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Serious

. Pro-Ext

A Protext enhancer, this time by Sentinel

Software. It's probably werth comparing
it with Pro Print. Let's do that, then,

Technical

Forum

H you don't know your CPU from the local
branch of MF1, this is the place to come
for all manner of arcane knowledge.

. Hard Drive

Finally, after all these long years, there's
a 30Mb hard drive for the CPC. And it's
reviewed here on page 25. Hurrah.

Assembly
Line
Another instalment of the machine code

tutorial. We're reaching the point where
you won't need to buy any more software.

. Type-ins

There was a time, long ago, when these

A e

b S T -

it's time to drive that crazy robot - page 44.
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Frivolous

The complete and wutter history of the video
game. What is it? Where did it come from?
Where is it going? Whoe IS that man?

Venture
Forth

Nearly finished now. This is part, er, three
(or four, maybe) of the Write Your Own
Adventures series. Or something. Probably.

._Adventures

it's back, back! BACK! The Balrog has

sloped off in a south westerly direction
but we've found semeone to fill his shoes.

. Public image

The great, the good, the free, the nearly
free, and monster loads of gossip besides.

It's really lovely. Would we lie to you?
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Crecpy and kooky and all that stuff - p 46.

Pictures of us. The charts. Some jokes.
Some references to Simon's wig. Or not.

. Trakers

Independent programmers, ¢h? They
write excellent arcade adventures and
then expect us to review them. Tch.

The Addams
Family
Oh no, another Addams Family intro. Any

minute now we're going to say ‘creepy,
kooky, spooky, ocoky'. Nah, not us, mate.

. Cheat Mode

it doesn't matter whether you win or lose,
as long as you cheat like mad. More cheats,
hints and POKEs than you thought possible.

Masses and masses of mass storage - p 15.



There's more usefulness than you ever
dreamed possible on this month's
covertape. But how do you use it? Just
turn to page four and we'll tell you.

There's no such thing as old news. Or is it
that there are no old bold news readers?
Whe cares? Here, in living, er, black and
white, is all the news that's fit to print.

10

Whatever you want (duh duh dub duh),
Whatever you need (etc). But there's no
need to wear a pony tail and a filthy old
waistcoat to enjoy our free reader ads.

These are the back issues. The issues that
are, as it were, behind us. You should

malke strenuous efforts to ensure that you
AA collection is complete in every respect.

And if those are the back issues, then
these, by inference (or something) must be
the front issues. You can escape this
philosophical puzzle by filling in the form.

Everyone's got an opinion on something.
And if they've got an opinion on the CPC
then they'll share it with you right here,
on these very pages. Iit's almost magical.

Just think about it rationally. If we knew
what was geing te be in next month's

issue we'd have written it already and
taken the month off. Now wouldn't we?
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‘Classic’ Collection? ‘Utterly fab and groovy, completely

excellent and marvellous’ Collection, more like. One of the

most useful things - a spreadsheet. And a cracking game.

MasterCalc

Mere months age (in AA93
@ to be exact), we ran a little

piece about all the great
things you can do with so-called
serious software.

We talked about organizing your
record collection with a database
{and then we gave you a database
program last month).

We talked about spreadsheets.
You can use them for home
accounts, making decisions
{particularly buying decisions),
mabking lists (the ed sorts out the
original plan for the mag with a
spreadsheet), keeping an eye on
share prices, keeping track of
sports tables and loads, quite
frankly, more

And now, cor blimey, in our
continuing efforts to give you all
that's utterly funky in terms of
stuff for your CPC, here's a
spreadsheet to get you going.

Biff
if the rigors of the working
day have left you tired and
listless, you need a way to
relax. You need something that'll
talke your mind off the cares and
worries of your life and focus it on
something jolly and fun.

What you need is a nice puzzley
arcade adventure starring a
criminally insane biggish ape of
some indeterminate variety. You
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They're gquite complex things so
we're going to be giving a few
hints and tips as the months drag
on. ('Fly by’', surely. - Ed)

There are hundreds of uses for
these marvellous things and we're
still after the best and most
entertaining ones.

it's like this, you see: you write
to us at the usual address with
your novel idea for using a
spreatdsheet or database (or both,
even) and we'll bung £25 in the
pocket of the one we like the best.

Who said you can't got
something for nothing?

need a game full of puzzles and
conundra. You'll need a lic down
after this one, | can tell you.

There is, as they say, going to be
a hot time in the old town tonight.
There'll be a rumble in the jungle.
Nellie the Elephant will, by the
time you've finished playing this
one, have packed her trunk and
trundied back to the jungle to see
what all the fuss is about. She'll
have brought the Head of the Herd
with her and... er

In the years to come | shall be
telling my children about this one.
I'l say, 'l remember when | was on
AA and we had the most amazingly
brilliant covertape game.' And
they’ll ask to borrow the car again
and that'll be the last we see of
them till Sunday lunchtime. Kids,
eh? Don’'t appreciate a good game.

Just turn the page for all the details ~




We really are good to you.
This time, it's a full
spreadsheet package!

Hurry up, times a-wasting. If you want to
know exactly what a spreadsheet does,
you'll just have to dig out a copy of issue

Q!,urwdnritl’mmhauk issues. If | were to

explain the full ins and outs of what a
spreadsheet is and how it could be useful to
you, we'd run clean out of space. The
‘Creative Counting' feature contains pretty

‘much everything you'll want to know.

~ This explanation is going to work as
foliows: this month, these two pages will be
given over to getting you started with the
package, and knocking up a very basic

_ spreadsheet. Next month, there'll be

another couple of pages clearing up all the
loose ends and going into a few of the
more intricate mlﬂ;l, but for nnw. here's

Just move the box around and enter all the
values you need. It really is that easy.

Here we can see a really nice use of the
facility for calculating column totals.
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how to bosh together a simple but

useful spreadsheet.

@ Okay, the first thing you need to do is
load MasterCalc, and press N to select a
new plan. You will be asked for dimensions,

60 state 15 rows and 14 columns. Prestol

You can now see your blank sheet (well,
most of it). '

@ You'll notice that the top left square on
the spreadsheet gird is black. This is

actually our cursor. Funnily enough, this

cursor can be moved around using the
cursor keys, letting you refer to absolutely
any cell on the grid.

However, you should also have found
that the cell can't move off the screen, and
let you see the columns from 10 to 14.
Well, the screen can be scrolled by holding
down the SHIFT key and using the arrows.

@ Now take a look at the bottom of the

screen. You should see a little line telling
you that you can press CTRL & K for a little
kimﬂlnwnu ‘So try it out. You can press
EH‘I‘:"H tn return to your spreadsheet.

. The first of these keypress commands
we're going to use is CTRL S. This will give
the free bytes, which'll be really high,
MWMMII

@ Let's enter some data. We'll start with the

You can also produce row totals, and add
ﬁﬁ-mﬂmﬂnwpﬁmww, tuht

A nice and Mnl-ln main menu to
load and save files, as well as cataloguing.
headings along the top of the sheet. So
move the cursor to cell 1,2 (row 1, column
2}, and press SHIFT & 2, This tells the
package that you want to enter some text
into that particular cell. So enter your text
now, really,

For the sake of argument, we're going to
use the months of the year, and this is how

we're going to do it. Type the following line,

with the dots, as per usual, representing
spaces, and press ENTER.

voodamer oo oFeber e Rars e ifpre oo Nag e oo Jume
coendulens cohug

The reason we had to stop just here is
that we've come to the end of the screen, so
scroll the sheet right using SHIFT and the
right arrow, and enter the next bit of text:
confopesraiOpboesaaNoy oo Deer oo Hear

You can now put dashes along row 2 to
underline these headings. All by yourself.
No, go on, it's not difficult. That's right, all
the way to the end.

As you've probably worked out, when you
choose to enter text into a cell, the text
cursor automatically spills over onto the
next cell, making typing really easy.

@ Hit CTRL & D. This will cause a down
arrow to appear in the bottom left corner of
the screen, making the text spill
automatically downwards. So now you can
work your way down the left hand side of
the screen, entering names for the other
axls. The names will start at cell 3,2 and
work downwards. Make sure that the last
title in the list is TOTAL, as we're going to
be calculating this later.

® Now move your cursor to cell 3,2, and
type a value, Any value, that's right, just
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MasterCalc comes complete with a huge set of in-built keypresses to save time and

type the numbers. The program displays
your number at the bottom of the screen.
Press ENTER, and the value will be plotted
onto the sheet.

@ | refuse to take you through entering all
the values, so you can do that yourself. The
one set of value you don't have to enter,
though, is the column totals, as I'm about to
show you how to get MasterCalc to work
them all out for you.

® Move your cursor to the cell in which you
want the column total to appear. This must
be in the same column as the figures you
wish to calculate. Press T. You will now be
asked:

TOTAL: Row/Column/Accum

You, of course, will press C to select
column totals. You will then be asked:

Sub-total /Full total

Although both would give you the same
result in this instance, press § (it's the most
logical). Immediately, you should see your
column add up, and the result land in your
highlighted square. Wow, eh?

@ Move along the totals row, doing this to
every column, just to make sure you get the
~hang of it You could also move down the
right hand side of the sheet, giving row
totals, but it's exactly the same, so there's
not really all that much point.

@ This is where things get really fun. Hit
CTRL & G. You will be asked for a row. Give
the number of a row with loads of figures,
and hit ENTER twice. This is the graphics
feature.,

® When asked whether you wish to see
another chart, press Y. Now give the values
of three rows. This just gets better and
better, doesn't it? At all imes, not giving a

With just a few keys you can display
descriptive bar charts of your figures.
value (just pressing ENTER) will tell the
package that you've entered all the row
numbers you want to.

® Hit CTRL & X. This should take you back

to the main menu. From here, you can save
your spreadsheet, load in other sheets, and

basically do everything you're going to need
to do in the way of filing and finishing.

That's about all for this month, but we'll
be going into the various features in a lot
more depth next time. Til then, you might
like to take a look at the Mega Bytes
feature in issue 92 for a few ideas on just
what uses you'd put this advanced
calculating utility to. Bye.

Bar charts needn't just be of one set of
figures - comparative charts are easy too!

COVERTAPE )

Read this bit first,
it's important.

Just pop the tape into your machine, making sure
it's rewound to the start of Side 1, and then press
CTRL + ENTER (or type RUN""), then press any
key and the tape will start loading.

Within a few moments you get a menu
screen. Choose the program you want using the
Spacebar, then hit the RETURN key.
® Note that none of the programs need be
loaded directly from the main menu. They can ail
be run from BASIC. The menu lists them, but you
must quit back to BASIC to run them. (Use the
RUN"[filename]” command.)

@ If you have a disk drive either built into your
machine or plugged in, you will first have to type
Itape to switch the computer to tape loading. You
get the | character by pressing SHIFT+@. Then

just proceed as normal,

We go to great lengths to make sure that our
covertapes work properly. However, if you still
have difficulty, try this:
@ Loading at several different volume levels [if
you're using an external tape recorder) @
Cleaning the tape heads. This can be done with
any commercially available cleaning kit ®
Adjusting the cassette recorder’s head alignment.
The alignment screw is located just to the left of
the tape head, and is usually accessible through
a small hole. Turn it a fraction at a time with a
jeweller's scrowdriver. When the crispest sound is
heard, the alignment is spot on. ® Tapping the
cassette gently against a table edge - the spools
may be sticking or jammed.

¥ you still can’t get the tape to load then send
the tape, along with a brief description of the
problem and a stamped sae fo:
AAS4 Covertape Returns,
Ablax Audie Video Ltd,
Harcourt, Halesford 14,

TF7 49D

But | want a disc version!
The covertape contains its own tape-disc copying
program. To transfer the programs to tape,
simply follow the instructions on the tape.

® 464 owners with external 3-inch drives will
have no problems, but 6128 owners will need a
cassette player with a REM socket. Stopping and
starting the tape manually is difficult.

® 6128 Plus owners who've had their machines
modified to load from tape can transter the
programs to disk, but must rewind (o the start of
the tape again before the transfer starts.

You can also order a disk version of the
covertape from our duplicators, Ablex. Snip off
the coupon on the cormner of this page and send it
with a chegue/P0 for £2.00 to:
AADS Disk Offer,. Ablex
Andioc Video, Harcourt,

Halesford 14, Teiford,




RNew
Sensation

You may notice that this month the
covertape has been sightly re-
arranged. This is nothing to worry about
really, but it does mean you'll be using
both titles in a slightly different way.

Firstly, the two sides of the tape load
completely independently to each other
On each side, you will be presented with
the option to load the game, or transfer
it to disc. If you choose to transfer it,
simply follow on screen prompts. if your
tape runs out, and the game has not
transferred, just rewind it, and play it
through again

MasterCalc takes a very economic
15k on your disc, and Biff runs at a
slightly more axtravagant 35k. That's
50k in total this month.
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F.0. Box 888, Wolverhampton WY1 [TP Tel 0802 25304 Fax: 0902 T1Z751
[c-ll us on: 24 Hour Credit Card Hotline 0302 25304 E. ES® EI

I —- : : ; | FIRST DISK DRIVES FOR THE CPC464/464+
I JAVIGBRAL |
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Includes 3.5 or 3" (please 5pecil'y) dizk drive, DDI-1

Addoms Fory T T T E— IR 1ntcrtafe,;nil;qccung_llencis E:;u!:t;p :i&fl.':'zrc, Simply p;:{g in
8o et e 399 Shodow of the Beast (Disk) _ xw o I and go! Full instructions an 12 months guarantee. case
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eratmons: _ R L m——— T Free MULTIFACE 11 (RRP £35) for copying tapes onta
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if Double Dese 3 Free CHERRY PAINT (RRP £15) with every 3" first
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I 15 Sonke Fugle 399 Crystol Kingom Oizzy 799....N/A r -

14 Comrdal it 399 Football Manoge: 3 weel e, MR L |

Findf Fight 3199 Lemmings 157499 o 3.5" DISK DRIVES FOR CPC464/664/6128/6128+

Fieemon Sam : 299 Nagel Merrell . R R S . : . - -

W Football Manages 1 o 2 199 Poseve ! 8283 . New e w9l Slimline, whisper quier Panasonic drive mechanism. Comes
I Guotem Gooch March (ke 297 PosmoaPot 12283 Newhie .. 499 N4 | complete with 16 page manual & Ramdos ro allow you o
[f Gomship___ 399 Super (oukdron — MW 399 _14.59 ? tormat and use BOOK per disk {(withour any side selece
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0 oy oot/ ;7 EDUCATIONAL 55 DSk . :
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(I Werroperse Soceer 399 Blogy Lidla) . B99.. 1857 g A ~ rr T

N Ofce 299 (hemiy ... (1218).......A99... 1498 AMAZING LOW PRICE

New ecland Story : e . 397 b School 7 oo &S Be) . 399 N [

?mnﬂ:ﬁyn{'ﬂwﬁmm 399 Fon School 4 (U5 or 57 oe F4) . B99 N : e : )

il e BEST EVER PRICE ONLY £59.99!1!!

""l}'mt ¥ Physics Fdl BYR_iAR |
W Fopeye 1ax 2 177 Fopos (3180 89 Nl
iy 359 T T ... 510, g S ... .9 ‘ ROMDOS XL - The New Standard

Fastmen Pot | o 7 g /

Postmnan Pot 3 . RN T & = T === ROMDOS XL is undoubredly the best high capaciry disk

:r-:-':l:f:r.‘-w e e i g": 'n / “"" CLOUS . operating system that is available for your CPC464/664/6128

.:-ma-hw ; ¥ | 2 - iy

Ce— e KIDS PACK 1 & 2 with a 3.5 second drive.

Rick Dongeroars 2 s iy - Posimen P, Sac;_h_cmﬁwt p, Popeye Unlike other operating systems, ROMDOS XL will allow you
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}E;'l":'u-'"gT"lErl‘ Fober ({l‘ o T e 2 ﬂ-l'l'd(D'lF-'- Duchula €  Duited turn the disk OvVer, even under L -

R L. i Cass 9.99 I Built in disk formarter. *  Builtin Secror

- 3.1 *  Built in file [Directory editor.
| Sl ored Crombonns W3 HIMJA COLLECTION 3 ; 2 ; |
| b S I, T Shaciow Wiarmior, Doubie Dragon & copying/erase. Very simple to use,

SO R o Dragon Mina * Full 19 page printed * Available on ROM or in

Sypithee 40 Strike Foece Homier 4 499 .Y manual. cartridge form.

Sieve: Dowis Smooker e L | MAGNUM 4 *  Aurto derects disk *  Careridge version works
[ "'stlif""’i' 159 Turbo Boat BAMX KGdz Skateboand Joust format. on 464/664/6128.

(I Supee Spoce bovedess — & Pogostick Ohvrnpics. Cass 2.99 * LUses no user memory. * NOT 6128+ comparible,
! Sovcml o Sengary " 3% *  Fast and reliable.

| rerminerer 7 19 4 MOST TOPPERS |

I} Thomg: the Tonk, Engins : 19 Spindizry, Tarzan, Oink & Confision : :

Tmdaer g_:l;? o ;?9 Cass 3.9 ’ ROHD‘}SXL I.III.IY £29.99 ‘

Tnceioe biond Dizry 3199 ROMDOS XL Cartridge only £39.99

Trviel Port 199 4Mmﬁﬂ;l.l.tﬂssv
1 Wk Ciss Londerbonnd, Londerbonnd & Toumamers_4 39 €58 ApOCabpse. Bung 5

o ' lso available

4 MOST WORLD SPORTS
SOFTWARE CITY SPECIALS 4O O Also avai
3@' e B Dobn T F F g
PC-TRANS Tranfer files from a CPC 1o a PC and vice versa.
Simple to use. Only £24.99
ol
HACKIT Excellent hackers/machine code programming cartndge.
Only £24.99
RS5232 SERIAL INTERFACE Can be used to connect your CPC to
another computer, modem, scrial printer exc. Ideal for use with Amserad
NC100 Notepad. Full ROM software built-in, excellent manual. Pally
mena driven. Dl‘ll}' £59.99

Please add £5.00 postage and packing to all disk drive
orders. All major credit cards accepted. Immediate
despatch for credit card orders.

SIREN SOFTWARE, WILTON HOUSE,
BURY RD, RADCLIFFE,
MANCHESTER M26 9UR

TEL: 061 724 7572
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it really is about time we
got some new pictures dene.

Trendy Computing
Sony have just announced that they'll be offering
a number of exciting goodies and assorted bits
and pieces in exchange for tokens on their disk
boxes. The stuff you can save tokens for ranges
from a T-shirt (for 21 tokens) to a personal
stereo (for 150 tokens) a pair of sunglasses {for
a ludicrous 175 tokens), and a Game Boy (220
tokens). You get three tokens for every box of
3.5" HD disks (boxes contain ten disks) in the
Take It Easy’ campaign

There are loads more goodies up for grabs,
and full details can be found on the disk boxes

STS Software

if anyone is still looking for any of STS's
products, you might like to know that Campursoft
have now taken on the entire range. This means
you can now buy S/DOS, SoftlLok, their music
grabber, etc, perfectly easily. There are no

Som re inthere there
dif you bung it in the post to us
L might win ¢

really g

promises about meeting previous orders, elc,
but if you write to Campursaft they'll look into it
for you. You can find Campursoft at:

10 Macintosh Court,

Wellpark,

Glasgow, G31 2HW.

Note that this is a new address and that their
phone number is changing as well = we'll let you
know what it is next month.

They Be Pirates!

Durnng this month's action, the office was hit by a
nice wadge of FAST press release. It's got a lot
of biah, but a few salkent points:

@ The country with the highest piracy rate

is France.

@ The country with the highest software prices
is France.

® This doesn't pomt to high prices causing an
increase in software piracy, no, honest

@ The country with the lowest piracy rate is

the UK.

@ The country with the lowest software prices is
the UK.

® Look, | really can't see what you're getting at
here = piracy is a group of juveniles illegally
attacking the software industry with no motive
whatsoever. And | bet they've all got long hair

More Campursoft news

We've just heard from Peter Campbell's that
Campursoft are tooled up to put some of their
software onto cartridge. One plan even involves
getting nd of Burnin' Rubber from your Plus'
BASIC cart and putting something useful on it
More detalls when we get 'em

MD+ For All

That kind bloke at Campursoft, Peter Campbell,
has just let us know that OJ Software is now
selling MD+. You can find OJ at: 273 Mossy
Lea Road, Wrightington, Nr Wigan, Lancs,
WN6E 9RN. Failing that, you could ring them on
(0257) 421915.

End of an era

It is with much sadness and regret that we have
to announce that, after ten years as the best,
best-seling and then only Speccy mag, Your
Sinclair (an ace magazine produced
crap friends of ours) is to close with its
September issue. The last issue will be a bumper
special, packed with nostalgia. And crapness.

if you don't buy another computer mag this
year, buy the last ever Your Sinclair. It's crap, in
a funky skillo sort of 2 way. @

ST

Make sure of your copy

Picture the scene... Strange lights are seen
in the sky. You awake to find your
newsagent has been kidnapped by space
aliens. No problem - you'd filled in the
coupon and she saved you a copy of AA.
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Amstrad

3806sx 1 £599.

L]

PC Mode: 25wz 803865x
Maga Mode; 7. 14w 8000

A IDE Hard Drive

Core Teat: Lilra Fast 1,719
KbvSec Transfer Rate

Tus RAM (160e Maximum RAM)
34" 1.44m Floppy Disk Drive

1 x 16-bif ‘AT Expansion Skol
Avadable

Maths Co-Processor Sockaf for
A8 Tax/IBT 5L

Wastern Digrtal 16-bit On-board
S-V3EA Chipset

Port, Twin RS232C Serial
Ports, PS/2 Type Keyboard
Sockel, PS5/ Mouse
Sockel, ViGA itor Port,
VGA Monitor Power Socked,

PC Analogue Jaystick Port,

Two Sega Compatible Games '

Pad Ports, Mega Drive
Cariridge Slot, Mega CD
Connecior Port, Stereo
Headphones Sockel.

o Power - 85W (110-240V
Awto-Sansing)

¢ Suppiied Accessories - PS/2
Type PC Mouse, Pracision
Analogua PG Joystick, Sega

......

FREE! m;'%’"m
i T g s INC VGA COLOUR MONITOR + HARD DRIVE
enummmww/ Brilliant for Business, R
meseimene) Mega for VGA
0K . 3 I Games! COLOUR MONITOR
« Processor and clock speed: s Extarnal Interfaces - Parallel st o et ntein

40m onve
e RAM

i
2356« ‘maw
AD-Lib"

SOUND CARD

* 256K Video RAM Compatible Games Pad !

= 14" Dual Sync Colour Manitor - MBS 5.
with Bulfiin Stereo Speakers 3 A&m”“,;:f m,f,;‘js by PS/2 TYPE MOUSE
Honzontal Frequency 31,5 |  Graphical PC JOYSTICK
g‘gm Resolution 640 x 480 - interactive PRI ARALOOU -
Ad-Lib Stereo Sound through sk GAMES CONTROL PAD

the builf-in Speakers

Mega Mode: s 12 Months FHEE SOFTWARE:

Morizontal Frequency 15.65kHs Qn-Site MS-DOS 5.0,
£ Warranty 'S AHB‘I"HAD D!!II'.TEP
Graphics Resolution 320 x 224 4 e el

512 Colour palette
Arcads Quality Graphics with
Stereo Sound

= Sound Capability -
PC Mode: Fufl Ad-Liy Sound
Mega Mode: Full Mega Drive
Stereo Sound

+ 102-Kay PS/2 Type Keyboard

= Dimensions - 325mm {w) x
famm (h) x 282mm (d}

= 12 MONTHS ON-SITE
WARRANTY WITH NCR

40= HARD DRIVE

The MEGA’ PC 3885x 254 from Amsirad s e fest gystem to offer two fully leatured computir processors in oned A high-powened, IBA
compaicie 386sx PC and fhe very latest 68000 based Sega Mega Drive compatitle 16-b4 games console. A custom designed sliding front
panel alows easy accoss between tha PC and Mega modes. The system comes complabe with a 40w I0E hard disk devva and & high 336“
resalution 14° dusl syne monifor with bult-in stareo speaken. The monior automatically switchas batwean Megadive graphics with Slereo
Sound and PC YGA graphics with Ad-Li™ Sound. With 8 PS/2 mause, precision analogue PC joystick and Magadive compaible games 25!.!-!:
control pad included, the Maga FC is britfiant for business and mega for games - the perfect computing solution,

4865 £799.

l INC VGA COLOUR MONITOR + HARD DRIVE

SPECIFICATIONS AS 386sx ABOVE, FLUS!

« Processor and clock speed, PC Mode. 408: 3w

® s OF dur RAM & ks or 130w 1DE Hard Drive

= Maths Co-Processor Socket for 467

= 512K Video RAM

o EXTRA FREE SOFTWARE: Windows 3.1 (pre-installed)

PC Garmes Pack: Wing Commander "Specis!

Editign”, Life & Daath Il “The Bram’; Mavs Beacon Typing

40w HARD DRIVE 130w HARD DRIVE

BAECLA T

oNMAT# TPELE Ret AP 1000

Silica Systems are pleased 1o present an upgraded version of the Mega PC, called
the Mega Plus’. This has been upgraded with the revolutionary 48650 33w CPU,
mmwmmmwmmm This chip s 8
33w 86 instruction sel compatible micro processor with a 32-bit intermal data
path, 1K imemnal cache and gmm management leatures. Power meter

Bl

| ; PS performance up to 2 times and it boasts an
t perormance of 52wk using Landmark's tatest version Speodeom 2.00 e e TR MRS | e SRR SRR
: bnrmhmart This is almosl 3 times as fast as a 386sx - 25 CPU {see
m— | andmark Speed Chart above), The ‘Mega Plus’ 4885.c 3% PC comes in
— " two versions « 40my hard drive With 2o RAM at £799wa1 and 130w hard
et s m u drive with 4w RAM at £809.var AT« TR el P 103D | T o FTSSY el P T y

b s FREE OVERNIGHT COURIER DELIVERY IN THE UI{ MAINLAND

[.ﬁ‘ ] “%.-H'u Eﬂﬁﬂ !w--w 4 The Mews, Hatherley Wﬁ Kent, DA14 4DX “1;: Emm}
SILICA SYSTEMS OFFER YOU LONDON. SHOP. 52 Tombam Gt Ra, Tondon, WIP OUR Tt 01158
Mo S 0 Woarw & GG ¥ ] Fian M5 Wl-ﬁ_ﬂ

® FREE OVERNIGHT DELVERY: On all harware ordors shipped in the UK maniand, DON m-'mP: :-}amuw isartart Arera). Obord Slrnm|| me WA 1A8 Tel 07T1-528 1234
® TECHMICAL SUPPORT NELPLINE: Toam of technical sxperts o your ssrvice. W M-St i Exwrwon 38
® PRICE MATCH: Wa normally mateh compotitors on & "Same product - Same prica” basis. SIDCUP SHOP: H The Mews, Hatherley Hi, $1ﬂwpp ﬂun: aAu 40%  Telk 0m1-302 8811
& ESTABLISMED 14 YEARS; Provon track recordin professional compuber salus. X itipm Hoer Mo i 3opm Fan Ho ONE:30% (K141
® £12 MILLION TURNOVER (with 60 staff); Sobd, reliabie and profitable. ESSEX SHhT'- . ’ﬁuﬁm; g el Hioly Strs-eL Snumm 0n- SaEL _Euagﬂsss () HE%MJ

& BUSINESS + EDUCATION + GOVERNMENT: Velumo discounts avallatia 081-08 0888,
BHOWRCOMS:

I FI.EJ\SE EEHD IHFIJEMMION ON THE AHSTI!AD MEGA PC I

b s ity ey Surnamp Cate
[ Compary Mama [ applcable) |
ssx ) MAIL ORDER HOTLINE : ] il |
o 081 3['9 1111 : | ™ tome) Tol (Work) |

EACE - SoSomrimn] prived dhd apoccaion may (harge - Pedds meiues Fe dougein an e ke ol el




AMSTRAD ACTIONMs for sale. lssues 3 10
31 and 42 {o 87. Phone Derek on [(0292)
N

AMSTRAD NC100 NOTEPAD Compuier,
as new, still guaranteed and Amsirad CPC
464+ Compater with monochrome monitar,
Hand controller, games and manual, also
as new, Boxed £300 beth, Lee Ashbourne
(0902) 733039

MONITOR COLOUR GTM 640 £45.00
Phone (0642) 467413 Middlesbrough.
MONITOR GREEN MM 12 (464+) axcal-
lent condition £55.00 ono. Phone (0642)
467413

CPC464 COLOUR MONITOR 2 joysiicks,
bght gun, 90+ games, 27 issues Amsirad
Action with cover tapes £225 ono,
Telephono (0924) 404585 (evenings or
weekends)

MONITOR SPEECH SYNTHESISER,
book, disks and cassettes for sale 30D con-
struct sprites Allve, Laser Basic, lovel 9
adventures. Too many to lisl. Get a list
from me and see. All originals from £1.00.
Phone Wayne (0532) 572 154

AMSTRAD CPC 484 green monitor, key-
board. 21 games plus B Amstrad Action
tapes and magazines complets with manu-
al excellent condition only £80. Tel (091)
4142555

NOATH AND SOUTH, Sim City, ltaly

1890, Laser Squad, Swap for Final Fight,
Mr Hel, F-16 Combatl Pilot, 3D construc
tion Kit, Equinoxa Disks and others (inciud-
ing tapes). Phone David (0903) 232542

CPCE128 COLOUR MONITOR, DMP20:00
printer, joystick, multiface-2, manuals, lots
of gamas and disks, Elte, Minl Office-2,
U.5. Gold Selection, Maxam, Supearcalc-2,
now have PC, £225. Reading (0734)
744945

AMSTRAD CPC 464 with colour monilor,
joysticks over sixty games plus Amstrad
Action ma.-paz:nas and tapes. Only £200
ono. James, 107 Caronation Avenue,
Whittlesey, Peterborough PET 1XD.
AMSTRAD CPC 6128 colour monitor disk
drive biw primter, joystick, cassetie player
and all leads. 70 plus games on diskicas-
safe £280 ono. Phone Dean on {0276)
473916 after 4pm.

