni-

tor, the letter ‘H’ on the TV

LENSLOCK

Once again Somerton’s long-suffering postmen have
been puffing up the stairs and depositing vast sacks of
mail on our doorstep, all from you our favourite

This month’s lovingly checked out selection inc-
ludes @ moan about the Lenslok anti-piracy device,
belated praise for an ancient Kuma game, the insane
ravings of a Mr Piers Clifton, plus the usual welter of
queries, grumbles and grovels. You want to pay
particular attention to the bits written in italics after
each letter — we did those. Good, aren’t they?
Remember, you too can contribute to this column -
and if your letter impresses us you could even be
awarded a £15 software voucher! Post ‘em off to:
ReAction, Amstrad Action, Somerton, Somersef, TAI1

screen is much larger than that
of the lens, even at the smallest
obtainable size. Hence my ina-
bility to crack the rest of the
code, if you see what I mean?

I can only imagine there-
fore that Digital Integration
either didn’t foresee such a pro-
blem, or that there’s some way
unbeknown to me of loading the
game without the problem de-
scribed. If so, I'd be glad to
hear from you. Otherwise
please inform your readers of
this absurdity. By the way, I
subscribed to the magazine
after reading only one issue.

G Pennington
Burnley, Lancs

Though effective, the Lenslok
security system is not ideal as
you have discovered. But if
there were less pirates about
Digital Integration would not
have had to go to such lengths.

Showered with

praise

As I am the proud owner of an
Amstrad CPC 464 I thought it
would be nice of a kind-hearted
person like me to write in and
say your mag is ace. The games
reviews are well done, the com-
petitions are good (thanks for a
copy of Strangeloop, it's ace),
the Cheat Mode section is a
great help, thank God for that
Spindizzy poke too, you certain-
ly need it.

The Absolute Beginners
section is a nice refresher
course. It might just get my
memory going again. I would
add that I haven't had one single
problem with my Amstrad (not

like Speccy or Commodore
owners). By the way, could you
tell me any news about when
Ocean are going to release
Knight Rider for the Amstrad? I
have been waiting quite a while
and not a whisper of it yet.
Steven Allan

Edinburgh

According to Ocean it should be
out towards the end of July, but
that is not a promise!

Remember the

Green Screen!
Hello famous, tremendous, fan-
tastic magazine! (Good eh?)
Firstly, a plea to all software
houses, how about taking the
time and effort to include a
green screen option in every
one of your games? Thankyou.
Now an exciting fact will be
revealed. In my recent survey
(excitement building) 1 have
found out that the most common
letter for software cassette's
titles to begin with is — (wait for
it!) 'S’ (as in sausage). I have
also found that the most un-
common letter for software to
begin with is - (more excite-
ment) ‘X’. This survey was taken
from a total of 868 Amstrad soft-

Competition

problems

Over the past few months AA
has been notorious for duff com-
petitions. First came the infa-
mous ‘mach question’ and now
‘the code with the spelling mis-
take’. Was it Toot that ran off

with the dot that should be in the
first letter of the last word in the
first line? For those who are
confused by this the first line of
the code should read as follows:

ware titles.

This is a genuine survey
and I hope it has been of some
interest.

Andrew Putt
Ross-shire, Scotland

Well, it takes all sorts to make a
world...

Datex plug

First 3 points I want to make.
Firstly, what a great mag, keep
all the features in, but more
Cheat-Mode and maps!
Secondly, when I was loo-
king through my back issues
you stated in issue Six which
joysticks were the best to use
for games such as Daley
Thompson’s  Supertest and
Hypersports etc. Now, if any-
body has £12.95 to spare and
wants a good joystick, then pop
down to your local computer
shop and ask for a ‘Datex Micro-
Stick’. Not only can it take a
good knock, but it is a twelve-
way, self-centering, mega fan-
tastic joystick. So don’t buy
shoddy goods, buy dearer, but
get excellence.
Robin Pullen
Norfolk

1 have rung the guilty letter. I
advise you to fire your type
checker and employ a new one,
perhaps Amold!

Christopher Lamb

Stoke Poges, Bucks

Toot denies all, but I've got my

suspicions...

JATICcACEEAL
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A few niggles

For the past two issues | have
been reassured of the availa-
bilty of the best-selling game
Elite from Firebird. However
after phoning up various soft-
ware distributors I finally dis-
covered that it was not likely to
be out for a few months, not as
AA said ‘by the time this issue is
on sale’.

Another fault I have found
concerns your software review-
ing system. Certainly it is one of
the best, but it can be very
misleading. For instance, you
gave the PSS game Get Dexter
94 per cent and made it Master-
game! I would have to be in a
very good mood to rate it above
65 per cent and I know for sure
that others share my opinion.

However, despite this I still
vote Amstrad Action one of the
best magazines on the market.
Phillip Miller
Kettering, Northants

It appears that your niggle is
with our ratings rather than the
reviewing system itself - An
awful lot of people do rate Get
Dexter highly; including, obvi-
ously, Bob Wade himself.

Firebird'’s Elite has been a
real problem, which is a shame
because it is an excellent game!
The original cassette version
turned out to contain a bug
which, as we were offering it to
our readers at a special price,
was rather embarrassing for us.
Rather than send you the
bugged versions we returned
them to Firebird to be replaced
by working copies. We, and
you, waited and waited for the
replacement tapes.

Because of the delay, we
sent everyone concerned a let-
ter offering a full refund or
alternative titles. The situation at
the time of writing is that the
cassette version is available, but
the disc version is still not
around.

Man without

Amstrad
Dear AA, the best computer
mag ever!! | have got every one
of your mags and have now
subscribed to you, got Get De-
xter from the special offer, and
went out and bought five £9.99
games. ‘So What?' I hear you
ask. Well I, have not got an
Amstrad yet. | hope to get one
for Xmas, but at the moment I
just make do with my ZX81! yes
ZX81. 1 hope to get a 464 or 664.
Anyway in issue Seven or
Eight someone used the word
‘Amster’. I thought it was a little
furry thing like a mouse until
you said ‘What is an Amster?’
Well I have the answer. Having
a spare quid I thought I would

The truth about

Amsters

Pathetic mortals. Yet again you
have shown your ignorance
when you failed to comprehend
the meaning of ‘Amster’ in your
May issue. [ feel it my duty to
enlighten you even though it
disgusts me to do so. Neverthe-
less, this foul deed must be
done.

Long, long ago etc. the bar-
baric race of Sugarines decided
to declare war on earth. Earth
didn’t know this and until now
was never to find out. After
hundreds of years travelling
they reached Earth and landed
and waged war with what they
thought was the Earth’s superior
race the hamsters. After

go and completely waste it, so I
did. I went out and bought a
certain other magazine and
found this is where ‘Amster’
comes from, so this is for Paul
Smith who used the word: ‘don’t
use an enemy mag word again!’
It is meant to mean an ‘Amstrad
user’.

Two last things, how does
Meltdown use over 170K mem-
ory like it shows in the mag?
And where do you send the
Pilgrim voting chart, because I
have not seen the address
printed anywhere?

Dean Williams
Wirral

An Amstrad enthusiast without
an Amstrad! That’s a new one on
me. As to your definition of
‘Amsters’, I much prefer Piers
Clifton’s above — it has the ring
of truth to it, if you know what I
mean.

As to your last two points,
games like Meltdown are able
to use 170K files of program or
data with a 64K machine
because they don't load all the
data at once. Data is called from
the disc into Arnold’s memory
when required. This is fairly
straightforward on a disc-based
game, but less convenient on
cassette due to the longer load-
Ing time.

Finally, the Pilgrim voting
form is in the Pilgrim's pages -
If we've occasionally forgotten
to put it there, we apologise
profusely!

Terrible moan

I'm afraid I've got a terrible
moan to let off. How come you
print the same letters more than
once? Take Stephen Jones of
Boston Lincs’ letter. Apart from
the last 21 words the beginning
is exactly the same as the one
you printed in the May edition.
It was printed in the June issue
as well.

hundreds of years, when
neither side had won, they
made peace and settled tog-
ether. Soon hybrids of the two
developed. (Ha! mortals now
you know what hamsters do in
their paper filled plastic ken-
nels every night!). The result
was the Amster. However an
evil knight learned of this rising
and the Sinclair anti-Amster
massacre took place.

However, a few amsters
survived. They are now contact-
ing each other with pen-pal ad-
verts and the like, and there are
rumours of a plan to take over
the world. Be warned AA, do
not print any more of these evil
scriptures.

To be serious though, the
mag's great (grovel, grovel) the

Apart from that keep up the
good work. I have to admit I
actually do find your reviews of
games and the layout of your
magazine great.

Your ‘Covenant’ game was
great and well worth the extra
50p.

Mr G Veazey
Peacehaven, E Sussex

If we could think of an excuse
you would believe, we would
print it. Perhaps we should just
blame it on Toot.

Pause for thought
I've always bought another
mag, then I saw yours. What a
difference, 100 per cent better. I
even get it delivered.

Now the main point. I went
to Boots, birthday money in

Sam Foxed

So returneth the pen-pal seeker.
Some moans, groans, cheers
and even yelps of excitement
since [ wrote last.

First, the bad news!

Page 64. Sam Fox Poker.

I saw in an issue of another
magazine, (before I saw the
light of Amstrad Action) a re-
view of Animated Strip Poker.
This I thought about, then
thought ‘no, they wouldn't bring
out another one’. It is an insult to
mankind, let alone womankind,
to bring out, not one, but two
such games. Urrgh! Moan!
Groan! It should be rated as
follows:

Sexist Tendency: 100%

Game Rating: 00%

Enough! Let other people
moan too! The only thing which
should be said is BAD NEWS!
But back to Amstrad. I now
hereby join the 664 Moaner
Basher club. BASH!! ‘Nuff said.

But on the whole, I think AA
is one great mag, and I turn on

~Arnold is great and this letter is

great (Elite would do nicely

East Horsley, Surrey

We stand duly warned!

hand, to get some new games. |
came out with Batman, Get De-
xter and Sir Fred. At home I
slotted Batman into the tape re-
corder. The tape just would not
start going round! Oh no! I tried
everything I knew of, but no joy.
I sat down and wept as I looked
for a repair service in the mag. I
found one and went to pack up
the computer. I head-butted the
wall, kicked myself — how could
I have missed it, so stupid? The
pause button was pressed
down. [ unpressed it and now all
the games work perfectly. What
a clot I am. Keep up the good
work and witty humour.
Johnathan Maney

Mirfield, W Yorks

Well done! We've all done it
some time in our past

my fellow Irishman who smote
AA. Bash! Juvenile Rubbish eh?
We'll see about that!

By the way how ‘bout a
page each issue for 7-11 year
olds, starring say Toot or Rol-
and Rat with an Amstrad in his
sewer. (I like R.R.) Sugarman is
great! By the way, Pilg, keep up
the good work. Even though I
own no adventures, reading his
reviews passes the time well.
Oh yes, this is directed at James
Harrison. Bash! What an insult-
ing juvenile letter. Sob! By the
way, what's Roland goes
Caterwauling? See Hi-score
challenge an issue or two back.
Mark Dowling
Mitchelstown, Co Cork

While we agree with you about
sexist games, we think you're a
Ilittle hard on 664 Moaners, your

fellow Irishman, and
Harrison.

On your last point, you
didn’t notice that it was the April
issue?

James
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Sad question

As you know more about
Amstrads than anyone I know, I
was wondering if you would
listen to my story and help me
out:

Before Christmas all my
friends were getting Commo-
dore 64's, but I stuck out and
bought an Amstrad with colour
monitor.

Software publishing

My reason for writing is to en-
quire about copyrights and pa-
tenting. At the moment I am
writing a business package for
use on the Amstrad PCW 8512,
and although I do not have any
intentions of publishing it, [
would be grateful if you could
supply me with some inform-
ation on the aforementioned

Amstrad Action was and is [REISIGE
the only computer mag I have In addition I have searched
bought, and like it as much then EITSTl(BEERT RIS RS G EVLETE]

as now. One sad question which
has always troubled me is that

supplied with the machine and
cannot establish how to disable

the Commodore 64 has exactly EEYEESRIER Y lEIH
the same 64K memory, but the JETTTReR:T311M)
C64 games are out quicker and el My 210 1]

seem to be better. Why? Why?
Why?

Ahmet Ismael

Dagenham, Essex

With regards to the extensive
topic of copyright and patents, I
can only refer you to The Soft-
ware Author’s Yearbook 1985-
1986 published by MacMillan in
their PaperMac range. This
should contain all you need to
know, or tell you where you can
find out more.

As regards your second
question, we cannot work out
why you would want to disable
the keyboard. If you only want
your program to respond to
certain key strokes, then you
can simply use the INKEY$ func-
tion to test the keyboard, linked
to IF..THEN statements to re-
spond to the required keys.
These are detailed in your Basic
manual.

Short on memory
Noticing in this month's edition
(June ‘86) that you have now
assigned a whole double
spread to the niggling problems
incurred by ‘Amsters’ (a most
convenient word used in the
May edition by Paul Smith), I
was obliged to write for HELP!

Having obtained Protext on
Rom for the serious application
of my CPC6128, I let myself go
by purchasing Cyrus 2 Chess on
disc; only to find that, when I got
home, inserted the disc and
tried to run the program, I was
given the blunt message ‘not
enough memory' (this was with
my Protext Rom card plugged
in at the back). However when I
eventually thought of removing
the Rom, Cyrus had enough
memory and functioned
normally.

Please can you brainy, en-
lightened ones at AA pass some
light on to me, and tell me
whether anything can be done
to resolve the problem?

Paul Webb
Ashburton, Devon

The C64 has been around for a
lot longer than the Amstrad, so |
software houses have more |
experience in writing games for
it. It is also far more of a games
machine — after all, it doesn'’t
come with a monitor and built-in |
cassette deck or disc drive,
does it? Another factor that
favours the Commodore is that
it is a very big seller in the
States, and a lot of good games
have come across the water for
the C64 that have to be conver-
ted before Arnold can run them.

However, we would disag-
ree with you on the quality com-
parison. The Commodore 64
does have the advantage of hav-
ing hardware sprites and scrol-
ling, but look at Batman or Spin-
dizzy for quality on the
Amstrad!

Computer club

I am writing on behalf of the
Brighton, Hove and District
Computer Club. We are an es-
tablished club which tries to
provide a helpful and stimulat-
ing atmosphere for computer
users. We always have a talk or
demonstration on some aspect
of computing at our fortnightly
meetings, and our current mem-
bership includes novices and
experts, amateurs and pro-
fessionals. We are interested in
both software and hardware of
all types.

Prospective members are
welcome to come along for a
couple of meetings to ‘test the
water’, and should write for
more information to:

George Seears

Brighton, Hove and District
Computer Club

19 Beach Green
Shoreham-by-Sea

Sussex

BN45YG

Telephone: (0213) 463111

When you turn your Arnold on,
he looks around the memory
map to see what Roms are
plugged in, and makes notes in
2 little corner of his memory.
Most programs don’t use this
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house I purchased it from.
T A Gray
Birmingham

little corner of memory, and so
run fine regardless of Rom
boards. Unfortunately some
programs need all the memory
they can get, and so give pro-
blems when they discover
Arnold’s little notebook. I'm
afraid there is not much you can
do about it — except switch off,
unplug the Rom board, and
reload.

We have spoken to Citizen
about this problem, and they
inform us that it is Pin 14 of the
Centronics cable connecting the
printer to the Amstrad that
causes this problem. Their so-
lution is to disable this pin on
the lead, either by disconnect-
ing it or breaking it off.

If this sounds a bit drastic
there is a software solution.
Basically it involves changing
the line spacing incrementally
using the appropriate Escape
sequences, or by using the .lh
dot command from Newword to
change the line spacing in in-
crements of 1/48ths of an inch.

Firstly, thanks for a brill mag
and keep up the good work!
Now down to serious busi-
ness. Last issue (June) you
printed a letter from Lyn Mur-
naghen from Kent, in the
‘Problem Attic’. She wrote to
you about the Spellbound poke
and why she could not run it.
Your reply to the letter, I'm
afraid to say, was wrong. I too
had the same problem, but all
you have to do is to find the
second title called Spellbound
(after Scode) on the tape, then
type in the poke and run it. To
do this you first type in RUN.

This brings up the statement
‘memory full’. Once that is done

all you do is press play on the
datacorder and type in ‘Run 50,
The poke then loads and works
perfectly.

I have also found the First
mission on Elite. It is in Galaxy 7
on planet Esarxeve. I leave you
with a clue for this mission. Buy
something, but not fuel.

Jerome Chui
Caerphilly

Protect me

I have had my CPC 464 for about
a year now, and require help on
two points which I think you
could help me with.

First, I received a copy of
The Devil’s Crown as a Chris-
tmas present. I have played it
lots of times since and can't get
past collecting the blue sapph-
ire. Can you or your readers
help? I have no trouble finding
the sapphire, but I can't pick it
up, as I can the other objects.

Secondly, I have had tro-
uble with some of my friends
(they aren't friends any more)
who keep trying to hack into the
programs [ write and save on
tape. At school I have heard that
the Amstrad has a firmware
routine somewhere in its mem-
ory for creating headerless
files. I am sure these couldn’t be
hacked into, as they can’t be
recalled using LOAD" or RUN".
If such a routine exists, could
you tell me its address and how
to operate the routine? Could
you also tell me the routine
(there must be one) which loads
these files into memory? My
friends wouldn't find out,
they're pretty thick and don’t
read your mag, but they have

Thanks for your help in clarify-
ing this problem, but our
original poke in Issue Seven did
say find the SPELLBOUND
program after the SCODE
block. Perhaps we weren't clear
enough.

Double spaced

I wonder if you can help me
with a small problem I am hav-
ing interfacing my CPC 6128toa
Citizen 120D printer. The prin-
ter works well with the New-
word wordprocessing software,
except that everything appears
double spaced. Double spacing
also occurs in basic print state-
ments when printed by this
printer. I have altered the ap-
propriate dip switch (no. 2) to
no avail. A new interface car-
tridge has also not produced
any change.

1 note that one of your re-
viewers also uses a 120D, I
would be interested to know if
he has had a similar problem,
before I send the printer back
(expensively) to the mail order
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got a tape-to-tape utility, so
SAVE'prog”,p doesn't stop
them.

I'd be grateful for these bits
of info. Great mag by the way.
John Nelson
Luton

On your first point, I am afraid
we cannot give such hints on
individual game problems, as
we just do not have the space!
Keep an eye on our Cheat Mode
pages though, you might get a
hint sometime. Indeed we gave
a tip for The Devil’s Crown in
our July issue, so there you go.
Your second point is far
more complicated. Basically
there are two routines; CAS
WRITE and CAS READ, at loc-
ations &BCS9E and &BCAl re-
spectively, that do what you re-
quire. Both require the address
of the start of the program block
in the HL register, and the
length in the DE register. The
content of register A is not im-
portant, but must be the same in
both cases. We would suggest
&16 as a suitable value.
However, these routines

will not work with programs
written from Basic without con-
siderable jiggery pokery. If you
want to look into this further, we
suggest you buy a copy of the

CPC464 Firmware manual,
Amsoft code number SOFT 158.
This should be available from
good computer shops, and costs
£20.

Screen Wobble

solution

Let's get the creeping bit over
with: your mag is great, it beats
all the others!

The main reason that I have
written is because of a letter
labelled SCREEN WOBBLE.
Being a bit electronically
minded I took interest in what
you said about fluctuations in
the main supply. [ have never
had this problem with my green
monitor, and I think [ know why.
On my 464 I have got an 'Anti-
Surge Plug’. This, as the name
suggests, stops surges from the
mains. In some areas the power
supply fluctuates frequently and
causes interference such as
screen wobble. This could also
be why some people’'s com-
puters go wrong electronically.
Fluorescent lights used to cause
me a lot of trouble before 1 got
the plug. When [ switched on
the light it used to crash the
computer or make it reset!

My answer to anyone ex-
periencing these problems is to
get themselves an Anti-Surge

Poke perplexion

Good evening. Much-o thanks-o
for the brill mag, etc., but I'm
afraid that I've a few gripes to
get off my chest.

First, the great game that
some considerate soul stuck to
the front of May's AA. The in-
finite energy poke listed in ano-
ther issue (can’'t remember
which - can’t be bothered gett-
ing up to see) doesn't work. I
can't even find a file under the
monnicker of COVENANT.BIN

‘when cataloguing; and being

such a lousy programmer, I
can’'t muck around with afor-
ementioned cheat to get said
immunity. Please help before I
either go spare or visit your
humble abode and remove your
brains, Rambo style.

Talking of pokes, are you
sure that the Sabre Wulf and
Highway Encounter pokes also
listed in May's issue work? I've
tried them both twice; Highway
Encounter reaches the
‘LOADING:Please Wait’ stage
and then locks up, while Sabre
Wulf just locks up with nowt on
the screen. Damned annoying if
yer ask me, I thought that I'd
finally have H.E. sussed.

Last gripe (as I'm typing
this, I might think of something
else though) is how long is the
Arnold going to be fobbed off
with ‘orrible software? I rec-
ently had the pleasure (!) of
using a Commodore 64. The

Plug. It might solve your pro-
blems. They cost about £10.00. I
don’t know if this will work for
everyone,but it certainly works
for me.

Nigel Webber

Braunton, N Devon

only two games worth bother-
ing about were Rambo and
Commando. Commando went
down well, a good, enjoyable
game which my own Armold
might soon see, but I nearly
kicked the computer in when I
saw Rambo. OK, so it's a lousy
game, but why does the Commi
use a full screen and Arnold get
fobbed off with a poxy little
window in the corner? Surely
Ocean could have done better
considering the Amstrad's lar-
ger memory etc. My command
of the English langquage would
have turned the air surrounding
the computer a nice shade of
electric blue had my mate not
been next to me with his mother
and father within earshot.

Right, that’s it. Get on with
the great mag. Don’t go bank-
rupt giving away too many
freebies will you?

Smiffi
Dewsbury, W Yorks

What a lot of questions! OK, let’s
start with Covenant. The first
poke that we printed was for the
original PSS version of the
game, and not that stuck to our
cover. See this issue for a poke
that does work with our version.

There was indeed a pro-
blem with the poke printed for
Highway Encounter, but see the
July issue, page 87, for a correct
version.

The Sabre Wulf poke
works, but only on the They
Sold a Million version of the
game, not the Ultimate version.
It does not work with disc ver-
sion either.

As to your last points, Com-
mando is now available for
Arnold, see our review in the
June issue. Why Rambo is con-
fined to a small screen on
Arnold I really don’t know — if
they'd used the whole screen
they could have made use of the
Amstrad’s ‘hardware scroll’, a
very nice feature every bit as
good as the Commodore’s.

The joys of discs

The letter in the June issue of
AA from P G Newman has
prompted me to write in de-
fense of the Amstrad CPC 6128. 1
used to have a 464 but up-
graded to my present machine
with its built-in disc drive. Not
only is a disc drive faster and
more reliable than a tape re-
corder — e.g no problems with
tapes not loading due to cass-
ette motor wear or 'stiff’ tapes
or wrong Azimuth setting — but,
if I do need to use a tape, I can
use ANY tape recorder. With
the 464 you are stuck with the
one supplied.

As time has passed it seems
that the data recorder is the
464’s Achilles heel, if it does go
wrong you can’t use another
one.

Mick Ellick
Bristol

Good point, but the 6128 is £100
more expensive.

Murphy’s Law

Earlier this week, on 28 May to
be precise, I wrote to you re-
gretting the non-arrival of The
HitchHiker’s Guide to the
Galaxy, which I had ordered
some two months previously. I
despatched that letter, trying to
whip up a faint whiff of feeling
hard-done-by, without much
success.

In the first post of the fol-
lowing day a parcel arrived
with a note from you (from the
responsible minion, that is) off-
ering apologies for the delay
and enclosing the game
thingies.

All of which [ take to be an
example of Murphy's Law
rather than Sod’s. (Sod’s being
as crude as its nomenclature
suggests, states: ‘If something
can go wrong, it will."” Which
verges on the banal. Murphy's
Law, being Irish and fey and all
that stuff, states: ‘If nothing can
go wrong, something will.")

So Murphy's Law it was that
had me write to grumble at you,
at the precise time that you
were busy proving yourself to
be blameless.

Hence, my apology. Now, if
I can only get this damned fish
into my ear...

T Lynch
Ruislip

Good luck with the fish.

Clunbury Road

mystery

I doubt if you would regard this
letter as being suitable for pub-
lication in view of its content,
but I would be most grateful if
you can throw some light on
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what I could describe as the
Clunbury Road Mystery.

In your March edition you
published a letter from a K
Clarke, of 21 Clunbury Road,
Wellington, Telford, Salop TF1
3PA. In the letter he requested
pen-pals for the Wrekin Com-
puter Club of which he is the
secretary. there was a further
letter published from him re-
garding an extension to the
Club’s activities which had been
created in order to answer
queries fromAmstrad owners.
This extension was to be called
AMPLUG.

clubs and I am considering
going to the expense of hauling

Master Clarke before the
justices.

Any hope of one of your
sleuths unravelling the
mystery?

Robert Lamb

Cottingham, E Yorks

If you were to take Mr. Clarke
before the courts you might be
in some trouble yourself.
Swapping software is not the
same as swapping books,
because you can always make a
copy for yourself — and that’s

I wrote to K Clarke in ac-
cordance with his request, and
we have had a brief correspon-
dence. The last letter from him
expressed an interest in Com-
bat Lynx, and the arrangement
was that he would send me Air
Traffic Controller in exchange,
or on a return basis. I sent him
the cassette in March and so far
have had no acknowledgement
from him. I wrote again about a
fortnight ago requesting the re-
turn of the cassette, or that he
sends me the exchange cassette
as promised. I also enclosed
more than sufficient postage.

There may be a good re-

ason for the silence but I'm-

damned if I can think of one that
is satisfactory. This will be the
third time that I have been ‘con-
ned’ by so-called pen-friend

piracy. While swapping public-
domain software, or programs
you've written yourself, is quite
acceptable; swapping commer-
cial software is a practice best
avoided.

The best game ever
What's the best game around
for the Amstrad? Batman? Get
Dexter? Spindizzy? Roland goes
under a bus? No way!!

The game [ have in mind is
neither original nor mind-
stretching. It contains the sum
total of zero objects to collect
and it is not a 3D arcade adven-
ture!! Yes, such a game does
exist. It was created long ago in
Arnold’'s dim and distant past
(well about 17 months ago actu-
ally). This masterpiece was duly
reviewed in a monthly maga-

zine who said that: ‘use of colour
and graphics is excellent, with
some stunning multi-coloured
characters.” So a week later I
was seven quid poorer and one
game richer.

17 months have passed,
nine Mastergames have come
and gone, and I continue to play
the game. Yet still you choose to
ignore the most under-rated
games ever written. I doubt
whether Bob ‘I've played every
game there is on the Amstrad’
Wade has even heard of it.

I just want you to know that
Star Avenger by Kuma could
have become a classic. Instead
it was sentenced to bargain bin-
land while garbage like Movie
and Nightshade is hyped-up
and spewed out for a tenner.

Ultimate have lived off Film-
ation for years and it saddens
me to see you describe Get
Dexter, a game with that same
old formula, as ‘magnifique’ and
‘a superb piece of work’.

World Cup shock

I am writing to complain about
some software | have recently
purchased. A few months ago I
purchased a copy of World Cup
by Artic Computing and I was
satisfied with the program. Rec-
ently I have purchased a copy of
World Cup Carnival from U 8
Gold Software.

I promptly loaded the game
and to my amazement it was the
same as the one from Artic
Computing. Even the music was
the same.

Please tell me what I can do
about this.

J Haworth
Scunthorpe

Unfortunately the ‘enhanced’
World Cup Carnival was pro-
duced with the full cooperation
of Artic Computing, so they are
unlikely to be upset by the

Star Avenger does not pre-
tend to be new or innovative. It
isn’t. Instead it is an escape from
the current 3D arcade adven-
ture trend which has lasted over
two years so far and shows no
signs of dying.

Star Avenger is FUN! Long
may I continue to fly down those
tunnels and caves, obliterate
enemy fighters, bomb cities and
destroy reactors.

This is what real computer
games are all about.

David Rice
Glasgow

This is indeed a game that
slipped through the AA net, as it
wasn’t sent to us for Amsyclo-
pedia in Issue One, and some of
the best games are the old ones
- but you can't be serious about
Get Dexter!

By the way, if you're so hot
on Star Avenger, why don'’t you
appear in our Hi-Score table?
Several other gamers do!

similarity of U S Gold’s product.
There is not a lot you can do
about it, unless you want to
write to the Advertising Stan-
dards Authority, the Trading
Standards Authority, and every
computer magazine under the
sun. Many thanks for pointing
this out for the benefit of other
AA readers, and read our re-
view in this issue.

TOBRU K

‘THE CLASH OF ARMOUR’

T

FOR A FULL LIST OF ALL PSS PRODUCTS SEND S.AE.TO
452 STONEY STANTON ROAD COVENTRY CV6 SDG
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Cascade Games Ltd.,
Harrogate, HG1 5BG,

England.

FOR THE AMSTRAD 464, 664 and 6128
Menu driven with instant access to every game
Available from ail good software suppliers or direct from Cascade — 24 hour ordering Service on (0423) 504663




s '\. .‘~-'¢‘$.-":".~';
)| 7

)

€]
Y/

= 25 .
/i'll.—*_—k‘

i m

: e’ltur ing
%g \EXf ensive
)




DESIGN

+... TIGER
MOUNTAIN

THE ODDS ARE
AGAINST YOU!

You'll have to plan for the future
and use your tactical skills to
take the attack-tank through

to “TIGER MOUNTAIN':
“TAKING TIGER
MOUNTAIN" is in 3D colour,
set in a real-time battle
environment, which makes

it the most advanced

battle simulation

available.

For the AMSTRAD
CPC Range.

NOIS3d

TAKING...

_. (Pﬂ'ce 'hdudes P&P)

NeMedD

THE COUNTDOWN
HAS BEGUN...

One man stands alone to defend the
ultimate weapon “NEMESIS” from
the Andromedan robot forces.
He has to escape with the
“NEMESIS” intact, or start the
countdown to self-destruct.
Time is running out, every
second counts...

For the SPECTRUM and
AMSTRAD CPC Range.

i
]
(]
?
i
g
i

Selected “Design Design” titles
are available from:—
o WOOLWORTH WHSMITH
COMET

and all leading software
stockists, or direct from:—

Design Design Software,
125, Smedley Road, Cheetham Hill,
MANCHESTER M8 7RS.

Trade enquiries: 061-205 6603
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“One of the best” — Popular Computing Weekly
“It is good, no-nonsense material arts stuff with some really good
animation” — Your Computer

"Good fun, graphically excellent, and if you've so far steered clear of
martial arts games, this could be the one to get you hooked” —
Computer + Video Games

SPECTRUM £6.95, AMSTRAD CPC TAPE £8.95, DISK £13.95

Purnell Book Centre, Paulton, Bristol BS18 5LQ




, Fattening

If you're one of those PCW 8256 gnashing your teeth at being unable to
track down an official Amstrad upgrade to the 8512, a new D-I-Y kit could
interest you.

Citadel's Products’ kit includes a full-spec 1 mega-byte drive and all
the extra RAM chips you need. They claim that all you need to do the job
are screwdrivers, a hacksaw blade, 20 minutes, and ‘skills similar to
replacing a fuse'.

Unfortunately the price is £189.95 only slightly less than that of the
official upgrade.

up Joyce

Making magazines

Even before the release of their
Pagemaker program Advanced
Memory Systems have announ-
ced a package which will go
one stage further.

Magazine Maker is a com-
bination of Pagemaker with a
video digitiser which converts
the signal from a video camera
so that the graphic image can
appear on an Amstrad screen.
In other words you can have
pictures included in your pages

and have fun editing them, add-
ing moustaches, etc.

Unfortunately the relatively
low resolution means your pic-
tures won't look too pro-
fessional when printed out, but
it could be great fun for a simple
newsletter, say.

The package will cost
£129.95.

@ Creating a font
in Pagemaker.
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Dictaphone are beginning to
enjoy their role of official
Amstrad maintainers. If you use
a PCW for work, a maintenance
contract could be vital, and
Amstrad won’t give you one.
Instead you'll have to pay Dic-
taphone, who say they already
have 4000 contracts.

The cost is £36 for the first
year and £48 for subsequent

PCW languages

Not Pascal and Cobol, but
French, German and Spanish.
Kosmos Software (Tel: 05255-
3942) have transferred three
educational titles on to the 8256
and 8512: The French Mistress,
The German Master and The
Spanish Tutor. They cost £19.95
each, and it has to be said that
the CPC versions did not win
rave reviews in this publication.

Fixing Amstr

years for the 8256 and £45 for
the first year, £60 thereafter for
the 8512.

Dictaphone’ were apparent-
ly worried about taking on the
role at first, but are now actively
gunning for new contracts. Som-
ething to do with the £150,000
plus in extra turnover, perhaps.

You can ring them on 0l-
836 2205.

@ “I'll fix your Joyce.” Dictaphone's Bob Duncan.

read all about it AMSTRAD ACTION AUGUST 1986 19




The show that almost made it

But didn’t. Our report on what was missing when several hundred Amstrad owners turned up at London’s
Novotel for|the latest exhibition organised by Database.

This was the show that promised
much but didn’t really deliver it.
Take New Star. Before the show
they issued a press release pro-
mising a PCW lookalike costing
‘considerably less’ than the
8256. 5000 units were available
for immediate delivery.

The new product turned out
be a sheet of card that you cut
up and stuck together to make a
little cardboard model looking
vaguely like a PCW. Very
funny, boys. Would have been
even better if you'd had some
exciting new goodies on your
stand to interest the people at-
tracted by the gimmickry.

Another example was the
new TV ElEYelleld from
DK'Tronics, surely the whack-

* jest plug-in on display. For

£59.95 it'll turn a CPC colour
monitor into a fullfunction
colour TV. But could you actu-
ally buy one? You could not.
‘They’ll be available in a few
weeks time,” we were told.
More conventionally,
Electric Studio’s new PCW
lightpens were selling like hot
cakes, well, warm cakes any-
way. While they're certainly a
good product, the interest gen-
erated possibly had more to do
with the drabness of the PCW
business software on display.
Comms specialists Pace
were displaying familiar inter-
faces and modems for Arnolds
and Joyces alike, but most of the

attention went to their new,
Series Four. This upmarket
modem range has just about
everything you could ever want
from a comms set-up: automatic
baud-rate detection,
autodial/answer with a 64-num-
ber memory, Hayes compati-
bility, the works. Pace call the
Series Four ‘the last word in
micro-communications’. Unfor- .
tunately they cost upwards of
£300. For people on tighter bud-
gets, the newly Amstrad-
adopted Nightingale probably
looked more realistic.

Timatic Systems were
also grabbing their fair share of
attention with their range of
hardware goodies. Their new
CPC/PCW second disk drives
take cheap, freely available
five-and-a-quarter inch disks
rather than the Amstrad stan-
dard three-inchers. Not content
with saving you money that way,
the CPC drive crams 800K onto
each disk.

And if 3" drives are more
your cup of tea, Magnetic
Memory Systems were flogg-
ing their own Second Disc Drive
(made by Hitachi) for just £75!

For disk storage of a slight-
ly different kind, Mirage had
their new Imager on display.
This slightly dubious gadget
purports to store the entire
contents of memory to disk in
one go - giving you instant,
foolproof tape-to-disk transfer.

Aagggh! That Bored of the
Rings Delta 4 lot have done it
again, this time with a wicked
parody of guess-what.

Bimbo Faggins sets off on a
quest (divided, as in Sherlock
and Bored, into three parts) that
will lay the foundations for the
action of Bored of the Rings. You
can switch off the pretty pic-
tures, do RAM SAVES, and even
TALK TO other characters — all
done (miraculously) using the

good old Quill + lllustrator.

Those who like a good
laugh will already have singled
out Delta 4 and their publishers
CRL as a much-needed bit of
light relief from serious troll-
bashing. The Pilg will be taking
us all for a walk up the Molehills
of Berkwood and into the Necro-
mancers Mental Hospital as soon
as an Amstrad version falls into
his sweaty little palms.
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It also allows you to save a game
halfway through, even if the
game itself doesn't have a ‘save
game’ option. So why wouldn't
they let us have a sample for
review? £

Also of interest to games
players at the show was the new
auto-fire joystick adaptor from
Brittania. Normal auto-fire
sticks can't cope with Arnold's
joystick port, but this battery-
powered adaptor seems to
work fine — and with any stick
you care to name.

On the software side of
things, game players weren't
nearly so well catered for. As
usual, the large games houses
decided they didn’t need to
take stands at the show. For at
least one company, this could
have been a bad move. Ocean'’s
remarkable PCW version of Bat-
man would have caused an
enormous stir and, I'd guess,
notched up a great deal of ad-
vance business. Just another
missed opportunity, I suppose.

Even with the enormous
floor area and the absence of
the big games houses, there
were more than enough serious
software stands to fill the place
up. Encouragingly, there was a
lot of activity at the cheaper end
of the market.

Tasman had their new Tas-
word 8000 Locoscript-substitute
on display and on sale, and
formerly CPC-specialised

N Arrigata

Arnor were selling the first
copies of their Prospell PCW
conversion. More conspicuous,
however, were the gaps left
where packages hadn't quite
been finished in time.

Minerva announced their
new First Database for the PCW,
but won't be ready to start ship-
ping for another month. This
simple first-time user package
looks very promising, but is
currently the subject of a legal
wrangle between Minerva and
Gemini - so its future isn’t ent-
irely certain.

Mouse experts AMS
couldn’'t quite get Pagemaker
ready for the show, and Mirxor-
soft were still at an early stage
with the rival Fleet Street Editor.
In both cases, showgoers had to
make do with demos of indiv-
idual program modules. Also
unfinished was Arnor's PCW
Protext, a program which was
much further from completion
than rumours had suggested.

Finally anyone who turned
up looking for IBM-compatibility
will have been disappointed.
Despite (or because of?) stories
in Popular Computing Weekly
saying that Amstrad's new PC
would be launched, it wasn't.
And the long promised upgrade
from Vortex claiming to bring
IBM-compatibility to a CPC
micro again didn't make it — for
the third show running.

19817, perhaps.

Shuper game from

Fresh from their tasteful reactor
simulation Meltdown, Sheffield
software house Alligata are
about to release a compendium

% of pub games called, surpris-
ingly enough, Pub Games. It 14
features all the games you're |
ever likely to see down your 'Y

local: bar billiards, dominoes,

darts, table football, poker, pon-
2 toon and bar skittles. I

Alligata’s press release
suggests that reviewers should
consume large amounts of al-

Fcohol while testing the

!, program. Clearly an attempt to
ensure that any faults are acci- |

dentally slurred over!

CPC micros and costs £9.95 on
| cassette, £14.95 on disc.

