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Blancivet & - Mead ) s Lo )

Hasn't it been a wonderful summez? If you're talking about t.he:
weather, then you must be jnkﬂ_wg: ﬂj& West Country is re
nowned for rain, and it has certainly lived up to its reputation
this time. The clack of Arnold’'s keys 1-}:“ 1_13;:1'1“5; been accom-
i s tap of Somerzet rain on the win WS.
mlgib; T:astpxhem has been plenty to write a_h-::ul - a;lnd
plenty to offer you if you haven't been able to ma]-::a it tu[:un:t:;e;
climes this year. Cheat Mode, in particular, has taken o vfn e
vengeance; five pages of powerful pokes and two rfmag};1111z i
maps. Not only have we mapped :Da.r: Dare in colour, bu
the whole of The Price of Magmkhu_-; al four-page extravaganza,
ep you busy for a while!
Thatéﬁiﬁ??&iiguz Side 1.:& have the cover story - a thre&p;ge
review of the powerful Art Studio dlrawmg package - t;ge lzr
with a look at the state of Eﬂllﬂ'atl{}!‘lé:.]. software fﬁrh ]mgmi
Absolute Beginners and Booting up CP/M continue to PE pbfr
make sense of Basic and the operating system, while Problem
Attic merges with the new Hot Tips section and gets two pages
itself
' mﬂj‘j ];c:u can read all about us too: we have kicked off a‘%he
Day in the Life series, in which we look at unusual uses for
Amatrads, by looking at the way we produce Amstr;d Amﬁnﬁ
Action Test is packed full as usual, though this month has
been a little scarce for games meriting M~Rav.e status. :d?:lstﬂ_:
game, however, is Revolution - turn to the middle to find ou
mmi;nd we have a superb competition for you. Those awfully
nice people at Mastertronic are g_iving_ away p:.}es oE_ elfcr:ciuzlg
goodies if you can put your artistic ability and 1mgmar mm o
gear. Ghette Blasters, Walkmen and awfully nea ng i
watches are up for grabs for the best picture - see page

more details.
So stop staring at the rain: open up A4, turn on Arnold, and

have fun.
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VOICE OF THE PEQPLE

What! - I hear you shout — nat
only do you have the cheek to

remove Hi-Score, but

you've got rid of Voice of the
People as well! How could you!
OK, OK, I know Voice of the
People is conspicuous by its ab-
sence this month; but we are
not, 1 repeat not, axing it all
together. It's just that we want to

change it

Instead of you gimply re-
viewing games, as Voice of the
People stands now, we want you
to actively criticise what we say
in our reviews - or indeed any-
where in the magazine. If you
think Bob got it wrong on your

PLUS TWO vs 464
Although the recent Persomnal
Computer World Show at
Olympia was dominated by
Alan Sugar’s new PC, he also
chose this venue to launch the
Spectrum Plus 2.

This machine — basically a
ZX Spectrum with a decent key-
board and built-in cassette
deck, selling at £149 - would
appear 1o offer strong compe-
ttien to Amstrad's own CPC
464. It is true that the 464 comes

complete with a monochrome
monitor for £199, or £299 with a
colour monitor; but the compe-
titien is still there

The main threat comes from
the huge library of games soft-
ware out there for the Spectrum

Iange - even now many games
appear in Spectrum incarnation

favourite
Andy was wunfair about
now

200 words. And
apply just to

tribute too.

joystick-waster, or

your

favourite utility, then let us
know - preferably in less than

this doesn't
the Amstrad
owner: software publishers and
authors are welcome te con-

But we don’t just want you

telling us what a load of wallies

Somerton,
SAH.

Somerset,

before the Amstrad versions ap-
pear. However, in most other
ways the CPC 464 is a better
machine: in particular it offers a
faster version of the Programm-
ing language Basic (the Spec-
trum is particularly slow here)
and far better graphic and
colour resolution,

Amstrad assures us that
production of 464z is still at full
strength, and the company dees
not intend to drop the machine.
But it is still a potential Worry to
464 owners and buyers. We (of
course) will still support the 464,
and there is every indication
that the rest of the industry will
too. However we will be moni-
toring the situation carefully and
would like to hear from anyone
who has trouble buying a 46

we are. You are going to have
to justify your criticisms if you
want us to publish your letiers!
The address, as usual, is Voice
of the People, Amstrad Hetion,

TA1l
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Thanks for all your leters again this month: we
actually counted, and there are almost 300. 5o please
don't be offended if we have room to print only a very
small selection. You'll understand that we can’t reply
individually and shill have time to put out @ magazine!

A few points to bear in mind when writing: Keep
your letter to the point = the best are brief. If you have
bits for different departments (subscriptions, mail-
order, the Pilgrim, Type-ins, Re-action etc) put them on
separate sheets of paper, each headed with your name
and address and possibly even the date and your
phone number (but one envelope will do).

Keep 'em coming!

Author! Author!

The cemputer-games indusiry
as a whole gives too much hype
to games that haven't been re-
leased, and when they are they
are often not worth paying even

50p.

Also too much attention is
paid to the games or software
and a blind eye iz turned to
their authers. Peaple know only
ace programmers Jon Ritman,
Bernie Drummond and Paul
Shirley for their games: Batman,
Confuzion, Spindizzy. Program-
mers should be credited.
Games could have the name of
the authors at the top, so the
buyer can expect good quality
if that programmer has in the
past produced good softwara. [
was wondering if you could do
something about this in your
magazine. Who wrote last
month's mastergame, Starsirike
ITfor instance?

[ have owned my 464 for
almost two years and have deci-
ded to get a 6128 bur cannot
part with my old Arnold. Can
you please tell me if a 6128 can
be bought separately without
any type of monitor, if so for
how muoch, and can it be
plugged inte my CTM 640
colour menitor?

| would also like to hear
from penpals or people wishing
to buy software originals. Are
there any user clubs in the Wor-
cestershire area?

Mamood Sultan

109 Cranham Drive
Warndon, Worcester
WR49PQ

Last month's mastergame was
by a team of programmers at
Realtime Games, and corporate
rather than individual effort is
the rule rather than the excep-
tion nowadays.

As for buying a 6128 with-
cuf a monitor, it's a question of
siriking a deal with an indiv-
idual shopkeeper. But the 6128
needs an addittenal 13-volt
supply for the disk, so it can't
Just be plugged inte your CTM
monifor,

' PRuNK T - NO Hes JUST
BEEN PLAVMING SPINDIZZY ¥
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Wade's day's made
Shouldn't | get a prize? [ am the
only AA reader in the Dolgellan
arca. My copy is ordered for
me avery month at Siop-y-
Cymzo (the ‘Welshman's Shop').
The area covers three or four
main towns with populations
over 2,000, In Merioneth county
[ know of conly two othar
Amstrad users, but they don't
get AA. Don't fear, I'll stick with
you so long as Mr Bob Wade
stays on the team - he must
probably be the most experien-
ced reviewer in the UK; | rarely
disagree with his opinions.
Bryan John Parry

Dolgellan, Gwynedd

Diolch am eich lythyr, loan!

Bog of literature
I am an ex-proud owner of a
CPC 464 - by which I mean that [
am now only an owner of a 464.
During the two years | owned
the Spectrum [ was literally
flooded with all sorts of mail
guch as software catalogues and
new-product leaflets from Sin-
clair Research, all of which I
found interesting. Since cblain-
ing my 464, however, | have
received only one letter from
Amstrad and that was only to try
to hire me into joining their user
group. This may be a (rivial
point, you may think, but it
merely illustrates to me that
Amsirad is only interasted in
making big profits

Other examples of this mer
cenary attitude include the 664
saga and Amstrad's refusal lo
allow third-party production of
the QL after acquiring Sinclair,
while not producing it them-
selves. Alan Saccharine mighi
be a more suitable name, as |

definitely detect a sour
aftertaste.
Ronan McKenna

Kells, Co. Meoth, Eire

You mught try sending your ad-
dress to Readers Digest and the
other AA (as in cars) if you like
being lirerally (literally)
flooded. Sinclair support was
more necessary beécause the
products were less reliable — if
promisas ever materialised and
warecs ever furned .

AA stars

I am writing o tell you how
appalled I am that games like V
and Johnny Reb are even al-
lowed to be put on the market,
let alone to be sold at almost
nine pounds. Most full-whack
computer games are absclule
rubbigh and a complete rip-off.
Something has to be done about
this. Even though you do great
reviews you stil can't review
every single one. Those you do
review are pretty well checked
out, though sometimes a month
or so loo late or not given
enough space,

Why not, instead of just re-
viewing them, approve them?
What [ mean is test the games,
then on the box somewhera put
an ‘AA-Approved' stcker. I
you did this it would save a lot
of people like me who can't
afford to fork out 10 gquid on
rubbish, and make software
houses like Ocean think twice
about making such drivel.
Christopher Makrisson
Leyland, Lancs

It's up te the software houses.
Wa don't let them rell us what ro
say in AA; could we tell them
what to print on their packs?

Give us a lift

I'd like to bring to the attention
ol your readers an often
overlooked, yet vital and excit-
ing element that can make or
break a game: lifis. Scoff if you
lilkke, but think about this: where
would we be without the old
elevators? Ground foor, |
suspect,

Games generally have one
of two types of lifts: small ones
or large ones. In the former
category | could cite the es
capades of Willy, Gilligan,
Chuckie, Jack of the Jet Boots,
Mario and many more. Who
could ever forget that scene in
Chuckie Egg where our hapless
hero plunges 1o certain doom
only to be scooped at the last
possible minute? Thrilling stuff.

In his adventure in space that

lovable working-class-kid-
come-good Willy encountered
quite a few lifts. When asked
about them he joked, T'd of
never of got vp there without
them.’ Ha, ha!

Anyway I'm going off at a
langent here.

The other category is large
lifts, or ‘big ones’, as they are
often referred to. This breed
has appeared in classics like
Impossible Mission, Pyjama-
rama (complete with a dart),
Rocky Horror Show, Thing on a
Spring -1 could go on —1will go
on — Marsport, Grumphey, Spe-




RE-ACTION

Some dp ask us H they can
reprint an ‘AR Rave'symbol on
their pacicage, or a rich phrase
from Bob Wade's prose. But you

can't expect them
World Cup GCarnival,
stance, ‘AA rating: 0% ",

lo slamp
for in-

So it's op lo you to part with
a pound, buy the mag and read

e

2

" NoT ExXacTLY wUP-To-

DATE , ARE THEY 2.

libound, ... Many of these have
radical new features, for in-
stance the Springy Things
elevator has a sticky substance
on the floor which makes it im-
possible for you to move when
it is motion. In Pyjamarama and
Spellbound you don't even get
to see the lift moving - incred-
ible but true.

i

the review before forking out
any lenners.

Body-building
Arnold

Has anybody at DK'Tronics or
some other third-party supplier
thought of bringing out a second
processor or sideways ROMS
for the dear old Arnold? Seem-
ingly the Amstrad has the capa-
bility to handle both.

Why don't you copy your
nval mag and bring out
sweaishirtse and t-shirts with
your logo on the front?

Steven Allan
Edinburgh

There are plenty of sideways
ROMs on the market: see fuly,
pE6-28. Nobody has proeduced a
second processor, and we can't
se@ there being much demand
for one. If you want a more
poweriul machine, Amsitrad
would say, here is cur PC.

Maybe we could also think
of bringing ocut a roadmap with
our lego.

Mega-moan

Whenever you see an advert for
a piece of software (eg Ocean)
you see underneath ‘Amstrad
£8.95. Spectrum £7.85'. Why 1= it

Lifts should no longer be

that Spectrum owners can get
most software a pound or two
cheaper than we can? It's not
fair!

When are you going to give
away ancther cover cassette? [
thought The Covenant was fan-
tastic and worth more than S0p.
Neil Selwyn
West Lulworth, Dorset

We asked [an Stewart, manag-
ing director of Gremlin, which
advertises Commodore soft-
ware at £7, Spectrum £8 and
Amstrad £10 (with S5p change).
T'he Amstrad game cosis more
“‘coz it's better: there's music,
and the graphics tock longer to
work on than than the
Spectrum’s. Within a short time
the Spectrum programs will be
the same price; with the ad-
vances in Spectrum coding they
will take up the same pro-
gramming time. There has de-
finitely been a quality differ-
ence. Because of its general
handling you can produce a bet-
ter product on the Amstrad,
without doubt. "

The official answer from “a
spokesman' at Ocean is the
exfra cost of converting a prog
for the Amstrad - most was firsi
written on the Spectrum or
Commodore. Second, there
aren't as many Amsfrad owners,
so economy of scale applies.

Snails vs hares

| find it impossible not lo be
slightly frustrated and annoyed
when every month [ go to any
bookshop and see Amsirad Ac-
fion up on the shell, while |
know my copy is still ‘on its
way'. To make matters ironic,
the July issue came by post
several days before it arrived in
the bookshops, and yel |
find AA apologising for a

g delay! What are the exact

proceduras for subscription?
Joseph Doyle
Waterford City, Eire

Aveon Direct Mail (the contractor
we use) posiz oul subscription

coples on the last Friday of
every month. Newsslands usu-
ally get theirs (via other chan-
nels) the following Thursday.
However we will Jook into your
case.

Really! Number 1!

I have got two, yes two, copies
of AA 1zssues | and 3. If anyone
wants to buy either of them,
stala your bid.

Robert Hester

62 Roseneath Avenue
Leicester, LE4 IGT

You're lucky to possess the rare
AA 1, bur we have planty of
number 3 for sale here at the
Qld Barn.

Hi-score non-haiku
Hear ye my tale of woe:

I went down to my local store
to buy a game to play.

I went straight to the counter
and asked for Green Beret.

I think the game is really great;
I'll play it evermore

And one of my ambitions was
to get in your 'Hi-Score’.

At first | didn't do so wall
but now I'm getting batter,
But now I'm so frustrated,
which is why [ write this letter.

I'd just achieved 69,000 (enough
to fame your table)

g0 | was about to send it,
excitement in the air,

I opened up issue 12

and found 11 wasn't thare!

Well, that was it; | hit the roof;
I thought, ‘It can’'t be true!

I said to mysell, fuming mad,
‘AA, how could youl’

[ suppose you think it funny,
the way you pull your tricks.
Well, if you do it one more time
I'm subscribing to [some other
mag - ed.].

(1'm not, really! But bring back
Hi-Score!)

5. Hoban (age 11)

Garswood, nr Wigan

neglected or sneered at — they
play a significant role in our
joystick-pushing hours - let's |
hear it for them! Yes! |
Listen, why don't you start a
lift-of-the-month  featurette in ||
which readers could nominate
their faves? My personal rave
must ba the supurb one in Mar-
gpaort a Ilrue masterpiece.
Wow
Rlex Duck
Cheadle, Cheshire

Listen, Alex. Thiz is one twig, up
at the fop of the rree of knowied-
ge, yet to be elevated into a PhD

thesis. Youre obviously a
candidate for higher education

"prgLING — | JUET GET THE
Rise fo the challenge!

FEELING SOMETHINGS missiNg

— muekchen AMSTRAD ACTION NOVEMBER 1886 17




RE-ACTION

An evergreen
reader

Please could we have a little
legs exhortation to ‘drool’ over
our seftware? It's terribly bad
for the disks, apart from any-
thing else.

And don't assume all your
readers are younger than you
when you write. | finally gave
up on your rivals when they
included in a questionnaire,
‘How much pocket-money do
you get? How much Pepsi do
you drink? They also advertise
t-shirts modelled on someone
who didn't look a day over
eight. This can alienate the
more ‘'senior’ games players
such as myself — if late 20z can
be described as ‘senior’.

A suggestion: How about a
few retrospective re-reviews?
For example, you could briefly
sum up what you now consider
to be the best sports simulation
or the best beatem-up. You
could give a much better as-
gesgment of ‘staying power":
how many times did you really
reload the game after the first
couple of wesks? A previous
correspondent suggested his
favourile 'evergreen’ was Slar
Avenger. My own candidate
would also be a Kuma product:
Fruity Frank. | always reload it
with pleasure and seem to find
some new tactic in it every time.

You told D Herrington in
your Seplember issue that it was
tricky to boot a program from
disk using the |CPM command,
Unless I'm missing something,
all you have to do is use the
'‘Setup’ command which the
manual explains unusually
clearly, type the name of your
command program (followed
by M) into the ‘initial command
buffer’, and then answer yes to
all the other questions.

Paul Murphy
London N19

‘Drool’ was an Anderscnism. He
now works upstairs, which
might expiain why it's damp
down here,

Sir, we strenucusly avoid
wriling down fo our readers.
We know a good many parents
and pensioners are numbered
among them.

If new products remind us
of oidies (goidies or otherwise)
that's when reviewers re-
mention them. There are vari-
ous office favourites, depanding
on personaliies: Andy and Bob
like Thrust; fane Farmer and Di
are won! fo load up Wriggler or
Sorcery Plus; Trevor chooses
Shogun; Mart particularly goes
for two-player games such as
Harvey Headbanger.

As for Setup, you could in-
deed under CP/M 2.2 do as you

suggest. CF/M Plus doesn't
have this utility, and you use the
Submit method as outlined to Mr
Herrington.

Mum’s not knitting

I am a mum with three young
children, and we recently pur-
chased a 484. I never thought
that [ would become so interes-
tad it what it can do. (What's the
saying aboul never being too
old?) | want to thank you for
such an excellent magazine.
This is no fannel: being so new
to computing [ bought them all
and ! found yours the best value
for money and the most interest-
ing. Better than knitting patterns
any day!

Lynda Gunn

Hockley, Essex

Two In a row. The letter ed’r
fails to think of a witty remark
abouf evergreen needles,

"GeTe me OWT of PiaNo
PRACTICE EVERS Time. U

Impossibly long

How long do 1 have to wait to get
Impossible Mission by US Gold?
I have been waiting eight
months: [ subscribed in Decem-
ber and ordered il as one of the
two free games.

MC Bover

Shenfield, Essex

US Gold tells us the game is now
fo be released at the end of
September, and we reviewad il
in our October lssuwe. [n April
AR sent wailing subscribers the
other free game and a lefter
offering US Gold’s Wintar
Games or other alternatives.