AMTIX COMPLETE SET 1-18 Amstrad
Action 1-56 E2E7T/T3TEe ACU 3-20 CPC
464 user issue 1 Computing With Amstrad
1-18, OHers Phone (091) 4551379
AMSTRAD B12B+, colour monitor, [oy-
slicks, .games on carridge + Oisk,
Brunword, WD + educational software,
Multface 2, blank disks. Machine able to
use tapes, All manuals. excellent condition.
Cmly £1501 Dunstable (0582) 665115

AMSTRAD 6128 games disklapes,
Moonwalker, WWF., Starwars, Obliterator,
Tima Maching, Ghos! Busters, Evening

Star, Tempest and lots of others. Send
SAE for st wanled. Any goll games and
ponpnls worldwide. FRing us now on
(0462) TII269

C64 FOR SALE loads of games and util-
ties complite with joysticks and instruction
manuals, must be sold quick o0 | can get a
6128+, Phone (0623) 847296 after 4pm.
AMSTRAD CPC 6128 computer only
{faully), good case and disk dive suitablo
for Spargs or repair, rade for 4647
Offers around £30. Matt ) 450454
AMSTRAD MM12 mono monitor for use
with any CPC or plus machine |leads
included for this purpose. Mint condifion
only £50 ono. Call Matl (0444) 450454
AMSTRAD CPC 6128 colour monitor, joy-
stick, some tapes, disks, £130. Phone
(081) 954 5935

AMSTRAD CPC 484 with green monder,
joystick, good condition £80. Phone Tony
0268 543263

AMSTRAD CPC 464, green scréon, MP-2
modulator, multiface 2, DDI-1 disk drive.
quickjoy superboard, 100+ lape games.
10+ disks, centronics printer load, mags
and manuals. Everything £150. Contact
James (0376) 500752

CPC 6128, Green Scroan, Mini Office 2,
Colossus, Chess 4, Fun Schocl 2, CPM
Plus, manual, all boxed €100. Phone Pat
after 7pm (0376) 345086

RS232 INTERFACE (siren) with software
as new, suits GPC or plus with cable £40.
Call Kevin on (0786) 450662

CPC 464 MONOCHROME, disk drive,
CPim, 64K RAM expansion, printer cable
Amsword WP on disk and tape, 20 disks
£165. Will splt. Also second keyboard £35
(0772) 454380 (evening) or (0772)
455475 (day)

GAMES! GAMES! GAMES! I'vé got aboul
100 464 tape games inchuding Pokes , £45
200 pius Spectrum games. £85. Also
Spectrum mouse, Ocp an studio, assem-
%MSIE& Phone for price (081) 647

AMSTRAD CPC 6128 and 464 and lofs of
accessories including ROM boards and

Eproms. Send SSAE for list. Mr Smith, 39
Trevale Road, Rochoester, Kent MET 3NZ.
tel (0634) 404588

AMSTRAD 3160 PRINTER £2500. Plays
disks inc. Tatris, Wellttis, PipeMania. Wrile lo
122 Lansdowne Road, lord 1G3 BNO or
Tel lan after Tpmianytime al  weekends
(081) 590 8029

CPC GAMES for sale, all onginals, faw digk,
Tew adventure or stratégy, Some very oid,
inc, Pirates, Lancelol, Jewets of Darknoss
Castie Mastor, SAE 1o la Allum, 22
Poinmt Royal, Bracknell RG12 THH

SEGA GAME GEAR games, wide range of
25 quakly games with mstruchons and bo.
Excalient condition. Ondy £18 each. Also &
Master System gamas L20 each, Tel (061)
969 1847

AMSTRAD GAMES - Over 250 tiles
{soma disk), hardware sncluding Mulifacs
il and jcads of Amstrad Achons must
Togethar £300 ano. Phone Andrew )
721398 after Spm
CPCE128 COLOUR MONITOR, Rombao,
with Protext, Maxam and BCPL, Multiface, 2
tape decks. full manual, 11 books, 200 mag
annes, 1006 of gamés and sSenous pio-
ams worth £1000. Accept £360. Tel (0782)
16 (Stoke-On-Trent)
AMSTRAD CPC 4564 colour mondor, joy-
sm:is exc.eilen! condition, 60+ games o sult
a‘ga.:qm.vs with cover lapes and
uﬂ'rﬁr-; manual £140, Phone (0793) 721486
CPC 164 COLOUR MONITOR, keyboard
Cwer 100 gamas, plus manuals and maga-
zines. Hardly ever used worth £300+, sofl-
ing for £125. Phone Brackiey T03189
after Gpm. =
AMSTRAD CPCE128 walhh Codour Monior,
second 3.57 disk drive, S800K formatting
softwras, vanous games,  joystick
fapedack and leads. Owver 20 Amsirad
Actions £360 ono. Tel (0203) 621517 after
6.30pm

PARENTS! TEACHERS! Groat 12 prica
aducational softwarg, Betler maths on disk
for all ages groups. Just £6.99. Sand
cheque PO 1o John Authony Gollogly,
Likkabrick, Carrick Macross County,
Monaghan, lreland.

BUY DIRECT FROM THE MANUFACTURERS!

These days you may find it difficult to locate Amstrad CPC software in the high street.
That's why Supersoft, the UK's oldest software mail order company (founded 1978), has
joined with Audiogenic Software to brmg yuu the best in CPC software - direct from the

manufacturers - and at very special prices!

HOME OFFICE

Word Style - you won't find a simpler word processor
Cashbook - home accounting at its easiest
Matrix - a powerful spreadsheet (and more)

GAMES

Graham Gooch Test Cricket - still the best cricket simulation
Emlyn Hughes International Soccer - classic arcade simulation
Impact - simply addictive, in the tradition of 'Breakout'

Loopz - the most addictive game since "Tetris'
World Class Rugby - the best rugby game for your CPC
Exterminator - brilliant conversion of a very unusual coin-op
Emlyn Hughes Arcade Quiz - general knowledge, great fun

Helter Skelter - classic bouncing ball puzzle action

Interdictor Pilot - space flight simulator, 48 page manual
Forestland - text adventure from the Classic Quests range
Goblin Towers - harder adventure from the same range

£9.99t £11.99d
£9.99t £11.99d
£12.99t £14.99d

£2.99t £4.99d
£3.99t £5.99d
£3.99t £5.99d
£3.99t £7.99d
£5.99t1 £7.99d
£5.99t £7.99d
£3.99t £5.99d
£3.99t £5.99d
£7.99t £9.99d
£9.99d

£9.99d

POSTAGE AND PACKING ONLY 75P ON ANY SIZE ORDER! (UK ONLY)

SUPERSOFT, Unit 27 Christchurch Industrial Centre, Wealdstone, Harrow HA3 8NT
Tel: 081 424 2244 Fax: 081 861 1773 - Credit card orders (Access/Visa) welcome.
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Come with us on a
journey through the
wonderful world of
the video game.
Simon Forrester is
our guide.

You read about them every month
in oNg or more,magazines. You rush
out in your millions and buy them,
pushing them up the Gallup charts.
You've turned them into a multe
million pound mdustry from the cult
entertamments they used to be.
Almost every day, in one form or
another, you come into contacl with
computer games. If you're not
playing them, you're reading about
them, or you're watching television
programmes about them

o0 what's really behind the
hype? How did it all start? Was there
ife before Sonic? Of course there
was. This whole snowball started
roling before your average console
owner was even a sparkle in ther
dad's beer

We're about to take an in-depth
ook at the industry that is the sole
reason for the existence of
magazines hke AA. Wea're about to
enter the world of computer games.
Keep reading to find out how they
started, how they evolved, and how

=~  Arcade =
Adventures

ﬁ;ul
Environments

they're produced today. We'll also
take a look at how they might be
going in the future, so hold onta
your hats folks...

Evolution

You may think you've got a
collection of the hottest titles, with
the coolest concepts, and the best
action around. Well we hate to burst
your bubble, but the stuff you rush
out every month to buy is anything
but original. You see, just as man
evolved from fish, your latest title,
maybe Prehistorik I, is just a game
at the end of an evolubion chain thal
started with mainframe computers,
and Breakout.

The odds are, if you're of
average AA reader age, the
beginning of this story is sel before
you were born. We're going to start
with the first video arcade game —
the original computer tennis game,
Pong. It consisted of two bats and
one ball (no bomises, power Ups,
extended plays, bad guys, flashy
graphics; etc). Though you may
laugh at this kind of thing these
days, in 1972 this was real ground
breaking stuff. But whatever you
think of it, the video arcade game
was born with this release. The
craze swept America and Japan
with great speed, stirming up a
whole teenage generation of

Arcades

-l

R
A

Ciarune Q)

Certificates

Film
Licences

A ireetr hsshory @
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gamers, and a huge amount of
industrial interest as to what was
coming next.

And lo, in 1974, to the first
computer game a child was bom -
Breakout. This was what's probabiy
best descnbed today as Arkanowd
Iwithout any bonuses, power ups,
extended plays,flashy graphics,
etc), Following the immensely
successhul Pong, it couldn’t fail to
take off, and managed to re-stir the
initial enthusiasm that greeted Pong
50 warmily.

A while after, though, the scene
was 1o pick up agan with Japan's
contribution to the industry — a nifty
fittle action game called Space
Invaders. It was here that the
arcade games scene really took
off - the eager observers of the
revolution started to produce
computer games of their own,
starting what was to be the
computer game revolution, setting
the touridations tar the mulmition
pound industry we can see today,

One of the more notable of the
early creations was Scramble, or
Defender as you may know it today.
Scramble was the first horizontally
scrofling shoot-'em-up, the point
being to stop an alien race stealing
cows from the Earth’s surface. The
reason you'll know the game as
Defender these days is because

that was theversion that made it
onto computer, complete with
smart bombs, reverse thrusts, etc

Ancther offspong wou'll have
undoubtedly heard of was
Asteroids, The original flat-bed
consoles (8 tabletop with buttons)
contained Simply a vector graphic
space shipxshooting vector graphi
asteroids, Two player tables also
entered the market, probatty
drawing nspiration from Pong,
hawving both players on the screen
at the same time.

What happened next is maybe a
slightly fuzzy area. You see, there
wasn't any logical progresson
toward the games that followed,
more of aninnovative leap. Just as
Pong was:a product of inspiration,
the early Donkey Kong pames were
guite a leap as well. Bridging the
gap shghtly was Paeman, but to
describe Pacman as a stepping
stone between the two concepts
would be wrong ontwo courts -
the gaps are still too hig, and
Pacman was a full concept in its
awn right, with a following crowd
and an influential position just ke
any other,

And sg'onward, then, to that
next majar pont i computer games
evolution, the platform game,
Remember Bonkey Kong? All of 2
sudden, the emphasis moves
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completely away from killing

people, and concentrates on
rescuing damsels n distress, in this
case being terronized by a huge
ape. What we've seen here 1s a
definite move towards progressing
through an emvironment, rather than
destroying it. This new concept
was, whether the designers realised
this or not, setto revolutionise the
world of computer games, from the
relatively shallow concept of space
imvader typ= games fo the
conceptually deep possibilities of an
exploration game.

Chuckie Egg, then. It's really
only a shight vanation on Donkey
Kong, but you'll find a lot more in a
game as simphstic as this that was
totally lacking in early shoot-'em-
ups. Think about #:

& Empathy - when it's a roughly
human shape plummeting to s
death, getting eaten by a chicken,
efc, the player really can become a
lot more closely related to the
sprite they are controling than they
could with a triangular space ship.
@ Exploration - it's also with the
advent of the platform adventure
that the age old argument over
points or progress was tipped in
favour of progress. You see,
whereas with a shoot-'em-up, you
merely progress onto a new wave
of bad guys, platform games see
you progress onld new screen
layouts, new problems, new
enemies, and 8o much more.

& Versatility — shoot'em-ups have
always been fairly rigid in format.
Even today, the most innovative
that pregrammers will be is to add
extra weapons, and different aliens,
Platform games, however, do not
fall pray to this design flaw. With a
platform game, you can represent
almost any scenario, any
emvironment, and any plot (unless
it's based around shooting aliens).
In the past, we've seen platform

Licences

If take a look along the shelves of your local

games set in futunshc worlds,
medizeval towns, present day
scenarios, stone age periods, and,
well, you name i really, whereas
shoot-"em-lps always place you in
futunistic space ships, flying against
some deadly invasion force. Yawn
with a capdat Y".

This is where we must depart
from the world of arcade games
though, and look at the other side
of the coin, being the other half of
the industry that merges with the
arcades at this point.

Get serious

Before anyone else, seripus users
{those who came mto conlact with
computers at work, etc) were using
computers to entertain themselves
in ene form or another (usually in
the form of fittle games that ran on
networks between the larger
applications). Because the majonty
of these machines could only
handie text, the games had to be in
text. It's from this side of the history
that we get text adventures and
strategy games.

These text adventures started
off very simply, as diversions o
pass the time. However, to a lot of
people they still held advantages
over arcade games (due to their
miuch more involving format, and
enjoyable style — in a way, like
reading a book). Over recent times,
by the way, these games have been
developed almost 1o the stage at
which they are unrecognizable as
being derved from the simple text
adventura. As parsers become
mareé and more advanced, and
objects get more and more
interactive, the user is drawn further
into the false environment - but
mare on that later.

The next stage was really quite
a simple develgpment from the old
text adventure style. You see, a text
adventure 15 really just built up over

a section of squares, which, in the
end, turn into 2 maze. So why not
drop the descriptive plots, and just
wander around a 3D maze? Hence,
the maze game was born, Since its
arrival, it has seen many vanations,
such as Bloodwych, and a few
isomelinc games,

Let’s get together

It's at this point, then, that the two
genres, being arcade games and
quiet strategy games, came to jom,
The result was, well, surprising.
What they had effectively come up
with was the arcade adventure, in
all s glory! These range from huge-
levelled platform games, such as
Hick Dangerows I, etc, to btles such
as Heavy On The Magic,
Bloodwych, etc.

And we should also look to the
future. In the quest to find a
character or game genre with which
the player can truly empathise, we
have taken the computer game one
step further - Virtual Reality

Virtual Reality is a system that
has come about only recently, due
to the advance in technology, and
processing speed. If you haven'l
already seen it (which, | imagine,
would be quite hard), Virtual Reality
is, in effect, Freescape through a
helmet. When you turn your head,
the view through your helmet turns
correspondingly. When you move
your hand, a sensor in a glove
moves your computerized hand

Of course, all these games don't
come about by chance, you know..
The average computer game takes
a hell of a lot of work. S0 what
exactly does go on behind the iron

(The Fourth Protocol), and quiz shows (Bob's

Full Housa, Blockbusters) are also well explored

Game Styles

Beat-'em-ups

As we have already seen, early platform titles
were the first games to incorporate human
beings into an arcade environment. However,
people do other things asides from jumping

around on ladders. Their other main occupation,
it would seem, is fighting. As a concept, it's
perfect - it's got action, a large amount of
variables, and is a perfect target for empathy.
The beat-'em-up was (and is) a ground breaking
concept, which has proved to be a constant
source of best sellers.
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video shop, and compare film titles with the
software collection at your friendly
neighbourhood computer store, you will notice
something - there are lot of games about films.
Whether it's Hudson Hawk running around, or
Clive Barker's Nightbreed characters on your
screen, it's a film licence,

But let's face it - there's one main reason
why film tie-ins are written. If a film is a box
office hit, you can be pretty sure to catch a lot
of attention with a computer game based on the
film. This isn't just imited to films, however
Board games (Monopoly, Trivial Pursuit), books

concepts in the history of licences,

Whether these games actually work, either
as games in their own right, or as tie-ns to the
film {or whatever), is not clear, Hawing a popular
licence doesn't mean you'll have a good game
on your hands - the game is just as likely to be
nalf as any other - it just generates more media
attention when pigey backing on a film.

There has actually been one example of the
whole process working in reverse - Erik The
Viking. If you saw the him and enjoyed it, why
not g0 out and find the text adventure game it
was based on?




curtain at a software house?

50 you walk into WHSmith, and
pick a cassette off the sheif. Maybe
you've read about it in AA, and
heard it's the next best thing since
shced bread. Whether it is or not,
the same gh amount of work and
effort goes into producing the
computer game that in the end, you
buy. So what exactly happens?

Concept

There are two mam sources for a
game concept. It's either a
conversion from a different format,
or a fresh idea. If the starting
concept 1s a conversion from a
different format, the actual freedom
of the development team is
restricted to an incredible amount
Sure, on 8-bit versions of games
thal have already graced the 16-bit
market there are always going to
be features that wll have to be
discarded (due to processing
speeds, memory resinchions,
machine’s ability, etc), but there is
very little scope for anything to ever
be added

Programming

The one person who does this part
is the actual programmer, This is a
person who, when provided with
graphics, sound, and game plan,
turns it into a fully working
masterpiece of machine code (the
standard language for wnting
games on the CPC),

Graphics

There can actually be several
graphic armstsworking on any one
particular game at any one time, a5
the types of artwork required vary
greatiy. Take your average budget
game, for instance. First, you have
the packaging. Though you don't
buy computer software on the
strength of the packaging, a badly
drawn piece of artwork on the inlay

New Age

When you think of puzzie games, you normally
think of strange kttle picture arranging games,
that have all the attention span holding ability of
a caulifiower. You will find, though, that the
launch of the aslonishingly simple Tetris really
shook the industry up a bit, All of a sudden,
people realized that it didn't have to be
complicated to be fun, and it didn't have to be

famous to sell,

S0 along came the troops of new age puzile
games we've seen around today, such as

is guaranteed to turn you right off.
Mext up, there are the varnous
backdrops to the games. These are
usually in the form of still frames,
purely to add a nice graphic effect
to the overall game. Finally, there
are sprites. Sprites are the litte
objects that move around on screen
in any game, such as your
character, bad guys, bullets,
explosions, and the such,

Sonics

But what is a game without sound?
There are usually two types of somc
work required in a game, being the
title twne, and spot sound effects.
The title tune may involve either
covenng an older theme tune (if the
game is a hcence or cross format
comversion), or writing a completely
original tune from scratch (if the
game is of an priginal concept).

Debugging &
Playtesting

This is probably the most critical
stage in the development of the
computer game. The playtesting
stage is where the game is
thoroughly plaved, and every bug is
ironed out 1o make the game look,
feel, and play polished. Let's be
honest here, no-one wants to play a
game, only to find a bug halfway
through. Even if the bug doasn’t
stop you playing the whole game, it
definitely gives you a very bad
impression of the whole thing. Now,
we kid you not - playtesting is
actually a full time job, in which,
when you think about it, you get
payed just to play computer games.

Software House
Quite obwviously, the software house
plays an absolutely vital part in the
production and sale of a piece of
software, The software house will
oversee the project, provide the

Lemmings) 15 now being gradually beaten to
death by the public domain scene, which seems
perfectly satistied to churn out a Telris clone
per day, to people who seem willing to spend
their Ives playing the things.

Obstacle Courses

The invention of the scrolling shoot-'em-up

Puzznic, Lemmings, Pipemania, etc. This

avenue, now explo
industry (with

almost fully by the
e pxceplion of

means a lot here. By exchanging the ship for a
car and the invaders with other cars, for
example, and scroling the screen, the obstacle

course concept was borm.

Gt ()

programmers with anything they
may need (if the game is
commussioned), and manage the
sale of the game once it's finished.

The first part of this sale
process Is to organize reviews n as
many magazines as posstble. In the
case of the CPC, there 15 only one
national newssland mag (us), so
some of the larger fanzines will also
receive copies,

MNext, the softie must duplicate
the game and sell it to a distributor.

Distributor

A distribution house s meraly a
company that takes games, in their
finished forms, and gets them onto
the shelves of your local computer
software shop, onto the stock lists
of mail order firms, and generally
distributes the game 1o as wide a
population as is possible.

Some software houses choose
to undertake this part of the sales
process themselves, giving them
much more control. Unfortunately,
most distributors would avoid the
CPC due to low sales prospects,
and so many software houses have
to self-distribite.

Rewviows

It's only after the game has been
polished till ¢ shines, and inspected
with a fine toothcomb that is
actually passed on to a magazine
like AA for review, | then play the
game solidly for around two to
three days, and put the review
together. This is not actually as
easy as il looks - you have to say
absolutely everything you want to
say in a short piece of text, and still
make it entertaining. Anyway, |
erther love a game, or | blow it
clean away. If | love &, the software
house breathes a littie (only very
littie, mind) sigh of rebef, and gets
on with duplicating the game, to
meet whatever demand they

Blasters? Fire & Forgef? They're just obstacle
courses, with a different scrolling perspective -
leading away. The abstacies here would be
other cars, rocks, trees, bends, elc.

And it's not just racing games = Marble
Madness, Run The Gauntlet, Commando and
many other standard concepts are simply just
obstacle courses, tarted up to look like onginal
game ideas.

Role Playing

By now you'll realise the advantages of creating
a computer game from an already established
theme. The one avenue that has only recently
been adequately explored is that of Role Playing
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calculate they'll find.

Joe Public

With a bit of luck, if the game was
finished, the review went well, and it
reached the various outlets, you,
the end user, have a nice new game
to play. The odds are vou didn't
realize the sheer amount of work
that's gone into the cassette you've
just bought, but at the end of the
day, if the game's worth the maney,
and selis well, it's time well spent,

He-Releasss
Of course, this process doesn't get
played out fully when a game is re-
released. The main difference is
that whereas with a full price first
timer there is a team developing a
concept and writing the game, a re-
release doesn’t need any more
work from the programming team.

Of course, artwork is re-worked,
and a different inlay card is
designed, but the game itself
remains intact. Occasionally, a
software house will buy the licence
from a different company (in
essence buying the game), meaning
they are selling as game that was
originally released by a different
label, but most companies release
their old products under a different
label. For mstance, Ocean use the
label Hit Squad, US Gold use the
label Kbox, and Titus use the label
Fox Hits.

From the point of the software
house onwards though, the process
is exactly the same.

Cartzidges

It's probably worth menhoning that
this process is not just used in
home computer games. When a
cartridge machine is réleased, such
as the Sega Master System, Super
NES, GX4000, etc, a hundred or s0
programimer development systems
are released with it. These are

boxes that plug into a PC, etc, and
aliow a programmer to write a Sega
game on a PC, and ‘downioad' it to
a console to test it. The only
difference, then, is the medium the
game is soid on - being a cartridge
instead of a cassette or disc.

Construction Kits

Of course, not all games are
written from scratch, A game is
ysually written in one of three ways:
@ From scratch

Meaning the programmer does,
in fact, start from scratch.
® From a previous release

Take the Freescape senes, for
example. Though there was a lot of
original stuff in the sequels to the
onginal Drfler, the main game
‘engine’ stayed very much the
same. After all, what would be the
point in re-writing parts of a
program that were already written?
& With a construction kit

There are some programming
team that have developed rough
construction kits for the creation of
software, Level 9, for instance, had
their own adventure writing system,
that allowed the emphasis to be
placed on creative ideas within the
plot and characters rather than on
wniting the program from scratch
with each new release,

‘The Future

We've seen how the very first
computer games began, and how
they developed and evolved into the
games we play today. This, though
a little complex, is traceable.

But what about the future? What
do the next few years hold in
gaming technology? How will
concept change? After all, the
technology that runs games hike
Super Cauldron is the same that ran

aliens. Fab. Not exa

such overtures in naff as Roland
In The Caves. S0 how will
techmque change?

Well, we can only predict what
will happen in computer games by
looking at what will happen in
technology, and what has already
happened in concept.

Mult-Users

The first multi user video game was
Pong. | think we can safely say here
that the idea of more than one
person interacting with the
computer at once 1S not a new idea.
When Gauntiet wowed reviewers
with it's fun two player action, it
wasn't really breaking any new
ground. But there were a few
games that did.

One such development, only
really made possible by the growth
of populanty of modems and
telecommunication with computers,
was MUD. This was a MultilUser
Dungeon, designed for people to
ring up [using a modem), and take
part in a text adventure game. What
separated this adventure from the
rest was the fact that the
characters you meet in the game
weren't computer controlled
characters, they were other people
who were playing the adventure at
the time. This has an astounding
effect on the game. There's a
constant input of originality and
fresh ideas from the players as they
mteract which throws the whole
problem of stunted characters with
no real personality straight out of
the window,

This whole concept has since
been repeated many tmes in the
progress of computer games, with
games allowing machines to be
linked (take Power Tetris for
example), but these further
attempts never really matched the
initial success and long lasting
appeal of setups such as MUD

Games. RPGs are a phenomenon that started
during the '70s.

An RPG is simple in theory. A small group of
people (ideally about five), elect a Dungeon
Master. The Dungeon Master then creates a
world for the player's characters to explore,
conguer, or carry out specific tasks in, under
the rule of the DM. Amongst other things, this
world will contain ather characters (controfled
by the DM), that can be fully interactive because
they're controlled by a real person.

Character fighting, spell casting, energy,
strength, etc, are calculated using tables,
charts, and equations. This has always been the
main downfall of the RPG system ~ the
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mathematics. It just so happens, though, that
maths is the one thing computers have always
been excellent at, so it would make sense to pul
an RPG game onlo computer. Why haven't they?

Well, several games have come reasonably
close to the format, such as the Heroes Of The
Lance series, and more recently Bloodwych, bt
all computer RPG systems face one major
problem - a loss of the fully interactive side of
things. S0 unless artificial intelligence is
mastered, we may never see a tully interactive
computer RPG,

Scrolling

Take Space Invaders. You're there, shooting

ly going anywhere,
though, are we? So what happens if you start
the whole thing scrolling, 50, in effect, you're
going somewhere!

It was this action that gave way Lo some of
the greatest classic games of our lime.
Defender is just a horizontally scrolling Space
Invaders, with a few tweaks hera and there,

Strategy

Ohick. It's the one side of computer gaming

that has traditionally turned avid game fans

stone cold, Why? Well, no-one's guite sure. You

may think ‘Well, it's because games like that are
se, why do people




With the steady increase in
reliability and speed of national and
international communications, you
can expect to see a few further
developments in the MUD held
mcorporating graphics, and
hopefully a itthe bit of action.

The possibilities really are
endiess — imagine playing Elite, and
flying against a real person who's
sitting hundreds of miles away,
Imagme flying along, and every ship
You pass is a real person, Need we
say mora?

Technology

So how will technology develon?
Vell, this is probably quite easy to
predict. You see, there are two
main considerations when looking
at computer technology from a
programmer's point of view —
speed, and capacity.

All computers are timed by
some kind of internal clock. Though
it's not a clock in the conventional
sense (it doesn't actually know the
time), inside your CPC is a quartz
crystal, oscillating fast enough to
produce a frequency in the MHz
range. As far asthe CPCis
concemned, this frequency is
converied into electronic pulses
every 300th of 2 second.

This clock eould, quite
obviously, be upgraded. If you were
to replace your CPC's crystal with a
unit that produced a higher
frequency, the rest of the internal
companents would freak out (not
being designed or built for an
increased speed), but faster
crystals can be used when
designing new computers. The
basic rule here is that the faster the
crystal, the faster the machine - a
machine running on an 8MHz
crystal will run twice as fastas a
similar machine using a 4MHz
crystal. This increase in speed can
already be seen in some console

The point 15 that tor any game to be in the
least it challenging, it must make some
demands on the plaver's strategic skills. If
thera's no challenge, there's no game, The

machines and many of the more
powerful home computers, so just
think what you could with, say, a
Mega Drive that ran at twice the
speed - twice the number of
animation frames, faster moving
games that don't suffer flicker ar
rough animation, the possibilities
are endless,

Capacity takes care of every
other feature of a computer game
that's not accounted for by speed.
With new advances bemg made ail
the time in the amount of memory
that can be stored on a chip,
methods of storing data; and
systemns for effective information
compression, games terally keep
Erowmg in size ~ with more
backdrops, larger playing areas,
more bad guys, more levels, etc,

You see, everything elze, in the
end, comes down to ether speed
or capacity. Music, for examiple,
relies on both, requinng vast
amounts of memary to store an
average tune, and a large amount
of processor time to get it out
through a speakér. The same can
be said for amimation, which also
requires memory to store exira
frames in a sprite’s movement, and
more processor ime to display
these extra frames

Real Environments
Iy miany- ways, real environments
have already been realized by the
computer markel. In many arcades
today, you can play Virtual Reality
games, These may be racing
games, or more Drillenshstyle
games, but they are beginning to
imitate real environments.

A real environment, you see, is
not a simple as it seems. To create
a real environment on computer,
you don't actually have to create a
reéal environment = you merely have
to present images, sounds, etc, to
the user in the way that they would

So who's left? Those who enjoy the
challenge, and prefer to play mental games
rather their counterparts that test reflexes and
co-ordination. There 15 nothing wrong in this
Strategy games are fun in the sense that pecple
do emoy playing them enough to write them. 's
really just a case of whatever ights your candie!

probiem only anses when a game 15 served as .a

pure chunk of sirategy, with no aclion as

enterlanment. These games raly wholly on the

user enjoyng the mental challenge as opposed
e, Be it Chess, Bndge, or the
omme, unless there’s an element

screaming i the other direction.

mes players will run

Two Players

The whole concept of more than one person

playing a computer game at once has really
broken a lot of fresh ground of late. Starting

Ciarune (D)

be presented in & real environment.
Hence the VR helmet — a headset
containing view screens in front of
the eyes, and speakers for- sound.

In effect then, the only thing
halding VR back from imitating a
real environment perfectly is the
graphical abilty and processing
speed of the computer running tha
environment: As graphical
capabilities and storage systems
improve further, though, the detail
and complexity of possible virtual
worlds rise with them.

Artificial
intelligence

One of the main selling points of the
MUD systern was that characters in
normal compuler games are always
incredibly false, incredibly stupid,
and incredibly starched.

This isn't a product of bad
programming, but a product of the
hmitations of ant electronic Circuit
to emulate a real personality. Once
we create a computer that can
achieve this, we've created
artificial intelligence.

Contrary to popular behef,
artificial intelligence s not about
making computers think . The only
criterion for Al is to make a
computer respond to stimuli in a
way that it would if t were thinking.
This does seem to break the
problem down into 2 shghtly more
stomachable chunk. After ali, the
most you can say about anyone is
that they act as if they would wers
they intelligent.

As research continues into this
rather tricky field, and advances are
made in techniques of programming
Al, the computer game industry
sees advances, if watered down a
litthe, in the form of mare
interactive characters. And when an
atien tries to outthink you in
combat, you know thing are getting
just a iittle too deep. @

By now, the idea has been used in puzzie
games (take a look at Power Tetris), beat-'em-
ups (Double Dragonl, platform games {Bubble
Bobble), and just about any other genre you
can think of. The whole idea of competing with
your friends m an alternate reality has an
obwious appeal.

Of course, tnends don't always have to
compete. Take Bloodwych, in wihich you can
journey round together, or separately,
depending wholly on how you feel at the time.
It would take a certain amount of
co-operation to actually complete the game,

ompleting it doesn't always have to be

Your mam aim, goes it?
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energy will be focused on the acquisition
 of a key and they might well ignore a hat if they
hﬂr When they find out the lock was activated
y Mlﬁ&m They'll stick pins in
models of you. They'll send letters of complaint
to AA about you. You'll find yourself being
snubbed at social gatherings. Eventually you'll
have to change your name and retire to the
Hebrides. When you get there, people will say
‘Aren’t you the hatJock fellow? and you'll die poor
and unloved. Don't do it.

Puzzles need to be logical and soluble, but
not necessarily straightforward. Let's get back to
the locked door, You need a key, but just walking
round the corner and picking up a key wouldn't
be much of a challenge. Try to think of some
clever way of getting the key. It's not a bad thing
to leave your player completely stumped if they
say ‘Yes, of course, how clever’ when they find
out what's going on. Anything to do with hat-
operated doors, though, and you might as well
kill yourself straight away.
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sort of weight system, or maybe a maximum
number of items that can be carried.

As you can see, the list is pretty simple and
doesn't include very much superfluous stuff. The
puzzles aren't especially complex either. But it's
just an example. What do you want for £2.95?

Any road, although we started thinking about
plots and such when we started, it's not really
until we get to this point that we can start pulling
things together. So next month I'l be trying to
round everything up and give some overall
picture of our little game, together with any other
general thoughts that occur to me. But now it's
over to that Simon chap...

The techie bit

Cheers, Tim. Objects. Right. Each of Tim's
objects has a name, a description, a starting
iocation, and a few notes saying whether it can
be picked up, how much it weighs, and what it
actually does. We're going to store most of this
in variables, in much the same way that we

."auishm hat with & hymllf

mmmmmﬂmtﬁEahﬂtdhmv
the variables for the rest of the game are set up:

300 Seb-up-variables
310-DIN-wi(40)

320+ locz16

330.DIM-acc(16,4)

40 -FOR-a=1+10:16

350-RERD-a ¥

360 -a8=BINS(VAL("4"+a$) ,8)

178 -FOR-b=1.1T0:7-$TEP- 2
360-acela, ((hel)/2) )=UALC"&x" tNIDS (ad b,
2n

390 NEXT-b

400 NEXT+a

418-RETURN
420-DATA-28,22,22,02,46,02,08,08
430-DATA-a8,12,2a,Ba,20,02,80,80

All we need to do now is insert our little object
variable reader routine at line 401 onwards:

401:DIM:objt(16,5)




402/FOR 0=l -T0-13
403 FOR 321705
404 READ - o ji{o,5)
405 NEXT 5

408 NEXT 0

And the data at fine 431 onwards:

431 DATA asvashing machine, machine, 1,8
432-DATA" Tt looks: 1ike-a rather ordi
b E o ERERR washing mackine, « I bet you-cou
Id-put: -« some-washing  in-there, -It:alse
‘hassaroo-slot for-coins and.a-draver fo
reuashing powder.”