P The compendium is for the




SN
.,lv

‘Amsty
Seme 200,000
9 massive 77,
Fanntries which A

Amsfrqu
share of th

)

}

are claimed to hav,
e market,

mstrad haye ok¥n by ‘H s one

form.

e been soq in Spain -
of several European

Anti-disc-chaos-widget launched

A little filing cabinet which will hold ten 3" discs are being distributed by
Micro Interface (Tel 01-340 0310).
When you open the draw a level mechanism fans out the discs. Better,

we suppose, than having them fanned out all over the desk as is our want.

French soccer
Platini may not have been able
to take France through to the
final of the World Cup, but
French software house Loriciel
are hoping to have found a win-

ner with their latest program
Soccer 86, being distributed
over here by Activision.

It features arcade action on
a scrolling pitch, plus the facility

mii

to organise your own team.
Let's hope it’s better than World
Cup Carnival - review next

time.

ETTE FOR

ANSTRAD....
J CPC/

Schneider B

OTHER NEW PRODUCTS

» For the 6128, a mouse from
Kempston (Tel: 0234-327544) at
£69.95. It'll be compatible with
Mirrorsoft's Fleet Street Editor.

» From Melbourne House a ma-
chine code monitor for the CPC
464/664/6128 called Breakpoint.
£14.95 on cassette. Claimed to
be ‘the most flexible and
powerful system for testing and
debugging  machine code
programs on the Amstrad
computers.’

» Money Manager, from Ad-
vance Software Promotions (Tel;
0279-726585). ‘An extremely
powerful, and flexible small
business and personal account-
ing package.” For PCWs and
CPCs, £29.95 on disc.

» Oxford Pascal for the 6128
and PCWs. Runs under CP/M
and claims to be ‘the fully ex-
tended implementation of
Pascal'. £24.95 on disc.

> Supersoft's database Instant
Recall. ‘Easy to use’, it says
here. £17.95 on cass or £24.95
on disc.

Profiting from PCWs

Gem Distribution are the latest
company hoping to earn a
penny or two out of the seem-
ingly insatiable hunger of PCW
owners for accounting
packages.

Gem have got the distri-
bution rights for Compact Ac-
counts, a range of software
available in separate modules
or as a complete package cost-
ing £200.

For more information ring
0279-444615.

Masterfile lll arrives
Campbell Systems have released
o new_ version of their popular
database Masterflle. New fea-
tures include fleld-to-field caleul-
ation capability, enhanced cus-
tomising and the abiiity to up-
date directly from reports.

Another Important improve-
ment claimed is in speed — file
Save/Load operations are said
to be three times faster.

Masterfile Nl is aimed at
CPC 6128 owners and costs
£39.95 on disc.

Phew what a scorcher AMSTRAD ACTION AUGUST 1988 21
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If you read the first part of this series, in the July issve,
you should be familiar with the concept of an operat-
ing system, of files and file names, and how to list a
directory using the DIR command. If you are not then
you'd better go back and read it now! In this, the
second part, we will look more closely at file types
and the DIR command, and introduce some further
ideas.

So, straight down to work. turn your Arnold or PCW on and
load up CP/M as described in Part One. On the A-prompt (the
A> symbol) type DIR and hit Return. Once again you will be
presented with the directory listing, but let's look at it more
closely.

Notice that most of the files listed end with the extension
(another name for file type) .COM. This indicates that the files
concerned are program files, summoned by issuing the
COMmand that is the first part of the filename. For example, if
you have a CPC machine and are running CP/M PLUS, try
entering DATE at the prompt. A date and time will be
displayed on the screen, followed by the good old A-prompt.
What you have done is run the program file called DATE.COM.
The time and date are probably totally wrong, but don’t worry
about that at this stage.

If you have a PCW you probably won't have the file
DATE.COM on your directory. However you will have
BASIC.COM, so try typing BASIC instead. A message will come
up showing you are in Mallard Basic, followed by the Basic
prompt ‘Ok’. You could now start writing Basic programs if you
felt like it, as what you have done is run the program
BASIC.COM, which is the programming language Mallard
Basic. Instead enter System which takes you out of Basic and
back into CP/M PLUS.

Finally to those of you with CP/M 2.2, who might be feeling
left out in the cold by now as neither of the above files are on
your system disc — try entering LOGO2. This will load up the
Logo programming language, stored in the file labelled
LOGO2.COM, and you will be presented with the Logo prompt
?', To exit back to CP/M 2.2, simply type bye and the A-prompt
reappears.

COM files are probably the most important that you will
find on commercial software discs, but there are other file types
that are generally reserved for particular types of files, and

best avoided when naming your own efforts. These are listed in
a panel on these pages, together with other types that are in
common usage. Another file type that might be important is
.BAS, used for Basic programs. Programs written under Basic
are saved with this extension, but these do not operate in the
same way as COM files — they cannot be run by simply typing
the first part of the program name. Instead you must load Basic
and summon the program from there.

MORE ON DIRECTORIES HE—
The basic directory listing, obtained using the straight DIR
command, is of limited use. It tells you what files are on the disc
in question, but it does not tell you anything about them. In
particular it does not tell you how long they are, or how much
room you have left on the disc — both important information for
housekeeping.

As usual, CP/M PLUS and 2.2 handle this in very different
ways. If you are using CP/M PLUS you will notice a file listed on
the directory called DIR.COM. As you know this is a program
file, summoned by the command DIR. It contains extensions to
the basic DIR command, which are listed in the panel on these
pages, and increase the power of DIRectory listing. Try enter-
ing this after the A-prompt:

A>dir [size)
Scanning Directory...
Sorting Directory..

Directory For Drive A: User 0

A: BASIC COX 28k : DIR CoM 15k : DISCKIT COM i 3
A: ED COX 10k : ERASE COX 4k : J11CPM3 ENMS 40k
A: KEYS WP 1k : LANGUAGE COX 1k : PALETTE COX 1k
A: PAPER COM 2k ; PIP COX 9k : PROFILE ERG 1k
A: RENAME COX 3k : RPED BAS 7k : RPED SUB 1k
A: SET CON 11k : SET24X80 COK 1k : SETDEF [ele) ¢ 4k
A: SETKEYS COM 2k : SETLST COoxX 2k : SETSIO COoM 2k
A: SHOW COM 9k : SUBNMIT CoM 6k : TYPE COoX 3k
Total Bytes 170k Total Records = 1305 Files Found =

Total 1k Blocks = 170 Used/Max Dir Entries For Drive A: 277

24
64

Now you can see how long those files are in kilobytes. At the
bottom left of the screen you can also see that they take a total of
170K of the disc space. Amstrad discs can hold upto 178K of
data, so simple arithmetic tells you that you have approximately

8K of empty disc capacity left.
If you want to know all the facts about the files on a disc, try
the following command after the A-prompt:
A>dir (fulll
Scanning Directory.
Sorting Directory...
Directory For Drive A: User 0
Name Bytes Recs Attributes Name Bytes Recs Attributes
BASIC COM 28k 224 Dir RV DIR COoM 15k 114 Dir RV
DISCKIT COM Tk 56 Dir RV ED COX 10k 73 Dir RV
ERASE COM 4k 29 Dir RV J11CPM3 ENMS 40k 320 Dir RW
KEYS WP 1k 7 Dir RV LANGUAGE COM 1k 8 Dir RW
PALETTE COM 1k 8 Dir RV PAPER COK 2k 16 Dir RV
PIP COX 9k 68 Dir RV PROFILE ENG 1k 2 Dir RV
RENAME COM 3k 23 Dir RV RPED BAS Tk 55 Dir RW
RPED SUB 1k 1 Dir RV SET cox 11k 81 Dir RV
SET24X80 COM 1k 8 Dir RV SETDEF COX 4k 32 Dir RV
SETKEYS COM 2k 16 Dir RW SETLST COX 2k 16 Dir RV
SETSIO COM 2k 16 Dir RV SHOW cOoM 9k 66 Dir RV
SUBMIT COM 6k 42 Dir RV TYPE COM 3k 24 Dir RV
Total Bytes = 170k Total Records = 1305 Files Found = 24
Total 1k Blocks = 170 Used/Max Dir Entries For Drive A: 27/ 64
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As you can see, in addition to the size in kilobytes a number of
other parameters are listed as well. Next comes ‘Records’,
which is a more accurate measure of file size. One Record is 128
bytes of data. If you look at the above directory listing you will
see six files listed as 1K long, but containing anything from one
to eight 128-byte records. The total number of records on the
disc is recorded as 1305, which seems to indicate that only 163K
of the available space is occupied, and not the 170K listed.
Unfortunately CP/M takes the latter figure and not the former, so
the extra 7K is effectively unavailable.

The last two parameters are under the heading of
‘Attributes’. Files can either be 'Directory’ or ‘System’, which
are hidden from DIRectory listings. Files can also be
‘Read/Write’, which means they can be changed or deleted by
the user as well as read, or ‘Read Only’ files, that you can run or
look at but cannot change or delete. Setting files to ‘RO’ is a
useful way of preventing unfortunate accidents — fear not, we
will be covering attributes later.

BACK TO CP/M 2.2

Unfortunately none of these work with CP/M 2.2. Instead you
have to use a new command, STAT, which gives you control
over the STATus of your system. This program is contained in
the file STAT.COM which you can see on the directory listing,
and is a powerful command in its own right which we will
examine more fully next month; but for now let's use STAT to
examine the contents of the disc. First of all, try entering STAT
by itself:

Alstat
A: R/W, Space: 7k

This does at least tell you how much space you have left on the
disc, but does not give a complete file list. STAT operates in
much the same way as DIR, using wildcards as was described in
Part One of this series. So to get a full file listing, try entering
STAT *.* after the A-prompt:

Alstat #*.*
Recs Bytes Ext Acc
a8 ik 1 R/W A:AMSDOS.COM
i@ 2k 1 R/W A:BOOTGEN.COM
15 2k 1 R/W A:CLOAD.COM
14 2k 1 R/W A:CSAVE.COM
38 Sk 1 R/W A:DDT.COM
168 21k 2 R/W A:DISC.BAS
48 &k 1 R/W A:DISCKITZ2.COM
e 1k 1 R/W A:DRLKEYS.COM
4 1k 1 R/W A:DUMP.COM
52 7k 1 R/W A:ED.COM
22 3k 1 R/W A:FILECOPY.COM
1 1k 1 R/W A:FWRESET.COM
14 2k 1 R/W A:LOAD.COM
256 32k 2 R/W A:LDGD2.COM
1 1k 1 R/W A:LOGO2.SUB
76 10k 1 R/W A:MOVCPM.COM
58 8k 1 R/W A:PIP.COM
89 12k 1 R/W A:RITDEMO.BIN
208 26k 2 R/W A:ROINTIME.DEM
&1 Sk 1 R/W A:SETUP.COM
41 &k 1 R/W A:STAT.COM
i@ 2k 1 R/W A:SUBMIT.COM
i2 2k 1 R/W A:SYSGEN.COM
& 1k 1 R/W A:XSUB.COM
Bytes Remaining On A: 7k

Although organised differently, this gives much the same
information as the CP/M PLUS command DIR [FULL]. The
STATus command has many uses, and will be covered more
fully in next month’s episode of this Series. See you then. B

DIRECTORY OPTIONS
CP/M 2.2 users are stuck with
the simple command DIR, but
CP/M 8.1, otherwise known as
CP/M PLUS, allows several op-
tions that extend the power of
DIR. With the exception of DIRS,
which is a command in its own
right, these are enclosed by
square brackets after a space —
for example DIR [FULL]. In prac-
tice you need only type the first
square bracket and the first two
letters of the extension, so DIR
[FU would have the same effect:

DIRS This is the flipside of the
conventional DIR ¢command, dis-
playing only the SYStem files
that are hidden from DIR.

[FULL] Shows the full details of
the directory, ineluding size in
kilobytes and all attributes. The
list is sorted by filename and

type.

[SIZE] Displays the files with
their size in kilobytes.

[DATE] Displays the date and
time stamps of the files.

[ATT] Displays the attributes of
the files, such as R/O for Read
Only files, R/W for files that can
be written to as well, and SYS if
this option is used.

[DRIVE = ALL] Displays the
files on all the disc drives in use.

FILE TYPES

These are the most common file-
types or ‘extensions’ that you
are likely to find on a program
disc, and are generally best
avoided in your file names:

COM A ‘Command’ file, in-
dicating an executable

program.

BAS A Basic program. If you
save a program written from
Basic it will automatically be
saved with the BAS extension,
unless you specify otherwise.
BIN A Binary file. Programs
written in machine code will
usually be saved with this
extension.

BAK A Backup file. When you
save a text file from Wordstar,

listing, so DIR [EX] *COM

o

would show all except the Com-
mand files. - i

[NOSORT] Displays the file
names in the order that they are

found on the disc, rather than

sorted by file name and type.
This option requires at least the
first three letters [NOS to run
properly.

[RO] Only shows files with the

R/O attribute. *
[RW] Only shows R/W files.
[5YS] Only shows SYS files -

 rather like DIRS.

[USER = 1] Only shows files for
User One (or whatever number
is used).

[USER = ALL] Displays all files,
regardless of user.

With the exception of DIRS, all

‘the options listed above are

or some other word processors,

the previously saved file is
given this extension. If you need

to edit the Backup file it has to

be renamed as most word pro-
cessors won't edit files with this
Qﬂ@!ﬂﬂﬂﬂn- b 5 _"

special program files which act

‘transient’, and require the pre-
sence of the file DIR.COM on the
logged drive. This file is on
your CP/M PLUS system disc,
side one.

as extensions to the main
program. An Overlay is called
into memory by the main
program when it is needed.

SUB A Submit file. We will be

looking at how you create these

later on in this series. -

sometimes created




Absolute

Beginners

Loops and variables and lots of pictures feature
in Andrew Wilton’s continuing series

The story so far: a program is a series of commands and
compound commands, each with its own number at the start.
The commands are called lines, and the numbers are their line
numbers. The lines are stored away as they are typed in.
Arnold doesn’t obey the commands until you tell him to, using
the command RUN.

On receiving the RUN command, Arnold runs through the
lines in numerical order, starting with the lowest line number
and working through to the highest. When he’s finished the last
command in the highest-numbered line, he puts up the message
‘Ready’ and waits for your next instruction. Now read on...

Before we start on the serious business of program editing
and variables, here’s a little program for you to type in and run:

10FORc=1TO 100

20 PRINT -‘mu;mma-hmmum
messages”’

30 NEXTc

It isn’t very useful, but it does illustrate an important idea. If you
had to type in a hundred lines all reading ‘PRINT...'you’d wear
your fingers out and probably go bonkers in the bargain. Using
the commands FOR and NEXT, however, you need only have
one copy of the instruction. Arnold can then perform the task
over and over again — a process called looping. I'm not going to
tell you how to use FOR and NEXT just yet. If you really want to
learn a new command right this minute, you can try the
command NEW. This wipes out the current program, so that
you can start from scratch. Use it now, and you'll have a nice
blank Arnold ready for the next bit.

EDITING A PROGRAM

Take a look at this program:

10 CLS:MOVE 300,180
20 DRAW 340,180,1
30 DRAW 340,220,1
40 DRAW 300,220,1
50 DRAW 300,180,1

You may be able to work out what it does just from the listing. If
you can't, type it in and RUN it to find out.

Done that? Now, you should have a small square drawn in
the middle of the screen, and the ‘Ready’ message up in the
corner to let you know Arnold’s finished running the program.
Line 10 clears the screen and MOVEs the graphics pen into
position, and the other lines each draw one of the sides of the
square.

If you wanted, you could add lines to the program simply
by typing them in. As we saw last time, the line number of your
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new line determines where it goes in the program. A new line
with the number 35, for example, will go in between line 30 and
line 40. What we didn’t cover was how you could alter, replace
or get rid of program lines.

Let’s start by learning how to replace program lines.
Suppose you want our program to draw a house-shape rather
than a square. To do this, we have to get rid of the command
which DRAWSs the top line of the square. In its place we’ll need
two commands, one for each slope of the roof.

The line we're interested in is line 40. This moves the
graphics pen from the top right to the top left corner, drawing a
line as it does so. Now, if we can replace this with a new roof-
drawing line, we’ll be in business. Type...

40 DRAW 320,240,1:DRAW 300,220,

...and you'll find the program now draws a house when you
RUN it. Type LIST to take another look at the program, and
you'll see what's happened.

Whenever you type in a program line Arnold checks to see
if there’s an existing line with the same number. If there is, he
replaces the old line with the new one. Thus, the new roof-
drawing line 40 takes the place of the original ‘DRAW 300,220,1’
line 40.

If you only want to make a small change to a line, you can
use the EDIT command. Suppose you want to DRAW the first
line in a different colour, for example. To do this, you just need
to change the last DRAW operand — the number 1 - in line 20. It
would be a lot of effort to retype the line just for this, but
fortunately you don't have to. Type...

EDIT 20

...and Arnold will put line 20 up on the screen, complete with a
cursor to edit it with.

You can alter the line in the usual way using left and right
arrow keys to move the cursor, <del> to get rid of unwanted
letters, and simply typing letters or numbers you want to insert.
In this case you move the cursor to the end of the line, erase the
final ‘1’ with the <del> key and then type a ‘2’ to replace it.
When you've finished editing the line, just hit <return> (or
<enter> on the older machines) and Arnold will store it away in
place of the old, un-edited version.

Finally, you can wipe out unwanted lines altogether. If you
type a number on its own and then hit <return>, Arnold takes
this as meaning ‘Find the line with this number, and throw it
away’. You can get rid of the house’s left-hand side in this way.
The line that draws that section is line 50, so delete it by typing
the number 50 and hitting <return>. Try LISTing and RUNning
the program, just to check it's worked okay. You can also try
deleting a line that the program doesn't actually have — line 60,
for example.




As an exercise, get the program back to its original state
using these editing techniques. Once you've done that, and RUN
it to make sure it draws a square again, you can move on to the
next section.

THE WONDER OF VARIABLES

Okay, so you've got a program which draws a square in the
middle of the screen. Now suppose you want to draw that same
square somewhere else on the screen - at the left-hand side, for
example. The question is, how are we going to modify the
program to do this?

The obvious way is just to use EDIT on each of the
program’s lines in turn, modifying all the ‘distance from the left-
hand side of the screen’ coordinates — the first operands of
MOVE and DRAW, in other words. This is going to take you
quite a while, and it's pretty boring stuff. If you feel you need
the editing practice, go ahead — but there’s a much better way.

With our program as it stands, we have to alter every line
of it just to change where it draws the square. Later on we're
going to want to change the square’s position over and over
again, so we'll need to do somethng to make life easier. Alter
the program using EDIT so that it looks like this:

10 CLS:MOVE a,180
20 DRAW b,180,1
30 DRAW b,220,1
40 DRAW a,220,1
50 DRAW a,180,1

...and then add a new line 5, which should read...
5a=300:b =340

When you've done all that, RUN the program. You should geta
square drawn in the middle of the screen, just like before. So
why go to all that effort editing the program? To find out, type in
this replacement line 5...

Sa=0:b=40

--.and RUN the program again. You should now have a square
drawn on the left-hand side of the screen — and you only had to
change one line to get it there. Change line 5 to...

5a~=599:b=639

...and the program draws the square over on the right. Again,
you only have to change one line. As you can see, that editing
you did has made things a lot easier. Now, how does the
medified program work? In particular, what does line 5 do, and
how can changing it alter the whole of the rest of the program?

Let’s look at the first version of line 5 - ‘a=300:b=340". The
colon tells us that we're looking at two separate commands. The
first is' 'a=300", and the second is ‘b=340’. The command
‘a=300’ tells Arnold that from now on whenever you use the
letter ‘a’ by itself, you mean the number 300.

This means that the command ‘MOVE a,180,1' means the
same thing to Arnold as ‘MOVE 300,180,1'. Likewise, ‘DRAW
b,220,1' has the same effect as ‘DRAW 340,220,1', because
‘b=340’ tells Arnold that you're using ‘b’ to mean the number
340.

Of course ‘DRAW b,220,1’ only means ‘DRAW 340,220,1°
because line 5 says ‘b=2340". As we’ve already seen, if you
change line 5 to read ‘5 a=0:b=40" then Arnold will treat
‘DRAW Db,220,1’ as being equal to ‘DRAW 40,220,1’. In other
words, you can change the meaning of all the commands which
use ‘a’ or ‘b’ as operands, simply by altering line 5.

This saves a lot of effort, but it’s not the end of the story.
Make sure line § is the original ‘5 a=2300:b =340’ and then type
in a new line 45 to read...

ﬁaamz_‘ -

Now run the program and see what happens. You should find
that the left-hand side of the square doesn't join up, but goes off
at an angle instead. This left-hand side is drawn by line 50. List
the program, and you'll see that line 50 reads ‘50 DRAW
a,180,1". If you run the program without line 45, Arnold reads
this as '50 DRAW 300,180,1’ because of the ‘a=300’ in line 5.
With line 45 in the program, however, this changes.

Line 45 tells Arnold that from now on ‘a’ means the number
260. The next time he comes across ‘a’, he treats it as the
number 260. Thus, he reads line 50 as if it actually said ‘50
DRAW 260,180,1’. You could do the same for ‘b’ inbetween lines
20 and 30, if you liked.

As you can see, ‘a’ and ‘b’ can change in value during the
course of the program. Because of this, we call them variables.
Commands which change the values of variables, like the ones
in lines 8§ and 48, are called assignments — because they assign
new values to the variables.

On their own, variables aren’t very powerful. The most
important thing about them is the way they can make the same
command mean different things. If you've got the command
‘DRAW a,b,c’ this obviously draws a line; but where to, and
what colour? It all depends on the values of the variables a, b
and c. By changing the values of the variables, you can make the
command draw a line wherever you want, in whatever colour
you want — without having to rewrite the line itself. But what
good is all this? Well, remember the silly little program right at
the start, that printed the same message a hundred times? The
program only had one PRINT command, but the FOR and NEXT
commands told Arnold to perform the PRINT a hundred times.

The ‘hundred messages’' program wasn't very exciting,
because it did the same thing over and over again. If we used
FOR and NEXT in the same way with our square-drawing
program, we'd just keep drawing the same square in the same
place over and over again - and that would be very boring
indeed. With variables, however, we've seen that you can make
the same command do different things. Instead of drawing the
square in the same place over and over, you could move it a
little bit each time. Alter your program to read thus...

5FORa=0TO 599
10 CLS:MOVE a,180
20 DRAW a + 40,180,1
30 DRAW a + 40,220,1
40 DRAW a,220,1

50 DRAW a,180,1

60 NEXT

-..and RUN it. We'll go through how it works next time, when we
round off loops and variables. For now, let’s have a quick
summary of variables. B

VARIABLES

Anywhere you can use a num-
ber as an operand - the ‘2’ in
‘MODE 2, for example - you
can use a variable instead.

A variable is a letter or
word which represents a num-
ber. You set the value of a vari-
able — the number which it re-
presents, in other words - with
an assignment command. For
example, ‘a=2' assigns the
value 2 to the variable ‘a’. From
then om, you can use the letter
‘a’ to mean the number 2. Thus
‘a=2:MODE a’ tells Arnold to
change to mode 2.

You can change the mean-
ing of a command by altering

the value of a variable. If you
type .‘a= 1:MODE a:a=2:MODE
a', those two ‘MODE a' com-
mands do different things. The
first means ‘MODE 1’ because
‘a’ has a value of 1, and the
second means ‘MODE 2’
because ‘a’ now has a value of 2.

Using loops, you can per-
form the same command
several times. Using loops and
variables together you can
make the same command do
several different things, one
after the other. For details on
how to do this, you'll have to
read next month's Absolute
Beginners.
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Caxton Software had to slash their prices to enter the
Amstrad CP/M software market, but the risk paid off

with a string of favourable reviews and high sales.
PETER TURPIN visited their underground HQ.

It used to be that when you heard the word ‘Caxton’ you
immediately thought — if you thought of anything at all - of
massive Bibles created on the presses of England’s first and still
most famous printer. Now, as befits these days of VDUs and
interfaces, it has another connotation: some of the best and most
competitively priced CP/M software to be found for the
Amstrad computers — the database Cardbox, the bigger data-
base Condor I, the powerful spreadsheet Scratchpad Plus and
the ‘ideas processor’ Brainstorm.

Caxton’s one of those companies who seem to have been
just playing it cool until the right computer came along to
stimulate them. That machine, of course, was the PCW 8256 —
although it’s only been around since August of 1985, over 60%
of Caxton's business is now in PCW software. And they weren't
doing too badly before.

They've done it, of course, by pricing their products
sensibly. Unlike many other software houses with well-known
CP/M programs, Caxton nevr made the mistake of thinking that
they could charge the prices that the corporate buyer with a
tower-block of IBM PCs could pay. They realised that what
you're prepared to pay for the software bears a pretty close
relation to what you were prepared to pay for the computer in
the first place. You're unlikely to ever to see a Caxton program
costing more than £100.

As if reflecting their bargain-basement prices Caxton
Software are to be found in - a basement. No ordinary
basement, mind you. No, this one is in the heart of London's
fashionable Covent Garden and supports, on the building's
other floors, the large ofices of Digitus, a computer company
with close links to Caxton.

Running the show down below is Caxton’s managing
director Bob Huckle, lately ennobled from the position of sales
director. He it was who explained to your correspondent the
history of the company.

Caxton was established back in 1980 by Bill Barrow and
David Tebbut. The two wanted to run a software house in the
same manner as a book-publishing venture: finding talented
authors, ‘printing’ and marketing their work.

The first product they found was Cardbox, written by one
Martin Kuchanski. David Tebbut tells an amusing tale of his first
sight of the program: after he and Bill Barrow had nodded
sagely throughout the author’s presentation he turned to his
colleague and said ‘Do you Know what all that was about?’ to

which Bill Barrow replied ‘No, I was rather hoping you did.’
They obviously found out pretty quickly, because Cardbox

A gleaming/beaming Bob Huckle
reflects Caxton's user-friendly image.

soon became Caxton’s major product. In those days it was for
machines that have now been almost forgotten — the Superbrain,
the North Star, the Osborne 1. But Cardbox has been given a
new lease of life by Amstrad and it’s still selling well.

CP/M as an operating system seemed to be doomed when,
in 1982, PC DOS hit Britain. In those days a ‘cheap’ computer
meant something around the £1500 mark; the only machines that
could run serious software were in offices. Caxton went with the
market and their next few programs appeared on that system.
One of them — Brainstorm — was a real original (see box). Things
progressed as normal for a medium-sized software house until
the arrival, in summer of 1985, of...the PCW 8256!

And that was when Caxton made a name for themselves. As
Bob Huckle explains: ‘We knew something was going on in the
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summer of 1985. And we can move very quickly.’ Move quickly
they did. ‘We were inundated with requests in the first week of
October. Within another week our products were out for the
PCW.’

As befits someone who's seen his business increase drama-
tically because of it, Bob Huckle has some nice things to say
about the PCW: ‘I think it’s a marvellous machine. What you get
for the price you pay is terrific. We've been using them
ourselves since last October.’

do little programming themselves. Nearly all their programs
are Stateside products which they licence in the UK. But they do
produce the manuals themselves. Not only that, but they copy
and pack all Caxton programs in that basement in Covent
Garden - with a workforce of only eight.

Like everybody else in the Amstrad CP/M market Caxton
are thinking hard about the imminent arrival of Amstrad’s IBM
PC-compatible. ‘It's a critical time for the software market’, says
Bob Huckle, '‘because Amstrad and the mainstream are two

The Caxton
production line.
They do
everything in
house, including
type-setting and
printing manuals —
on an Apple
Macintosh.

As far as software is concerned Bob Huckle will tell you that
‘pricing is one of the most difficult decisions to make’. Just think
about it for a moment: it takes a certain amount of courage to
reduce the price of a program, as Caxton did with all of theirs,
from around £200-300 to just £49.99 or £99.99. It had to be a
gamble, but for Caxton — and the Amstrad user - it paid off
handsomely.

If you've written an ace program for the serious user,
Caxton willcertainly give it the once over. But these days they

Inducing a Brainstorm

Spreadsheets, word processors,
databases — you know all about
that lot. But ‘ideas processors'?
Not till Caxton brought out Brain-
storm on the Amstrad did you
have a clue what one of those
was.

Brainstorm was the brain-
child of David Tebbut, one of
Caxton's founders. Not surpris-
ingly, he's @ great enthusiast for
the program: ‘| use it day in day
out. It's a great way of sub-
contracting your thinking." He
likes to describe it as a way of
‘freezing my ideas at the end of
the thinking period.’

It's one of those original
ideas which almost — but not
quite — came to light on the back
of a packet of fags. In fact, it
grew out of David Tebbut's

experience as a project manager
for ICL way back in the 1970s.
Using the technique of ‘mind-
mapping’ = drawing ideas in
chart form - Tebbut found he was
running out of wall space for the
ramifications, of his thinking.
Hence Brainstorm, with more
room for duplication, connection
and movement.

Once Tebbut had thought it
through, the program was refine'd
by his colleague Mike Liardet. It
appeared first on PC DOS but
was very quickly converted for
the PCW. As David Tebbut says:
‘The Amstrad had been marvel-
lous for Brainstorm.’

Brainstorm seems to have
been good for lots of other
people as well — the list of
corporate customers is impress-

completely different markets. But if the price is right...we think
we're better positioned than any of the big boys to take
advantage.’

Otherwise, Bob Huckle has some interesting, if cryptic,
prophecies for Caxton: ‘We have some very exciting plans for
the next six months with regard to the way in which we are
selling our software. The way in which we are perceived by the
outside world may change.’ Make of that what you will, but it
certainly suggests to me that Caxton will be around for a long
time to come.

ively long, from the Cabinet Off-
ice fo the DHSS. So, whether
you're on the front bench or on
the dole, Brainstorm could be
influencing your life.
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AA offices 2am. Andrew Wilton completes an ex-
hausting look at a massive program, now released on
the PCW at one third its normal price. This review was
fuelled by seven mugs of strong black coffee.

Last issue we reviewed Condor 1, the imported database
management system from Caxton. This month it's the turn of
Ashton-Tate’s dBASE II, now available in a cut-price version
from First Software.

It would be fair to say that dBASE Il is a classic. It is to
database management what Wordstar is to word-processing.
That's not to say that it's the best of it's kind by any means; but it
is certainly the best known. It's been available on the PCW for
some time, but the £395 price tag made it only slightly cheaper
than the hardware needed to run it.

Clearly the price needed to come down, and that's just
what’s happened. In a bid for the mass market, Ashton-Tate
have licensed this £119.95 version from First. That still leaves it
costing £20 more than Condor I - so is it worth the extra?

For your money you get a smart ring binder containing the
loose-leaf manual, the program disk and a ‘£5 off’ voucher for
the book ‘dBASE II Tricks and Tips’. If you find the presence of
this last item ominous, your mind obviously works the same way
mine does.

The loading instructions are the only Amstrad-specific
information in the whole package. As usual, the start-up process
involves transferring program files to the M: drive. Unfortu-
nately there is no .SUB file to do this for you, so you'll have to
either write your own or do the transfer by hand every time.

Once you've PIPped the files across, you run the main
program DBASE.COM. After a date prompt and a lengthy
copyright message, you're offered a command prompt. This
takes the form of a dot, and gives no indication of the logged
drive, Above it is a message advising you to type ‘DO MENU’
unless you are a programmer. At this stage you're definitely not
a programmer so the chances are you're going to do just that.

TYPES OF FILE

MENU is intended as a sort of ‘dBASE II without tears’. It allows
you to create and manipulate files by choosing options from
different menus. It has comprehensive onscreen help through-
out, and is really very easy to use.

The first thing MENU does is to request your initials. Using
these it can tell if you've already created files in a previous
session, and respond accordingly. If you haven't you'll get a lot
more explanation than normal, and fewer options. To start with
there are only three options, in fact — to create a file, call up
onscreen help or quit. If you choose the file creation option
you'll have to give the new file a name and define its record
structure.

For each field on the file's record card you have to provide
a name, specify its size and the type of data it is to contain. This
must be either Numeric, Character or Logical. ‘Numeric’
speaks for itself, ‘Character’ here just means alphanumeric but
‘Logical’ needs some explanation. A logical is the answer to a
true/false question. It is always one character in length, and
must contain one of the charaters ‘Y'(yes),'N’'(no),'T’(true) or
‘F'(false). As an example, a person’s marital status could be
indicated by a logical field. If you give the field the title
‘Married’ then true/false would tell you what you need to know.

There's no need to DO MENU just to create a file. From the
dot command-prompt you could instead type CREATE. This

would create a file and dBASE Il would then prompt you for its
name and the details of its structure.

Once you've created the file from within MENU, you're
faced with a whole series of new options. You can add or delete
records, browse through them or turn them into a printed
report. All these MENU options have equivalent commands
which you could type in at the dot prompt. Once you're used to
the commmands you’ll find they work much faster than MENU;
you'll see why later.

Once a file has been created you can open it from the dot
prompt with the command USE, and type data into it with
APPEND. This latter is the first you'll see of the record card
itself, and it doesn’t look very impressive. You have none of the
control over its layout that Condor I gives you, and there isn’t
really any way to decorate it at all. You simply have a column of
fieldnames each with its respective field.

Entering data is normally just a matter of typing the field
contents and hitting return. If an entry overflows, it simply runs
into the next field. Mistakes are easily rectified by moving the

dBASE

First Software, £119.95 disc (Support £40 extra), PCW only

The options available are: ; |
To pick an option |
CREATE A NEW FILE nove the selection |
indicator to the |
one you require by |
gsing the wp and |
down cursor hfs' |

he |

CHANGE RECORDS
I and then press

carriage return,

NELP WITH TERMS USED BY dBASE NENU
LEAVE dBASE NENU

Drive is A:
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cursor back to the field concerned. The cursor and delete
controls are all Wordstar standard, and this certainly made
things easier as far as I was concerned.

To get a screen summary of the data entered, you can LIST
the records by any combination of fields. Alternatively you can
use the REPORT command to produce hard copy.

ORDER OUT OF CHAOS
Once you've entered the data you'll find you want to knock it
into some kind of shape. The brute force way of doing this is the
SORT command. This simply makes a copy of the currently
open file, with all the records sorted into alphabetical or
numerical order on a given field.

Thus .SORT ON NAME TO MLIST will create a new data file
called MLIST which contains all the entries of the current file,
only sorted into name order. You can only specify one field to
sort by, and there is very little flexibility to the command. This
doesn’t really matter however, because of dBASE IT's invaluable
INDEX command.

115t name, author,publisher
!

Fahulous Furry Freak Brothers Sheltun Gilhert

Rip Off Press
Robert fpex
Uarwus Apex

typed in as they're needed.

In fact, dBASE IT's capable of a lot more than this. Like with
Condor 1 you can build up programs out of the individual data
manipulation commands. These programs can completely
shield the operator from dBASE II's complexities — though bear
in mind that someone will have to grapple with these complex-
ities, in order to write the program in the first place.

The programmer is very well catered for in dBASE II, at
least in terms of commands available. It’s definitely a job for the
technically minded, however. If you're proficient in machine
code there's documentation to help you interface to dBASE -
MENU is a program written in this way, it may interest you to
know — but normal mortals could have a job producing anything
at all.

DBASE vs CONDOR

It's all very well my describing program features to you, but if
you're thinking of buying a database management system you
really need to know which one’s best. As it stands, the fight is

Nexus,B/W Baron & Rude Capital
fimerican Flag Chagm, Howard First Comics
Teenage Nutan Nm\la Turtles stman & Laird

Miracleman

0008 Badger 3
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ind of file encountered

fncord :
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00002 .
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'090? Zap 0,1

togard:

tinge

00003
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INDEX creates a list of all the current file’s records in order
of some given field, together with a reference to the position of
each record. This list is an index and, like the index in a book,
can be used to find a piece of information much faster than a
straightforward search would do.

You can create several indexes for a file, if you think you’ll
want to order it by different fields on occasion. You might, for*
instance want to index a catalogue of books by both title and
author. The thing to watch under these circumstances is that all
a file’s indexes get updated every time you alter the file itself —
and that can be tricky.

Once you've created an index, subsequent LISTings will
automatically be ordered according to it. You can also use the
super-fast FIND command to search for a given characteristic in
an indexed field. The speed difference between this and the
non-indexed LOCATE command can be very marked if you're
handling large files.

PROGRAMMING

What we’ve seen up till now is only a small part of what dBASE II
really is. Partly this is because of the program’s complexity —
there just isn’t the space to describe each individual dBASE
command in detail. More importantly however, we've only
been seeing the commands used in immediate mode — just

un is to lnlp iw do u e{ul work lth dBASE II u;t?whhgimw |
1 ts more powerfu anguage, ar as pessib I
e you o:?ll the actions in easy s but vou will find there |
tra screens of information available to help if you get stuck |

continue enter your injtials and press Carriage Return. (To leave msx I
Just press Carriage Return) -) 1§

Drive is A:

between dBASE and Condor.

The pay-off is of user-friendliness against power. Condor I
isn’t the easiest or simplest program going, but it makes dBASE
look positively hostile. dBASE commands can't match the
natural feel of Condor.

On the power side of things, dBASE Il can offer the
determined programmer a full-blown programming language.
The indexing can also give it an impressive turn of speed.
You've really got to need that power badly though. Condor is
much simpler to use, is better documented and has telephone
support included in the price. dBASE Il is going to take a great
deal more time and, if you shell out for support, a fair bit more
money. If you're after the maximum raw power available,
however, there’s no arguing with it. ®

GOOD NEWS

P Indexing makes for real speed.
» Very powerful programming
features.

» MENU makes starting out very
simple.

» Much cheaper than it was.

BAD NEWS

P Still an awful lot of money.
» Very complicated to use, let
alone program.

» Documentation isn’t even CP/M
specific, and can be very unclear.
P Price doesn’t include support.
» Can’t define the layout of the
record card.
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TASWORD 8000 Tasman Software, £24.95 disc, PCW 8256/8512

We check out Tasword 8000’s claim
to make life on a PCW less
frustrating.

Versions of Tasword for other machines have been around for
quite some time, and they still offer a cheap alternative to big
name CP/M word-processors. With the release of Tasword
8000, however, Tasman are making a bid for the tougher PCW
market. The key question is, what's it got that Locoscript hasn't?

The central idea behind Tasword 8000 was that existing
Tasword users who bought PCWs wouldn’t feel at home with
Locoscript. They would, therefore, be willing to shell out for a
program which was more familiar to them. Although it's
obviously a program of general interest, let's start off with a
look at Tasword 8000’s features from the viewpoint of someone
who's used a Tasword variant before.

COMPATIBILITY

If you've used Tasword on a CPC machine, Tasword 8000 has a
major advantage for you right from the word go - file compati-
bility. Any disc files from Tasword 6128 or 464-D will load in the
normal way so you won't lose, or be forced to retype, vital data.