Julie's indexed us

I have produced a list of all the
games reviewed in Amsirad Ac-
tien (except those in Amsyclo-

3 NDvEMEER 1986 AMSTRHD AGTIGN Ina parcel

pedia) on my word-processor -
updated every month as soon as
I get my copy of AA. Entries are
in alphabetical order, with soft-
ware company, price of tape
and disc, joystick or keys, AR
rating and which mag it's in,
Readers can buy copiles for
80p. Enclose an sae and say
which CPC you have, so | can
miss oul games which aren’t
compatible with your computer
(or you can have have a com-
plete list if you want). It's not
worth doing a list just for PCWa.
There is also an Amsyclopedia
list, which also costs S0p.
Julie Gilg
9 Sylvan Avenue
Exeter
EX4 GES

This allows os to get in a plug
for back issues covered In your
very efficient-sounding index,
Julie. The Oid Barn is out of
numbers I, 2, 6 and 7. but other-
wise all can be ordered for
£1.35 mmcluding post and pac-
king. Number & with the P55
casselte costs £1.85,

Yive I'Arnold!

It does not exist a good French
mag like yours. | know in Paris
only one shop which sells A4
and it takes me each month
more than one hour to go and
buy it (with an increased price
of 150%:).

cassette version. | received my
Elite from you in spring when |
subscribed. Is mine a dud or
oK?

Simon Howlett

York

If the word ‘Metropolitan’ is
printed on your cassette, it's the
bug-free version. If not, send it
direct to Firebird - not to us -
for it to be raplaced.

T T 1T LACKS THE
Ferconal ToucH ., 7

Brand X

They gel 40%. you get 854%
overall. A4 might make master-
mag, but then who would get
the raves? Can’t wait for the
next issue.

Jonathan Hurst

Windlesham, Surrey

You should see Bob smiling.
Thanks, fonathan.

So, I've thought about a sub-
scription. But | do hesitate. I've
read in a French mag that some
people had problems with fore-
ign (UK!) subscriptions.

Perez Thierry

149 rue Oberkampf

715011 Paris

Subscriptions (pas de pro-
bléme, Perez) posted to Europe
cost £25.50 for douze issues,
plus your choix of free joystick,
dustcover er Thingi.

Elite bafflement

In the August issue Reaction,
Problem Attic and Cheat Mode
all had bits on Elfta. | was wor-
ried, annoyed and baffled after
reading your reply lo ‘a few
niggles' from Phillip Miller. You
said there was a bug in the

It ;
SHONEY - ARE GO0 PLAING
THAT mmmﬂ R



Without music, graphics
and sound the Board
Game has become the
most popular in the
world.

Now it has them.
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“Over 3,000 questions of no vital importance.”

Available now on -
/ey Spectrum 48/128K Commodore 64/128K @ E John Mermes
I ﬂ] BEC ‘B’ Amstrad CPC

Cassette and Disk and all local stockists m

HORN ABBOT TRIVIAL PURSUIT isa Trade Mark owned and licensed by Horn Abbot International Ltd
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Published by Domark Limited, 20d Waorple Road, London SW20 8PN, Tel: 01-947 5624. DOMARKEK
Trivial Pursuit was programmed by Oxford Diginal Enterprises.




TRACKER by Union Software

A totally new concept in computer
wargames utilising artificial intelligence
Versions will differ substantially to make full use of
machine capability. Controlling up to 8 remote
skimmers you must wipe out renegade intelligent
forces across 5000 tracks. One to one combat is
featured in fast 3D

STARGLIDER by Argonaut Software

A true arcade quality 3D combat flight simulator of
the first order. A high action product with novella
and poster included, Featuring stunning graphics,
realistic sound effects and true 3-D perspective.

ADVENTURES by Level 9

JEWELS OF DARKNESS-A premier collection of
classic adventure.

SILICON DREAMS-A modern space advenlure

These sizeable adventures are in three parts and
represent excellent value for money. Each contain
over 600 graphic locations and feature the latest
Level 9 text handling system allowing multi command
sentences, help and oops. Level 9 are undisputed
leaders in cassette based adventure and are
rencwned for their intniguing plots and puzzles,
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THE PAWN by Magnetic Scrolls

The most talked about adventure of the
year! Containing the most sophisticated

language interpreter and text-handling system ever
seen in an adventure together with 30 picturesque

illustrations and unique scrolling screens. Game

includes novella and poster.
THE ART STUDIO AND

ADVANCED ART STUDIO by O.C.P.

The leading art and design package renowned for its
ease of use and comprehensive list of features. The
Advanced Art Studic 1s designed to stretch the
limitations of individual machines and incorporates a
low resolution mode on Amstrad and Commoedore.
Manwual and upgrade offers included. Printers

supported using grey scale.

THE MUSIC SYSTEM AND ADVANCED
MUSIC SYSTEM hy System Software

The best music programs for Commoadore and

Amstrad. The Music System features Keyboard, Editor

and Synthesiser, and Advanced Music System has
additional Printer and Linker [continuous linking of

music files] modules, Commodore Advanced version

also has a comprehensive MIDI module. Utilising

WIMP technology with comprehensive manual and

upgrade offers where applicable.

AMSIRAD | ATARI ATARI ATARI M5X APPLE IGAA AMIGA MAC
pcw | 800/130 | Boo/130 | st 2 SERIES |CMPTBLES | | 512/PLS | All products avaliabie from
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Biggles megagame,
megazine reminder

If you buy Biggles (disc) you gat
a totally free megagame. Well,
that's what the wvery smooth-
scrolling message told me any-
way. If you type Run “runme"
you will see for yourself.

When my subscription
ends will | be notified? 1 can't
remember which issue [ sub-
scribed from, and [ wouldn't
like to miss an issue of my
favourite magazine,

Andrew Scar
Diss, Norfolk

We've seen Biggles only on
cassefta, so rang Mirrorscft to
check your tip, Andrew. All hell
broke loose. Turned out an
‘adolescent spoofer’ working
for their firm of duplicalors
sneaked the so-called mega-
game onlo copies of Sai Combat
as well - a see-what-I-'wrote bit
of arcade action.

It won't happen again.
(Pause for dust to settle.) But
don't be sad; ‘It wasn'l good
enough for anyone to be disap-
pointed,” said Mirrorsoft's Fat
Bitton. The lad concerned will
have to read the next letter.

As for your sub, yes: yoo
get a reminder letter with your
second-from-last issue. Now, if
you buy a binder (£3.85, advt)
you always know how many of
the 12 spaces are left. In your
case, subgecriber number 29589 (T
looked wyou upj), Feb will be
your final. So this is an Exfra
Reminder and you will have No
Excuse.

Entrepreneuvr

Ovar the last few months | have
noticed that some of the games
you review have been writlen
and scld by the same parson. |
have written a few games using
Laser Basic and Compiler and
want to sell them myself, but my
mother says that you have to be
licensed or something. Is this
true? If so could you tell me
what to do about it — and don't
say, ‘Send them to a software
house to be published,’ becanse
I don’t want to.

By the way, I have just fed
my cats with US Gold's World
Cup Carnival, it was so bad! |
bought it a few days before

your warning came out. What a
load of rubbish! The original
isn't much good either.

Justin Mason

Shanklin, Isle of Wight

You don't have fo have a lic-
ense, Justin, bui you won't make
any money out of it. Selling mail-
order from home opens you up
to all sorts of hassles, especially
nasfy people wanfing their
money back. It just doasn’f
seem possible anymore o
break into the software market
on a shoestring budget; the big
houses, with their massive ad-
vertising budgets, have such a
stranglehold on the market
Your best bet might be to fry
contacting some of the small
user-groups magazines (see last
month’'s Reaction). Perhaps we
should do an article on this topic
in a future issue,

C._Mt-'ﬂ-l

P i'm PROGRAMMING |T
To PRAW CARTOONS FoR
AMSTRAD AcTiod f

Buy, by Mr Muff

It's Andrew Duffl here! That's
Duff and not Putt, as seen in
issue 11. Please print my name

correctly if; buy a
£.97561238 = 1085-to-1 chance, i
is published.

In your mail-order system,
can you order games from ear-
lier issues than the present one?
Andrew Duff
Tain, Ross-shire

Enough, Mr Xuff, don't get in a
huff and we won't talk rough
about handwriting.

Of the stuff we've offered,
all but four are still in stock or
can be obtained (allow a bit of
extra time) from our suppliers.
As for Mexico B85, Big-League
Soccer, Alex Higgins World
Pool and AH Snooker - tough.

"AND Now Fop THE 19ee
SOMETHING OF AH INNoVATION.. !

What moan?

Please could you tell me just
one thing: what is it that we 864
owners are supposed to be
moaning about? Is it because the
computer has been withdrawn
or because the 6128 was
brought out after the 6647 In fact
we are not moaning. Perhaps
4684 owners will put their brains
into gear before they open their
mouths.

KC Smith

Sunderland

As | Smeets of Venlo (Neth-
erlands} wrote in May: ‘Would
that moaning moanies moaning
about the moaning moanies that
moan about their £84, please
sfop moaning!”

ro THE TRAINS '3-':"]

Call me anything but
not too late for lunch

I'd like to know what my CPC
€128 is called, if the 484 is

RE-ACTION

Arnold and the B256 is Joyce.
Simon Dunne
Newbury, Berks

Call it what you like; it can't
hear you.

But seriously though, all the
CPC machines (464, B84 and
€128) are nicknamed Arnold.
Don't worry aboat why; T
wouldn't want fo burden you
with the story of some prat back
in the mists of time whe did an
anagram on Roland Perry, the
man most responsible for devel-
oping the CPC range. Even
more boring: Joyce was Alan
Sugar's secrefary.

Do not ask what CPC stands
for. Colour personal computer?
Possibly, but it doesn’t stand for
anything unpleasant in any Jan-
guage we could think of We
have no theory about the initial
‘6 in 6138.
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"THATS noT pARPRIAMS ~THE
TRIBES JUST BOWSHT A DRUM
MALHIME PROGRAM FOR
THEIR AMSTRAR

tl

Trans=-temporal

The July issue says Disc 50 is
tested on page 66, but my copy
has the end of the Toadrunner
review and Rock'n'wrestle. In
the September issue, one of the
leters mentions your raview of
Disc 80, so it appears that some
got it and some didn't. 1 am
tempted to buy the program as
it seems very good value for
money. Could you please let me
have a copy of the Action Test to
help make up my mind?

K Wilson

Anglesey

Through a timewarp the review
landed on page E2 of the August
fssue, For a quid (plus 35p for
stamps efc) we can post you a
back copy. That'll leach you lo
miss a month of the mega-mag!
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Real Amstrad actionw

at the PCW Show

The first week of September
saw Britain's largest computer
show of the year - the Bth Per-
sonal Computer World Show. In
the spacious but hot halls of
Olympia in London, we at
Amsirad Action had a ring-gide
geat: for the first time we were
exhibitors as well as attenders.

The reason for our modest
gtand, on the upper gallery
above the massive pavilions of
Amsgirad and Sinclair, was the
launch of our new ttles - 8000
Plus and PC Plus, monthly
magazines devotad to the
Amatrad PCW and PC ranges
reapectively.

Our timing, fortunately, was
perfect. On the Amstrad stand
vigitors were seeing the new

Spectrum + 2
revealed

Much as it tears at the heart to
mention a rival computer, Sin-
clair 15 now part of the Amsirad
corporation and the new S5in-
clair machine, the ZX Spectrum
+ 2, could be a direct compeli-
tor to the Amstrad CPC484. So
here goes..

The Spectrum — 2 is the first
new Sinclair product o emerge
since Amsirad's takeover; the
new ownership shows. The new
machine is Dbasically the old
Spectrum 128K Plus with a dec-
ent keybeard, a buili-in dafa
recorder and two joystick ports.
It iz compalible with most of the
older Spectrum add-ons, appa-
rently to the extent of still not
taking standard joysticks.

It is priced at £149, which is
£30 less than the older Spectrum
Plus. It will probably do well if

14 A.’\'TSTRHD RCTIGH ND U-EMBER IQBE Wa show you e news ..

PC1512 for the first time. In PC
Plus they could read the full
details from the press launch the
day before,

It was hot-deadline aetion
like a daily newspaper. Two
pages of PC Plus had been held
open for Matt's report from the
launch. Matt phoned details to
Chris down at the Old Barn; a
motorbike raced to the printer
with photos; presses ran
encugh copies overnight o sat-
isfy demand for the rest of the
show. It was hectic but we made
it in the end!

Alse on eala waa last
month's issue of Amstrad Ac-
tion, with the seven-page spec-
ial feature on music, ‘'Wired for
Sound'. By ceincidence(? we

only because of the huge range
of games available for the Sin-
clair machines. It is an unfortu-
nate fact of life that, even now,
many games are released
quicker and cheaper for the
Spectrum than for the Arnald -
as your letters frequently point
oul.

It has to be seen as compe-
tition for the CPC464 on price
alone. Amstrad is guick to point
out that the 464 comes with a
monitor as well, but it is £30
dearer with a mono screen, and
£150 meore with the colour
sScTeen.

Amsirad has said there are
ne plans to discontinue the 464,
and that it is still selling well.

The good news is thal,
aside from the huge software
library, the Amnold is a better
computer all round. Graphic re
solution of the Arnold is
640200 in two colours,
320 >200 in four colours, or

happened to be next-door to
EMR - producers of the Mid-
itrack Performer package re-
viewed in that issue - and were
ireated (o the full blast of the
packago's power every second
of the day. Il was certainly a
crowd-puller, bul at times we
wouldn’t have minded the more
peaceful tones of a gquiet gamse
of Space Invaders,

The star of the shoew was
Amstrad with the new PC,
Amstrad's stand was usually
more crowded than a smudent-
union bar. Atari made a good
effort with the ‘“Atan Village',
and the Sinclair stand showed
the new Spectrum -2, With
games houses showing their
wares, the odd robot accosting
the unwary and the sun blazing
down through the glass roef, it
was a hot occasion in every
sense of the word.

180200 in 16 colours. The
Spectrum can offer a pixel reso-
lution of 256 =132 wilh eight
colours, but suffers from an un-
fortunate disease known as
‘attribute clash'. This means that
any eight-by-eight pixel grid
can contain only two calours,
which severely limits the colour
graphic capability, and makes
Spectrum games lock much less
vibrant than those for Arneld.

The other serious limitation
of the Spectrum is its Basic:
slow, limited and non-standard.
Locomotive Basic, on the
other hand, 1= acknow-
ledged to be ocne of
the best arcund and
almost as fast as that
of Acorm's BBC
range.

We will
monitor the
effect of
this

new

e
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GAMES GALORE

As might have been expected, -

there were no shortage of new
games on display at the Show
~-and some impressive stands
from the bigger companies
too. It was quite easy to wan-
der around trying your hand
at any of the thousands of
titles on show, but not so easy
to sort out the new launches
for the Amstrad from the

‘chaff

Deean released ite
schedule for the rest of the year,
kicking off by announcing the
imminent arrival of Miam/ Vice
at a price of £8.95. Ag its name

JAmplies this is the official game

of the popular TV series, in
which you guide Crockett and
Tubbs undercover in the build
up ta the big bust: it is styled as
an ‘arcade adventure', and we
lock forward te reviewing it
soon. Also licensed from the
film for relesse this month is
Highlander at £8.95. Coming in
November is Cabra, at the same
price and based on - you
guessad it - Sallone’'s latest
beatem-up; and December
should see the release of Short
Circuit, based on the Sci-fi
movie of the same name.
Moving over o Imagine
sees the release this month of
Galvan, based on the arcade
game, and Konami's Golf, both
at a price of £8.85. October sees
the relsase of Mag Max, Yie Ar
Kung Fu Il and Terra Cresta, all
based on arcade classics and all
‘priced at £8.95, To round off this

arcade game month Imagine

ahould be releasing Konami's

Coin-Op Hits, a compilation of

machine on the Arncld

closely owver the next months
and if any of you hear of any
problems with software or hard-
ware availability, let us know




their best-seiling versions o
arcade classics. And finally, De-
cember sees the launch of that
classic Donkey Kong -- the off-
icial version for the Amsirad.
On the CRL stand wyou
could see snippets of new re-
lgases from the company -
though you had fo stand well
back as they were being shown
on a bank of 20 TV screens.
Deus Ex Machina was being
previewed, an unusual “multi-
media' experience that comes
complete with accompanying
tape featuring the wvoices and
music of many well-known stars.

Archers on cloud 9
The Level 8 stand at the PCW
Show was a little different this
time round, as it was the
company's fifth birthday. By
way of celebration the stand had
been turned into a kind of
museum of computer history.
Computer veterans could de-
light at the sight of a Nascom,
while the rest of us took in the
power of the Amiga.

But it wasn't all blasts from
the past. Mosaic Publishing re-
vealed The Archers, written by
Level 9, which i3 an adventure
based on the perennial radio
serial of the same name. In the
game you take the parn of the

rchers’ story editor, making
the plot decisions for Eddie
Grundy, Jack Woollay, Nelson
Gabriel and Elizabeth Archer.
What do you mean, you've
never heard of them?) As the
plot unfolds you have to face the
consequences - which appa-

Also due for release, this time
on Halloween, October 3lst, is
the tex! adventure Dracula
Based on the book by Bram
Stoker it was written by Rod
Pike, author of Pilgrim. It will
cost £1.95 on cassette.

On the Martech stand
could be seen Uchi Mata, a judo
simulation written with the help
of Brian Jacks - a Tth Dan expert
who has won the British Cham-
pionship 11 times and holds an
Olympic medal in throwing
people on rubber mats. The
game offers one or two player
options and costs £9.95 on cass-
efte and £13.88 on disk.

On the Rainbird stand,
aside from the excellent Music
System and Advanced Music Sy-
stem, reviewed in our October
issue, and Arr Studio, the cover
story for this issue: one could
gaze at the stunning graphics of
Starglider from Argonaut Soft-

ware for the Atari ST. The good

news is that this is under devel-
opment for the Amstrad CPC

. #,7ange on both cassette and disk,
“Hand looks worth waiting for.

Gremlin Graphics was
previewing its Christmas range,
gtarting with Footballer of the
Year. This is nol just another
soccer simulation (or so thay
claiml), but seez you starting off
at the age of 17 in a Fourth
Divigion Team with £800 and ten
goal cards in your pocket, and
the footballing warld at your
feat. The aim is to develop your
career unlil you become Foot-

rently include memos from the
controller of Radio 4. The text
was written by members of the
Archers scriptwriting team, so
should have the full flavour of
the original.