433 DaTA-a-chair, chair, 1,8

424:DATA-" <« It%s:a-dodgy-looking plasti
¢-chair, - -but-you could-probably-sit-on-
it."

We've only given you the first few lines of
data, as it's just a repeat of Tim's table, butin
program form. Space prévents us from printing
the whole of Tim's list, so you'll have to wait for
us to put the whole thing on a later covertape.

There are a few things to note here. First,
objects that only become available to the user
after examining something else have an object
locationof 17. This.is not a real location, buta
nice place to store everything that shouldn't be
on the map just yet.

Secondly, we can freely alter any object
information. once the game isin progress, as it's
been read into variables at the start, and will ba
accessed via the vanables throughout the game.

Third, the location we'll be assigning o the
user's pocket will be 255 (no real refvence, just a
number). The need to give objects locations that
don't show up on the map is obvious — you don't
want to be carrying something that stays in the
place you should have picked it up from.

Fourth, this system is for objects. Do not
define anything even vaguely alive using this

-
1 object

Here's a list of some of the objects from the
game, set out like this {for the programmer:
Object
Description
Starting location
Weight
Notes for the programmer

a washing machine

It looks like a rather ordinary washing machine. |
bat you could put some washing in there. it

also has a slot for coins and an drawer for
washing powder.

Launderette (1)

It can't be moved, It needs to have washing
powder, meney and some washing in it before
i work.

a very nice packet of washing powder

it looks like just the sort of thing you need to do
the washing with.

Washing powder shop (6)

Waight 4, unless it's in the laundry bag, in which
case 0

It needs to be bought from the shop keeper
person. i the player hasn't got the money from
the kitchen AND the living room, a warning 'You
probably won't have enough money to do the

system, because the user will be able to type
EXAMINE GIRL (dodgy), PICK UP GIRL {risky), or
even TAKE GIRL (will WHSmiths stock this?). We'll
do characters some other time,

Right. We've got loads of objects scattered
around our map, and we need to interact with
them. The three main commands we'll be adding
to our game, then, will be TAKE, EXAMINE, and
DROP. Wa'll also throw in an INV (inventory)
becalse we love you.

“Okay, once we've added all the object data,
and renumbered the program, the line that marks
the start of the description display routine (called
whenevér a room description is needed) is 760.
The listing looks like this:

768’ «Bisplay:roon-description

790 -RESICRE- 838

TER-FOR:az1:T0loe
730 READ 4§

800 NEXT a
B10FRINT-d4

820 RETURN

Tor dispi_az.r which objects are in the room, we
add the following routine at hing 811:

g1l #1o=8:PRINT +"You can-see "
B12:F0R-0=1:70+ 16 ,

813-1F UAL(ohj¥l0, 30 h=1oc THEN - FRINT - ohyj
o 00, "aflesl :
814 NEXT 0 7

815 IF- £ 19=0THEN-PRINT "nothing-of inte
rest, 10010820

~Bi6 PRINT-"but -not -much-else."

As you cansee, it was really quite simple. The
flag (fig) that is set when an object is found to be
in the room is simply so that if there are no
objects in a particular location, the sentence can
still be rounded off neatly.

So now you can wander round the map and

washing’ should be given when they attempt to
buy it.

some coins on the table

My, my, s=ome money. It's in your house so it
must be yours.

Kitchen (7)

Weight 1

They can be moved.

a note

it's in your handwriting. It says, ‘Don't forget to
buy a laundry bag.'

Kitchen {7}

Weight 1

It can be moved, but why bother?

another pile of dirty clothes

It looks like another heap of your filthy clothes.
Bathroom (8)

Weight 5

It can be picked up, only if the player has a
laundry bag or isn't carrying the other pile of
clothes. The warning “You need a bag of some
sort’ should be given.

laundry bag

it's a bag for putting laundry in. It looks like it
might be just the right size.
Laundry bag shop (14)

TUTORIAL 1"

look at all the objects in the particular rooms,
You'll notice, after about three moves, that the
text does seem ta recurr (you'll continually see
the phrase ‘but not much else’), and this could
be fixed at a later date to pick any one of several
possible strings and print them.

The other problem you may come across is
the fact that words may be split over a line, or
whole chunks of text will just skip onto the next
line down. This doesn't exactly look all that
beautiful, but bear with it - this is just the bear
bones of 2 game, remember. At the end, we'll
probably run an episode on fidying everything up,
s0 cross your legs and wait for a few months,

Right now, though, we need fo insert a line at
the parser to patch in our fake routine. The site
looks like this;

268 IF -wt (1) ="HEST"OR ws (1)="W"THEN . GOSU
B-1148:60T0-118

270 IF wh(1)="LOON"OR w8 {1)="L" THEN - GOTO
<108

280 PRINT":+-Cone:again?"

And we need to patch in anothes fine:

275 IF - wiC1)="TAKE"OR -w#{1)="CET" THEN-GO
SUB-5000:60T0 116

So all we have to do riow 15 create the routine
to pick up the object. Well; we would, but
something tells me we must be near the bottom
of the page by now, so I'd best leave that il
next month. It might be a good idea in the
meantime for you to try knocking up a version of
TAKE - all you have to do is check whether the
object 5 in the room, and move it to room
number 255 (your pocket). We'll deal with
weights next month as well, as | think Il be
getting both pages. Till then. ®

Weight 2. When full of washing 6

It needs to be bought from the shop keeper
person. If the player hasn’t got the money from
the kitchen AND the living room, a warning “You
probably won't have enough money to do the
washing' should be given when they attempt to
buy it.

some coins

Hurrah, you're rich,
Living room {15
Weight 1

Can be picked up,

a pile of dirty clothes

t's a ragged heap of dirty clothes. They all look
like they could do with a jolly good wash. Maybe
you should think about that.

Bedroom (16)

Weight 5

It can be picked up and moved, but only if the
other pile [room 8) hasn't been picked up as
well. It can be put in the BAG.

Other notes

Max weight carried - 9. Iif player doesn't buy a
bag and makes two trips to the launderette, the
washing will be stolen, If they try to wash the first
lat while they collect the second, they won't have
anaugh money or powder.
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from within the pan:kagal tn gat you :nin:, ProPrint, ﬂﬁtilﬂhﬂtﬂhﬂﬁthﬁlhh
e p—— &

Contact ~ For acopy of ProPrint, send £15,99 along to
; ' Campursoft, at the following address:

Rmnﬂhgﬂmhmdsmacﬂwdm Campursoft
Eﬂﬂmﬂkﬂﬂmmm 10 Macintosh Court

Sentinel Software Wellpark
41 Enmore Gardens, East Sheen _ Glasgow
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UNITRADE SUMNER 1
SPECJAL

AMSTRAD NC100 NOTEPAD

| COMPUTER

WE ARE OFFERING THE AMSTRAD NCI100 (SERVICE
STOCK), FULLY BOXED, COMPLETE WITH

BATTERIES, MAINS ADAPTOR, USER INSTRUCTIONS
AND CARRY POUCH FOR THE UNBELIEVABLE PRICE OF ONLY

£99.99!!

(RECOMMENDED RETAIL PRICE: £199.99

YOUR NCI100 CAN BE DELIVERED WITHIN 24
HOURS OF PLACING YOUR ORDER WITH US BY
CREDIT CARD (IF PAYING BY CHEQUE, PLEASE

ALLOW 4 WORKING DAYS TO CLEAR)

ALS©© AVAJLABLE
AMSTRAD 9512+ DAISY WHEEL PRINTER

BRAND NEW, COMPLETE WITH MOTORISED
PAPER TRACTOR FEEDER, SOFTWARE AND
INSTRUCTIONS (ONLY SUITABLE FOR THE 9512+ |
COMPUTER) |
CAN YOU BEAT UNITRADE'S PRICE OF J

£39.99?

RETAILS @ E129.99

ALL PRICES INCLUDE VAT, PLEASE INCLUDE £7.50 PER ITEM FOR NEXT DAY DELIVERY

*++ VISA/ACCESS ACCEPTED ***
PHONE: (0630) 655797/655801 FAX:0630 655683

UNITRADE , UNIVERSAL HOUSE, TERN VALLEY
BUSINESS PARK, MARKET DRAYTON, SHROPSHIRE

IT'Ss BYE NOW...

When we announced aarlier that we were to

When the MULTIFACE was launched in 1986,
it was an outright winner. No one has ever
come up with such a powerful, useful add-on.
Labeled the ESsENTIAL CPC coMPANION, this
MULTlpurpose interFACE proved to be an
absolute Godsend for the Amstrad CPC users,
Remember the first disk drive on the CPC 4647
Suddenly the loading took seconds rather than
minutes from tapes. Except that there was not
much to load - very lite had originally been
released on disks and there was no facility to
tranafer programs from tapes to disks.

THE SAVIOUR

This is one area where the MULTIFACE saved
everything - literally. The black magic box could
stop anything any time and SAVE it to disk or
tape, When the 6128 came with a built-in drive,
it was left again to the MULTIFACE to do all tha
transfarring - and fo perform other miracies...
So, in case you just came from Mars; what
does a MULTIFACE do? First, it sits at the back
of your GPC, its magic button always ready.
Prass it, and the MULTIFACE takes conirol!

ACTION!

Cnoe in action, it freézes averything and it
displays its own menu, Baing fully menu-driven
and error-trapped, you'll probably never need

| the full manual that comes with the MULTIFACE.
Most operations are also enfirely AUTOMATIC,
a0 to SAVE agame once you slopped it, you
just name it, insert diskdape, and press a key.
You can then refurn-and continue the program.
If you get beaten later on, just reload from where
you saved last and play just from there again!
Mo need to.go back to the start all the tima. Or

| even better, the Multiface allows you to POKE

; INFINITE LIVES

| listad in thiz magazme and you'll never loose.

| The MuLTiFAGE comes with a built-in TOOLKIT

| that fets you inspect/alter/dump the CPC RAM.
It also has its own BK RAM and 8K ROM.
Many top programs were written with the aid of
the TOOLKIT and the axtra BK RAM. And do
you like the screen shots in this magazine?
They are all produced using the MULTIFACE!

pull out of the 8-bit market, the surge of interast
in the MULTIFACE was such, that we had to
make many more. And not just the MULTIFACE
- we also have the one and only disassembier,

that lets you see and alter what happens any
time anywhera inside a RUNNING CPC program.
This is a unique de-bugging/development aid. It
comes on a disk and loads inside a MULTIFACE.
Press the magic button and the INSIDER will di-
sassemble, find text/code, dump the CPC RaM
to printer, etc. Get it at HALF-PRICE for £7.95!
As this goes to press, we still have plenty of
stock of both the MULTIFACE and INSIDER.
However wa can't go on manufacturing for ever.
The MULTIFACE is terrific value, in fact more
for the customer than for the manufacturer... So

In any case we will only accept orders when we
can supply the goods and we give a full guarantee.
Plus we siill offer up to £15 OFF! mail orders!

You MUST NOT ues our products T copy, reproduce or infings in any vy whatsoever any copynight matersl witheut the permission of the

Al prices are alresdy discaunted and
apply to Mail Orders to 5/9/93 only.

PLUS P&P per item: UK /Europe £2 Overseas £3.

cepyright awnear, We do neither condens nor sutharise the use of our produce for the repraduction of copynght matesnisl - te do so e ILLEGAL)

| order a MULTIFACE 2 for CPC 464/6128 ] per-e8 £34.95 or for CPC +[] -sesse £34.95

RODOS[ Jesees £14.95 RODOS XTRA[ lesss £4.95 msmEnD_e_!g.gu_f_?.s& s X :
l enclose a cheque/PO/cash for £.......ccc0ne ordebitmyAccessVisalNo.| | | | 1 I 1 I 1L L L1 1 I || | card EXPivusananivane

S L [ T e e e e e e e Tl s e T R e L e T I T T e sl

LI T

ROMANTIC ROBOT, 54 Deanscroft Ave, London NW9 8EN & 24 hrs M === 081-200 8870 & AA
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Technical

Richard Fairhurst is our mate,
He writes the Techie Forum.
He tried to hold a meeting
But he didn't have a quorum.
(I've told you once. Out! - Ed)

Assembly defects

| have a 6128 Plus and Arnor's Maxam.2
assembler on disc for CP/M Plus&lbss great for
editing listings, but | have.a problem when it
comes to loading and trving out m¢ programs. |
have tried some of Andy Price’s routines-and
Simon Forrester's bouncing ball routine (AAS3)
and some listings of my own: They all assemble
without errors or warnings, but the computer
crashes when | CALL #4088 (all the routines
originate from #4068}, | did get one roufine 1o
work; though:

fve tried loading all my other programs in this
way, and by issuing SYMBOL AFTER 256 (o collapse
the user-defined character area), entering MENORY
RIFIT, loading dummy input files with OPININ, and
loadmg with LOAD* i lenane . CON® , 84068 (which
usuatly givesasyntax error), but nathing seems
to work. The computer always crashes: after the
CALL. | have used my Multiface 2 to checkthe
area just above 84088 after loading the routines,
but it 15 full of zeroes, indicating that the
computer hasn't actually loaded the data.

| wouid also be grateful if you could explan
what BDOS is, if it is any use and how | can
access it. Is it ondy available under CP/M Plus?
Also, how do you get a machine code program of
your own to run under CP/M?
Paul Yates
Bolton

Wl

1 Lspos:,3
Id fqenss.d
14 Gudista
14 tedist.a

iatpreal] 81O
MITEN Losate
14 2,808

(Never mind about a caption. I'm offering
£5 for the best rhyme for ‘Fairhurst’. - Ed)
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As you say, Maxam 2 is 2 CP/M Plus assembler.
There is a difference between AMSDOS and
CP/M Plus files: all AMSDOS files have a header.
which contains information about how long the
file is, what type of file it is, its execution
address, efc. In conlrast, this is all reflected in
the threedetter extension under CP/M Plus (.COM
indicates a runnable CP/M Plus command,
starting and executing at 8100, for example), so
there is no need for a header,

The only AMSDOS hles which don't
need a header are text files. Maxam 2 has
generated a file without a header (as it's
designed for CP/M use), so when you come
to load the file into memory from BASIC,
AMSDOS thinks that the file 15 a text file, and
consequently refuses to load it directly info
memory. This explains the ‘Syntax error’ and
absence of any successfully loaded code.

Try reading through your Maxam 2
manual to see If there is any way to generate
AMSDOS-type files with headers on (using the
extension .BIN may help). Alternatively, the
following listing will load in-any headerless disk
file to the address specified: type CALL
4AF08,"filename® ,address - the code is
fully relocatable.

e SRR

16 FOR nzAAFD@ TO RAFZF

2B READ a¥: POKE n,VAL("3"+at)

38 NEXT n

48 DATA DD,GE,08,DD,66,81,E5,DD,6E, 02,00
,06,03,46,23,5E

50 DATR 23,56,EB,11,66,00,CD,77,BC,D1, 06
JES,DD,EL, DD, 36

&8 DATA 41,FF,DD,36,42,00,E8,CD,83,BC,C3
. 0h,BC,00 00,008

Save our screens

| have been leaming machine code for about four
mionths, and | have used it in my program
Death's Dark Dungeon to print the 20x20 level
map to screen. During the game | wish, when it is
paused, for the instructions to come up. When it
is unpaused, | cannot reprint the level because
some of it changes. | need to save the screen: |
have tried, but | just can't get it night. Please
could you print-a source code listing to save the
screen to memory below 30000,

Also, how do you redefine ASCHl characters
from machine code? And how do you redefine
colours in maching code - the equivalent to
INE 1,1 or whatever?

Simon Crabtree
Northallerton



The screen takes up 16384 (#4008 bytes in
49152 #Co08). So all you need to

10 screen is (o copy these bytes lo a
safe place, and to restore it simply copy them

e £80 has a useful mstruchon = LDIR = K
ea of memory (BC bytes long) pointed
to by HL to the area al DE.
save the screen as lollows:
Id be, 16384

1d de, 13080

Id h1,49152

Idir

To restore the screen,
1d de, and 1d kl.

To redafine inks, use the Airmware CALL al
dBC3¢. Load & with the ink you want to change,
and B and C with the two colowrs (0:26] that the
ink iz fo flash between. For nondlashing inks, set
B and € to be the same. Then CALL 4BC3Z. (To set
the border, use the CALL ai #BC38 — obwiously, you
dont need to set i tor this.)

The first thing you need o do before
redefning characters is sel up the character
table i memary, which will be filled with the
existing definibions (just like 2 SYMBOL AFTER
command), This is'done by setting BE 1o contain
the code of the first character to be redefined,
and L to contain the addrass of the table. Then
CHLL the frmware routine at ABEAE.

memaory from

back. T}
COPy an ar

You could use this to

swap the values after

Yo Loki. from A
latter, :

I've also sent a letter to US Gold, asking
them about the delay on Street Fighter II. He
hoping!

Watch out for my first demo, too!

Tate

The raster principle 1s a very usefl

to grips with for any .hprr-.-:_z-; da !

There are certain facts you need to know fo

understand it, most importantly, how the picture
ol see on your screen is displayed. A smal

electron beam lights up each pixel on

ine and

~h hne

r momitor, starting with the
ending at the bottom, and drawing
from left to nght. At the end of each line, the
electron bearn has to return to the left of the
screen, and at the bottom of the sc
phase known as frame flyback’] it h
maove back up o the top.

Tn-: ’}ﬂ"',!‘_'lE"rS 50 times every second, wit

2gn (in 3

hat a certam ;.HP )
executed while the electron beam
point on the screen: so,
screen line, you could change ink Ot
example) bive, then on the next Ime bright blue,
with sky blue on the next line, followed by

cyan an the line after that. If you then reversed

You can then redefhne characters one-by-one
This is achieved by sethng & to hold the
appropnate character code and HL the address
of the 8-byte matrix table {containing the same
values as you'd pface in a BASIC SYNBOL
command), then caliing 4BBAB

Access all areas

After perplexing for ages, I've given up, and need
your help. | have a database of 500 or so small
items, held on disk, and two problems,

L. It | want to read the nth item, my program has
1o read n-1 ftems to gt to the one | want,
starting from the beginning each time. If | want to
read the 400th item; this 15 a ime-consuming
affair. Instead of storng the information senally, |
have to make it ‘direct access’, but how the heck
dail do this?

2. When it comes to sarting the above info, my
pocr o' computer freezes every 50 often while it
has a quick think, | presume it's doing a garbage
collection, but this can take up to 3 minutes
sometimes, causing a sort to take about 15-20
minutes. ['ve tried the following code

ITAPE: OPENOET ®d™: MEMORY HINEM-1: CLOSEOUT:
IDISC but this doesn't really help — only when
saving or loading. Trying to be clever, and not
really knowing what | was doing, | tried increasing
the 1 after the MENORY command, but I'just

gallery

ths i of ¢
Id b, 4FS
A1 im a,(e)
rra
Jr ne, £f1

place. You c

3, winch means that
a d.HPrHr tp

ecuted (an

had to turn interrupt
to stop the C

again, but replace the C
(store at 838) with your ¢
interrupts b ~ they're disabled as

yn, which simply puts
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knackered it up even further.
| just cry out for heip!

C J Locke

Chelmsford

One of the biggest failings ol

can't cope with random-acce

you require (the other failing being i
Adding such faciities to

it 1s possible (| remember an extremely long

anly three disk formats). J
machine code histing in Popular Computing
Weekly in the mid-80s), but very difficult and
fraught wath incompatibiity problems

The best way to get around it is to hold al
your data in memory, which can be randomly
accessed, onky accessng the disc to load at the
beginmng of a session and save al the end, 500
items may stretch the memory of vour CPC a
little — i you have a 6128, try using Bank
Manager, the program supplied on your system
disks, to store the data in the extra 64k,

You could spit the data up into a number of
fifes, which would mean that instead of «
the single data file and reading to the 400th iem
you store the data in (say) fles of 100 items
each and read from the appropriate gne. The
mast drastic solution is o use a different
programming language runming under CP/M
which does support random-ac

DEerng

cess filing

pt routine 1s entered - and returns.
can do this as fo
Id hi,&CIFE
14 (&38),hl
| ":-It way, you can wait for one of the six
v [0 occur, using he
| be back in time.
n men.'.Jrn, it's difficult to
u write to Teche Forum
what you're doing, I'll take
ay be interested to know that the
e Artificial Intefligence has just started a
1, intended both as a tutonal and to
5 (19 Lee Street,
‘ ¢ WFI5 6DZ).
to see an emerging British demo
ast (aithol g*r readers, n'r:m tbe fﬂ-,:l ed

know
wi : h .'C}

a look

demos aré |

r_: JP derive ,u

Just pull on your coding trousers and get
to it. Maybe you'll produce a masterpiece.

August 17 AMSTRAD ACTION
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Microsoft BASICR0 {available from PD

libraries) might help, or you could take the
) ¢ to learn a completely new
language — C, for example,

From your garbage colflection problems, it
sounds hke you have a 464. BASIC 1.0 has a
7 fault in that it carries out this process
much too freguently, and reserving a file buffer
(as you've fried to do) won't solve the problem
except that BASIC won't need to do a garbage
collection to set up a new file buffer every time it
wants to access the disk. If you've considered

upgrading with a 40025 chip to BASIC 1.1, now's
the time to do it

If you have another CPC, or don't want to
upgrade, your problem is with the sort routine. In
particular, if you're usng a bubble sort, this is a
highly inefficient method of sorting and requires
many transactions {and hence plenty of garbage
collections). A shightly modified version, the
delayed replacement sort, will give better results.

As you know, a bubble sort works by taking
each iermn m turn, and fincing the next tem in the
list with a lower value: the two are then swapped
around. This is repeated for each item in the list.
With a delayed replacement sort, you search
through the list to find the item with the highest
value, and swap this with.the last lem that hasn®
been sorted. This means thal the area stillleft to
be sorted s dyminished by onéatent.

Even greater savings will be found if you use
this with the Bank Manager, because that doesa't
need ta carry out any garbage collection. You
could also try @ maching coge sort routine, 'such
as that found in the book Master Maching Code
on your Amstrad CPC 464 & 664 {from Sunshine
Books, now out-ofprint: ISBN (-946408-80-7),

Audio/video

In AABE you did a feature on the Videomaster

Diskussion

Thanks for a great mag
have a 464 Plus and follower
in AAS0: it all went okay!

A couple of week 3
Software disk drive. | now
to put forward.
1. How do | transfer multiload § Vorth
and South and HeroQuest to disk? The Multiface
doesn’t do this because it only saves what's in
the memaory.
2. Inissue 91, you pointed out that a certain
wire had to be cut when connecting a disk drive.
Do | need to do this?
3. When | format disks
on. How do T'increase this? Magic DOS
works on a B-drive.
4. Where can | get games on 3.5°
5. Where can | get a word processc
the 4647
f. Are you going to print some more Multiface
cheais?
7. Sometimes the top
screen goes all disc

blah, biah). |
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which looks really good. Unfortunately, it shows
you the side view of a 464's audio connections,
which look nothing ike mine. In fact | don’t have
an audio output on my 464; on the rear panel |
have a monitor port, a 5Y DC port, 2 floppy disc
port, a printer port, a user port and an /O port,
whatewver that is. Does this mean | will not get
sound coming through the telly?

| subscribed to AA and got a free Cheat Mode
book, | don't have a Multiface. | have tried to type
in the poke listings on five or s different games
and type RUN and the small ENTER key, and | get
nothing. | would ke to get a Multiface but don't
want to spend money if it won't work
Donald Sinclair
Clydebank

Amstrad fiddled around with the case design of
the CPC a number of times. On early 4645 like
yours, all the connections are on the back:the
Y0 port (Input/Output] is the audio output which
yvou plug into the Videofmaster.

Are yourunning the pokes correctly? You
shouldn't hold down CTRL and press the small
ENTER key as you would usually to load a game,
but instead simply type in the word RUN (no
inverted commas afterwards) and press ENTER.
If they don't work, you've made a byping misiake
somewhere, Multiface pokes are very easy to
enter if you follow the instructions, so there
shouldn’t be a problem if you buy one.

Real errvors

| am writing a set of RSXs in machine code to
provide.certain extra facilies for BASIC, such as
box drawing. My problem comes when | need to
generate an error: | can print *Syntax error’ and
return, but the BASIC program calling the RSX
just carries on after this. |s there any way in
which | can create a proper errar, ke BASIC's

this? Is there some
lain Heard
Milton Keynes

ERROR command?
Bobby Welch
Exeter

There i5 an address in the BASIC ROM which wall
perform the requisite task. All you need to do is
setl the error number in A, and CALL the routine
The address is #CR33 for the 464 (BASIC 1.0)
and &CPSE for all other CPCs (BASIC 1.1). So, the
following would generate a Syntax error on a
464:

14 a,2

rst 3

dw far

ret

du &CA33

db @

A quick and easy way to check which CPC is
being used s to find out the conlents of memory
location 6. Iif PEEX(8)=17E, then a CFC 464 is
being used.

What to do with a
Spectrum '

am an .owner of a CPC 464 and a Spectrum +3.
| have tried with no Juck to sell the Spectrum for
about two years to enable me to buy the memory
expansion and disk drive for my CPC. | was
wondepng if, by any chance, the disk drive from
the +3 could be removed, re-cased and used as
the disk drive for the CPC. | was also wondering
il the memory from the + 3 could also be installed
into the CPC.

Marianne Tucker
Wiltshire

far

it's not just a matter of connecting a disk drive to
a 464: you need an interface, too. Try ‘phoning
Siren on (061) 724 7672 and ask them if they'd

g placed

sakers),

And here's a picture of that Siren disk




give you a discount off their first drive
package if you supply the drive mechanism
from your Spectrum,

Even worse news with the memary: there's no
space inside the 464 to fit any extra memory, so
there isn't much of an alternative to buying the
extra memory. Sorry!

Top Tips
Spring fever

For the past two years fve had problems loading
games on my 464 Plus, especially covertapes.
Martin Henderson who wrote into AABS was
nght, but there is an easier way to rescive this.
Basically it is the spring on the gject which is oo
tight. By opening up the computer and locating
the V-shaped spring you can fix this.

Just pull the spring together <o that it is not
50 long and it will loosen the grip on eject so that
the tapes are not held so far away from the
heads. Don't laugh, it really works and it's easy.

To add something to this, | have located
North and South. | know many of you have been
looking for the game and have had no luck, My
local saftware dealer can order #t within two days
and you can contact me (0908 6761 46)if you
want to order a copy - disk or.cassette.
lain Heard
Milton Keynes

Thanks wery much: f'm sure 464 Plus owners
everywhera will be grateful. Be careful not to lose
the sprvig while attempting thes tnck, though...!

Tasword tip

When printing krom Tasword, if, ike me, you get
fed up with selecting ‘S' for single-sheet paper
every time, just enter the following line after
selecting ‘B’ to enter BASIC, and save it:

75 POXE p+M4,83

CJLocke

Chelmsford

Plus (two)

A reader in AASO said he had troubles using his
Multiface 2 on a 464 Plus. The problem could be
the one | had: to make the Multiface invisible, you
must press the red button as soon as the
computer 15 switched on, when it asks you to
press 1 or 12, If you press the button while in
BASIC, it will try to access a tape recorder and
crash the machine, Also, if you want to check the
memaory while programming in BASIC, you must
enter 18 GOTO 18 and run before pressing the
button, to avoid losing your program

P J Yates

Chelmsford

Polyfilla

Filling an area of memory with a byte can take
quite some time if you simply use a machine
code loop. Our old friend, the LBIR instruction,
can do the task in much less time, Say you want
to fill all the addresses from 44868 to SFFF with
the byte 488. Here's how you'd do it..

juality print on a

Id hl,&40600
Id de, 24001
14 be, k1FFF
14 Chl), 480
Idir

How does it work? First of all, you initialise the
slarting address (here 84800) with the byte. The
LDIR instruchion comes this to the next address,
840a1. it then proceeds to copy the byte from
#0601 to the address after that, 44082. .. of
course, 44881 has already been set to 488 by
the first stage of the LBIR nstruction — and s0
it 2oes on.

An even quicker way to clear memory is (o
disable interrupts, set the stack pointer to the
top of the area that you want to clear, set HL to
the appropnate value, and PUSH HL lots of himes.
This is a bit fiddly for most uses, but if you're
coding a whizzy shoot-em-up and speed is of the
essence, you might find it useful

ROMDOS revenge

if you copy a whole load of files onto a ROMDOS
256 directory entries format disc (such as one
formatted in D20 format), using Maxidos, for
example, you may find (on CATaloguing the disc)
that a number of them disappear and that a
strange 144K file with a seemingly corrupt

B AMSTRAD
CPC

464, 684, §

Hoots mon, there's a moose loose aboot
this hoose. Another classic from the 'S0s.

extra m 1ermaory

filename appears in their place

Don't panic: this happens because the CAT
command can't cope with more than about 140
files. There are two solutions to the problem
either split fles between different user areas, 50
that there are no more than 140 in each, or use
the IDIR command. Alternatively, if you have a
side-swatch, you might ke to use a single-sided
format and put 128 directory entries on each
side. This gives you just as much storage without
the annoyance created by exceeding 140 files

Screen two

A favourite trick of BASIC programmers is to
issue a MEMORY &3FFF command, then flick
between two different screens using CALL
8BCOE, &40 and CALL &BCB6,&CA (one screen is at
44008, another at 4C000)

Don't. Or rather, don't do it in this way. f you
do, your program will work on the 464 and
6128, but not the 664 - and there are still guite
a few of us 664 owners out there. Instead, use
CALL &BCBT,848 and CALL ABCAT,&0H — a small
modification, true, but it works on all machines.

Letters and stuff, please, to: Amstrad Action,
Technical Forum, 30 Monmaouth Street,
BATH, BAl 2BW. Thank you. @
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SRR LB LG | New Age Software

* 800K per Disc * Side Switch

% Multi Compatible + Dual Mode Soundtrakker V1. T (lcrand (PCplus with floppy disk dive)
* Compact Size * External PSU Reqd -'Tﬂ;g',::,mﬁ :';:"l:mf,:;:ﬁl]

* T EAC M Echanlﬂlnﬁ * P ree DEIWE‘:I"}* Soundtrakkor V1.1 & g biod new piogeom for CPC aned (Pplis. fust o few of e possibly pltecrs whidh e be
# # Including FREE MS800 ##* FREE File Transfer Disc %% bl o oo g, o il o o s o s sccnd o, i o a3

peiclace ey oead ful bess, dhectric cutars, rumpesi ofc... Soundtrakionr V1.1 lon vou oducs sepirk pleoes of muiic with ha gesmest
TV TUNERS 64K

of i, 50 mech 50 Mot thoy o hoed B dflessnnato from the doinds of profiisonal gomas
Soundtrakker ¥1.1 he b fobowing lacfue

MP3 ]:,29,95 3 ® | & fiowy propromemable inzmiments @ 16 feeely progmimenble epeggiss (S and mutfple s @ bosdwar ervlops
MP2 PLUS £39.95 DKII‘OHICS & comineinble potiem ol @ oll sosin poiflorm odie @ copy, debide and cul poten huches @ nllime record made
CT1 ClockiRadio/Alarm £1 4.95 £ 3 9 - 9 5 ® itegpried scng compie @ five choion of RAM adchess for the songs. @ strgs con rue mvdupendenty of e cpmutieg syen
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CPC NOW 0353 663030 AMSTRAD REPAIRS

* Flxed price repair on all Amstrad CPC 454 £30.00
modets
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engineers
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Make Cheques/F.O.s payable to CPC NOW
and send to following address:
3, St. Ethelwolds Close, Ely, Cambridgeshire CB6 3AX

* AMSTRAD AUTHORISED *

Quality Assured!
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* Top quality technicians at your disposal needs complete
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40Mb hard drive B Campursoft = £220

Hurrah for Campursoft. The
CPC has waited years for a
hard drive. Now it's got one.