Tasword fans will also find the behaviour of the program
broadly similar. Apart from the difference in display size the
editing, help and menu screens are almost identical. Some of
the key combinations are different, it should be pointed out, but
in general they are more memorable and logical than their CPC
counterparts, making use of the extra keys on the PCW
keyboard and indeed the <extra> key itself. To toggle auto-
insert, for instance, you use <extra>A rather than the CPC
version'’s totally forgettable <Ctrl>0.

Of course, there is a price to be paid here in terms of
learning time. If you're used to the old key combinations you'll
start off using them on the new program. These differences
aren't too serious, though. The tough part of learning a new
word-processor is understanding precisely what the cursor
controls etc actually do, rather than which keys you have to use
to get them — and in this former respect, Tasword 8000 is almost
identical to the older versions.

The only really obvious change is the increase in speed.
The differences in hardware between Arnold and Joyce mean
that Tasword 8000's vertical scrolling is both smooth and fast.
The horizontal scroll isn't quite so good, but it’s still a big
improvement. Sadly the same can’t be said of the reformatting
function, which seems to take as long as ever — but more of this
a little later on.

The other change you may notice is the text space avail-
able. On the 8256 there's room for about 100K — as much as most
people are going to want, and a big improvement even on the
6128 version — while the 8512 can manage well over 300K. There
aren't going to be too many people needing that kind of space, I
don’t suppose, but it's nice to know it’s there.

THE COMPETITION

If you're not a Tasword user of long standing, you're probably
wondering how 8000 measures up against Locoscript — the main
competition for any PCW word-processor. The comparison is
none too easy to make, as the two programs are very different.
In speed terms, Locoscript is slightly faster in scrolling, but
Tasword is far more powerful when it comes to jumping around

shown on pi
chaice by

within a long document - one of Locoscript’s worst failings.
Tasword 8000 has commands allowing you to move directly
(give a second or two) to any page or line-number you specify.
You can also move pretty quickly from the start to the bottom of
a document and back again. If you're trying to write a book, this
feature alone would make Tasword a much better bet.

Printing can also be much more satisfactory in Tasword.

For example, there are options to print out any number of
copies of your document, and you can print any specified
section of it (using pages or line numbers).
But Locoscript wins out in text reformatting — it does it
automatically, while in Tasword you have to force it using
<alt>]. The program is a little quirky in this regard. For
example,i If you try inserting text in a paragraph which is wider
than the current margins Tasword scrambles the text up in the
most alarming way. The only way to avoid this is to do a ‘hard’
reformat on the paragraph before trying to alter it. This could
cause frustrating problems when it comes to editing someone
else’s text, if it was typed with a different margin setting,
although you'll find things 100 times faster if you select the
‘Override on-screen justification’ option from the comprehens-
ive Customise Program menu.

A further problem on reformatting is that Tasword iden-
tifies the start of a new paragraph only by coming across a
blank line or an indent. You cannot begin new paragraphs (or,
say, tabulated data) flush with the left hand margin without
leaving a line's gap, without risking having it reformatted onto
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the end of the previous line next time you press <alt J>.

Tasword is also weak in its Search and Replace function.
This works very slowly and you can only search for a whole
word. Not a patch on Locosript here.

HELP!

When it comes to ease of use, Locoscript doesn’t compare so
favourably. Tasword has a whole screenful of help which you
can summon up just by pressing <STOP>. Alternatively you can,
while still editing the text, leaf through this information a section
at a time in the optional help window. This conventional
approach is, for my money, rather easier to learn than
Locoscript's pull-downs.

As for documentation, Tasword scores points here too. Its
10 page manual can't rival Locoscript’s mighty volume in terms
of size but it more than makes up for this with its clear,
straightforward style. As well as a comprehensive reference
section, there are some useful tutorial sessions complete with
worked examples of the program’s trickier features. In addition
there’s a helpful tutorial document for you to practice editing
on, containing both instructions and subject matter for a brief
guided tour.

EXTRAS

Once you've got the hang of editing your text, you'll want to
actually do something with it. Tasword has a couple of features
which you may find useful here.

Firstly there’s a handy mail merge and conditional printing
facility. With this it’s easy to run out, for example, personalised
letters to all your customers who have London telephone
numbers. You can also set up text-entry points in pieces of text
so that the user is prompted for dates etc as the letters are
printed out. The conditions available are something of a weak
point — you can’t search for sub-strings, for example - but the
system should still be adequate for most purposes.

COMPACTA = bold and heavy, good for el
DATA~RUE ~ A FUTURISTIC SCRAIPT
LECTURA LIGHT - clean and pleasing to

MEDIAN - a serious business-like scrij

PAIOCE BLRIPT - o distinctive Howing
RANCHERO - short, sharp, and Lo Lhe p
BRCAKER = UNUSAL MM VERY EFFELTAVE
OUTLINE = exeellent for letter headin:

Tasprint offers eight new fonts. The two included with Tasword 8000 are
Lectura Light and Median.

The second and less conventional feature is a utility for
printing text in a variety of different fonts. Known as Tasprint, it
comes with two built in fonts — you switch between normal PCW
printer mode and Tasprint using control characters embedded
in a piece of text. This same control character system also
allows you to switch between the normal facilities of the PCW
printer - italic, condensed, underlined and the like.

The main limitation on the system is that you can’t mix

normal and Tasprint fonts on the same line. But you can get hold
of six extra fonts if those supplied don’t satisfy you — Tasman are
selling the Tasprint system separately, with the full range of
eight fonts, as a stand-alone for £14.95.
If you like the sound of Tasprint but aren’t so keen on Tasword,
this seperate system could be the answer. It can cope with any
pure ASCII files, so you can use it with Locoscript if you put in a
little effort. If you're buying Tasword anyway, the additional
fonts probably aren’t worth the extra cash. They’'re mostly
decorative, and not nearly so functional as the two which are
bundled.

VERDICT

If you've used Tasword before and like it, you're probably best
sticking to what you know. If you're just disgruntled with
Locoscript, that’s a different matter. Tasword is a lot faster in
handling long documents, but in other respects it can be quirky
and slow. And it's not compatible with documents you've
already created on Locoscript. On the other hand it is substanti-
ally cheaper than the other alternative word-processors such as
WordStar and NewWord. R

GOOD NEWS BAD

» Much more powerful than
Locoscript in handling long
documents.

» Good documentation, and including Search and Replace.
plenty of onscreen help. > You've already got Locoscript
» Very useful mailmerge facility. §iCEH

» Comes with Tasprint and two
good fonts.

NEWS

» Reformatting of text can be
cumbersome.
» Some functions are very slow,
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ADAM zudiogenic, All CPC machines, £24.95 cass, 29.95 disk

‘ALLO

(Assembler, Disassembler and Monitor)

ADANM

AW manages only a lukewarm welcome for the latest French import

The French influence on the British software market is spread-
ing from games to serious software, it seems. This cross-
channel utility is the product of a deal between Audiogenic and
French programmers Micro Application. There’s something of
a glut developing in the assembler market at the moment — an
assembler mountain, even — but this one's a bit out of the
ordinary.

A conventional package loads in two separate sections,
assembler/editor and disassembler/monitor, with only one
being in the memory at any one time. This means a loading
operation every time you want to switch between writing and
debugging. With ADAM, however, the separate components all
load in one go. You orly have to do one load, at the start of a
session — from then on, everything you need is in memory.

This approach is obviously a boon to disk-less 464 owners,
but it does have its problems. To put all the components in
memory in one go really cuts down the amount of programming
space you have available, in this case to about 28K. If that
doesn’t sound too bad to you, bear this in mind. To squash the
whole system into that amount of memory means cutting down
on features — and that's hardly encouraging in a high-price
product like this.

COMMAND SCREEN

In use, the system is rather quirky. The whole thing is run from
a main command screen. Single-key commands call up the
various different functions of the package

The editor is adequate, but it's very easy to exit accident-
ally — a double hit on the return key is enough to do this. Also, I
could find no way to insert lines above the current top line. You
can't leave it blank either; it’s easy to enough to leave it as
comment or a dummy label, I suppose, but this doesn't speak

E

This month's chart shows G.A.C. continuing its astoni-
shing run at number 1 with a massive share of the massive
number of votes cast.

The only new entry is Ocean's powerful Laser
Basic — possibly to followed soon by Laser Genius? Harder
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SERIOUS SOFTWARE TOP TEN
The chart created by AA readers

Hgﬁm Lmaosgth % of votes Title Software house

i 7 1 24.5% GRAPHIC ADVENTURE CREATOR Incentive

2. e D2 AMX MOUSE AMS

= % 4 94% MINI OFFICE 2 Database

4. 6. 6.5% TASWORD Tasman

5 -  6.3% LASER BASIC Ocean

6. - e 4 ELECTRIC STUDIO LIGHTPEN Electric Studio
T 1 5. 51% DISCOVERY Siren

8. 3 4.8% EASI AMSWORD Amsoft

9. Douad s MINI OFFICE Database
. 8. -33% TRANSMAT Pride Utilities

wonders for the thoroughness of the system.

Once you've written a piece of code, you can assemble it
by entering the ‘a’ command on the command screen. Errors
are reported as they are found, and will halt assembly immedi-
ately. The error messages are helpful, and on entry to the
editor you'll find the cursor already on the error line — another
useful feature. It would have been nice if the system could
automatically enter the editor at this point, but you can’t have
everything. Indeed with this assembler you can’t have macros
or conditional assembly, so the error handling is pretty
advanced!

The monitor is the most conventional bit of the package,
which is to say that it's not very exciting. Its single step routine
can rummage through ROMs if you're feeling nosey, and the
slow run facility works well enough.

Overall ADAM is pretty disappointing. There’s nothing
really wrong with it, but it’s all been done before, and cheaper
at that. If it had come out six months back I'd have suggested
buying Devpac and saving yourself a bit of money. As it is, I'd
strongly suggest you buy Laser Genius and save yourself £10 or
so. You'll get a much better editor, assembler and compiler —
even if they don’t all fit in memory at once. ll

GOOD NEWS BAD NEWS

» No macros or conditional
assembly.

P> Vastly overpriced.

> Flimsy documentation.

» Looks completely obsolete next
to Laser Genius.

» Everything fits in memory at
once.
» Can single-step through ROMs.

to understand is the continued presence of extremely
dated software such as Easi Amsword. It's horrible!

Remember, you can have a hand in the shape of
next month's chart by entering your votes in the all-in-
one form on p94.
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NE

If you don't buy it you
Gold Medal Award 97% overall.

b

“*10 levels of fun make this torture excellent
value for money. Nova rating. Definitely one
of those ‘just another go’ games. Game of
the month February' - puter Gamer.
“*The most compulsive game I've ever played.
I never know what
you've missed.™ says Gary Penn, Zzap! 64.

YOUR AMSTRAD
S GREMLIN It

Super fit and dt te for freedom our
frightened hero finds refuge with the
criminal underworld who offer him his
chance to breathe fresh air and bask in the
sunlight once again. Monty must select the
correct five elements of his freedom kit from
the many he's offered and not miss out on
the hidden gold coins that will make him a
mole of leisure.

THE WAY OF THE TIGER

Enter the world nflvmgu-. a Ninja warrior
of unparalleled skills and deadly powers, as
he battles the forces of evil in defence of his
faith and protection of the weak.

Be calm and stay silent as the outstanding
animation and unrivalled combat routines
take you to levels of action you'd never have
thought possible.

Experience the stunning effects of triple
m.r:? action as you master the techniques
of Hand to Hand combat, Pole Fighting and
the skills of the Samural Sword.

And when you believe you've succeeded in
overcoming all the odds, the next in this
thrilling series of adventures will beckon you
forward to a further challenge of death.

THING ON A SPRING
The evil goblin is wreaking havoc on an
unsuspecting world, casting spells and
banishing its treasures to his underground
factory deep in the bowels of the earth. How
can he be stopped? What can we do? Who
can do it? There's only one saviour — our
hero — Thing on a Sprjlr;;la

Complete the magical 'w and break his
fiendish spell., i

Gremlin Graphics Software Limited, Alpha House, 10 Carver Street, Sheffield S14FS. Tel: 0742-753423 i~ <L




In the June issue we looked at monochrome printers, which
can print text and graphics and produce screen dumps in
shades of grey. This month we add some colour and look at
how you can transfer your CPC’s fabled 27 shades onto
paper.

Why should you want to produce colour output from
your micro, anyway? If you're interested in computer
graphics, like to record screens from games or want to
produce eye-catching posters, then colour reproduces the
screen more accurately and clearly. At work a touch of
colour will liven up reports or quotations, and produce
graphs and charts which show at a glance the information
you're trying to convey.

As well as true colour printers, there are several
machines which draw on the paper with pens. These are
known as plotters. They can draw true curves as well as
numbers and letters, but aren’t capable of producing screen
dumps. Plotters work from point to point, without having to
start at the top of the paper and work down. Most, therefore,
have to be programmed rather differently from printers.

This survey includes two dot-matrix printers and a
plotter which is free to move around a flat sheet of paper
like a small robot, or ‘turtle’.

Juki 5520 Dot-Matrix Impact printer
Approx £320. Contact Micro Peripherals 0753-72331

I1t's easy to print
as you only need t
codes and you can
dumps are not near
as few programs ha
in, and there is n

and white printing

This is the most conventional machine reviewed. It uses a nine
wire print head and can print in black on white if you use the
black ribbon supplied. In this mode, the Juki uses Epson
compatible codes. The print quality is reasonable, although a
little fuzzy, and it offers a near letter quality print which is well-

CRAFTY

The remarkable orange-and-green topped

BERTRAM CARROT checks out three machines
which can add a little colour to your Amstrad

formed in three passes of the print head. Draft print is at 180
characters per second, which is fast.

The Juki is a large printer, measuring 18 x 14 x 4 inches, but
only has a standard width carriage. It can handle cut sheet and
pin-feed paper as standard. All the normal controls are there,
and the ‘dip’ switches used to modify the printer’s character-
istics are easily accessible under a panel in the top cover.

Colour print is obtained by changing the ribbon for a four
colour one, with horizontal strips of yellow, blue, black and red
ink. A ‘U’ shaped arm moves the ribbon up and down with
respect to the print head, so that it hits the different coloured
bands.

The colours are good, with orange, green and magenta
also available by over-printing. They are selected with escape
codes, which is very convenient for text, but graphics printing
is not so easy.

AMSTRAD

Py ;-.:-\‘\ B3 RN D00 R DR
oo o A colour dump
St 5 from the Juki 5520

No software is supplied with the Juki, and there are no
Amstrad packages I know of which will dump to it in colour, so
if you need to dump a screen, you'll have to write your own
routine!

The Juki 5520 is a very versatile printer, and will simulate
an IBM graphics printer - handy if you have a PC at the office.
It's also cost effective, as you can use it as a normal black and
white printer most of the time, and fit the colour ribbon only
when you need to do colour work.

Okimate 20 Thermal Transfer Printer
£299, Contact Xdata 0753 72331

This is a dot-matrix printer, but uses a rather unusual technique
to print both colour and black on white. The print head doesn't
shoot wires out to press against an inked ribbon, but instead
heats each wire to melt wax off a special thermal ribbon and

...COLOURF
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PLOTTING...

deposit it on the paper. The paper has to be quite smooth to
take the wax clearly, and special paper is supplied with the
Okimate.

Thermal transfer printers are cheaper and quieter than
impact printers, like the Juki, and the main noise from the
Okimate is the solenoid which moves the head on and off the
paper at the beginning and end of each line.

The printer is very compact, measuring only 12.5 x 7.5 x
2.25 inches, but still handles A4 paper with no trouble. Controls
are basic, with a mains switch on the side, an on-line select

button on top and a thumb wheel and lever to wind the paper
through and engage the friction feed. There are no line-feed or
form-feed switches, although the printer can handle roll and
pin-feed paper as well as single sheets. The tractors for pin-
feed paper are buried deep inside the printer, and feeding the
paper through is a fiddly business.

The printer can do many of the things that other dot-matrix

VARYING COLOURS ON THE OKIMATE 20 1. Low res colour
. - » et 7 o dump in Amstrad

default colours.

2. Low res colour
dump with colours
corrected.

machines can, such as underlining, italics and correspondence
quality print, and uses Epson control codes for compatibility.
The correspondence quality characters are very well formed,
but even on thermal paper they’re a bit patchy.

The Okimate 20 is supplied with two ribbons, the second
giving it its colour capability. This is again a transfer ribbon, but
is made of clear plastic, coated with alternating strips of red,
yellow and blue wax, each about 8’ long.

To dump in colour the print head passes across a red strip
and transfers all the red that's needed for a line of the printout.
It then winds the ribbon through and transfers all the yellow,
and then does the same with the blue. Each line of the print-out
therefore uses three strips of the ribbon, even if there are no
dots of a particular colour in a line of print!

The ribbon is only single pass (you can’t re-use it), so print
dumps can prove pretty expensive. Against this, though, is the
facility to print on clear acetate sheets to produce overhead
projector slides. Ribbons are sold in packs of 6 for 34.95, and
you can get about eight or ten low-resolution dumps from each.
The dumps themselves are small, at about 5.5 by 3.0 inches.

The print dump software supplied with the Okimate Z0
comes on cassette, but is unprotected and can easily be
transferred to disc. It loads into memory as a machine-code
patch which can be called with a special key sequence.
Whatever’s on the screen is then sent to the printer.

The Okimate is not cheap for a thermal transfer printer.
Even with the colour facility, it’s only reasonable value. The
colour dumps are small and not particularly good, and the
technique of transferring wax onto the paper means that you get
through a lot of colour ribbons. In its favour, the printer is quiet,
produces well-shaped text and has most of the facilities you'd
expect from a modern dot-matrix printer.

The Penman Plotter
£220. More info on 0903 209081

arm which can be driven in two horizontal axes to position a pen
(or several pens) at points over the paper. Since the size of

TING
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Our £300,000
was well spent.
Our Voyager range of
Modems — which are fully
compatible with just about
any micro — has now passed the rigorous BABT tests
and is fully approved — even for PABX use.
So with Voyager, it's Anywhere, Any Micro: Approved!
Your £79.95 (ex VAT) will be well spent.
You can pay twice the price for a modem and still not
get these features:
@ Auto dial/Auto answer as standard™ @ Multi Speed
— including 300/300, 1200/75, 75/1200 full duplex,
and 1200/1200 half duplex. @ LED/Computer status
messages. ** With suitable software
The Voyager CPC range software gives you:
@ Full Colour Prestel/Viewdata Emulation @ Full
Prestel/Viewdata Graphics Emulation @ Full Tele-
software support @ File Upload/Download and/or
Spooling to Cassette, Disk, Memory and/or Printer
@ X-Modem File Transfer @ Bulletin board software
available soon @ More software support than any
other modem — and it's the best @ The total software
on ROM package for just £39.95 (ex VAT)
With Voyager 7 you can link Prestel, Micronet,
Viewfax, Amsnet, BT Gold, Microlink — and most other
data bases — and for 98% of the country it'll cost you

only around 40p per hour
(cheap rate) to run.
Special introductory
offer: We'll pay your VAT.
A Complete CPC pack — Modem and Software —
For just £119.90
PCW software also available — ring us for information.
Fill in the coupon then stand by to access

mainframes and micros — worldwide.

AACIEVIHOUSE

THE SINGLE SOURCE SOLUTION

Modem House, 70 Longbrook Street, Exeter, Devon EX4 6AP

As Stocked by P05

Please send me:- (tick which required)
1. Voyager 7 Modem ..........ccoerrien. £31.94 (inc VAT) []

I 2. Complete Amstrad CPC pack inc. Software . £119.90 [] I
| enclose cheque/PO payable to Modem House for.
Access No:

I NAME
ADDRESS

I Post to:- Modem House, 70 Longbrooka:se . 4
LStreet, Exeter, Devon EX4 6AP Tel: (0392) 213355
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paper is governed by the size of the bed and the length of the
arm, cheap plotters usually only handle small paper sizes.

The Penman plotter gets around this problem by adopting a
radically different approach. The plotter consists of two units,
attached by a thin ribbon cable. The larger unit is fixed and
contains the circuitry to control the smaller one, which is free to
move on two small wheels and a plastic castor.

The wheels are directly connected to stepper motors,
which can be rotated by very small pre-defined amounts. This
allows the Penman to move or turn accurately as it runs over a
sheet of paper laid on a large black perspex baseboard,
supplied with the plotter.

Three pens are held in cradles on the front of the Penman
and any of them may be selected for drawing. A fourth pen fits
through a hole in the centre of the Penman, on the axis of the
three wheels. This is particularly useful if you run the plotter
from Logo. Penman makes a very good turtle, and there are
‘drivers’ available to link it to some versions of the language,
although not DR Logo as yet.

Connecting Penman to an Amstrad micro (PCW or CPC)
requires a serial interface. The Amstrad RS232 interface works
well, and all the default communication settings work directly
with Penman, so you can ‘plug in and go'. You do need
something to plug in though, and a lead is not normally
supplied. Ask for a ‘male to female 25 pin D connector with pins
2 and 3 crossed’!

Once connected up, you slide the Penman from its cradle in
the control unit, place it on a piece of paper and can then start
giving it instructions. Penman is an intelligent device, and can
do many things for itself. For instance, it will count how may
complete revolutions it has made while plotting, and unravel its
ribbon lead before it gets tied up.

You control Penman using a plotting language built into the
control unit, and single letter instructions will get the plotter
drawing lines and circles with a minimum of effort. You can
send it instructions from BASIC, or, by typing | TERMINAL, you
can watch it execute each one in turn.

The plotting language is adequate for simple drawing - the
CPC6128 plot was produced with about 30 lines of BASIC — but
has a few shortcomings. There are no commands for triangles
or rectangles, and several of the other commands require
parameters in hexadecimal - not the friendliest of approaches.
Penman can supply extra software for technical drawing, but
again not for Amstrad micros.

Colour Palette Switcher @

If you're using Melbourne Draw with  bourne pictures separately from the
a colour printer such as the Okimate art package itself, and then dump the
20, you'll need to load your Mel- screen.

If you load the pictures directly,
however, you'll find that the colours
are likely to be different from those
you used when drawing it. This is
because Melbourne Draw allows you
to change the palette colours to pick
any 16 of the CPC's 27 shades.

The Okimate software copies the
physical colours (the ones which ap-
pear on the screen) rather than the
logical ones, so you can get a true
picture by switching the palette
colours back fo the ones you used in
Melbourne Draw. The following BASIC
program, allows you to do this by
pressing single keys to cycle through
the logical colours assigned to each
physical one. You can see them
change on screen.

Run the Okimate dump patch
first {or any other screen dump routine
which sits out of the way until called)
and then run the program as listed.
Type in the name of the picture file
you want fo print and press any of
the following keys to change the
corresponding physical colour.

L be el B Rl Rl e G
Colours 0

—
N
w
o
w
ful

7. 8 9 16 11 12 13

14 15
10 CLS
20 INPUT "'Picture file to print”’;p$
30 MODED
40 LOAD ps
50 DIM ¢(16)
G0FORn=1T0 16

110 IF a$<""0" OR a$>""?" GOTO 160
120 i = ASC{as)-47

130 efi) = i)+ 1

140 IF c(i)>26 THEN c(i) = c(i)-27

150 INK i-1,ci)

160 WEND

Mcin)=n .
80 NEXT
90 WHILE 1

ﬁ\ 100 a$ = INKEYS

Come on, come on.. AMSTRAD ACTION AUGUST 1986 39




The plotter works best on heavy (100gsm or more) paper
with a good ‘grip’. Some is supplied, and Penman will sell you
more, but this can be an inconvenience. The small colour pens
supplied are also a bit special, but you can use Pentel type
refills instead, which are easier to get.

Penman is well designed and produces crisp, four colour
plots, up to A3 (twice A4) in size. It's best used on the
recommended paper, and even then some straight lines have a
waver in them. For the asking price, though, you won’t get a

more versatile plotter.

VERDICT

If you want the minimum of fiddling, the Okimate is the

only printer which comes with colour dump software. The
Juki 5520 is a robust conventional dot-matrix printer, with
colour as a valuable extra. the Penman is a well-designed
plotter, for those who want specialist plotting facilities.

How to get colour from a colour printer

The general maxim for colour
printing with CPC micros seems to
be 'You're on your own'l Unlike
black and white printing, there's
no accepted standard for printer
control codes, and every printer
manufacturer tends to do his own
thing. To add to these problems,
colour printers in general are
expensive, so few software pack-
ages include colour print dumps.
The logic is that somebody
paying Amstrad prices won't
normally be able to afford to
pay the same again for a printer.

Colourful text printing is not
really a problem. Most word
processors allow you to set up
‘user’ functions for special printer
control sequences. Most colour
dot-matrix printers use simple es-
cape sequences to switch be-
tween colours, so by setting these
into your word processor, you can
highlight text with a few special
key sequences.

The only problem that may
occur is not having enough user
functions for the number of colours
supported by your printer. You
can either choose the colours you
value most, or reassign other
facilities, such as italics or double-
strike, to provide the extra colour
controls.

Colour from BASIC is fairly
simple as well, Text can be high-
lighted using commands such as:

Pﬁmr#h,cnns&?);CHRs(N)

where N is the escape code num-
ber for colour, and may be fol-
lowed by a further CHR$ para-
meter to specify the hue. A short
program using this technique with
a Juki 5520 printer is shown on
this page, together with the print-
out which results.

Several printers allow user
defined characters to be printed,
and these may be set up in much
the same way as screen charac-
ters are defined. The printer
characters can be printed in
colour, so you could devise
frames and boxes for text, or
simple ‘'Block' characters for
graphics.

Where the problems really
start is with graphics dumps. Few
printers are supplied with any
software at all, as there’'s no

telling which micro they'll be used
with. {An exception to this is the
Okimate 20, which has been cus-
tomised for use with the Amstrad
CPC machines). Colour dumps are
not that easy to write, and_need
to be in machine-code if you
don't fancy waiting hours for
each printout.

One solution would be for
graphics software to include ap-
propriate dumps, but even pack-
ages like Melbourne Draw and
DR Draw only have Epson com-
patible black and white routines.
There is really litile excuse for
colour art packages not to have
colour dumps, even if it's only for
one colour printer.

Plotters are rather easier to
control than  printers, and

because they are less popular
devices, are often supplied with a
‘graphic language’ of their own.
This can be used directly or from
within BASIC. A typical example
is the control language for the
Penman Plotter, which uses single
character commands, with para-
meters, to move the 'turtle’ style
plotter, draw lines of different
colours and write text in a num-
ber of sizes.

Here's o simple example, which
draws this front view of a CPC

6128.

10 |SERIAL
20i8=""

30 WHILE i$<>""m"”
40 READ i$

50 IF LEFT$(i$,1)<"D" THEN i$="RM
+is

60 PRINT i$:PRINTHS.i8;""

70 IF LEFT$(i$,1)= "L THEN
PRINT3£8,.CHR$(10); CHR$(13)

80 WEND -

90 END

100 REM Front View

110 DATA U,U,U.H,P1,D,0 120,880 0,0 -
120, -8800.U

120 DATA 0 20,D,880 0.U

130 DATA -200 10¢,D.0 -40,-680 0.U
140 DATA 700 8.D,160 0,0 -16,-160 0.0
16.0

150 DATA400.D.08,800.0 -8.U

160 DATA 0 -16,D0,0 -8.-80 0,0 B,U

170 DATA -40 -32,P2,0,20 0,0 -8,-20 0.0
8.u

180 DATA -80 40,P3,D,0 20,-580 0,0 -20,U
180 DATA 80 0,D,020,U,800.D.0 -20.U
200 DATA 220 0,D,0 20,U.80 0.D.0 -20,U
210 DATA 40 0.D,0 20.U.40 0.D.0 -20.U
220 DATA "z’

AMSTRAD
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£995.

Amstrad

Easylink

THE PERFECT
COMBINATION

8.C. Telecom put in the telephone call-logging and Bar

Stock programs.

Dictaphone® provide the on site service.

When Amstrad introduced their word-processor they
tore up the rules for pricing.

5.C. Telecom have extended this price advantage into .
telephone call-logging, with system prices beginning at [

S.C.Telecom Ltd.

GLOBE HOUSE, NEW STREET, CHELMSFORD, ESSEX CM1 1PP.

TELEPHONE (0245) 87164

AEPROVED fov use

built in the genius and word-processor.

gave it electronic main/Telex capability.

Tem

To: AGF , Dept A

%’

GIFT PACK COMTENTS

2-MANIC MINER,

S-ELECTRO FREDDY,

&-AMERICAN FOOTBALL,

@-HUHCHBACK, CUBIT,

SURVIVOR.

+ 26 Van Gogh Place, Bognor Regis, Wes! Sussex

NAME
ADDRESS

SIGNATURE
COMPUTER:

| enclose cheque/PO. for £
Access/VisalDiners T=T7—T T )
Mycreditcardnumberis: || | 1 ! | | | ] | | | |

payable to AGF Direct M

PQOSTCQDE
_ DATE

95

0
pkﬁafs leg,l+ £

1-LUCKY FRUITS, ATOH SHASHER, PUNCHY, WAUNTED
HED!
DETECTIVE, ASTRO ATTACK,
ODEMAME MATT, LASERWARP, SPLAT,
HUNTER KILLER, GRAND PRIX DRIVER, CHUCKIE

EGG
STAR COMMAND,

7-BLAGGER, MESSAGE FROW AMDROMEDA,

GENMS OF STRADUS,

Telephone (0243) 823337 ag |

GES,
CuBIT.
INUADERS.,

, MASTER CHESS.
SPANNERHAMN,
HOME RUNHER .
STOZKMARKET,
SPACE HAUKS.
JET BoOT
CHOPPER SOUAD.
CRAZY

AMSSOLF,

JACK,

GOLF .
ALL ABOVE PACKS COMTAIN 4 INMDIVIDUAL CASSETTES

9-30 TINE TREK, MOUSE OF USHER, JOMMNY REB,

i
T

DISCOUNT SOFTWARE
ENT, WESTCOMBE PARK, BLACKHEATH

3STATIONCR EQ

SE3 7ER.

Access orders/enquiries

tel: 01-305-0621.

ALL PRICES INCLUDE FREE FAST DELIVERY IN THE U.K. ONLY PLEASEADD
70P PER TAPE ON EUROPEAN ORDERS AND 1.00 PER TAPE ELSEWHERE.
New titles arriving every day, please ring for details.

Aiien Highway... .8.95 671 Worm in Paradise... 995 746 Doomsday Blues.
Kung Fu Master. . 3 Spindizzy.

Green Berel Masterils

Ghosls Maslercalc.

Geaphic Adv. Crealor..

Here & There with
First Sleps wilh Mr Men

Turbo Espril.. .
Forbidden Planel

Red Moon... 40 2112AD.
Bridge Player (CP). 7.40 Spillire 40..
Fighler Pilot. 9.95 7.46 LazerBasic 5
Ballle of Britain. 9.95 7.46 Lazer Compiler.
Gel Dexter k 7.46
9,95 7.46 MiniOflice 2...
R .95 11.21 3 Weeks in Paradise.
Way of Ih 7.46 Ballle of Planels..
Airwoll.. 1 5 DR Draw. h;
Scrabble 95 7.46 DISK SOFTWARE Box of 10 CF2 DD disks.. 59.95
Manopoly 895 7.46 Alien Highway... 1495 11.50 Boxol 10 CF2disks. 34.95
30 Grand Pri X 7.46 Kung Fu Masler. 14.95 11.50
Cyrus Chess. 995 7.46 Green Berel ¥ SAGE SOFTWARE
Zoids.... 8.95 i Posully Aot

Popular Payroll
Popular Combo.
Sage Conlrol & Invoicing..69.99 59.00
Popular Plut 149.99129.99
Super Combo, 199.99170.00

.149.99129.99

"DENOTES NEW TITLES THAT ARE AVAILABLE IN THE NEAR FUTURE. PLEASE RING FOR CONFIRMATION.

WHY NOT COME AND PICK UP YOUR SOFTWARE PERSONALLY
FROM OUR DISCOUNT SHOP AT 3STATION CRESCENT,
WESTCOMBE PARK, BLACKHEATH, LONDON SE37ER. RIGHT
OUTSIDE WESTCOMBE PARK RAILWAY STATION ON THE
SOU;::‘EHN REGION. OPEN ON SATURDAYS ONLY FROM 10.30 'TIL
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il |
i
i
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ALEX WIGGINS POCL (DISK) 12.99

ALIEN (DISK)

CASH PLANNER AND FORECASTER jaiiing Lisy
CENTRE COURT (DISK) STOCK CONTROL
DRAGONS (DISK) TOOLKIT (DISK)
FANTASTIC VOYAGE (DISK) ULTRABASE (DISK)
GATE CRASHER (DISK)

5.75 DALEY THOWPSO!
GALAXIA
MESSAGE FROM ANDROMEDA |oa

1

N SUPERTEST
s

ULTRABASE
TIME ONE OLEN HODDLE (DISK)
TINE Tuo HEAVY ON THE macIck (oiski  13.350
WORL DUISE HYPER SPORTS (DISK) DATABASE
CAULDRON HASTER CHESS (DISK)
6.99 CHERISTRY REVISION 0% (BISK)
FOOTBALL MANAGER HOME ACCOUNTS HANAGER (DISK)
i P A
SORCERY el ol b D PHYSICS REVISION 0 (DISK)
7.29 SCOUT STEPS OUT (DISK) SCREEN DESIONER {DISK)
SEE SAW (LISK) an_ELODK.EHERS
DEFEND OR DIE 30 BOXING TR AMSWORD ADVANCED
FA FOOTBALL 30 GRAND PRIX SUBTERRANEON STRIKER (Dlmx) JUSLSED ARUANCER
GYRCSCOPE ARTUORK SUPER PIPELINE (DISK!

MINI OFFICE 2 (DISK)
MUSIC SYSTEM (DISK)
QUILL (DISK)

SWEEVOS WOALD (DISK)
TOMBSTONE (DISK)

BATTLE FOR MIDWAY
BATTLE OF THE PLANETS

HOON CRESTA
ON THE RUN

PLAY YOUR CARDS RIGHT BEACH HEAD TRAFFIC (DISK)
RASPUTIN TOMT UL DERDASH WIZARDS LAIR (DISK) 17.50

RUNESTONE cLUEDD YE ARE KUNG FU (DISK) REEAORS A ANCED ST
SOUTHERN BELLE COMPUTER HITS 10 GAMES STOCKMARKET (DISK) 19.95

SWEEVOS WORLD CYRUS CHESS 10.?5 .

TECHNICIAN TED DEZERT RATS

3D BOXING (DISK) ASSEMBLER-DISASSEMBLER

e 3D GRAND PRIX (DISK) et gy
6.15 oI BEACH HEAD (DISK) ety
PYIANARARA it EYRUS 2 CHESS DIk o IEET Fekiin
6.50 MARS: POAT 15K) PROSPELL (DISK)

GHOST AND GOBLINS (DISK)

FOUR TOP GAMES ON OME TAPE,

RETURN TO EDEN
ROBIN OF SHERWOOD
RUNESTONE

20.50
PROTEXT (DISK)
GRAPHIC CREATOR (DISK)

HIGH RISE (DISK)
JUMP JET (DISK)
LORDS OF MIDNIGHT (DISK)

SOULS OF DARKON
aye

ALEX HIGGINS POOL

[ALEX HIGGINS SNOOKER SEAS OF BLOOD
R A o gy L S
BULLSEYE SPIN DIZZY LS ink me PATROLL

DALEY THOMPSON SPITFIRE 40 SORCERY + (DISK) DECISION MAKER (DISK)

DEATHSVILLE STARIO! ENTREPRENEUR (DISK)
DRAGOND STRIKE FORCE HARRIER i R MASTERCALC (DISK)
FANTASTIC VOYAGE TAU CETI TAKE 3 (DISK) PROJECT PLANNER (DISK)
FIGHTER PILOT THEY SOLD A MILLION 2 TLL (DISK) MASTER FILE (DISK
FIGHTING WARRIOR THEY SOLD A HILLION Ut (DISK) PYRADEU (DISK)

THREE WEEKS IN PARADISE
VOL 2 COMPUTER HITS

WAY OF THE EXPLODING FIST
WAY OF THE TIGER

DEVILS CROWN

HACKER

NINDSHADOW

FRANK BRUNG BOXING
GEOFF CAPES STRONGMAN
GHOST AND GOBLINS
GLEN HODDLE

GRAND PRIX 2

GREEN BERET

2112 AD (DISK) 23.95
BATHAN (DISK)

CASH BOOK ACCOUNT (DISK)
CONPUTER MITE & 0AnES (DI8K) nr o e (D18
PURCHASE LEDGER (DISK)

e
S IR AT S} TRANSACT (DISK)

GREET BERET (DISK)
1

HEAVY ON THE MAGICK 2 25.95
HYFER SPORTS RARRY NcaUSGAE: JOXIND KNIGHT RIDER (DISK) Babtal
KNIGHT RIDER 7.6 LASER BASIC

PANZADROME SUPER CHESS MELBOURNE DRAW 39.95

PING PONG EVERYONES A WALLY
RAMBO ALIEN

ROCKY HORROR SHOW KNIGHTLORE
8.25
GHOSTBUSTERS

HINI OFFICE 2

ROCKY HORROR SHOW (DISK)
SPITFIRE 40 (DISK)

STREET HAWK (DISK)

STRIKE FORCE WARRIER (DISK)
TRIPLE PACK (DISK)

VOL 2 COMPUTER HITS (DISK)
WAY OF THE TIGER (DISK)
WHO DARES WINS (DISK)
WORKING BACKWARDS (DISK)
BARRY MCGUIGAM BOXING (DISK!

MICROPEN (DISK)
MICROSCRIPT (DISK)
HICROSPREAD (DISK)
SUPERCALC 2 (DISK)
79.95

BUSINESS PACK (DISK)
BUSINESS SYSTEMS (DISK)

SLAPSHOT

STREET HAWK

SUPER SLEUTH
TRAFFIC

WHO DARES WINS 2
YE ARE KUNG FU
20103

30 STUNT RIDER
AMIMAL VEG MINERAL
CHESS

» 20
WRIGGLER (DISK)

0
TLE OF BRITAIN (DISK)
MUTANT MONTY (DISK. ll 50
ROLAND IN TIME (DISK) £ :
3D STUNT RIDER (DISK) sRIDcE pLavER 3 oisk)  Please add 20p per title P&P
AIRWOLF (D1SK) ORD OF THE RINGS
ALEX HIGGINS SNOOKER (DISK) RUSIC SYSTEM

REMOTE-CONTRL [ !

amazing [ for your Ang'IS'BA
El(!‘ Ion'u 9.99’0“5"‘“(16.95
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Alan Sugar might have intended the PCW machines for
the world of business, but lightpen specialists Electric
Studio have other ideas. This new package of theirs
shows just how those special features — the great big
screen and the bundled printer in particular — can be
used for more than just spreadsheets and Locoscript.