Locking to the future, Level
§ iz working on a mulb-user
dungecn which runs on networ-
ked Amigas; users access it via
modem. Codenamed 'Avalon’ it
could be on-line sometime carly
next year — and should be well
warth logging onto.

- AMSCENE

led for release, an mﬂ&ld-
Whﬂwﬁymm Hhr-uf*
ﬂ'leﬁgm'mhl. B ;

baller of the Year. It is schedu-
led for September release at
£8.98, :
Due early November is
Trailblszer, in which you play
whal appears to be a foothall,
The best description is possibly
an ‘action roll-around’. Follow
ing this comes Future Knight, a
futuristic twenty-level action
game set jn the ruinsg of a
wrecked star cruiser. At the
same time Avenger is acheduy-

£60 Music Machine
has sound sampling

One stand at the Olympia show
making almost as much noise as
that of EMR was Ram
Electronics. This might have
had something to do with the
fact that Ram was showing a
product in direct competition
with EMR's Midifrack
Performer.

Ram’s £60 Music Machine is
a Midi-based music system that
comes complete with interface,
software on cassette or disk,
and even a microphone (though
the price for the Amstrad ver-
sion had not been set al the

microphone is in-
cluded because Music Machine
offers ‘sound sampling’, a tech-
nique whereby namral sounds
can be recorded digitally and
subsequently mampulated by
the software.

The package also offers
eight built-in sounds including

drums and piano, and a drum
section wilh real sounds and a
rhythm editor. The Midi inter-
face allows you to control fully-
fledged Midi synthesisers. And
an earphone socket lets you lis-
ten to the results in the privacy
of your own head.

Further detzils from Ram
Electronics on (0252) 85 003].
We hope to review one soon!

AND THE NEXT
SHOW

If you haven't already had
enough of computer shows,
the next one is scheduled for
October 3rd to 5th at the
Novotel, Hammersmith,

London.

This show is dedicated to
Amstrad owners, with more
than 75 exhibitors to peruse
and annoy. The organisers are

predicting a turn-out of
around 15,000 enthusiasts -
and we will certainly be
among them.
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THRILLER

Thriller writer Dick Francis is
soon to join Frederick Forsyth
on the computer screen with

Screen vision

In between your nightly ses-
gions of game-playing, it may
hava occassionaly occurred to
you that it might be nice to be
able to watch your favourite TV
programme on Arnold's moni-
tor. Well — now you can, thanks
o Screenvision from Screens
Microcomputer Distribution.

Screenvision is a slimline
box that you plug your monitor
into, and contains all the circui-
iry necessary to bring Dallas to
an Amold near you. It costs
£89.98, so it might be easier to
buy a second-hand telly, bul for
further details contact Screens
on (08274) 20664.

DAN DARE
PROBLEMS

£ little note arrived on our desk
from those nice people at Virgin
Cames. For those of you who
haven't already worked it out,

loading Dan Dare [rom disk re-
quires | CPM and not

RUN"DISC, as displayed on the
packet. Thanks, Virgin!

This may seem an odd place lo
find an item about the 45th
World Science Fiction Conven-
tion, but there is a special re-
agon. The organisers of Conspi-
racy ‘87, to give ils more man-
ageable title, have asked us to
point out that computers will
feature quite heavily this time,
as there will be a whole suite of
rooms at the Metropole given
over to them.

The rooms will contain a
number of hardware and soft-
ware houses stands, together
with lectures, discussions and
workshops on the relationship
between the two fields. Compe-
titions are promised, and all in
all this should prove a show
with a difference.

The main event at the show
is the Hugo Award ceremony,
which needs no introduction to
anyone remotely interested in
Scence Fiction. On the lighter
side there iz theatre and a cos-
tume competiion - which has
apparently been known to take
over six hours. Guests of
honour include Doris Lessing,
Alfred Bester and Brian Aldiss,
while Jim Burna' artwork pro-
vides graphic backdrop and

NOT PURE Fi

Dave Langford (columnist in
8000 PLUS, amongst other
things) provides the humour.
The bad news is that the
event doesn’t take place for

another year - so mark it down
for 2Ith August to lst Septem-
ber 1887 at the Metropole and
Brighton Centre, Brighton.
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Macabre Mechlabs infested with genetic by the sorcerer Wardlock, who, as a machine

horrors hinder Solo, a synthetic man, and being, is malevolent towards organic life.

Nejo, a human baby as they fight their way PRODIGY 15 a game which demands :
through the nightmare zones created by cOMpassion, guts and intelligence inwaysno 7y gp 48K128K/+ ........
Wardiock the Machine Sorcerer to house his other game does. AMSTRAD CPC Cassette .............

g R B AMSTRAD CPC Disk.............
An outstanding achievement of graphics and Intellig * cnmngngg En 23 G?Sﬂﬂe
animation, PRODIGY , takes you into the Wei : . ith COMMODO (128 Disk
Mechiabs of Mechworld where you must guide eird self-motivated animated aliens wit -

Solo the Syntleman through the Ice Zone, Fire  Simulated intelligence.

%’;ﬁ:ﬂ Tech Zone and Vegie Zone, in his quest 3D 4-way scrolling landscapes.

Solo ;j;“ﬂ; look after the needs of Nejo. An outstanding musical soundtrack

cleaning him up, feeding him and protecting combined with stunning sound effects.

him as they make their way through intelligent

mazes, teleporters, buildings with strange .

geometries and the uncanny vegetation created _ S0 F T WeAChSE

ELECTRIC DREAMS SOFTWARE, 31 CARLTON CRESCENT, SOUTHAMPTON, HAMPSHIRE SO1 2EW. TEL: (0703) 229694
-_-ﬁ Maitl fireter Flecing Dreams Software, 23 Pond Street, Hampstead, | ondon NW3 2BN




Serious Software is now devoted totally to the CPC range, and we need
your help!

With our new magazine 8000 Plus being devoted
totally to owners of the PCW 8256 and 8512, we on
AA can devote all our pages to the CPC range: the
464, 664 and 6128. This means that changes are
needed to Serious Software.

Although the PCW became the star of Serious Software, this
does not mean that Amstrad Action is purely a games mag now.
Serious Software stll covers what business packages come out
for the CPC models, but can devote more space to other aspects
of home computing such as programming, fype-ins, hints and
tips. comms, graphics and music.

We would like your help with Serious Software: after all it's
your mag. Send us your Type-ins. We are looking for quality
listings that show elegant use of Basic or even machine-code.
We will print them if they are worth typing in. Use the form on
page 96 and remember, we pay for what we print.

Having problems with Basic? Can't persuade your printer
to print? Worried about WordStar? Then write to Problem

OUR ADDRESS

Address your correspaondence
to Type-ins, Problem Attic,
Hot Tips or A Day in the Life

at:

Attic, Amstrad Action at the Old Barn. We will print what
problems we can, and if we can't answer them ourselves then
maybe one of our multitude of readers can - and if they can't
they nught like to read the reply. But please don't ask us for
solutions to games. If we prinled those it might spoil the game
for others, and there might not be room in A4 for anything else!

Send us your hints and tips. If you've found any neat tricks
to use in Basic, WordStar, Graphic Adventure Creator, Quill,
dBasell, or machine-code - or just want to show off - then send
your tips to Hot Tips, Amstrad Action, at the Old Barn.

And if you are using your CPC Io conirol your train sel, run
your business, play in a rock'n'roll band, or anything else that
you might like to tell us about, the address is A Day in the Life,
Amstrad Action, at the same address. The series kicks off with
a look at how we produce Amstrad Action on Arnolds, but we
would rather hear from you. Tell us what you are up to in
anything from five to 500 words, and we will let the cat out of the
bag. Please include your phone number too, so that we can
contact you should we need more details.

CPC owmners, this mag's tetally for you!

Emstrad Action, Future
Publishing Limited, Brunel
Precinct, Somerton, Somerset,
TAll SAH

SERIOUS SOFTWARE TOP TEN
The chart created by AA readers

7

Last
month % of voles Tite

1 27.4%
7 10.4%
6.8%
4.2%
4.0%
3.8%
3.5%
3.0%
1.5%
1.0%

§
3
=

MINI OFFICE 11
DISCOVERY
LASER BASIC
AMX MOUSE
TASWORD
MINI OFFICE
THE QUILL

| o

LOONDOPON
— O N AN W

o
o

GRAPHIC ADVENTURE CREATOR
EASI AMSWORD

ELECTRIC STUDIO LIGHTPEN

Solware house

Incentive
Amsoft
Database
Siren

Ocean

AMS

Tasword
Database
Gilsoft

Electric Studio

And Graphic Advenrure Crealor is stil at number cne, with
over quarter of you out there reckoning it to be the best
thing since sliced bread. What is happening to all these
adventures then? Tell us, please, what you are creating
on GAC and we will let everycne else know.

I'm not going to say anything else about Eas/ Amsword,
there doesn't seem to be a lot of point. But Discovery
has certainly dashed in there, in the number four
position. |f you want your vote included in these charts,
use the form on page 6.
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SHORT-CUTS

The PRINT command is one of the most commonly used features
of Basic. Because of this, a lot of abbreviations have developed
over the years, to save time typing programs in. Right back in
Part | we saw how you can save time by typing a question-mark
instead of the command itself.

The command i$ still pretty cumbersome to use. Try this
little program:

Even using question-marks, that’s a bit long-winded for such a
simple operation. If you wanted to do all that printing in one
program line, you'd end up typing:

Notice the way you have to put semicolons to stop Arnold from
moving down a line, immediately followed by colons to sepa-
rate it from the next PRINT command.

In fact, you don't have to do anything so complex. If you
want to print a whole load of things on one line of the screen -
be they messages, variable values or whatever - you only need
one PRINT command for the lot of them. That dreadful line
above becomes:

This time you don't need any colons, because you're not trying
to separate different commands. The only command in the line
is the question-mark at the beginning, meaning 'PRINT'. The
rest of the line is just the material you want printed — we call this
the printlist. The semicolons between the different items not
only separate them, but alsc make sure Arnocld prints them all
on the same line of the screen.

Although PRINT was one of the very first commands we
covered in Absolute Beginners Part 1, we saw it there only in its
simplest form. When we met FOR-NEXT locops a couple of
issues back, we came across another use of PRINT. This lhitlle
program shows both forms of PRINT command at work:

SPECIAL

The PRINT commands in lines 10 and 50 each put a message on
gcreen, while the one in line 30 prints out the value of the loop
variable 'a’ for each pass through the FOR-NEXT loop.

This much you've seen before in other forms.
typing in a new line between lines 20 and 30:

Naw try

Note the semicolon at the end of the line. Don't put a colon there
by mistake, or you'll miss the point of the exercize,

You won't be surprised to find that line 25 prints the
message 'Number ' on screen. Line 30 then prints the value of
a', but on the same line of the screen that the ‘NMumber '
message went on — and this is new. Up till now, each PRINT
measage has gone on its own separate line of the screen.

Every time Arnold gets a PRINT command, he puts the
message (or variable value or whatever) on screen and then
moves down a line. He does this because he assumes you'll
want the next message printed on a separate line. You can see
this very clearly indeed if you add this new line 35 to the
program:

When you now run the program you'll find it leaves a blank line
after each ‘Number such-and-such' message. The PRINT com-
mand in line 35 makes Arnold move down to the next line of the
screen, even though there isn't any message for him to print.

As we've seen, Arnold assumes that he's supposed to move
down a line after each PRINT command. Sometimes you won't
want him toe do this, so you'll have to tell him not to. That
semicolon on the end of line 25 tells Arnold to stay on the same
line, and this means that line 30 prints the value of ‘a’' on the
game line as each ‘Number ' message.

IF ..

Let's use our new knowledge of printing straightaway. Type
this program in and run it:

a town baraly alive ...
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SPECIAL

Mathematically, this is always going to be right. The expression
*10—¢’ in line 20 always works out as the number of messages
still to be printed. Grammatically though, it's got one slight
problem: the last message but one will read, 'There will be |
more measages like this’, and that's not terribly good English.

Edit line 20 and add a new line 25, so that the two run as
follows:

Now Arnold gets it right, and you get your first look at three
extremely powerful commands ~ IF, THEN and ELSE. These
give you much more control over Amold than you've had so
far.

Up till now, Arnold has done precisely what you told him to
do. He hasn't been at all intelligent about this: he's just blindly
followed your orders. With IF, THEN and ELSE, all this changes.
I you want Arnold to do something in a particular set of
circumstances only, you can tell him so. The command 'IF a =40
THEN FRINT b’ tells Arnold to print the value of the variable 'b’,
but only if 'a’ has a value of 40. If 'a’ does not have a value of 40,
then Arnold ignores the PRINT command altogether.

Suppose we had a line reading ‘[F a=40 THEN PRINT b'.
Om its own the command ‘PRINT b’ would tell Arnold to display
the value of the variable ‘b’ on the screen, but that TF a=40
THEN ...° qualifies things. It tells Arnold that he should obey the
‘PRINT b’ only if *a’ has a value of 40.

We call ‘a=40" the condition of the IF-THEN command.
Don't mistake it for an assignment command; they may lock
similar, but conditions and assignments are completely differ-
ent. The condition ‘a=40" doesn't change the value of 'a’ - it just
tests it.

When Arnold comes across an [F command, he evaluates
the condition. That is, he checks to see whether or not it's true. If
the condition is true — if 'a’ is equal to 40, or '10-¢" is equal to 1
in the earlier example - Arnold finds the command after THEN
and performs it.

So much for IF and THEN, but what about ELSE? Well, just
as THEN tells Arnold what to do if the condition is true, ELSE
tells him what to do if it's false. In line 25 above, the THEN
command tells him 1o print the first message while the ELSE tells
him to print the second one. He chooses between them using the
condition.

If the condition ‘10-c=1" is true — if '10-c’ does equal 1, in
other words - Arnold prints the first message, as the THEN
command instructs him. If it's false, however, he ignores THEN
and the PRINT command which follows it. Instead he prints the
second message, because that's what ELSE tells him to do.

Let’s lock at another example of [F-THEN-ELSE programm-
ing. This time there's a very important job for an IF-THEN
command to do. First of all, here's the listing without an IF-
THEN:

-=~ i ; g

That ‘STEP -1' means that the value of the loop variable 'b’
counts downwards, in this case from four to zero. When the
value of ‘b’ gets to zero, Arnold gets into problems with line 30.

The last item in line 30's printlist is ‘af/b' - the value of ‘a’
divided by the value of ‘b’, in other words. Since ‘b’ is zero on
the last run through, Arnold tries to divide the value of ‘a' by
zero and print the result. He can't do this properly, because
dividing a number by zero is a mathematical impessibility.
Instead he prints up the error message ‘Division by zero', along
with a nonsense value for ‘a/b’.

By substituting in a new line 30 with a suitable [F-THEN
command in it we can avoid this problem. What we want is a
line which tests for the loop variable b’ being equal to zero,
puts up a special message if it is zero, or just carries on with the
division if it isn’t.

You should now have a fair idea what the new line 30 is
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going to look like. It will be something like °IF (b is zero) THEN
(print a special message) ELSE (do what the old line 30 did).
See if you can work out a finished line 30 for yourself.

MORE CONDITIONS

We've seen how Arnold can cope with [F-conditions like 'a=40'
or '10—<=1", but he's a lot more Oexible than this. Try typing
this program in and running it:

By A e o]

The sign ‘<' is the Jess-than sign. So ‘IF d<5' reads "if d is less
than 5'. When 'd' is less than 5 Amnold obeys the first PRINT
command and the rest of the time he obeys the second one.

There's a corresponding ‘=’ sign which means greafer-
than, and together these two signs are called fnequalities. (To
remember which is which, you can think of a megaphone: small
sound at smaller end, big noise at big end.)

Notice what happens in the above program when d is equal
to 5: Arnold obeys the second of the two FRINT commands,
because 'less than' is a strict condition. If you mean ‘less than or
equal to' you must use the less-than and equals signs together,

You can do the same with the greater-than and equals
signs, and in both cases it doesn't matter which way round the
signs go: '>="and '= =’ mean the same thing.

The most useful combination of signs iz nof-equal, which
you make with the greater-than and less-than signs like so: '<>".

Often you'll find you can get the same results two different
ways with an IF-THEN-ELSE command. As far as Amold is
concerned, ‘IF a=1 THEN b=1 ELSE b=2" is the same as 'IF
a<>] THENb=2ELSEb=1’

SUMMARY

The PRINT command normally puts each printed message on a
new line. If you follow the message with a semicolon ( ; ) Arnold
will print the next message on the same line.

You can print a series of messages with one PRINT
command, putting them in a printlist.

The commands [F, THEN and ELSE let you specify allerna-
tive commands to be performed in different circumstances. A
line using IF goes IF (condition) THEN (first command) ELSE
(second command)'.

The condition is something like ‘a—30" or 'b<10', and tells
Armnold how to choose which command he should obey - the
first one or the second, that is. If the condition is true - if ‘a’ has a
value of 30 or 'k’ has a value of less than 10, in the two examples

then he will obey the first command. Otherwise, he'll obey the
second one.

The ‘ELSE (second command)’ part of an [F-THEN-ELSE line

is optional. If there's no ELSE command and the condition is
false, Arnold will just go on to the next line.
Types of condition (with some examples):

equals

("a<b' means ‘a is less than

b’)

less than

greater than

less than or equal to (‘a<=b' means ‘a i3 less
than or egual to b")

greater than or equal to

(‘a<>b’ means 'a isn't equal
tob’)

not equal
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If you have followed this series through from Part One,
you will be pleased to hear that you are now in a
position to make some practical use of your knowled-
ge of CP/M - by doing some ‘housekeeping’. This
doesn't mean you have to get the Hoover out, but
refers to the practice of keeping your disks in order and
using them efficiently for storing programs and
documents.

When you buy a program - a word-processor, a database or a
computer language for example - what you are buying is a
‘master’ disk that contains the program files you need, and
probably some sample files and maybe a tutorial to set you on
your feet. It is good practice to make both a ‘backup’ of the
master disk (or disks), so that you don’t corrupt it, and a ‘work’
disk which you use from day to day.