For years now, 16-bit computers and just about
every other machine has had something that
CPC users could only dream about (apart from a
fab computer), This was a hard drive, So what's
a hard drive? Well, you can do either two things
to find this out. You could either read the huge
storage feature we ran a few months back, or
read on ('HI' to all those readers who've just
joined us),

A hard drive is, put quite simply, a disc drive
with a disc you can't remove. The fact you can't
remove the disc means it can be attached much
more firmly to the mechanism, etc. This, in turn,
means that you can store information in smaller,
more delicate magnetic patches, thus fitting
more on a disc,

Hard drive capacities range from 16MB to
100MB, though you can still obtain even bigger
hard drives than that, The physical sizes still stay
pretty much the same, being about two or three
times that of a 3.5" disc drive. So why haven't
we seen such a fab device on the CPC? Well, no-
one's really sure, but it's fairly obvious to see
why no-one’s tried ail that hard - an entirely new
upei'atmg 5ystan1wmlﬂhmetuhemtten to

The Campursoft hard drive (let's call it Herbie
for argument’s sake) 15 a wee beastie that stores
40Mb of data. That's getting on for 50 ROMDOS
discs. Just think about how you could use one:
® Back-ups = If you're into backing up software,
you could use a hard drive ta store an entirely
backed up games collection, meaning you would
never have to mess around with all those
mdividual discs again (originals, | hope).

& Public Domain - Ask any PD librarian. Once
you get a reasonably sized library going, you'll
live among a small mountain of discs. What
better, then, than to take all these discs, and
archive them (maybe using SafeSoft's new disc
archiver) onto your hard drive?

@ Bulietin Boards - For a system requiring vast
amournts of memory (due to the huge amounts of
messages and library software they need to
store), an extremely high capacity storage
system is needed quite badly, really,

® Look, it's a hard drive, okay? You store much
more stufl on it than you would a normal disc.
Work it out for yourselives! Gah!

Ahem., This project was first approached by
Simon Cobb (Siren Software) quite a while back,
but, due to problems getting a CPC to handle
data coming from the drive, the project was
scrapped. The problem is a simple one - when

.nﬁnrrrmhnn 5 sent fmm i_l_hard dm‘e. it“s handhd

HARDWARE 2500

rd Drive

speed. The data, then, is being transmitted far
too quickly for the CPC to process it properly
Think of it as being equivalent to trying to run
MNASA with a ZX81. Whatever the weather,
though, all these problems have been overcome
by various means, and so Campursoft can now
sell you Herbie!

Prices on hard drives are a little overpowered
as well, A standard drive can cost anything from
‘a ittle pricey’ to ‘you mean that much cash
exists?, but Herbie will only cost you a ‘hmm, |
might buy that',

Hertie does have one little thing troubling
him, though - he doesn't get on all that well with
CP/M (hey, who does?), but that should have all
been sorted out by the time you're reading this.
The AMSDOS system is set to work in very much
the same way as ROMDOS {(but with Herbie on
the back), with an obviously much higher storage
capacity, but this does suggest the whole thing
will be very easy to use, and should be available
on power up (you won't have to faff about with
start-up discs, etc).

All in all, we think Campursoft are really onto
awnner with Herbie. If you're sick of fiddling
around with umpteen discs, you really should
think about how Herbie could help you - gu on,
give 'em a ring and buy one. @
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Simon decides it's time to
powder his program’s nose a
little, and produce a sort of

pinging noise.

We've got & little ball bouncing around. Wow!
And we've even got a little bat! Groowy, huh?
But even PD games don't look as bad as the
monstrosity we've got in front of us at the
minute - we need a litte style here,

This month we'll be looking at defining
user characters, and making a few naises.
We could snazz the whole thing up with
proper sprites, but 'm going to leave that
till a itthe it later.

it's character forming

First off then, designing your own
characters. What we are actuaily going to
do s write 2 little program to design the
character in question, and tack it onto
the end of our program. Let's start with
the firmware routies, In BASIC, before
you would use the SYNBOL command,
you'd issue 2 SYMBOL AFTER command o
tell the computer what characters you
will be re-defining. The same has to be
done m machine code, using the
following firmware call:

TXT SET M TRBLE ™ &BHAR
Set the user defined matrix table

and the number of characters in the table. The
table is intiahized with the current matrix sethings.
Entry conditions:

BE contains the first character of the lzble

KL contains the address of the starl of the
new table

Machine code, smachine code. If you don't
understand i, it won't be long until you de.
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Mow, each character is made up of eight
bytes, so the length of the table is the number of
characters multiplied by eight, or (256first
char)® & bytes long. We are defining four
characters (the equivalent of 2 SYWBOL AFTER 252),
5o JE will contain 252, and HL will contain the

address of 32 bytes of

free memary.
MNext, we need to define the character with
the eguivalent of 2 $¥BOL command:

TX1 SET MAIRIX = AEBAS
Set the matrix far a user defined character, If

the character is not user defined then no aclion
is taken.
Eniry condtions

# contains the character whose matrix is 1o
be set

HL contains the acddress of the matrix 1o
set.

And so a routme to define the ball would looks
something lke this:

org MO0

14 de, 252
14 N1, takle

call &bhah

14 a,252
14 Wi, ball
call &bbat

ret

tdb k3c, 846,463 883
db B3, 8e7, &%e,8%c

taible
s 32

The only remotely dificult thing to master is
the way in which the character data is laid out.
I¥'s quite simple n the end, but make sure you
understand t = we won't be covenng it again

A normal CPC character sits on a
menochrome (one colour cnly) grid, eight
sguares across and eight squares high, Once
we've designed a character on that gud, i can
be converted into numbers quite easily, Imagine
the lop row of the characler is a binary number,
the filled in cells being binary bits. The binary
number 15 &xB81111680, In hexadecimal, this reads
3¢, hence the first byte of our data. Subsequent
bytes are merely subsequent rows.

50 now, all we need to do IS replace the
accurmulator value with which we call



§BBSA with the value of our mew character, and
our tacky fittle star become a nice little ball
(who's tackiness is purely due to me being an
abysmal artist). You can do exactly the same
type of thing to the bat, and the whole normal
alphabet if you want, but hey = let's not get
carried away here.

Sounding Off

Ugh. What a naff heading. Oh well, it's got to be
better than ‘Make Some Noise' - magazine
headline 428 (Schaffer's Big Boy's Book Of
Publishing). Whatever we call it though, all we
want to do i1s produce a bit of sound. There are
two main ways to do this:

@ Hardware - using large amounts of technical
and speedy machine code, and writing the notes
straight out to the hardware sound port thing, It's
complicated, and you wouldn't understand it = il
cover that later on in the series,

® Software - using the CPC's inbuilt firmware
commands (just like &bh%a to print a character,
etc), which are used in pretty much the same
way as BASIC's sound handling commands. Let's
take a look at the firmware calls in more detail:

SOUND TONE ENVELOPE — RECEF
Sets up a tone envelope (equivalent to BASIC's
ENT command).

Entry conditions:
# contains the envelope number (1 - 15).
HL hold the address of the data block.

The data table is set up as follows:
0 Number of sections

1-3 Section
-6 Section
7-9 Section
A-C section
D-F Section

Each section is constructed of three values:
1 Number of steps
2 Step size
3 Step length

So everything is pretty much identical to
BASIC's ENT command. Setting up volume
envelopes is just as easy, using:

SOUND AMPL ENVELOPE - &BCBC

The only thing to be careful of is that bit 7
must always be set on the step count byte. If this
is confusing you, just add 128 to the value, and
worry about why another time.

Make a noise
MNow to make the sound.
SOUND QUEUE - &BCAR
Add a sound to the sound queue.

Entry conditions:
HL contains the address of the sound table,
which must be situated between §4600 and &bff{.

The sound table has the following bytes:
0 Channel status byte
1 Volume envelope
2 Tone envelope
3& 4 Tone period
5 Maoise

CPCé128

& Volume
T&8 Duration

So let's cut the wibble and make some noise!
(Tacky, tacky, tacky. — Ed)

org E4E00
linit 841{H1

1d a,l
1d hl,envtab
call &bche

id hl,sndtab
call &beaa
ret

Clutoan. 1

There comes a time In every caption writer's
life when he just says, ‘Enough is encugh.'

envtahbidh 1
db 143,&¢1,18
db 8,0,8
db 8,0,8
db 8,0.0
db 8,8,0

sndtab:db 7
db 1
db 8
du 758
dh @
dh 1S
du 1

You'll see that in the routine we've just
written (well, 've just written), we're only
using one envelope - volume. The value
143 is simply 15 with bit 7 set. The value
of O for the tone envelope signifies that

we're not using one this tme. The duration
counter has changed because were using
the volume envelope, and now states how
many times to play the envelope - once. The
envelope step sizeis 255, because this is

the way in which machine code represents -1
(because zero can also be expressed as 256
as far as 8-bit numbers are concerned).

The one thing you may be confused about is
the channel status byte. Well, we're
constructing a binary number with the
following bit settings:

0 - Channel A
1 = Channel B
2 = Channel C
3 - Rendezvous with A
4 - Rendezvous with B
5 - Rendezvous with C
6 - Hold channe!
7 = Flush the gueue
So to get a sound on all three channels, you
need to set bits 0, 1 and 2, This gives us a
number of 1+2+4, which'is 7,

Nearly done now

There's not really much else fo this, really. You
might hike to try wrniting a hitle tune to throw into
our game (remember the game?), using a simple
little table reference routine to read the notes
from. You can find the full table of notes and an
in-depth explanation of how envelopes are set up
in your CPC manual, or the London School of
Economics is currently offering degrees in
Envelope Studies. Either way, have fun, and
make sure you read the next episode. @
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The Balrog's finally gone
wherever it is Balrogs go,
so we asked Debby
Howard to come along and

say a few words about the
world of adventures.

L

Hurrah.
hold of the games you rave about on a disk
Leltters which is compatible with my Amstrad 6128
Plus? It's hard enough to get my local shops to
Tolls 'n’ Trolis

In Eve Of Shadows, how do you get across the
toll bridge where the troll is? There is also a
game | want where you have to build your own
city, country etc, but | dont know what it 1s
called or where to get it?

Oliver Ovenden

London

Well Cliver, In Eve Of Shadows you need to Put
coin in box' twice, of course first you have to
get the coins, s0 you'll have to go to the

tavern first.

The game you are thinking of is called Sim
City by Infogrames. It's best to phone around 1o
pet the best price for the game. Try the
adverts in this months AA.

injecting Clingons

| have two questions to ask you. What kind of
tapes should | send to Adventure PD? | can only
get my hands on 90 minute ones. Also in AASD
the tip inject Clingon with anaesthetic’
appeared for Smashed. The trouble is | can't
find any Clingon in the first place.

Laurence Boyce

Leeds

You can send either C60 or C90 tapes to
Adventure PD, although you'd better hurry up -
Adventure PD is about to close. As for
Smashed you'll need fo 'follow foolprints’ east,
north, north, north, of where you find the
anaesthetic to find the clingon.

But where? :
Each month | read the Balrog pages of the AA
magazine and my imagination is fired-up about
the games you talk about. But where can | get

stock football games but if | ask them for
something like Helvera, Mistress Of The Park or
Eve OF Shadows they simply stare at as if I'm
‘Erik The Viking' and | haven't got a 'Cluepot’.
Remy Oliver

Wolverhampton

You can get Helvera, Mistress Of The Park
from WoW software, However Eve Of Shadows
is Public Diomain and can be found in most
libraries, It's best to get in touch before
ordering to find out whether an adventure is
compatible the 6128 Plus machines. Check the
‘Where To Go’ section for the addresses of the
adventure specialist software companies,

Stop Tolkien and listen
I'm very stuck in Hobbit, Lord Of The Rings and
Shadows Of Mordor, and | wonder if anyone
can help. First, in Hobbit | can't find the ring.
Secondly, in Lord Of The Rings, I'd like to know
how to get to the end of the game with the ring
and Strider. Third and lastly, how do you get
down the cliff without making a jucy splat at
the bottom?

David Gardiner

Gwent

I'm afraid | can't help you much in The Hobbit,
perhaps someone else knows the answer to
that one. But as for Lord Of The Rings, you'll
need to give Pippin and Sam a jewel each
(keeping the third for yourself), and then once
you've met the three Black Riders, throw your
jewel at them, Pippin and Sam will do the same.
Don't forget to say ‘O Elbereth Githonie!'
beforehand though. With Shadows Of Mordor
you'll need to cut a tree and get the branch
then lever the stump over the chiff.

S —
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Where To Go!

If want to buy the latest adveniures released,
here are a couple of places to look for new
and rereleased software, if you send them a
stamped self addressed envelope, theyll
send to you their latest software list.

WoW Software, 78 Radipole Lane,
Weymouth, Dorset, DT4 9RS,

The Adventure Workshop, 36 Grasmere
Road, Royton, Oldham, OL2 65R.

Lords &
Ladies of
Adventure

if you're stuck in a game listed below, these

kind souls are willing to help you. Please
remember to enclose a SAE wath your enquiry
and DON'T ask for a full solution — you'll
almost certainly be disappointed. If you want
to become a lord or lady please write in with
your full list

Most Amstrad adventures

Joan Pancott tel (0305) 784155 between
lpm and 10pm

Adult 2 @ Can | Cheat Death? @ Dungeon @
Firestone @ Jason & The Argonauts @ Spacy
@ Tizpan @ Welladay

Stuart Mainland, 2 Douglas Road,
Coylton, Ayr, KAG6 6JJ

Avon @ Forest At World's End @ Hollywood
Hyjinx @ Kobyashi Naru @ Mordon's Quest @
Scapeghost

Angela Allum, 22 Point Royal, Bracknell,
RG12 7HH



News 'n’ Stuff
Who's afraid?

Talking of the Balrog, if you're enjoying playing
the GAC competition winner's adventure,
Who's afraid of the Balrog, you might be
interested to know that WoW software are
selling the game ontape and disc. And just in
case you were wondering who exactly Marlon
are, | can tell you that it is none other than two
well respected and loved ladies from the
adventuring world, Lorna Paterson and
Margaret Crewdson. They felt that if they used
the pseudonym Marlon, the adventure would
have to stand on its own merit! | can now tell
you that the sequel is on its way, and of
course that will be sold by WoW software too,

An apology

In issue 93 of AA Ken Dean from Lowestoft
was listed as a Lord of Adventure.
Unfortunately Ken died last Christmas, and will
be missed as a friend. My apologies go to his
wife and his family for any distress caused by
this error.

Find that adventure

There have been quite a few letters in the post
bag requesting information on how to get hold
of some of the old adventures, such as Bards
Tale, Lord Of The Rings etc. | can highly
recommend Simon Avery's ‘Adventure Finder'
service. It works like this. If you want to sell an
adventure write to Simon with all the details
iname of adventure, disc or tape, price
wanted etc). He will then enter all the
information into his database. Then when he
has all that information he can pass it on to
someone who wants to buy your adventure.,

if you're interested in buying an old
adventure all you have to do is write to Simon
lenclosing a stamped self addressed
envelope), and he will send you the details of
that particular adventure. Simon has quite a
few in his database (around 200 adventures),
50 you'll probably find what you're after, and
he doesn't even charge a fee. Write to Simon
at: Grimwold Enterprises, Hamiyn's
Cottage, Old Exeter Road, Chudleigh,
South Devon, TQ13 ODX.

| could do that

Philip Reynolds the proprietor of The
Adventure Workshop is on the lookout for new
authors. If you have written a game that you
think would be good enough to retail, please
get in touch with him, all tapes and discs
submitted will be returned. Address found in
the "Where To Go' section.

Farewell Adventure PD
Adventure PO will be officially closing on the
30th September 1993, No orders will be
accepted after that date, Anyone interested in
taking over the running of the Public Domain
should get in touch before that date.

T've got very few ciues for this section, o if
youd ke to hei;ﬂemmmrm wtnﬁa ,

mmmmmwmﬁm

~ We've hiad quite fiterally ‘a few' requests for
ﬁei;ﬁ:na;h this GAC Umnetitm#mnmg

Stuart Mainland (Ayr}, Jonathan Hoey (Co.
ﬂ;—:wn} aadﬁ.r;l_rfm Lybaﬁi f(:madah fur tha
fﬂ&mng‘ ; ;
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Five on a Treasure
island

To  get onto the kitchen garden you must:
@ Bring Julian into the sitting room.

® Become George and pasition her in the
dining room. :

@ Become Julian again and turn on the
wireless. It will give a storm waming and
Joanna the cook will come in to turn it off.
@ Become George and go westinlo

the kitchen.

® Open the door and go west into the garden.
® Get the onion.and the spade.

® Go back into the kitchen. Joanna will take
you back to the dining rocm.

@ Go to the sitting room and drop all.

Heroes Of Karn
® Drink the white potion to become immune to

] the firegates.

® Get Beren fo kill the bat with the falcon.

@ You can kill the black knught with acid.

® To free Haldir, kil the vampire with

the cross.

@ You can kill the witch with water.

@ To escape from the cefl, give the money to
the guard.

@ Give honey to the bear.

Tizpan

® \When you reach the waterfall type in ‘Enter
Waterfall to get the gloves.

@ To get through the maze go west, north,
north, west.

Welladay
& You'll find the key to unlock the study when

you examine the fireplace in the farm.,
® Once you've entered the study, type in ‘Run

0% 'ﬁ;{}f’:i?ifhén qu hﬁmﬁm@é mmm
-~ examine fhe bushes to get a card to geta.
_ Eﬂmﬁmﬂ%mwm

covertape adventure. Most people seem to be'

 having trouble even getting inside the cave, so

here’s a few things to get you started.

® Inventory, You have a magazine, a mug of
cocoa, and that you're wearing pyjamas.

@ Read magazine. Great, isn't it?

@ Examine door. Big, isn't it? But can you open

® Examine lintel. (What's a fintel? - Ed)

@ Drop all. You're carrying too much to do
anything else.

@ Jump lintel, (Oh, | know what it is, it's
okay. - Ed)

@& Examine lintel,

® Down.

® Get all.

- @ Help,

® Down,

® Examine grass.

@ Examine postbox.
® Examine pyjamas.
@ Examine pocket.
@ Chew gum,

® Get cord.

® Get zum,

® Stick gum to cord.
@ Put cord in posthox.
@ Full cord,

@ Get letter.

@ Examine letter,

@ Change address.
@ Examine letter.

@ Post letter.

@ Drop charcoal,

® Wait (x3).

® Up.

® Examine rock,

@ Hide.

® Wait.

@ Knock twice.

& Wail.

® Enter aperture,

® Now you're inside the cave and you're on
your own for a bit.

-
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Amstrad Action Back Issues

I would lilkke the following back isswes...

UK price - original cover price ® Europe £5 ® Rest of
the world £7 @ Post and packing is £1 per order
Post code _ Phone No o {regardless of size).

Methed of payment (please tick) Please make all cheques payable in pounds sterling to

Access ...J Visa ..J Cllequa J = Future Publishing Limited, and send the whole lot off

Credit Card No | | ' to AA Bargain Basement, Future Publishing,

Expirydate | : '5 FREEPOST, Somerton, Somerset TAT 7BR.
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J lssllas pHARR
Subscribe to Amstrad Action and
get 12 issues for the pric

For the dedicated CPC user
this is a superb offer.

Not only will you get every
issue of Amstrad Action for
the whole of the next year
delivered free to your door,
you're getting two of them
(that’'s TWO of them) for
absolutely nothing. e

And with such excellent 7 e
software on the covertape - el ,
every month, you'll find that
as well as getting the best

software every
month.

* Top news,

magazine around, you'll be
receiving an astonishing
selection of games and
utilities, each one worth at

outrageous comment,
detailed reviews.

+ Games cheats and
technical help.

= Unmissable

H.___.,'.-_,.._'q..-.---—:-u-

least £20. Guaranteed. features, useful

if you do your maths on tutorials.
this one, you'll realise that it < E"""’*“""—"::"'
really is a smart way to save  [uatapiuraty
money and keep up with all
the latest on the CPC.

if you're serious about your
machine, you'll see the
benefits immediately.. i st el ool

AR IE IR AR KD DI B0 10 = PRIV O ER L H S B a LD L TR PN O

Yes! Please enter/renew my subscription to Amstrad Action at the all inclusive price of

12 ISSUES | UK £29.50 EUROPE £47.25 ! REST OF WORLD £63.10
To ensure you receive your magazine and tape quickly and undamaged, all overseas subscriptions are seat Air Mail

M you are an existing subscriber please quote your subscription reference number here - you will find this on your address label _

MY METHOD OF PAYMENT IS 710K YOUR CHOICE TOTAL PAYMENT £

CHEQUE payabie fo Fulure Publisfng Lid

VISA ACCESS caronG ! EXPs

__ SIGMATURE_

e s e Pl e PR e e e UL - — L

Enclose this coupon [together with your cheque if applicable) in an envelope and send to: AMSTRAD ACTION SUBSCRIPTIONS, FREEPOST, SOMERTON, TAT1 TER.
YOUR SUBSCRIPTION WILL BE PROCESSED IMMEDIATELY. THIS COUPON IS VALID UNTIL MST ADGUST 1993 AA/MAG/DB93
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WHY IT'S
SMARTER
TO ORDER
YOUR ISSUE

Amstrad Action has been the CPC world's
strongest and best magazine for the best part
of a decade. It's still going as brilliantly as ever.

However, some of you are finding it increasingly difficult to find the magazine,
This is inevitable, because there are now more computers and consoles, and
therefore more computer and console magazines filling up newsagents' shelves.

The solution is very simple. Just ask your local friendly newsagent to save your
copy every month. They'll be more than happy to oblige. That way, you're
guaranteed your monthly fix of hot CPC news and information, without having to
hunt around for your copy.

You'll find a coupon in every issue of Amstrad Action, but you only need to fill
one in, and hand it over to your newsagent.

We are commited to keeping the CPC scene as vibrant as ever. But that
depends on a strong magazine like Amstrad Action. It's all down to all of us who
know that the CPC is a wonderful machine,

Make sure you aren't missing out on the CPC. Things are happening.

All the best, s

Colin Campbell
Publisher

See page 8
for the coupon.




Another month, another
bunch of free software. We
asked ace reporter and self-
confessed Yorkshireman, Tim
Blackbond to check it out.

RUMBLINGS

Eh-up, by "eck, and sithee. Dust tha' know Ah
come from Dewsbury? Eee, it's grand there. Aye
"Appen. (| ought to point out at this junclure that
Tim didn’t actually write that. But | thought it
would add a bit of character to the whole thing -
some idea of who the chap is that writes
lim. - Ed)

Enve you
this stuff. Anyway, carry on,

After the massive surge of news that hit the PD
scene last month, t"l.l'F'F}'TT‘II'Ij; seems top have
gone guiet again. There are a few stories that
might raise an eyebrow though. ..

The games fanzine, ALIVE AND KICKING, has
gone up 15p in price, making it a whopping
£1.35. With an increase in pages and guality, you
can still be sure that your getting your money's

KIRK EDITOR

By Alan Sharp
G.D. PD Utilih‘as 11
The Public Do

to see a program
sjould actually use on.a regular

wmber o
iseful for that one-
1 ‘The Firth of Farth in
d deleted.
ual features avalable, but
t find in most
: Fur !'-!'A.-.-JI'II|]|E. a I.|u|lt-+r1
can be called up at the press

RDDENTURES
IN 3D COMPUTER

WORLD

Excuse me, sir, | wonder if you would be
kind enough to direct me to the chip shop?

worth in games information. And that address in
full: 3 Causeway House, Kelstedge, Ashover,
Chesterfield, S45 ODW.

Also on the magazines front, Steve Hayward
has passed the editorship of CPC User (The
United Amstrad User Group magazinel on to a
higure from its past, John Packman. Those who
remember Mr Packman from when he was last
the editor can welcome him back with a smile
and cheer, those who don't had better formally
introduce themselves. That's about it, really

of a button. Not .only that, but sixteen lines of

text can be transfer 0 twio separate
A er be ysedas a
copying sections of the
tant notes in that are
ping your

document or {o
needed as refer
: on-screen help
bar that tak es of the
screen there are no less than t '
5. Should you memaorise thi
commandgs, the help bar can be re

g space with which to edit

never miss another appointment again,
Finally, ten macros can be set up to take on
everal comma

(sething up a page w gins

CPUBLIC DOMAIN  €5) |

Public

RODENTURES
IN 30 COMPUTER

LWORLD

Yes, of course. Go past the blob, turn right
at the blob and it's the third blob on the left.

SOFTWARE
REVIEWS

DosCopy

By Andreas Stroiczek

Available from Presto PD and Sheepsoft
Wouldn't it be great to have a program that wot
to MS-DOS format so that

convert your CPC files

ﬂnrutuilm' af oS
o l*..'!:‘lup ﬂ-.,,.;‘shf':

.~1=]'-=:t tption 3-3 10r mare ide
Iitruiuet lal-11tl fuhh!
i am bimg Hiroims
H Jor H’taf.:nﬂ lte alfnatmns

3;15 Wift,
Erlf‘-!;a jﬂp“'

reatia

T!r.hm-.ﬂ Iu
EF pro+

Oh no, it's Attack Of The Art Editors With
Slanty Screen Grabs. Run for your lives!

for a letter is one suggestion for this option),

The Kirk Editor is tast and easy o use - two

e so impoartant for a word
expect it to go as far as
g the behind of Protext or Brunword, For
on doesn’t write much, or just the

plain cl ' G
public demain S word-pro
find. Me further versions might see a more-
polished look to the menus.
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) PuBLIC DOMAIN

ADUENTURES
IN 50 COMPUTER
LORLD

Ah; yes, thank you. | was looking over there
by the blobs, no wonder | couldn't see it.

you wouldn't have to stay until nine o'clock every
night at college doing wark? Well, there has been
this type of program for a few years now (check
Moonstone's CP/M Z2inl), but DosCopy marks the
first one to be flogged for the tiny prices of
public domain.

Apart from Quit and About, the main menu
offers three {useful) options, these being: Setup,
Copy and Format. Copy and Format do just what
the option suggests (discs can even be
formatted to MS-DOS) while Setup allows you to
change the defaults such as 40/80 track drive
and BiNary/ASCIHl transfer,

Although not being as fast at transferring the
data as Zinl, it's a lot easier to use (the whole
program-sits in the memory at once, so there's
no constant disc-accessing) and you don't need
ta boot CP/M before loading it. There is some
bad news - you'll need a 3.5" second drive, but
blame the PC manufacturers for not fitting a 3"
drive on their socalled top-of-the-range machines
for that...

85%

WORMSLICKERS

By Andreas Stroiczek
Available from PD FUN [Games 22)

Adding his say to the current European snake-
game competitions, Mr. Stroiczek has managed
to give us probably the first four player snake-
"erm-up (now, Il just wait for the millions of letters
proving me wrong).

Each player has three lives and starts from a
separate part of the maze. The idea is to fly
around avoiding walls, forcing your best friends
to die and pick up a few of the edible goodies on
the way,

One of the best points of this game is that
running into a wall or another snake doesn't kill
you, you just get smaller. If you manage to turn
away from the wall before you disappear and
lose a life, you can carry on — but this is where
we encounter a problem. The game starts off
fast and then gets faster.

If you can stay alive for more than fifteen
seconds, you'll be at the pinnacle of human
reflexes. In short, it's difficuit!

Even though you don't have to have four
people to play it — you can whizz around the
screen on your own if you like = the game is

August 1993 AMSTRAD ACTION

marred by the inmense speed and ease of
death. A nice game, though, but the concept
wears quickly.

70%

ADVENTURES IN 3D
CONMIPUTER WORLD

By Paul Bannister
Available From PD Fun (Games 22)

Exclusively from PD Fun, the very first game to
be released into the public domain using the
infamous 30 Construction Kit. For those who
didn't fork out £25 for the ‘Build your own Virtual
Reality’ package, you won't know how difficult it
is to use. Not so much difficult, more of a sort of
slo-o-0-ow. You need the patience of a saint to
use it. Now, we can see what can be achieved
with a little imagination and a lot of time...

The idea of the game i5 something we don'l
get to know. Perhaps Simon (as in Walker) also
rules out documentation files with his ‘100% Fun'
policy. A silly idea. The adventure starts off
outside a building of some sort, rather like the
demo that comes with the original game.
Shooting at the door opens your way inside only
to find a computer, which is in need of a disc
(Tip: It's in the Rling cabinet). Along vour way,
solving puzzie you'll encounter one of those
walkers from Star Wars, a treasure chest, one of
those irritating ‘choose the door to go through'
bits and several frap doors.

Screen design could be tarted up a bit, to
make it look a shight more attractive and to help
take your mind off the fact that the CPC isn't very
good at Virtual Reality. You can wander around
and have fun in your own special world, but it's all
too pointless without knowing what exactly you
have to do...

56%

DISC'O'MAGIC

By Joker Of BENG!

Available from Amsof PD

The guys at BENG! seem to building a name up
for themselves as people who were put on the
planet solely to write disc utiities. We've already

aEa HARNE ALER

ARE EoEF AUFD

Apparently there wasn't any work done at
all in the AA office when this game arrived.

seen Crown's Cruch, Turbo Imploder and Crime,
s0 how does Joker compare?

The opening screen contains the usual
incomprehensible demo-coder waffle, the
greetings to fellow freeex’ (and while we're on
thie subject, just what is a ‘freeek’? Answers on a
postcard, please). Pressing space takes you to
the main screen, featuring a directory window on
the left and a wealth of options sitting on the
other 75% of the screen area.

The options include; Copy File/Disc, Format,
Read Only, Hide File, Type (lists file to screen,
regardless of whether it's an ASCI, binary or
whatever), Delete File and many, many more. In
fact, everything you might ever need to keep
those messy discs in order is crammed into one
program. Everything, that is, except for
compatibility with the formats for high-capacity B:
drive discs (ROMDOS in particular).

90%

GPAINT

*GPaint. Wasn't the art program that was given
away on the AA covertape? said the collective
readership of Amstrad Action with one voice.
Well, that is, in essence, correct = the GPaint on
the cover cassette was the old version. Oid,
scruffy and suffering from senility.

As well as having all the features of its
predecessor, GPaint has also been blessed with
a smartened up menu screen, builtin pattern
editor, several line/brush thicknesses, faster
execution of the block copy,/re-scale operation,
and... tons more, frankly.

The fact that it looks so good makes the next
bit of news even more sad - it's all in German.
The main menu comprises of easy-to-understand
icons, but the sub-menus are going to be a bit of
a problem if you can't get to grips with the
language. We'll keep you updated as to when it is
translated, untl then you can either get it from
Presto PD or simply drool over the screenshots
for a while... @

So that's it for another month. if you want to
write to me with news, views, questions or
answers then the address, as always, is;
Amstrad Action

Public Image

30 Monmouth Street

BATH BA1 2BW

EEE TART AuFe

it's such a classic concept that even dyed-in-
the-wool console users came in to have a go.