The package consists of the lightpen itself, its interface and a
disc carrying the bundled art program. Setting up is a simple
procedure - the interface plugs into the expansion port se-
curely, and the pen is already connected to the interface — but
there are a few points to note. Firstly, the pen doesn’t need any
interface other than the one it's supplied with — a major point in
its favour, given the PCW's lack of standard ports. Secondly,
you’ll almost certainly need to turn the brightness control on
your PCW up to full. The pen needs a lot of light coming off the
screen for it to operate properly, and normal brightness levels
just don’t provide it.

Once you've got the pen plugged in and the brightness
turned up, you simply boot CP/M and run ART.COM. This is the

heart of the bundled software. It's a meriu-driven
drawing/screen dump program, and it's very nice indeed.
THE MENU SYSTEM

The main drawing screen consists of an upper program
status/prompt line, a main drawing area and the bottom
printer/'Drive is...’ status line. Commands are chosen from
menus that overlay the drawing area, a system immediately
familiar to Locoscript users.

On loading, the drawing area is blank and has a main
function menu overlaying it. Moving the light pen down the
menu highlights each option in turn. Simply hit the space bar to
choose the highlighted option. Appropriate prompts and mes-
sages appear on the top line and, where necessary, further
menus appear on the drawing area.

Suppose you choose Disk from the main menu. A new menu
now appears, offering you the various disc operations. From
here you can choose to Save a screen to disc, for example, in
which case the top line prompts you for a filename to save
under.

This menu system is in marked contrast to the icon
arrangement used on Electric Studio’'s CPC lightpen software.
As well as bearing a useful similarity to Locoscript, this avoids
problems with unidentifiable icons. When you're dealing with
concepts like clearing the screen or getting a directory of the
disc, it's hard to come up with clear, meaningful symbols for
them. Despite this, there are places where a pictorial rather
than verbal approach would have made things a lot easier.

CREATING YOUR PICTURE

The main commands you'll want to use here are Draw, Fill,
Lines and Shapes. Between them they offer most of the facilities
you could ask for, if not exactly in the form you might want
them.

Draw covers a great deal of ground. On choosing it from
the main menu you get a sub-menu offering pen (freehand
draw), spraycan, point-plotting and brush-painting. All of these
work on the same principle — move the cursor with the pen,
holding the space-bar down if you want to draw.

If you select spraycan, you're prompted for a nozzle size.
Similarly, you have to set brush width before painting. Unfortu-
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Andrew small-time-cartoonist Wilton has been doodling
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nately, the nozzle sizes and brush widths are just numbers
between 1 and 9. There's no on-screen indication of what these
actually come out as in terms of spray-pattern or width of brush
stroke, so you've just got to guess until you're used to them.

That's not all. For one thing, there’s no way of setting up a
default brush width or nozzle size. If you have to keep switching
between brush and pen, for example, you'll have to set the
brush width every time. For another, brush-painting is a very
limited function. You might expect to be dealing with an artist’s
sable, but the program's brush is more the sort of thing you'd
use for decorating your living room. The width of the brush is
certainly adjustable, but only for up and down strokes -
painting from side to side always gives you the same pencil-thin
line.

Wide brushes also show another weakness of the
program,namely its speed. Move the pen at all rapidly and the
cursor lag becomes quite painful. At its worst, the program can
take over five seconds to catch up with a single brush stroke.
This kind of sluggishness doesn’t crop up too often in the
package as a whole, but even on medium widths things are slow

i Halp
i: Disk
Printer

f———

Lines

: Draw
R R R T LSRR

Fill

Ink colour
i Ink Mode
Shapes

——————— o1
T Rilities |====}

lext
EXTT

Functions are
selected from the
main menu

enough to make the brush feel unresponsive.

On the plus side of brush use, you don’t have to paint in
solid black the whole time. You can choose a ‘texture’ to suit
your taste — the texture pallette has everything from a smooth
grey to an extremely loud check, plus stripes, diamonds and
herring-bones galore.

You can use these same textures to Fill an area, another
process which can take time. The area must be closed, and must
be either solid white or solid black — continuous texture isn't
good enough. The routine can find its way out of almost any
gap, but if the texture should escape you can restore your
picture to its original state easily enough.

owcy
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a package which can

Shapes and Lines are straightforward enough, allowing for
rubber-banding and a range of polygons, amongst other things.
Additional features include Ink Colour which allows you to work
white on black rather than black on white, and Ink Mode which
offers AND, OR and XOR plotting - very thorough, but not
necessarily very useful. You can add Text in a range of sizes,
upside down or sideways. Also you can Copy or Move areas of
your drawing around quite freely - though these are both fairly
slow.

ZOOMING IN

©Of course even the steadiest hand can make the odd slip, so the
program offers a Zoom feature to let you see and alter tiny
details. The area around the cursor is magnified to eight times
actual size, so that you can see the individual dots, or pixels, that
the drawing is made up of. This can be extremely useful for

Zoom lets you see
the individual dots
that go to make
up your picture
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finding gaps that a Fill has leaked out through, for example.
Individual dots can be set to black or white, but the enlarged
area can't be moved around and there’s no simultaneous view
of the area at actual size. These omissions seriously restrict the
usefulness of an essential function.

Another thing I found annoying was the way you can't use
normal functions like brush or XOR pen while you're in zoom
mode. Thus, if you want to add some points and erase others
you have to keep switching ink colour. You don’t have to return
to the main menu to do this — you can set Normal (black on
white) with the N key and Reverse with the R key - but it’s still
restrictive.

The function’s redeeming feature is the fact that it can be
called up while you're in Draw mode — without returning to the
main menu, in other words - by pressing Z on the keyboard.
You have to be careful if you do this, however. If you call Zoom
from the menu, you get a message on the top line of the screen
reminding you of the various keys that control the mode. If you
call it from the keyboard on the other hand, you're left with the
Draw key message there. This can easily mislead you, until
you're used to things.

.
aﬁawwa

DOCUMENTATION AND HELP

On page two of the manual, the authors tell you that you should
be able to use the program without much difficulty just from the
prompt line and the Help screen. By and large they’re right, but
there are a few points it'd take you a long time to work out this
way. For example, all the textures on the pallette are ‘reversed
out’ — select white dots on a black background, and you'll
actually get black dots on a white background. Things really get
confusing when you want to select solid black as a texture —
something you'll probably want to do pretty early on. To do
this, you have to select the blank texture, that is to say the one
that has no black on it at all. Clear?

In some respects, however, you really are best off working
without the manual; quite simply, it is wrong in places. If you
want to clear the screen without going via the menu, the manual
tells you to use <alt>, <shift> and <cut> together. This won’t
work, despite the fact that this reference is itself a correction
made after the manual was printed; and neither will <alt><del>,
which the manual claims will restore a picture to its state prior
to a fill. In both cases the help screen gets the key combinations
right.

OVERALL

It's all very well giving a list of program features, but what
really matters is how the package actually performs. The
complaints up to now have mostly been minor quibbles or
matters of personal taste. One could add to these a list of things
you should be able to do and can’t - define your own textures,
for example, or create mirror images of blocks. The main
problems with the package, however are those of any lightpen
package.

Aside from the discomfort that comes from holding pen to
screen over long periods of time - and this should not be
underestimated — there are the ever-present difficulties of
pldcing the cursor on dark areas of the screen. Quite simply,

the pen can only ‘see’ bits of the screen that glow brightly. If

you put your pen over a black area, the cursor simply hugs the
nearest white dot it can find. .

To get into solid black areas, you have to press the B key
which produces a ‘negative’ of the whole screen. Thus the black
areas are temporarily white, and the pen can see them. This
continual switching from negative to positive and back ,is very
cumbersome, and even then does not help with areas of fine
grey tone. These are effectively unchanged by pressing B, and I
found that even on maximum brightness the pen just couldn’t
cope. If you're desperate you can use the cursor keys instead,
but that really is laborious. If these problems sound serious to
you, I guess you'll just have to wait for a PCW mouse.®
GOoOOD NEWS NEWS
P Turns your PCW into a
powerful graphics machine. LT3Rz 2% annoying.
> Easy-to-use, versatile » Quite a few minor niggles
software bundled with pen. [l I software, and some
P Needs no extra interface. P33 SRt handling too.

P Pen can drive DR Draw, if [ Ror 0 TR TLi pov
you want.

P> A PCW add-on to get
excited about!

BAD

» Brightness problems can

take your PCW beyond word-crunching._
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EUTE—DA______ 1495 1285  HEAVYONTHEMAGICK—DZ.___9.95  7.50
BOMBJACK—D2— . .___885 675  SHOGUN—DZ e 985 750
GHOST AND GOBLINS—D2. 5 6.75 LAZER GENIUS—D4_. ~14.85 12.85
s G osnme | |
Wo:éﬂ CUP CARNIVAL—D2 : 7.95  DOOMSDAY BLUES—D2.._...._885  7.50 AMSTRAD SOFTWA
CASCADE 50—D2 e : 7.95 KNIGHT GAMES—D1 e . 6.75
EQUINOX—D2 . 7.50 DOOMSDARK REVENGE_D2. 7.95 MANIC MINER £2.95 QUACK A JACK £2.50
EARAOFTHE e e ey 1 CRAZY GOLF £2.50 JET BOOT JACK £250
e A k —D2.. 1.5
895 675  STARQUAKE—DI s LASERWARP £2.50 ALIEN BREAK-IN £2.50
-rﬁ—gﬁ 6.75 SPITARE 40—D2... 7.50 ATOM SMASHER £2.50 SNOOKER £2.50
T By e ; e GEMS OF STRADUS £2.50 HOME BUDGET 78.95
995 750 DAMBUSTERS._._ . i 7.50 HARRIER ATTACK £2.50 STEVE DAVIS SNOOKER £5.95
mmz;‘gi 22.;(; Al COE{\I:‘BAT L i 7.50 BEACH HEAD £4.50 RAIDI! £4.50
8 - FGHTER PILOT—D1.. 6.75 o
MINI OFFICE 1—D4... 585 499 SWORDS AND SORCERY—D2._ 705 ALIEN £2.95 BOUNTY BOB £3.95
SCRABBLE—D2. . 885 750  LASTVE 2.89 HIGHWAY ENCOUNTER £4.95 MUTANT MONTY £2.50
e Es HeTL  THRRRCKCPHAGIR & 95 7.0 RING OF DARKNESS £2.95 CODENAME MAT 250
L SO 1495 1285  BOUNDER—Di_— —— 7.50
WAY OF THE TIGER—D2. A e S PR e T e AMERICAN FOOTBALL £3.95 HEROES OF KARN £3.50
ggﬁwsrpsfr:z__m <Ak ;gg 's:;gﬁ:ﬁg:_: r;ﬂanlsn—oz__e.as 198 REL £4.95 JEWELS OF BABYLON £3.50
. WEL & . PRI AT | ] ] .
bl oty e T CHUCKIE EGG £3.95 FOREST AT WORLD'S END £3.50
TURBC ESPRIT—D2. B85 675  DISKS TRIPODS £3.95 STOCKMARKET £2 50
TAUCETD2.__ 895  7.50  CYRUS 11 CHESS—8256____.1585 1385 = & 795
AZIMUTH (HEAD ALIGN) B85 750  LORD OF THE RINGS—B256.... 24.95 CUPDANESIA 0 £0 b0 HUNIE IKMER Ll
SOCCER 86—D2... 999 785  THEHOBBIT—8256— 24.95 GREMLINS £3.50 SABRE WULF £4.95
;Ts:::;ﬂsi%u;ups 995 750  MELTDOWN-§128 ONLY.. 14,95 12.&;5 CAULDRON £4.25 BATTLE FOR MIDWAY £4.95
g g e sl 3 VIEW T0 KILL £3.50 ALEN 8 £4.95
6.75 HITCHHIKERS—6128 OR 8256, 24.85 BLAGGER £2.50 EVERYONE'S A WALLY £4.95
HIGHWAY ENCOUNTER—D1... . 6.75 ZORK 1—6128 OR 8256.. 24.95
IAN BOTHAMS CRICKET.. 5.85 ZORK 2—6128 OR B256.. 24.85 STAR COMMANDO [2 siplisan i ':2 ?O
3D GRAND PRIX—D1. 7.50  ZORK 3—§128 OR B256..... 24.85 ASTRO ATTACK £2.50 ESPIONAGE ISLAND £2.50
Ei.’ut';‘é’![:fé‘éﬁz 1785 DEADLINE 6128 u:taag;s_ - 2498 SNOWBALL f595 PLANET OF DEATH £2.50
— . SEASTALKER—61 [ L S— 4.85
3D CYRUS CHESS... 7.50  PLANETFALL—612BORB256___ 2485 DARK STAR £4.50 SHIP OF DOOM £2.50
MONOPOLY—D2... 7.50  WISHRINGER—6128 OR B256.. 24.95 TRIAL OF ARNOLD BLACKWOOD £2.95 FANTASIA DIAMOND £3.95
COLOSSUS CHESS 4.0—D2.___8.85  7.50  BELLYHU—6128 OR 8256 24.95 5 T 1295
i MRl Lo AL S e it FOOTBALL MANAGER £5.95 GRAND PRIX DRIVER £2.95
TOMAHAWK—D2. .. 7.50 SORCEROR—6128 OR 8256 o 24.85 LUCKY FRUITS £2.95 AMSGOLF £2.95
GiiEFNA?.E?)ESTG_O?_zF-—_ oy g;: g;i;ﬁzi;“:;:g: g:;s?sﬁ—— g:gi BATTLE OF THE PLANETS £4.95 CLASSIC ADVENTURE £2.50
NI PR : —61 BUEE : : ; - =
THERFTHAXS—02.. 995 750  SUSPENDED—§128 OR 8256 24.95 TECHNICIAN TED £3.95 HEATHROW AT.C £3.95
B i ALEX HIGGINS WORLD POOL £4.95 FU KUNG IN LAS VEGAS £2.50
| D=DISK VERSICN AVAlLABLE D\-ATEH 95, DE_ATNZ 95,D3= ATC‘IIQE D4a=AT C17 50. ALEX HIGGINS WORLD SNOOKER t4.95
Speclal offer while stocks last. 3" disks.box of 10 only £38.00. Inc P+P. ANDROID 2 £3.95 . | : o
in ritly avail wildes
FOR MAILORDER: CHO/P.O PAYABLE TO ON THE OCHE ST e ket ﬁ:"p';;”‘”‘:":;,’;' i',vl‘,"c‘a”n
S$CS (AA)P.O.BOX 394 LONDON N15 6JL. TELEPHONE 01-800 3186. SPACE HAWKS £2.50 supply just phone us for a quote
P+PINCLUDEDIN UK. EUROPE ADDE1 PER TAPE. ELSEWHEREATCOST. SAE. FORFULLLIST. EATRERTAN T e
 youwould like to pick up your discount software please bring along this advertto:
$.C.5. UNIT5,221 TOTTENHAM COURT ROAD, LONDON W1R 9AF. 30 INVADERS LN | OGIC SALES LTD
(NEAR GOODGE ST TUBE STN.) OPEN 6 DAYS AWEEK 10,00 AM - 18.00 PM ELECTRO FREDDIE SR & wiogare Peterborougn  Cambs PET 1TN
ACCESS AND VISA HOT LINE PLEASE RING 01631 4627 MASTER CHESS o i Ty
CREDIT CARD OWNERS DESPATCHED SAME DAY -SUBJECT TOAVAILABILITY. 24 hour ordering on 0733 313870
*FOR NEW RELEASES, PLEASE RING TO CONFIRM AVAILABILITY.

SELECTED
MEGASAVE FANTASTIC SAVINGS AMSTRAD
| AcoEss | PROGRAMS

Frankie Hollywood .
Shadowfire..
Elite....cius
Yie Ar Kung Fu D
Who Dares Wins Il D1

7.50 Fifth Axis D1............
0 Heavy on Magic 7.50 Ten Computer Hits II.
Doomsday Blues 7.50 Fractalus..........
7.50 World Basketbal
Comhul Lynx...

CASSETTE SOFTWARE OUR DISC SOFTWARE OUR
RRP PRICE RRP PRICE
7.50 .19.95 16.95

Friday 13th..

Sweevo's World D3.....5.75 F.A. Cup BOMBJACK. 895 695 SORCERY 2. 1395 11.95
| ?Ighgjty_r g?coumer D2.6.75 Blade Runner... .6.75 BRUCE LEE 9. 7.50 LORDS OF MIDNIGHT....13.95 11.95
au 1

World Cup Camival D1.7.50 COMMANDO.. .9, 7.50 BATMAN.... 14.95 12.95
Price of Magik..

Time TraX........
Equinox..
.50 Silent Service D
7.50 Paper Boy D1....

:g 10 COMPUTER HITS 2 2. 7.50 3D CYRUS wrernn13.95.°11.95

‘50 RAMBO... L 6.95 FRANK BRUNO.. 13, 11,95
¥ YIE AR KUNG FU. B 6.95 SCRABBLE.. g 12.95
EXPLODING FIST o 7.50 3D BOXING. ; 11.95

Grand Prix Il..
Exploding Fist D1

Spy v Spy D1......
Barry McGuigan D1.

Rambo....... Al ; Crpi Abbes Crantor; DUN DARACH.. .9. 7.25 FAIRLIGHT... 1495 12.95
Hypersports 'é‘;fﬁe of Planets. : Sup:.ls“ike“_ SOLD A MILLION. 9. 7.50 FIGHTER PILOT .13.95 11.95
i Roller Coaster.. 3 Weeks Paradise .50 Cauldron ... SOLD A MILLION 2. 9. 7.50 GLEN HODDLE. 1395 11.95
i Get Dexter D1... Knight Games... Core...u. e BATMAN...... 6.95 TAUCETI.. .14, 12.95
i Way of the Tiger D1 Strike Force Harrier.. Meltdown D1...... FAIRLIGHT.. 7.50 HYPER SPOR i 10.95
Saboteur Gun Fright Contaminati RED MOON 5.50 3D GRAND PRIX.. 95 11.95
| Sold Milli - Colossus Chess 4 GET DEXTER. ! 7.50 3D STUNT RIDER 95 11.95
I Rock 'N' Wreste.. Inter. Rugby........ 8256 ROCK 'N WRE! S 7.50 STAIRWAY TO HELL. 95 10.45
| Turbo Esprit Hobbit Pocket Wordstar. SPITFIRE 40.........
i

7.50 JUMP JET... g 11:96

Hee i e et Data Gem......o. BARRY McGUIGAN.........9.95 7.50 WAY OF THE TIGER.....14.95 12.95
R Superbowt.... Hitchhiker's Guide. ALIEN HIGHWAY 8. 6.95 BARRY McGUIGAN. 99 12.95
Sam qu D2. Fighter Pl_lol D2 .6.75 3D Clock Chess.. MOON CRESTA 4 6.50 DUN DARACH.. 3 11.95
Alien Highway Match Point. Bridge Player.. SABOTEUR........ 6.95 MARSPORT .95 11.95
ol ! e MONOPOLY.. 7.50 SPY vs SPY.. 12.95
bbbt oo et Emadal KNIGHT LORE 7.25 YIE AR KUNG FU ‘95 10.95
Bom Jack Do Ir:;esg;bae Mission. Souch W ao D THOMPSON 6.95 SPITFIRE 40.. .14.95 12.95
Commando D1 Bruce Lee D1 Dr Graph.. HYPERSPORTS. 6.95 ALEX HIGGINS POOL 1 10.95

Ghosts & Goblins Scrabble......, Dr Draw.... FRANK BRUNO... 6.95 MOON CRESTA.. £ 10.95

Batman D1... Sold Million D1 j WHO DARES WINS 2......8.95 6.95 SOLD A MILLION...........14.95 12.95
Fairlight D3 3D Boxing D2 .7.50 SAGE 3D STUNT RIDER. 6.95 SOLD A MILLION 2.........14. 12,95

Tomahawk D1..
Spitfire 40 D1..

Critical Mass.

.75 popular Accounts.
Desert Rats D1 it

Popular Payroll..

3D GRAND PRIX, N 7.50 ALIEN HIGHWAY... / 11.95
D T's DECATHLON...........8. 6.95 FORBIDDEN PLANET.....14. 12.95

Bounder.... Star Quake D1. 7.50 popular Plus..

Green Beret. Theatre Europe 7.50

Moon Cresta Nick Faldo's Golf. ALL PRICES INCLUDE VAT AND POSTAGE & PACKING
Quest Probe.. Worm in Paradise. (Overseas orders add £1 per item)

Mini Office Il. 2112 AD D2.....

Cheques/PO payable fo:

Monopoly d1. by & D.T Supertest D2 .6. C & F ASSOCIATES

; _Posrage included UK. Please state which micro. Fast service. Hdaand the
o Send cheque/P.O. to: Oversea P&P C & F ASSOCIATES (AA), P O BOX 2, BIDEFORD, EX39 3RE
D2 £11.95 MEGASAVE CEPT AM £1 per tape Tel: (023 73) 619

D3- £10.95 49H SUTHERLAND ST VICTORIA SW1 Orders normally despatched within 24 hours of receipt but maximum of 7 days.
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II

MASTERGAME
Knight Tyme (Mastertronic)...........cccccceuennnn. 50
AA RAVES
Cankhronili(Falace).. "o d i L LB 46
KanatMastedronic).i . i fa i 48
Biergles (INicrorsoll). i ol L 49
Baelic.(PSSiy. aw i, it vl i D2
Green BeretlOcean) ol i 54
Batman PCWHOceany v onnaiid 58
Molecule Man (Mastertronic)........................ 63
OTHER GAMES TESTED
KungiEu Master (US Gold). wpin i a 54
Graham Gooch's Test Cricket (Audiogenic)...56
World Cup Carnival (US Gold)....................... 56
Eye Spy.(Americdna).. ... i i ik 58
sSnodansiSpaklersisa o S 57
BustenBlock (Kumiak . ... s e 57
Contahiination (BES). ot i i innay 58
Meldown (Alligata): .. il chnns 59
Bladertnher (CRLY: o e et 59
Battlefield Germany (Cybercom)................... 60
eBCIESSE s e 60
NVlDcedm e o Lol e 61
Dpiho (Nicrapower) . e et i D) 67
Max Headroom (Argus)....c...i i 67

COMPATIBIILITY
All the games reviewed this
month are compatible across

the whole CPC range, except already have their version.

Batman which is for the PCW
8256/8512 — CPC owners

fﬁ-@_ n Ty .

NIAGNIFICENT
MASTERTRONIC

This month heralds the first ever budget mastergame in
Knight Tyme. This instant classic is the follow up to
Spellbound and at £2.99 is the best offer you've had all
month. Just to complete the marvellous budget
offerings, there's Kane and Molecule Man, also from
Mastertronic, and yet more proof that it doesn't have to

be expensive to be good.

PCW owners should be astounded by the arrival of
Batman on their machines. There may be no colour, but

there's some superb action.

Back on the CPCs you'll have a great time with Green
Beret, an all-action combat game, and Cauldron Il which
looks like being as bewitching as its predecessor.

If you thought the summer was hot already, keep clear

of these pages — they're scorching!

TOP 20 AMSTRAD GAMES
The chart created by AA readers

lﬁ?}m k?;"rt:m % of votes Tite

1 2 12.0% GET DEXTER

2 3 10.2% SPIN DIZZY

3 1 9.4% ELITE

4. 6 4.3% SORCERY PLUS
5. - 4.3% BOMBJACK

6 4 39% WHO DARES WINS 2
y 2 20 3.9% COMMANDO

8 9 3.1% BATMAN

9. 5 3.0% YIE ARKUNGFU
107002 2.9%  TRAUGET

100 2,6% . BOUNBER
122 7 2.3% SPELLBOUND
13. 11 1.7% RAMBO

14. - 1.5% WINTER GAMES

15. 6 1.4% HIGHWAY ENCOUNTER
10, =i 18%" " GREEN BERET

1. 18 '1.3% SORCERY

18. - 1.3%  TURBO ESPRIT

19. - 1.2% ALIEN HIGHWAY

20. - 1.2% FAIRLIGHT

Software house
PSS Well, well. AA Master-game
Electric Dreams Get Dexter has made itto
Firebird number 1. It may not have
Virgin/Amsoﬁ: sold as many copies as
Elite some of the games below
Alligata it, butthose who have it
Elite certainly like it.
Ocean Another notable event this
: month is the sharp climb of
I(EnRaEme the two new titles from Elite

: Systems. Clearly wowing
Gremlin the people.

Mastertronic We hope you like our

Ocean slightly new-look chart, and
US Gold its new position here at the
Vortex start of Action Test. Don't
Imagine forgetto enter YOUR votes
Virgin using the form on p94.
Durell You'll be helping create the
Vortex most represent'ati\r.;e (l:hadrt
The Edge in the land.

Gosh, this looks different AMSTRAD ACTION AUGUST 1986 45




CAULDRON II - THE PUMPKIN STRIKES BACK

Palace, £8.99 cass, £12.99 disc, joystick only

If you've played Cauldron you'll know all
about the pumpkin because he was the
villain of the piece. But before you get the
knives out ready to create a halloween
mask you should know that you've changed
allegiances and are on the pumpkin’s side
this time. His task is to destroy the power of
the witch (your character from the first
game) from within her evil and dangerous
castle.

The castle is composed of over 100
screens, packed with dangers to a plump
young pumpkin. The graphics and atmos-
phere will be instantly familiar to Cauldron
players but the task before you and the
gameplay are a whole new cauldron of fish.
Essentially it's a platform/exploration game
but the control over the pumpkin and the
layout of the castle provide plenty of new
- and interesting things to deal with.

SECOND OPINION
Cute, bouncing main characters are
certainly in fashion at the moment, but
this one’s got more than that going for
it. A wonderful bouncing action and
some infuriatingly tough gaps to hit
make for enthralling gameplay, and
there's lots to explore too. A real must
for all you pumpkin freaks out there.
AW

The pumpkin bounces continuously
and can be steered left and right through
the air. The height of his bounce can be
altered to several different levels and this is
controlled using the fire button. This odd
control method can make getting around
the castle a testing and absorbing task,
trying to judge the right jump for each gap
in the floor.

The pumpkin stands up to long falls
very well, always sporting a cheerful grin.
The bouncing animation is fairly simple but
very effective, just like a large, well in-
flated, yellow football, grinning at you
maniacally. Getting good control takes a
little while as you experiment with the
bouncing but there's plenty of opportunity
for that as you explore the large castle.

1986 AMSTRAD ACTION Do the locomotion!

What our rotund hero is in search of
are a number of flashing objects that will
allow him to destroy the witch's power — all
will be needed to complete the game.
These are, of course, in some of the most
awkward to get at spots requiring a lot of
pumpkin perseverance and control.

You start with seven lives, each being
preserved by a supply of magic. If this runs
out a life is lost. Most of the witch’s crea-
tures will merely try to drain this magic by
running into you, while others will kill on
contact. The dangers come in many forms,
from tiny mice and spiders to murderous
walking skeletons and deadly gargoyles.
Some of them can be shot with magic bolts
but again this costs the pumpkin some of his
magic supply.

Magic is replenished by picking up a
sparking magic point, which also allows
you to fire the magic bolts, but these are not
replaced as the game goes on. There are a
number of surprises in store for the unwary
traveller — what else did you expect from a
witch? Most of them can be anticipated
though, just expect the unexpected.

The atmosphere the game conjours up
is superb - beautifully designed graphics,
good animation and a fantastic title tune.
The gameplay itself is very testing and
should keep you plugging away for many a
long hour, even if it does tend to get a bit
samey just bouncing around the place. The
only criticism of the game is that the use of
flick screens can be very offputting when
unavoidably hopping several times be-
tween two screens. A worthy successor to
Cauldron with a much cuter lead character.
BW

AXE:allows
doors.

deadly skeletons.

harming you.

SCISSORS:cut a lock of the witch's hair.

BOOK OF SPELLS:last but not least — it's the
key to success.

\ %

\ias
NNy

=

The Six Objects

The six flashing objects found in the castle
each have a different use — the hardest part
is still getting them all though.

GOBLET:prevents floating hands from revers-
ing the joystick control.

you to batter through closed

SHIELD:this is your only protection against the

CROWN:stops the witch's killer-magic from

4

i
FOR

2
\
-
-
|
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ELF

> Well over 100 screens.

» Atmospheric graphics and title music.
» Well designed castle and rooms.

» Nice animation and control of
pumpkin.

> A tough task to complete.

R T B W g

> The control is awkward at times.
> Repeated hopping between flick
screens is tough on the eyes.

GRAPHICS EEDA
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KANE

Mastertronic, £1.99 cass, joystick or keys

You play Abel Roznovsky in a desperate
battle to outwit William Kane the
banker...no, wait a minute, that's the wrong
plot. You play the Sheriff who wants to
make peace with the Indians and clean up
the West in a four stage arcade challenge.
Personally I preferred the other scenario -
much more interesting.

The four stages are fairly loosely con-
nected but each one presents an enjoyable
challenge and has some attractive
graphics. You start in a canyon containing
an Indian camp. You have to shoot down
birds to swap with the Indians for peace
tokens. The peace tokens become your
lives on the next three stages so it's import-
ant that you do well here. The Sheriff runs
onto the screen and stands at the bottom
right-hand corner holding a bow and
arrow. The birds fly on from the left and
you control a cursor which determines
where the arrow is shot.

The timing of shots isn’t too difficult to
pick up, and every time you impale a bird
through its neck or body it flops to the
ground. You only have a limited number of
arrows and every time you miss a bird it
costs you one arrow. I know it all sound
rather tasteless but it's humourously done
with tables of ‘birdies killed’ and ‘birdies
home’ for the ones shot and the ones that
got away.

- SECOND OPINION
Lovely animation, witty gameplay and
great music all give this game real
grab. It is very easy to start with, but
levels two and three cause you quite a
few problems. The practice mode

helps you overcome these however,
and you might find you can crack the
game a bit toogasily. Still great fun
though — and great value for money.
> AW

Having collected as many lives as you
can you've got to get the Sheriff to Kane (a
town) by riding across the desert. The
horse and rider are excellently animated,
moving at canter and gallop speeds, and
you have to jump them over various
bushes, otherwise the Sheriff will be
| thrown. The distance to the town has to be
| completed within a time limit, with falls
costing a life.

Once in the town you get a view of the
| main street with the Sheriff at the bottom of
the screen. Outlaws come out of the build-
| ings who take a quick shot at you and then
‘ disappear. You have to shoot these villains

by moving a cursor over them and firing
before they disappear. Because the
Sheriff's only got a six shooter he has to
keep pausing to reload, and hehas to keep
on the move to avoid the outlaw bullets.

Once you've shot enough bad guys, for
some unexplained reason you have to
chase a train and stop it. This takes the
same form as the ride in to town with
obstacles to jump, but is very much
tougher. You gallop just a little bit faster
than the train but any stops or falls cost you

| dearly and make life very hard.

If you get through all four stages they
are repeated, there being three skill levels;
the last stage continuing to be the toughest.
The stages aren’t stunning when looked at
individually but they go together to make a
very nice package that is enjoyable to play.
The animation on the riding sequences is
perhaps the best feature and the whole
product has a polished and humourous
style to it.

BW

8. 0.0 .0 N _F W 5

» Four different types of stage.

» Nice backgrounds and great horse
animation.

» Easy to get into but can get quite
tough.

» Humourous touches work well.

B A= D N E W .3
» Some stages are a bit too easy.

LLY MY 71 %
SONICS LA
GRAB FACTOR x40

The distance left to
go and the time it
has to be done in

form of peace
tokens

The Sheriff atop
his trusty steed

BIGGLES

Mirrorsoft, £9.95 cass, £14.95 disc, joystick or keys

Biggles may not spring to most peoples
minds as a good subject for a film or a
computer game, but it looks set to do well
both at the box office and on the computer
shelves. The game stars the intrepid hero
and his time twin (don't ask me, see the
film) in a mission to locate and destroy an
enemy sound weapon.

The game is split into four sections, the
first three are on one side of the tape and
are arcade games, while the fourth loads
separately and is a  helicopter
simulation/adventure. The three arcade se-
quences are where you have to locate the
sound weapon and prepare for the final
part of the mission, where the task is to
destroy it. The fourth part can be played
“without finishing the first three, but com-
pleting them gives you a helpful advantage
for the final stage.

The first of the three arcade games is a
flight in a biplane to locate the sound
weapon. It takes the form of a Scramble-
type game, with the plane flying left to right
along a scrolling screen. Enemy attacks
take the form of biplanes flying in the other
_direction which shoot at you, and anti-
' aircraft guns that throw flak up at you. The
planes can be shot down with your own
bullets while ground installations can be
bombed. When you have flown far enough,
or get shot down, you move onto the next
stage. v : ; g
. The second section is a bit of trench

warfare in Commando style, as you try to

Lives left in the




- reach the sound weapon's test site on foot.
It consists of several screens, each split into
a trench and overground section with
enemy soldiers who try to halt your pro-
gress. Some wander around shooting occa-
sionally, while there are also machine gun
nests that rattle out fire. You can shoot the

- soldiers if you get near enough, and there
are also grenades to collect that can be
used to knock out machine guns and men.

SECOND OPINION
What with the film tie-in and the
current fad for chunky graphics, this
one would sell pretty well even if it
was a complete turkey. In fact, it's not
a bad game - though the gameplay is a
bit patchy. The arcade games are

okay, but a bit lightweight. There's
nothing to really get your teeth into
until you start the simulator, and that’s
pretty low on grab factor. :
Competently written and reasonable
value - but nothing very exciting.

AW

The third stage brings you into the
present day with Biggles and his Time Twin
having to hop across rooftops to get to their
helicopter. All the while you have to avoid
the clutches and the bullets of the guards
that patrol the rooftops. The two men are
contro. alternately and have to get a run
up to leap between roofs before timing
their jump. You've also got to be careful not
to miss a roof and go plunging to your
death.

The three arcade games are compet-

v a

ently put together and, although none of
them are outstanding, they should provide
some fun and challenge before moving on
to the helicopter section. This provides the
really lasting challenge.

The simulation owes a lot graphically
to Strike Force Harrier since it presents a
similar view of the surface features and
flying movement. The action takes place on
a large map, mostly controlled by enemy
forces. You have to complete several tasks
before locating the sound weapon test site
and destroying it. These include picking up
people, fuel, a machine gun and ammu-
nition. Each one serves a purpose that
should help you on the mission but it is not
always apparent what or when.

There are of course plenty of hazards
that have to be overcome. Flying the helic-
opter isn’t always easy and crashes prove
fatal. The enemy is present in force, and

~ overflying ground positions can be very

bad for the health. If you've got something
to shoot them with you can captures po-
sitions yourself, but this isn't easy. Most
objects are marked on the maps and at first
the task looks fairly simple, but you soon
discover that it's going to take a lot of work
to crack it.

The graphics are quite chunky for all
four stages, but are done in very nice
shades of colour and actually look quite

pleasing. The combination

of the three initial games

 works very well with plenty of

variety in the tasks and gameplay to keep
you interested. The real challenge comes
from the final helicopter stage though,
which combines a simulator and adventure

task very well indeed. I don’t know what
WE Johns would have made of the whole
thing but I'm suitably impressed by a very
slick product.

BW

G -Dv-0 0D N FiW S

» Three pleasant arcade games.

> A testing helicopter/adventure
challenge.

> Good graphics even though they're a
bitchunky. ;

» Excellent value for the four games

P Stands up as a game in its own right.

B A D L] koW 8
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KNIGHT-TYME

Mastertronic's Magic Knight has appeared
in two previous games, Finders Keepers
and Spellbound, but this is his crowning
glory as he tries to get back to the past from
a starship in the 25th century. It features the
‘windimation’ system from Spellbound, but
is even more packed with characters, ob-
jects, locations and things to do.

Magic Knight's task is to find a Tyme
machine that. will take him back to his
_mediaeval existence - after all life in the
25th century isn't easy for a guy in a little tin
suit. He appears in a transporter room on
board the USS Pisces, his first task to ex-
plore the ship and familiarise himself with
the characters and objects in it.

This game is just superb. If you want
the wit and puzzling of Hitchhikers
coupled with cute animation and

from a measly £3. How Mastertronic
manage this kind of quality this cheap,

 Ireally don’t kno

The three most important rooms in the
ship are the bridge, transporter room and
transputer room. The TRANSPUTER is the
ship’s computer and at the start of the game
it provides a lot of helpful information to get
you going. The BRIDGE is where the star-
ship is controlled from, but to do that you'll
need the authority and knowledge to get it
moving. The TRANSPORTER
enables you to

Mastertronic Added Dimension, £2.99 cas

beam down to the planets which the star-
ship orbits, but again you'll need to get it
working first.

MK moves left and right on screens and
can jump onto things, but the main control
is via the ‘windimation’ system. This is a
series of window menus that present a
number of commands and options, depend-
ing on the location, objects carried and
characters present. There's a single main
menu that has familiar commands on it for
object manipulation: pick up, drop, take
and give (from or to another character),
examine, wear and unwear(?).

There are other options that need not
always appear and these have many differ-
ent uses. You can command characters,
read things, blow things, cast spells, com-
municate and move the ship. The further
you get, the more commands you'll find
and each one will have one or more sub
menus. For instance if you want to com-
mand a character you first have to find who
you want to command, then tell them what
you want them to do and then watch the
response and action that takes place.

Using the system to its fullest will take
some time but the general rule is to try
doing everything to anything to start with.
Performing tasks and solving problems is
usually a case of following up on a clue
given somewhere or making a logical de-
duction about what to do with things.

The other characters
in the game are

50 AUGUST 1986 AMSTRAD ACTION M-m-m-m-mastergame!

very important and they come in several
shapes and sizes. There are droids and
computers, humans and aliens, all of whom
may carry useful objects or be able to
perform tasks for you. Dealing with them
isn’t always easy because they may not be
in a good mood or even able to help. As in
Spellbound you will have to look after
characters’ welfare in order to make them
cooperative, but you'll have to watch out
for your own as well.

Throughout the game there are mar-
vellous touches of detail and humour that
reflect the hard work and personality put
into it by David Jones the programmer.
You'll come across all sorts of smart re-
marks and great features like the view from
the bridge of the ship as it moves between
planets. One example of the detail and
humour is when MK wears a gas mask - if
he then tries commanding the other charac-
ters all they hear is ‘a muffled voice’ and
then go about their business.

Thére are a massive number of pro-
blems to crack and things to do. You'll
spend the first few hours just working out
everything in the starship, never mind
exploring the many _
planets. _‘,ﬁ‘ﬁ



Magic Knight still
in his armour but
now aboard a
starship

This is only one of
many window
menus 2 —

One of the other

characters who
' move freely

around the game The graphics are the only disappoint-

" ing part of the game because they lack

colour. The soundtrack plays throughout
and is very pleasant. But what really bowls
you over is the humour, detail, puzzles,
difficulty and size that at a delightful £2.99
blow most full price games out of sight.
Budget games of this high quality should
shame many full price software houses into
getting their act together.

BW

‘Windimation’ system is a joy to use.

Great sense of humour.