We have already touched on the subject of backups in Part
Three of this series. We made a backup of your CP/M master
disk so that you didn't have to keep using your only copy of the
operating system. To recap briefly, we used the Disckitd
program (or Disckit2 if you have CP/M version 2.2 rather than
CP/M Plus) to copy the contents of your master disk onto a blank
disk.

The Disckit programs are ideal for making backup copies
of master disks as they actually copy disks exactly: bit for bit as
they appear on the master disk. To make a baclkup copy, first
insert your CP/M master disk into the built-in drive and boot up
CP/M. Then enter DISCEKIT2 or DISCKIT3 according to which
version you have. A menu appears on the screen which is fairly
self-explanatory — except that the numbers for activating each
option refer to the function keys and not the numerical keys
along the top of your keyboard.

So press the f7 function key to copy a disk. A new menu
appears asking you which drive contains the disk you wish to
read from; this is the disk you will be copying from. So press {8
for the built-in drive. The next menu asks where the disk you
wish to write to is 1o be found: the disk you wish to copy to. If
you have only one drive then press 9, but if you have a second
drive attached press f&.

The screen should clear, and ask you to insert the disc you
wizh to WRITE. Remove your CP/M master disk and insert the
program disk you want to copy, and then press any key. From
then on just follow the instructions on the screen. If you have a
single-drive system you have to keep swapping the two disks
back and forth as Arnold reads chunks of data from the source
disk into memory, and then copies it back out to the destination
disk. If you have two drives you can sit back and watch the
drive lights flash back and forth as Arnold reads from one disk
and writes to the other.

In either case it is a good idea to make sure the protection
tabs on your master disk are in before you start, in case you get

muddled up

between source

and destination at some
point after all, Arnold doesn't
know the difference!

WORK DISKS

You now have a backup disk, which is a direet copy
of the master disk. Put your master disk away somewhere
gafe (if it's really imporiant, in a different building in case
one burns down!). You won't have to use the master disk
again unless something goes badly wrong with your backup.

Put your backup copy into your built-in disk drive and
enter DIR to look at the disk's file directory. It will probably
contain quite a number of files, many of which you are unlikely
to use in day-to-day work and are really just taking up valuable
disk space that could be better used.

In particular there may be various files labelled README
or SAMPLE, or with .DOC or .TXT extensions, that are there to
help the novice use the program; they are meant to be
discarded once you know what you are doing. The idea of a
‘work’ disk is to prepare a disk that contains only the files you
need from day to day, hopefully leaving you enough space on
the disk to store the documents and data you will be creating
while you work,

The first thing to do is decide which files you are going to
need. These may be listed in the documentation supplied with
the package, but as a general rule of thumb you will probably
need most of the files with a .COM extension.

For example, if you are working with WordStar you are
going to need WS.COM as this contains the main program itself.
You are also likely to need the ‘overlay’ files — those with an
.OVR extension — as these are called by the main program when
needed, There may well be a short file with the SUB extension
which should be on your work disk; we will look at Submit files
later in this series. Don't be too concerned about missing any
vital files out, as the program should throw up an error massage
if it finds a file missing: a message such as W51.OVR missing
makes its point quite clearly.

It is also a good idea, if you have the space, to copy
DIR.COM from side one of your CP/M system disk onto your
work disk (or STAT.COM if you are running CP/M version 2.2).
Having these files on your work disk lets you easily find out how
much space you have left without the inconvenience of continu-
ally swapping disks. Having PIP.COM would be useful too, as
you could copy files from disk to disk without too much
aggravation.

CREATING A WORK DISK

The first stage in creating your work disk is to format a new,
blank disk and copy the system tracks onto it so that it is a *boot
disk’ - containing CP/M itself. This is done, again, with the help
of the Disckit programs. Run DISCKIT2 or DISCKIT3, but this
time press f4 to format a disk. Press f9 from the next menu, to
format your work disk in ‘system format’; and the f8 or 15 key
according to the number of drives you have. Remember your
built-in drive is A:; and your second drive, if you are so
privileged, is B:. Follow the instructions on the screen and sit
back as your new disk is formatted.

You should now have a freshly formatted disk, pristine
clean and ready for the files necessary to turn it into a fully-
fledged work disk.

So how do you copy the files across? by using the PIP
command of course, as we learnt in Part Four last month. Start
by pipping across the PIP.COM file itself, and DIR.COM frem
your CP/M master disk. Insert your CP/M master disk into the
built-in drive and enter:

A-pip

*h: = pip.com
*b: = dir.com
&

24 AI‘I!STRAD RCTIDN NDVENIBER IQEE baer, fartar, Mronger ...




Now enter DIR B: and you should see these two files on the
directory of your work disk. You've now got all you need to do
the rest using just your work disk, and can put your CP/M
master disk away as it won't be needed any more.

The next stage is to PIP the files you have decided you are
going to need from your application program backup disk. You
should know enough about PIP to da this by yourself by now.

Remember to keep an eye on how much free space you've
got left on your werk disk: you want to leave enough space for
the files you are going to create when you actually sit down to
some real work, otherwise the whole exercise will be pointless!
Remember too that you can always ERAze PIP.COM from your
work disk when you've finished, and maybe DIR.COM (or
STAT.COM) too; though this would be a shame as it would mean
you wouldn't easily be able to chack for free space later on.

By way of example here is the directory of one of the work
disks we use on Amstrad Action.

e dar

i WE Ll WEDVLY] VR & DUMARVT ROE ' DUNMUHD L
A T XNE Ef. 3 CrM 14 1 NEXOR 14 g Day 1 |
Al U 14 : ARSLUTE 14 1 FATCEN 12 § 0 PRGOS Lot
A TOTACN BAY, @ rRcEZarTdE 14 1 BOTEEN BiG 1 PiAGE il
TR ] TiAal @ PeeROr I FRATTIC 14 g FDLINHES “F)
A1 EDL IMES 14 : FEVIRLUTE B & REWIRLUTE La CHEST 14
aAr BRLIT 1% 1 VEMEPEST BAE 3 TEMFEST 14

It is a WordStar disk, containing CP/M as well so that we can
‘boot’ directly from the disk, but as you can see we don't put
PIP.COM or STAT.COM on as well. This is partly to save space,
and also because there is another, rather irregular, way of
finding out how much free space there is on the disk. First you
reset the Amstrad by pressing CONTROL, SHIFT and ESC at
the same time, and then you enter the Amsdos command CAT
(short for catalogue). Amsdos is the Amstrad disk operating
system, considerably more basic than CP/M, that is built into
your Arnold if you have a disk drive attached. Fortunately the
Cat command lists the files on your disk together with their
length in kilobytes and the amount of free space left on the disk.
It is best to do this before you start work for the day, as you can
then boot up CP/M afterwards by entering | CPM.

MAKING A LIBRARY

Once you are actually using your work disk, you will find that it
rapidly fills with the document or data files that you create while
using the word-processor, spreadsheet or whatever program
you are running. Many programs, including WordStar, create
backup files of your work every time you save a document.
These are essentially your previously saved file renamed with
the BAK extension. The backup of the document you are
working on at the time should be retained in case of problems,
but other files with the extension .BAK can be erased to make
more room on the disk.

However, even after you have erased surplus backup files,
a time will come when your work disk is totally full. At this point
you have a choice: either make a new work disk or create a
‘library’ of clder files that you might need to refer to again, or
need just ‘for the record’. Which choice you make depends on
your work pattern. If you are a writer, for example, at any one
time you really only need to work on your current documant.
Older documents can be filed away for reference. If you are
running spreadsheets, on the other hand, you might constantly
need to look at a variety of spreadsheets and so need several
work disks.

A 'library’ disk is created in much the same way as a work
disk, only you don't bother to put the program files themselves
on the disk. A copy of PIP.COM and DIR.COM are quite
useful files to have on library disks, but not vital. So
you could end up with nearly 170K space for
your documents. If your work is easily
divided into categories-a wriler,
for example, could have
novels, short stories

w
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and correspondence — then it might be best to create several
library disks, using one for each category.

So, with careful use of PIP and ERAse on your work disks
and lib:ary disks you should always have enough room on your
disks, and should always be able to find a file when you want it.
There's nothing like an organised collection of disks for making
your working life easier.

Next month we shall look at more of the wonderful things
you can do with the PIP command, and at some of the other files
to be found on your CP/M master disk. And yes, I know that is
what we were supposed to be doing this month, but you'll just
have to wait!

SRS T R

'_mh itis up to you to keep
track of which is the SOURCE
diske’ and which -~ “the
DESTINATION. (It might be

mhmthﬂ#ﬁh—pmmﬂb

circumvented just
renaming the I.ph
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SERIOUS SOFTWARE

We've had a lot of letters in the Problem Attic postbag
this month asking about hardware scrolling, and how
it can be used in Basic programs. Well, this is rather too
complicated a subject for a straightforward three-
paragraph reply — three pages would be more like it.
Normally at such times we just multer ‘Not encugh
space’ and move on to the leflers we can answer
briefly.

It's a preity interesting subject though, and it
neally ties in with a lefter in last menth's PA about
Ghosfs and Goblins. Just this once then, we're going to
give a complicated subject the space it needs = but you
needn’t think we're going to make a habit of it.

Vertical scrolling is very easy, and there's no real problem
adding it to Basic games. This program illustrates scrolling the
screen up and down.

10 x. coord=POS(O#) . v.coord=VPOS(#0) 'stores cursar
position

20 LOCATE 1.1 "moves cursor to top of screen
30 PRINT CHR5(11) 'moves cursor up one line,
gerean to scroll down

35 WHILE INKEYS="":WEND 'waits For you to press a kay
40 LOCATE 1,25 'moves cursor to bottom of screen

EQ PRINT CHR%(10) 'moves cursor down one line,
scraan to scroll up

60 LOCATE x.coord.y.coord 'restoras previous cursor
posikion

forcing

forcing

This doesn't do anything very impressive, but you should be
able to get the general idea from the comments on each line.

Horizontal scrolling isn't anywhere near so easy. If you
want to scroll the screen sideways from Basic you'll need to use
the OUT command, which sends a number to a peripheral chip.
That'll be enough to put quite a lot of people off, but it isn’t too
difficult. The only problem is that it messes up the way Amold
writes things to the screen. This listing should give you an idea
what 1l mean:

10 MODE 2

20 FOR a=1 TO 25
30 CALL &BD19

40 0UT &BCOO,13
50 QUT EBDOO.a
60 NEXT a

70 LOCATE 1.1

80 FRINT "This shouwld be in the top left cornar®

‘could use FRAME on B64/6128

As you'll see if you run this, Arnold can't cope with the changes
you've made. All printing carries on as if the screen was still
unscrolled. To get your screen back to normal you can either
type MODE 2, or force a vertical scroll using the cursor keys.

This last point is another reason why the OUT method of
horizontal scrolling doesn't work too well. Every time you force
a vertical scroll using the simple method we started with, you
undo any horizontal scrolling you've done using OUT.

Horizontal scrolling is much easier if you kmow a little
machine-code. Two firmware routines make the programming
very easy indeed, and they let Amold know what you're doing
80 he can print to the screen properly.

NON-TECHNICAL

To start with, here's a Basic program which uses the firmware
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routines. You don't need to
know a thing about machine-code to
use them, but there's an explanation
afterwards for anyone who's interested,

10 DATA &CD ADB, RBC, R23, &23.AC3 RO5.ABC
20 DATA RCD.&0OB, &BC &2B,%2B.&C3, E05 _&38C
30 oldmeam=HIMEM:MEMDRY ([oldmem-16) *makes
room For machine code

40 FOR a=HIMEM+1 TO oldmemn
60 READ b:POKE a.b 'pokes in

G0 NEXT a "the machine
70 scleft=HIMEM*] seright=HIMEM=S

B0 FOR c=1 TO 100

90 CALL &BD1S ‘same as 6646128 FRAME command

'this loop

code

100 CALL scleft 'scrolls laft

110 NEXT c

120 FOR c=1 TOQ 75

130 CALL &BD19

140 CALL scright 'saralls right

160 NEXT ¢

160 LOCATE 1.1

170 PRINT "This IS5 1n the top left corner”®

180 MEMORY oldmem 'reclaims space used for machine code

The important bits of the program are lines 10 to 70 which set up
the seroll routines, and line 180 which dismantles them after
you've finished with them. If you start your program with the
commands in lines 10-70 and finish with the MEMORY command
from line 180, you can use the commands CALL scleft and CALL
scright whenever you want to scroll the screen left or right.

BOFFINS ONLY

That's all you need to know to use the routines from Basic. If
you're interested though, here's how the first routine

disassembles:

scleft CALL &BCOC SCHR-GET-LOCATLON
‘No entry conditions -- on exil, HL
;contains the current 'screen offset’,
NG HL Increases HL
INE: HE by Cwo
o BECOS +SCR-SET-0OFFSET
‘Maglue 1n HL s used as new 'screen
nffset?

The second one's the same, but with DECs instead of INCs. In
other words, one increases the 'screen offset' by two and the
other decreases it by two.

Clearly the screen offset is the key to horizontal scrolling -
increase it by two to scroll left a fortieth of a screen’s width, or
decrease it by two to scroll right. It's also, incidentally, the key
to vertical hardware scrolling from machine-code. Increase the
offset by 80 (decimal) to scoll up one line, or decrease it
gimilarly to scroll down. This accounts for something you'll have
noticed with the Basic horizontal-scroll program: scrolling left
or right by a whole screenful also scrolls the screen up or down
one line.

None of this tells you what the screen offset actually is, but
we'd be here all day if | tried explaining that. If you're really
keen to know about such things get hold of Amsoft's CPC
Firmware Guide, read it and inwardly digest it. Once you've
done that, you'll be ready for the technical stuff that follows.

GCHOSTS AND GOBLINS

Yes, it's that horrifying saga of colour modulators producing




black-and-white pictures
again. This isn't a change of
subject though, since it turns out
that a clever scrolling technique is
:)J the culprit.
For those who missed last month's
Q Problem Aftic, the tale goes like this. Soft
ware house Elite produced the A4 Rave
game Ghosts and Goblins a couple of months
back, believing it to be compatible across the CFC
range. Imagine their (and our) surprise when it turned
out to be incompatible with Amstrad’s TV modulator,
producing only a black-and-white picture even on a colour
TV set.

Compatibility problems between machines happen all the
time, but this was the first time we'd heard of modulator
problems. The modulator simply converts the RGB (red-green-
blue) signal meant for a colour monitor into the modulated
signal which most TV sets require through their antenna socket.
For Ghosts and Gaoblins to mess up the modulator output, it had
to be doing some very strange things with the RGB signal.

Needless to say, it was. To be precise it was moving the
‘logical’ screen (ie. the picture of the ghosts, goblins etc)
backwards and forwards across the surface of the ‘physical’
screen (ie. the hard glass bit you look at). You can see this effect
for yourself, with this little bit of Basic. It replaces lines 80-180 of
the poked-in machine-code horizontal scroll listing, so these
must be deleted before typing in the new lines.

BO FOR a=1 TO 50

S0 CALL ABD1S

100 QUT BBCOO.3:0UT BBDOO.5
110 CALL REBD1S

120 OUT &BCOC.3:0UT &BDOO.RAE
140 NEX] @

140 MEMORY oldmem

This looks ugly, and would probably give you a headache if you
stared at it for too long. If you're locking at it through a
modulator, it should also look distinctly colourless. (1 don't have
a modulator to test this, but I'm pretty sure of it.) Now you know
what Ghosts and Gobling does, so the next question is “Why?'

Pixel detail from Ghosts'n'Goblins

YOUR (OFTIEST QUESTION ANSWERED.
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PROBLEMS WITH SCROLLING

A couple of issues ago | made some bold statements about
Arncld’s hardware scrolling capabilities compared to those of
other machines. In fact, Arnold's hardware scroll does have one
glight problem: it's too fast,

Az you may remember, the horizontal scroll routines can
only scroll the screen a fortieth of its width at a time. That's not
just the way the routines are written: the hardware simply can't
manage a smaller scrolling action.

Fasl scrodling on Varlex's TLL

To get a smooth continnous scroll you need to make one
scrolling movement every fiftieth of a second - the timing for
this iz handled in our scrolling programs by those CALL &BD19
statements. If there are fGfty movements per second, and they
each have to be at least a fortieth of the screen width, you're
clearly going to scroll past a whole new screen of landscape in
less than a second.

This is too fast for anything much more than reflex game-
play, though Vortex's TLL did quite well using these techni-
ques. Another notable hardware scroller was Gremlin's Thing
on a Spring, though there were alight problems at the screen
edges on this one.

For the most part games programmers use either software
scrolling or what you might call ‘burst’ scrolling. Software scroll
only works well on very small windows (eg Rambo, Stainless
Steel) and causes an ugly rippling effect if used on large areas -
Bounder and the tank stage of Beach-Head are cases in point.

The preferred technique is 'burst’ scrolling — keeping the
screen fixed until the player reaches the edge of it, and then
fast-scrolling the next screen into position. Prime examples of
this are Green Beret and Thrust. This is still far from perfect,
and it was an attempt to improve on this that brought Ghosis and
Goblins its problems,

THE ‘SOLUTION®

The aim in Ghosts and Goblins was to provide a slow hardware
scroll, so that the "burst’ scrolling wouldn’t be so abrupt as it is
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in, for example, Green Beret.
The method used involved both
scrolling the screen and moving it.
H you've typed in the program so far, you can get a Ghosts
and Goblins-style scroll by altering line 100 as shown below. If
you haven't, here it is in full;

10 DATA &CD.B0B _&BC &23 823 %03 B05_48C
20 DATA &CD.ROB &BC. &28 AZB.&C3 KOS5 &BC
30 zidmem-HIMEM:MEMORY
40 FOR =-HIMEFM-1 TO oldrem
50 AEAD b:POKE a.t
60 NEXT =&

0 sclaft-HIMEM=1 -s¢r
80 FOR’R a=1 TO 50
90 CALL &BD1Y

100 CALL scleft OUT
110 CALL XBD19

120 OUT &BCDO_ 3:0UT &SBDOO &BE
130 NEXT =
140 MEMORY

{olomem-TH)

aht-HIMEM-9

RBCDD  3-0U1 &BDOOD .5

aldmem

The OUT commands in lines 100 and 120 mowve the screen left
and right by an eightieth of its width — you'll have seen this
already if you've been typing things in and running them as
you've been reading. (Noie that ‘moving' is not the same as

‘scrolling’” — Il explain the difference in a minute.) The
difference now is that ‘CALL scleft’ in line 100.
Green Beret uses Burst scrolling

The CALL in line 100 scrolls the screen left by a fortieth of
its width, and the OUTs move it back to the right by an eightieth:
net result, a scroll/move of an eightieth to the left. A fifieth of a
second later the OUTs in line 120 move the screen to the left by

an eightieth. After another fftieth of a second line 100
scrolls/moves the screen another eightieth to the left, and =so on.