AMSTRAD CPC 464 green monitor, key-
board, 21 games plus B Amstrad Action
lapes and magazines complote with many-
al pxcellont condiion onfy £80. Tel (081)
4142555

AMSTRAD 464 grean manilor GTE5, 50
games, manual, dust covers. Good condi-
tion £7% ono. Also MPZ modulator aorial
sockel type £20. Tel Fred 081-648 2261
BARGAIN AMSTRAD CPC484, maniior,
i layor {external) disc & tape games
é‘gf’t.fz. disc, manual, 2 joysticks, & Als,
goll for £80 or swap for remola control 10-
14 inch colour TV. Ring (0609) 813639
atter Gpm.

FOR SALE Thus The Fox, F16, Baiman
The Movi, = all on disc £6 sach £10 for
two. Call Bill on 0853 693899 after 4pm.

AMSTRAD 464PLUS with colour monitor,
2 joysticks, control pad, £240 worth of
iop a8 - Turrican 2, elc, one
cariridge, magazines with  covertapes,
axgalient  condition, a8 naw.  bargain
£300 ono. (0934) 521656

ATARI 2600, two joysticks and six games.
Giames worth approximately £30. In good
condition, Wil sell for £35 for quick sala.
Tel (0493) 440914,

CPCE128, 30 games, Tasword, Stop
Press, Mini Office 2, Prinler lead, mouse +
interface, speach synthesiser, ColourDump
23, A mags 54, 55, 62.82. All axceliant
m - will split, Telephone 0237

CPC TAPE GAMES and 64k RAM axpan-
gion, Price £310, wil sell for 130. 76
gamas. Games nclude Rodand, 30D
Colnstruction kit, Smash TV. Phane Aob
after 6pm on (0203) 444180,

CPC 6128, COLOUR CTMG44 MONITOR.,
MP3 modulator, mouse, Stop Press,
Mastewrfile, Matric, Mini Office, Fleat
Straad, lols of games bought three weeks
tetore launch of Plus, Outstanding condi-

TWO GX4000 MACHINES with seven
games in lotal. Bpoth in very good conds-
lion. All games boxed with instructons.
£50 the lot, plus postage (£8) or buyer col-
lacts, Kings Winford (Weat Midiands)
(0364) 293417,

RECENT AMSTRAD MAGAZINES for
salo (ACL & AA), 40 magazines altogeth-
or, worth over £71, will sell for £10 plus
pép. Adem Uytman, Clach-MNa-Faire,
Lettoch Road, Pitlochry, Perthshire,
PH16 SAZ,

AMSTRAD 6128 with CTMG44 colour
moritor, Multilace 2, datacorder & leads,

includes 304 games, also educational soft-
warg on disc. All-hardware |8 boxed, E225
ono, Phone Robert on (0300) 341570,

AMSTRAD FD1 second disc drive D65
SOFTSE8 Fimware manual £20, DE'Won-
ics 256k Sibcon Disc £30. All boxed as
néw. Call Lawrence 061 682 9659,
Manchester (Blackiey).

AMSTRAD 6128 MONO with DMPZ2000
printer, cassatie unil, joysticks and pamas.
Wil sell complate with desk uni. All in
axcellent condition £400 ono. Atar 2800
console  with games €50, Telephone
(0508) 213362,

CPC 6128 GREEN MONITOR, MP2 mod-
ulater, Star LC10, Brunwand word procas-
sor disc, system discs and some games.
Manuats and leads included. £200. Tel
0834 832232,

FD-1 SECOND DRIVE flor CPCE128
gmu;ang cable. Hardly used £30. Tel 0933
11528.

GoT PROSPELL, BRUNSPELL,
TASPELL? | have compiled a massive sal
of alphabatical ASCIH files, Over 100,000
words on disa to bulld up your own dictio-
nary discs. For details sand sas 1o B Snell,
65 Bath Road, Southsea, Porismouth,
PO OHX.

SEGA MASTER SYSTEM Il with 13
games + one built in, ene control and
t Phaser, all for £110. Call A
2 217297,

AMSTRAD CPCAB4 casselte pames,
including  Double Il and FiE
Combat Filol. Reasonable prices (

willing to swap), for st send sae to. Emlhr
Parle, 32 Broadhurst Gardens, Hoylord
Hill Lane, Sandiord, Oxford, X4 4aY.
Hurry.

FOOTBALL GAMES, Emiyn Hughes
International Soccer,  ftaly 1680, and
Fatiball Diractor |l {all CPC discs) for sale,
plus Tha Tolkolen Trilogy (tape) £10 tha lol
Ring David 031-667 T970.

CPC 4564 with green monitor alse MP1 TV
modulator, manual and game. 65,
Telephone D272 604040,

AMSTRAD CPC464 with colour monitor
and jovstick, 100+ games, 20+ AA mags
and manual. Two years old, good condi-
fion, £275 ono. Contact Elllsa after 4pm
om 0862 834110 (Morth Scotland.

AMSTRAD 464 COMPUTER complete
with 50 gameas pius joystick and modulator
(for use with colour TV - no moniior) @scel-
ol condition and working orded, maga-
mnes incleded. £250 ovno. 0271 861329
(North Devon).

AMSTRAD CPC484 £100. GTA5S monilor
£30,. 64k AAM expansion £30. DDI-1 disc

driva £65, Lots more software & harcwarne,
Everything In very good condition. Phone
Paul 021-357 2566,

FOR SALE Grange Hill, Dixzy 2, Super
Stunman, Milk Race, Jack The Mippes,
Dam Busters, and Inlerdicor Pilof. Wil
swap for Jemmings or sell. Coniact 38
Carlisle Road, Guoen's Park, Bedford,
MEKA40 4HU.,

AMSTRAD 6128 COLOUR MONITOR.

Have Smith Corona X500 (typawriter)

maybe for pan exchange. Alao has anyons

t SOFTST1 guica 1o CP/M Plus, pleass.
0025 58724,

ALMOST ALL LEVEL 9 GAMES waniod
plus Purple Satun Day also wanied. Wil
swap one Level 8 game for ong, o two
games for PSD. Telephone Carricklergus
361496 (N Ireland) atter 4pm.

WANTED AMSTRAD ACTION ISSUE 83
including covartape, WHI pay cover price
plus p+p. Ring Kelth on 0384 67712
(evenings).

WANTED DESPERATELY Multiface 2 lor
CPC464 Plus. Phone Kelvin on 0205
55063 after 3.30 pm.

PENPAL WANTED, 6128 owner lor game
cheats, chat and tips 50 get wiiting (o lan
Simpson, 88 Benview Park, Ifast
BT14 8HU.

AMSTRAD 6128 Plus cassette player and
lead. Phone 0533 354242,

WANTED MATCH DAY 2 for 464 tapa.
Will pay. Tel Darren 0772 620783 or wrile
to 37 Brow Hey, Clayton Brook, Lancs,

PEN PAL for ecconiric leenager I'm 17
yoars old, male, and noed somebody o
write to about anything, Phone Darmen on
0483 650362 after Spm weekdays.
URGENTLY REQUIRED! PUBLIC
DOMAIN software for new casselte PD
library,. Cassettes only, ANl  casseties
rolumed as soon as possible. Send cas-
sgttes  to; TH  Mighti Road,
Edmaonton, London, N9 BPX.

PENFRIEND WANTED - owner of
Amsirad CPC484 cassette would lke 1o
SWap gamaes, give halp, and tips, male or
female aged 15-18. Plaase write 1o Embt-,r
Parle, 32 Broadhursl Gardens,

Hin Lana Sandlord, Oxford, OX4 4Y

NEW TAPE ONLY PD LIBRARY requires

rams o 464 PO,
& Waltham,
i you want

new softwane. Send p
18 Cherry Gardens, Bis
Hants, 303 18D. Send S
YouUr work refurmed.

DOMAIN PD LIBRARY s alive and wel,
Sand SAE or A" disc for stock kst and
dolaiis of special offer. Barrie Snell, 65
Bath Road, Southsea, Porlsmouth, PO4
OHX.

ADVENTURE AND STRATEGY GAME
CONTACTS wanted. Willing 1o swap, buy
of sell gamss on tape of disc. Aeplies
guarentead, Contact Mr N Allen,
19Hathaway Drive, Nuneaton, Warks,
CV11 6NL.

POSTAL SOCCER PREMIER LEAGUE.
Exparance the thill of mal football man-
agemenl. Four diisions with - acourate
players and loads of fealures, Send SAE
o PSPL, 278 Church Street, Limaudy,
BT49 0BX.

SWAP MY SPECTRUM +2 and gamas for
DDI-1 drive for 4564, Throw In some tapes
or Saga carfidges ns well. contact David
Currie, 63 Heol Glyndwr, Fishguard,
Dyfed, Wales, SAGS 8LN.

HEX HEROES PD LIBRARY. Owar 100
selactions al 25p each. Send SAE to 24
Woodend Lane, Stalybridge, Cheshire,
SK15 25R for a free catalogue.

STOP PRESS! competitian for all you pro-
grammars oul there. Send your lapeydisc
to Nicholas Garvey, 20 Ballinaleck Lane,
Poyntzpass, Newry, Co Down, N Ireland.
Besal program recenves hoaps of software
and other prizes,

AMSTRAD ADDICT DISC MAGAZINE
now with graphics, reviews, news, free
programa, music. Send £1.25 + disc o
John  Anthony Gollogly, Killabrick,
Carrlckmacross, Co Monaghan, Ireland.
G0 on, got addicted.

TUCK PD - for a stock list send an SAE to
Matthew Tuck, 15 Ravencar Road,
Eckinglon, Sheffield, S31 9GJ. Also
ioalrcﬂlﬁ of non-PD software (2nd hand) for
S8

COMPUTER COMMUNICATIONS. The
only senvice that allows you o renl games
ar buy them cheaply. Send blank casselle
10 18 Falton Close, Matchborough East,
Redditch, Waorcs, B98 0AG.
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ORDER FORM

FREE

READER ADS!

It's true - you can advertise in Amstrad
Action for NOTHING! It's all part of our
continuing efforts to provide you with
the best value magazine
possible.

Classification. Tick box: (J For Sale (o Wanted (J services (J User Groups J other

L---m——————-n—.——.—;—.—..—..H.._-.________

' Write your advertisement here, one word per box. Include your name and phone number if you want them printed.




1 HORTH MARINE ROAD, SCARBOROUGH, HORTH YORKSHIRE, Y012 TEY

IF YOU'RE IMN THE SCARBOROUGH

AREA, COME IM AND SEE US. OPEM: Mmon-5at 9.00am-5.30pm, Sun 1i0am-4pm. TEL: 0723 376586

AMSTRAD CASSETTES

A DA Mmﬂl
SALSEMBLER .

30 TEMRES - i

AT FAMLY VEB oy

AL A =

EAR ]
— L3299
E373
—-
B30
=k
EQ99
R0
- B
=0T
—ELTS
299

- ER09
R
ERSY
E3.7S
£505
L1785
B2 05
—ER
B
£2.99
k]
£ 50
L4959
E5.9%
299
E550
399

TR
mmm
GREMLING §.

RATTLE OF THE BLLGE

JETSONE
K OFF 7
LAMCELOT
LiNE OF FRE

MERCE

M DIFICE
ANG 29
MARCD POLKE
HETHERWELD |
L RERADE
LA, SPEIY

CHIPS CHALLENGE
CHUCKIE EGG .

COLOASUS BRDGE

CRATY CARS 3. ...
DIARSARARM .,

DESERT RATS -

DUETY PENCE OF POLKFOLE
Db, WARRSOR

(D0 TheE DUCK

ESWAY .

E..-mﬂi.m i.u&'n mw :!rﬁ
P18 STRICE EAGRLE.. ..«
FEEEmeard S "
roommrﬂa

Fu SCHOOL 4 LHDER 55
GALAKY FORCE

GALMTLET 3
GHOSTBUSTERS §

ADERS
PLATCHO0

GHOWRLS ‘W GHOSTSTURBD

SAHANGAR KRAM SOHLASH

MASTERS OF THE UMNERSE

BT AGHTER SUPER SPACE

FLAYDAYS MOE 38

RALLY SIMELATOR [R50
5T DRAGON. . 259
SHADC® DaCER ALIEN STORM £3.99
SISO . 3.5
SDOTY"S R WTTH MUMBERS -
F 1D T YEARS
SPELEBOERMND DEETY o
TG WMAGE -
TiaR DUST
STREE
Wmﬁﬁ?
FETCHELADE
TERSMAHATDR §
TERRCRFODG
THOMAS THE TAMY FuN
WITH WCRDS AGE UP TO T
THUMDERBRES {Limiled no.)
TOTAL RECAJL . -
THI'-'WH.RS‘LH'T
VERDETTA

TURTLES SPECIAL

e BRS TURTLES GAME » TURTLES

o COMPUTER COLOURING BOOK

ooy -DOMBIEPACE. .

LR ATLALITH HLAD ALKGHMENT
£375 KT

=N
E9.50
9
L899
£3.9%
£3.99
=]
& B
ey
L%
el
9.9
£R.99
£5.9
e
ER.o%
£2.9%
E399

£8.50
£3.7%
BR300
(L9
£2.99
£
e
£17%
-

350
£4.99
(LR
frae
(R
599
AR
E2.99

Pl

£299
-l
e L il

L1

BUDGE'I' CASSETTES - £1 99 EAG

PRI

mmm
ARCADE TRIVIA QUi
AL WIEDERSEHEN MOMTY
Badl BREANER [BREAXOLT GAR )

Calal
CALPORNLA GAMES

DOSEELE D0 il
DYHALATE DM
EURCPEAN SOCCER CHALLEMGE.
FEAR CSFORM T

MWD (HELICOPTER SIMULATOR)
FEALL 7
Jrins SOCCER MANAGER
KEMMNY DALGLEH SOLCER MAMAGTE
LII‘S'&W-I

mm
SANLRAL THLOGY
Lakalim
SHARKEYS MOLL
SHEMOH
SDE ARMS
S ATEWARS
STARSTRRE 1 = 8
SLIPER MUDGE
TAG T WRETLMNG
TROLL
TURBO) BUNAT SIMLUILATOR
VIRGEN ATLANTE (HALLESGE

ANY 5 OF THE FOI.LOWING

CASSETTES FOH

£5

DISK GOMPiLATIONS

TOLKIEN TRILOGY.
Mmaumﬂm

CHAMPIONS £9.99
LAFiarGaR abar SCEIASHMAN LITD M EUS
GALACTIC GAMES : : £5.99

100 SLITHERSRALE HOCKERPSIORE D0V

HIGH EMERGY £1099
T+ SOUTHTIN Tk O THE s00ey’
PIEE = FORGE UTEENAGE QUEENMOSTAGES

HOME ENTS CENTRE {(POW) e B9
AL ETAMMON DARTS TROMNCE S
VOO LARD ARCADE WORDSEARIM

LOOPL s o TR

EMLYM HUGHES ARCAIE (U

-l

L e e

- mmer—mtmm

DARM FORCE
MAIGHT

11 GAMES + WORD PROCISSON ... £4.99

L8.9%

 BIOLOGY 1 ... »
.Mm_m...ﬂ u--—.—_

AMSTRAD DISKS

£5.59
£5.09
—-—- R
Lo.99

ALTION PORCE =

A D A nﬁﬂmihmmumm
RACK TO THE FUTLRE B+3 ...
BATTLE OF THE BILGE .

PLAY & READ LEVEL 1 - AGE 4.9 YEARS
POP P

ST DRAGOH

SCRABBLE DELLI PCW

SHADOW DANCERALEN STORM
SHADOW CF THE DEAST

o CITY.

SPALE CRUSADE |

STEVE Dl SNOCKER oW

SUPER CARS..

SUFER OFF ROAD

SUPLR SPALE INWADERS » PIT FGHTER
ST HELADE

TETRE

TURTLES

TURTLES COg OF

WORLD CEASS RUGHEY

SPECIAL OFFERS
DOUELE PALK 1 -
IS0 HEAT POMWER DIRFT
DOUBLE PACK 2.
LW[WWM

DOAUBLE PACK 3 . - .
mmm

KID SPECIALS

SOOTYS FUN WITH HUMBERS . L899
THOMAS THE TAMK ENGINE FUN WITH WORDS .. 8.9
BOTH AGE UP TO T YEARS .. L15.00 FOR TWO

BLAMK 3" DISKS......conviinninnsnnnenn£1.00

CASSETTE COMPILATIONS

L4599
WG

£4.50

POETAMAM FAT RHUELEY PIGBAHGERS + MASH
SUPER HEROES LAY
LAST MINA, 2AMDUARA, JOMES + THE LAST (RUSADE!
STREDER B AAMES. BOMD THE 7Y WO LOVED ME.
FISTS OF FURY L4.99
HErCE ML, WARSRORS T LAMTE DU
D RAE DRAGON &

CHART ATTACK e £3.99
SHADCW CFf THE BEAST SUPER CARSLCILS DSPRT
mx&wmw

A COMPILATION L4599
TUBRICAM 2757 DRAGON W NIGHT S48

THE COLLECTORS (FRENCH INSTRUCTIONS) .. L3.99
SHADCW OF THE REASTSLPER Cags
mm‘ﬂm}wm M GHOSTS

(FREHCH NSTRUCROE). . . £3.99
LOTUS ESPRITSUPER SCRAMSLETOTOES LELICA G/
SWER CARS
11 GAMES + WORD PROCESSOR ....ooooe. o E4.99
ANGMARUFIET MACHINE BRIDGE AN
AMTRORBOLARD O8f THE FOPESANIMAL VEGETADLE,
PLAGLESCLAMD I THE CAVESSULTAN'S MAZE/
Tiandnt OME
SPORTS + SHILLS 5 £9.99
WD SOLCERRNT MACHIEBATTLET AN
P ATADERY
POPEYE COLLECTION
POPEYE §; t&-l
mﬂm et i £4.99
FOSTMAMPAT |, 28 3

EA99

A8-16

 BETTER M...m-ﬁ,‘.. PR e n.w MATHS m .“_.,a.ssa L
; ita 9 U-‘Eﬁﬁ‘m’f 1““ N didb

Mmem mm nmmmmvmm : :
mmmmmmrm-pm M+mmmmmmmm
: WMTMMW '




We thought Leonarde da

Forresier ought to take a

" Hook at this new art package

_ for the Plus machines.

mmmmmum artist {which is
why,mmiy,ﬁnmﬂ.m art critic seems

~ much more fun. Slagging four years of

:mﬁsmmmmm

&rmmmmmﬁm
crmnﬂm their Ie falls down around their ears

unmhmenwmaemmﬂftm

-goud nammmmmm

| l&mﬂim ‘pecpie wha wanted the creste

.mm&mﬂ#ﬂﬁ:%hﬂmmm
-Gﬁ*mmnﬁm“mme

£ #ﬂmmﬁmmmem as Rob

_- -""-'-Wswwkage. SmArf+, was written
: -M Mumﬁmwaaﬁmafﬂwmw

~we'll be comparing SmArt+ with

~ {well, newer, anyway) range of CPCtype

machine things.
Fmﬁemmmﬂhnmw

ﬂumnﬂmdmw{:m
world twhat, like this is a culture

-~ thang?). Advanced OCP Art Studio. So

here 'ﬂ- g0,

M&ﬂmmmmmymhadm
Smiet+ is that the layout is completely ditferent
from OCP's top meny bar system. Instead, there

~are loads of icons at the bottom of the screen to

The features are fairly standard:

& Spray can — a speckled effect, which grows
thicker. the longer you spray. A bit ike & real
spray can really.

@ Fifi - for filling targe areas by flooding them
with & colour or pallern of your choice,

© Boxes - drawing boxes. (Very helpful
description. Thanks. - Ed)

 Eliipses — drawing ellipses. (Get out of my
sight, you lousy excuse for a reviewer. - Ed)
@ Flips ~ for flipping images either harizontally
or vertically.

@ Filing - saving or loading of screens, or
“boxes. There seems to be a bit of a lack of
catalogue option, but hey, you can't have

- gverything, can you?

So how easy is it to use? Well, to be honest,
there's not much ta choose between either the
OCP package and SmArt+ in all normal artwork
stakes, as most of the standard arty features

have been included. On top of this, SmArt+ can

handle more that one screen at a time, allowing
rwtﬂctﬂmdnaslahamnmduresm
easdy inow # only someone
7 would do that with a CPC
word processor). =
SmArt+ may fet you down
in the ‘reams of extra but wholly
-/ useless features’ stakes, though. You
' see, OCP offers facilities for protecting
inks, stretching boxes, rotating palettes,

¥ switching modes, grid locking, and so much
~more, But what do they do anyway? SmArt+

lacks these features, but if you ever find a
rieed for them you're probably just an aben,
and | refuse to consider aliens when

S0 why SmArt+? Well, Plus owners will

probatily be annoyed that the extra capabilities of

their machines aren't catered for by a great
majority of CPC software. Where, then, does
Smirt+ come into action? Probably the biggest
advantage 15 the huge amount of new colours
you can access for your picture: Smioothly
blended colours actually make up for the rather
chunky pixels of the CPC in-a lot of cases.

Pant lwa is overscan, Fab stuff is overscan,
as it lets you display your pcture until it actually
drops off the screen, instead of having a square
border on a minute rectangle that's laughingly
called a full screen, But tell me, world, what use

B

ll.lffi

| call this one ‘Sunrise on Planet Rectangle’.
M-“:MHMW

Hﬁm!ﬂ.”hl““
muﬂﬁr-ﬂhhﬂﬂ“ '

‘.n'{'_'l'.'-',
|

SgEETETER
rirs e g H'un.-. Crnar

is an overscan picture, when 99% of the CPC
owming population wouldn't have the first clue
how to display it outside the cosy environment of
the art package? Well, with a bit of luck, by the
time: this review hits the streets, Radical Software
will have added 3 fab and useful ittle display
routinie, letting. us all enjoy overscan pictures n
OUr OWE DIGRIAMS. _

Let's cut the tosh here - if you've already got
OCP Art Studio, you prabably won't be in the
market tor another art package, If you've got a
normal CPC, it won't work aryway (this isn'ta
fault - it's not supposed to). )

But if you really want to see what your
Pius can do, run out and get SmArt+, as it's
got most of the stuff youll need, albeit with &

Iittle Iess grace. @

This was my guide, Rodrigucz, tucking the
camels in for the night. (You're fired. - Ed)
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N 36 TYPE INS

No messing about, now.
These are the type ins. You
write ‘'em, we admire ‘em, we
print "'em, you type 'em in.
it's simple.

Maths Stuff
First up this month, we'll be dewg-maths
DIOBTains. 1hs-igghe only time betWgen now and
'.luar,ﬁr-,rpse howeller, that we'll be memg
@nythingéguely ditficult All three PHlgrams’
._mn & from one Phillip McCann. d
The fust.one isto draw bar graphs:

BAPN 18: 'Bar -Graph

BPF 20-:Phidip McCamiy [ )

GHEJ 30-BORDER. 3

rﬂuununizmnsmh

EHHG 50-CLS

FAAL GO-DIN-x4¢28), Treqif2d )

DAIK 78n:8:bighs@

DALK Eﬂ-F@k-iELJIq;Eﬂ %

Gl 90 - INPUT-“dpt ion- " ;xd( 1)

HRGE 100 - - IF -x$0i)=""+INEN: 140 ELSE. 110

HELE 110+ ~INPOT-*freq- " freqi(i)

Dﬁnﬁlltﬂ--IF~UnLiIrtq${ili}h1§h-THEH-high:ﬂ§l
(freqt(i))

CADN 138 -GOTO- 150

FAEE 440 count=i-1:i:20

CRQH 150:MEXT-i

PROC I&ﬂ~m-fjnd-urhcai-and-huriznntai*sd_i‘
Ies '

GRGE W0 yscale-350/cnut |

FAKN 189 xscale=S00/high

BAMJ 198 -CLS

DANC ﬂl“*m;ﬁ

DANF (210 DRAM- 188375

FadJd 220:-FOR:i=1+10:count

HATH 238 MOVE-108,376-(i-1)%gscale

ORFA 240 -DRAH - 100+UAL (Freqs(i))mmscale, 375-(
i-1)%yscale

NAKF 250 DRAH- 1B6+VAL freqf(i) )®xscale, 375-i
Hyscale

As my maths teacher always used to say,
‘Nine what? Mine cabbages? | hated school.
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'HADT 408iLOCATE 1,25: rnm mctma}

AN 10 m i:h.mt' g

Lpuey o0 B ip Notamn | . | IR
CAEJ 38 3 ~ - '
FARN 40-NODE- 2; INK- 0,3 INK 1, 26

GADM 260 -DRAW: 108, 375-1%yscale

CABI 270 -NEXT-1

BAGI 280 TAG

FAFE 290 FOR-i=1+T0:count

KATT 380 -WOVE:1,375-(i-1)%yscale-yscale/2+8

EACE 310 PRINT -x$(i);

BBET 328 -MOUE- 1GS+VAL(freqfli))mxscale, 375-(
i-1i*yscale-yscale/a+8

FAKE 330 PRINI-freqi(idy

CAPH TENEXT 4 ~._ '_ I

GPG 350 TAGOTF & &

BRPN 3607RHILE- TNKERS="" :MEND il

o am ot 2, PRINT Fave-s m%\ u-"n
: Wﬂfﬂﬂﬂ 'L'F

JALL 388.TF. m:rsnrn;?' THEN -390 EL 942

o Wb
MAFY 388 LocHTE 30, es~rmr iihli;! B3
NRUYfilE Y .

GANC uprrsnmrnm,m 44060

KAPC 420 Lbu;i -2, 25:PRINT: au 1"1_... Do
FAFe 430 u.mm Y | B
RALNI440 - IF - 16"~ w420 | | B
DABE 450 mm END i

The aemm e -::harts e

BAFT 50-DEG 7|

CBHI_68:BIN:x$(50), fPeq(50) ,angle(50), total(s
@), percent (50) Jdbpos (50)

CALE 70:tot=0 | | |

DAOK 89:T0R i=1-10.58

CARN 30 . . INPUT - option® 123 Ti)

HAGF 108 IF-x§(i)=""+THEN 148 -ELSE-118

HEHE 116 INPUT “freq”:freqli)

GAEF 128 :tot=tot+freqli)

CADM 130--COTO-150

EAJO 148 -coumt=i:i=50

CAOH 158-NEXT-i

BédJ 168.CLS

FANG 178 scale=(368/tot)

DALM 188-total(d)=@

FAEK 198-FOR:i=1:T0:count

1AKG 208 -anglelil=freq(il®scale

KAGB 218--totaltid=total(i-1)+angleli)

KAHA 220 percent(i)=(freqi)we( 100/ tot))

LARC 238 labpos(id=(angledi)/2)+total(i-1)

CAOH 240-NEXT:i

DACP 258-0R1GIN. 320, 206

JALH 268-REM:outer-circle:move-8,100

EACE 270-FOR:i=8.T0 360

HisMA 280« DRAM- LOD®SINCI ), 108%C05(1)

CADI 298-NEXT:1

GACI 300-REM-sector-lines

GAPG 3
" KADL 34BRK.IF - i-CINT(tata i) Hﬂt-m-ﬂﬁﬂl

o GAPE 420, m iz ﬂzIﬂﬂuuﬂt*% 'j: N\

fherping
Ledaars Dlme

EANA :gﬁlt 12070368 | B .: ; .a.f-', :
ronia@oigs B L ) (R O§

SFOR: 310+ (vl 1) =

360
HALC 358- -~ DRAN- 100%SIN(1), lNl@Sh] s E :
CACK. 360 NEXERS ¢ | , g
C!l:l - HEK'I'*‘E '. ; ] [
GM m REM: Eliel Sectors ' '

| BALJ 399.T46 © h | B |
" EAOR 408.FOR«i=1-10°360 . i

CAIL 418:.MOVE 0,0 : a 1

m m wﬁ i=CINTChabpost §0) - THEN: 0 n.sa'.

"'I

HAFC m-- »ﬁ‘ H“iﬂ*ﬂlll! m&m: 480

CYBEM 450 . MOVE  125H5IN(i )= BR(LEN(x8(j))#4), 1

25%COS(i) (PRINT STRE(CINT (percent(j)));"
AT s () G0T0-470

CEFD 460 -MOUE - 125%SINCE ), 1258C05(1 ) :PRINT -x
§03); STRECCINT (percendtuddd s n"s

CAEE 478+ HEXT: j

CAET 480 MEXT-i—

CALH 450 - TRGOFF

ORAQ 500 -LOCATE-2,25:PRINT-"
" INPUT - 508

JAFL 516 IF UFPERS {scrd)="Y" - THEN- 528 ELSE . 55
1

MAAK S520-LOCATE-20,25:PRINT."
NPUT-Fil4

HAHI 530LOCATE-1,25:PRINT-SPACES(38)

HAFL S40-SAVE-fil§+".SCR",b,AC000, 14000

KADD S50-LOCATE-2,25:FRINT - "any key: ovreovess

DRJC SEO- i§=INKEYS

EADI S70-IF-i%=""-THEN-568

DAFE S88-MODE-2:END

Save screen--+4'n

SAvE-as- ... "5l

And the third, scatter graphs:

FAND 18+ 'Scatterplot

FAFF 28+ 'Philip-McCann

IAEB 38:MODE-2:INK:8,3:INK:1,26:BORDER- 3

EARG S8-DIN-x(108) ,y(108)

DBAL 60-n=8;00=0;yy=0:xy=0:5x=0:5y=0 1xhigh=0:
yhigh=0:xlow=0:ylow=0



PANE 70 THPUT-"quantity -and-umits-on-y-axis "

CBIH 710-DRAH-CINT(xhighexscale), CINT (boxhigh

TYPE INS 3008

jyinfi #yscaletadyscale)

PAME 86 THPUT-“quantity -and units onx-axis" JAED 720-LOCATE:1.23:PRINT-"gradient.=-";
jinf§ FACA 730-PRINT-ROUND(b,4)

PACJ 98- FRINT-"enter-coords-{(separate-with-a: KAHA 740 LOCATE- 1,24 :PRINT-"intercept:-=-";
conna }* FADA 758 PRINT:ROUND(a,4)

CRGC 100 n=ntl PANH 760-LOCATE-1,22:PRINT-"correlation coef{

EANP 118 INPUT-x{n),y(n) icient ="}

FACL 120+ IF -x{n){-999  THEN: 240 FAGE 770 -PRINT-ROUND(r 43

ERJC 138-sx=sutnin) OAKO 780-LOCATE-2,25:PRINT-"save-screen:=+9/n
EANC 148 :sy=sgtyin) *; 1 INPUT - scrd

FAGI 150-xn=wonvnin)®xin) JABN 790 TF UPPERS (sord)="¥" «THEM. 688 ELSL .83
FaNJ 160 yuzyytyln)*yln) 1]

FALY 170 xy=xytxin)eyin) NACK 8008 -LOCATE-21,25:PRINT - "save-as-... "l
JARP 180 IF <x(n)dxhigh THEN:-xhigh=x{n)

JAFP 190 IFy(n)duhigh-THEN-ghigh=y(n)

JALE 280 «XF % Cn) € low: THEN ¢l owzx(n)

JARF 218:1F u(n}(ylnu THEH'HM—!IM—"—:"__'_'

Loolk, this is a scatter graph, can't you see?
And it's got loads of useful info on it too.