Lots of intriguing and difficult
puzzles. :

Interaction with other characters to
help and hinder.

Great features like space flight and
teleporter.

Good accompanying music.

All this for £3 - a remarkable bargain.

Graphics, screen size and use of
colour aren’t all they could be on an
Amstrad. :

Magic Knight's
surroundings may Fakt
not be so colourful I

but they certainly |

hold plenty of
action and
surprises

| GRAB FACTOR EJ0A
STAYING POWER EERA
A A RATING EEPA
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PACIFIC
PSS/ERE, £8.95 cass, £14.95 disc, joystick or keys

SECOND OPINION
This game does get a bit repetitive, . "
but that’s small wonder when you : The corals ye
think about its sheer size. When you - Pretty af this 1 \J
first find a sextant and see the map of F yeor daniiiv
the playing area, you realise why they thinke o
called the game Pacific. I mean, we are
talking vast. Plenty of nice touches and
some frantic manoeuvering, but it’s the
scale that makes your jaw drop open.

[ GRAPHICS

SONICS [LF2
GRAB FACTOR [:F3A &
STAYING POWER (&4 %
AA RATING EURA &
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This is THE IMAGE SYSTEM: a computer graphics package
with a differencel

In addition to providing the usual drawing and painting
facilities THE IMAGE SYSTEM allows you to zoom,
MoVe, copy, scale, rotate and even twist and fold your
pictures in 3D SPACE. :

With facilities like these you can produce an almost
infinite variety of effects from the simplest of images.
Gone are the days of spending hours
to create asingle picture, THE IMAGE
SYSTEM sets you free to experiment
and use your imagination.

--And there’s more; using features like
transparency and colour filtration you
can modify and combine your images

‘ AMSTRAD
using the full range of colours

available on the AMSTRAD. b Sy CASSETTE £19.95
The pictures you produce canbe. N - DISC £24.95

controlled from Basic adding graphic
flair to your program. THE IMAGE SYSTEM even
COMPRESSES pictures saving valuable memory space.

)
¢Sy HOT LINE: 01-533 2918
You will find an explanation of all the features mentioned, and more

in the comprehensive manual which accompanies the program TH E I MAG E SYSTE M

including a fully illustrated step by step exercise to take you

e W1 TOUR CREATIVITY FLOW
(@ -l e =y 0 g o
B
Lve L

London EI5 2HD

1 \ ) )

DOMT ctN.  RAOMTEN

The stunning game of the future by the
author of the legendary TAU CETI.

Room Ten is simple Addictive fun with

a capital F. Well put together with

* = neat graphics, terrific Sound and
totally absorbing Game play.

“COMPUTER AND VIDEO GAMES”

A crisp combination of simple but effective ideas
add up to an addictive and challenging game.

“SEAN MASTERSON ([AMTIX)"

ACTUAL SCREEN SHOTS

£7.95

CASSETTE

Soon to be : o « SR {
available ‘ o =0 . (—J » )
@) ol 2
on the % £ FRANCAISE (& Hot Line: 01-533 2918 \ I;\‘\, l 1
CBM 64/128 ;

CRL Group PLC, CRL House 9 Kings Yard, Carpenters Road London EI5 ZHD))




nately not the same - s al
about mindless killing again but on a horiz-
vertical one. The aim is the familiar one of

rescuing captives from a heavily defended
enemy installation. i ,

blems are encountered wherever you go.

point just before the spot where he died. As

pauses are welcome respites as they give
you time to think. T N el m

Along the route you face four types of
enemy soldier. The simplest just tries to

ontally scrolling background rather thana

The idea is to get your man to the end
of a stage, where he has to fight a pitched
battle before moving to the next one. Each -
stage is broken up into several sections, so
that if your man is killed you restart at a set -

you move left to right across the screens
they scroll to reveal the ground ahead, and
while this is happening the action is paused
momentarily. The scrolling is jerky but the

run into you, while others aim flying kicks
at your skull. Even more dangerous are the
ones with guns because they try to follow .
you, and occassionally shoot bullets that = i
have to be ducked or grenades that have to

A Commando by any other name but fortu-
“'game.-‘uis aﬂ. hfl

Thizspldienduste.
Pries to rimn inte
YO 4 AT,

There are four stages in the game that =~
have to be completed in sequence — each
one getting progressively harder, although
the first is tough enough. You start at the
missile base and move on to the harbour,
bridge and prison camp. Each stage has
different and detailed backgrounds, most
with features that can be climbed over.
Screens have up to three levels that are |
connected by ladders and drops, but pro-
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"KUNG-FU MASTER

US Gold, £9.95 cass, £14.95 disc, joystickor keys -

Yet another conversion of a popular arcade
game featuring martial arts - this one being
less concerned with presenting a wide
range of manoeuvres against highly indiv-
idual opponents, and more interested in
killing as many things as fast as possible.
Such violence has to be in a good cause of
course, and in this case it's rescuing a
damsel in distress at the top of a five storey
building.

SECOND OPINION
The graphics are a bit crude and the
small action window scrolls badly, but
these aren’t too worrying. The real
disappointment comes with the
gameplay, which gets very frustrating
very quickly. There does seem to be

an unhealthy element of chance to
things, and all that waggling soon gets
on your nerves.

AW

You enter each of the five levels from
an incongrously hi-tech lift taking you into a
scrolling corridor. You have to make your
way along to another lift which takes you up
to the next floor. Needless to say, all sorts
of nasty things trying to stop you, some of
which can be dispatched with punches and
kicks while others can only be avoided.

On level one the opposition is fairly

straightforward, consisting of ‘henchmen’
and a guardian at the second lift. The
henchmen run towards your white clad

character and try to grab you. They can be
punched or kicked out of the way, but once
they've got you in their evil embrace you
have to waggle the joystick to get rid of
them. All the time that they hold you an




SECOND OPINION

If you only buy one gung-ho game,
make it this one. It's got real two-fisted
arcade action that you just can’t tear
yourself away from. Great graphics,
tough timing and a load of nice touches
all add to the addictiveness, and the
weapons give the gameplay a tactical
angle too. Green, gruesome, great
stuff!

AW

energy gauge is running down, and if it
runs out you are returned to the lift to try all
over again.

If you get to the second lift you are
confronted by the guardian, who you have
to hit until his energy gauge reaches zero,
allowing you to pass into the lift. These
guys are pretty tough and you'll need most,
if not all, of your energy to deal with them.

On the second level things are much
tougher because there are a whole host of
new enemies. First of all come jars, balls
and globes that fall from the ceiling. The
jars and balls change intosnakes and fire-
breathing dragons when they hit the floor,
while the globes pulsate and then explode
into instantly lethal fragments. The snakes
scurry along the floor and have to be
jumped, while the dragons can be killed for
a big bonus, but have nasty fire to threaten
you with

If you can get past them you're faced
with more henchmen, plus knife throwers
and dwarfs. These appear in large num-
bers and in extremely difficult combin-
ations that make life very tough indeed.
The dwarfs can be done in with squat kicks,

or jumped over, while the
knife thrower

has to be hit twice. His knives can be
ducked or jumped but sap a lot of energy if
they hit you. It's very tough to pass this lot
because they clamber all over you, and
even if you do there’s a nasty guardian for
whom you'll need plenty of energy.

The gameplay is frustrating not just
because it's difficult but also because it
involves a lot of luck and ‘impossible’
situations. There are ways of dealing with
everything, but I think many people just
won't receive enough encouragement to
keep plugging away. The variety of oppo-
nents provides plenty to do if you do get
stuck in, and with enough practice it is
possible to overcome the odds. The
graphics are okay, although the scrolling
window in which the action takes place is
only half the screen size. The sound effects
are reasonable but there isn't any music.
Certainly a challenge but the repetitive and
daunting action may be too much for some.

BW
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» Five very tough levels to complete.
P Variety of enemies to battle.

P Colourful graphics and decent
scrolling.

» Different types of punch and kick
moves.

GREEN SCREEN VIEW

Everything’s visible, but the
flamethrower effect loses a lot. That
beret looks just fine though.

A

B

> Difficﬁii-;;\d_t:r;islrating by the second

level.

» Fighting doesn’t have as much
variety as the opponents.
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Beret vs black belt

On the surface Green Beret and Kung Fu
Master have very similar gameplay, but one
is highly addictive and gets a RAVE while the
other is more frustrating and doesn't. The
main difference between the two lies in the
difficulty level which has been ‘tweaked’ just
right for GB but not for KFM.

Both games feature the same timing
problem when knifing or kicking an opponent
at close quarters, but on GB you just die and
restart, whereas on KFM there is the frustr-
ation of having to waggle the joystick to get
free. On KFM you don’t have flame throwers
or rocket launchers to spice things up.

KFM doesn’t use the screen to fit in as
much action either as it uses a smaller
window, while GB allows you to climb lad-
ders, jump gaps and fall down. But the main
problem on KFM is simply the sheer weight of
the opposition and their random behaviour,
which make it horribly difficult to progress
and a little dependant on luck. GB requires
more skill against a tough opposition that
keeps you coming back for more.

N
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GRAHAM GOOCH’S
TEST CRICKET

Audiogenic, £9.95 cass, £14.95 disc, joystick
only

This review is being written just after En-
gland managed to get all out for 102 in the
second test against India. If things are still
that bad (or worse) then this game will
come as a great relief to anyone who's
convinced they can pick a better team and
play better. Initially the game is set up for
play between Endgland and Australia, but
more even contests like England versus
Japan or Greenland can be arranged.

There are two squads of 20 players
who can be altered to any you choose and
saved for later use. The batting and bowl-
ing average as well as bowling speed is
entered for each man and will be reflected
by his performance in a match. There are
four types of match that can be played,
three one day games over 40, 55 or 60
overs, and a full test match. These can be
played by one or two players, and in
‘simulation’ or ‘arcade’ modes.

SECOND OPINION
Not much here in the way of
gamepiay, but the graphics are really
very nice. Don’t bother with the

arcade option — just sit back and
watch. Very relaxing.

Having made all those choices, picked
your eleven players, allocated a skill level
in arcade mode, picked a wicket-keeper
and slip fielder, and tossed the coin for who
bats first - you can get on with the game
itself. The nature of the game depends very
much on whether you pick arcade or simul-
ation mode.

The screen views are exactly the same
in either mode: the bowler coming up from
the bottom of the screen to bowl at the
batsman at the top, and outfield screens
appearing whenever the ball is hit on the
offside or legside. In simulation mode you
merely decide whether the batsman plays
aggressively, normally or defensively, and
whether you have an off or leg side attack
when bowling.

Arcade mode has a lot more action
with you having to time each batting stroke
and waggle the joystick for bowling to get
the bowler to give maximum effort. These
two modes should suit most players
because you can either just sit and watch
the effect of your choices or really get
involved in the thick of things.

The animation for the main and outfield
screens is good, but you can't actually do
anything on the outfield ones. The number
of options means you can tailor the game to
suit yourself and provide a challenging
game at whatever your skill level. Cricket
fans should love it but others may find the
lack of variety in the gameplay rather
boring. That's cricket for you.

BW
~ GREEN SCREEN VIEW
Looks fine - but then it would,
wouldn't it : :
AW

The batsman
awaits a delivery
at the top of the
screen

e | s | REGH | N B WTS

» Choose your own teams.

» Simulation and arcade modes
available.

» Plenty of options to suit the player.

P Nice graphics for the playing screens.

B A D N E w S

» Gameplay is very repetitive with little
skill involved.

» Probably only of interest to cricket
fans.
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WORLD CUP

CARNIVAL
US Gold, £9.95 cass, £14.95 disc, joystick or
keys

Firstly we must apologise for the fact that
this review appears after the World Cup
finals are dead and gone and too late to
warn many of you of the extraordinary
furore surrounding this game. This is
because we didn't receive our production
review copy until after last issue's dead-
lines. Not being a cyncial person, I'm sure
it's purely accidental that US Gold didn’t
manage to put out early review copies — it
wasn't the fact that nobody wanted us to tell
you the truth about this product.

SECOND OPINION
A real professional foul by US Gold. I
mean, I feel completely outraged by
their behaviour and I didn’t even buy

the miserable game. Maradona is Mr
Honest in comparison.

AW

The truth is that it is little more than a
re-issue of Artic's ageing World Cup game,
very slightly enhanced, but packaged lav-
ishly to make it sell. It comes with posters, a
badge and a special competition. The only |
problem is that the competition is already
over, most of the packaging is now useless,
the original game cost only £7.95 a year
ago and is available at knock down prices
today. And it was never much good in the
first place.

The game itself allows up to eight
players to play in a knockout competition

either against each other or the computer.
This takes place on a horizontally scrolling
pitch where you control the player nearest
the ball. The scrolling and player animation
is jerky while the gameplay lacks depth
with little possibility for passing manoeuv-
res or skill. The ‘enhancements’ are three
practice screens that load separately. They
are for ball control, penalty taking and
penalty saving. They aren’t very well done
graphically, are very short on gameplay
and have absolutely nothing to do with the
main game at all.

My advice is this: if you've got World
Cup from Artic don’t buy this game. If you
haven’t got it and really want it then try to
find the original being sold off cheap, and if
you can't do that then buy Match Day
instead because it's a better game. The
most annoying thing about the whole
episode is that US Gold didn’t make clear to
the public that this was an ‘enhanced’ ver-
sion of Artic’'s game, and that’s unforgive-
able. Our ratings are from the point of view
of someone who already owns World Cup.

BW
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P As a two player game it has some
merit. But only if you don’t have the
original.

» After the violent response to this
game I shouldn’t think anyone will
make this sort of mistake again.

EYE SPY

Americana, £1.99 cass, joystick or keys

Americana is the new budget label of US
Gold but is rather inaptly named in this
case because the game was written by
English Software. It's similar in many way to
Thing on a Spring but has a sting in its tail
where you have to solve a riddle to com-
plete the game.

The main character is a bug eyed
being (surely the most unlikely looking
detective) who is given the task of finding
which of seven men is a murderer. To find
the guilty man he first has to gather eight
clues from a complex of rooms. These are
joined by corridors and shafts which Eye
Spy navigates in a shuffling walk or by
jumping over steps and obstacles. The
rooms take the form of platform screens
which ES has to get around to collect the
safes that hold clues.
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SECOND OPINION
Great music, fun gameplay, but the
graphics are unwatchable. ‘Flickery’is
putting it mildly — some screens
judder so much you can hardly look at
them. Shame, ‘cos it’s a nice game
otherwise.

AW

Not all the safes contain a clue and the
ones that do change for each game, so most
of them will usually have to be visited.
Guarding the safes are various monsters in
each room which sap ES's energy when
they touch him. They move in patterns and
can therefore be avoided with a little pract-
ice. However one room allows you to re-
vlenish energy and the time limit that runs




B A D N E w S

P Basically a direct copy of Artic’s
World Cup, a fact which isn’t made clear
on the packaging.

» The enhancements are very weak
indeed.

» The scrolling is jerky and the
animation poor.

P The gameplay is frustrating and
repetitive.

» The presentation was only of interest
before the World Cup.

» The game costs £2 more now than it
did a year ago. A shameful ripoff.

GREEN SCREEN VIEW
Ican only see red over this one.
AW

It isn't just
hooligans that

give football a
bad name
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SNODGITS

Sparklers, £1.99 cass, joystick or keys

It's a little unfortunate that the instructions
for the game are much more complicated
than they need be and will probably con-
fuse you no end before playing. Once you
have played the game you'll realise how-
simple in fact it is.

SECOND OPINION
The graphics really take chunkiness
too far and the colour scheme’s
revolting, but the gameplay is
certainly original and entertaining.
Ugly, but fun.

AW

It takes place in one of five different
mansions recorded separately on the tape.
These all start off with two floors and a
number of rooms shown on screen in very
big 3D graphics. It's often difficult to tell
exactly what's going on and to control your
character Benton the butler accurately but

this isn't much of a drawback.

As the butler you have two tasks: to
serve the Snodger family who live there,
and to discover the culprits who have been
stealing things from the house. A member
of the family will ask for an object which
you have to find and take to them. When
you do this you get a chance to solve a clue
and identify a thief. Catching a snodgit will
give you another crack at it if you got it
wrong.

Once three thieves have been caught
you move into a bigger mansion in which to
solve the crimes. The graphics are certain-
ly big and bright, but don't really look very
good. The game is quite intriguing to start
with but once you've worked out what
you're supposed to be doing there are a
number of lingering frustrations that cause
problems.

BW
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the

down. There are also a couple of instantly-
deadly rooms from which there is no es-
cape if you get caught by fire or water.
When all the clues are obtained you
can get a riddle, the answer to which
reveals the murderer’s identity, leaving
you to return to the courtroom to complete
the game. It won't take long to explore all
the rooms but some of them are quite
difficult and will keep you going for a
while. The graphics are very flickery but
the boogie-woogie music (‘Johnny be
Good’) is excellent and plays throughout
the game. May not take too long to crack
but the murderer and riddle change each
time so it's a lot of fun for only a little
money.

BW

GREEN SCREEN VIEW
None of those garish colours, but the
flicker's still just as bad.
AW
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» Excellent boogie-woogie mausic.

P Very easy to control and cute main
character.

P Some tough screens on which to get
safes.

P A tricky riddle at the end of things.

B A D N E w S

» Graphics are very flickery.
> Not that many screens.

Bug-eyed spy with
the game map at
bottom left and
the clues just
above the energy
and time gauges
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GREEN SCREEN VIEW
A considerable improvement, as far as
I'm concerned.
AW
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P Different houses that get bigger for
new games.

» An intriguingly different game task.
P Variety of arcade action and puzzling.

B A D N E W S

P Unnecessarily confusing instructions.
» The game could be simplified slightly
to its own advantage.

» Graphics don’t help the gameplay.
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BUSTER BLOCK

Kuma, £6.95 cass, joystick or keys

Remember an old arcade game called
Pengo where you had to push blocks of ice
around to kill creatures. Well this is a
derivative that has far more complexity to it
and a whacking 400 rooms to explore. The
rooms are arranged as a large maze which
you have to explore and complete 25 levels
of.

Each room is constructed much like a
screen from Pacman with corridors. made
up of blocks and inhabited by wvarious
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monsters. There are exits from each screen
that lead to another and when you find the
right one it will take you through to another
level of the game. However there are
plenty of obstacles to overcome on the way
because most screens are very cluttered.

SECOND OPINION
A really fun game, with a surprising
amount of depth to it. The graphics
may be weak, but the different kinds of
block and monster make for good
compulsive gameplay.

AW

There are 16 types of block and 8 types
of monster that appear in different sections.
The blocks vary in their behaviour, which
you'll need to recognise to survive long.
Most of them can be pushed by your little
bird-like character but behave differently
afterwards. They travel at different speeds,
bounce, crumble on impact with some-
thing, and keep moving round corners.
There’s even a block that will teleport you
to another part of the game.

Lots of blocks and
monsters to push
and pulp

The monsters also have different char-
acteristics of speed and movement, and
some can push blocks which you can’t. All
of them can be flattened by a well timed
push of a block but if you run into them it
costs energy. Energy also slips away with
time or by running into a block coming
towards you but is replenished at the end of
each level.

The graphics are adequate with each
level having a different colourful surround
and the sound effects are in a similar and
pleasing vein to the author’s previous game
Fruity Frank. It's not as addictive as its
predecessor but there’'s certainly a lot of
screens to get round and things to deal
with. Fairly mindless but fun to race around
for a while.

BW
GREEN SCREEN VIEW
Perfectly playable.
AW
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P> 400 screens to get through.

P Plenty of variety in the blocks and
monsters.

P Most screens are packed with action.
P Quite addictive and mindless

gameplay.

B A D N E W S

P Screens become rather samey aftera
while.

P Not clear when or why one level ends
and another begins.
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CONTAMINATION
PSS/ERE, £9.95 cass, £14.95 disc, joystick or
keys

Interesting scenario, this. Set in the future,
the world is being swept by disease
epidemics. You are in charge of eliminating
the threat to mankind by controlling the
contamination and developing anti-viruses.

The action occurs in two basic settings,
a map of the world where you can examine
the situation and decide on a course of
action, and a laboratory where you can
work on developing anti-viruses to deal
with epidemics. The game begins with a
single outbreak of disease somewhere in
the world, but from there on you'll be
fighting a battle against ever increasing
odds.

SECOND OPINION

Ten out of ten for originality, but minus

several million for gameplay. Aside

from the standard ‘assemble things in

the correct order’ puzzles, you just

have to do the same things over and

over again. Mechanical and boring.
AW

There are several ways of dealing with
the initial outbreaks to try to buy time in
which to develop the anti-virus. The two
most suitable are a sanitised cordon or a
‘terre brulee’ (scorched earth policy)
which will restrict the disease for a short
time. Neither are popular with the local
people but they're preferable to using the
nuclear bomb option, which certainly
wipes out the disease but takes the people
and your job with it.
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The threat to the
world from o
disease has begun
with an outbreak
in the far east
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Once you've got an area temporarily
under control you can take a sample back
to the laboratory to work on it. You're
presented with a view of the computer in
the lab with a menu of six options on it. The

BATMAN

Ocean, £14.95 disc, PCW 8256/8512

It's hard to believe I |
game has been convi
machines. It’s the first real
make the transition but
follow the same path, and |
to live up to.

The game is exactly the sam
CPC machines, but naturally there
big features about the machine that
play. The first is the current lack ¢
joystick interface, although this .
be remedied, and the second is that it
to be played on a green screen.
nately neither of these should detract
from the game because the fantastic puzzle
and addictive action are still there. It's .

SECOND OPINION
Amazing stuff - one of Arnold's
greatest games, now showing on a
Joyce near you. Hear that sound, look
at those graphics, marvel at the
achievement.

AW

shame to miss all those lovely colours but
the screen design is still very attractive.

For those of you who don't already
know about the game it's a 150 screen
arcade adventure in ‘isometric’ 3D. It stars
just one of the dynamic duo as he searches
the bat cave for four pieces of equipment
and the seven parts of the batmobile. A full
review appeared ip our May issue (No.8)
and suffice it to say the game has lost none
of its appeal. Please note that the ratings
we've given here reflect on the capabilities

first one you’ll need to use is the one that
identifies the virus. This shows the ele-
ments in the virus (a chain of symbols), its
virulence, whether an anti-virus exists and
allows you to name it.

The battle against the epidemics is
very much an uphill one, which to start with
is very intriguing because of its original
concept. However as you start being
overwhelmed by disease and the map goes
black with epidemic symbols the process of
analysing and creating becomes repetitive
and wearing, depressing even. There'’s a
tough challenge there, but the game needs
more variety.

BW
GREEN SCREEN VIEW
Readable, playable and pretty
forgettable.
AW
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» Highly original game concept.

P Creating and testing anti-viruses is
absorbing.

» A tough one to do well at.

B A D N E w S
P Quickly becomes repetitive coping
with epidemics in the same fashion.

» There’s little reward when you do get
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m'- and therefore the sound rat-
more for effort than quality and the
| colour graphics does not detract

 This may be the first arcade game for
- the PCW machines but it's certainly going
~ to be hard to beat for quality in the future.

Indeed PCW owners will have to be careful
that they don’t get too hooked and forget
what the machine was originally intended
for. Far from being the ‘business-only’ ma-
chine in Amstrad's range the PCW's could
join the CPC 1ange as being ‘family’
machines.

‘ BW

The caped
crusader is as

great in green as
he's ever been

A D N E W 5

» Over 150 locations.

P Beautifully designed screens with lots
of variety.

» Really wicked puzzles to solve.

> Nice touches of humour.

» The first arcade game for the PCW’s.

» It's a real shame it’s only in green.

A A RATING E:LEA

mediate game called ‘The President’s Brain
is Missing’, where you collect bits of the
brain from platform screens to allow access
to the next level. When you look at the
package as a whole it’s got some impress-
ive qualifications: 192 rooms, 18 mini

With just a laser
and a sharp mind
you have fo deal
with an imminent
meltdown

games, 3 intermediate games, good speech
(6128 only), reasonable multi-colour
graphics and many other puzzles within the
game itself. Yet with all this it’s still hard to
work up much enthusiasm. The problem
lies in the gameplay: the man is awkward to
control at times, death can come far too
easily and ruin much hard work, and mini
games can be frustrating and obscure. Most
importantly of all is the fact that it may look
an impressive package but when each part
of it is examined separately they look very
ordinary indeed.

BW

GREEN SCREEN VIEW
Some of the sub-games are unplayable
in green. But then some of them are
unplayable in colour!
AW

things right.
» Lacks variety and depth to the action
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MELTDOWN
Alligata, £8.95 cass, £14.95 disc for 6128,

joystick or keys

A game about a nuclear plant approaching
a meltdown is rather badly timed in the
wake of the Chernobyl disaster — a little too
close for comfort. However that's just un-
lucky (or perhaps lucky?) timing for Al-
ligata, who have tried to do something
different by having a special disc version of
the game for the 6128 that sports digitised
speech.

Your job is to stop the reactor melting
down by getting through the three levels of
the plant. Each level is composed of 64
rooms in which you have to find six com-
puter terminals and play simple, but frus-
trating, ‘mini-games’ to achieve code
words that take you to the next level
Between levels 1 and 2, 2 and 3, and at the

end of 3 are further intermediate games.

The 64 rooms on each level are shown
in ‘isometric’ 3D and are connected by
sliding doors that open automatically when
your character walks into them. Most rooms
are full of hi-tech machines and furniture,
but they don't look as good as the rooms in
Get Dexter. The character you control
walks by sliding his feet unnaturally along
the floor and jumps by performing a very
strangely animated somersault.

SECOND OPINION
The main game is graphically very
disappointing and the sub-games are
just appalling. The only thing that
keeps you going is the incredible
frustration of losing passwords,
landing on robots’ heads and the like.
Do you really need this kind of
aggravation?

AW

In many rooms there are defence sy-
stems that have to be dealt with or avoided:
white suited men who will fire streams of
bullets at you, hovering spaceships that do
the same and mobile dustbins. They can be
shot with your laser but are capable of
reducing your shield to nothing
themselves.

Should you succeed in finding all your

codes you can take a lift to the first inter-
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P> 192 rooms on three levels.

» The intermediate games are a nice
addition.

» Good speech for the 6128 version.
P> Plenty of depth and things to do.

B A D N E w S

» To get to many of its features you'll
have to play for hours/days.

P Frustrating and difficult to start with.
» A good package but the individual
elements lack polish.
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BLADERUNNER
CRL, £8.95 cass, joystick or keys

The film of the same name became some-
thing of a cult, but the game has come too
late to benefit much from that. It puts you in
Harrison Ford's role of the bounty hunter
trying to ‘retire’ 24 replidroids from a maze
of city streets.

Where no mag has been before AMSTRAD ACTION A.UGUST 1986 59




The game is composed of two basic
sections: an overhead view of the maze of
city streets where you locate the replid-
roids, and a close up street scene where
you try to retire them by shooting them. On
the map you just have to move your cursor
through the streets and place it over a
replidroid. This reveals what type it is, one
being the easiest and six the toughest to
deal with. Pressing fire will take you to the
second section.

SECOND OPINION
The music’s great, but then it has to
be. The gameplay’s mindless and the
graphics are pretty weak, so the

soundtrack’s just about all the game
has going for it.
AW

Here you see a ship descend on the left
of the screen and man wearing a long mac
appears. The view is a side on one of a
street with a roadway in the foreground
and a pavement above it and shopfronts
above that. You can run left to right along
the street which scrolls to keep you on the
left of the screen. A scanner shows the
droid ahead of you and you should eventu-
ally catch him so that he appears ahead of
you, also running.

Coming in the other direction are ped-
estrians and cars, these knock you down if
run into but one only loses you time while

the other is fatal. The bounty hunter can be

moved up and down the street as he runs
and when level with the droid can shoot
him. However the droid may shoot back
depending on its type and you risk hitting
bystanders instead.

The scrolling is nicely done and com-
bined with the excellent soundtrack make
quite compulsive action. The only problem
is that it's all rather repetitive and simple.
Fun for a while but probably won't keep
you hooked for long.

BW

The bounty hunter

stands by his ship
in a crowded city
street

T e e W B WS

> Excellent soundtrack plays
throughout the game.

P Nice street scrolling (even though its
quite jerky) and animation.

P Higher stage droids are quite tough.

B A D N E w S

P Action is repetitive and simple.
P> The map screens are pointless.

GRAPHICS L34
SONICS E3A

GRAB FACTOR [x3'A
STAYING POWER |:3:374
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TOBRUK 1942
PSS, £9.95 cass, £14.95 disc, joystick or keys

The masters of Amstrad wargaming are on
the offensive again, this time with a re-
creation of the battle in North Africa in
1942. It takes the same form as their previ-
ous wargames in that it includes optional
arcade sequences for those that prefer
them to straightforward strategy.

The map on which the battle takes
place is only one screen in size and shows
the axis and allied units, allied occupied
cities, minefields and terrain . In a one
player game you control the axis forces,
while in a two player game each player
controls one of the sides. Incidentally, the
program can be run using two Amstrads
linked via the joystick ports using a special
cable which PSS can supply - this means
you can't see what your opponent is up to!

Each day of the conflict is split into two

BATTLEFIELD

GERMANY

Cybercom Enterprises, £8.95 cass, £13.95 disc,

Dedicated wargamers have had a fairly
lean time on the Amstrad, with few good
titles available except the PSS programs
that make compromises to arcade games in
order to attract a wider market. However
this simulation of a NATO-Warsaw Pact
conflict in Europe is likely to appeal to out
and out strategists and people looking for a
litle more complexity than in the PSS

games.

phase - where dangerous escalation can
take place, and action phase — where units
are moved and conventional attacks take
place.

Units have a number of factors affecting
their ability including supply level, combat
strength, efficiency and fatigue. These
need to be studied before attacking. Air
support is also available but you need to
allocate it carefully. The terrain affects
movement and combat as well so that a lot
of skill, organisation and strategic sense is

The game takes place over 6 or 12
turns and takes a fair while to complete but
can be saved. Victory is achieved through
capturing enemy cities and towns to get
victory points. The computer plays a good
game as either Nato or Pact but as ever a
human opponent will provide more surpr-
ises and unpredictability. An excellent
game for those who want some depth,
strategy and tactics in a game.

Please note that currently the game is
only available direct from the author at

SECOND OPINION
All too often, computer wargames are
poorly implemented and weak on
strateqy. This game is neither — it's
well presented, has real depth and can
really get quite addictive.

needed to do well. Cybercom Enterprises, 16 Egdon Drive,
Merley, Wimborne, Dorset BH21 ITY.
Let's hope a distribution deal is soon tied

up as it’s a good product.

BW

AW

The battle takes place on a map of
Europe split up into hexagons and stretch-
ing from the east of France to the west of
Poland. The Nato and Pact forces initially
face each other across the East-West Ger-
man border where the fighting begins. The
screen can only show part of the whole map
at once, but a miniaturised one in the top
right of the screen shows the general distri-
bution of forces.

The player can control either the Nato
or Pact forces against the computer or

- another player, but a nuclear option is only
available in the two player game. Each
player has three phases to a turn: supply
phase - to units within supply lines, nuclear

Central Europe is
faced with the
clash of the titans

60 AUGUST 1986 A.MSTRAD ACTION Totally independent




so that units can move and attack twice
during the 24 hours. After that they can be
resupplied and extra commands given.
Each unit has ratings for infantry, artillery,
armoured fighting vehicles, supply and
mobility. These show its fighting power and
distance it can travel. Units can be re-
supplied with infantry, AFV's and supply
when they are within supply lines but these
usually aren’t given in abundance.

SECOND OPINION
Quite a nice little wargame. I can’'t
help feeling that those arcade
sequences are a bit out of place, but

then they are optional.

AW

A unit can attack any adjacent enemy
unit and once it does you can choose to take
part in the arcade screen. The arcade
sequence consists of driving a tank to
destroy enemy machine guns, tanks and
oases bases. You control the turret gun,
machine gun and driving but also come
under attack from the enemy forces. Your
performance determines how well all the
battles go.

This is very much in the mould of PSS's
previous wargames and has similar attrac-
tion. The combination of strategy and
arcade sequences works well, but leaves it
short on depth for true strategists. The
presentation is up to their high standards
and the graphics and sound also round the

GREEN SCREEN VIEW
The overall map'’s very difficult to use
without colour, I'm afraid.
AW

5 0 0 D A E W S

» Good map layouts and use of colour.
P Always plenty of things to do and
decisions to make.

P A good strategic and tactical mind is
needed.

> Well thought out implementation that
makes good use of the computer.

B A D N £ w S
P War games never do appeal to a mass
market.

P You may think the subject matter
unsuitable for a game.

CLLLLIMY 50 %
SONICS XA
GRAB FACTOR}s&’A

LR 0 78%

game off nicely. You may find it a little too
similar to their previous war games but
with the new setting and good arcade
sequence it's still good value.

BW

e 1 Jee O WoEiW S
» Good mix of arcade game and
wargame.

» The arcade sequence is well done.
» The game can be played on two
connected Amstrads for full two player
effect.

P Intelligent computer opponent.

B A D N B w S

P> Not quite enough depth in the
strategy.

P> Can’t play the allied side against the
computer.

GREEN SCREEN VIEW
No problems at all with this one — it’s
got a green-screen option.

GRAPHICSE{:{A
SONICS [I1A
GRAB FACTORk{:DA

A A RATINGF$EA
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Ocean, £8.95 cass, joystick or keys

The science fiction TV series about reptiles
invading the Earth in rubber suits that make
them look human and severely impair their
acting ability has appeared in computer
form. The game takes place on the alien
mothership where Donovan, the hero of the
TV series who has the smouldering, passio-
nate intensity of a dead fish, has to plant
gxplosive charges to destroy the ship.

SECOND OPINION
Running around and solving puny
puzzles may appeal to you, but it really
leaves me cold. The robots are pretty
harmless and those nasty hamster-
eating lizards don't even make an
appearance. Very dull.

The ship is composed of five ‘planes’,
each one being split into 25 levels, and
each level is split into sectors. On each
plane there is a vital location, such as a
nuclear reactor or computer, where
Donovam has to plant a bomb. There are
also laboratories where he can collect parts
of the ‘red dust’ formula, which kills the

aliens.

Donovan moves around the ship by
running along seemingly endless, uniform
corridors, and by using beamer pads to
move between floors. Everywhere there
are alien robots of three varieties that try to
stop Donovan. Surveillance robots report
his position to the central computer, while
maintenance and security robots are more
dangerous because they can be run into.
This gives Donovan an electric shock, too
many of which and his heart will fail. How-
ever the robots can be shot or jumped
over.

A ‘communiputer’ can be used to
overcome many of the problems. It will
give information on the location of the
various rooms, allow the planting of explos-
ives, store the red dust formula and break
the codes on security doors.

The ship graphics are nicely done but
the robots lack variety and Donovan is
disappointingly animated when he jumps.
The gameplay is unimpressive, just consist-
ing of a lot of running around with a very
occasional pause to do something. The
game really needs more puzzles and ad-
venture elements to get you hooked.

BW

Go take a running
jump in the
mothership's
corridors

GREEN SCREEN VIEW
Everything's visible, but still no lizards
I'm afraid.

AW

(L I N B WS

> A tough exploration task in a large
ship.

» Interesting use of ‘lizardise’ language
on communiputer.

B A D N E W S

P Very repetitive action just running
around the ship.

P Not much variety or polish to the
graphics and animation.

P Very little to do with the TV series.

P Not very rewarding even when you do
get something right.

GRAPHICS [3FA
friafi SUE‘_E 21%
GRAB FACTOR ET:A

STAYING POWER kLR
A A RATING PeLd
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SAI COMBAT

Mirrorsoft, £8.95 cass, £13.95 disc, joystick or

keys

I bet you all thought you'd seen the back of
combat games and badly bruised joystick
hands, but creeping up on you from behind
to deliver the latest deadly oriental blow is
yet another one. It's a familiar story of two
players viewed side on and in 2D, trying to
beat the hell out of each other.

The game set up and moves are ex-
tremely reminiscent of Way of the Explod-
ing Fist, the major difference being in the
use of colour, animation and variety of
backgrounds. The two protagonists are
armed with more than just their fists, each
clutching a deadly pole, and certainly
aren't interested in shaking hands before
or after a fight.

SECOND OPINION
These games are all the same — work
out one set of moves, and it'll get you
through practically the whole way.
That's a shame because this one’s well
animated, colourful, and very good of
its kind. Just not a very good kind.

AW

There are ten basic attacking moves
using the pole and the feet and a further six
moves for avoiding attacks or just getting
around. The use of them is almost exactly
the same as for Fist, so that players of that
game should have no trouble settling down
with this one. What is different are the
number and sequence of opponents that
you face.

There are 16 levels to get through,
eight belts from white to black and then
eight dans from one to eight. On each level
you have to knock down three opponents
before moving onto the next level where
the fighters are more skilled. You start each
game with six lives, but after achieving a
certain standard you can restart at that
point with only three lives.

r a
BALV CC’L“SB?KT :

The bow-legged,
pole-fisted, body-
busting fighters

During the fights a hit is indicated with
a noise and a graphic symbol, each strike
reducing the fighter's energy. This is in-
dicated by the colouring on a dragon’s
head and the fighter will go down when this
runs out. Some moves are more effective
than others - the energy level drops ac-
cordingly as does the score awarded. Figh-
ters will also react and fall differently in

response to moves but the important thing

is that they go down and not you.

There’s a two player mode for those
who enjoy clubbing a friend. The computer
will provide stiff opposition for quite some
time but like all combat games he is ulti-
mately predictable and once you've got his
pattern worked out he's a goner.

On balance it’s a better game than Fist,
but it's also a year after that daddy of
combat games. The changing back-
grounds, improved animation, sound and
colour are all nice to have but can't disgu-
ise the almost identical gameplay to Fist. If
you're new to combat games then take a
look but otherwise forget it.

BW

GREEN SCREEN VIEW
You can see to fight, but the scenery
isn't so pretty — always assuming
you've got the time to admire it
anyway.
AW

gl Dath Nk WS

» Nice animation and detail on the
fighters.

» 16 levels of difficulty.

» Changing backgrounds, making a
nice view.

B A D N E w S

» Very old, unoriginal gameplay.
» Only worth getting if you haven’t got
Fist, Way of the Tiger etc.

GRAPHICS F¢ LA

A A RATING [:717A

DISC 50

Cascade Games, £14.95 disc

This is the disc version of Cascade’s Cass-
ette 50, which costs £9.95, and contains 50
different games. As you might expect they
don’t come up to much when looked at
individually but, considering each one on
the disc costs only 30 pence, that need not
be too much of a drawback.

There are 25 games on each side of the
disc which can be loaded from a starting
menu. This is where the disc product really
score over the cassette version because
you don't have to fuss around trying to find
a particular game, and it will load in no
time at all.

Choosing which games to look at isn't
easy but if you just work through them
you're bound to come across a few that
you'll like. Many of the names are more
attractive than the games themselves, but it
won't take you long to find out which ones.