If you've still got the default colours on screen you won't be
able to see this happening: it just looks like a slow smooth
scroll. Set the border and screen background to different
colours and you'll be able to see what's happening quite clearly
- the left and right edges of the screen blur where it's being
moved rapidly from side to side. Here ‘moving' literally means
changing where the detailed picture part of Arnold's display
appears on the glass tube of the monitor.

NOW YOU TRY IT

This method is a very nice way of halving the scroll speed
without losing smocthness, and could usefully be applied to
Basic versions of Scramble and similar scrolling games. You'd
need to do the timing with the EVERY command rather than
using CALL &BD19 or FRAME, and make sure the scrolljmove
commands were on a higher timer priority than any other
interrupt-driven sequence you had running.

_ =
Customised boot

D  Herrington (September)
should proceed as follows:

means Return, bul to get it into
the buffer you have to enter it

Type |cpm to boot a disk con-
faining Setup.com (the system
disk supplied or a working
copy). Type 52 Lup. It replies:
Setup

Initial command bulfer

Is this correct [T/ /N)
Answer no.
Enter new 1ni
mand bufier:

tial com

this way because the Return key
is used to terminate your eniry
(see page 524 in the 8864
manual). Setup asks lots more
questions, to which the answers
are all yes unless you want to
change the sign-on message.
‘Stat *.*' is just an example, of
COUrse.

A Greenwood

Answer stat * . * AM. The \M StHelens

_

Another good idea is to blank off the blurred columns at
each side alternately - the right-hand one at line 100 and the
left-hand one at line 120. If you set these to the same colour as
the border you cut the apparent screen width down a little, but
the loss of that unsightly ‘edge-flicker’ more than makes up for
this.

If you can make a decent scrolling game out of any of this,
why not send it in to Type-Ins? Make sure you keep it short -
under 3K if possible and give it plenty of grab-factor.
Otherwise it's up to you: knock our socks off and we'll print
your program!

There are problems with this kind of technique. For one thing,
OUTs like the ones in lines 100-120 bypass Arnold's irmware.
In this case they work on all the machines I can find to try them
on, but you can’t run crying to Alan Sugar if you get compati-
bility problems — Amsoft advises software houses not to use
them.

More seriously, it looks like Amstrad's modulators can't
produce a colour TV signal out of this kind of monitor input.
One {non-Elite) programmer | met at the PCW show put it down
to the poor quality of the Amstrad units. If this is true it's not
exactly surprising: after all, Amstrad keeps costs down by
cutting specifications fine. The modulator works okay for
normal purposes, and Amstrad can hardly be blamed if it can't
cope with Ghosts and Goblins.

That's certainly not to say that Elite is to blame: indeed I'd
say the company has been been unlucky. |1 don’t think anyone in
the industry expected this kind of problem, and other houses
are just grateful it didn't happen to them.

Moral: Those who live on the cutting edge of technology
will be sacrificed upon it, as Adam Osborne said. Or they get a
bit of bad publicity, at any rate,
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SPECIAL
_

Arnold sends the kids to school

AA last looked at educational software for the Arnald back in April. We'll start at the bottom this month,
checking out a few packages for pre-school tots, and next month see what's on the syllabus for older learners.

Trio
Piranha, £9.95 cass, £14.95 disk

Been fishing without luck for Amstrad
programs to educate your offspring? Re-
action has had a good number of letlers
from parents adrift in this sea,

Piranha to the rescue! 'There's a hole
in the market,’ observed somecne at this
‘small but lethal' software branch of the
august Macmillan publishing house. Pir-
anha is sinking its teeth into the games
markel and also taking a first educational
venmre with Trio, a suite of three learning
games by Reid Baird aimed at younger
children.

In Sam Goes Shopping the child has to
go to the correct on-screen shop and the
correct department within it to find a cer-
tain itern - & handbrush or a singing bird or
a plump haggis or a clockwork train

The task is more than child’'s play: the
instant the instruction screen cleared and |
found mysell wandering in a streetful of
ghops, 1 forgot what | was supposed to be
shopping for!

Only the cursor keys or joystick are

needed to play tha game, other than the
spacebar to clear the tile page. Instructions
appear on screen to remind you of this if
you don't do anything after a time.

Children from aboul age three up will
be able to play, since they are not asked to
type letters or words, but they will need
someone to read the item required and the
shop's signboards — theugh after a while
the graphics will be encugh to identify the
butcher from the baker. The youngest chil-
dren will learn which shops are likely to
sell the item they want.

The pictures of some items within the
ghops are rather crude. [ thought | was
buying a ‘juicy apple’ according to my
shopping list. 'Bad luck,” said the screen,
'you have just bought a red capsicum'.
(How many adults, let alone children,
would call a red pepper that? There are a
few cther obscura items, such as a Batten-
burg cake.)

Guide Sam to the right item and the
screen says, 'Well done, all correct!' Then
comes a bigger challenge: a shopping list
with fwo items. They must be bought in the
order given. | could never remember the
rest of the list after finding my way to the
first - typical, says my wife. | never made it
o level 3.

GEIE T VEBIE D B

=
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Computer Snap was my favourite on
the Trio package. The colourful graphics -
Humpty Dumpty, witch on a broom, lightn-
ing flashing — were charming.

There 18 no reading or writing invel-
ved in the game, and only one key to press

PLAYERI1L
20938

SCOoORES

when pictures match, as in the popular card
game. 5o even two-year-olds can play,
without needing even the dexterity to
manipulate cards.

One player can compete against the
computer or against a second player.

PLAYERS
L= 1=l R =]

CAaRDSE IMNM HAMNDS

LLEUEL

Growing up ...

AMSTRAD ACTION NOVEMEER 1986

Tablas Test, the second program
onTrio, is seli-explanatory reinforcement
stuff that a youngster could carry on using
occasionally up to age 10 er 12,

The child selects the 9 table, for
example, using the cursor keys and then
chooses speed: snail, hare, car, airplane or
lightning (I liked the pictures). An insistent
alarm-clock jumps up and down if the time
runs out.

Type the correct answer (on numeric
keypad or main keyboard) and a happy
disco-kid presents 2n apple; ctherwise il's
a skull from a scary goblin.

One criticism is that correct answers
are not given if 2 wrong answer is typed.

All three programs are written largely
in Basic, which has both advantages and
drawbacks. It should be peossible to alter
data lists to suit your household name for
red peppers; on the other hand a child
could press Escape and crash the program.

All three have music throughout, like a
miniature fairgreund organ, with wvarious
other electronic sound-effects.
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First Steps with the
Mr Men

Mirrorsoft, £8.95 cass, CPCAb4

Richard Boulton's charming siory booklet
sets up four games with the Mr Men. Even a
very young child can play, since no read-
ing or writing is invelved. It's good pract-
ice with the ideas of left and right, which
even many adults find troublesome.

In the first, Mr Greedy has to be direc-
ted lo a luscious ice-cream hiding in a
corner of the rocom. Only the cursor keys
are needed, and colour-coded stickers of
Mr Clever poinling various ways are pro-
vided (though [ don’t know how long they
would last - presumably you'd be taking
them off to use the computer for other jobs).
Mr Clever's colours match the colours of
the walls on screen (not much help on a
monochrome monitor, but not easential.)

Mr Gready does not stop with one ice-
cream, but they become harder to get
more and more walls appear in the room
and he has to be navigated round them.

The bocklet doesn't tell you to reset
the computer (Control-Shift-Escape all tog-
ether) before you can load the following
program without a 'memory full’ error.

Here & There with the
My Men

Mirrorsoft, £7.95 cass. CPCA64, joystick or keys

This time Mr Tickle and Mr Crumpy pract-
ice left and right thinking ahead for
gimple route planning is the theme.

The object of the first game, Mr
Ticlde's Jigeaw Puzzle, is to line up door-

Mz Silly is being sensible in the second
program and has gone shopping for a hat.
He says (pictorially) the style and colour he
wanis to iry on. Cursor keys move a mar-
ker along the shelves and the Copy key -
with a Mr Clever sticker - selects. What
silly thing does he do when he tries on the
next hat?

The third program was my favourite — |
especially identified with Mr Forgetul who
tidies things up into good places and then
can't remember where.

Mr F has installed a dozen wardrobes
in his room: six along one wall, six facing.
He puts a left shoe in a left-hand wardrobe
and the right shoe in a wardrobe on the
other side. How organized! He does the
game with socks, boots, mittens, skates and
slippers. But oh, no, what is where?

He must go back and forth across the
room (by means of the cursor keys), loo-
king inside wardrobes. The trouble is that
they stay open only if he finds two things to
match. He somehow has to remember
where he saw the first sock when he finds a
second.

Everything has muddled itself into new
wardrobes if you play the game again.

A variation on the game puls alphabat
letters instead of clothing in the wardrobes
An adult can specify a subset of letters and
make it fun for a child to learn a few at a
lime.

ways and move pleces to build up a com-
plete picture of Mr Tickle,

In the second game, Mr Tickle triea to
cheaer up Mr Grumpy, who doesn't want o

be cheered up. Mr T's arm can stretch

longer and longer to reach through door-
mpmmwuhmm Sometimes
he tries to block up the doorways with
chairs. Mr Tickle's arm can be made to
bounce off walls, chairs, Mr G or even
itself.

In all these Mr Men games, various
keys allow restarting the game, turning
sound on and off (the tunes are hardly
symphonic) or changing the background
colour.

A nuisance in the packaging is that the
booklet does not fit inside with the cassette,
It has to be removed from the outer plastic
sleeve - rather awkward. Loading and
playing insbuctions seem to be missing
until you think of removing the ouler jacket
and reading the back of it.

The cassette is labelled 'CPC464'
although the cuter package says 'For use
on Amstrad’ without specifying. It would
not load it on our 8138; we did not have a
lape-decked 664 to try it on,

Instructions can be given a step al a
tima, udngihlmm:mdhmmhmﬂ:
planned out 8 whole list at a time.

Mr Lazy, in the third game, hm_
under an apple tree. He tries to instructa
friendly worm to crawl along the correct
branches and drop a juicy |ppll hthﬁl?!ﬂi
eat. 5

Agmgn“mﬂr“mhlhlﬂtﬂm
Mummpmmmmﬁa
checkerboard-likegame. @ = 2
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“Powerplay is an outstanding
piece of BBC soflware . . ."—

Personal Computer World Feb ‘86

‘... The graphics inthe game are
marvelious . . . The most original
of all such (guiz) games . . ." -

A&B Computing March '86

“twas impressed with this game
.. the graphics are truly excelient
. the questions are interesting
and vaned . . . itis hightly origi inal
and interesting . . ." -

Micro User May ‘86
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WIN YOU A HOLIDAY IN GREECE’*

AMSTRAD CPC4B4/6841¢ BBC COMMODORE 64/128
sette £9.95 Disc Only £14.95 Cassette £9.9¢
Disc £14 '.':‘Er

ARCANA Pleaso ush me a CASSET TE/DISC"
. o ve b
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SERIOUS SOFTWARE

BREAKPOINT

All CPCs, cass only
Melbourne House £14.95

This latest Melbourne House utility is a real oddity, and no two
ways about it. It's a monitor - a tool for debugging machine
code programs - and there's nothing unusual about that. The
point is, however, that it's just a monitor: nothing more.

If you want to program in machine code, you really need an
assambler. This enables you to write your program in easy-to-
learn assembly Janguage rather than the completely unmemor-
able hexadecimal numbers that make up machine code itself,
There are many assemblers available for the Arnold, and
they're mostly around the £15 mark in their cassetfe versions.

Once you've got the hang of programming in assembly
language and started writing lengthy, complex programs,
you'll start to find some unpleasant bugs cropping up. Unlike
Basic, you'll have no error messages to help you and the escape
key is unlikely to stop your program. Worse still, bug-ridden
machine code programs tend to go beserk, often destroying all
evidence of what the problem actually was in the first place.

It's this kind of problem that monitors are intended to help
yvou solve, They're so called because they let you ‘monitor’ the
running of your program and (hopefully) stop it just as things
start to go wrong. That way you can see what you've done
wrong, kick yourself for your own stupidity and then put your
program right. Scunds useful, does it? Sounds like every
Arnold-owning machine code programmer is going to rush out
and buy Breakpoin? Well actually, they aren't.

if you've got an assembler you're not going to bother
buying a monitor, for the simple reason that you've already got
one. As a general rule, assemblers and monitors are sold
together as an ‘assembly language programming system’ or
similar. I'll stick my neck out here and say that [ can’t think of
one assembler commercially available for the Arnold that
doesn't come with some sort of monitor.

A monitor is considerably less useful than an assembler,
and of very little use on its own. Clearly Breakpoint would need
to be quite remarkable to sell under these circumstances.
Equally clearly, I'm afraid, it isn't.

In use it's a fairly ordinary single-step/breakpoint monitor.
You can run your program one instruction at a time, you can run
it slowly while keeping an eye on it, or you can set it off at full
speed with a breakpoint to stop it at some crucial moment.
Breakpoint can also show you areas of memory and allow you fo
make small meodifications to it. You can search memory for
particular numbers, you can save chunks of code to tape or
disk. All functions are controlled by two-letter commands,
entered at the command line.

All very well, and what it does it does proficently, but that is
what you would expect from any such package, and with most
you would get an assembler as well. Considering that Laser
Genius, reviewed in our July issue, offers a better monitor and
an assembler for the same price, Breakpoint cannot be said to
offer wvalue for money. The sample reviewed was pre-
production, though the manual was very reasonable, but unless
Melbourne House add an assembler on production versions we
cannot recommend it. B

BAD NEWS

better monitor and an assembler
thrown in for the same price.
P Mot relocatahie in memory.
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Are

you
reading

the
WRONG
MAGAZINE?

8000
PLUS

THE MAGAZINE FOR THE

AMSTRA

P CWwW B2 56 - 2512
if you ever use an 8000-series Amstrad - or know
anyone who does - 8000 PLUS is the magazine to

remember.

Issue 1 had a rapturous reception.

Issue 2 is out Thursday, October 16th. It's even better.
As well as an avalanche of exclusive tips for PCW
owners, there's the most detailed review yet of the
new Amstrad PC 1512

ake sure your newsagent reserves a copy.




WORTH FIGHTING FOR!

TROOPER

ONE MAN
WAR MACHINE

You are Rogue Trooper, 2000 AD’s one-man

war machine - the last Genetic Infantryman on
Nu Earth. All around you an eternal and bloody
war is raging! Step into Rogue’s boots and track
down the traitor who destroyed your comrades
and rescue them from their electronic graves.

Spectrum - Commodore - Amstrad - £9.95

STRIKE FORCE
CoBRra

Lead the toughest commando squad of all
time inadesperate battle to save the World.
Fight your way through the Enemy’s
labrynthine fortress, rescue the hostages
and destroy the vital computer complex
on which the Enemy’s power depends.
Time is running out. The countdown to
destruction has begun.

Spectrum - Commodore - Amstrad « £9.95

Available from your local stockist or, in case of difficulty,
from Richard Bason, Piranha, 4 Little Essex Street, London WC2R3LF | > _\
Tel: 01-836 6633 - L
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THE OCP ART STUDIO
Rainbird (01-240 8838), CPC 6128 disk only, £19.95

It you want to buy an art package for your Arnold, you'll
find you're spoilt for choice. Under lhe circumstances any
new system needs to be something really special if it's
going to survive. Rainbird has just released Art Studio
for the 6128 and special is certainly the word for it.

Two things struck me immediately about the package: Brst
that it works only in Arnold’s two- or four-colour modes (modes
1 and 2) rather than the more normal multi-colour mode 0, and
second that it is strongly inspired by the Apple Macintosh and
similar WIMP (Window, lcon, Mouse. Pull-down menu) systems.

How you feel about the first of these is very much a matter
of taste - I can’t say | miss mode 0 myself, but it does seem an
odd omission. As for Arr Studio being WIMP-inspired, that's
pretty common these days. The difference here is that where
most packages aim fo look like the Macintosh, Art Studio sets
out to perform like il - and to a considerable extent it succeeds.

PROTECTION
The frst thung you'll notice about the system is the Lenslck
protection it uses. I've had my rant in the past about honest
uscrs being saddled with cumbersome protection systems, and
I'd certainly call Lenslok cumbersome — but in this case there is
a reason for it

Rainbird doesn't try to stop you from making copies of Art
Studio, in fact, the publisher helps you. There's a feature which
allows you to save a “customised’ version of the program to
dizk, so normal copy-protection ig clearly not going to work.
Given that the program is easily usable without the manual,
Lenslok 1s the only aliernative to actually trusting people.

SELECTING PULL-DOWNS
Chnce you've got past the protection system to the program
uself, you're presented with the usual blank screen. There's a
geries of options runs across the top of the screen, and a small
‘arrow’ pointer. You can move the pointer around using cursor
keys, joystick, or even a mouse if you're lucky enough to have
one

To select one of the options just move the pointer to it and
press ‘select’. (That's the space bar on the keyboard or the lize
button on the joysuck.) Selecting an option produces a pull-
down menu  a list of further options which overlays part of the
screen like a roller windoarblind. Choosing one of the options
on a pull-down works the same way: move the pointer to it,
press 'select’ and there you are.

PAINTING AND SHAPES

The first options you're likely to be interested in are Paint and
Shapes. Between them these offer you all the main featres
you'll need to create your pictures.

The Pain! pull-down provides the three main tools — pen,
brush and spraycan - in a variety of different shapes and sizes.
On selecting pen. for example, you'll get another pull-down
panel demonstrating the sixteen different shapes of pen avail-
able. Just move the pointer to the appropriate shape, press
‘select’ and you're in pen mode. Move the pointer onto the
drawing area and it turns from a liltle arrow (o a little pencil.
Hold ‘select’ down, move this pencil pointer and you’ll draw a
line.