HPUT-fild GROVE, - lSH}'ﬂIDJ J&Ilmm IHIE N'l' an |

HAET 81G:LOCATE:1,25:FRINT- SHCH(_?‘H] RS
HAGL ﬂﬂﬂ_ﬁﬂﬂshm‘ SCR"; 44008
.: IH'HIIliI!lrJ
1

DEL

-m:'_ |

ed in a pretty

4, by entering data at the
§m, just hitting RETURN f
iying the option to savd |

TUFIN

. omm ua
ﬂESEIHHglM 180
li 360 CLS. j

370 MOVE -5, LN (ki i
300 DS, QN Cohighwyscale)
390 /MOVE <-5 ]

: ﬁi"é' pame and -n,
and it wins the £30 prizey |

SHIFT

umum.e "

.':'-,__ .'1 ' ;m mwﬂ.m ﬂm&tﬂ.ll? -5 : H 53 i':}lﬂﬁz thiﬁft 1td
; || Whany g8’

( ) - =F .
235 10 1.1t you ST it this:prosran. | | &

TANE 450 MOVE - CINT(xhigh#xscale) 8
in-any:PD: likraries,
..Mam@aﬁﬁ"ﬂ'ﬂ% |

TAHF 468 DROU-CIMT(xlownxscale) B |
TRBL 470:MOVE-0,CINT(yhighryscale) e ?_-_,;_&
_IALE 480 nmrheﬂmlmiﬂ "-f'fu —
: dﬂ# A90.Th0

—HALT 500 HOUE xlw*isﬂlh{.*m

FAGN S10-PRINT-STRY(xlowd;

IARE 528 MOVE xhigh#xscale-12,-10

GAGC 538 -PRINT-STR¥(xhighl;

HAHP 540 -MOVE--25,uhighwyscale+d

GAJC 550-PRINT-STRE(yhigh);

HALK 568 MOVE--25,ylowkgscaled

FAMN 570 PRINT:STR$(ylou);

CAEH 588 TRGOFT

DANO 598 FOR-i=1-T0mn

NAJB 608 PLOT CINTOx(1)%uscale) ,CINT (y(i)nys

cale)

CAPH E18MEXT-{

IAJE 620 LOCATE S5, 13:PRINT - "x-axis:"

HANE 630 -LOCATE-S6, 14:PRINT -xinf4

IAPE 40 LOCATE.55,16:PRINT-"y-axis:"

HADF B58 LOCATE56,17:FRINT yinfd

GAJJ BBEREM:best fit:lime

PRAC E70:LOCATE 2, 25:PRINT "best-fit:line-u'n

" INPUT: lind
HAIP 680 IF -UPPERSC]ing)()"¥" THEN: 760
THCE 690 LOCATE 2, 25:PRINT "« cvovnnvannarinns

BBEO 700 MOVE CINT(xlowknscale),CINT (hxlouky
scaletawyseale)
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Q) Treeins )

§ Lo complete!

Fath Haker

We like programs with instructions. It

doesn't take much effort and it's so helpful.

HACE 24@-5YWBOL-145,8,28,28,28,42,0,0,8

!i“ll. Em'SHHL‘EH;H;WJEE;E—“;ELW-“‘

IAFL 268-SYNBOL-233,28,62,126,255,255, 127,62,
28

Im EH'SWL‘EHJLELfﬂﬂ-lﬂ,laﬂ;ﬂ-ﬂﬂ:
£

LDLF 288-ENU-1,8,-1,4:5PEED-INK-30,30: TRGOFF

(N4, 18: INK-S, .
s 11|13 I ﬂ.m*lﬁ. 18,0 4 -

CB300-FOR-00=1- 10+ LN
318:S0UND 1, n 'zn'
, 00 £

320 -NEXT-00

' :HEHII! + 503 -III LEN(jk

jﬁ 5,44
d 00, 11 1058 : NEXT -

nst oa- u!‘-tlrf]a §: green-space:

. -You-havé=3 FH hex-But - you- can: ‘lese:
by hnng :ﬂliht& hy +th

99 . PRINT® The - erusher a«blue blob: tht

'::;:zfmﬁam:ﬁﬂg

Press SPIII or-Cursor-Back:-to-fire:your
-chosen-weapon- (see-over-page)”

NAAL 418-PRINT"There-are-33-levels-to-conplet
el

MACI 420-PRINT:PEN-1:PRINT -TAE(18)"Identifica
tions"

TADE 420-PEN-2:PRINT-TAB(IR)™--===m=mm=mmmaat

BAOO 448-PEN-3

ABKO 458 -PRINT-CHE$(143);"  -The-Crusher«---«+
vons® CHREC203) ;" + Pakh Maker®

IAIH 460 -PRINT-CHRE(223);" « - Your . Ship"

NAOC 470 PRINT.CHR$(145);" -Bloh:Seeking Miss
ile®

IAMJ 488 -PRIMT-CHR$(233);" - -Space-Blab"

GROL 430 -FRINMT-"%: -Space-Star"

IACP 506 FRINT-CHR$(238);" -Explosion!®

JAMD 518-PEN-1:PRINT-TRB(15)"Press SPACE"

GAHE 528 1F -INREY(47)=0-THEN- 540

CAIK 538-GOTO-S20

OAHE 548-CLS:PEN-1:PRINT-TABC11)"Collectable-

August 129932 AMISTRAD ACTION

Bonuses"
1400 556:PEN:2:PRINT: TAB(11)®-=-=-=====ms====

BABP 568-PEN-3

EDJa 578-PRINT"Collecting-a-flashing-PINK-5SHI
Fwill-give-youran-extra-life.-Collectin
gra+flashing:BLUE -CIRCLED -CROSS will-cle
ar-a-path-directly-in-front-of you.

CAKE S88-FRINI

EDJL 538 -PRINT"Collecting-a-flashing PALE-BLU
E-EXPLOSION-will give-you-a-bonus -BLASTA
EOMB/BLOB - SEEKING -MISSILE -depending-on-w
hich-weaponyou-have-selected (see-below
).

CADE 60@8-FRINI

FFER G18-PRINT"Blastabombs-destroy-whats:-in-f
ront-of - them, -Use-these-at very close-ra
nge.+Blob«Seeking Missiles-can-be guided
sto-destroy-a-space-blob-that-is«in.fron
toof ik using +LEFT/RIGHT : cursor - h-._u «Ca

il

748 x-CINT(RND®EA) :y=CINT(RND#20) : IF - (2
«THEN - 740 - ELSE §IF - =0 + THEN - 740

m@g&t:-u.y -2:FRINT-CHR$(233)
W 1 |
JHEP ki

mnmzm 'IF W
(188 THEN - 788 :ELSE - TAG:NOVE -q,,w, 8 :PRINT «
CHR$(229);

BCME 790 r=CINTCRND*3) : IF r=2. THEN - x=CINT(RND
¥608) : y=CINT (RNDX350) : IF -y} 339 0R - 9¢ 160
THEN - 808 -ELSE - TAG:MOVE x, y, 11: FRINT :CHRS
(238); -ELSE- 308

BCAE 890 r=CINT(RND¥2) :IF -¢=1- THEN-x=CINT(RND
¥680) ; y=CINT(RNDX350) :IF - 4330 0R - 9( 100
THEN- 814 ELSE - TAG:MOVE-x, y, 15:PRINT . CHRS
(283); -ELSE-818

GBLP 810:x=CINT(RND®600) :y=CINT(RND¥358) :IF .y
Y338-0R - y{ 100 THEN- 818 -ELSE - TAG:NOVE -, y
,18:PRINT*»*

EBAJ 828-fo=@:i=1:EVERY 50 -GOSUB-1018:f=CINT(
RNDW608: IF - £<10 THEN 820 ELSE - xx=f 1yy=1
4

EDDP 838 IF TEST Cxx, yu) =2 -OR - TEST Gor, yud=1+TH
EN-MOVE -xx, yy, 5:PRINT -CHR$(238) ; :SOUND - 1
,8,50,15,1,,25:FO0R- t=1.10+ 1008 :NEXT :NOVE
3, w9, 0 PRINT -CHR§(238) ; s 1i=1i-1:yy=yyt
17: T4GOFT :LOCATE 7, 1 :PEN-9:PRINT-1i: T8¢

! ' ]:iﬂ!-i.f; \

CEJH §48-IF - TESTOxx,yy)=15+THENIF - ty=8 - THEN-
SOUND-1,358:GOSUR - 1420 :ty=1:i=1

JBGP 858.1F TEST (xox, yy)=8+THEN: IF +p=B- THEN 50
UND-1,208:1i=1i+1:p=1:TAGOFT :LOCATE. 7, 11
PEN-9:FPRINT-1i:ThG

KBIE 868-IF TEST(xx,yy)=10 THENIF-0=0 THEN. §
OUND - 1,58 :sp=sp+l: TAGOFF :LOCATE 17, 1:PEN
«S:PRINT-sp:ThG:o=1

JBXE 87017 TEST(sx,yy)=01-THENIF - w=@ - THEN. §
OUND - 1,150: j=j41:v=1:TAGOFF : LOCATE . 12, 1:
PEN-B:PRINT. j:ThG

IBON 880 IF:1i{1-THEN: TRGOFF :PEN: 7:LOCATE 7,1
2:50UND+1,280 :DI:PRINT*GAME - OVER" : FOR + t=
1070+ 3008 :NEXT : RUN

I4JJ B98-MOVE.xx,yy,6:PRINT-CHRS(229);

BAFJ 368 TRd

EAOP 918.50UND-4,0,9,10,.1,,31

BAPG 928-yuzyyth

HAMO 930 -1F«INKEY(27)=@THENGOSUB- 1190

JOGE 548 -IF - INKEV(2)= _:

Jbave-conpleted=all-of
~the: levels, -but you-only-collected" ;:PE
Nel:PRINT:sp; :PEN:7:PRINT"space stars. B
etter - luck-next -time!™ :FOR+1=10. 70 6000
NEXT: :

" ved: the- Pli'ﬂt-lf -ﬂﬂm l‘ru th+terr

ible-destructionthat-would -have-destroy

ed+it,+You-have won:the:game! ! " :FOR-t=

18706008 :NEXT:COSUB- 15108 : RUN

PEOJ LOGG-MOVE-xx,yyt17,5:50UND-1,0,50,15,1,,
31:PRINT-CHR§(238); :FOR-t=10 10580 :NEXT
:MOVE oor, wut17,8:PRINT - CHR$(143); 1 j=j-1:
RETURN

Dala 1879-COTO- 1068

HACC 1080-TAC: g9=yy+17:hh=xuct]

ERCE 1858-FOR-m=1-T0-200

HAMP 1188 TF INKEY(1)=8+ THEN: IF +hh{638 THEN -k
h=hh+2.5 -ELSE-1128

MADK 1118-TF: INKEY(8)=@: THEN: IF - hh)4 - THEN - hh=
hh-2.5-ELSE- 1128

IACK 1128-MOVE-hh, g9, 12:PRINT-CHRE(145);

DAPH 1130:99:99+3.5

MCDE 1148.IF-TEST(hh,a9)=1-0R-TEST(hh,59):2-1
HEM: 99=9g+1@:MOVE-hh, g9, 5:50UND-4,0,70, 1
£,1,,31:PRINT-CHR% (238); :FOR- t=18- 10500
{NEXT -t :NOVE -hh, g9, 8:PRINT. CHR$(238) ; top
=14: G070 1188

IRJF 1158-1F 993375 THEM - op=0:G0T0- 1188




FaFC 1160-SOUND-4,8,3,16,1,,21

EAMD 1170 -MEXT n:op=0

NAEE 1188« j=j-1:MOVE-hh,99-op,0:PRINT-CHRI(14
5); :RETURN

H&DA 1198 TAGOFF:i=0:CLEAR- INPUT

ACNC 1208 IF - INKEY(14) =8+ THEN: IF - cheat#="ON"
THEN: IF« 1 €99 THEN: li=1ie1:SOUND-1,208-1
i,3:50UMD -4, 168-11,3:LOCATE-7,1:PEN-9:PR
INT: 11

ACGK 1210 TF INKEY(20)=8- THEN - IF - cheat§="0N" -
THEN:IF :sp{] - THEN-sp=sp+1:50UND-1,200-5p
;31 50UND -4, 186-5p, 3:LOCATE 17, 1:PEN-5: PR
INT:sp

NBGE 1220 IF- INKEY(5)=8: THEM :IF : cheat§="0N"-T
HEN:IF« j{99: THEN: j=j+1:50UND- 1, 200-j,3:5
OUND -4, 168-j, 3:LOCATE - 12, L: PEN- §:PRINT - §

PCFK 1230 IF - INKEY(13)=0-THEN- IF - cheat$="0N"
THEN - IF - 199 THEN -yy=3R1: s=s43+i=i+17p=l
=000 by=Doh=ty Llﬂ n=l:fg=1; SOI.IHﬁ",l.
(80051, 3: S0UND 4, mhl.s‘wcm 2,13 me_

4:PRINT 1 Tévincs=" YES!

(GDIF L240WTF  INKER(SE)-0: kNl INKEY(69)=0- AT
INKESL50)=0- A IKKEY (43)=0 THEN  IF  chea
£4="0FF* - THEN CLEARINPUT FOR - che:=208+T0
<50 STER 51 : SOUND - 1, che2, BEEOUND 4, che,
w&{NEX1:BORDER - 26 0B t=1-101000; Hﬂu B0

i Rm B: cheat s=" O {if

JBCR-4250  TF INKEY(18)=8 '[HEH-I"iiH :levingd=z
"YES" - THEN: lewines="Ho" : Y211 rmmm
<FLSE TAC  RETURN.

1A 1260 IF . INKEYC&7) =0 THEN - THG: m‘muzaﬁ

Mi 12786010 1260 i

FADE 1266 i=0:FOR n=ge10- 200 '

EAEN 1296 =CINT mnbiiﬂﬁl

EAAM 1380 4=CINT (RND380)

BHCE 1310-p=CINT (RED*2)

RAPE 1320 u=CINT(RND=4) : IF - u=0. OR: r.-s THENS13
o

HRHH 1330 kzCINTCRMD*31) :1F k=0, IHF.II 1330

HPH 1340 1F . p=0: THEN 225§

EHOM 1350 TR p=1: THEN . 222

EAEN 1360 IF p=2+ THEN 2=8

BiJa 1370 SOUND-u, B, 10,15,1, ,k;MOUE x,y,2:FRI
NT-CHR§(238);

CALC 1380 NEXT

EALE 1330-F0R.t=10:10: 2008

CAZC 1480-NEXT

BALN 1410 RUN

LABC 1488+ i=0: lx=xx: Iy=yus 14 ;GRAPHICS - PEN-8, 1

BAEN 1430 Té¢

HAKF 1448-MOVE-1x, 1y, 14:PRINT-*.*;

CEBE 1450-1y=1y+10:IF- 19} 383 -THEN ly=yy+14:F0
R-tz18:T0 -50:NEXT - £:GOTO- 1470

GACJ 1460+ SOUND-1,1y,4:G0T0 1440

BBOD 1478 GRAPHICS PEN-1,8:dd=CINT (RND#2): IF:
dd=0 THEN: co1=5-ELSE - col=2

BCIA 1480-MOVE- Ix, 1y, col :PRINT-CHRS(238); :50U
ND-1,0,18,15,1,,31 :MOVE - Ix,1y,8:FOR - t=16
~T0-40:NEXT:PRINT-CHRS (239) ; : FOR-£=18 .10
< 30:NEXT ¢

BBNN 1499 1y=1y+18; IF . 13> 385 - THEN - TAGOFF : PRIN
T-CHREC22) ;CHRE4B) : THG :RETURN

DALA 1560:G0TO- 1470

NBDC 1518 TAGOFF:plan=0:MODE«@:FEN:1:LOCATE 1
, 1:PEN- 14: PRINT"PLANET - PONER =" ; : PEN- 7:P
RINT - ROUND (pland s sPEN- S PRINT %

180K 1620 gIAG :x1-270: y1 214812284 y2-190

EANE 1530 'MOVE-x),ul .l

OCHE 1540 <PRINT-CAREC(H41); ﬂam‘tcs PEN-2: PRI |
NT-CHA§(198); :GRAPHICS BN . 1 FRINT.CHRS (|

HE},}ME x1,208,8: I-‘Eﬂﬂ."k" GRAPNICS P
-6 rmt LHREE455);

(FACA 1558-FOR-p 181 TR <p

\EADC 1960:x2: m:;a 19

(GAFJ 1570-MOUE @2, 45 PRINT"»* ;

UKARS 1500 u2=y2-BRSOUND 1, y2/1,2,7:50UND 4, 42

T

“JoPL, 4599 1F-2 IS THEN NOVE x2, 2,0 PRINTX

; $SOUND- 1,308, 5,45 : SOUND.- 2,200, 845500
lln 4,100,5, 15: INKS2, 26 FOR- $=1+10. 100:N8
T INK - 8, 61 TRCOFRYR 1 an= 100/ sp¥p L LOCATES
15, 1:PEN.+3;PRINT-ROUND (p1an) ; PEN-8: PRI
NI TAGNEXT . COTO - 1610

DARA 1660-GOTO 1570

GAPJ 1610 TAGOFF | |

THER 1620 LOCATE: 1 3iPEN . 5:PRINT" THE -PLANET I
$-RESTORED . -CONBRATULATIONS® 1FOR-t=1+10"
4000 :NEXT : RUM

Multiface Protector

Hean McManus hag-septiusairather nifty little

foutine to protect any program against the
Multiface. He's fairly confident {46 are we) that it
igoes shghtivspazmo at automatic swich
Multifaces, s it sits in the background and
continually checks, Enjoy and protect, etc.

PADM L' Multiface -Protection Program:-:12th:

TypeChecker

To round th1ru.,1 off, we thought we'd better give

r{the Type-n
mr {ryping

PAML 10-* TypeChecker-Y1.8:-:By-Sinon-Forrest

gre-Dec 1552
Ma0d 20" For Anstrad-Action:-Public:-Domain
DANE 30 MEMORY &9FFF
CRIK 48 csum=B
GANE 50 FOR-addr=3A000-108805E
DakJ 60-READ-bytes
GAJB T bytezVAL({"&"+byte})
FACF 80-POKE:addr, hute
GHFE 30 csum=csunthyte
DALY 100-HEXT addr
GACT 110-1F esun{&2ADD  THEN PRINT - "Checksun:

Error®:END

LAKE 115-POKE-&ROGL, PEEK - (ABBSE) : POKE «&h002, P
EEK+ (BBRSC)

KAHI 120-POXE-&BBSA,&C3:POKE-&BBEE, &3 :FOKE-&B
BSC 400

MACH 130:PRINT-"TypeChecker-VU1.0:Installed™:E
ND

MABC 140-DATH-CF,FE,93,FE,04,Ch,00,00,F5,C5,D
£,ES.FE,8D,Ch, 22

LaCd 156-DATH-#@,5F,16,00,24,50,46,19,22,50,A
8,E1,01,61,F1,C3

LAFJ 160-DaATH-00,80,3E,20,CD,00,80,3E,18,C0,0
000,28, 58, /0,7C

L&DT L70-DATA-CD,45,00,70,CD,45,40,3E,18,CD,0
0,00, 21,00,00,22

LACH 180 DATA-SA,A0,C3,LE, 80, F5,E6,0F ,C6,41,C
D,00,80,F1,E6,F0

KAJC 198:DATA-IF, IF,IF,IF,C6,41,C0.B0,40,C9,0

Civee s @)

it looks confusing in black and white, but
it's a great program if you take the trouble.

or tape, please -5
Amstrad Action
Type Ins

30 Monmouth Street
Bath

BAl 2BW

FOr varigus reasons we've decid

not pay for all type ins - inste

prizes to those that we feel are of spe
merit. But don't let that put you off, It's just
for fun after all.

Aume 1561

"EHHJ L {ai}? 1938 Sean- ﬁl'lanus

ARKH 3o

BEEG 4. ' +Flease -credit -where used vinvprograns
o Thangyeu.

AEME 57

KDEE 16-MEMORY - 39889:24-95215D9C0 $E) 1 S4SCCE

- <EBCEISI5C1 10FRR010ABGE IE IBCOAARR0A0RERE
uwﬂaﬂnﬂumﬂmrzmasmmmmn
2Fd® rFOR»a=1 (10 51:a-VAL ("B 4N 1D (a8, ¥
2200 PORE: g 39800 rarrehi=ERI¥a :NEXT: IF - ch
k{14433 THEN- PRINT"Errar - in-Data.": STOP

PECE 20-CALL-40000:MODE-2:TNK. 1,26 PEN-1:PAPE
RoG:INK-D,0:BORDER @ :PRINT"Nultiface Pro
tector -+ (C)- 1991 5ean -McManus" :PRINT

|g, t“lr JUEN 'a'-n‘l dppearin
h|..-‘hllﬂhtf~. [ he right had side
when you list 1hn program yourself, The
program will not provide a correct code whilst
you are ty he program, only whe
LISTed afterwards. Another important warming
that must be repeated is that YOU MUST NOT
ENTER THE CHECKSUM 5 THEMSELVES,
even though they appear on the listings.

Turning TypeChecker off (it is automatically
initialized when you RUN the above program)
and back on again is quite simple:

To turn it off
Toturn it back on again

FOKE ABBER.D
POKE 4BBER,3

And that's all there 15 toit!

August 1993 AMSTRAD ACTION




AMSTRAD GAME CARTRIDGES
T X0 E

TITLE BOXED WITH UNBOXED NO

(RRP £34.99) OUR PRICE £29.99 INSTRUCTIONS INSTRUCTIONS

1 R U L R F DY e T T o e L e el E14.99
L Pro Tennis Tour ........... 1.?1% £14.99
1 Batman ... (g 7 A O LR e T ....£14.99
{ Operation Thunderbo Sl veenie]4.99
I =Ty Ty T R RS Y e S e e
i Navy SEals . ...t B i v airn sata s s ss ke asa nnssni ol D e T
i LRl ROBOCOD I ..oveeeriinssocsmnnnsnersssspnse o BBt iveiassonnesussnnsssensnansrnnsnnesssdo 1 400
=5 . D— Pang ... e e e R I e e R
pob S Swritch BIACE................oo.oosecrses B2 9D oereseesseee oo, £14.99
r.q:mr Ml No Exit ............. RS T £14.99

chaltenge of shill Ep-ncin! offers: 10 Unboxed games (As Above) £100.00 *

r i

::ul:::“;:‘:; Amstrad Burnin' Rubber/Loco basic Cartridge.............cccocvvmreneeen £ 19,8949
et Amsirad 6128+ /464+ Instruction Manuals e - £14.99

Amstrad 6] 28+ /4644 Kevboard Membranes .

Phazer E"n pluus stlalnht Iﬂ'tﬁ lﬂ![ﬂﬂ“. Fu[[ 'n'[t to in]- Amstrad MM12 Mono Sterco Mondtors ... oo lo T 200
Amstrad CM 14 Colour Stereo Monitors £125.00

stick port). Comes complete with SKEET SHOOT CARTRIDBE.  Ainatrad 464+ Computer Console ... 865,00

£12.99

-“n.” ATTH AN BALE ""ﬁ-lln* Amstrad 6128+ Computer Console.......... dubinangheaierany il i )
B e SKEET SHOOT consists of 6 levels, Amstrad Paddle Controllers (6128+ f4h4+ ;{ 'Mnﬂn] L e
each broken up into two normal Amatrad GX4000 Power .‘_-.-upplv Linit... i ee i RSl R b

Amstrad GXA4000 Consale . et LU el ey e M S Sl e i e

rounds and one bonus round.

. _JLT| See games review in Amstrad AMSTRAD 464 AND 6128 - GENERAL

Action - Feb 93 Amstrad 6128 Lightpen & Software,.. e 29,650

T . Amstirad MP3 Modulator /TV Tuner, lur Lse wllh ("'E'MESd ; Trlur]itnr £29.00

. - e Amsatrad 464 Light Gun & Games Cassetfe .. e | s s 1 T

-_ar Amstrad 6128 Light Gun & Games Disk .. e R T . Py

ENFORCER CARTRIDGE. Your job is ta [LHIIE _*"""-"'-' 1 Amstrad CT1 Clock Radio.............. L L0 00

T ! Amstrad CPC464 Cassetie Fr'iﬁ hrmi-ﬂu \lalh I.-J.p{ h!:ad z-md mntm’.. .i..!'—).s}i}

gun dowa the bad OuYs a3 they pop Amstrad 464 Head Alignment r.;pm ek el R AT T E£89.95
up, but not civilians.

Tape Head Demagnetizer ............ e £9.99
PRICE £14.99 Prices include v.rr. pnm;ammmq

y— All orders by return: Cheques/Visa/Access/P0s
Tel/Fax (0952) 462135
TRADING POST, Victoria Road, Shifnal, Shropshire TF11 SAF

F 227 Q.J. SoFrrware (17 Y=
j Fast Friendly Service

lnv!“'“nl Eum”l.l“ﬂ'ﬂ Cass Dusk En“t“'lu“ Al prichers :|:.Im!PI::T-::: ara sultable far

Cass DJ'“ W07 3 Haral  Ghabdes Asg, Sup, O B, Tok Becoll. Shod, Woerices EV2.08  EYS QS5 i Cass : use wilh A'\':-?_'l'-!'!-M 12 .|'|:. ATAR| 5T,
Aradt [with Murdiac| e RS U ars o pUEY: Shinobi, Double Dragon 1, Nisje Worrior, Dyn, Dux £9 9% Jchoocd | Under o o COMMODORE AMIGA, 1BM PC &
Dearly 2 '"l"""' Bo.599 MO0 CORLPETIOM: Bman Movie, Babasop, GG I‘-'|-|1|-r1-!' |, Jonaa L. €. £10 05 E15.95 un School | 58 o ‘ COMPATIBLES
F s Fova an Te. liland, £9. 50 K193 | cosam TEAM! Torminatar B, Simpaoss, WWF Wiaslemania £15.93 un Sehaol | B-12 T3 1 When ordenng pleoss sloke compuler
 Killr Maths Advariure L1599 | MEGA SFORIS: 304 Sporfing Evects ., . b I8 ikl s CIIZEN 1200 4 9 Pin Mona, ... £139.05
T -|--rF-,,.-| ﬁ.;.{:‘fj AMDSTRITUHERS ) Miaes |-~i.-.-.|-||.4.-1- Cluwdo . "_;-.‘f' SR bl e 2 ox | STAR LC20 & Pin Memo 14005
E0 09 | siweraemia; Finad Fight, WWE Wrieallemania | PaFighles 1555 '::-"-Ei'a_i':.:‘}gf'ﬁ' Mana, Col L1898
i 1295 9 05 | STAR LC24:20 24 Pin Mano £209.95
e ety Wiy 7 B0 EILT ~T-!.E.(' 100 24 P Mono £219 95
ST!ﬂ"G\'/ SIH‘I.ILI“ﬂH ACCESSORIES hocud Right Awoy 1 3 995 £1295 | STAR {C24:200 24 Pia Mono . £259 95
o Right Ay 3 i § 105 1STAR (C24-200 24 Pa Mon/Ca L2
okt 4 O Brvlge 3.1 £7 95 | AE Mo & Inimfoce AR5 ) Beod Baght Awoy 3 T £9.95 . £1T .93 All prices inchade coble & dalivery

Cobyau 4§ Chew 3.7 L7 ,:- AMUE Wi + Addv Aot = Moubs Mt 554 25 | Batior Spaling P4 PRINTER RIBBONS
] 2

CER SEARS: Kk OF ¥, Gozza Il Emlyn Hughes, Maroprais Soooer EV0.95  K15.93

F L bowwnges |1 : - P v B R 5
Ii';:'l ::\.:";’1-"-."‘._‘." 1) dma gt (031 el Dish Dwin ! Laty. My Blymbany L8

o it R0 gh oo | Amibod MPIF (464 1o Soort TV) - £79.95 | (en May Money 48 1295 .E12 E"""“"
Sucriabike k2 Amyvod MPZFIST 28 w0 Scon TV] 3495 | Primony Motha 312 E24 95 6 5 | Dl ?r.!.'{lﬁ W0
Sororblobe (e L 6128 . « Above regits B apar Fuar il PR 50 . 01195 |CITZEN 1200

Wlorad Clons Bu '.;..'|| Cioseene laod jeih EEM Connl E319E Tewrged Mt 13 C12.95 | Pispsneas KOPV0 1 1R0L0 75 £F

Fi6 Combet ik L Consatio Roc + Locda {aot 6120+ . E2393 1 i Miatha 214 [ B4 25 | STAR LCN10/20

Covet Sat [vste moch & mon) ER.95 | paser Moths 12

Nipsl Mernall W Chomp | £9 50 ’lﬁ.l Glﬂis ORI I e o) Sk s v Mothy 1216 ; EN2R5 Jotag (C24.10/20 £39
Clrun Fuin 1 & Wi UV - Mo Mlesit | 5a i : =B f ] i

{graun Mo & Addy At BT %5 oy L1304 3 10 0% 'A'--n wa KXP 104 |.'
Avslarche filoy W2 .. £10.93 KT 193 | dkstiek Splme v K898 E"[.FT;L-, |J|’.-"1-.~ 8 STAR LC200 Mono £4.95 ¥

el of Bulpe E1098 ELl 9 § ) J L85 E02RS B e n i ol £1 1 66655
Chidoe Doomcat o Misks Sk 019 94 “';Ir 154l C1008 E1l 6l ¥ bearrar] Ear Lty Add L7905, A13R LRSS Physica | 1204 (Aa v g | Shar 10 200 olour £11 95822

Khsaed] Fud Caends sl s /) 20 & KBPE b haieass 1 1a 5 Other printer ribbons ploase

. v Mamory Exparshan B4K for d6d paa s | 2T e hons
honel .. 51495 | [BUSINESS/UTILITIES | bt " Uk G5 952 b w10 08 | Cormon Mestr 114 1598 P

- AY "[," R amesd Art Saedio 6128 g19.95 | Priroer Coble déds /4120 2re £7 a4 J‘”" EI 'll ['“.‘I o RIBRO RE-MEK E12.95
'L. g MoRaea O, Prg i £ sl e i; il p e i English RS i
Tihet e oo B2 e Rl 4 AM-?: .“.'".-J' PR LI‘:‘ l:.:l: 'T: :-;- ""I I:r;hr-.: -tln.l.nl.:“:'l‘l j.fﬂl. e E II: 25 The Three Bears 54 |41 26) sk LY BUDGET CASSETTES £3.75 ‘ACH
I-‘-II.JI-Iln'I i I g T 128 ; .u: a5 - | Five an Treausre klond RS0 R RS Chockin TF|H Chuckin Egg I

s N e bk, 5 et 'F."l'lfl'l:r"l Ol S 10 Ifl'l 28 1 PE 1 Coantinanbol Cacud |.|| & fr,“ I'.~Il

t Lonse I ke Lt 13 O : 3 kT 0 i Ty L Fi
Bk FD!ISHI Pitllls ] -N:::“I‘I:\-D.mi r: i-:l:l '_:'L:-j_ I':",.'i u:‘ JuTsTIc“s Drajgan Wiard 610 [¢1 28| 2 | Double Dragon 1 Diragens of Flamea
ain | il i dhirg CIh =l ¥ & s ) . i
ho d |I ¥ A : R T o : I._ L1 1 e I.l e L ot e | Gant Killer Malbs Ay 1l fi'""r" H'-Il'lhl*'- Bnrnnd B 5 Bl B ””;,.
o e X WAcrmtarfida 00 |1 28K) .. E29US | COSAPETITOON PRO Meni 14951 Bk Ter Coale 511 C1lgs } " i sl »
Eeid tha Duck - 899 | Microdmiign < DTP for 8 1 38/8128. €28 92 | CHEETAH Bug 3T helnild sl * 1F1é Combal Pilo Flimbea's Clusst
Light Cowridor Microdesign with AMY Mousn «8M - £59.99 | CHEETAH Mack 1 £l | 25 Grobden Axe { -|.l'|'.h||'-
Myatiesl 7 Mind Olfica Il El2es.  Bla -.l_-. K Spmadiing |i|" P FACTFILE SERIES FU‘H A"s Hudson Howk Labas Turba
P York Warrion W% | Maner Mavdger [HPCW) h 574,95 | KEHEK Movigotor k135 BACK JNR QUIZ Pitfigzhibise Rk Dangarous |
ar i 3 [ —r fan.e8 POWERPLAY ILIrI"..'||1|||I K455

& I b ) I" . | L
gt o | Frotead £10.%3 r’,"' 93 | e .::. i :vlr o | Mibcrosguiibed :: i R‘I ; ra or e | Straatficher Tes izt Il
- Prerype (Print Erbonced) £2308 | S i ‘_ .-..."- Flaas | Eo e e 11k o ot LTkl Porsulbi Titho Todhoisg
T Spall [Fer Tosward) £2095 L, 2 - ¥ 1
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GAMES SECTION 43.