Obviously we can't tell you about all 50
games but there are several that deserve
note. There’s a game of Backgammon that
can be played against the computer or

another player, and a version of Othello
called Nemesis IV. Both computer oppo-
nents play reasonably well but don't expect
them to hold you up for long.

Another game worth picking out is
Dragona Maze which is a very large maze
game which you can explore. One which

SECOND OPINION
These games may sound like good
value, but at 30p a time a lot of them
are seriously overpriced — even the
very best would only make mediocre
budget titles. Rummaging through the
titles in search of something playable
can be a lot of fun, but don'’t expect to
find anything amazing.
AW

caught my eye was Trucking, a trading
game which had a nice line in hitchhikers.
There are all sorts of other games from the
simple arcade variety to adventure games
and strategy — some are even educational.

The version of
backgammon,
play the computer
or a friend

|

19 20 21 22 23 24

Some of the games are diabolical but
with 50 to choose from you're bound to find
some you'll like. It's only really worth
buying for a new computer owner who
wants to see a lot of games for little money,
because you won’t want to play most of the
games more than once. Reasonable value
but not likely to get anyone raving.

BW
G 00 gD N B W 08
P> 50 games at 30p each.
» Good games like Backgammon,
Othello and Dragona Maze.
> Very easy loading.
B A D N E w S

> Some really diabolical games.
» Only really suitable for a computer
novice.
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Mastertronic’s third big game of the month
makes it a hat-trick for them - two raves
and a Mastergame. This one's reminiscent
of Cylu but has a very special feature
allowing you to redesign the whole layout
of the game. It's an ‘isometric’ 3D game
(pause while bores the length and breadth
of the country scream ‘Knight Lore copy’),
where a bubble headed character has to
collect objects from a 256 screen maze.

The maze is a 16x16 grid of screens
and hidden within it are 16 circuits that
Molecule Man - that's you - has to find in
order to escape in a teleporter. The twin
problems you face are, that the maze is
impassable in some places and has to be
blown up, and that you need a continual
supply of anti-radiation pills to prevent
your death.

SECOND OPINION
I thought Cylu was cheap, but this is
only half the price. It's not quite as
pretty, I'll admit, and the gameplay
isn't quite as varied either. On the
other hand, the screen size is larger
and the game designer is a marvellous
addition. Another Mastertronic Rave,
and a well-deserved one.

AW

Right from the start of the game the
radiation is eating away at MM and to get
those life saving pills you have to buy them
from a dispenser. Coins found lying around
the maze allow you to use a dispenser, but
you'll need to be quick about finding them
as the pills run out quite quickly.

There are also dispensers that swap a
coin for a bomb and these are also essential
for completing the game. They allow you to
blow holes in certain sections of the maze in
order to get at a trapped circuit or coin, or
just to take a shortcut. The agonising deci-
sion is whether to buy a bomb and com-
plete a bit more of the game or to buy more
pills to live a little longer and explore a bit
more.

Some sections of the scenery can't be
blown up, the distinction between types of
scenery only being discovered by trial and
error. The need for economy and speed in
everything makes the game tough in its
original form which needs mapping if
you're going to get far. However you can
find an easier way out by using the handy
screen design facility that comes as a sepa-
rate program on the tape.

This program allows you either to edit
the existing game screens or create 256
new ones of your own. You can use any of
42 different objects in the construction, but
the game will always be completed by
collecting 16 circuits and getting to the
transporter pad. The designer program is
very easy to use and of course allows you

to save your creations. It adds that some-
thing extra that will keep you with the game
for longer than usual.

The graphics are disappointing
because each screen is only one colour, but
the objects are quite well designed. De-
spite not looking that hot, the testing game-
play of the original layout and the ability to
design your own screens make this a really
worthwhile buy at only £1.99.

BW

B0 20 D N ETWS

P 256 screens is a lot.

» The original layout is good and
provides a tough game.

» Exploration and panic gameplay are
addictive.

P> Maze design adds a lot to the life of
the game.

P The price!

B A D N E W s

P All screens are a single colour.
P Rather unoriginal game concept.

GRAPHICS EXFA
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Expect the
unexpected and
FIGHT for your LIFE
~in this all-action
arcade chart-topper.
Master the ten moves
P andyou may just
) survive the deadly
) exponents of the
. martial arts only to
Smeet them again in
“the Temple. You must
b beware of your

: enem|es and their

#Mikie — he enrages
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%
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Meatures “Hip-Zap”,

" ‘Door Attack’ and
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letter to his girlfrieng
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“talk your way ¢ of
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lnteractive bulle
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). graphics of s
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adventure
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' Imagine Software [ 1984) Limited
6 Central Street Manchester M2 5NS
Tel: 061 834 3939 Telex: 669977



iPlay head to head or
agalnst the computer
MR this, Konami's first
and best table tennis
‘Simulation. Just like
the arcade original
tthe 3D graphics and
Playing features such
as the Back-Spin,
L Forehand Smash,
op-Spin, Back-Hand
& Return and many

your lightning
flexes and skill

P you'll get some idea

& about. Youare a

OT SHOTS AND |

PINGP=ONG |

Play Green Beretand| =

& of what this crack
Seommando core is all

highly trained

& combat machine, you|T=

& fear noman. You
must succeed
against
¥immeasurable odds
'™ to infiltrate all four
. enemy strategic
defence installations:
You are a mark
. will yo

| IMAGINATION!

Screen shots taken from various computer formats
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FORTHE
COMMODORE
AMSTRAD AND

BBC COMPUTERS

t last, speech synthesis at a price you

can afford. SPEECH! works entirely in
software taking up less than 9K of RAM: no
extra hardware whatsoever is required.
Unlike other systems, SPEECH! has an
unlimited vocabulary: it will say anything
you want it to, and is simplicity itself to use.
Simply type in: *SAY | AM A TALKING
COMPUTER, ASEASYTOUSEAS 123...
and the computer speaks.

SPEECH! has a built-in parser which
translates English words into “phonemes”, or
speech particles. There are 49phonemes
and 8 different pitch settings which can be
used directly by the *SPEAK command (eg.
*SPEAK/HEH4LOWA4) so stress or intonation can
easlly be added wherever desired. You can
change the overall pitch with the *PITCH
command.

Every copy of SPEECH! comes complete with
extra software:

DEMO — shows off all the features,

SPELL — aninnovative educational

program,

SAYFILE — speaks the lines of your programs.
Applicationsin:

® games

@ education

® business
@ utilities

SUPERIOR
SOFTWARE

NO EXTRA HARDWARE

AS REVIEWED ON
BBC TV

COMMODORE 64/128
Cassette £9.95
Disc £11.95

AMSTRAD CPC464/664/6128
Cassette £9.95
Disc £44.95

BBC MICROS: B, B+, Master
Cassette £9.95
Disc £11.95

III!!!' Y RELEASED BBC MICRO

VERSION HAS BEEN GREETED WITH
ACCLAIM AND INCREDULITY:—

REVIEWS ON BBC-1 AND BBC-2TV

Saturday Superstore (BBC-1)

“This is knockout! This is great! ... Wonderful!
Very, very clever” .. .Fred Harris

Micro Live (BBC-2)

“Really good value!”...John Coll

REVIEWS IN THE COMPUTER PRESS

“The reproduction is suprisingly good, and
certainly on a par with some of the more
expensive speech interfaces | have heard.
An excellent low cost speech synthesiser
that really is very good value for

money!" ... ACORN USER

¥...incredibly easy fo use. The end result is as
good as anything I've heard this side of the
miga.”...POPULAR COMPUTING WEEKLY

“Overall an excellent package”...
MICRONET 800.

“This is one utility which cannot be beaten
on quality or price” ...The MICRO USER.

“SPEECH! from Superior Software is a truly
remarkable offering. A rare gem indeed.
Superior Software has produced a price
breakthrough by achieving an apparent
technical impossibility”.:.A &B

COMPUTING.

OUR GUARANTEE
@ All mail orders are
despatched within 24
hours by first-class post.
® Postage and packing is
free.

@ Faulty casseftes and
discs will be replaced

ANSWERING SERVICE FOR ORDERS immediately.

Dept. SP8, Regent House, Skinner Lane, Leeds LS7 1AX. Telephone: 0532 459453
WE PAY TOP ROYALTIES FOR HIGH QUALITY SOFTWARE




MAX HEADROOM

Quicksilva/Argus Press, £9.95 cass, joystick or

keys

TV's stuttering megastar is ideally suited to
appear in a computer game — well he is
computer generated after all. But he
doesn't actually crop up though until the
end of this one because your task as Edison
Carter the TV reporter is to rescue him
from the clutches of Network 23. The game
is based on the original TV play, in which
Max is created, and draws heavily on the
scenes involving the lifts in the Network 23
building.

SECOND OPINION
Really very dull indeed. The puzzling
is trivial, the graphics are weak and all
the floors are the same. Why do all the
great licensing deals produce lousy
games?

AW

The screen is split into three areas: the
sides are occupied by eight icon menus,
the bottom third of the screen is an update
panel and the main central part of the
screen is where the action is. This is where
the building, rooms and puzzles are shown
as you move through the game. The first
task is to get into the top 11 ‘executive’
levels of the building by forming the letter
E on a digital display. One mistake on this
screen and the lift can be sent out of control
to any of the 211 floors.

Once on the executive level you have
to find the four codes that will get you into
the president's level and then the code to
the lab where Max is being kept. Each floor
is accessed by the digital readout screen
and once there, a number of icons can be
used. Using these you can access the lifts,
gain control of the doors on a floor, check
the floor using security cameras, restore
your energy and search rooms.

Once you've gained control of a level
the offices on it can be searched for codes
but you'll be constantly harassed by secur-
ity robots and the even more deadly
Breugel and Mahler. These sap energy if
they touch or shoot you and cannot be
disposed of, just avoided.

The graphics for the floors are very
simple and the main stick figure does not
look very impressive, but the sound effects
and tunes throughout the game are very
effective. The game is basically just a mat-
ter of running around searching rooms and
trying to stay alive. This doesn’t make for
particularly thrilling action but may still
present a tough challenge.

BW

GREEN SCREEN VIEW
*  Everything’s visible - if you can keep
your eyes open, that is.
AW

B0 050 B oW oS

» Good sound throughout the game.
» Nice use of icons for control.
» The action is always demanding.

B A D N E w S

» Not very impressive graphically.

» Gameplay is mostly just running
around searching aimlessly.

» Max and the M-m-m-max-type speech
promised on the packaging, don’t appear
unless you can complete the game.

GRAPHICS EX§
SONICS p#&2
GRAB FACTOR Y&

STAYING POWER EERZ
AA RATING (EEA3

Edison Carter
steps out of a lift
and surveys one of
the floors of the
Network 23
building

DOCTOR WHO AND
THE MINES OF

TERROR

Micro Power, £11.95 cass, keys only

The classic BBC TV program that first ap-
peared over 23 years ago has made it onto
the Amstrad after several months wait. The
Doctor has to prevent the mining of heato-
nite on a moon, recover plans for a Time
Instant Replay Unit and stop a TIRU being
used.

SECOND OPINION
Graphically dismal, expensive and
fairly limited in gameplay terms.
Another great merchandising idea
goes down the tubes.

AW

The game has plenty of background
information in the scenario that may help
you in the game and makes entertaining
reading anyway. The game itself starts with
the Doctor in the middle of a very garish
cave complex, standing next to the Tardis
with the ‘splinx’ next to him. The splinx
looks just like a cat but is a handy mechan-
ical helper, just like K9 was on TV.

The Doctor can carry objects around
which he can use — one early one is a
pickaxe for breaking through a rock wall. If
he isn’t going to use them they can be
stored away in one of his pockets. The
splinx can also be used to pick things up
and carry them, and this can often be of

considerable advantage because it is unaf-
fected by some things that are deadly to the
Doctor.

The splinx has a list of commands like
follow’ and ‘return’ that will get him to the
Doctor, but you've got to conserve its
energy and recharge it occasionally. The
only problem with the splinx is that it won't
go up or down ladders or fall off platform
edges so that you’ll have to carry it around
to some places.

The mines are inhabited by some nasty
creatures which kill the Doctor on contact,
using up one of his regenerations. The
nastiest of these are the robot guards who
get a lot of characteristics from Daleks.

The graphics leave a lot to be desired
with the Doctor flickering very badly, and
the cave and other graphics being very
garish. The tasks the Doc has to complete
can be quite complicated, especially when
involving the splinx, so it will give you
plenty to puzzle over and explore if you
can put up with the nasty display.

BW
GREEN SCREEN VIEW
Garish no, flickery yes.
AW
8::0° 0D N E W 8

» Nice use of splinx to do jobs for you.

» Doc’s tasks are quite complicated and
will need some puzzling.

» Nicely presented with interesting
instructions.

» Quite a large and varied playing area.

B A D N E w S

» Very flickery and garish graphics.
» May take a deal of effort and time to
get far with the game.

» Overpriced.

The Doctor, his
splinx, and
something that
looks like a police
phone box.
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MONSTERS OF MURDAC
Global Software, £7.95 cass, CPC 464/664/6128

Global Software seem to have had more than their fair share of
notice in this column recently, but the fact is that they are
committed to releasing adventures on a regular basis and
already have the Fourmost collection, Beerhunter, and Old
Scores to their credit. Murdac was originally to be released by
Amsoft but somehow it never saw the light of day. At first
glance, it's not hard to see why - this is a text-only game of a
rather old-fashioned nature where you trundle around under-
ground solving puzzles and collecting valuable items.

In addition to the treasure-gathering routine, you'll also be
posed a rather tricky challenge by one of the characters you
meet, who seems to have mislaid his daughter. Finding her isn’t
Murdac doesn’t impress much at first play, but it grew on me.
The parser isn’t up to much and tends to object to anything
other than two-word input. What's more (horror horror) it
doesn't understand EXAMINE, so object descriptions are some-
what limited. Most of the challenge in the game is therefore
concerned not with finding objects but with matching the right
object with the right puzzle.

After I'd been playing for a couple of hours, however, the
crude parser ceased to trouble me overmuch. The game is
nicely put together, the.location descriptions are evocative and
original, and the puzzles range satisfyingly from the easy (and
therefore encouraging) to the difficult (and therefore
compelling).

The only thing I'm not sure about is value for money - it
costs the same as Old Scores - reviewed below and definitely a
game in a different class altogether. I certainly enjoyed my
struggle with the Monsters of Murdak, but I didn't finish the
game and am unsure how many secrets there were still to be
uncovered — Global didn't know either. So there is just the
teensiest question mark here - the Pilg is inclined to think that
£1.95 is a bit on the steep side these days for a traditional
treasure-collecting romp like this one.

OLD SCORES
Global Software, £1.95 cass, CPC 464/664/6128

This game must take the prize for being the ‘most previewed
adventure of 1986’ — at least as far as this column is concerned.
When I first saw a pre-prod version I was immensely impressed
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and have anxiously awaited its release ever since.

Old Scores is set on London’s South Bank, home of the
National Theatre, the Queen Elizabeth Hall, the National Film
Theatre and other culture-vulture retreats. As an out-of-work
private eye in the company of your friend Miles Archer you
endeavour to solve a series of mysterious crimes involving the
theft of various objets d’art.

The title of the game is related to one of the crimes, which
involves the disappearance of an original Mozart manuscript,
and the game also features some very attractive music by the
aforementioned composer. If all this makes you think that the
game must be ridiculously high-brow and arty then don’t
despair - the program also has a healthy sense of humour and
beneath the veneer of culture lie the bones of an excellent
adventure.

The game is very hard to map because it follows closely the
layout of the real South Bank, which as any visitor will know is
hideously complex, riddled with walkways, staircases, foot-
bridges, and service roads. The action therefore takes place on
several different physical levels and almost all locations present
a baffling choice of exits that, while true to life, can be a bit
daunting for someone intent on mapping the game.

This has an important effect on the feel of the adventure,
and for a while you’ll find yourself struggling to find your way
around. However the Pilg began (for once) to actually ENJOY




the feeling of being lost
and then, once I settled down, the sense
of achievement at getting my bearings was all the greater.

The game is extremely well-presented on-screen. There is
an attractive graphic representation of the nearest land-mark at
the top right of the display with the its name on the left and, on
the bottom half of the screen, an area for scrolling location
descriptions and messages.

Typing MODE flips the bottom half between 40 and 80

column displays ~ a real boon for all users since 80 columns is -

far easier on the eye if you have a green-screen monitor, and of
course 40 are best for colour screens. Why can't all adventures
give us this option?

Other good points about the game are numbered SAVEs,
so that you can have up to nine positions to LOAD from, and an
excellent real-time element. Every so often the message ‘Time
Passes’ flashes up on the screen, but for once this isn’t mere
window-dressing. For example, at one stage of the game you
need to steal something, and unless you flee the sdene of the
crime as quickly as possible, rushing through the adjacent
locations without stopping, the police will catch you and the
game ends. I don’t believe I've ever seen time used in quite that
fashion before in a game, and it adds to the realism of the
adventure quite substantially.

NE

The realism of the game also shows up in the detail of the
plot and the logic behind it. For example, there's a photo-booth
near the start which only takes 50p bits. You have eight pounds
but no change, but if you do something like buy a paper you
will receive the correct change for the machine, All the objects
and disguises you require to solve the game are quite down-to-
earth - though finding them may be difficult.

In fact the game does require considerable commitment
from its player. Numerous SAVEs are necessary because it is
possible to ruin your chances at various points by either doing
things the wrong way or doing them in the wrong order. For the
most part, however, when you land in the soup it's because
you've done something which, if you were on the real South
Bank, would have had the same effect. The adventure demands
that you place yourself as far as is possible in the real-world. I'm
tempted to think that this is a very good thing, but the fact is that

some adventurers prefer
to dabble in un-real worlds - if you're
one of them then Old Scores might not be entirely to your taste.
My only disappointment with regard to OId Scores was the
parser. It's perfectly adequate and can cope with some quite
complex inputs, but it isn’t very tolerant of syncayms. So if
you're beside a man selling the Evening Standard, BUY PAPER
will not succeed - you have to BUY STANDARD and there are
numerous other examples. I don't think it's that the parser is
particularly poor, just that the game is otherwise of such a high
standard that it leads you to expect miracles every time you

press the ENTER key.

Old Scores is well-thought out, lovely to look at (and listen
to), and very absorbing to play. It certainly earns an entry in the
Pilg’s Personal Top Ten, and at £7.95 belongs in the collection of

all discerning adventurers.

Getting Stuck into MUD...

MUD hasn’t received much atten-
tion from the Pilgrim until now.
The reason is quite simple = I've
never been able to afford to
play itt Now BT have finally
allowed me ten hours on the
system so that | can report to you
all on my findings and (they
hope) encourage you te-enter the
world of on-line games.

Since I've been so quiet on
the subject in the past, perhaps
it's as well just to recap quickly
what MUD is. The Multi-User Dun-
geon is a program, written in
about 60000 lines of Pascal
source code, that runs on a suit-
able (VAX or DEC) minicomputer.
Since these items weigh in at
about £50,000 second-hand,
you're unlikely to find many
people setting up MUD games in
their living room. What's needed
= and what's happened - is that
a number of larger corporations
have licensed the software, pur-
chased the hardware, and now
charge people like you and me
on a per-hour basis for hooking
up to it.

This hooking-up bit is the
biggest barrier ™ playing MUD.
You'll need a ‘phone and a
modem plus suvitable software
(see box). To play properly you'll
also need @ user ID and a
password which you only get by
taking out a subscription with BT.
However they do have a special
system that enables non-
subscribers to try out the system
free of charge for ten minutes at
a time (see box for details).

All this costs money (let's get
the bad news out of the way first)
and I'm afraid we are talking
rather large sums here. BT's
charging system is based on
tokens and each token will give

'you six minutes of playing time.
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The more tokens you buy at once
the cheaper they get, but the
bottom line is that if you buy the
minimum quantity (50) it'll cost
you £10.00, which works out at a
charge for playing of exactly
£2.00 per hour.

On the other hand, if you're
ambitious and wealthy, you could
go to the other extreme and
splash out on 1500 tokens, cost-
ing you £150.00, which halves
the price to £1.00 per hour.

That, however, is only the
connection charge. To that you
have to add your ‘phone bill,
which on a local call is going to
work out at about 40p per hour —
and a lot more if you're calling
from further afield.

So what do you get for your
money? Well, you get a vast
adventure, constantly changing
as the authors add new bits and
remove the less popular ones.
There are currently about 750
locations (not including mazes) to
explore and the BT hardware
setup allows up to fifty people to
play simultaneously — though
while | was playing there were
rarely more than ten others on-
line at once.

The aim of the game is to
amass as many points as possible
and thereby to improve your
social standing with other
players. The bottom rank (from
nought to 200 points) carries the
title of Novice, the top (204,800
points and above) the honorific
Wizard. Wizards have almost
limitless power in the game. They
can wield ‘over 60 spells, zoom
around the countryside doing
practically anything they take a
fancy to, and generally lord it
over everyone else.

Points are gained in three
ways — they may come as re-

%
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Doomdark’s Revenge is more than adventure, mightier than a wargame. 6,144 locations, 48,000 screen views, 128 charactersand 128 objects o collect.
There are icelords, barbarians, dwarves, fey and gianis to meet. Bitter weather conditions and welcoming torches to guide you through caverns.
Itsa game for one or more players whose skill alone will defermine victory or defeat.
Doomdark’s Revenge is available now from software dealers everywhere. In case of difficulty write to: Beyond, British Telecom, Wellington House,
Upper St. Martin’s Lane, LONDON WC2H 9DL.




AMSTRAD CPC 464, 664,6128
Night Gunner £7.95
Night Gunner Disk [J £13.95
Tomahawk [ '£9.95
Tomahawk Disk [J £14.95
Fighter Pilot ). £8:85
Fighter Pilot Disk [ £13.95
ATARI

Fighter Pilot Disk
Fighter Pilot O

O £12.95
£9.95

Name

SPECTRUM
Night Gunner 48K [J £6.95
Tomahawk 48/128K 0 £9.95
Fighter Pilot48K [ £7.95
COMMODORE 64
Speed King Disk
Speed King
Fighter Pilot Disk
Fighter Pilot

[0 £12.95
O £9.95
L] £14.95
O £9.95

Address

ONLY THE BRAVEST FLY ...

BY D.K. MARSHALL

ADAPTED BY DARRELL D.
464, 664, 6128, Cassette 995 Disk 14.95

COLOUR OR GREEN SCREEN g Spectacular 3D cockpit view
TOMAHAWK — a stunningly & with over 7000 ground features

HESEIEYY . h Authentic aerobatic
realistic flight simulation that
puts you in command of an
Apache Advanced Attack
helicopter. Flying low over a
spectacular 3D real world

performance

® Ground attack and air-to-air

interception, with laser guided
missiles, rockets and 30mm

gun
Doppler navigation and target

display with over 7000 ground » tracking
features - TOMAHAWK puts m Day/Night vision systems
you in the hot seat. B Cloudy, Crosswinds,
: ] Turbulence
Ground attack and air-to-air B Pilot ratings — Trainee to Ace
interception is the challenge — B Impressive sound effects
B Pilots Notes

day or night in the thick of the
battlefield. Your combat mission
is to locate and destroy enemy
ground forces. It could be
science fiction —itisn't — the
Apache is for real ... the
meanest, deadliest combat
helicopter ever.

You have the weapons, the
machine ... climb in and prepare
for take off! E;

ONLY ACES SURVIVE IN ...

BY R.J. SWIFT
ADAPTED BY TIM MOORE
Cassette 7.95 Disk 13.95

NIGHT GUNNER is an action

packed arcade game based
upon a Second World War

464, 664, 6128,
COLOUR OR GREEN SCREEN

NIGHT GUNNER - The

amazing air battle scenario
that stretches you to the very
limit — guns blazing, enemy
fighters attack from all
directions — 3D ground attack
sorties and there’s still the
flight back home.

VAT and p.&p. inclusive within UK
(overseas inc. 55p per cassette)

Tele Sales

=
VISA
(0276) 684959 | R

Please debit my Access/Visa card no.

.18 1 O T A R A

Expiry date

Cheques made payable to Digital Integration Ltd
Total

| enclose a cheque/P.O. for

scenario. You are the gunner
and bomb aimer whose task is
to defend your plane against
enemy attack and destroy the
ground forces in each of the
challenging missions. The
rewards are high for the expert
marksman, but beware! The
battle becomes tougher with
each new mission.

30 ground attack missions
Realistic 3D effects
Explosive sound

1 or 2 players each with 4
levels of difficulty

Hi?h score table with medals
Self demonstrating title page

Please send to DIGITAL
INTEGRATION

Watchmoor Trade Centre,

Watchmoor Road,
Camberley, Surrey
GU15 3AJ

Trade and Export enquiries
welcome. Lifetime Guarantee.



wards for certain actions (solving
puzzles or perhaps helping other
players), or as a result of finding
treasure, or from success in
fighting.

It's this last bit that really
gives MUD its flavour. Imagine
wandering around in an adven-
ture game when every so often
up crops another character, con-
trolled by another player on the
end of another phone, who sees
you as yet another possibility for
earning more points. Usually, he
(or she) will decide to give you a

- good thrashing. Players in MUD

are generally suspicious of each
other and sometimes downright
hostile = though you'll find the
wizards tend to be a friendly lot
(after all, they've nothing to lose
since there's not much you can do
against them!).

Again — just to put things in
perspective — it's generally rec-
koned that to become a Wizard
you'll have to put in about 120
hours of “intelligent, dedicated,
and intensive” playing. That's
going to cost you a fair whack,
though BT argue (reasonably
enough, | suppose) that as an
interactive pastime the game
compares very favourably with
cinema or theatre.

MUD Hook-Up
Details

The number of commands
available to you in MUD is fairly
limited when compared to, say, a
Level ? game. However the list is
added to and amended frequ-
ently and you'll find that the
commands that are available are
more than sufficient to allow you
full scope for self-expression. My
favourit is the SHOUT command
which broadcasts your message
to everyone in the game — but
anonymously. So while you're
playing messages will occasion-
ally flash up on the screen saying
“A female voice in the distance
shouts ‘What do | do with the
small purple worm™, which may
or may not elicit answering
‘shouts’ from other players.

One problem with public ac-
cess games like this one is that of
bad behaviour. It may seem very
clever to shout rude words all the
time, but in MUD it will almost
certainly get you into deep tro-
uble. Quite apart from there
being laws (real laws, | mean —
not ones in the game) about
being rude or offensive on-line,
there are also Arch-Wizards who
are much more effective. The
Arch-Wizards are a band of
very powerful beings who get
their MUD accounts paid for and

You’ll need a 1200/75 or 300/300 baud modem and software to give you 8-
bit, no parity, one stop-bit. Almost all the modem/comms packages
available for the Amstrad will fit the bill, but if you're uncertain check

with the suppliers.

BT MUD is accessed on 01 998 8899 (1200/75) ox 01 997 9433 (300/300).
Even if you don’t have an account you can log on for ten minutes as
guest to get a feel of the thing, and then if you’re impressed you can send

off for a full subscription.

To log on as a guest, enter MUDGUEST when asked for a username
and enter PROSPECT when asked for a password. You will be automati-

cally logged out after ten minutes.

Here the commands at your disposal.

go (direction)

DRop (object)

Glve (object) (creature)
Help

Inventory

Inventory (player) - lists another players possessions.

Kill (creature) (object)
LEVELS - lists player levels
Look

Look (container) - describes container as if you were inside it

Look (creature)

Look (room) (creature) (quoted string)
Jez “Who are you” - sends message in quotes to Jez

PUT (object) (container)
REMove (object) (container)
SCore

SHout (quoted string)- message sent to all (anonymously)
STeal (object) (player){(guoted string) - message sent to all in same room
USE (object) - select weapon for current fights

WHO - names all current players
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can wield

some very impressive

spells indeed. They'll often help

you if you're in trouble, but they'll

also give you hell if you step out

of line — even to the point of

cancelling your subscription. Thou
hast been warned.

It's very difficult to convey
on paper the feeling of playing
MUD. It really is extremely excit-
ing, though somewhat intimidat-
ing at first, to communicate (in
real time) and to engage in com-
bat with one's fellow men and
women. You can make some
friends for life in MUD - though

long. The only real drawback
with the system at present (apart
from cost) is the response time.
Sometimes you can spend an
awful lot of money just waiting
for your input to be processed by
the computer and for your next
prompt to appear. BT are wor-
king on this one, however, and
the situation does seem to be
improving.

Next month the -Cowled
Crusader will give you an insight
into the way Magic works in
MUD, and an introduction to
some of the people who wield it.
We'll also be printing an actual
sequence from the game so you
can really get the feel for it. See
you then — if we haven't met in

package. I can't help feeling that the label Americana is a bit

life, let's face it, may not last very  MUD in the meantime!

SPY TREK
Americana, £1.99 cass, CPC 464/664/6128

This is the first game I've seen on the new budget label from US
Gold and it's certainly worth £1.99. I was a bit shocked when I
loaded it up, however. No way is this game American - it was
(unless I'm a very stupid Pilg — okay, okay I heard that) written
using GAC and must therefore be the first example I've seen of
a major software house using a utility like that for a budget
label. I'm suprised people don’t do it more often.

Spy Trek isn’t too bad a game. The graphics are fine and
make good use of GAC's powerful drawing features. The vocab
isn’t enormous but the authors have sensibly highlighted
important phrases in object descriptions by using capital
letters. So as a basic rule, if it’s in capitals you can do something
with it.

The puzzles range from the ludicrously easy to the infuriat-
ingly difficult as you attempt to rescue some plans from their
European hiding place. All pretty conventional spy stuff here
and few surprises, though one or two of the locations are quite
original and there is a light-hearted vein of humour throughout
the program.

My only grouse is that in using GAC the authors didn’t pay
enough attention to overcoming that annoying feature whereby
valuable text is sometimes scrolled off the screen before you
can read it. [ also failed to note any mention of GAC on the

misleading - this game seems as English as they come. Anyway,
at £1.99 who cares about nationality? This game isn’t going to
rock the earth, nor is it going to keep you up for night after
night, but it should give most Pilgs a good trek for theu hard-
earned nickels.

You can’'t see that.
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Atmosphere Interaction Challenge AA-Rating

Monsters of Murdac
0Old Scores

Spy Trek

MUD

PEEKS *+ POKES

The Pilg recently promised another routine for transferring Red Moon to
disc, since our earlier routine gave problems because of typesetting errors.
Here’s another, shorter, routine to transfer the game from Mr D.V. Grief of
Plymouth. First key in Listing 1. When RUN with Red Moon loaded into the
cassette it will transfer the three sections of code to disc.
Second, key in Listing 2 and save it to the same disc as your data files. You
can call it what you like — although of course it musin't have the same name
of any of the files transferred above — and after saving it you can run Red
Moon from disc by loading and running Listing 2.

Don't worry about the funny bits on the screen — ‘advent’ is loaded
into screen memory first before being relocated. Note that in the game
itself SAVE/RESTORE commands remain cassette-based.

LISTING 1
10 | TAPE.IN:MEMORY &3FFF
20 LOAD “advent”’,&4000

LISTING 2
1 CLS:MEMORY &14FF
2 FOR A=&1500 TO &150D

30 SAVE “‘advent’’,b,&4000,&1200 3 READ D:PG...
40 LOAD “"bit1",&4000 4 NEXT
50 SAVE "'bit1"",b,&4000,&1500 5 DATA

60 LOAD “'bit2",&4000
70 SAVE “'bit2"*,b,&4000,&32FF
80 END

&21,&00,&D0,&11,&00,&9A.&01,&0
0,&12,&ED,&B0,&C3.&00,&8D

6 LOAD “bit1"",&1600

7 LOAD “bit2",&6700

8 LOAD “‘advent’’.&D000

9 | TAPE

10 CALL &1500

CLUE-SNIEFING
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If you don't want any help with your adventuring avert your
eyes and plug your nose!

Price of Magik

BOM requires the trumpet, DON swings the pendulum, and SEE
helps you go through the study wall.

(thanks to Wayne Grover, Chingford)

Lord of the Rings Part ]

Leave the ring in the house, you can collect it later.
When only carrying one green jewel, Elbereth!

Avoid the East road.

The Swords in the Barrow-Wights cave can kill wraiths.
The Barrow-Wight can’t stand jewellery.

Red Moon

Right at the start, DIG!

Bury all dead opponents.

Avoid the rat!

Remember Alice to get the chainmail and gasmask.
Insulation is a good electrical insurance!

Return to Eden

Don’t waste time at the start, wear the suit and grab the geiger
counter.

Follow a mole and sleep in a comfortable cave.

Dungeon Adventure

The poppy will help you pass some singing.

Feeling sleepy. The Mirror will spell it out!

The driftwood can be lit somewhere as a temporary light.
The Corpse in the tunnels holds a few magnetic attractions.

(all the above thanks to Julian Page, Shrewsbury)

15%
89%
69%

Pricey! Heroes of Karn

Guards can be bribed, otherwise quit.
Plants normally need two to three waterings.

Forest at Worlds End
You don't need the coin in the Woodman'’s hut.

Fourth Protocol

For telephone numbers, access the file TELEPHONE
After you have talked to Harcourt Smith, you can leave Gordons
in search of your new base, Sentinel House.

PILGRIM’s POST ==

More Stamina for
Magik...

I have found out how you can
get 250 stamina points in The
Price of Magik.

What you have to do first of
all is to type Restore when you
have just been killed. This will
take you to the Lenslok. Then
instead of putting the first two
letters in correctly on the code,
deliberately type two entirely
different letters, three times.
The program will say you have
to restore the game again, but
instead of doing that carry on
playing and you will find you
have 250 stamina points! If not,
try again!"’

OK Wayne Grover (for it is
he who writes), I tried and I
tried but the Pilg still couldn’t
get Lenslok, let alone 250
stamina points. I think my ver-
sion must be a bit odd - but
perhaps other Pilgs will be able
to try this for themselves. Any
other stamina tips, readers?

Hobbit-friends
Unite!

This month sees Melbourne
House launch their ‘Tolkien
Blockbuster Month' in which all
matters Hobbitty are given the
full-blown, hurricane-force pub-
licity treatment.

““The Hobbit is a very goed,
hard to crack adventure...To put
things briefly, this game is fan-
tastic, great, fabulous, exciting,
and very hard to crack.”

Etc...Etc...Etc..Except that
that little gem didn't come from
Melbourne House, it came from
Darren Wallace. Goodness
gracious, Darren, how much did
they pay you!?

Of Lords and
Ladies...
“We have read Adventure sec-

tions in various magazines and .

picked up copies of all the pure
Adventure magazines we could
find. But...they just don't contain
what we specifically want — so
we've written our own..”’ - Pat
Winstanley & Sandra Sharkey

It's got the organisation behind :LAMSTRAD ACTION AUGUST 1986 13

Help! If I'm not giving you
what you want, please tell me!
The Pilg is nought but the
humble servant of his readers,
and if you think I'm not doing a
good job then write and let me
know. This goes for all my fel-
low Pilgs, so if you've got a
suggestion about the column
then drop me a line.

As it is, Mss Winstanley and
Sharkey have come up with a
littlenumber called Adventure
Probe. [ have to say that I felt it
was a little overpriced at £1.00 a
throw, but the authors do pro-
test that “‘we’re not out to make
a fortune, just pursue an enthral-
ling hobby and give adven-
turers the chance to contact
other enthusiasts and obtain
speedy help in stuck situ-
ations...”” Well, at the risk of
being biased, I do hope that that
is what readers can get here by
either entering the Lords of Ad-
venture column or else contact-
ing those already in it. Are you
doing your job properly,
Lords?

However, if you want to get
in touch with Pat and Sandra,
their address i§ 13 Hollington
Way, Wigan, WN3 6LS. Whate-
ver the Pilg's competitive inst-
incts, it's good to see a couple of
adventurers reaching out to
others.

Mention of the Lords leads
me to' mention the numerous
letters I've had recently from
women who wish the section to
be renamed Lords and Ladies of
Adventure. Consider it done,
friends, and my apologies for
any apparent discrimination
which was very much more in
the title than in the spirit of the
section. Anyone who has read
the Red Sonja comics will know
that women adventurers are
more than a match for most
men!

Something nasty up
your sleeve?

Rick Robinson of Plasma Touch
writes in about his game Trea-
sure Tunnels (which the Pilg
reviewed a while back):

“We think yours was & balan-
ced and fair opinion, but you

e




forgot to mention the free
program ‘The Experience’. Was
this an oversight? (It was — Pilg)
Okay, it's a bit unusual but a
prize will be going to the per-
son who submits the best inter-
pretation of what it all “means”’
(assuming they have completed
it).

“We would be grateful if
you could inform your readers
that we are on the look out for
adventures with a horror theme,
which we intend to release as a
compilation together with a
couple of our in-house adven-
tures. The games can be about
anything: explicit gore, atmop-
shere and suspence, science fic-
tion, or modern day scenarios.
Just so long as they 're scary!"

So, my adventurous friends,
if you've got something nasty up
your sleeve (or anywhere else)
then send it to Rick at 143 Oak-
field Road, Whickham,
Newecastle-upon-Tyne, NE16
SRZ. I have a feeling Mr Robin-

"WRITE TO THE PILG!

The Cowled Crusader is able to
receive deliveries of mail direct
from readers, wherever he may be
on his Pilgrimage. All you have to do
is write in to Amstrad Action, ad-
dressing your letter to:

The Pilgrim, cfo Amstrad Action,
The Old Barn, Brunel Shopping
Precinct, Somerton, Somerset,
TAIl TPS.

A special flock of highly-trained
budgerigars will then take your let-
ters direct to the Pilg for inclusion
(space permitting) in the next issue.
The Man With The Rod And Staff
welcomes correspondence on all
subjects adventorial and looks for-
ward very much to hearing from
you.

Alternatively, if you're suitably
equipped, you can get me on Tele-
com Gold, number 83:JNL251, or on
Prestel 919994854. Please note, by
the way, that [ am NOT a ‘helpline’
service. If you're stuck on a game,
try the Lords and Ladies!

son may get more than he bar-
gained for!

Lords AND LADIES of Adventure...

Red Sonjas unite! It's becoming increasingly obvious that there are more and
more women playing computer games these days, and especially adven-
tures. The Pilg shamefully acknowledges the discrimination of our previous
column header ‘Lords of Adventures’ and is delighted to extend its nomen-

clature to include the stronger sex.

Don’t forget that to write in offering your services to other less-fortunate
adventurers is a great way to make friends around the world. These pages
are read by Pilgrims scattered far and wide and are just a small part of that
network of comradeship that has grown up amongst the followers of the
Adventurous Path. So if you want to reach out a helping hand, write in today
with details of the games you have finished and can offer help on.

If you wish to contact a Lord or Lady, do include a self-addressed
envelope and if you telephone to make your calls at reasonable hours.