The brush and spraycan options work in the same way, but
with brush- and spraycan-shaped pointers instead of the little
pencil shape. These different-shaped pointers are meant to
remind you which drawing or painting mode you're in, and like
pull-downs they make the program very easy to learn without
the use of the manual.

Although the available ranges of pen shapes and spray
patierns are both fixed, you can alter the selection of brushes to
suit your needs using the edit brush option on the Painr pull-
down. Choosing this option gives you a brush-editing menu
where you can alter the pattern of dots thal forms each brush.
This comes in two stages, the dafa and the mask. Put simply, the
mask defines how much of the background the brush wipes out
and the data defines how much new colour the brush applies.

The Shapes pull-down allows you to ‘rubber-band” straight
lines, triangles and rectangles. You can also draw circles and
plot individual points.

FILL AND UNDO

Once you've created a drawing with Painr and Shape you can
flesh it out a bit with the differenmt options from the Fill pull-
down. There are two main types of fill available: selid and over.
Solid fill works on an area of one colour and stops at the edges
of that area. With everfill you outline an area with (say) blue and
any colour inside is changed to blue, For most purposes you'll
want to use a solid fill.

Ag well as filling with flat colour, you can solid-fill an area
with one of 32 different texturcs. The predefined textures
include grids, fine checks and wavy-lines, but if you can't find
the one you want you can define one of your own using edit
texture.

Owver is the riskier proposition, but either kind of fill can
‘agcape’ through the tiniest of gaps. Fortunately there 1s 3 way
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of reversing a fill or any other kind of drawing operation that
goes wrong. Of the various options across the top of the screen
only one works immediately rather than offering you a pull-
down of further choices. That option is Undo.

The extra memory on the 6128 allows for certain luxuries,
and Undo is one of them. Instead of keeping just one copy of
your picture in memory the way most art programs do - the
copy you're working on, that is — Art Studio keeps a spare one
as well. Every time you switch drawing mode or perform some
similar operation, Art Studio brings the spare copy up 1o date.

This means that when you're halfway through performing a
series of fills or whatever, Arr Studio still knows what your
picture looked like before youn started filling. When you select
Undo, the program restores your working copy to the same
state as the spare.

This spare copy of your picture isn't used just for Undo. It
also makes possible the wash texture option on the Fill pull-
down. This remarkable feature takes all the changes you've just
made to the picture - all the things that Unde would undo - and
fills them with texture. This effectively allows you to paint, spray
and draw with textures rather than solid colours. While you
can't actually see the effect until you've selected wash texture, it
remains a very powerful technique.

MAGNIFY

Another benefit of the 6128's extra memory 15 the Magnify
option. Rather than the small magnification window offered by
most packages, Art Studio gives you a full-screen image. You
can enlarge a given area of the screen by 2, 4 or 8 times.

Simply select the appropriate enlargement factor from the
Magnify pull-down, move the cursor (now shaped like a
magnifying glass) to the area of your drawing which you want
enlarged and press ‘select’. The screen now fills with an
enormous blown-up sechon of your picture.

Though there's no normal-size image of the magnified area
you're working on, you're unlikely to find this a problem. The
large window means that on * 2 magnification you can see
almost a full guarter of your picture - easily enough to see what
you're doing to the picture as a whole. You can switch between
the different enlargements without returning to the main menu,
On =8 there's an opuonal grid to make it clearer where one
pixel - one individual dot of colour - ends and the next one
begins.

You're free to pan the Magnify window across the picture
by pointing at and selecting the Macintosh-style ‘scroll-bars’
along the top and left edges of the window itself. You can make
[ine adjustments to the picmre using any of the available
colours, and undo them again if they don't lock right. Every
possible consideration is given to the keyboard-only user, with
sensibly chosen keys to switch colours and pan the window.

TEXT

If there's & central theme to Art Studio it's thoronghness. Text
entry, an afterthought in most packages, is given the fullest
treatment you could ask for. You can use text in any of three
widths and heights, combining them freely to get a wide range

in thn neE five seconds

of shapes.

Your text can run lek to right or top to botlom, and the
letters can be upright or sideways. There are alse bold and
ifalic options which can produce wvery useful if rather crude
results. If you wanl lo do anything more complex with text. the
font editor option takes you into a whole new league.

When you select font editor you're presented with a whole
fresh screen dedicated to lettering styles. The full character zet
of the current font is displayed on the bottom half of the screen,
while at the top there's a detailed wview of the character
currently being edited. You can scan through the character set,
scroll an individual character or the whole font in any direction,
make minute alterations to the current character or clear it and
start from scratch.

Several fonts are supplied on the Arr Studio disk, and you
can save modified versions of these or your own ornginal fonts
for later use. If you wanted to create foreign alphabets or
scientific symbels for diagrams, you should find this wvery
simple. Of course most people aren’t going to bother with all
this, but most packages wouldn't give you the option in the first
place.

WINDOWS

Onece you've created your picture you might well want to make
large-scale alterations to it. The Windows pull-down offers a
strong set of special effects based on the idea of a ‘window’ —a
rectangular area of the screen defined by strelching a ‘mubber
box' round it.

Windows can be copied, moved or cleared. They can be
rotated through 90, 180 or 270 degrees, mirrored horizontally
or vertically, and streiched or squashed in either direction. You
can use a window like a paint-brush with the ‘smear’ option, or
merge it with the previous contents of the area you're copying it
to. There's also an option to ‘exclude’ one colour, lypically the
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Windowing needn't involve moving an area of the screen
around. The swap inks and change ink options allow you to alter
the colours of a windowed area, and are particularly powerful
for creating special effects.

Everything possible iz done to reduce the effort needed in
defining windows. You can define the whole screen as a
window simply by selecting whole screen from the pull-down,
or redefine the previous window using last window. If you want
to make several copies of the same thing you can set the
copying mode to ‘multiple’. This means that Art Studio automati-
cally redefines the last window after each operation on it,
cutting in half the amount of selection you have to do.

FINISHING TOUCHES

The file-handling and printer-dump options show
the thoroughness and ease of use characteristic
of the program as a whole. The printer option
is particularly well thought out, with just
about every feature you could ask for to cope
with the quirks of different printers.

The manual is excellent, though you
probably won't find you need to refer to it
all that often. For most people its chief
function will be to point out all the
many excellent features which you
could otherwise easily miss. The
program is so natural and self-explan-
atory that you can work out most of
the main features just by sitting down
and using it.

VERDICT
Of all the many art packages available for the Arnold, this has to
be the best. The only real shortcomings are the lack of a mode-0
facility and the need for a 128K system: Lenslok is an additional
annoyance. These are far outweighed in my book by the
enormous power, ease of use and attention to detail which are
visible in every aspect of the system.

While Art Studio is easy to operate from the keyboard - you
can even define your own keys if you like — or a joystick,
plugging in an AMX or Kempston Mouse turns it into an absolute
joy. An awiful lot of packages use icons and pull-downs just to be
fashionable but Art Studic makes them earn their keep.

If you're after an art package that feels natural, gives good
results quickly and that you won't outgrow, Art Studio must be
the one.

SERIOUS SOFTWARE

. BAD NEWS
» No mode U, so you can only uses
four colours atomce,

3 first-rate manual.
P Undo makes for experimentation i
ithout tears. A
- Can save ‘customised’ versions
Hof system to disk.
= > Terrific value — all this for £5
| iless than disk version of
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UNIT 14, WHITE HILL HOUSE, 6 UNION STREET, LUTON, BEDS LU1 JAN
THE UTILITY PEOPLE TEL (0582) 411¢

FOR YOUR AMSTRAD 464/664/6128
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A day in
the life:

How
Arnolds

do 44

You might think the Ancient Capital of
Wessex an odd place to produce and publ-
ish ene of Earth's leading Amstrad hi-tech
magazines (namely the one in your hands).

However, we do have electricity at the
Old Barn. Arnold is quite happy wherever
plugged in - even if some members of the
stafl miss the bright lights

We compose our peerless prose on the
green screens of three red-hot CPC key-
boards - rather awkward since there are
now four full-time on the Amstrad Action
editorial team. Bob Wade pecks away on
his 664 while Andy Wilton stares at the
screen of his 6128, Jim Nagel and Matt
Nicholson (when he's not wearing his PC
Plus hat) fight over the other €128, which
sports a second disk drive and a modem.
Thiz machine is usually used to sub-edit
copy written on the others.

On the next desk sits a permanently
switched-on 464 with the only colour moni-
tor in the building. It has both cassette and
disk, as well as a Maestro stereo attachment
and one of our special-offer Konix joysticks
{adwvt). Some game or other is always runn-
ing, whether for review or recreation.

AA started life 14 issues ago with just
the 4684 and the £64. Can you imagine the

I you are using your CPC to control
your train set, run your business, play
in a rock'n’roll band or anything else
you might like to tell us about, the
address is A Day in the Life,
Amstrad HAction, The 0Old Bamnm,
Somerton, Somerton, Somersef,
TALl SAH.

That's an invitation to you to
chronicle your experiences with
Arnold. To start it off, we put cur own
chips on the table this month: Amsirad
Action is done aboul, by, for and on
Amstrad CPCs.

state of Bob's eyes at deadline, after days
and mghts of word-processing on the 464's
low-resclution colour screen? Matt can;
he's writing this issue’'s Line-up on it now,
having lost to Jim who's scribbling this on
the newer 6128,

Future Publishing bought three of
these when they first came out in Septem-
ber 1885, just after issue 1 went to press: a
decent keyboard and disk at a price a
young company could afford. The third one
is cornered by Jane Farmer and Di Taver-
ner for correspondence and inveicing -
and for subscription files, which now push
Tasword about to its limits. The subs job
will likely go to the more-powerful PC
when we eventually get one.

Tasword gave way to WordStar as the
work-horse word-processer in the editorial

SERIOUS SOFTWARE

T .

department as soon as it became available
on 3-inch Amstrad disks. Tasword caused
typesetting nightmares: it insisted on popp-
ing ‘hard’ carriage-returns into the text file
at the end of every line on screen. But lines
whean typeset do not break at the same
poimnt as on screen: ‘MAW” is fatter than ‘fir’,

We prefer Newword, but it needs twin
disks and CP/M Plus (we still have only
version 2.2 on most of our machines), so
only this one machine can handle it. It's a
WordStar workalike with the advantage of
highlighting beld and italic on screen. Jim,
growing a beard waiting for either of them
to load themselves or load a file or search-
and replace or reformat paragraphs, is not
allowed fo yearn yet again for the lightning
speed of Wordwise Plus on that Beeb he
hides at home.

In all this fime we have never managed
to configure the keyboards all the same
way. Press Shift with {+ on one machine and
the cursor goes to the bottorn line of the
screen; on somebody else’s you land at the
top. ‘Some day, when I'm not so busy, [ will
try to find the mannal.’

Terrific typography

Somerton may be in the sticks but it does
help that we are only six miles from one of
the most advanced typesetters in the world:
Wordsmiths, a.k.a. Anvil Systems, at Street,
Somerset, in the shadow of Glastonbury
Ter.

This firm specialises in hammering text
files from just about any micro's word-
processor into typeset galleys - fast. There
is neo day's delay while someone re-types
everything we've already written, no fur-
ther day spent on proofreading and correc-
tions. A 10-minute drive up the B3151, our
disk goes into the Joyce at Wordsmiths, bits
zip across a cable to the Xitan Magic Ma-
china, get translated into typesefter lan-
guage, down another cable to the Laser-
comp, bromide paper develops and dries,
a 10-minute sprint back to the Old Bamn:
within an hour of writing it's ready for the
art team upstairs.

We don't have to type beastly typeset-
ter code into our copy — the simple instruc-
tion * F2 at the top of this article tells the
aystem all it needs to know about font, size,
linespacing, column width, style for head-
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ings and soc on. We turn on and off
1Sifalice’s and 7Bbeld]B with the same
word-processor commands thalt produce
these effects on a dot-malrix printer. Com-
plex effacts like our 'good news, bad news'
can be called up just by typing '= = good',

Wordsmiths' service is good news.

Confounded comms

I mentioned a modem hanging off the sub-
editor’'s 8128

There was a time, before my time,
when AA tried transmitting text to Werd-
smiths down the telephone line. The reason
was not to save time - they can't very well
modeam the finished bromide back to us, so
we still have to make a round trip. No, in
the pre-Joyce days their machines did not
fit our disks, so the only link was serial
ports.

Fine in theory, but Amstrad’s pott gave
only T bits whereas the Bth is needed lo
distinguish ‘soft’ carriage-returns (which
we don't want typeset) from ‘hard’ (which
we do - to end paragraphs).

We were stuck with a cheap (and non-
approved) modem offering only 300 baud.
An article could take 25 minutes to transmit.

Worse, there was only one telephone
line, since the first issues were produced
from Chris Anderson's house. Thus there
was no way of verbally confirming that text
was being received at the other end. Many
a wasted 25 minutes!

Nowadays we have [ive phone lines
and a good modem - a Nightingale connec-
ted wia Pace's serial interface. Commstar
software is instantly available, since it's on
ROM.

Its main use is receiving copy from
some of our free-lance writers. It's still a
frustrating exercise trying to get one micro
to talk to another. So it seems simpler to
send text first to a Telecom Gold electronic
mailbox and then retrieve it.

Guess what? Gold stuffs it full of hard
carriage-returns. Last week we put
WordStar to work on a search-and-replace
and went to lunch. It was still werldng an
hour and a half later.

The modem business is another case of
‘one day, when [ have time,’ sorting out the
configuration once and for all. It would be
useful to know an Amstrad technical boffin
at Micronet headgquarters.ll

W




ANATOMY OF THE CPCs
First Publishing (07357 5244), hardback £14.95, 403pp

Like many of First's books these days, this one hails from
German computer-book publishers Data Becker. Unfortunately
it has lost a certain something on the way from Disseldord to
Pangbourne. At one point for example, it assures us that 'The
SBCREEN PACK is slaved to the TEXT and GRAPHICS PACKS. It
practically servese as their executive.' Later on in the same
section it refers to the action of contrel code 07 as Klingel'
rather than the ‘Bell’ you might have expected. Minor niggles
perhaps, but clarity’s important in technical books. There's no
sense putting extra obstacles in the way of understanding, when
most authors can create plenty of their own.

CONTENT

The book breaks down into three main sections: hardware,
operating system and Basic. The hardware section is not
particularly noteworthy, taking for the most part a chip-by-chip
analysis of the CPC's innards. While this can be quite interest-
ing, it contains very little that Amstrad's firmware guide doesn't
handle better. A fair amount of effort is wasted describing
features that Arnold's design prevents the user from getting at.
Do you really need a book about what Arnold might have been?

To make things worse, there are quite a few omissions and
inaccuracies. The anthors claim that they could only find
information on half of the possible RAM configurations on the

€128, even though the missing confiqurations are at least
partially documented and ecan in any case be worked out with a
little effort. Why they didn't make that effort I'm not sure, but
galling to pay £158 for a book and then have to work it out
yourself.

They also misunderstand the conditions under which key-
clashes occur, and state boldly that such clashes have no
adverse effects. In fact key-clashes can cause serious problems
in games and make twin joysticks almost useless. It is important
that programs requiring key combinations are written with this
in mind, and the key combinations chosen accordingly.

The sections on the operating system and Basic are where the
book starts to earn its price. These are built round near-
disassemblies of the lower and upper ROMs respectively. I say
‘near-disassemblies’ because there are no details of the actual
source code itself. Rather there are extensive notes on the
precise function and structure of ROM routines.

The idea is that you print out your own disassembly of each
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ROM, and then use the book as a set of notes explaining each
section. f you don't have a disassembler, fear not: there's one in
the appendix for you to type in. If you don't have a printer, on
the other hand, you're probably wondering why the book
doesn't contain a source-code listing as well as the admittedly
comprehensive notes.

I'm not éntirely convinced that lack of space ia the reason:
most of the time the notes occupy only the left side of each page,
and frequently the hex or source code would explain itself
perfectly well anyhow. I don't know whether legal worries
intervened, but the ROMs are copyright and this may have
something to do with it. Or maybe Schneider owners all have
printers.

One thing even printer owners should ask themselves
about is the actual usefulness of these listings. For starters, they
only cover the 6128 ROMs. While the authors are at pains to
point out the similarities between the different CPCs, this is

bound to cut down the book's appeal to 664 and more
particularly 464 owners.

More importantly, rummaging around in Arnold's ROMs
has little or no practical value. Routines in the lower ROM can
and should be called via the firmware jumpblock, as the authors
themselves state at one point. Calling ROM routines directly
makes for compatibility problems, and prevents interception of
operating system calls.

VERDICT

Don't get me wrong — the Basic ROM in particular is a pretty
interesting thing to take a wander around, but I don’t really
think the book’s curiosity value quite merits the £14.85 asking
price. You're going to need the Firmware Guide if you want to
use the operating-system routines, and the extra information in
this book really isn't worth the money.



GOOD NEWS

# Interesting material on upper
and lower ROMs.

AMSTRAD ADVANCED USERS GUIDE

by Daniel Martin
Glentop Publishers (01-440 4130), paperback £8.50, 160pp

Once again we have a technical volume which hails from
abroad - France in this case — but there's a marked difference of
emphasis on this one. ] can't find fault with the translation quality

here, but then the bock is largely a collection of tables and
diagrams anyway. There’s very little straight text to it, and no
form of commentary to take you from cne piece of data to the
next.

The first problem with the book is its scope: it's a jack of all
trades and master of none. After two pages on the CPC's
intarnal architecture, the author launches into a chapter on
Basic. If you own a 464 you'll have most of this — a keyword
gummary, character-set breakdown, Ascii table etc - in your
manual.

If you're a 664 or 6128 owmner, on the other hand, you could
reasonably wonder where FILL, COPYCHRS and similar Basic
1.1 keywords have got to. The chapter and indeed the whole
book are, it turns out, 464-specific with extra 664/8128 inform-
ation relegated to the appendices. It's a bit of a shame then that
the author fails to point this out either in the keywords section,

BOOKS

] any other place where the CPCs differ or indeed anywhere at

SBLAST

all. It's even more of a shame that Glentop didn't collate the
book in the obvious way.

It doesn't really matter, because there's no startling new
keyword information here. Where the CPC manuals are despe-
rately short on explanations, so0 is this book. You want to know
how CALL parameters are passed to machine-code subrout-
ines? That's just too bad, because the book doesn't tell you.