CHARTS right here, right now » GAME REVIEWS
pages 44-46 - CHEAT MODE pages 54-57

iIt's time for thre truth. The AA team
doesn't actually exist. The decision to tell
you the truth came form the very top of the
company, as a gesture to our loyal readers.

Tim Norris

Or should we say, Rod Lawton? That's right, readers.

Tim's writer had to change the identity of our
beloved editor purely because he lost the trademark
beard. The experimental period saw the fast
departure of Linda, due to Alan (Tim's writer) feeling
a little uncomfortable in dresses that small. Alan is
actually a business lawyer from Bristol, who
happened to own a CPC (we decided fo keep this
quiet ~ the readers'll hate him more that way).

Simon Forrester

But maybe you'll know him better as Adam Peters?
The final idea for the hairy dropout you think you
know today came from the Linda Barker wig being
kicked about a bit, and thrown at Adam. However,
the loveable Peters chappie wasn't exactly real. You
see, since the very early issues, the staff writing
(Yeah, like that's a verb. - Ed) has ail been
undertaken by a man called Colin Campbell, who's a
plasterer from Croydon.

Niclc Aspell

We really are surprised this one hasn't been spotted
before, really. Look at the picture to the left. Now
dig back a few issues, and find a picture of
Maryanne. Now go back to the MNick picture, and find
a black biro, Draw on some more hair. Spot any
similanties! Yes, that's right. Now get the last ish.
Draw some spikes on. Remember Ofiie? it's all
coming together now, isn't it? And for a British Rail
announcer, he can't half draw...

The hit parade

Street Fighter ..............Kixx
New Zealand Story.......H/Squad

Quattro Skills......... t
Dizzy: Yolkfolk.............C/Masters

......C/Masters

Super S/Invaders

First Div Manager C/Masters
~ The Last Vampire.........Atlantis

Flimba's Quest.............Kixx

qu;m ;

H/Squad

P Ve e e
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office quite afew months back, as a preview -
Scott and Gary Kennedy, the authars, were in
the process of drumming up-a bit of interest -
rom the soltw , though
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Don't stare at this picture for too long, or
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- Another thing that makes Traiﬂassﬂspeﬂal
ﬁhﬁﬂk&pﬂhﬁwmw
Polish today. Only 15 shillings a tin. ~ Ed) The
scenery is never boring. and hardly ever repeats.
How on earth so many graphics and sprites were
ever stored in 64k 15 beyond me, as the library of
sprites and static features is truly huge. The -

Sprtes are al wel animated, with no ficker, and

i jerking. The loading screen and a few
elements in the game dself do give the
impression that ‘cute’ is trying fo creep in at the
edges, but it's nothing to worry about, as nothing
even remotely resembles farm produce on legs,
and there's not a scrap of fur to be seen.
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llﬂ of dangerous gasses. Got a light?

an mmch smh around throughout
‘odd itte spiash, rumble, plink fwhen you
anipulate an object), and the ike.

It's all really cheerful, nght? What a fab
game," you're M Well, there L'- the odd
downer, a5 with any game,

Gripe - timing. Remember earlier | mentioned

 the need to have reflexes at the superhuman end

of the scale? Well, the further you progress

~ through the game, the more difficult things get.

Okay, a nice moderated difficulty factor does a
game the world of good, but there are some
deadiy gbstacles that place your progress (or
even life) very firmiy in the lap of pure fluke.
Some screens don't require practice <o much as

The artwork is second to none. The scenery continually retrying until you either die or get
all blends nicely, ang actually manages toadd an  past. This will irmtate you — as s0on a5 you know
air of loneliness and desolation. The city is full of you're going to have to
high roofed, silent : travel across a certain
rooms, and the [' ALY e W5 | part, you can
terminals look ; ”l- e - '% . three or four lives as
overgrown. Nasties s g = . | natural wastage. This is
fake avarietyofforms, | T, o % << | adownfall - not enough
ranging from Jet Set e M 2T 7 RS e detiact from the
Willy style floating e S S sy ' game in any big way,
meanies (though they're E e "7 tios stuf? likea the Bita . | DUt enough to put you
much ni¢er to look at 7 screen that shows how | ina bt of a bad mood
than JSW ever was) to s .—linnr—hb- at times. It might be
slightly more normal ——— -~ wise to bear in mind that

birds, butterflies and such. From what we've
seen, there isn't a single ambiguously drawn
object in the entire game,

Graphically, Trakers explores a slightly
different avenue to the likes of Prehistorik i and
Super Cauldron, in that the emphasis is on
atmosphere and impression rather than how
many things move at once (not that there's
anything wrong with either style). This, though
not as visually mind blowing as Titus's two
releases, shows an incredible amount of care on
the part of the artist.

The bitle screen erupts with a dramatic bong
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Second fleor, ladies lingerie, sporting
goods, and kitchenware (it's a lift, you see),

this review was written by someone who
managed to chew through seven joysticks in half
over the space of half an hour though, and so
maybe isn't afl that balanced.

This slight lack of consideration in some
screen designs won't ruin the game for you
though, as the initial ease whilst you get used to
the format gives you a taste of a game youl
want to see a lot more of. This definitely gives
the game a very good inibial attraction, and
serves as a very good advertisement for the rest
of the game.

Once you've got a litthe deeper into the game,
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Oh we do like to be beside the seaside, oh
we do likke a nice predictable caption.
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* To get hold of your copy of Trakers, !
send a chegue or postal order for £10 made §

out to Scott Kennedy at the following
atdress:

32 Lostock Road

Seedley, Salford

Greater Manchester, M5 2LH

“screens; but even when you're ready to find the

authors and kill them, you'll keep playing. You
see, this game is anything but linear. If you don't
feel fike solving one puzzle, you can spend your
time doing other stuff mstead, and leave the
harder stuff till you feel up to it. Such game
design is refreshing, showing care and attention
we rarely see in a game these days.

All in all, then, Trakers is a damned fine
game. It's well written, and meredibly good fun to
play. It's graphically appealing, with atmospheric
sounds to accompany the equally moody setting.
If you don't get this one, you're missing out on
two counts. First, because Trakers is a damned
fine game, and secondly because it's the start of
quality home-brew games for the CPC. @

VERDICT

o BT

Some beautifully drawn sprites
which are well animated and very
entertaining.

EOMETS
Mo twne, but a pretty nice variety
of sound effects.

GAaAE EaCTOR
The game draws you in quite
nicaly, starting with tha
easier stuff.

ETAYIIRNEG POWHAEF
But it does get difficult a
little quickly.

Look, it's just good, okay?




it's Creepy, Kooky, Spooky,
Ooky. Iit's Simon reviewing

The Addams Family - double

Can you honestly tell me that as a child, you
really enjoyed Tiswas? It had all the right
ingredients - wackiness, an evil villain,
humour, Chris Tarrant, etc - but it | always
found it incredibly scary. Sort of ‘clown that
grins too much’ scary, All of this is, of
course, only vaguely linked to The Addams
Family, but | just wanted to mention ft.

You see, The Addams Family weren't
scary as such, but they did possess a
certain something that prompted slightly
uncomfortable laughter from people who
were never quite sure how hard to laugh.

So is it possible to capture this deep

spirit of creepiness on a computer? Has this

re-release of Ocean’s original game got
what it takes?

The plot's simple - the whole family has
been imprisoned, and it's up to one man to
rescue them - Gomez. So you, controlling
Morticia's slightly creepy husband, must
journey round the castle and do the
standard heroic bit.

It's a platform game. 'Helmma to Yawn
City, Alabama, population one game
reviewer. There’s a fairly good seléction of
nasties. Oh, and there are some doors to go
through. Whoopdedoo. So, what with all this
tired concept stuff, why is it so likeable?

The format is strange - bad guys are
killed by jumping on their heads. This,
though being old hat in arcades and console
games, is a relatively new development for
the CPC. Probably the closest thing recently
has been Prehistorik Il, which had a
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There's only I_nlﬂu. waorse than a chasm
with spikes at the bottom. And that's, er...
distinctly consoley feel to it. Good news?
Well, it adds diversity to an already broad
games selection for a dying (as far as the -
computer games industry is concerned)
machine, so it can't be bad.

For a game to'work as well as this one
does, the graphics have to be quite good.
The Addams Family is extremely nice to
look at, with a broad-ish array of different

_backgrounds, as well as a good variaty of
‘bad guys. The animation is smooth, with no.
sprite flicker, mﬂmmadreducﬁm

One thing you may notice is the slightly
naff title tune plonking away inthe
background o title sequence but, :
thankfully, this honky-tonk harmony in
everything flat dies as soon as the game
gets going. Sound effects are a damned
sight better than the opening tune, and do
actually manage to add something.

When you first play the game, you'll have
a mixed reaction. On the one hand, the
game holds nothing you won't have seen
before but, on the other, it does make a
very nice platform romp game. Oceéan seem
to have managed to combine the good
points of many, many games, and leave
behind all the niggling little things about
previous platform yawn-'em-ups.

Once you've managed to get past the
first screen, the whole game opens itself up
to you. That’s not to say you'll be able to
complete it all that easily, it's just that the
techniques used on the first screen are
carried through the whole game. This way,
you'll manage to see quite a lot more of the
game each time you play it, and you won't
come up against too much trouble with
screens you've already completed.

This has got to be one of the better re-
releases of late, if not the best. What the
game loses in lack of originality, it certainly
makes up for in size, fun, and challenge. ©

_Simon says, ‘Hold both hands in the air.’
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Lol S e S
Candles create bright patches on
walls, and portrafts hang in the

housa - it's worth watching

T B
The tithe tune has about as much
appeal as Jimmy Tarbuck, and in
game effects don't add much

iRl FAROCTOR

An initial easiness will

probably draw you into the
game quite quickly.

And long encugh to discover
other, more difficult sections
You'll play for quite a while

A game that you really should take a
good look at - you don't know what
you're missing.
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~ €5)  GAME FEATURE

Flggrier 1

One of the most hyped games
of 1993 has been US Gold’s
Street Fighter Il. Just about
every format has seen a
version except the CPC. Iit's
not US Gold's fault, but just
what exactly is going on?

As with everyone else, we at AA started to get a
litthe excited when we heard of the development
of the sequel to the massively popular arcade
game, Street Fighter, A quick call to US Gold
confirmed a release date of, as far as you're
concerned, issue 90, It was with a tear in her eve
that ex-AA ed Linda Barker told the world it would
De appeanng next 1ssue.

Issue 91. Tim's first ish. SF2 was scheduled,
and with a heart filled with hope, | rang US Gold
to find out when we could have the most
publicized beat-'emup in history for review.
Unfortunately, it was not to be for that issue, and

the two pages went to Playdays instead.

issue 92. We're all a little disheartened, and
the regular call to US Gold is not cheerful. Two to
three weeks, they said. This is what they've been
saying since we first heard of the CPC version,

Issue 93. Somewhere in US Gold, a
marketing manager picked up the phone to a
staff writer trying really hard not to giggle. One of
the most enjoyable parts of the mag was wriling
the Next Month copy.

Issue 94. It's not funny any more. Tim drops
the Next Month reference, and AA resigns itsell
to missing out for another issue,

So what's going on?

The people responsible for actually wniting Street
Fighter I on the CPC are based in France. This
has posed communication problems between the
English office of US Gold, and the team.

The last AA heard, the programming team
themsehes were halfway to disbanding, and
maybe scrapping the CPC version altogether.
This is No Fun, Do you realise what you're
missing out on? SF2 is the most hyped beat-'em-
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up game of all ime! Whether it's the best or not
is & different story entirely, but we'll get that side
clarified as soon as we see the finished game,

A merry tale
The Street Fighter story begms in arcades
packed with several other mediocre beat'em-
ups. The only thing that separated Street Fighter
was its pressure sensitive pads, ghing the player
the ability to gauge the power of hits. This, to say
the least, caught on, and gathered it's own
following in no time at all. Apart from the
pressure idea, though, SF was nothing special.
Street Fighter §, What's it all about? Well, the
full story is a long and complex saga full of comic
strips; feudal histories, and full personal details
on all eight players. The larger amount of
characters in the sequel allows for much more
freedom, experimentation, and life span Lo be
included in the game, as you can always find a
new combination to pair up. Meat the guys:

Balrog

He's a boxer. What more needs to be said?

-|-+ Eevag it




The varsions of SF2 we've seen 5o far work on

‘quite a complex system nvolving about four
fire buttons (available on console machines),
and quite a complex set of movermnents. The
Spectrum version (the version we'll be drawing

Anyone with a headbutt as a special move is
going to have all the mental agility of a flea, and
about half the charisma.

Blanka

Ha! He may be big and green with a huge
amount of red harr, he may eat people’s faces,
and he may pass currents through his body
whenever he pleases, but | just can't get over the
fact that punk’s answer to the Hulk is actually
called Jimmy!

Chun Li

Probably the most famous of all the SF2
characters, Chun Li apparently watched her
{ather get bumped off by M Bison (so they're not
all that chummyl, and has a variety of special
maves most of which involve legs flying
everywhere (along with the bad guys). Oh, and
she's got split ends,

Dhalism

King of the rubber men, Dhalism is a
monumentally bendy bloke. He can break
spmeone’s kneecap from clear across the
screen with his arms that must stretch
proporticnally to about ten feet.

E Honda

What can | say? The onginal fat bloke is here,

. like a geezer in a dodgy
| safari suit. Pang anyone? .

_ _smwm.mm
one button. This won't pose to much of &
problem n normai play, but it is another
reminder of how the CPC just isn't equipped to
cope with some of the software ideas floating
around these days

He's an expert at sumo wrastling, and has a
variety of special moves highlighting the fact -
from crushing or throwing an opponent to
slapping all his flesh off.

Guile

Gunle has to be the hardest of all the characters,

whose various special moves pale into
insignificance compared to his ability to walk up
to someone and put his fist through their upper
torso approximately 17 times per second.

Ken
Like Ryu but in a red suit.

M Bison

How much explanation does anyone need to
attach to mowves like ‘head stomp’ and 'flaming
torpedo’? Don't try this at home, kids.

Your standard boring nonnutated blokey in a
karate costume, capable of fireballs, dragon
punches, and couple of throws, Yawnarama.,

This is the blokey Ryu defeated the first time
round, giving him a huge dragon burn for his
trouble. He's angry, and he's seven foot five
inches tall, What more do you need to know?
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Strange chappie this, wearing a mask on his face
and two foot claws on his hand. If having a two
foot fingernail poked up your nose wasn't
enough, he has a vanety of throws and drops

Zangief

No special moves like fireballs, missiles, etc, but
he has a rather impressive range of moves for
putting someone's head through a paving slab,
brick wall, or car. Seven foot and scary.

So all these people meet for a giant
kick/punch/throw/burn-em-up, and it's
immortalized on your computer screen as Street
Fighter I, But once again, where the hell is it?

The official word from US Gold is that it's still
under development. The problem isn't with them,
you see, but with the actual programming team,
who are still working on the CPC version. We're
going to be trying to talk to them ourselves soon.

We're eagerly awaiting further news as you
read this and we may even have a preview
version of the final thing to tell you about next
ish. In the meantime, though, don't lose all of
your hopes, but don't get them up either. @

Coming Up...

Though we can't really promise anything
5 -',rap,e you can res assured
s -any sign of life on
oul hear it

an't ring up
sleased, as

No one I_Ilul Mr Bendy Rubbery Guy

.
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Send your Ieite;"s to Reﬁtﬂnm

it's happened again

Many thanks for printing my letter on the CPC -

:ga Drive lead, but oops, the gremilins got in. It

must have been the PC word processor | used

instead of my trusty Brunword. (But John, the bit

with the mistake was hand written. Bizarre. - Ed)
The amended 8-pin DIN connections are as

foliows:

pin 1 - red
pin 2 -n.c
pin 3 - n.c. (lummance conneclion makes no

diference)

¥

pin 4 - g

green

ound
pin 5
pin &6 - n.c
pin 7 - sync
pin B = blue
Incidentally, l've since checked the pin-outs with
Sega UK and they're correct. My deepest
apologies for the boob.

| think the new format mag is pretty good and
the serious software on the coverlape is a great
dea. Not everyone may think horse racing is
senous, thoug!
Persanally, I've been waiting for the
spreadsheet, please let us have this before the
Ed) as the latter are more
I've already got two but, as yet, no
spreagsheet
John Driver
Swindon

database (Oops.

COmmon

Thanks for pointing out the mistake, John, Er, the
new version doesn't look anything like the old ane

game Lemmi

| find th

much |

— T

- what happened? Anyway, this is probably as
good a ime as any to plead with anyone wha's
thinking of sending in any of these litile ideas -
please check thermn thoroughly befare you invite
us to share them with the rest of the world. We
don't have the time or the facilities to check
these things so if they're wrong we probably
chan't find out. And then where shall we be? We'll
all be murdered in our beds, 'l be bound.

Tape to disc

Ive i‘?n_ﬁ-:.—r';r? problems with transferring AA
covertapes to disc. Because of the way the
programs are saved, it's impossible to save
more than one tape's worth onto one disc. To
overcome this, | was advised to save the second
tape onto another directory (User 01 instead of
User O0). It worked fine but | can’t get at the
programs because the menus always try to
access User 00 again. What can | do?

Merv

Australia

What you need is a litle program from the
famous Simon Forrester. Save it into User 00
and load it from there, but before you RUN i,
jump to the directory your other stult is saved in
(does that make sense?) and it'l run the correct
menu for you, correctly. Apparently.

DAOG 10:addr=8BESD

DAGJ 28-READ-butes

HAPJ 30-IF -bytes="#%" . THEN -CALL - 4BESD

HALD 40:POKE-addr ,VAL("4" thyted)

EAEF 58-addrzaddrtl

CABE 68-GOTO-28

ent Lemmings

at all? Have all 4

Chekction @)

Amstrad Action, 30'Mohmoiith Street, Bath BA1 2BW

GANF 70 -DATA-21,9F BE 06,04,11,00,C0
GAHO 80-DATA-CD,T7,BC,EB,DS,CD,B3,BC
GAPT 90 DATA-CD,74,BC,EL,11,1h,00,13
GARO 10@-DATA-TE,SF,23,7E,57,E8,E9,4D
ERAE L118-DATA-45,4E, 55,

Oh no, another nutter

| thought AA needed a tune to brighten it up (not
that it"s not brlliant already)

Blues

| woke up this moming (duh duh duh duh)

bed (duh duh duh duh)

And | got out of

Martimn Bianco went ".U.al;th to my head
| went to feed the dog but the damn thing was
dead (duh duh duh duh)

went to the church and the pnest he said (duh
duh duh duh)
“Oh my son, you're looking depressed”

That's because my Amstrad's been broken so
long... | guess.
{wow woo hee budoom wohee doobie do do da
oooh)
The Ayresman
London

Hang on, I'll just fetch me harmonica.

And another one

| was most upset to read your reaction to Loopy
Lou's letter (June 93) about the yumy,
irresistible Simon Forrester. How can you say he
isn't even remotely attractive and that Loopy Lou
chould seek help at once? | think this is the most
hurtiul thing I've ever heard, or read, even. (You

shouwld have heard what | sad when | first read

enced th

help, I'm de

Joanna Davis

can you help me em with the
75. | have a 464 Plus : g
at | can get no sound at all no matter how
turn up the volume and fiddle with the |
al
heip for

Andover

i the b4k

d try the

of L
beat anythi
Mac, Amigs

Drive, etc. Hurrah.
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We're stupid

1 éither the
and the
ocks. The

g will not start. Flease heip.
| M Firth
Penarth

Ah, yes, well. What happened was that we
wrote the instructions and then found out that

Loopy's letter - ‘hurtful’ doesn't even begin to
describe it. — Ed) All | can say is that you have no
taste whatsoever and should take a long hard
look at yourself - and Si for that matter. Maybe
then you'll be” able to see what a lush kind of
bloke he is (especially his lovely hair) and how
lucky you are to have him working for AA. Amen,

A perfectly sane person

| do think I'm lucky to have the Hairy Happening
working for AA, but because he’s a fine writer
and a knowledgable chap. The fact that he's not
very attractive to look at and wears an
outrageous wig doesn’t come into il.

Law abiding

In between thoughts of how wonderful you all are,
we've been wondering if there is any way of
copying multHoad tapes onto disc using our
Multiface 2. Of course we wouldn't do anything
ke that because it's not stnctly legal and we're
very law-abiding citizens — but we'd be interested
to know hypothetically.

Please help

Hazel & Graham

Stockport

Apart from saving each bit separately and
loading just the section you want to play, no. But
we're open to suggestions. Or we would be,

if copying games with a Multiface wasn't a

bit dodgy.

Oh, PS. I've just edited Richard’s Technical Forum
pages and there’s a letter in there on this very
subject. He doesn't think you can, either.

Type in probs

| have typed in Directory Editor (AA92) but | get
the error ‘type mismatch in line 270, The line is:
270-azUAL(_8 +a$) :POKE n,a:chk=chk+a

Would you please help me out with this problem.
Mrs F Hughes

Stevenage

Well, F, it could be any one of a number of
things. Remember that the = symbol represents
a space in the fype-ns. Make sure you've closed
ali the brackets and quote marks. Make sure
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you've used colons (:) and not semicolons (;) by
accident. That should just about cover it.
Probably. If it doesn't there might be something
wrong with one of the other fines so you'll have to
check through the whole thing.

Covertape suggestions

Thanks for putting Tasword on the covertape - it
makes a nice change from Mini Office, especially
the insert and rejustify function. Is the program
compatible with the other Tas titles (Taspell,
Tasign, etc) when transferred to disc?

How about putting a Mah Jong game on the
covertape (one in the eye for PC owners)?
Colossus las in Bridge, Chess, etc) did a version
bust I've never been able to get hold of it. Or how
about Hewson's Urnidium or Zynaps?

You previous idea of putting POREs for earlier
covertape games on later tapes was a cracking
idea. (A hacking idea, surely. — Ed) How about it
for those of us without a Multiface? | managed to
finish a game for the first time {Ranarama) thanks
to that bright idea.

Yours admiringly (1 wouldn't ke to do your job)
{You would if you knew how easy it was. - Ed)
Lesley Relph (don't misspell it)

Carlisle

Yes, Tasword should work with the other
Tasthings.

Er, I think you and | are the only people who
play Mah Jong so it wouldn't have much in the
way of mass appeal, really. Unless you mean the
tile matching thing that uses Mah Jong (or a
range of other) tles. That might be fun. Maybe,

We'll ponder the POKESs thing, but it does
raise an interesting point. You say you finished a
game using a POKE. But, by using the POKE, you
cheated so can you be said to have truly finished
the game? How does everyone eise feel about
this? What do you think about this whole ‘cheat’
thing? if you fork out for a game, is there any
point, any feeling of satisfaction, in typing in a
cheat that someone else worked out and then
playmng the game? Where's the challenge? Why
not just grve one of us a few bob and we'll come
round to your house and play the game for you?
Or do you think that games are too difficult and

that the only way to see them all and get full
value for money from them is to have some sort
of infinite lives cheal? If that’s the case, why don't
software houses include fully documented cheat
options? Let us know what you think.

More fan mail

Fve been a reader of your magazine for a good
three years now, and I've seen staff come and
go, but it still goes from strength to strength,
and it's plain to see why it as beaten all its
competition off and into the gutter.

| just thought I'd put finger to keyboard to ask
a few questions and stuff, if | may.
i} In AA93, Rahul Gindha asked if 3" discs would
work on the PCW as well as the 6128. You said
they wouldn't. This, however, is not the case.
There are some text adventures such as The
Taxman Cometh which were made initially for
disc-based 464s and 6128s but will also work on
PCWs. Try writing to Joan Pancott at WoW
Software, 78 Radipole Lane, Weymouth, Dorset,
DT4 9RS for more info.
il) The Classic Collection tape is a brilkant idea
and well worth the money, but | was wondering
if you could consider putting the typeins back
on it, perhaps on a bemonthly basis? Or the
POKEs maybe?
iii) With the new tape well under way, would it be
possible to have requests for what main game is
on there? If so I'd like to see something like Edd
The Duck, Elite or Scrabble.
iv) Are disc games necessarily 128k only? | have
a 464 Plus with a DDEL + drive and a memory
expansion so | don't suppose it really matters
that much, but I'm a bit curious. Is Super
Cauldron 128k only?
v) There are tons of budget games on sale at the
moment that you haven't reviewed yet, such as
Final Fight, Shadow Dancer, Pictionary and Street
fighter. Perhaps you could do a round-up of
budget games. What do you think?
vi) Although we were told what happened to Rod
and Linda, whatever happened to Adam Peters?
One minute he was here, the next minute he
wasn't. Explain please,
vii) Tim and Simon are doing a terrific job. | hope
they stay a nice long time. And tell Nick the new
logo is great, so all you misery guts out there
can stop complaining.
wiil} Finally, | love this magazine tons. It seems
more fike a group of mates chatting telling each
other gossip about their favourite computer than
the formal dull stuff in certain PC mags, and |
know 27,000-0dd readers feel the same way.
The CPC isn't on its death bed yet, it's still got
years of mileage left in il. So be optimistic and
g0 on supporting.
Thanks for listening
Matthew Long
Reading

What a lovely chap you are.

i) Thanks. Still it was prefty good as a general
rule, wasn't it? You're not Joan Pancott disguising
her voice, are you?

i) Aaaaarrrrrgh!

i} Yes. Okay, we'll put the games on our hst.

iv] No, they're not necessarily 128k only. Being



curious Is a Good Thing. Simon says Super
Cauldron isn't 128k only. But he didn't sound
very positive.

vl Damn fine idea.

vi) He was last seen on his way to Central
America muttering something about it being a
good place for a revolution.

viil Gosh, thanks.

viil} Gosh, thanks again.

Too many Cooks

I'd like to make a few points here, if | may;
First, I'd like to know if this is a record... | only
had one covertape, but | had THREE covers -
where are my other two tapes?

Secondly, | read some months back that
some people were complaining about
coverdiscs, or the lack of them. I'd like to join
this party and say that I'd like coverdiscs, but |
know this will probably never come about. | do
have this suggestion, though, which might be
worth considering:

i some people want coverdiscs then they
should do the following. Subscribe and enter a
cover letter saying they would like coverdiscs.
You could charge extra to cover the costs. You
wouldn't have to change the magazine in any
way. The subscribers, though, would have to pay
for the privilege and have to subscribe so that
you could send them through the post, not in the
shops.

Thirdly, I've recently got my hands on issues
one and two of AA - now | have the complete
set. Here are some astonishing facts about early
Reaction pages for you:

54% of the letters commented on how badly
the magazine was produced. Either that or
saying it was fab’ then pointing out all the holes.

39% (only) of the letters said AA was great.
Some had a few things to say, but were only
passing comment and wouldn't dare lo criticize.

7% of the letters said that the magazine was
good or bad and then went on to cause
embarrassment to themselves in some way.,

Then | had a look at Reaction in AA93:

13% of the letters were complaints (but not
bad ones).

B67% were praise, comment, or just questions.

20% made themselves look like dummies.,

So, has AA improved, or has the readership
scope improved? There's one to look into.
Well, have to go now, keep doing a great job.
Angela Cook
Worthing
First, unfortunately, old fruit, someone phoned us

LREACTION @)

i
| More music
Please ¢an you answer my question as it is
Very important, (So are they all, old friit. sp
are they all. - Ed) | am desperatefy Ionki;}é
fﬁr 8 music program where You enter notes
like crochets, quavers, etc - not Equinox or
Stper Sonic style. After looking through
sn.mfs AAs | found a picture of a person
using this style of musie program. (A
person called Ofia Alderton, nostalgia I'
fans, - Ed) It was in AABS in the music I'
, feature. There was also a picture of it in
AAB7. Please could you tell me what this
program is called, where | can get it and
how much it costs. Are there any other

( MUSIC programs in this style? Thank you, |
| hope you can heip. |

Jonathan Brunhead
Somewhere out near Stockport

—

o

J.S. BACH
srrwnged by Themas A Johenen

The program of which you speak 1S RAM f '
Music Machine from Datel (0782 |
744707). It's @ music program-cumm MIDI
interface, and it isn't, frankly, up {0 much.
well. it's okay, but n AASD we reviewed It
and said {among SOME NiCE things) using
Music Machine to wrile compositions |3_
ing a match stick to play snooker .

ke us on't

Doesn't sound like fun to me We d
know of any programs that meet your
eds. although there may be some n

ne ]
in. Try a few libranes and

the public doma
see what they can 00.

the day before we got your letter to tell us that
he, too, had three covers. So, not only is it not a
record, it isn't even that unusual. Sorry.

secondly, 'm sure there’s a reason why we
don’t do ths. | don't know what it is, but 'm sure
it's a really good one. It's probably got something
to do with it bemg incredibly difficult to organize,
whereas you sending off a coupon is really
simple for everyone. Maybe.,

Thirdly congratulations on completing your
collection. Who can say why the letters have
changed’ Er..,

Some grovelling

First of all, may | grovel before you and say that
AA is the best magazine in the world (Oh, all right
then. - Ed). Secondly, could you possibly answer
a few questions for me?

1. How can | get past the Flash Boredom set
alive in Seymour Goes To Hollywood?

2. How many of the AA team like the brilliant
Quantum Leap.

3. Are there any soccer games lined up for the
covertape, if so what are they?

4. Is Rod ever coming back.

5. When are Lemmings and the Addams Family
ceming out on budget?

6. How do | get the key in Isn't This High in

And another thing

to Eric Walker from Guildford w

Thanks

AL

o Lucy Bethell from Stockport

ly never get a

nson from P

iy try 10 trac

Seymour Goes To Hollywood?

7. Where can | get a copy of Spiderman: Dr
Doom's Revenge?

8. Why are Commodore graphics crap, and
Amstrad's graphics aren't?

9. Thanks very much.

John Fee

Dundalk

1. Don't know, don't care and it doesn't make any
difference. | hate Seymour games.

£. Simon and | do. Nick doesn’t watch it at all,
but s sister likes it.

3. We'll try to find one. italy 90 might be nice.

4. | asked him and he said something about
coming back when Torwvil and Dean perform in
Hades. Make of that what you will.

5. Don't know about Lemmings, if | find out I'l let
you know. Addams Family is in this very ish

6. Haven't | already explained about

Seymour games’

J. Try US Gold on 021 625 3388. Failing that,
how about the small ads?

8. Och, now | know this one. it's got something
to do with sunspots, hasn't it? But remember,
Kids, AA doesn't think it's big or hard or clever to
slag off other computers

9. No, really, thank you. @

Mr/Mrs,/Miss,/Ms 'l am sorry’ (you didn't
put your name, you clot) from Chorley -

| |"|"' aKe
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Pssst. Wanna cheat at a few
games? We've got ‘em all
here, mate. All as supplied to
the toffs by that Phil
Howard. I've got some lovely
nylons, too. Petrol coupons?