Heroes of Karn, Message from Andromeda, Forest at Worlds End,
Mindshadow
Wendy Davis, Rowsley, Richmond Road, Ramsey, Isle of Man

Jewels of Babylon, Forest at Worlds End, Heroes of Karn
James Lushey, 9 Harefield, Long Melford, Sudbury, Suffolk

Snowball, Return to Eden, Hobbit, Ring of Darkness, Marsport, Dun
Darach, Lords of Midnight

St. John Bird, 74 West Stret, North Creake, Fakenham, Norfolk, NR21 9LQ. Tel:
(0328) 738709

Subsunk, Heroes of Karn, Voodoo Castle, Terrormolinos, Jewels of
Babylon, Mordons Quest, Empire of Karn, Crystals of Carus, Neverend-
ing Story, Mindshadow, Valhalla, Urban Upstart, Robin of Sherwood,
Hampstead, Wizard of Akyrz, Hobbit, The Time Machine, Circus, Arrow
of Death Part 2, Emerald Isle, Gremlins, Lords of Time, Sorceror of
Claymorgue Castle, Red Moon, Ten Little Indians, Perseus and Andro-
meda, Worm in Paradise, ZZZZZ, Feasibility Experiment, Valkyrie 17,
Bored of the Rings, Pirate Adventure, Colossal Adventure, Snowball,
Twin Kingdom Valley

Adventurescue, 32 Merrivale Road, Rising Brook, Stafford, Staffs, ST17 9EB

Return to Eden, Emerald Isle
Andrew Dulff, 37 St Andrews Road, Tain, Ross-shire, IV19 1IEY

Heroes of Karn, Jewels of Babylon, Forest at Worlds End, Gremlins,
Neverending Story, Hobbit, Lord of the Rings, Three Weeks in Paradise
Peter Grimshaw, 33 Lower Parrock Road, Carr Hill, Barrowford, Lincs

Emerald Isle, Forest at the Worlds End
Paul Nicholls, 23 Stockfield Avenue, Hoddesdon, Herts, EN11 9JE

Mindshadow, Message from Andromeda, Forest at the Worlds End,

Warlord
Len James, 37 Northway, Lymm, Cheshire, WA13 9AT

'd

The votes are still flooding in to nominate your favourite games.

This month’s results go a long way towards showing just how
long-lived adventures can be. The Hobbit (released in 1983) is
STILL in the Top Ten. There's even a chance that after

To The Pilgrim.

My favourite three adventures are

1. Game:

Company:
2. Game:

Company:
3. Game:

Company:

The reasons for my first choice above are:

The free game [ would like is:

My addressis(BLOCK CAPITALS
ONLY)

Bt W, RO P TUR™ - E

— j Red Hot Charts;..

;T"

Melbourne House’s relaunching of it next month that it will
achieve even vaster sales.

The old Interceptor games are still in there, including the
venerable Heroes Of Karn at number five. The success of this
game on the Amstrad has always given the Pilg mixed feelings
since the conversion from the Commodore 64 (which had
fantastic music and some really excellent graphics) wasn't one
of the best. Still, it remains one of the most popular games
around.

Don’t forget that if you send in your voting form you are
eligible for a free draw in which one Lucky Pilg gets the game
of his or her choice. The Cowled Crusader would also like to
apologise profusely to a couple of Lucky Pilgs whose prizes
were delayed, but from now on it's straight out of the hat and a
program straight into the mailbox — so get voting!

1 Red Moon (Level 9)

2 Lord of the Rings (Melbourne House)
3 The Hobbit (Melbourne House)

4 Never Ending Story (Ocean)

5 Heroes of Karn (Interceptor)

6 Forest at the Worlds End (Interceptor)
I Return to Eden (Level 9)

8 Mindshadow (Activision)

9 Return to Eden (Level 9)

10 Jewels of Babylon (Interceptor)

AND - this month's LUCKY PILG is Len James of Lymm in
Cheshire who dances all the way to his Arnold with a free copy
of Seas of Blood. Shiver me timbers, Len, oi trust ye'll splice the
mainbrace for the ol’ Pilg as you sit down to play...




The Database Manager and Reporter.

You know that Caxton only publish superior software products.
Cardbox is the world’s best-selling simple electronic card index.
BrainStorm is the world’s first ideas processor. ScratchPad plus is the
only enhanced Virtual Memory Spreadsheet available for your
Amstrad. And Touch 'n’ Go is the UK’s most highly respected disk-
based typing Tutor.

Now we present Condor 1—Mainframe computing for your Amstrad.

Condor 1 is an extensive database management and reporting system
for the non-programmer. You can begin by creating simple databases
in a matter of minutes. Then, as you learn more with our
comprehensive step-by-step tutorial and reference-guide, Condor 1
gives you the power to create all-singing, all-dancing, menu-driven
systems.

You will enjoy using Condor 1. You design the screen layouts yourself
and then manipulate the information you've entered through a series
of English-like commands — For example “sort invoices by value”. And
with thirty-five commands as standard, Condor 1 should be flexible
enough to satisfy all of your data-management requirements.

Finally, don’t forget Condor 1 is a Caxton Product. This means it’s so
simple to use we are able to offer you FREE and UNLIMITED
telephone support. Should you need help with Condor 1 just call us.
Your call will be welcomed and your query will be answered ina
pleasant, helpful and efficient manner — because that’s the sort of
people we are.

Caxton Software Limited
Condor 1 10-1; ll;vedfm'd Street
is £99.99 e OB OHE
> Tel: 01-379 6502.

Telex: 27950 ref 398

(inc VAT).

Available for
Amstrad 8256
and 8512.

The Condor1
Commands
— They couldn’t

[ ]
be simpler!
Database Creation and Mainfenance
DEFINE Create, redefine or
describe a database
DESTROY Eliminate a database or file
FORMAT Create or revise a form or
HELP screen
REORG Reorganize the structure
of a database; add or delete
items
Information Input and Update
APPEND Attach records of one
database to another
EMPTY Eliminate all dataina
database
ENTER Insert new data intoa
database
POST Update entries in one
database with those from
another
UPDATE Change entriesina
database meeting specified
conditions
Information Processing and
Report Writing
COMPARE Compare entries in two
databases for (not)
matching conditions and
create a RESULT database
COMPUTE Compute entriesina
database
LIST Display database records in
sequential order
PRINT Print database records in
sequential order
PRINTER Printer output control and
redirection
SELECT Select database records
meeting specified
conditions, creating a
RESULT database
SORT Sort database records by
entries
STAX View or print statistics of
entries

TABULATE Summarize specified
entries. Print or save the

result

TITLE Print report headings

Operation Aids

HELP Assist operator in selecting
procedures

INSTALL Saves SET and PRINTER
options

RESTART Continue processing
interrupted commands

RUN Process and execute a
command procedure with
options for command
modification

Interfaces

READ Transfer records froman
ASCII file to an existing
database

WRITE Transfer records froma
database to an ASCII
sequential file

Utilities

COPY Copy a database or file

DATE View or enter date

DIC View entries in the data
dictionary

DIR View the list of files in the
disk directory

LOGDISK Log a new disk in the
computer

RENAME Change the name of a
database or file

SAVE Save a RESULT database

SET Set operating parameters

SYSTEM Exit from Condor 1 back to
operating system

TERM Defines the computer (not
needed on Amstrad)




BleJUKXICIHRH !

In last month's Type-ins 1 said
there were two versions of Catf8,
one for the 464 and one for the
664/6128. As disc-owning 464
users will already be aware, we
only printed the 664/6128 version.
This wasn't part of the intern-
ational anti-464 conspiracy - we
just forgot! Anyway, we're print-
ing the 464 version here. Sorry
you had to wait a month.

While we're at it, there are a
few more mistakes and misunder-
standings to be cleared up. For
starters, we had a few queries
about Rotating Sphere in our May
issue. Because it started at line
320, some people assumed that we
had carelessly missed out lines 10-
310. We hadn’t - indeed, there
weren't any lines 10-310 for us to
miss out. There’s no particular
reason for a program to start at
line 10 rather than any other num-
ber. Rest assured, Rotating
Sphere was complete in every
respect — and the same goes for
Bouncers this month.

Next, we have a genuine foul-
up. In the June issue there was a
mistake in line 10 of Unerase. The
‘1=430" bit of it should have read
‘1=450". This means that the
‘Checksum error in line...' mes-
sage would have been two lines
out if you made a mistake in one of
the data statements. If you typed
the whole program in exactly as it

was written, however, it worked
fine.

Lastly, a rich source of type-in
problems - printers. Not printers
as in the people who print AA,
God bless ‘em, but printers as in
mechanical devices for producing
hard copy. Sometimes they refuse
to print symbols as they would
appear on screen. In particular,
they tend to maul the ‘hash’ sign
(shift and 3) and the ‘up-arrow’
sign (on the same key as the
pound sign). Hash often comes out
as a pound sign, and up-arrow
prints out without its stem — like a

If you thought last month’s amazing Blifter was a bit short
on gameplay, try Bouncers. It's a version of the classic
‘Breakout’, sent in by Justin Hedden of Andover. The idea,
for anyone who missed the dawn of the computer age, is to
break through the wall at the top of the screen by bouncing
a ball against it. You can move your bat left or right to hit
the ball, but if you miss it you lose a life. You can define
your own keys, and there’s a high-score table. Bob Wade's
tip: wait until the ball is level with the centre of the bat, and
then start moving the bat to keep pace with it. Persevere
and you'll soon get the congratulatory tune, and the next
level. Be warned - it’s very addictive indeed!

circumflex, or the roof of a house.
We try to catch these signs
and correct them, but sometimes
‘they do slip through. A case in
point is Music Composer, from
way back in issue 5. Lines 1310
and 1330 both have mauled up-
arrows in them, just after :du=2".
To confuse matters still further,
this listing also has several ‘tilda’
signs in line 1670. These printed |
fine, but a lot of people didn't
know how to type them in. The
answer is to hold down the control
key and type the number 2 - not at
all obvious, I'm sure you'll agree.

REM 36363633036 3636336 39630 303 3039 5%

REM CATH8 by J.N.Macklin

REM 3533330533 HH KN

REM 4464 version

h=HIMEM: MEMORY KA&73:z=3!p$=

"":MODE 2:CAT

POKE &A&74,LCD:POKE LAL7S,k68:POKE &A676,&EBB:POKE &A&?7

POKE kA&78,L7B:POKE &A&679,kA6:POKE KALZA,KCD
@ WHILE p®<{>" ":iz=z+1:LOCATE !,z:GOSUR 15@:WEND
FOR x=1 TO 1&:LOCATE x,2:GOSUB 1S50:ts=tS+p%:NEXT
@ FOR x=1 TO 9:LOCATE x,z+1:GOSUR !EG:uﬁkhi'pS:NEXT
GOSUR 20@:PRINTH2," CATALOGUE";TAB(33)jt$;TAB(70);;us:G0S

200
FOR y=4 TO z-1:FOR

x=1 TO 89

LOCATE »,y:GOSUB 15@:vE=yS+psINEXT

PRINTH3, vE: vE=""INEXT

GOSUR 2Z@@:MEMORY h:MODE 1:END
CALL %A&674:p%=CHR$(PEEK (&A&7B) ) : RETURN
PRINTHB,STRING® (80, "-") :RETURN

| 76 AUGUST 1986 AMSTRAD ACTION Ping...ping...ping...Breakout!
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108 ON BREAK GOSUB 7820

110 GOSUB BB@:REM initialise

120 GOSUB S55@:REM key selection

130 REM set up screen starts here

14@ CLS:MODE 1:INK 1,14:PEN 1:BORDER @:INK @,@:SPEED KEY 1
1

’

15@ FOR i=@ TO S:b#${i)="CJCICICICICICICICICICICICICICICIC]
CICC" :NEXT

16@ MODE 1

170 b=18:x=17:y=22:dx=—1:bon=0:dy=INT (RND*3) -1

180 CLS:INK 1,26:PEN 1:PRINT CHR$(128) ;STRING$(328,CHR$ (128
}) 3CHR$(128)5:INK 2,3

198 FOR i=@ TO S:PRINT CHR$(133);:FPEN 2:PRINT b%{i);:PEN
1:PRINT CHR$(138) ; :NEXT i

200 FOR i=1 TO 16:PRINT CHR${128) ;SPACE$(33) ;CHR$(128);
21®@ NEXT:PRINT CHR$(140) ;STRING$(328,CHR$(14@’) ;CHR${(140) ;
:LOCATE 2,25:PEN 3:PRINT"SCORE:"s:LOCATE 16,25:PEN 3:PRINT

| "LEVEL:"1lev:LOCATE 3@,25:PEN 3:PRINT"LIVES:"1
1220 IF lev=0 DR lev=1 OR lev=2 OR lev=3 OR lev=4 THEN bat$

| =STRING${(4,CHR${(14@))
] ev=8 OR lev=9 THEN bat$=STRING®(3,CHR${248))

ELSE IF lev=S5 OR lev=&6 DR lev=7 OR 1
ELSE 230

i 250 IF lev=1@ OR lev=11 DR lev=12 OR lev=13 OR lev=14 THEN

bat$=STRING$(3,CHR$(24%)) ELSE IF lev=15 OR lev=1&6 OR lev

1=17 OR lev=128 OR lev=1% DR lev=2@0 THEN bat$=STRING$(2,CHR$

(25@)) ELSE IF lev)=25 THEN bat$=STRINGS{1,CHR$(251))
24@ PEN 1:PLOT 3,287:DRAW 636,287:PLOT 3,325:DRAW 436,385

] 250 REM x*x%% ALL ANIMATION IS HANDLED IN THIS" NEXT ROUTINE

soial's.

AR L it

-

S

L 2 3

26@ LOCATE INT(b),23:1F b=1.5 THEN LOCATE 2,23:G0TO 27@ EL
BE PRINT" "3y

270 PEN 1:PRINT bat$;:IF b{(33 THEN PRINT" "; ELSE IF b(34
THEN PRINT" "j
280 IF b=S THEN LOCATE 2,23:PRINT" "; ELSE IF b=1.5 THEN

PRINT" “;

29@ CALL &BD19:LOCATE y,x:PRINT" ":x=x+dx:y=y+dy:IF y{(=1 0
R y)=4D0 THEN dy=—dy:y=y+dy:SOUND 3,78,8,15,1,1

30@ IF x=23 AND dx=1 THEN SOUND 3,78,8,15,1,1:60T0 370

310 CALL &BD19:IF x{(23 THEN LOCATE y,x:PRINT"\"

32@ butt$=INKEY$

33@ IF butt$=1% THEN b=b-1:IF b{1.5 THEN b=1.5

34@ IF butt$=r$ AND b{34 THEN b=b+1:IF b)34 THEN b=34

358 IF x=1 THEN S51@ ELSE IF x{(28 THEN 490

340 IF 1=@ THEN 43@ ELSE GOTO 26@:REM ###% ROUTINE IS COMF
LETED AND BEGINS TO BRANCH BACK #*%x%#

370 IF y(INT (b+2) DR y)>INT(b+5) THEN GOTO 390

380 dy=INT(RND#*3)—-1z:dx=—1:1x=x—1:y=y+dy:60T0 310

390 IF b=1.5 THEN IF y{(4.5 THEN 380

490 FOR a=@ TO 25@ STEP 8:S50UND 4,a,5,15,1,2:L0CATE y,x:PE
N 3:PRINT CHR$(225) ;:NEXT:1=1-1:s=s-10@:L0CATE 30,25:FEN 3
:PRINT"LIVES:"1:1IF 1=0 THEN 430
410 IF s(@ THEN s=0

428 FOR 1=1 TO 1@@@:NEXT 1:GOTO 1
43@ FOR a=@ TO 25:CALL %EC4D:SOUND Z,a+i10@0#%#4,5, iS5:NEXT a:l
F s{@ THEN s=0:REM #%%#% GAME OVER ROUTINE #*#*%

44@ LOCATE 12, SEPRINT®"G A M E - ON ER"

45@ PEN 1:L0OCATE :PRINT"FRESS THE SPACE":LOCATE
tPRINT"SCORI :LOCATE 21,18:PEN 3:PRINT s:1=3
46@ IF INKE 47)=@ THEN GOTO 12560

47@ GOTO 440

480 REM completion screen

490 IF MID$(b${x-2),y,1)>" " THEN ENV 1,1,i4,1,7,-2,4:50UN
rp 3,0,-1,5,1,0,46:dx=1:5=s+1@:LOCATE 2,25:FEN 3:PRINT"SCORE
:"S:D(—2)=LEFT$(b%{u—-2),y—-1)+" "+RIGHTS(bS{x—-2),y+1) ELS
E SOUND 2,134,2,0,0,15

58@ PEN 1:GOTO 240

51@ RESTORE S4@:LO0CATE y,x:PRINT CHR$(224) ;:lev=lev+l:bon=
@:1IF lev=5 OR lev=1@ OR lev=15 OR lev=2@ THEN 1=1+1 ELSE b
on=bon#*lev+s:s=s+bon:LOCATE 17,12:PEN 1:PRINT"BONUS="bon:L
OCATE 2,25:PEN 3:PRINT"SCORE:"s:bon=0

520 READ note:IF note=9999 THEN S3@ ELSE SOUND 7,note,2d,1
5:60T0 52

538 FOR i=1 TO 2002:NEXT i:G0TO 150

540 DATA 60@,53,47,45,60,0,45,47,45,40,53,0,53,47, 45,36, 4@,
49, 45, 45,47,53, 47, 68,9999

550 REM key selection

560 lev=0:5=0@:bon=@:CLS5:MODE 2:PAPER @:INK @,@:PEN 1:INK i
124 : BORDER :SPEED KEY 3@,2

718 LOCATE 1@,20:PRINT"JIJCICICICICICICICICICICICICICICICIC
JCICIE3CICIEICICICICICICaL”
728 INPUT"

SOUND 7,2008,5,5

738 INPUT"

SOUND 7,200,5,5

7402 LOCATE 1@,23:PRINT"JIJICICICICICICICICICICICICICICICICIC
JLIC1Ci1Cacaicicacicicicacacee

750 LOCATE 28,25:PRINT"PRESS ANY KEY TO START"

i5,12

EEY for left ";1%:

KEY for right";r$;:

7680 IF INKEY${)"" THEN 760@

77@ IF INKEY${)>"" THEN SPEED KEY 1,1:1=3:5=0:S50UND 1,499,5
P@:SOUND 2,500,50@:FOR j=1 TO 16:INK i, i:FOR r=1 TO 99:NEX
T:NEXT:RETURN ELSE GOTO 77@

78@ SPEED KEY 1@,2:PAPER @:EORDER @:INK
:MODE 2

790 STOF

800 REM ###% INITIALISATION ****

210 ENV 1,1,18,0,11,0,10:ENT 1,10,2,2
828 ENV 3,1,0,16,5,-3,2

838 ENV 2,5,3,3,1,-21,22,9,-3:2:ENT
3,2,-4,8

240 SYMBOL AFTER 91:FOR i%=1 TO 1@:hsc%(i%) =i%*S@@:hna%{i%
)="B OUNCER S5":NEXT:bon=0:1=3:1ev=0:5=0:DIM b%$(5)

850 SYMBOL 91,&X11101111,&X11101111,&X11121111,0,%&X1111101
SHX1111101,%X1111101,0

26@ SYMBOL 92,0,%X111100,%X1111110,&X1311110,&X1111110, &X1
11190,0,0

87@ SYMBOL ?3,&X13111]Bl,&xlﬂ111151.&Xlﬂiiilﬂl.@.&xilllmli
1,&X11110111,&X11110111,0

280 SYMBOL 224,%E9, %A%, %AA, %AC, XAC, LAA, LAF, LET

890 SYMBOL 225,%12,%7E,&%7E,%18,%18,&7E,%FF

9@0@ SYMBOL 242,%8,%0,%0,30,%0,%431,4FF,474

91@ SYMEOL 24%9,%0,%0,%0,%0,%0,%0,%7E, &FF

2@ SYMBOL 250,:&0,20,%0,%0,%0,821,%7E,&FF

93@ SYMBOL 251,%0,%0,%0,%0,%0,%0,899,&7E

4@ RETURN

5@ REM #*#%% BOUNCERS HALL OF FAME *x*%#%

960 MODE 1:INK 1,@:INK @,24:PAPER @:FEN 1:BORDER 26:SPEED
KEY 30,2

97@ PEN 1:LOCATE 9, 1:PRINT "THE BOUNCERS HALL OF FAME"

920 LOCATE 2,2:PEN 2:PRINT STRING${32,208)
99@ LOCATE S,3:PRINT "PLACE NAME
1000 FOR i%=1@ TO 1 STEP -1

1@i@ LOCATE 6,25-i%%2:PEN 2:PRINT USING "££";11-i%
102@ IF s)hsc%(ix) THEN GOSUE 1@%0

1@3@2 LOCATE 13,25—1i%#*2:PEN 3:PRINT hna${i%)

104@ LOCATE 30,25—1i%#2:PEN 2:PRINT hscXi(1%)

1@5@ NEXT

1@6@ LOCATE 13,25:PEN 1:PRINT"PRESS THE SFACE"
1070 WHILE INKEY{(47)=—1:WEND:GOTO 120

129@ FOR 37 g by A |

1180 hsci(j%)=hsc%{j%+i) :hna$ij%)=hnas{ j%i+1}

11i@ NEXT

1120 WHILE INKEY®{)}"":WEND

1138 LOCATE 13,25-i%u*2

1140 hna${i%)
115@ WHILE in%${>CHR$(13}
1148 in$=UPFER$(INKEY$)

1,26:FPEN 1:INK B,0

oA e s T S

SCORE"™

117@ IF in$=CHR${127) AND LEN(hna%{i%))>@ THEN PRIN
8)+" "+CHR® s:hnas(i%) =LEFT${hnas(i%) ,LEN{(hna$ (i
OTO i116@ ELSE IF in$=CHR$(127) THEN SOUND 1,22@:

118@ 1IF
i179@ 1IF
1208 IF LEN{Ihma%{(i%})=15
i2i@ PR in$s
hnasii%)=hnas(i%;+ins
3@ WEND
1240 hscri(i%)
1258 s=0:RETURN
1260 GOTO 95@

THEN SOUND 1,200:G0T0 123€

e
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Bob Wade checks out your tips, pokes and game-busting
ploys. The best ones win a tenner — so why not send
YOUR latest gem to: Cheat Mode, Amstrad Action,
Somerton, Somerset TA11 5AH

Phil Howard from Mapperley
has done the business for us
again with infinite lives on the
Ocean classic. It's entered
using Method 1.

18 DATA 21,90, ic,36,88,c3, 00
,81,21,24,22 :

28 DATA 36,d3,21,48,20, 11,40
,00,81,§2,01

38 DATA ed,b8,21,40,00,e5,21

.88, bb, €5, 21

k..l

JA Thewlis from Lancaster
has a tip for Firebird’s epic
space game that will increase
your ship’s cargo potential.
All you have to do is follow his
instructions, although he
warns that it’s not for the faint
hearted.

1. Find a cluster of two to three
systems no more than 2.5 light
years apart.

2. Sell all cargo. If possible arm
yourself to the hilt with a mining
laser, cloaking device and
energy bomb.

3. Enter witch space by choos-
ing a hyperspace system,
launching, pausing the game,
press the F key, restarting and
then hyperspacing. Switch on
the cloaking device just before
you hyperspace and then de-
stroy all but one Thargon.

4. Switch off cloaking device
and wait until Tharglets appear.
Destroy Thargon and collect
Tharglets.

5. Repeat this until you feel

80 AUGUST 1986 AMSTRAD ACTION More revealing than Samantha Fox

48 DATA £2,01,e5,21,07,b8,e5

,21,bb,82,€5
58 DATA £1,21,ea,bi,11,d9,bt
1£3,09 :

4@ MEMDRY §2060

70 FOR x=4BEGD TO LBE34

88 READ a$

98 POKE x,VAL{"%"+a$)

- 188 NEXT

118 LOAD""

128 CALL &3A4A
138 LOAD" ", k2040
148 CALL &BEQS

£l

you've got enough alien items,

or are in danger of getting
killed.

6. Enter normal system and
abandon ship using escape pod.
When you get your new ship
you'll have a 35 ton cargo bay
plus the alien items. Sell these
and you can use the extra cargo
space. This will disappear if you
have to use the escape pod
again and aren’t carrying alien
items, but you can always re-
peat the process.

Fairlight
As well as sending us their
maps of this tough arcade ad-
venture Tim Walsha from
Henley on Thames and Dar-
agh Ward of Dublin also sent
in solution and playing tips.
So here are a few hints to help
you on your way around the
castle.

1. After killing a guard, pick up
his helmet and drop it near a
whirlwind to stop him

We've received mountains of
tips on Mastertronic’'s classic
arcade adventure, but here are
the pick of the bunch gleaned
from Scott Miller from Glasgow,
Matthew Barnes from Welwyn
and Leighton Derrick from Port
Talbot.

Florin the Dwarf: Give him the
bottle of liquid and take it back
to restore energy. Give him the
bar of gold, broken talisman
and tube of glue, then command
him to help and he will fix the
talisman.

Lady Rosmar: Summon her to
the wall on the ground floor and
give her the pocket laser. Com-
mand her to help and she blows
a hole in the wall.

Elrand Halfelven: Summon him
to the wall on level two and give
him the trumpet. Command him
to help and he blows the wall
down.

Samsun the Strong: Summon
him to the pit on the ground
floor and give him the javelin.
Command him to help and he
builds a bridge across the pit.
Thor: Summon him to the wall
on the fourth floor and give him
the miolnir. Command him to
help and he loosens the wall
with a bolt of lightning. Elrand
can then blow the wall down
with the trumpet.

Banshee: Released by dropp-
ing the glowing bottle — gives
clues when commanded to help.
Candelium Illuminatus: Pick
up the laser and shield and take
them to the room containing the
four leaf clover, then cast spell
to light candle.

Project Physical Body: Can be
cast if you have the crystal ball
and talisman, and allows you to
transport to other people.
Armouris Photonicus: Stand in
the pool of liquid on ground
floor and cast spell. You no
longer need the glowing bottle
to pass through the dark room
on the third floor.

Fumaticus Protecticum: Cast
using the white herring and
power pong plant — protects
you against the gas room on the
first floor.

reappearing.
2. After killing an ogre, put a
barrel on the spot to stop him
reappearing.

3. Place a barrel over the spot
where a bubble appears to stop
it reappearing when you enter
the room again.

4. Guards only attack if you get

close - except materialising
guards which attack
immediately.

Herbert’s Dummy

Run
Phil Howard's second poke
gives infinite lives on the third
of the Wally games, and is en-
tered using Method 1.

@ CLS:RESTORE i@@

B READ s,c

I8 FOR p=s 70 s+c-i
4% READ a$

58 POKE p,VAL{"E"+a$:
&0 NEXT p
70 CALL

This infinite lives poke comes
from A Hacker of Belfast (is that
a real name | wonder?) and is
entered using Method 2 to skip
the first nine blocks, comprising
BOMB (block 1) and
BJSCREEN.BIN (blocks 1 to 8).

18 MEMORY 5999
28 LOAD"!", 4000
38 POKE %19FD,8
40 DATA 23279,65,23288,32,23
281,82,23282, 65, 23283, 86,232
84,49, 23285, 32
58 FOR k=170 7
&8 READ po,n
78 POKE po,n
88 NEXT:MODE
8:CALL so00

5. Dropping gold lures the
guards, so if you push it under
something where it can't be
reached you can move around
without being attacked.

6. Watch out for flowers on
stalks — if you get too close they
reach out and rapidly sap your
energy.

1. Don’t fall in the well — it’s fatal.
8. Keep food for as long as
possible, and eat the smaller
food first because food is useful
for standing on to reach things.
9. Fire depletes Isvar's energy.
10. There are three teleportals:
two of them link towers and the
third links the tomb with the
north side of the chasm.

11. The loading screen is a view
from the wizard's chamber, and
the bird points to the start.

12. Falling long distances de-
pletes energy.




Airwolf

This old game still causes
people a lot of problems, so
Richard Devlin from Derry has
come to your aid with a map that
shows how everything should
be done. Shooting the num-
bered boxes removes the cor-
respondingly numbered bar-
riers. The scientist is indicated

30 \,QLL ig8a7

98 END
iee 1
118
128
138

148

ie
iJd

iod I
178
1828 D/
98 b
280
2i@

R R
3> T

> I»

SM Clarke of Llanfyllin has
solved the problem for any-
body still struggling with our
cover cassette game. It's en-
tered using Method 2 to skip
the first block and works only
on the version of the game
given away with our May
issue. It gives immunity to
animals, flames, acid drops
and negative energy points,
but firing and being hit by
anaesthetics still drains
energy.

148 DATA
150 DATA

cd,al,bc
dE,BB,aB
168 DATA 3

170 DATA
188 DATA 3
190 DATA 32
200 DATA 32,
210 DATA 9

by the §.

!

u CETi

This poke for the cassette ver-
sion of the game comes from
Tony Hoyle of Blackpool. It's
entered using Method 1 and
gives infinite flares, AMMs, mis-
siles, shields, fuel and also stops
the laser heating up.

Method 2. The tape
header/loader/title screen, com-
prising usually of one or two data
blockshastobe 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

OSEOUT:WINDOW 4,36,21,24:PEN :

S
S
R

AR

—

30 LOAD"'title”:CALL 2088:L0
AD" 'part1®:LOAD" 'part2":INK
1,28

49 POKE L4FF2,0

58 POKE 5825,

6@ POKE L4FCB,0

7@ POKE &5264,8:POKE &5265,0 Z

.
.
s

where the MAINFILE will be dif-
ferent for each game. Note the
pointon the tape counter at which
this second file appears. Stop the
tape and rewind to just before
that point. Type in the program
and RUN it. Then press pzay on
the tape deck.

X FALSE WALL

PAaariEr

In response to a plea in the May
issue, SA Hulley from Hemel

i 1@ MODE {:BORDER @:INK 2,8:1 :POKE k5266,24 ;Hefmpsﬂf_ad has ti:’mrf up with ag
18 CLS:RESTORE 180 NK 1,11:INK 2,26:INK 3,24:PA 80 POKE BAEY3,B8:POKE LAEDA,D § oom S 0es Foxe: Tte eniere
] 28 READ s, PER 8 99 POKE &4FSF,0 > A
: 38 FOR p=s 10 stc-i 28 OPENOUT"d" :NEMORY 1529:CL 100 CALL 133BB il o
! 48 READ a8 : _ * 28 LDAD"*:LOAD"!",k4D4D
- R Poke methods ;.
6@ NEAT p, , ot m : , 48 FOR n=0 TO 51
78 CALL 42544 This is the section where we Found FILENAME block ] 98 READ d$:POKE a+n,VAL{"&"+
5@ CALL 18887 éxplain how to input the majority  OK o$)
: of the pokes using two types of where F'ELENAME will be re- 48 NEXT n
70 END method. placed by the name of the loading: T o : i
108 DATA 4""44.:9 Method 1: Type inthe listing.  section. The next message that 78 CLS:PRINT "Please wait
118 DATA 2 y Rewindthegametape TypeRUN appears will be the main 8@ CALL &89ié
followed by pressing enter. Fol-  program appearing in the same . . = i
( 120 DATA lowonsére}ér?prompgzstoloadme g)ty?g. i ? 7 D“Iﬁ 21"’9'%1*6‘ 18,2c, 36 ‘
138 DATA : game Found MAINFILE block 1 OK = ,85,c3, 48,98, 21, 34,bd, 36,08,

2c,36,89,c3,04,bd

188 DATA £3,11,48,0@,21,088,b
b,01,37,02,d3,e5, cS,?B,u 8
,40,36,72,28,4e,34

118 DATA 92,6c,ed,bd,37,c3,2
c,b8
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If you're trying to crack
Gremlin’s wildly addictive
Mastergame - here’s some
help. It's the cheat mode
that’s mentioned in the scrol-
ling message display, and
comes courtesy of Gremlin
themselves.

All you have to do is type in
this line, press ENTER, and then
load the game without resetting
the machine. When it has fin-
ished loading wait for the scrol-
ling message to tell you that the

Commando

This poke from SR Taplin of
Worle gives 255 lives on the
Elite shoot-em-up and is en-
tered using Method 1.

1@ MEMORY %5BFF:LOAD"command
0", 45080

20 FOR a=4980@ TO L901Z:READ
b:FOKE a,b:NEXT

38 POKE ¥5C33,%C3:POKE B5C34
,4B:POKE &5C35,%90

42 CALL &5C00

98 DATA 285,122,188,175,50,1

18,5, 8,3359%, 7,119,35,16;2

Monty on the Run
Simon O’Connell and Emmet
Masterson from Sidcup have
some tips on the Gremlin
game.

1. When the top of the tele-
porter column is green you can
walk through without being
teleported.

2. The correct freedom kit con-
sists of the jet pack, rope,
passport, gas mask and bottle of
rum.

3. Don't pick up the dynamite or
the teddy.

4. Don’t take the lift up.

§. A joystick in the sewage

Laserwarp

This poke for invulnerability
comes from S Sandles of New
Tredegar. It's entered using
Method 2 to skip the first two
blocks of the program.

O
.0"
O

@]
Death Wake

Jeffrey Hewitt from Castleford
suggests that you type in ‘It's my

cheat mode is operative, and
then start the game. You will

Beach-Head

Paul Harrop from Barnsley adv-
ises anyone having trouble with
the bug that pressing the TAB
key will take you back to the
start of the game. You'll still
have to start all over but at least
you won't have to reload the
game.

works helps to fill the ravine
that crys out for HELP.

6. Be careful when experiencing
‘The Ultimate Experience’. Care
is needed going from screen to
screen.

10 MEMORY &3FFF:LOAD"LASERWA
RP"

28 POKE 27388, 255

30 CALL 34000

2 o
birthday’ on the high score
table. You'll be wished a happy

birthday and made invulnerable
for subsequent games.

o _ o

have infinite lives and be able to
see the whole game.

FOKE 80,201

Daley Thompson’s

Decathion

Lots of keyboard-bashing
players have told us the key-
board alternative to breaking
up your joystick on this game. R
for left, T for right and G to
jump. Now you can smash up
the keyboard instead.

e BB

ROCK'N

'IIESIL B

7

Simon O’Connell and Emmet
Masterson also have a neat
way of beating the wrestlers
with no trouble at all.

This game can be made
very easy by softening up each
opponent. If you don’t your
opponent simply throws you off
when you try to hold him down.
To beat each one get behind
him and start kicking. When he
starts spinning, move up and
kick again. Once all his energy
is gone perform a simple move
(aeroplane spin, for example)
and pin him down.

ANRIIAKEN

Courtesy of Simon Cuddeford
from Kenilworth comes the
names of the 15 teleport ter-
minals. The most important is
QUORE which is the nearest to
the planet centre where the

pieces of core have to be
deposited.

TALIS KRYZL
QUORE RALIQ
ANGLE INDOL
UPAZZ DULON
SNODY OPTIK
ZODIA

ELIXA

VOREX

ASCIO

AMBOR
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How to win an
ENTIRE ISSUE’s
Rave software!

The standard of pokes, maps
and playing tips you've been
sending us has been so high that
we've decided to up the stakes!
From now on we'll be setting
you challenges each month to
produce a particular poke, map
or set of playing tips. All you
have to do is find the solution
and let us know about it within a
month of the issue being
published.

The best solution to one of

the problems will win a stunn-
ing prize — a copy of every
single Rave and the Master-
game from the issue in which
the solution is printed. The num-
ber of these games will vary of
course but in past issues there
have been six Raves or more so
that's over £50 worth of software
and some months it will be over
£100! The prizes will normally
be supplied on cassette — but if
you prefer you may ask to have
disc software of equivalent
value.
We'll also be giving out up to
five runners-up prizes every
month of one of the
Raves/Mastergame in that issue.
“You don’t necessarily have to
solve one of the problems we
set to win a prize - if you come
up with something even better
that'll suit us fine.

To get the ball rolling here
are some real testers for you —
we're confident that someone
out there can come up with the
goods.

1.A Poke to produce invul-
nerability to water on Sorcery
Plus.

2.8 Poke for infinite flame
throwers on Green Beret.

3.A map and/or solution to
Knight Tyme.

4.A map of Into Oblivion.

5.A playing guide to Tau Ceti:
The Special Edition (that's the
disc version).

Meanwhile the worthy win-
ners of £10 vouchers under our
earlier system are S M Clarke .
from Llanfyllin for the Covenant
poke, and Tim Walsha from
Henley on Thames and Daragh
Ward from Dublin who get a
tenner each for their Fairlight
maps (see last issue) and tips.




UR SOFTWARE
WRS MADE FORIT.

Without doubt the Amstrad range of computers is management skill to ensure the physical and economic  paced video action thriller. To travel through the Wizard's
rapidly establishing itself at the forefront of the survival of the PSI-5 TRADING COMPANY! Temple and rescue the fair maiden gou must avoid
personal micro industry. Direct from the arcades of America, KUNG FU MASTER demons, dragons, snakes and killer bees. Beware of

In response to this trend, U.S. gold have produceda  will test your skills to the limit. Martial art experts and weagon wieiding henchmen' and defeat each. of the

. s adly guardians to advance to each ive floors.
series of stunning conversions designed to exploit the  demons of every description are your obstaclesin this fast Ell’gurgn t:defence e artglf(itllil;f
best features of the Amstrad micro. y

LAW OF THE WEST 'S astounding interactive adventure
puts you right in the middle of turbulent Old West action.
As the sheriff of Gold Gulch, as tough a Wild West town
as there ever was, you'll have all you can do to survive
‘til sundown.

Here are four outstanding classic games from our
everincreasing range that will enhance any software
collection.

Direct from America comes LEADERBOARD:
a golf simulation that is truly state of the art,
and has already received critical acclaim. This
is what ZZAP 64 had to say: "Quite honestly.
LEADERBOARD makes al?/other golf simula-
tions look clumsy and antiquated in com-
parison. This is the sports simulation of
the year-if not the decade!”

Standing in your way will be all manner of hard-
case gunslingers. and desperados looking to rob
the bank. run rotifhshod over innocent

townspeople and plant you in Boot Hill!

Ultra-large graphics and lifelike action

deliver excitement so real you can

: y almost smell the gunpowder! All

LEADERBOARD features all the skills, f i these games are available now

techniques and elements of the game, ' especw%ly for the Amstrad at better
right from amateur status to touring computer stores, nationwide.

professional. Stunning graphics and AMSInAn

multiple courses ensures that
LEADERBOARD is strokes ahead of

pisk £14.95
casseTTE £9.95

its rivals!

If you don't fancy a sporting challenge,
then how about the l[i)fe of a high flying
sgace entrepreneur? Command your ship
through one of the great edge-of-your-seat
adventures of the 35th century. Choose your cargo
lot your course. You'll need courage and

10 _Yo0Uu

SURR UMD
. AND IT’S
MAY [ 00

Selected U.S. Gold products are available fromall W VAT WHSMITH

good computer stores & selected branches of:

i










FROM YOUR
ARMCHAIR!