Moving on to the book's meatier chapters we get a
whirlwind tour of Z80 code and the operating system. The
section on machine code is a brief set of notes and a whole load
of tablas. The flags table iz quite handy and the disassembly
charts are very well presented, but serious programmers will
want timing details and these are sadly missing. Overall it could
be handy for reference if you're well up on Z80, but it certainly
won't teach you anything if you aren't.

The operating-systemn details are probably what most
people will buy the book for, and they are detailed enough to
be usable — but only just. Entry and exit conditions are given
along with some indication of each routine’s function. This will
be more than sufficient for TAT OUTPUT, but most people will
need a lot more before they can use something like EL INIT
EVENT. Once again, if you know it already the book could be a
useful reference work. Otherwise you can forget it.

The rest of the book is in much the same vein, consisting in
roughly equal parts of stuff that you already had in your manual
and stuff that you didn't want to know in the first place. If you

MACHINE LANGL AGE
ErTiEwal LAY T HE fa

want all the tables and charts from your user manual together
with a handy (but rather lightweight) precis of the Firmware
Guide then this book could be for you, but don't expect it to
replace either of them. Personally 1 would only use it for quick
reference, and it's only just thorough enough for that.

GOOD NEWS

¥ Cheap source of information on
the firmware.

» Could come in handy as a
reference work.
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involved in drawing, schematics, technical ilustrations etc. ¢ Automatic Dimensioning between points. ® Pen and Layer
Hard copy (AS-AC) from the Dot Matrix printer or Plotter.  selection.
Totally menu driven, the menu printed on the tablet ® Rotate and Tiit. @ Separate menu area for 64 user defined
averlay. Just point the Pen fo the desired function cnthe Symbols.
pad and press the Pen switch, AVAILABLE SHORTLY

GRAFPAD 3 GRAFPAD 3
comprising the Ad Digitiser Tablet and G4 Software. FOR IBM

An unprecedented Price/Performance breakthrough in the 50 & IBM
Computer Aided Design/Engineering Market. & COMPATIBLE MICROS.

Grafpad 3 is available from your Amstrad dedaler or direct from,
Crafsales Ltd, Unit Q2, Penfold Works, Imperial Way, Watford, WD2 4YY.

TO. GRAFSALES LIMITED, Unit @2, Penfold Works, Imperial Way, Watford, Herts, WD2 4YY. Telephone. (0923) 43942, Telex, $46024.

Please supply me with GRAFPAD 3(s) for my PCW 8256/8512 Micro at £149.50 plus £2.50 pé&p. or plus £10 for Datapost delivery,
| Please dllow 28 days tor delivery,

| NAME _ ADDRESS _
I enclose cheque value & __ B il you prefer 1o pay by Access or Barclaycard, please state which
Lammr.mf:men!_l ACCESS[]  placse dekbox Card No _I
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Featuring the world's greatest game reviews

MASTERGAME
Revolution (Vortex)..........cccooeamieeiiviciirnnn. 50

AA RAVES
Deactivators (Ariolasoft)..........ccceeeveiviininnnnnns 46
Split Personalities {(Domark)...............c v 48
Tempest (Electric Dreams).............cccocvvinenns 48

OTHER GAMES TESTED

Nexor (Design Design)... ...46

Pro-Tennis (Loriciels).........ccccccrmiinmeiiiiinnnns 53

Space Shuttle (Activision)......cccceeciinnninnnnnas 29

Olympiad "86 (Atantis)........ccccocoreiiiiiiinnnnnnes 56

5-a-side Soccer (Mastertronic)........c....uu.eee.. 56

Knight Rider (Ocean)... e ORI 5 T |

The Apprentice fh‘iastenrcmc} ..................... 58 VO RT EX 0 N TO P

S8 MO 0T 9 | Distributed by US Gold, Vortex's Revolution earns the
LONuest (MASIBIRIG). ... —..........- 60 coveted Amstrad Action Mastergame award this month
Golden Path (Amsoft)............c.cooviieiimennnenn. 61

with simple but gripping action. The graphics are
superb, and controlling that bouncing ball takes some

PREVIEWS doing even for the hardened joystick waggler.
Prodigy (EIectfic DIEaMS).......ccovvevueeereerienn, 62 But AA-Raves are thin on the ground , with only three
Traill:l.llga}:':ér :{:an;.-mnrwrzf_!_a_l.r.rﬁt ............................. 62 on offer this time round. Deactivators from Ariolasoft

sees robots running around disposing bombs and
trying to keep things together before the building
blows, while Domark's Split Personalities is a clever
variation of the old Puzzler game with a topical slant.
Third Opinions: Tempest from Electric Dreams is a fast moving version
To prevent needless repetition, and fo give the old Ed of the arcade classic.

CR G e R ER R R R VR R T @ L e fe s itY  The TV-based Knight Rider gets a firm thumbs down -
on the AA-Raves and Mastergame. Whether a game stick to the TV version if you want some action - and
gets these titles or not is generally a group decision, TheVera Cruz Affairwas disappointing. But what are
though usually Bob's vote prevails! you doing reading this? Turn the page and get into the
real stuff!

TOP 20 AMSTHAD GAMES
The chart created by AA readers

%lh Enﬁﬂﬂ % of voles Tite . Software house

1. 1 10.2% GETDEXTER PSS No change to the top
2. 2 84% GREENBERET Imagine ;“f;ﬁ aﬁgs"“’;g Leiond
3. 3 82% BOMBJACK Elite i S e
4. 7 8.0% BOUNDER gfm"ﬂ Batman 1o take the fourth
5 4 6.4% BATMAN ean place.

6. 12 6.3% COMMANDO Elite Freshtothe charts
7. 5 59% SPINDIZZY Electric Dreams gg:; . t?ims?“ﬂﬂ
8. 11 59% SORCERYPLUS Virgin/Amsoft SHould Work: Rs. ey 18]
9. — 5.2% KUNG FU MASTER U 8 Gﬂld the charts 1airly soon,
10. 19 5.0% SPELLBOUND Mastertronic Thing on a Spring, the
11. — 4.9% THRUST Firebird brilliant Knight Tyme, 3D
12. — 4.6% THING ON A SPRING Gremlin gf?;%f”“ﬂ d”*wfa”g of
13. 14 4.0% KANE Mastertronic R Ay e
14. 10 3.4% GHOSTS'N' GOBLINS Elite lfyouthinkthat Get
15. — 3.4% KNIGHT TYME Mastertronic Dexiter is rubbish, or that
16. 15 2.8% HARVEY HEADBANGER Firebird Space Invaders is the
17. — 3.0% 3D STARSTRIKEI Realtime 3165* thing St;nce f:”%
18. 9 2.8% HIGHWAY ENCOUNTER Vorex i i e

Charlsareyours.Usethe

19 — 2.3% BATTLE OF BRITAIN PSS form on page 96 and you
200 — 21% WHODARES WINSII Alligata could change the world.




ACTION TEST

DEACTIVATORS

Reaktor/Ariolasoft, £8.95 cass, £14.95 disk, joystick or Im'.s

o R T T T e g

-ﬂl’ " important when catching objects.

mmut han been created very well The
d:ﬂ.ckmdn&mob]mgatlargeraslhar
m ‘into. the foreground. Positicning is
They
m::mmd their environment by Rlling
ﬂtmughhdaam&mchequeredﬂm using

. mansporter pads that connect remote sec-

SECOND OPINION
This one’s gol a marvellous
combination of brain-taxing strategy
and rough, nerve-racking action. The
differing gravities, the dud circuil-

B boards and the enemy droids all pose

chalienging problems. But your real
opponeant is the clock.
frustrating and very, very mean

It's .-.-:.--.-xL-l [ola 4

AW

Design Design. £8.95 cass. £14.95 disk

Design Design is usually reknowned for s
wacky and original games, but 1 suspect
many fans will be disappointed by this one.
It's an someltric 3D game, not a crime in
itself, but one that borrows most of its
features from Batman and doesn't provide
as interesting a game.

The game is 2et in a mulilary complex
which has been overrun by alien robots
You have to escape with a top-secret mas-
ter weapon and its bluepnints.

The weapon is split into five p
there arc two of each piece. You hav
ast one complete device

to stop the aliens getting the pieces
of the other one. To escape the complex,
which has been set to self-destruct, you also
need a control panel for the matter-transfer
beam and the blueprints of the weapon.

The rooms in the complex are connec-
ted by doorways, vertical shafts and lifts
Some open oul so that you need ta try
walking off the front edges of them to see if
there’s a connecting room. They're not as
well drawn or as colourful as Batrmas
colour scheme 1s the sama sort as
Although many of the objects at first look
unfamiliar, their uses and effect are quickly
recognisabie.

You can walk, jump and fall (mules at a
time) around the complex, but your jump
ing action is slow and doesn’t get you very
far. You can pick up objects while standing
on them and use them to get through
doorways, to reach other
points or to avold robots. As in Batman you
can’t take these objects out of a room

and

inaccessi sle

tans of the building, and by sliding down
poles {also, unlike firemen, up poles).
' The bombs fuzses are lil at intervals so

% ﬁmnumt throw them out in the night order,

“which can only be learnt by trial and error.

_' “ﬂmupbdes the rocm can't be entered
- and anything inside it is annihilated.

Droids can al=o be lost if they run into

'tnbhigm:dswkﬁuytofollawthem oY

forcefields placed on some doorways,
poles and transporters. Bonus droids are
given for getting enough points; these can
be positioned during a game, a bit like
bringing on a substitute,

The most interesting feature of the
game is that rooms are sometimes turned
through 90 or i30 degrees 10 be on their
mides or upside-down. This creates some
knotty control problems thal can cause &
vital split-second’s confusion. Rooms also
“have different lavels of gravity - mportant

joystick or keys

Collecting the pieces of the weapon is just
like getting the bits of the Batmobile: they
eVEen come tagnthw On a separale screen in
the same way

The robot guardians appear in most
rooms but this seems to depend on a tme
factor or your having wvisited certain loc-
atiens. Some follow strict movement pal-
terns while others are more random. There
are also slatic hazards, bat all are deadly 1o

SECOND OPINION
If you're going to rip off features of a
game then you might at least choose
the best ones. Where are all the
devious puzzles, the sirange powers
and the floating in the air? The Batman
theme definitely bears repeating but
¥ou need more varnety than this -
which is basically just a matter of
wandering around mapping

the touch. Nothing is new to what's gone
before in Batman and the Ulhmate games.
Some of the hazards are well drawn includ
ing moving-1 busts of Maggie '3 mllion'
Thatcher, nasty spikes, bombs and a hittle
faliow on a unicyele.

46 AMSTRAD ACTION NOVEMBEBER 1986 wean, pus.

You'd think vou couldn't go wrong by
producing a game similar to Batman, bul
the bits that have been left out are whal
gave the corngmal its greatness.- There
aren’t enough complicated puzzles, you
can't float or collect skills, and the graphics
aren't nearly as detailed or colourful. It's
not a bad arcade adventure with quite a lot
to explore and find and many obstacles to
overcome, but it does suffer from lack of
originality by arriving in Batman's wake.

BW

FIRST-DAY TARGET SCORE
3 pieces of weapon

Oine of the
fururistic,
30 rooms

Lomet



ACTION TEST

GRAPHICS g

%o

SONICS [

GRAB FACTOR b8
STAYING POWER Eril

A A RATING Xl

» Gradual appearance of robots is good
F A lough task with many obstacles.
> Some good screens regquiring object

P Plenty of rooms to explore.

manipulation.

* Ripped off many ideas from Batman.
> Not enough puzzles or features to

keep you busy thinking.

GRAPHICS Sl

GRAB FACTOR &8
STAYING POWER ERE
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A A RATING B8

L]
-
w0
%
[+
:
i3
-
o
=
=
O
G
o
m




ACTION TEST

TEMPEST

If you read our preview a few months back
you'll know that this classic shoot-em-up is
my personal favourite from the arcades.
This certainly can't be described as a faith-
ful conversion but it retains most of the
elements of the original and the same mind-
less but incredibly addictive gameplay.

It's a completely abstract concept that
takes you into the world of the wireways to
face a deadly assortment of alien forces,
These aren't the same as the arcade ver-
gion and some have been renamed but
there are alsc sorme nasty additons to keep
you on your toes. The purist won'l be
entively happy with the changes but there’s
still a fabulous game here.

The wireways are made up of 50 differ-
ent types of grid and there are 99 skill
levels, but once you're past level 10 things
get very tough. Each grid has a number of
lanes that taper away towards the centie of
the screen, although the number of lanes,
and therafore the eaze with which they can
be covered, varies with each grid, The
grids either wrap around or have closed
ends which you can't move off.

At the top of the grid is the spark which
you control and this can move sideways
across the lanes and fire a hail of bullets
down them. The aliens come onto the grid
from the bottom and try to advance to the
top of it where they can run into the spark
and destroy it. The types of alien depends
on. the skill level but on higher levels

Electric Dioams, £8.99 cass, £14.88 disk, joystick or keys

everything gets thrown at you,

The most basic of the enemies are the
flippers which flip acrecss lanes as they
advanece up the grid. These can appear on
their own or by shooting spinning squares
called tankers which will produce two of
them. Fuseballs are spiky cbiects which
move straight up a lane and have to be
dealt with quickly. Pulsars are straight lines
that behave exactly the same as fuseballs
but are harder to see coming.

SECOND OPINION
This is the mpﬂmimiﬁﬂ‘ﬁlmg :
everseen, and llove it The gamﬁju.g[ o
-l.hmm 50 .r:m::htbnd stuff at you o fast

ied blasting 15

firing ram‘mique cqﬁ.hnlv up Mapﬂmt."
but you'll get a lot further just .
hammering the keyboard like

Bin raﬂr;armﬂ#mdwﬂppmgﬁ‘ e

A completely new type of alien s the
gpinning fuseball, which i3 also released
from destroyed tankers and spins around
the grid very fast, spiralling upwards as it
goes. The last feature is spikes that move
up the grid leaving a trail behind, which
remaing if the head is shot. At the end of the
level the spikes grow upwards and you
have to get the spark out of the way and to a

clear lane before they reach the top.

Tou can get an admirably heavy rate of
fire but you'll need it to deal with the
hordes of enemies, and at imas you'll have
lo be very acourate as well,

Ag a last rescrt you've got a super-
zapper that wipes cut the whole grid, but
you've only got one of those per grid. You
need te save this for as long as powsible
because it's the only way to get rid of aliens
that reach the top of the grid. That's a
design flaw which isn't present on the
eriginal but doesn't harm the action too
much,

The vactor graphics are quite nicely
done although you do get screen slowdown
when there's a lot going on. The colour and
sound are reasonable, butto get the beat

THIRD OPINION
A superb version of an arcade classic,
No demands on the grey malter, great

for the adrenalin.

aJ;la ‘past 'turkeys' to their debit. But
've certainly h:mn.mmm

ﬁra or tile-sliding puzzles but takes
into a whole new dmmhu

Mn‘ﬁnmm puzzle pieces - within a time
Limit. whﬂa{w‘i:!g to deal with a number
l. k i IEBJ
il ﬁmmmmwumglem
38t of which is occupied by the as-nq;?a

_i?h'lggma. In the top-left square is a box
m which the wvarious puzzle pieces

werge. You control a cursor that n’m‘al
: ymmd m;:ld When it
the bo mum'tttﬁ asquamnﬂi

SECOND OPINION
| .Ifm #fwmmﬂugﬂrﬂmmmd
mmaarmem themm:gs e
rearranging, 's your chance.
you want to test your skill and reation

speed against a tough time limit you
can do that too, but be warned: it's

very addictive and incredibly
frustrating.

AW

Once a square is in play you can put
the cursor over it and slide it in any
direction until it hits the wall or another

w don't have the most sparkling of  squa
ons on the Amstrad with some not-  pa

s latest release. It's based on letter- youw h plece

The basic idea is fﬁmuﬁﬂmn Wik

mm tash

may appear in
qwmtﬁpgmnﬂ

: rom e ploture squazes there
are also a mmhn?nﬂbﬁlﬂ}’tm that may
be thrown out of er some good for
: r ."m;ﬂ good old-
ﬁl pomb, for instance, fuse sizzling.
one of these is y “out 'Fuu have only
Ii'.'er mﬁ&ﬁ chuck it out door o to throw
it into a water-tap, the latter action getting

| vou healthy bonus poinis. If a bullet, double
1 s

~ your time limit.

oints -i‘._'-'y! throwing it into a gun. if

Characters also have objects specific 1o

¢ ‘themselves that when thrown together give

bonus points. These you learn by experi-
mentation but it's usually ebvious what will
work with what. There are also dangerous
itams like matches and MW&I don't go.
very well together.

You need to go for all the bonuses you
‘can because time is very short (you'll often
need those di&momlmﬁ an extra life i
given only at 100,000 poin

 Late: qwn]s get really tough: dnmﬂﬁﬁ?
m&ﬁ&hﬁmﬂa more awkward and sqnnﬁﬁ

FIRST-DAY TARGET SCORE vty

25,000

The pictures are @Jﬁi well drawn a:p.& y
you should hwl no trouble rmgmingﬁuh‘

1

m“ﬂ this bez




ACTION TEST

GREEN SCREEN VIEW
The grid can be very difficult to see on 1
one or two levels, and that means you |
pulsars. It’s still playable, but do you
really need this much frustration?
Aw

B DD Nt W S

¥ Good vector graphics and lots of
them.

P Fastand mindless blasting at all
times.

¥ R variety of nasty aliens to deal with.
* Different grids requiring different
approaches.

B Becomes a really tongh challenge.

R

IR T WEERET WS S) l
¥ Not a faithful conversion so fans of the g
original may miss some things.

¥ Liable to cause extrame wrist cramp.

from it you need to play in a dark room with o e
a couple of sterec speakers turned up loud. G2 %

It's brash, it's mindless, fast and furious : | GRAB FACTOR [CEA B8

~you'll love it. 8 :
FIRST-DAY TARGET SCORE EENTUSS span aar B
e AA RATING (IR

plenty of levels to keep you going and
you'll find it tough not to come back for
more every lime,

BW

GREEN SCREEN VIEW
There are real visibility problems on
some puszle piecos, but the key at the
top of the screen means that it's still
playable,
AW

8.0 -00 ]

* Recognisable pictures of the famous.
* Very testing and addictive gameplay.
+ Lots of surprise features like bombs
and diamonds,
+ Increasing difficulty with new
features being added.