A hideous cheat for a hideously difficult
game. Turn the built in cheatmode on or
select the level you would like to play.

FAOI 1+'+Hideous:cheat
AAJH 2°

GALK 3-'sCheal mode-on/off
AALH 4.

FAEJ 5+ '«Start:level:1-4
AfdNH &.°

GAHM 10:DATA-21,08,bf, 22, 1a,80,03,00
HANE 20-DATA.B0,3e,05,32,9¢,03, 3¢, £
FACL 30-DATA-32,fh,B2,c3,b0,02

Some time ago the game Dragontorc
appeared on the AA covertape. | would like
to bet that very few people actually
managed to figure out just what was going
on let alone finished the game. Anyway, out
of the blue comes the solution to the game
from Adrian Hodgson of Matlock in Derby. |
just know you've been hard at it for the last
year Adrian... Now that all is revealed you
will realise why you never got further than
you did!

@ Find the bow and arrow and give it to one of
the elves, you will receive a scythe,
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FAFE 40-FOR-x=2BF@0-T0.&BF1S

FAME 5S0-READA%:a-UAL("E"+a¥)

GAIE B@-y=y*a:POKEx,a:NEXT

EAFP T8+IF y{)2013 THEN. 168

TIRER 6@ INPUT"Cheat -mode:Y/H7:", 1§
DABO 98- i9=UPPERS(1%)

HAAA 180-IF-i$="Y"-THEN -FOKE-2BF0A,0
IREG 1168 INPUT"Start:level-(1-4)°,1
EAMO  128-1F-i=1-THEN-i=257

EALE 130-POKE.8BFOF,i-2

IAGA 140 -HEMORY: 450808 :LOAD"hideous
DAAA 150 CALL -&BFOE

GANG 160 PRINT"Data:error!"

Graham Smith of Street is still producing
pokes for us, this ones for Robin Hood -
Legend Quest.

JAKC 1+"+Robin-Hood = Legend Quest
Fadd 2:"+By Graham:Snith

@ In the los
collect the leter

ts {level 2) you need to

to the next |
® The letter | is difficult to obtain, go to the
room with the stool and fireball in:
ve the servant over the stool and it will
i ch Llpr-n the other chests in
e 2 keys, open the
and the fireball
"hanuu mta a half-moon, inside the
Thw IPtte- A

| and T, then place them on
arm the word exit to move

It's that hapless junior magician-type person
again. But now we've got some clues.
AAKH 3.

FADJ 10:DATA-3e,55,32,4b,9¢, 21

GACF 20:DATA-ch,eb, 22,h6, 8¢, 03

FAAP 30-DATA-40,9¢c,af 32,14,a0

DABL 40-DATA-c3,b7,75

HAPM 50:PRINT®Infinite:lives®

IAMJ B0 PRINT"ROBIN:HOOD :LEGEND -QUEST"
FAEC 70-MEMORY-48886:LOAD"™"

HAID 88:FOR: j=k8D3@:T043DA4 :READ a4
GAPL  90:POKE -, VALC("&"+a%) :HEXT

CAWP  180:CALL &9D390

the henge, these cubes transport you fo
different locations within the game.

& Follow t
blasted

route of the
then (

henge

cube t

& Find

@lfa

stop t

58 seal to move the flagstone and
RO di YW tﬂw hole 1o Merlyn's cave
® Unlock the chest with the seal and read the
e that is inside,
e soroll and the hali-moon.
@ II e the servant on the table in the adjacent
room to take the milk and warrior gem.
® Go down the exit and use the axe on the
stump.
® Find a log and put the milk near it to attract
the hedgehog.
@ Take the hedgehog, go back to the stump
and use it to find the key.
® Take the ke d Merlyn's
seal back down into the
cave and unlock the door.




Hurrah, it's a girl with pigtails - we thought
they'd gone out of fashion a long time ago.

Hot off the presses [And boy, those presses
ARE hot. - Ed)] and just in time, comes a set
of playing tips for the AAS3 covertape game
Mystical from Mark Riley of Kirby Muxloe,
actually I've had them since the original
game appeared, but now's as good a time
as any to give themn an outing.

Scrolis and what they do

f = Ever 'l -
11 = You fire red missiles.

12 = You fire bolts that turn the baddies inta

03 - You fire a whole load of bolts all over and
up the screen
04 - You fire bolts that turn the baddies into
rubble.

05 - The baddies are locked in cages

{6 - the baddies all fall to the ground,

07 = You fire a sword that kills the baddies

= © Open the chest with Merlyn's
S /‘ seal and take Hagor’s seal.

® Take the half-moon and go to

Hagor's sanctuary.
Find and take the energy herb,

then find the skelebone and search to get the
divining rod.
® Use the divining rod to search the leaves and
pools to get the Bane jewel and the crystal of
anti-thought.

v Use the seal to open the tombstone and
g0 down,

@ Read the message, leave everything but
Hagor's seal and go through the door,

& Touch the seal on the 3 spiders befare they
kill you and take the 3 spells.

@ Use the Return spell to get into Hagor's
tomb room.

o Search the tomb for the door key to get out.
@ Leave with the halfmoon and go to
Witchwood to find sanchuary for the key to
Locris vaults,

In Witchweod find the message that
says ‘Batswing, witchleaf, frogleg will reveal’
and collect the bat, the herb and the frog in
the poal.
® Fut these in the cauldron and get the wand
that floats out.

{eventually) and remains on the screen while they

are about (very useful).

08 - You fire bolts that tum baddies into frogs.
09 = You fire a set of red balls that bounce
across the screen killing everything they touch
{show but good).

10 - You fire bolts that turmn baddies into
SHoWMmEn,

11 - All baddies die,

12 - All baddies freeze.

Phials and what they do

01 - 2 extra magicians appear on either side.
02 — 1 extra magictan appears usually on

the left.

03 - All baddies run off the side,

04 = A genie appears just above you and fires
continuously in 3 directions,

(5 = Gives protection from baddies {(very useful),

06 - You fire diagonally,

07 = As 06 but straight up

OB = You fire a bolt that electrocutes
the baddies.
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09 - You fire batwings.

10 - A cloud driffs up the screen killing the
baddies.

11 - You hre blue balls up the screen,

12 - Shield from baddies bullets onby.

Tips

1 Save some magic for the third level in each
world, You need to beat the god at the end of
that level,

2 Burgers increase your energy.

3 Avoid as many baddies as possible,

4 Don't fire unless you have to.

5 When you get to the first level God, move
right to the top of the screen and then circle
round in front firing constantly, then move back
to the opposite comer at the top. Don't move in
very close behind him or your energy
decreases quickly.

& One bolt kills a baddie, several balls (red or
blue {or green if you haven't 2 colour maonitor])
are neaded for the same effect,

And if you can't finish it now then, tch, there's no

Hulk Hogan kindly helps his epponent with
his limbering up exercises before the fight.

Go next door and use the wand to move the
flagstone. Take the elf gem and the spell
@ Give the wandening elf the gem in return for
the other half of the moon key, then construct
the whole key and take the full moon,

De-activate the magic sword with the
wand and take it, then cut down the sapling
and create the magic broom to sweep away
the leaves.

& You should then find a second large stone
and the message What full maon reveals
take itwith steel’ This means use the moon
on the stone.

Before proceeding to Sanctuary move the
other flagstone in the woods and collect the
hight spell.

& You can kil the goblins with the missile spell
and protect yoursell against the Demons
missies with the mantle.

If you walk into the Cursed scroll you are
transported to a doorless room. Use the leyrod
fo reveal the ext.
® Uncurse the scroll with the sword and get the
message ‘The vault of Locris is opened with
Sunkey’ this is what you are looking for.

One of the goblins has the Sunkey, and
angther has the green chest key which opens
three chests.

And Is treatod to an orlental “jumping up
and down in the upper chest’ massage.

& In one of these rooms is a cursed wand,
use the sword to remove the curse and
get the message.

Use the sword on the magic spiders and get
some more spells.
® Unlock a green chest with the green key
to get a message which can be read in
conjunction with the message you get on the
locate spell which you receive when the wanged
demaon 15 destroyed.

In the dark room use the light spell, and
search it with the wand there i1s a key under the
stone carang on the back wall.

& Search the tomb with the servant for the wall
spefl and kill the wraith with the bane spell.

Use the door key to open the locked door
by the goblins, inside i5 a green chest which
can be opened by the green key. Leave the old
key and collect the one you have just found in
the chest.

@ Go through the dark room and open
the locked door at the other side, go through
the doar.

Look for 2 doors side by side; one has an
exit cube onil, then use the
locate nside to find a green
chest which can be opened
by the green key.

i
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0808 0o Inf time:

some pGKES Fradator (t) ATAZ oo Inf lves
BAB1 Do Inf grenades
Where they got them from no one will ever know after the gigantic 35EH 00 inf bullets
listing of a couple of months ago. EBB5 00 Inf time
But, undaunted, Ken Wood of Blyth and Lee Rouane of Captain America (1) Q7RG A7 inf shields
Kelstedge have managed to come up with a whole new host of Game Over pt 1 (d) O46E 00 Inf grenades
multiface pokes to add to your list. 1F37 co inf energy
1IF7C 00 inf ives
Game over pt 2 O46E a0 Inf lasers
NAME ADDRESS POKE EFFECT 1D5F c9 Inf Energy
1DA4 00 Inf fives
Karnoy {t) 40DB 00 Inf fives Fire & Forget (t) 4305 0t Inf fuel

5025 00 Inf time 4454 00}
4004 6181 Keeps firepower The Real Ghostbusters 65BC 00 inf lives
OODF 02} after death 50CB 00 Inf time
61BA 00 inf Bombs Syntax (AA) (t) 2607 00 inf lives
799A 00 Inf Flames Cauldron {t) 9C83 00 Inf lives
WWE (1) 09A9 FF More energy Camelot Warriors (B} DR9E 00 Inf lives
2ABT 00 Inf lives Zobyx {t) 4390 00 Inf lives
ZapT'Balls PD {d) 0271 FF 255 lives Yogis great escape gree A7 Inf lives

o 88 i i A A3
i, = Ft—u S r— L~ IEs IE

And here weo see a man with green things
on his head. We'd better see a doctor.

symbol to reveal the exit or use the return spell,
® Place the crown on the anvil to destroy it
travel to the Trollstones use the warnor spell

on the deadly yellow imps and kill them before
trying to solve any of the puzzles.
@ Make sure you have the lit torch and the
demon spell,

» Search the leaves to get the bane gem.
@ Catching the bird will reveal a message

and a‘torch,

Light the torch on the camp firé and take a
bow 1o the elf. The elf will give you a nut in
return. Give this to the squirrel and he will crack
it open o reveal a key.

# Enter the ruins with the elf and open the
chest with the key and take the snake symbol,
» Use the snake to move the flagstone and

fake the demon spell that lies underneath,

& Take the cursed key which has a message
{on the whereabouts of the crowns and the
order to destroy them) from inside the chest,
@ Use the full moon and the sunkey to reveal
the exit cube and leave with the sunkey and the
Cursed key.
® Go back to the Vaults of Locris,
Open the locked door with the sunkey.
Search the tomb with the servant spell and

find the undo spell,
On the next screen avoid the fireballs and use
bane to kill the wraith,
® The doorway to the crown is cursed so use
the undo spell otherwise you will be transported
an entry,
when you have removed the curse a moon
symbol appears. Use undo to release the crown
and take it
Use return spell place the crown on the
anvil and destroy it with the crystal of anti-
thought. Take the gold remnants for trading
with the elves.
® Proceed to Dreamdowns, if the dwarves are
bothering you then lead the elves to them or use
the warrior spell,
@ ook for the squirrel
and use him to search the
leaves to reveal a stone
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® Leave the ruins and use the snake symbol to
move the flagsione in the woods and reveal an
entrance. Go down with the snake symbol and
the lit torch,

Go through the first door and turn off the
snake generator with the torch by placing the
torch on the wall snake symbol.

& Kill-any remaining snakes with the
snake symbaol,

Open any locked doors and chests with snake
symbol and kill any snakes with the torch.

@ Take the crown symbol from the chest (If
there is no crown only another snakesymbol put
two snakes together and make a crown),

Beware of the axe and fireball room, use slow
or unseen spelis,

& Search the tomb with the crown symbol to
reveal a crown and a message.

Use the snake symbol on the other snake

Search the stump for the coin and put it
into the water, then jump into the pool to go
to Hellsmouth.

Helismouth is populated by bats that can be
killed by using the missile spell and you can kil
the snakes with the toreh,

Find the axe and smash the eggs then take
the chest key.

@ Look for the chest, open it with the Key and
get the crown symbol,

Place the crown symbol on the cursed key
while avoiding the balls of red fire, Unseen or
slow will help.

& Take the key and use it to open the locked
door, when the demon appears use the demon
spell to destroy it

# Take the crown, kill the eyes with the bane
and place the crown symbol on the stone to
reveal the exit.




In April 1990, in AASS, a chap called Phil (Uncle
Phil) Howard made his first appearance as the
host of AA's Cheat Mode pages. Now, after 41

sues, he's hanging up s cheating trousers and

moving on to pastures new,

On behalf of everyone who's ever finished a
game a sult of Phil's tireless cheating efforts
we'd like to say a cheery farewell = we'll miss ya.

Regular Cheat Moders will have noticed the name
of Lee Roua

arity. So regular, in fact, were his

e cropping up with alarming

-ontributions that we thought we ought to get
him on our side — s from next month he'll be our

new Cheat Mode maestro. Hurrah

So write to him

g your hints, tips,
her helpful stuff you
ster. o0 write to lum at;
Amstrad Action
Cheatmode
30 Monmouth Street
Bath
BAl 2BW

You might even win yourself 25 quid.
® Place the crown on the anvil to
/ destroy il
Proceed to Wyrmwood and
search all the woods pools, leaves
etc. with the servant spell, and get the
spells and eff gems. Find the elves and give
them the gems, you will receive a touch key and
a missile spell
@ Lise the key 1o open the chest and get the
detect spell.
Light the torch on the goblins fire and kill
the snakes
® Beware of the flying cube that transports you,
decoy it or it will be waiting for you.
Use the goblins key 1o open the chest, get a
bow and door key. Give the bow to the elf.
@ Open the locked door, kil at least one of the
goblins inside the citadel to persuade the elves
to: follow you and kill the poblins.
Open the next door eénd enler beware of the
magic balls
® Open the next door and enter beware of
the bat.
Open the door on the left use the
detect speli
@ Take the key and open the chests, take the
pentagram and the undo spell find the
pertagram on the floor of one room and place

So farewell then

The {t)s and-(dls befare the addressiindicate
whether the poke was written for a tape or

& try). Jusl in case vou don't already how 1o

steps i sUCCess.

YR L u‘-ﬂ--‘-!,-_.!;__.‘,!

-:é"'_'_"_ :
- Zap'T'Balls =
-~

o Catherine Bishop of

'l: Southampton has managed to

== crack the first two levels of the

-"‘-. commercial version of the Austrian
:H-h Pang clone.

e Cuddly Testworld - 2:GEH
-‘ MNP 6:LPT B:RTF 10:TFL 12:FLG
- 14:LGA

"": lceworld - Access

- code: HLFSOMZUEAR) - 2:UNB 4:EL)
:- 6:EVA B:BLE 10:-BUT 12:THI 14:5L0
-" 16:0KS 18:LIK 20:EAC 22:LAU

= 24:SEV

the symbol on top of it to reveal the decoy cube
this will take you outside the citadel.

Beware of the demon who will take away the
ability to open doors,

@ The way to Morag 15 through a room with a
flashing imp, don't touch it.

Lead the elves but try to destroy the
skelebones and demons yourself or they might
kil the elves.

@ Find the pool and replenish your energy.

Find the green key put the lit torch on the
floor to attract the snakes then kill them, then
use undo on the key and open the chest,
® Take the white key but leave the symbol there
for fater and unlock the door then lead the
goblins away for the elves to deal with,

Beware of the invisible spider use the missile
spell and you should be in Morag's room,

& Use dlow or unseen. Place the hand.on top of
the crown and the crown will drop down, take #
and the wand and go left.

Use bane to kill the wraiths. Pul the wand on
top of the fireball generator and it will turm into a
door key.

@ Take the key, open the snake room and
kil the snakes. Find the cheat-using the
wand and open it with the green key

disk - game (they rmght work-on both, ds weorth

put in these BLACK-BOX POKES, here are the

e e e B e e e e e B e e e SN T
LE EE B REE ] =

GAME TIPS LY

aj Load the game as normal, _
bl Press the RED button on the MULTIFACE.
¢} Press T for 1ool.

d) Press * 1o miake sure you select the code.
& Press H for HEXADECIMAL input.

fi Press SPACE for nput,

g) Type in the ADDRESS (4 characters e
SAFCN S i

B Type i the FOKE A2 characters ie ATL

i Prisss RETURN. _ =

111 there is more than ome poke. goto (1

k} Press ESC batk to themen.

Y Press R return to'the game.

Use the wand to turn off the snakes
and magic then lake the mindkey spell from
the chest.

& Take the wand, the crown and the pentagram
{o the room with the exit cube and the other
pantagram symbol, leave the pentagram.

Open the door with the mindkey and use the
yellow key from the invisible goblin room o
open the chest, beware of axes from inside Use
the wand to turn them off.

@ Take the pentagram and place it on the cube
{missiles fly out] place another on and the cube
re-appears. Take the cube and go down.

You will arrive at Cairndoom open the doors
with the mindkey, and kill the goblin dwarf and
demon with the missile and warrior spelis.

@& Look for the room with the giant stone,
the use the mindkey on the stone and Merlyn
IS revealed.
Gve Merlyn the crown to complete the game,

August 1993 AMSTRAD ACTION



28 NEXT MONTH

Future Publishing Limited,
20 Monmouth Street,
BEath, BEAT 2BV
Tel: 0225 442344
Fax: 225 446079

Editor Tim Norris
Art Editor Nick Aspell
Stat! Writer Simon Forrester
Contributors Phil Howard, Richard Fairhurst,
Tim Blackbond, Debby Howard
Photography Stuart Baynes
Cover Hlustration Graham Puckett
Senlor Ad Sales Exccutive
Caroline Simpson
Ad Sales Executive Robert Bonnett
Publisher Colin Campbell
Promotions Assistant Tamara Ward
Group Publishing Director Greg Ingham
Production Craig Broadbridge
Lino and Scanning Simon Chittenden,
Jon Moore, Chris Stocker, Simon Windsor,
Heath Parsons, Mark Gover, Nick Harvey
Subscriptions Christine Slacey
tel: 0458 74011
Circulation Manager Jon Bickley,
tel: D225 442244

@ Future Publishing Ltd 1993 Amstrad Action s an
independent publication. The company producing it -
Future Publishing Ltd - has no conmection with Amstrad
plc. We cannot guarantes to return material submitted to
s, nor can we enter o personal comespondence. We
take great care to ensure that what we publish is
accurate, but cannot be llable for any mistakes or
mtsprints. No part of this publicstion may be reproduced
n Ay form withowt our @xphicit written parmission

Printed in the UK

vivre

PUBLISHING

Your guarantee of value’

This magazine comes from Future Publishing.
We offer:

Better mdwvice. Our titles are packed with tips

suggestions and explanatory features, written by the best in
e business

Stranger revlews. We have 4 cast-iron policy of editorial
independence, and our reviews give clear buying
recommendations

Clearer deslgn. You need solid information fast. So our
designers highlight key slements by uiing charts, diagrams,
summary boxes, annotated photographs atc

Greater relevance. Al Future, editors operate under two
gokden rolés

* Understand your réaders’ nesads

« Satisty them

Maore reader Interaction. We draw strongly on readers’
contributicng, risulting in the lrveliest lefters pages and the
bast reader tips. Buying one of our magarines is ke joining
a naticnmds uier group

Betier value for money, Magazines you can trust

Home of Britain's finest magazines.

Your Sinciaw » Commedors Format » POW Plus » PC Plus » PC Angasrsy »
PC Format « Amiga Format » Amiga Format Spocials » 5T Format « Soga
Power » TOTAL! = Amiga Power » Amiga Shappar » Seper Play « Maga »
Gampablagter » Mac Format » Edpe » Game Tone » Sega Jone = Fulure
Wi ad ads Classic CO = Mountan Bildeg UK + Cychag Pl »
Meediecralt » Crose-Siich CollecBon » Caravan Plus and mary more

Amstrad Action recognises all copyrights
contained in this issue. Where possible we
have acknowledged the copyright holder.
Piease feel free to contact us if we have falled
to credit your copyright - we will be happy to
correct any oversight.

ABC 27,090

Mamiver of the Aucit Bureau of Circulations Juty 52 - Jlan '93

AMISTRAD ACTION Sugust1993

In the loveliest CPC magazine...

On the

trail of

Street
Fighter i

Serious

softwware
bonanza

Interviewed

Thase nice chaps at Campursoft. Now we've
got pictures (oh no).

Explored

Part the third of Venture Forth - Objects and
Puzzles, Define them and place them,

More people ask us about Street Fighter f

than any other piece of software. Next month
well have part two of our SF2 series with
news and interviews. We might even have a
preview by then.

Among other things, we'll have a review of a
tapeto-disc utilty and another disc archiver
All this and Techie Forum too, What more
could you ask?

Huge numbers of games have been re-
refeased by the big software houses on their
budget labels, We'll have a bit of a scout
around and see if we can't rustle up a few for
a kind of big round-up type game feature
thing. That'll be good, won't it?

Public and convenient
Fublic domain? You want it, we've got il
And loads more...

Cheats, tutorials (including more on
MasterCalc), adveniures, jokes, fish and chip
suppers, visits to the off licence over the
road - all the September issue of AA,




E— OW A TOTAL MOUSE/
w>,. GRAPHICS PACKAGE
FOR YOUR

AMSTRAD
AT A TRULY
JNBEATABLE
PRICE!!

zenius Mouse
COMPLETE s
WITH @ e

>SS SPECIAL OFFER PACHK!Y!
® Genius Mouse is a high resolution two button mouse featuring optical counting,
tefion guides, microswilches, rubber coated ball and high guality interface.

® When combined with OCP Advanced Art Studio this graphics package is quite simply
the best system available, The features are unmatched...

Create an image - shrink it, expand-t,. move it. rotate it copy it, colour i, etc,, elc

Spray patterns or shades, make elastic lines -stretch and manipulate shapes,

Zoom in to add'detail in fine mode, @  Full cut and paste factlities plus excellent printer support.
Pulldown/leon driven menus for case of use, @ Mouse operation. plus joyvstick and keyboard control,
16 pens, 8 sprays, 16 brushes - so flexible anyone can create superb graphics easily.

COMPLETE WITH MOUSE INTERFACE ONLY

® The Genlos Mouse Graphics ]
System comes complele with the ™ F R E E -

TAPE OR DISK FOR 464 OR 6128
(PLEASE STATE WHICH
REGUIRED]| N.B. 464 NEEDS
DK'TRONICS 64K RAM PACK

speclal Mouse Interface to allow TOTAL PACKAGE MOUSE MAT AND
super smooth contral, INCLUDES GENIUS ms!'

L] erawlw-!_l.- styvled to mateh IHT.HFAGE' OCP ADVANCED ART HOUSE HOLDE"
vour 464 or G128 cesign and STUDIO PLUS FREE MOUSE MAT (WORTH £12.99)
colour, Stnply plugs into AND HOLDER WITH EACH PACKAGE

Expanstan /Jovatick port

LC 200 O R PRINTER PACKAGE

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!
® The Star LC200 Colour Printer not only prints in Near Letier Quality for Yousregular jobs but-also
prints out your pictures from Art Studio, ete.. in genuine colour!
@ LC200 s a full Centronics printer so it works with other compliters (Amiga. ST, etc.).
@ Made possible by Datel's unigue dolour printerdriveér - now you can have a hardcopy In up to 16
colours!! '@ No mort to buy - just-phag Il and print!! g

PACKAGE INCLUDES... STAR LC200 COLOUR PRINTER RRP £209.00

CENTRONICS PRINTER LEAD RRP £9.99
DATEL COLOUR PRINTER DRIVER SOFTWARE RAP £19.99

NORMALLY £327.98
COMPLETE PACKAGE NOW ONLY £239.00 //

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY ONLY £19.99
@ I yvou already have an LC10 or LC 200 Colour Printer we can supply the Driver separately

® Simple plug In memory expansion gives instanl extra memory

@ Features bank swilching software for easy use by the programmer ‘
or for use as a data storage area.

8 Ideal for use with the CPM 2.2 etc.

@ The software also features some extra BASIC commands,

® 64K unit expands 464 to 128K,

® 4K unit brings 464 up to CPC 6128 memory configuration
making a much larger software base avallable. Will work stwaighit off
with many programs designed for this unit (including OCP Art Studio -
see Ad.).

@, Bank switching done automatically by soltware [cassells 46G4).

ONLY £49.99 ¢4x Fon 464

D GET YOUR ORDER FAST! |DATEL LONDON SHOP

rs] LECFRLTY¥E CREDIT CARD ORDERS

D WITHIN 48 Hre. ALL CHEQUESPOSTAL ORDERS MADE PAYABLE TO....

ELECTRONICS

JRIAL ESTATE, FENTON, STOKE-ON-TRENT, 222, TOTTENHAM COURT RD,
LIMITED [ECHNICAL'CUSTOMER SERVICE 0782744324 LONDON, W1. TEL:071 5806460
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WAVE

The Cheape
Order Service For The CTFPCHI

CTM to MegaDrive........ov..
CTM to Spectrum +2/+3..... 1299

CTM o Alari ST ...t 14.99
CTM to Amiga......coecin. 1499
MegaDrive Speakers.............. 5.99
CM14 to MegaDrive ............ 1499
CM14 to Amiga ....coovnvcinninn. 14.99
CM14 to Spec +2/+3.. 14949
CPC Joystick ‘aphth e L
[m. stick Extension 1.5m. -

CPC to Printer 1.5m .. .......?.‘-H
CPC+ to Printer I.Zm..... inn il
CPC to Video BNC ..o 0,99
CPT to Video Phono ... 5.99
CPCH128 to Cassette................3.99

R5232 to NC 100 Notepad .....9.99
R5232 to PC, state 9 or 25 pin .9.99
CTM to CPC464+ /6128+.......15.99
DL-2, FD-I to CPC hM,fhlI"T 799
DL- Z?h'l 28+, FD-l to 6128+ ....... Q.95

Clearance Column
CPC Disk Games

00 HBRE .. oiiiiiniaranirising 3.99
Rock ‘i Boll - vinnsemssnsisamed 09
Back to the Future 2 ....... i ad I
Chartbusters.......ccconssmsnssersorsde 99
Disk 50, 50 Games.......c.coeneenns 13,99
Ten of the Best Vol-1................5.99
Ten of the Best Vol-2............e...6.99
Bonanza Bros. .....coiemiim 9
Paper Boy 2........... rasabenn T
Quartet - "4 Games P au.k ~5.99
Tao Ceti .. I T R
Sweevo's ﬁrﬂ-ﬂd N B
oft 999 Pock
11 Games

& Word Processor
Cossetie Ver 7.98
Disk Ver 7.99

CPC Cassette Games
Turtles Coin Op ... 2,99
Back to the Future 2 ........c000ee.2.99
Anstrad DDY-1 Firmware Guide Book..3.99

Just In
Blue Ribbon Disk - 4 Games...6.99
Electric Lantern Show .............06.99

Graphics & [Design

Advanced Art Studio

CPC Disk .. L1749
Gendus E‘Im:w + .*"H.l‘n‘ll'l.l. Ud

Art Studio CPC464

Cassette Version........cene .99
Genius Mouse + Advanced

Art Studio CPC6128

Disk Version ... d4.99
Blueprint CAD Software

for use with Genius Mouse 10,99

Eilecironics
s+ & Friendliest Mail

WAVE ELECTRONICS
Dept AA9308
1 BUCCLEUCH STREET
BARROW-IN-FURNESS
CUMBRIA LA14 1SR

Tel: 0229 870000
Fax: 0229 829109

I:Pl.‘. Disk £1.99

Please nole these are French versions. bul will work ok!!!!

All prices include VAT, Carriage &
Insurance.

All prices correct at time of
going to press.
Offers while stocks last!!!

For next day Courier Delivery
of any order please add £5.

Haordware &

Peripherals Y

DDI-1 CPC 464 First 3" y T 2
Disk Drive.. 1 — ). K O RAM CTC 468 ..o vmrrrrere .
ED-1 CPC In—l uhl b] ‘1-|,| Expansion Port .-".dupmr
Second 3 DInve. e 49.95 Widgit for CPC+ machines .Y,
FD-1+ CPC 464+/6128+ 40025 6128 Upgrade ROM
Second 3" Drive.....ooiin 52.95 o P, e
MP-1 CPC 464

Printer Ribbons

X2 X5

g9 | | LCI0...minrrerisasesee3 99, 899
LC2410....ccmmmi00i0:5.99,,.:..13.99

[ DMP2000.......ccconeere:8.99......8.99
DMP4000................. 4.49.......9.99

oo | | PCWB256FN ...........558.....14.99
PCWOSI2MS...........4.58......10.99

'V Modulalor.......cccrmems 49.95

MP-1f CPC 464 Scart
I'V Modulator... ) : —— L Bln“k I]ISI(S

MIP-2f CPC 664 h]’ﬁ ‘nart
IV Modulator......cooima34.95

RS232C CPC Amsoft 3" Box of 10....in 13)
Serial Interface ..o 44,95 Amsoft 3" Box of 10 Disks in

RS232C+ CPC Plus Plastic Cases .cicummirmranmdd:
Serial Interface ... #R95 3.5" DS DD Bulk th "ﬂ i['! i

1" Ex-Software I:'!Hu.w

New pl’ﬂdljl}' DR OEND) v

3" Plastic Cases x 10... AL

PCW9512FN ...........4.58......10.99
Citizen 120D............4.98......11.15

99

Serious

w4l  Software!

e+

Mini Office 2

CPC+

Educational

Uinder 5s

CPC 6128 CPM Plus ............ 1499
CPC 6128 Dr Logo......ccconmin 11.99 Cas:s;:;ﬂ: Eg'gg
CPC 6128+ CPM Plus..........8.99 Disk 12.99

CPC 464 CPM 2.2...cciiiniener: 10.99 Fun School 4

Under 5s

GX4000 PADDLES £2.99 Py

Cassette 9.99
Disk 13.99

All Fun School 3 available on:

All Fun School 4 available on:

Word Processor, Database,
Spreadsheet, Graphics,

Communications
INONY youl chn E?nneﬂ FUES sn"wu re Cassette Ver 9.99
CPC464+ or CPC6128+ to any :
TV. with a SCART ’ Disk Ver 13,99
-V. with a Fun School 1 Under 5s
Connector. CPC DRk B9 Sl
Our New MP-1f+ includes all | | Fun School 1 5-7s Touch 'n' Go
cables & Power Supply for CPE Dk i do g Typing Tutor
full High Quality picture and Fun School 1 8-12s Req CPM Plus
sttrm huund' CPC Disk 6.99
MP-1f+ ...... «.£49.95 Only 7.99
Fun School 3

TasWord 6128
Probably the best CPC 6128
Word Processor available

Only 23,99

Microfile/Word
Word Processor & Database
10.99

DISCOLOGY V3.3

MYSHEAL ...vvvoconsoessssssmsesssosess 14.99 < _
World of Sports ... 5.99

Chase HQ2 . covovicmssossomiii 14.99 ORDERS WELCOME!

The Best Tape/Disk Utility

Program
I'he Best Disk Backup Program

£10.99