1. KUNG FU / NUMBER 1.
Two great Ocean games on one tape,
given away with the Christmas issue of
AA. If you missed ‘em then, get ‘em
now. CPC 464/664/6128,

2. THE COYENANT + DEMOS

This tape featured on the cover of our
May issue. It contains a full version of
the AA-raved PSS game, together with
demos of four other PSS programs,
Supplied with instructions for transferr-

ing The Covenant to disc. CPC
464/664/6128

3. AMERICAN FOOTBALL

An impressive  simulation from

Amsoft/Argus — CPC 464 only.

4. CHUCKIE EGG

Hugely addictive, high-scoring flatform
game. CPC 464/664/6128.

5. ELECTRO FREDDY

Here's the great range of bits and pieces you can get FREE with your
order — most of them would normally cost £8-10! If your total order
is over £15 you select any one you like. If it's over £30 you can
select any TWO. Just enter the numbers of the gifts you want,
together with your second preferences, in the order form.

6. WRIGGLER
The best version of the arcade classic
Centipede. CPC 464/664/6128,

7. LASER WARP
Smooth, -colourful, classic shoot-em-
up. CPC 464/664/6128

8. CLASSIC ADVENTURE
The great adventure that started it all.
CPC 464/664/6128

9. PYJAMARAMA
The first of Mikrogen's challenging
Wally games. CPC 464/664/6128

10. MASTER CHESS
Worthy multi-level chess program. CPC
464/664/6128

11. SPACEHAWKS
Version of the shoot-em-up Galaxians.
CPC 464,

VOUCHER

For use with orders from £5.00-
£9.99

(max. one vonﬁhcr per order)

Frantic, humourous fun. CPC  12. SPANNERMAN
464/664/6128. Panic action as you try to stop the
water-flow. CPC 464/664/6128,

VOUCHER

For use with orders over £50.00
(max. one voucher per order)

VOUCHER

For use with orders from £20.00-
£49.99

VOUCHER

Far use with orders from £10.00-
£19.99

(max. one voucher per order) (max. one voucher per order)



FREE!

with any order over £5

A C15 data cassette containing
_ high-quality tape specially desig-
~ned for computer users. It comes
_in a library case with blank inlay
card.

FREE! ] FREE!

with any order over £15 | with any order over £30

Your pick of any one of the games A blank 3" disk OR your pick of
featured in the Super-gifts box. | any TWO of the games featured in
Most would normally cost £8-10! | the Super-gifts box.

Name....

Address

Machineowned: [JCPC464 [JCPC664 []CPC6128 [JPCW 8256 [JrPCw 8512

Enter the programs you wish to order in the spaces below. Under 'PRICE' you must enter the full retail price. if you want more than five items,
you should list them on a separate pisce of paper.

SOFTWARE TITLE

[] Undergs [] £5-9.99. I enclose a 50p discount voucher. [ ]£10-14.99. |enclose a £1 discount voucher.
[] £15-19.99. 1 enclose a £1 discount voucher and claim free gift number___. (Second choice___.)

[] £20-20.99. 1 enclose a £2 discount voucher and claim free gift number___. (Second choice___)

[] £30-40.99. 1 enclose a £2 discount voucher and claim a 3" disc* OR free gifts* Nos.___and___.(3rd choice___.)

[] Over£50. |enclose a £5 discount voucher and claim a 3" disc* ORfree gifts* Nos.___and___.(3rd choice___.)
*Delete as necessary

TOTAL PAYABLE FOR MAIL ORDER (=PRE-DISCOUNT TOTAL minus discount):

Add this total 1o the amount payable on any special offers ordered on reverse side.




e SPECIAL OFFER FORM

Save £5!

VORTEX VALUE

Any TWO cassettes only £12.90
Any TWO discs only £22.90
CPC 464/664/6128

Three times in recent months Vortex have
released software on the Amstrad. Three
times they have won critical and popular
acclaim. The games are Highway Encoun-
ter, TLL, and Alien Highway. You can pick
any two of them for a snip.

Highway Encounter has been de-
scribed by some as the most addictive
game they've ever played. You have to
guide a Terratron along a hazard-filled
highway by controlling a dalek-like Vorton.

Alien Highway is the follow up, taking
the game idea several stages further and
making it harder still to finish.

TLL, the odd one out, puts you in
control of a Tornado Low Level aircraft
trying to bomb targets dotted around a 3D
landscape which scrolls around the screen

so smoothly you won't believe it.

All three games normally cost £8.95 on
cassette and £13.95 on disc, so you can see
our special offer is very special indeed.

SPECIAL OFF

_-—_-_1

Fillin your name, address and machine type on the reverse of this form. Then place a tick next to those items||
you wish to order.

1. Arnor word-processing
[ ] Protext cass £14.95

[ | Protext disc £21.95

[_] Protext ROM £34.95

[ ] Prospell disc £19.95
(| Prospell ROM £29.95
[ ] Prospell PCW disc

k] Promerge disc £19.95
[ ] Promerge ROM £29.95

2. Batman
[ ] Cass£6.95
| | Disc£12.95

3. Vortex value

L Tick TWO of the titles on
| cassette for £12.90.

[_] Highway Enc. cass
L1 Tl gass
[_| Alien Highway cass

Tick TWO of the titles on
disc for £22.90.

[ ] Highway Enc. disc
[ ] TLL disc

[ ] Alien Highway disc

4. Mexico '86
|| Cassonly.£7.95

5. Gargoyle gasper

| TWO casstitles £13.90.

| [_] Dun Darach cass

[ ] Marsport cass

[ ] Sweevo's World cass
(] Heavy onthe Magick

TWO disctitles £21.90.
[ ] Dun Darachdisc

[ ] Marsport disc

[ ] Sweevo's World disc
|| Heavy on the Magick

6. Magazine binders
[ ] £3.95

TOTAL NUMBER OF ITEMS TICKED D

TOTAL AMOUNT PAYABLE ON SPECIAL OFFERS { £ |

|
|

| enclose a cheque or postal order for this amout, plus the total payable for mail order on the reverse of this
form. The payment is made out to FUTURE PUBLISHING LTD.

PLEASE NOTE

These offers are separate from the
rest of our mail order scheme. You
cannot use the vouchers on the
mail order page to obtain further
discounts and free gifts - we've
already knocked off the most we
can! However if you prefer, you
may order any of the items on this
page at their NORMAL FULL
PRICE through the ordinary mail
order scheme on the previous
page. You can then use the relev-
ant voucher and, if the price is
over £15 claim a free gift. This
could make sense if you are order-
ing other goods at the same time.

Save £2!
BATMAN

Only £6.95 cass, £12.95 disc :
CPC 464/664/6128 b -

Holy smoke! This fantastic Ocean game is

going at £2 off the normal price of £8.9
cass, £14.95 disc. Having won a hot, hot AA
rave review in our May issue and the cover
slot of June, it just demands to be bought.
The best 3D graphics yet. Massive
playing area. Bamboozling puzzles.
Run for it, Robin!




! Save £2!
3 MEXICO ‘86

{ Two-cassette package only £7.95
J CPC 464/664/6128

This program from Qualsoft, which has only
ever been available on mail order, has

) attracted something of a cult following as
the thinking person’s football management
simulation.

It places you in Bobby Robson's shoes
as you try to lead the England team from
the pre-qualification stage right through to
victory in Mexico. You have numerous
decisions to take including team selection,
tactics planning and substitution timing.

The package, which includes a 20-page
booklet, normally costs £9.95.

What better way of celebrating the
World Cup summer than indulging in a
little trial of strength of your own?

(Please note, this product has no association
with FIFA nor with the US Gold title World Cup
Carnival).

5

Save up to £6!

GARGOYLE GASPER

Any TWO cassettes just £13.90
Any TWO discs just £21.90
CPC 464/664/6128

Gargoyle have proved themselves to be
one of the greatest independent software
houses supporting the Amstrad micros.
Now by picking two of their very special
games you can save yourself a packet. DUN
DARACH was their first release — a huge
arcade-adventure with Celtic atmosphere.
AA Rave.

Then came MARSPORT, another big
arcade-adventure with stunning animation
but this time a futuristic location. It won the

AA Mastergame slot.

SWEEVO'S WORLD featured Ultimate-

style 3D graphics, wacky puzzles and en-
tertaining animation. Another AA Rave.

Finally there was the innovative text-
input adventure HEAVY ON THE MAGICK,
a second stunning Mastergame.

Three of the games normally cost £9.95
on cassette and £13.95 on disc, the odd one
out being Sweevo’s World which is £6.95
cass, £12.95 disc. But whichever two you
order, this offer provides you a superbly
economic way of checking out this
company's challenging, state-of-the-art
software.




Ahhh!
289,240 (Level 88) Alan Miller, Gosport.
89,280 (Level 55) Lee Healy, Walsall.
38,140 Dene Graber, Bedford.

Airwolf
2,228 Steven Walden, Cheltenham.

2,172 Amer Hussain, Blackwood.
2,048 Ryan Harkin, Limavady.

Alien Break-In
887,120 lain McKinnon, Glasgow.
290,680 Graeme Taylor, East Kilbride.

Alien Highway

82,730 Jeff Edwards, Aberdeen.
75,280 Bob Wade, Somerton.
56,310 Marcus Passant, Perton.

Amsgolf

50 shots Robert Cairns, Aldershot.
81 shots Daniel Elkington, Solihull,
51 shots Mark Lampon, Oford.

Android One

17,680 David Litherland, Bolton.
16,680 David Burns, Tetford.

11,460 David Cobane, Wythenshawe.

Android Two

36,480 Stephen Raggett, Westbourne Park.
23,780 Paul Clarke, Barnsley.

20,760 Kevin Westwood, New Malden.

Barry McGuigans Boxing
5,060,000 David Finney, Birmingham.

Batman

11,400 Nassar Asfi, Southfields.
9,784 Leigh Warren, Alton.
9,328 Andrew Hague, Stockport.

Battle Beyond the Stars
27,150 A McEwan, Kirkintilloch.
26,600 Andrew Fry, Penhill.

20,850 Flemming Pedersen, Lemvig.

Battle of the Planets
897 John Carter, Sheffield.
820 Neil Wilson, Bourne.

458 Paul Edwards, Stevenage.

Beach-Head
124,500 Peter Collins, Gilmerton.

124,300 lan Mackay, Armthorpe.
124,300 Rik, Cumnor.
124,300 Jonathan Baker, Bidborough.

Bin
23,275 Paul Stagg, Grantham.

Blagger

72,200 (Level 14) Stuart Mozley, North
Anston.

56,525 Antony Critchley, Bracknell.

56,250 Graeme Taylor, East Kilbride.

Bombjack
1,289,920 Leigh Warren, Alton.

1,014,570 Ronald Conroy, Willesden
Green.

980,200 Simon Cuddeford, Kenilworth,
Boulderdash

1A-5P (55,623) Simon Cuddeford,
Kenilworth.

1A-5P (51,262) Michael Varney, Battle.
1A-5P (48,786) John Carter, Sheffield.

Bounder
361,180 Christian Valeri, Ramsgate.
310,530 Gerry Hughes, Cranleigh.

202,600 Thomas Hearn, Gunthorpe.

Bounty Bob Strikes Back

216,129 Ronnie Agnew, Liverpool.

101,000 (Level 11) Colin Davis, Dumbarton.
62,140 (Level 5) Shazad Rana, Manor Park.

Brian Bloodaxe

13,820 Stewart McCone, Pontefract.
Brian Jack’s Superstar
Challenge :

4,819 David Millar, Johnstone.
4,789 George Reaves, Bradford.
4,673 Scott Logan, Kirkmuirhill.

Canldron

286,640 John Clark, Fife.

201,800 Steven Parkinson, Horbury.
140,400 Julian Wilton, Highlegh.

Chiller

8,700 Ian Grainger, Wingate.
7,900 Lloyd Butler, Birmingham.
7,315 Ian McKinnon, Glasgow.

Chimera

5,915 Clifford Fenton, Ripley.

5,205 GM Gatter, London.

5,077 Richard Pemberton, Charlton.

Chuckie Egg

5,081,080 (Level 258) Alan Steele, Didcot.
3,590,240 (Level 185) Andy McCammont,
Darlington.

572,580 (Level 40) Carl Mollart.

Classic Invaders
44,912 Di Tavener, Somerton.

Codename Mat 1

1,162 Nick Allen, Hilton.

1,142 Craig Bailey, Hatfield.
1,106 George Reaves, Bradford.
1,106 Michael Dunse, Bonnyrigg.

Codename Mat 2

83,870 S Sandles, New Tredegar.
52,100 Kelvin Clarke, Telford.
49,700 Richard Ormson, Bury.

Combat Lynx

984,500 P Miller, Kettering.

943,700 Andrew Fry, Penhill.
910,300 Owen McGarvey, Glasgow.

Commando

371,800 Nick Birmingham, Romsey.
346,650 Andrew Jenkins, Holyhead.
187,650 Khin Wan Lai *ull.

Confuzion

590,005 (Level 66) Lamaan Ball, Cowley.
147,145 (Level 31) Duncan Ellis, likley.
139,665 Tason Grandin, Penylan.

The Covenant

58,240 Nick Morris, Dunstable.
68,480 Andrew Hague, Stockport.
55,448 Stuart Thorn, Bristol.

DT’s Decathlon

(One day only)

155,870 JP Gorman, Edmonton.
150,680 Graeme Taylor, East Kilbride.

There's been hot competi

ion this month on some of

the newer titles, including Batman with some very
impressive scores that even PCW owners can have a
crack at now. The Mastergames Bounder, Gef Dexter
and Spindizzy have all had impressive scores, with
four people completing the Electric Dreams classic.

The two Elite titles Bombjack and Commando are
still keeping plenty of joysticks busy, and there's a
very impressive score in on Blaby's Wriggler. One new
addition to the chart is Classic Invaders from Bubble
Bus and just look who's got the high score. Our very
own Di Tavener has threatened to make more ap-
pearances, so watch out, boys, because she is MEAN.

148,760 Tim Gurney, Prestatyn.

DT’s Supertest

(Combination of day one and day two —
once each)

88,890 Mark Horton, Greenford.

59,944 John Harding, Chippenham.

55,282 David Roe, Belfast.

Death Wake
173,102 Jonathan West, Romford.

Defend or Die

4,340,000 Simon Sutton, Cheltenham.
3,500,000 Daryl Ward, Wigston.
2,571,925 Paul Hyett, Cheltenham.

Devil'’s Crown

63,170 D Paterson, Tillicoultry.
62,540 S Gentle, Two Mile Ash.
60,280 RM Thompson, Blackpool.

Don’t Panic

12,000 Kathryn Collin, Dunfermline.
8,150 D Collin, Dunfermline.
2,180 Craig Thomson, Burnmouth.

Doors of Doom
131 Francis Jarvis, Liverpool.
70 Gerry Hughes, Cranleigh.

Dynamite Dan

3,000 Jain McKinnon, Glasgow.
2,887 Colin Lawless, Cabra.
2,169 Richard Burton, Helston.

Electro Freddy

4,115 Jerome Chui, Caerphilly.
4,035 Alvin Thompson, Hebburn.
3,410 Thomas Tofield, Ashford.

Er*bert

142,850 Graham Thomas, Rainham.
132,800 Lawrence Smith, Newport.
132,300 Julian Cater, East Sheen.

Everyone’s a Wally

4,700 P Miller, Kettering.

3,150 Antony Critchley, Bracknell.
3,000 A Grimshaw, Blackburn.

Fantastic Voyage
58,350 Alex Gwinn, Springfield.
41,550 Nicky Lee, Banbury.

Fighting Warrior

350,160 Wayne Fitton, Gloucester.
348,110 David Cobane, Wythenshawe.
206,090 Rick Artes, Horsham.

Fireant

54,700 David Sizmur, Bourne.

54,000 David Cobane, Wythenshawe.
39,600 Gary Brickley, Fife.

Frankie goes to Hollywood
93,500 (98%) David White, Firswood.
88,900 (95%) Karen Brett, Folkestone.
84,200 (94%) Neil Wilson, Bourne.

Fruity Frank
56,200 ] Brown, Westfield

40,600 Alvin Thompson, Hebburn.
36,010 Andy Keeble, Bromley.

Galactic Plague
645,900 Gareth Jones, Whitstable.

403,150 Matthew Healy, Sligo.
222,810 Clint Yarwood, Amble.

Gauntlet

201,500 Jonathan Shaw, Liskeard.
117,350 Andrew Powell, Darlaston.
42,640 David Schofield, Retford.

Get Dexter

141,500 Paul Newcombe, Southport.
136,400 Simon O'Connell, Sidcup:
134,200 Simon Brereton, Alsager,

Ghostbusters

(One game from $10,000 account)
66,800 David Hammond, Fulwood.
49,500 L, Warren, Alton.

42,700 Bryan James, Clevedon.

Ghouls
37,547 Robert Booty, Solihull.

11,053 David Burns, Tetford.
8,640 Peter Wright, Stourport.

Gilligan’s Gold

623,931 David Finlayon, Dundee.
598,100 Michael Clark, Midlothian.
501,750 Ian Leitch, Blandford Camp.

3D Grand Prix

18,420 Michael Thomson, Weybridge.
17,632 Shaun Freeman, Gosport. !
15,960 Graham Pemberton, Sheffield.

Grand Prix Rally 2

85,380 Geoff Kerslake, Woodham Ferrers.
83,184 David Dumigan, Lytham.

70,690 F] Griffith, Birkenhead.

Green Beret

111,820 Charles Mbakwe, London.
76,980 Shaun Sparks, Loughton.
56,620 D Roberts, Sidcup.

Gunfright
17,935 Martin Holland, Scholes.

Gyroscope

39,620 Simon Dennis, Menston.
39,140 George Reaves, Wibsey.
28,610 Lee McMahon, Manchester.

Harrier Attack
915,640 [an Amis, Lewisham.

770,450 Graham Ross, Devizes.
765,100 Simon Beldon, Pudsey.

Haunted Hedges

299,470 Claire Johnson, Sutton Coldfield.
274,600 Dominic Gourlay, Mansfield.
112,870 Paul Stagg, Grantham.

Highway Encounter
242,100 Stephen Raggett,
Park.

214,900 Graeme Taylor, East Kilbride.
148,370 RG Messenger, Perth.

Hitchhiker’s Guide
325 Kenneth Morrow, Westhill.

Hunchback

2,569,650 David Clay-Egerton, Runcorn.
1,613,700 Andrew Powell, Darlaston.
1,508,000 Michael Clark, Midlothian.

‘Westbourne
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hallenger and reason: David
obane. You can’t get a 4 at the
nd of a score, just a zero.

Hunchback 2

17,100 Jason Carpenter, Abernethy.
9,000 Andrew Purdy, Woodley.
6,250 Steven McDougall, Aberdeen.
6,250 William Gatrell, Bangor.

Hypersports

211,295 David Cobane, Wythenshawe.
182,531 JP Gorman, Edmonton.
159,582 Lawrence Smith, Newport.

Jet Boot Jack

324,100 Alison Hall, Ashford.
258,900 David Finlayson, Dundee.
161,850 Alan Watson, Inverness.

Juggernaut

48,900 Eric Henry, Drogheda.
16,200 David White, Firswood.
9,500 Michael Speers, Donoghadee.

Kane
317,828 David Cobane, Wythenshawe.

37,546 Simon Andrews, Gosport.
20,593 David Candlish, West Denton.

Killapede
59,925 Anthony Barrett, Stafford.

Killer Gorilla

380,500 Andrew Powell, Darlaston.
375,000 Adrian McGivern, Dorchester.
345,400 Christopher Devlin, St Helens.

Kong Strikes Back

648,600 Lawrence Smith, Newport.
646,300 Mark Brayshaw, Leeds.

535,600 Claire Johnson, Sutton Coldfield.

Kung Fu

1,092 Janson Ragon, Gravesend.
964 Peter Mintram, Fawley.

900 lain McKinnon, Glasgow.

Kung Fu Master
358,600 Paul Hyett, Cheltenham.
4,100 Nicholas Russell, Hove.

Laserwarp

368,730 Denis Condren, Filey.
207,000 Michael Wilkes, Stourbridge
198,860 T Grogan, Blackburn.

Locomotion

18,843 Christopher Eng, London.
8,401 Mike Drury, Swinton.

2,588 Michael Downie, Dalston.

Macrocosmica

18,084 Matthew Lloyd, Market Harborough
11,874 Jennifer Cleal, Pinner.

348 Mr Talbot, Andover.

Manic Miner

Moon Buggy

159,100 Lawrence Smith, Newport.
127,310 Patrick Grant, Holbrooks.
118,000 Neill Waugh, Thetford.

Moon Cresta
77,480 Shaun Bourne, Oldham.

54,980 David Watson, Alcester.
49,620 Jason Collins, Edgware.

Mr Freeze
16,870 Stuart Hutchinson, Reading.

16,240 Peter Wright, Stourport.

13,870 Jamie Thomson, Leighton Buzzard.

Mutant Monty

49,950 Simon Beldon, Pudsey.

48,150 Marcus Passant, Perton.
45,350 Phil Wand, Brentwood.

Nightshade
1,554,000 P Miller, Kettering.
1,222,000 Julian Bunn, Newport.
855,500 Neil Wilson, Bourne,

Nomad

33,625 Mark Bullock, Nelson.
12,790 Adrian Sill, Skellow.
3,700 Bryan James, Clevedon.

Number One

1,622 Janson Ragon, Gravesham.
1,362 Graeme Taylor, East Kilbride.
1,222 JF Scott, Longridge.

Obsidian
13,700 David Cobane, Wythenshawe.
13,600 Daragh Ward, Dublin.

One Man and his Droid
16,352 Stuart Whyte, Altrincham.
15,594 Simon Boot, Witham.
15,550 Noel McVea, Bangor.

On the Run

74,110 Daniel Singerman, Southampton.
74,060 Patrick McCorry, Belfast.

60,000 Ranjit Singh, Queen'’s Park.

Pinball Wizard

42,715 Craig Keene, Thornton Heath.
41,078 Stephen Gray, Claverton Down.
31,778 Roger Wilson, Blackburn.

Ping Pong

39,470 Gerry Hughes, Cranleigh.
10,740 Sei Kin Chan, Belfast.
10,700 Robert Park, Brockley.

Punchy

1,132,320 Mark Salt, Irlam.

966,000 Michael Bradley, Blarney.
235,880 Alan Jackson, Wolverhampton.

280,112 Wayne Learoyd, Bramley. Radzone
97,722 Jack Condon, Dublin. 24,830 (78%) Stuart Whyte, Altrincham.
94,980 Martin Luise, Solihull.

Raid

Minder

£38,008 Mark Wagner, Pinner.
£24,364 George Reaves, Bradford.
£22,008 Mark Tozer, Canvey Island.

Monty on the Run
8,800 Marcus Passant, Perton.
6,080 Justin Mason, Shanklin,

3,120,380 Mark Varley, Fallowfield.
3,118,080 William Jenkins, Cramlington.
1,802,080 Bryan James, Clevedon.

SPECIAL GUIDELINES

On the following games you must enter

your
guidelines:
BOULDER
score.

BRUCE LEE: score for destroying the
wizard once.

DT's SUPERTEST: combined scores for
days one and two played through once

only.

count limit,

completing

score

GHOSTBUSTERS: score achieved after a
single game starting from a $10,000 ac-

3D STARSTRIKE: highest score for one
pass through all stages at any level.
SUPER PIPELINE II: highest score after

according to these

DASH: level reached, not

16 screens.

YOU can enter YOUR high-
scores and win the chance of
nationwide fame in these
pages by using the High Score
section of our All-in-One
Action Form. Cheats, beware.
If your score is challenged and
you can't validate it, you
expose yourself to public

Rambo

810,050 Graeme Taylor, East Kilbride.
806,460 Philip Routledge, Sunderland.
431,560 Ronnie Agnew, Dovecot.

Rock’n Wrestle
200,300 Janson Ragon, Gravesend.

112,900 Alex Gruet, Byfleet.
104,100 TH Li, Birkenhead.

Rock Raid

32,780 Stephen Gray, Bath.
32,580 lan Casson, Rugeley.
30,640 Shafgat Rasul, Alloa.

Saboteur

51,500 Phillips, Hornsea.
44,000 Owen McGarvey, Pollok.
43,600 Jerome Chui, Caerphilly.

Sabre Wulf

981,220 Jonathan Bevis, Fareham.
731,542 Bryan Hill, Rochdale.
729,465 Paul Stagg, Grantham.

Shogun
86 Trevor Gilham, Somerton.

Sir Lancelot

82,240 (Level 148) Simon Davies, Filey.
56,830 GJM McGouran, Birmingham.
15400 (Level 28) Steven Sellwood,
Warnham.

Skyfox

272,500 A Porter, Peterborough.
113,500 CD Ellis, Millbrook.

41,700 Chris Friedman, Glenrothes.

Sorcery

Many scores over 97,000

Sorcery Plus

208,317 WK Roberts, Felton.

167,646 Matthew Huntington, Windermere.
154,450 Joanne Sturton, Orpington.

Space Hawks

79,650 Dominic Hegarty, Cork.
17,550 Mark Wagner, Pinner.
77,050 David Baker, Cirencester.

Spannerman

100,900 David Finlayson, Dundee.
86,800 Julian Cater, East Sheen.
84,800 Andrew Brooks, Warrington.

Spindizzy
220 jewels
Wareham.
220 jewels ] Henderson, Brixham.
220 jewels Julian Hearn, Aylesbury.

Splat

23,640 Simon Andrews, Gosport.
22,838 David Cobane, Wythenshawe.
13,210 Roy Williams, London.

Star Avenger

20,080 Nick Allen, Hilton.

17,880 David Rice, Kirkintilloch.
17,330 Kevin Bradshaw, Fife.

lan and Paul Hopkinson,

'18,750 Matthew Lloyd, Market Harborough.

Starion

39,100 Graeme Taylor, East Kilbride.
38,305 Shafqgat Rasul, Alloa.

32,911 Sean Brady, Eltham.

Starquake

233,235 74% Robert Deardon, Dagenham.
236,858 65% Simon Cuddeford,
Kenilworth.

195,130 58% Brian Smith, West Bromwich.
3D Starstrike

(One pass through all stages at any level)
809,200 Ian Casson, Rugeley.

800,000 Chris Suraway, Chippenham.
796,400 Gerry Hughes, Cranleigh.

Strangeloop

38,499 Paul Jolleys, Wigan.
34,325 Paul Newcombe, Birkdale.
27,997 Julian Cater, East Sheen.

Super Pipeline 2

(First 16 pipes)

200,940 David Parkinson, Horbury.
148,036 Rik, Cumnor.

139,350 Roy Williams, Acton.

Supersleuth
35,800 Brian Heavey, Irvine.
20,300 Donald Sharkey, Scunthorpe.

Survivor

436,300 RF Hemmings, Swindon.
367,500 Paul Edwards, Stevenage.
302,800 Eddie Filkins, Runcorn.

Tankbusters

21,000 Matthew Lloyd, Market Harborough.
18,300 lan Boffin, Sunbury-on-Thames.
1,350 Kelvin Clarke, Telford.

Tau Ceti

24,868 (20 rods) Antony

Critchley,

(20 rods)
Goldhay.
21,116 (20 rods) Eric Logan, Carmyle.

Thing on a Spring

30,817 Marcus Passant, Perton.
21,393 Ronnie Agnew, Dovecot.
14,800 Steven Dinsdale, Scunthorpe.

Rhys Jones, Orton

TLL
201,480 (Level 62) David Finney,
Birmingham.

89,580 (Level 28) A Riley, Easy Molesey.
88,130 (Level 28) RS Dargie, Penarth.

Trollie Wallie
8,763 Paul Wingar, Ipswich.

Turbo Esprit
18,160 Graham Pemberton, Sheffield.

12,880 Owen McGarvey, Pollok.

Way of the Exploding Fist
Score after beating 2 men on 10th Dan)
86,200 Janson Ragon, Gravesham.
86,300 Chris Secker, Nunthorpe.
88,000 Paul Hopkinson, Wool.

Who Dares Wins 2

440,380 Mark Varley, Fallowfield.
368,980 Brian Hoyland, Conisbrough.
322,100 Andrew McNair, Pudsey.

Wizard's Lalr
188,880 Stephen Raggett, Westbourne
Park.

188,388 Adrian Leigh, Stockport.

182,000 Paul Lewis, Northwich.

Wriggler (Blaby)
9,585 Andrew Whiffin, Broadstairs.

7,390 Brian Smith, West Bromwich.
6,986 David Cobane, Wythenshawe.

Yie Axr Kung Fu
(Score for defeating first 8 opp )
883,720 Ernest Nelson, Belfast.

fore challenged: 56,630 on
dgger by Alan McArdle.

fhallenger and reason: Jon-
ian Bevis. The minimum score
Tement is 25.

TAU CETI: rods collected.

WAY OF THE EXPLODING FIST: high-
est score after defeating two opponents
on tenth dan.

YIE AR KUNG FU: highest score for
defeating first eight opponents. ‘|

818,700 Colin McCrae, Edinburgh.
499,680 David Roe, Belfast.

humiliation and shame!

Zorxo

809,080 Neal Thompson, Co. Down.
210,280 Colin Winter, Grantham.
44,600 Lee McMahon, Manchester.

m
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1 —"} Out of the darkness a diamond gleams. It's worth
£100. It could be yours.

We're offering this and ten other great prizes to
celebrate the launch of Jewels of Darkness, the new
Level 9 adventure trilogy being released by Rainbird
Software.. Each winner will receive a valuable
voucher from jewellers H Samuel to be spent on goods

of your choice: rings, necklaces, wutehes, earrings,
OF DARKNESS *:

To enter you just have to send us a cartoon on an
adventure theme. Those that are the most original, best
drawn and above all the funniest will win the prizes.

The cartoon should be submitted in black ink on

-Vz

Draw an adventure cartoon and white paper. No colour, please. :
ey . . A There is no restriction on number of entries.
win a the”ng prize Any of the cartoons which we particularly like

will be considered for printing in a future issue of the
magazine. And if we particularly like your work we
could ask you to do more for us in future and, wait for
it, be PAID for it!

Send your entries to: Rainbird Competition,
Amstrad Action, Somerton, Somerset, TAT1 5AH.

ONE FIRST PRIZE
Your choice of H Samuel goods worth £100!!

TEN SECOND PRIZES

Your choice of H Samuel goods worth £10!
All prize winners also receive a copy ofRainbird Software’s
Jewels of Darkness on cassettes or disc worth up to £20.
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The adventure trilogy
Jewels of Darkness is a classic trilogy of adventure games from
level 9. All three programs have been enhanced for the new
release adding extra descriptions and graphics. They are:
Colossal Adventure, Adventure Quest and Dungeon
Adventure. f

Anyone familiar with Level 9's games will jump at the
chance to get their hands on the latest release. It's coming out
under the Rainbird label for both CPC and PCW machines. A + The winning car from Nick Card
three-cassette pack costs £14.95 (CPC only) while on disc it will
cost £19.95.

Or you could win a copy in our competition!

[RoAD MINES ’
[ANTI AlRcRAFT ?smsﬂ L o a® <;E”——J
ey i ; &
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| A LiUckyY TooT: |

Y VI€ NTROS OXDE INTECTED TURBO CHARCEEDS ANTITOOT Wagosr.
b - -
Al 0 We enjoyed checking the entries to this one. Some
N\ you have pretty well-developed senses of humou L
. e and some have pretty well-developed artistic talent.
e i wnning car by en Murfits The winner, however, just had to be NICK
1 CARD from Farnborough, Hants. His fanged vehicle
was superbly presented and looks even better in

colour. Enjoy the Scalectrix, Nick.
Second prizes of radio-controlled cars went to
PAUL ROBSON of Middlesborough and KEN
MURFITT of Crawley, both of whom had putin massive
effort and also shown a pleasing sense of humour.
The other seven winners who each receive a

copy of Durell's Turbo Esprit are:

Stephen Tindling, London; Dean Mills, Tilbury; John Buck, Whitby:
Alex Roberts, Pevensey Bay; Anon, New Southgate, London; Rick
Artes, Horsham; and John Conway, Tilbury.
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THE ALL-IN-ONE ACTION
FORM

This form has been created by the Save-Your-AA-From-Being-Overhacked-Department. You can
use this side of it to register your high score claims and counterclaims and, most importantly, place
your votes for the software you think is greatest. Then you can use the other side to enter our
Reader Survey and get a chance of winning some software. All without doing any more damage to
the mag than neatly clipping out one otherwise useless page. Clever, innit? Remember to fillin
your name and address in the box on the other side.

High-score entry
I would like to register my high-scores in the following Amstrad games:
GAME SCORE TIME TAKEN LEVEL

I promise these are genuine scores achieved without using cheat methods.
Signed

-
High-score challenge
I hereby challenge the following high scores printed in Amstrad Action

GAME

I think the score(s) impossible because

Game chart voting form

1 would like to vote for the following game(s):
SOFTWARE HOUSE

Total number of votes

Serious software voting form

1 wonld like to vote for the following piece(s) of ‘serious software’:
PROGRAM SOFTWARE HOUSE NO. OF VOTES




Written by
Sid Meier—
Author of the
highly acclaimed
F-15 Strike Eagle

SPECTRUM

T

0 HEADING: 090

YAMAGE
REPORTS:
HONE

é-‘ DIVE PLANES LEVEL
L SPEED:

AL * FIVE AUTHENTIC BATTLE STATION SCREENS *
CASSETTE DISK It FIVE PACIFIC SCENARIOS ¢ SUPERB DOCUMENTATION

E 995 £ 1 4 95 Thrill to the initial s@mngorzhe enemy’s strike force in your periscope as their ships come into your range. But watch out—the enemy's escorts
!
-

have just sighted you. You're the hunter—but suddenly—you've become the hunted!
As Commander, you must sink their ships and keep your submarine from beln%'d!:‘t:wed—lr u can. Will you select a quiet patrol sector in the
Marianas Islands or choose the dangerous waters off the coast of Japan? Is a su rged daylight periscope attack best or do you charge in on the
surface at night using only radar bearings to guide you? Do you fire a spread of your precious torpedoes or can you close the range and pick off
tlsfne%whh asingle torpedo shot? These decisions and many more are yours to make s you take your place among the elite ranks of the SILENT

Manufactured in the U.K. under licence from

MICRO-PROSE SOFTWARE by U.S. Gold Limited,

Unit 10, The Parkway Industrial Centre,

Heneage Street, Birmingham B7 4LY. Telephone:

021-359 8881.

Photo courtesy
Baltimore Maritime
Museum.

e

THE FIRST AUTHENTIC
- SUBMARINE SIMULATION
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Printer Ribbons For
DMP 2000« £5-50...
8256.8512 «+"£5-50...

Ribbons-POSTAGE

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 acrcss the wigest range of games.” AA, Feb ‘86
“Probably the best of the tape-to-disk copiers.” AA, Mar ‘86
Featuredintheserious softwarechart, AAMarch ‘86.

On464,664.6128 Disc£11.99,tape£7.99

2.**MASTERDISC** *NEW*
The only disk utility package you willever need, this program
reallydoesitall

IMAGE — make backups of your disks (inc. funny formats,
etc)

DIRECTORY EDITOR — unerase files, show hidden files
securefiles,etc

SPEEDFORM —formatyourdiskslightning fast.
SECTOREDITOR-complete sector editor
DEPROTECTOR-deprotectaBasic program

DISK HEADER - display start, length, type, etc of files.
TAPEHEADER-asfordisk header, butfortape

TRANSFILE - transfer individual files from disk to tape or
disk to disk

DISKMAP —shows how files are stored on disk

TYPESTYLE —-displayonscreenor printer any ASClIfile
DUMPFILE —display Hex/ASClIl format for contents of afile
DISK —speed up yourdiskdrive by upto20%

Thisdisk doesitall!
On464,664,6128. Diskonly £12.99.

mMIPS-MONZ2ZMI-0
mMIPpPS=HTNOVNZmMmI-0

OVERSEAS PLEASE ADD £1.00 FOR POSTAGE AND PACKING

SIREN SOFTWARE
76 BRIDGE ST
MANCHESTER M3 2RT

TELO61 7966874

SIREN SOFTWARE

98 AUGUST 1986 AMSTRAD ACTION

Please send cheques/postal orders fo:

Compumart, (Dept AA )

7.95 SMARTKEY.....
9.90 SCRATCH PAD «
11.50 SUPERCALCII
7.95  AusoFT 3" DISC X 10 ONLY £36.95

19.95
19.95
14.95
19.95

5 19.95  MNIOFFICE Ii (DISK),
P & P included. Overseas orders add 75p per item. Mail order only
Make cheques / POs payable to Discount Software (Sterling enly) and send to

7.25

DISCOUNT SOFTWARE, DEPT 2, 210 NICHOLLS TOWER, HARLOW, ESSEX, CM18 6EF

35.95
55.95
39.95

15.95
15.95
11.95
14,895

ADVERTISERS' INDEX

Alligata 16, ibc
A.G.F. a1
Beyond 70
Cascade Games

Caxton

C&F

Compumart

Infogramme
Micronet 800
Mirrorsoft
Modem House
Ocean

Pride Utilities
S.C. Telecom
Shekhana
Siren
SoftInsight
Supa-Soft
Superior

US Gold
Vanguard
Leisure

CRL

Design Design
Digital Integration
Evesham Micros
Future League
Gremlin Graphics
Logic Sales
Imagine
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" ALLIGATA BITES BACK

ALLIGATA BITES BACK

a compilation of

BAR BILLIARDS - DOMINOES
1) DARTS - TABLE FOOTBALL
POKER & PONTOON
BAR SKITTLES

available on
Commodore 64/128 = Spectrum 48K = Amstrad
Available soon BBC = MSX

Alligata Software Ltd., 1 Orange Street,
Sheffield S1 4DW.
Tel: (0742) 755796
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The times they've
left you at home
because ‘you’re not
1 grown up’ or ‘not old
enough to come to the pub’
and look what they get up to
when they get there! Here’s your
chance to find out what it's really
like in those smoke filled haunts
of adulthood. The opportunity to
see how good you are at these
ADULT?? games.

Why let the mums and dads
have all the fun. Pub Games can
be a laugh for everyone.

ALLIGATA BITES BACK ALLIGATA BITES
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uasimodo’s ding-dong

derring dos rattle the. rafters

@

i 0 text-teaser
. %'«--m world where
no ‘'modo has lept before!

Go on... take a swmg at it!
5| e £ 7195 £8°95 s,

Ocean Software is available from selected branches of: ||/ a2 NV . <l B

(ZBE) WHSMITH ", 4TI WOOLWORTH LASKYS Rumbelows | @
R— specmehOPsa"da"SOOdsofw dealers. Trade en enqui wlome .

' O anS fwar Lim d v
L Ocean House - 6 Cen raIS Manches M25NS Tele h 06I8326633 TI 6699770 ccccc G