- Needs conceniration and quick
thinking under pressure.

0 L] E W b

- Bombs can pop up in an impossible
sitoation.

The graphics are fun but the real key to mEE
the game's success is the addictive and | soNics EER
demanding gameplay. You have to concen- GRAB FACTDR
trate very hard and react quickly to every |7 i 0 3,
event, 5o as to beat the time limit and deal
with all the surprise events. There are




No, it's not a film-licensing deal of that
mega-flop starring Al Pacino, but a highly
original ‘arcade game that will provide
many more hours of enjoyment than any
silver-screen epic. It's in a grand tradition
of Vortex games rencwned for their origin-
ality, graphics and gameplay.

The game concept and task are ex-
tremely simple. You control a bouncing
ball; itz =ole mission is to hit litde red cubes.

It has to bounce through eight levels of
play. In isometric 3D you see each level
rather like a floor of thick floating tiles — a
grid of blue blocks suspended in black
space. Don't bounce down the cracks!

Somewhere on each grid are four
puzzles. You solve them simply by touching
one red cube with tha ball and then, within
a time limit, touching the second.

SECOND OPINION
Those terribly clever Vortex peaple
have done itagain. This one's even
simplor than Highway Encounter, even
more fiendishly addictive and 8 whole
lot more colourful. The game task is
huge, but you'll be hooked so
completely you'll hardly notice.
Pushes your brains and your skalls as
far as they'll go.

AW

To start with you'll need to get the hang
of controlling the ball - crucial to solving
the puzzles. Pushing in any direction
bounces the ball that way, But be careful
about hitting diagonals on a joystick, and
remember that the ball won't change direc-
tion suddenly or in mid-flight.

Controlling the ball's height of bounce
is the most important thing, and this is very
cleverly done. You cantrol the energy put
into the bounce: you can set it at five
different levels using the fire button. In-
crease or decrease its enerqgy (it shows on
a little meter bottom-left) and the ball
_gradually bounces higher or lower corre-
spondingly. Put in no energy and the ball
will eventually just roll around the floor;
with maximum power it can leap.

You have to be patient and accurate at
times in order to get just the right bounce.
Once you've got the hang of the bouncing
it's great fun to use and watch.

The ball can fall down the gaps be-
tween the tiles and be lost forever; the
same fate awaits if you bounce off the grid
entirely.

There are other dangers lurking amid
the puzzles. A nasty breed of spiky ball
disintegrates yours if you touch it. Unidenti-
fied spinning objects (USCa?) fly randomly
about the grid; if they bump you in mid-
jump they can throw you off into thin air,

Mest of the puzzles look straightfor-
ward, but you soon find that controlling the
ball accurately and avoiding dangers isn't
easy when you're trying to do it quickly -

5“ MSTRPLD HGT]DN N'DVEIVLBER 1986 Yo, Larry, I'm back ...

particularly because most puzzles have
complications. These are two types of
square on the floor, behaving like trampo-
line or glue: one immediately sets your

W

- == - P—— il = T, g B
'_i' I"'_." I:..._; C .f" ".T . \ _.' -—l:
EERGANVIE

THIRD OPINION
It takes some time to get used to
controlling the bouncing ball — hitting
the diagonal is particularly-difficult
‘and needs a good joystick — buf the
puzsies are fiendish and the graphics
something eise. Revolution has been
compared toSpindizzy, but itisa
completely different game really and a
vital part of your collection!

jumping energy and height to maximum,
and the other to zero. Furthermore they
have a repelling effect: they slide or launch
you off in a direction that might put you in

big trouble. These sguares are vital for
solving some puzeles but you really have to
take care around them. B

The four puzzles on each level all have
to be completed within an overall time
limit, before you return fo your starting
point and go 1o the next level. You land on
levels in a random order 0 you get to see
all of them even without completing the
game. Thiz doesn't make the game any
easier — as you move to the next level, the
time between touching a puzzle's two red
cubes iz reduced. To succeed, you have to
find the most efficient
route of getting be-
rween them.

The bavncing ball

| It may not look like
much, but the bail
moves well aond
the pusles are
tough




ACTION TEST

Thiz can deflect
your bovnce
dongerously

oh this s

This gives you o
sudden hoast

This kills @ jump
completaly FIRST-DAY TARGET SCORE

20,000

Despite its simple concept and Wonderfully original concept.
graphics, the game plays superbly and Excellent bouncing action in 3D,
looks good. To start with you can complete Puzzies need thought and good
some puzzles just by quick reactions anda  control.
bit of luck, but as you progress you have to Simple but effective graphics,
work out the best routes and get more Increasing difficulty puts stress on
proficient at contrel and accuracy. The  skill.
bouncing action of the ball is superb and Good variety of puzzles,
the degree of difficulty just right to get you
hooked - as well as to provide a long- [
lasting challenge. |

BW Diagonal controls can be tough. !

GRAPHICS g
SONICS ETE
GRAB FACTOR EREM &

STAYING POWER ELEA &
AA RATING ElR s

and I've got a big Mastergame MTRAD A.CTIDN NDVEIVIBER 1886 51
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The coin-op kings from Konami, each game an all action arcade hif now
Javailable for yourhome computer Treat your computer to only ihe besigame
S=s=e==u= — crown it with the arcade kings'
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'PRO-TENNIS

Loriciels/Activision, £9.99 cass, £14.99 disk, joystick or keys

The only other tennis simulation of any note
is Match Point. That was preity good - its
main problem was that it was just loo tough.
Pro-tennis can put up an equally good
baitle but is a bil more player-friendly,
giving some helpful options.

The court is viewed from above one
end, flanked by crowds who always get
excited at the end of a game. You can play
against the computer or another player or
watch an exhausting demo game. On either
of its two skill levels the computer is very
difficult to beat since it doesn't make many
unforced errors — you, however, actually
have to hit winners.

You can play the game in two modes,
which make the action easy to get into. The
automatic mode just gives you the job of
positioning the player to hit the ball so that
you den't have to worry about the timing of
hitting the ball - that's done for you. The
manual mode gives you that extra job of
timing the stroke and makes the computer
that rmuch harder to beat.

: deﬁaumnﬁ&mafmkm

plaﬂllh. .I'"mmrm&l_.l'yt

You can choose from three types of
playing zurface: clay, grass and hard court,
The aurface won't initially make much dif-
ference to you but affects the bounce of the
ball and speed of the players. Matches can
be played over one, three or five sets;
these can last a very long while because
very lengthy rallies are the rule.

The service occurs automatically but
can be directed toward one side of the
gservice court. Once the ball iz in play the
computer is guite happy to sit back and
play from the baseline. This means that to
| win you need to gel to the nel and either hit
oulright winners (passing shots, and lobs if
he comes in) or force him into lobbing the
ball over the baseline. The danger iz that
he will hit a lob in and you won't be able to
get back to it in ime.

Although the rallies can be long
against the computer, they can also be
quite exciting if you're on the net because
of the continual effort needed to gel the ball
back and to try to hit winners as well. The
two-player action is of course even more
exciting with much more unpredictable
play.

The graphics aren't particularly impre-
ssive: the players ate small and the strokes
indistinct. But the acton is compulsive. The
automatic option and the different courts
bring a bit of variety. Most importantly,
you'll get a good contest out of it.

BW
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ACTION TEST

Blip, blop, blip,
biop = out!

FIRST-DAY TARGET SCORE l
Take a set off the computer

G O 0 V] N

» Tough computer opponent.

¥ Helpful antomatic option.

¥ Ball speed varies a lot from fast drives
to slow lobs. i
» More friendly and playable than |
Match Point.

E Vi 3 i

B A D N E W 5
b Rallles with the computer can be veﬁ'
long.

» If you've already got Match Pointit
doesn't offer much more.

STAYING POWER ELRE
AA RATING Ela B2




Daringly Original Arcade Adventure. It's What You've Come
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Available now for Commodore 64 and
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ACTION TEST

SPACE SHUTTLE

Activision. £9.99 cass. £14.99 disk. keys or

joystick with keys

NASA may not be allowed to get the real
thing off the ground at the moment, but you
can take the shuttle Discovery up for a flight
or twao with this simulation by Steve Kilchen,
It doaan't give you the sort of freedom that
ordinary flight simulators have. [t sets you a
tough mussion task: fly the shuttle to a strict
flightplan, launch and dock with satellites.

You can choose from three types of
flight: number one is a demo that shows you
exactly how a perfect flight should pro-
ceed; number two gives you control of
most of the shuttle while the computer
gives invaluable aid to the beginner; num-
ber three leaves you on your own to solve
all the problems.

SECOND OPINION

Morbid curiosity aside, there's not a
lor to recommend rhis ane, It fsn't
realistic encugh to be a convincing
simulator, but the lack of freedom
means it's not much of a game either.
A worthy affort, but I just found it too
diell.

AW

Your view is from the shuttle’'s cockpit,
with your essential instrumentation and
onboard computer display. You start on the
launchpad; the first task is to get the shuttle
off the ground. A detailed launch guide
tells you exactly how to do this step by
stap, but in the heat of the moment when
you're under pressure you might forget
something.

Once in the air you need to follow a
trajectory that the computer has plotted to
get you into space. Once you're up
there you've got to achieve a stable

| orbit before you can launch the
satellite. Once again you're
given plenty of information

on what to do, so that just
following the instructions

should get you through.

Now comes the fun part:
launching the satellite. Tou are
treated tc an excellent view of the
payload bay as the satellite spins out of
it and then round to the front of the shutile
and off into orbit.

Having got rid of one satellite you can
go dock with some others, which enhances
your rating when you get back to Earth.
You can dock with as many as you like, but
each successive one gets harder lo do.

H&m with visibility, but it still
M‘IM very realistic.

EwW

Once you're bored with whizzing
around the Earth you can re-enter and land
at Edwards Air Force base. Once again
you're given defailed instructions on how
to gel down and a trajectory to follow as
you descend to the runway. Whan you get
within range the runway appears in the
view and you glide in for a landing.

It will take a bit of practice before you
can do the whole mission properly but it's
quite easy to get started and to know the

flight contrels. The graphics are quite bare
except for the payload-bay scene. The
sound consists purely of engine noise and
warning signals. As a simulator it's pretty
good, but as a game it deesn’t really have
enough variety o keep you interested for
long.

BW
FIRST-DAY TARGET SCORE
Complete flight 2
8.0 .0 D N E W §

» You've always got plenty to da.

» Good picture of the payload bay.

F Docling with satellites provides the
lasting challenge.

8 A 0 N E W 5

P No variety once you've learnt the
mission.

» No freedom of actlon; you just have to
follow the flight plan,

GRAPHICS T

GRAB FACTOR [ §

STAYING POWER (<}
A A RATING [k

Sel to go on the
launch pod
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FIVE-A-SIDE SOCCER

Mastertronic, £2.99 cass. joystick or keys

“-.
o

GREEN SCREEN VIEW
Visibility problems are really naither
here nor there —I'mean, the game is a
complete hole in the ground.

SECOND OPINION
Dear me. Once upon a time,
Mastertronic had a reputation for
producing cheap trash. Through hard
work and strict quality-control they
cleared their name and showed the
world that cheap needn’t mean nasty.
Another game as miserably bad as this
ane though, another one as
unspeakably awiful, and they 1l be
right back to square ane.

Chunky graphics
and bad

"OLYMPIAD 86

Atlantis, £2.99 cass. jeystick or keys

hnglﬂtsmammlmrlphﬁ‘

and when it's pointing straight up you hav

= 10 press Fire to stop it. Get it right and
good lift, miss it and ¥ lblnm

three lives. As the :
pnmterspmm

SECOND OPINION
It's a foerny ¥ old bﬂsiﬁﬁ'ﬁ.‘j. this
computer-games lark. Just when you
think you ‘ve seen the worst game
imaginable, someone goes and brings
ouf something much, much worse
You'll laugh at the graphics on this
one, weep af the waste of three quid
and fall asleep over the gameplay. I'd
have prefarred a waggling game, and
I hate waggling games.

. around a mﬂeﬂhhﬂdﬂmwrm@# =




“them I ;.rt:ru hit'a rock a life is lost, other-

‘tance down the course.
~‘The 100 metres is next. Here the anim-
ation is batter but the gameplay just ag bad..

: the gualifying time.
; Tha fourth event is BkBEI .'.ha-uti:wgr

“to do a bit of auth:-rushmﬂng A.mrm; and.
Jowo trees appear on screen and fromithe m
bottom of the screen a grey: bﬂc:k mu spin

up. You have to put the cursor over it and

“press Fire to destroy it before it ﬂm: off:
screen. A sot number of skeets haveio'be

ghat, but hiting more gels you more points.

wise: you have ito complete a cartain dis-

Tie run stays-in one spot on the meén.'..'

“while the crowd jerks by behind him. To 3
make him run faster you have to press Fire
i conjunction with a spinning pointer, as'in -
“eyeni one, but this time you have fo kesp
~ fepeating it to keep the speed up m'ui makﬂ'-:iﬁ-;

S A A RATING =

NTTIII YT LI WYTTIED
EIIITITEIIXTTIE LI IX:

““the discus. You first have to set the power

of the -throw with the familiar - spinning

pc:mter and then the angle by stopping a”
number it gradually increases, This time
a white spinning brick moves across:scraen
and  you hope i pai{aaa the quahfﬁnngf;' '

“distance.

Then "it's Back: tq tha ﬂ:;t evmt‘ Gu
““through it all again -with the: q-tmhfying:

gefting tougher unfl }"ﬁlit lm ﬂﬂ‘EF-'
“ilives. '

.....

and even at £3 it's a waste of: :'rwm.-f T}ie

factthat 1's budget software is nio: qu:gﬁx em; :

" gxeuse for bad product like thiu :

GREEN SCREEN VIEW
If you shelled cut three gquid for this, |
should think green is the word
AW

"_E:W-E".“fﬂ':f:':.‘:"ﬂl E W S
e : o -

> It's cknp R
b It's l.tuite muqh n m prug:mm

The final event (heavy ﬂ-ll;h n! 'Eh&l} iﬁ'.:

B & ﬂ H f

» The gup.h.i:lmm ‘3
| 3 Vm‘y little sound._ -
h_‘ﬁ‘ary Mgmrlﬂ‘

Ocean, £8.95 cass, joystick or keys

hope you hﬁen.ﬁ;aén-hdldmg rnux breath - -

for this one because KITT appears to have -
been worked ‘on in. Ocean’s garage. for
quite a while. Now ke and his do-gooder
driver are out, but when you get-a look at
the game you're going to ‘wish - ﬂ:ofd

scrapped him and cubed him m a metal- - :_:E

crusher.

herces revving to go in Atlanta. They can
chlivose ane of four dastardly plots to foil
within a ime limit. A network of roads
connects several major cities in the Excited
States, and at each city there is an oper-
ational base of some kind. These consist of
a single screen. Om visiting the one at
Atanta you'll d.mcnm Whﬁ!& you need 1
gaﬁ:st-

“¥ou ;:;hp-aﬂe a c.:tyr aE & menﬁ: arl.d t'l'ten'. T

havem ﬂﬂw ﬂ\m 'TM e i&: from. :I‘m:'

SECOND OPINION

It really Jooked at one point as if this
one wasn 't going o come out al all, but
no such luck. If this was a budge! game
it would be miserable value for
money. There's almost nothing to I,
and what there is looks dated and
poorly executed. I'm amazed that
Ocean have the gall o charge money
for this at all, but £8.895 i just comical.
AwW

Ep*lm ﬂ#ﬂ&ﬂ!“l‘pﬂﬂqm the other job:

I s bﬂr 1. dnure ?bu.tmﬂ' and Laz EITT .-.:{,a'_

a8 'hard as possible and steering around the

ccasional incredibly predictable bend, It
jﬂcea no. skﬂl At il E'.*e:n damage caused

m fhe side u: the road doesn't liven up -
the pfmdmgﬁ

wu do wnm 1o shoat

a f:gum wewad ffpm «ahwa wha l‘m to: gﬂt-.
from one side.of ‘a room 1o ‘the mher.
a-roldmg miact 'mﬂt tha gunrﬁx thm

o mnt:n B

My scanners are
plcking up & neff
game, Michael

The game begins with our Eag'er T‘ﬁ.!'.

you're’ given the next lomlmn 1o o to. g .
'-cmms -seat - the only things o'l wew
Whﬂ’e ifﬂmill:lng‘ hbrwnn ditﬁa&ére enem‘sr

._Etaaraw&iw

S Yau m dmm to drive or shn-ut 'hEl.Iu-i.- :'
o .-l'- Ii:lll:ed the lillﬂt tune.

'Dﬁﬁnﬂ? just-a IE-&ti:e: xﬂf ac-:alaﬂnﬁg <

T muuing: mamgﬂ,

_;_: STAYING POWER BELA
% AR IIAHHG m%

This w 'Ehe realt? excil:mg .bit ﬂt_d S
gua:ﬂa can - shoot at. you or ltouch you fo = = oot
knock a lot off the firne lirnit. The guardsat = |
some bases will home inon you: bacause: - oo
they're ‘trained killers” — which means they == - |
aren't weanng blinkers; unhke the rest of - oo
them who keep to movement palierns as
you go straight by them, merely leiting
loose the odd bullet if you're in their path.
I you get to the other side of the ToOm "

you ca.‘:i msmt ﬂ‘ué r:wurwhe-lmmg l;u:ge m hit 5 :

nde over. tlinmmImh:ghwa? ; S
The graphics ‘are bad; the in-game =~

"::.qrmnd is “bad, the collisior: detecion at S
“Pases is lousy, ﬂmgmaplw 8 ‘m:mg and :

askcanﬂngﬂealsgaﬂdauthemm R e |
--n_w-_':

GREEN SCREEN VIEW
You can still see wall enough fo play,
I'm afraid.
AW

1} ﬂ .'ﬂ. e K E W §: .IE;E;..':

E A D N "_E s
P Unimpressive graphics.
B Bad collision detection at ham
» Monotonous glmephy, : :
» The worst-ever licensing. deﬁl. e
» You have to wail Tor w:ryslw




THE APPRENTICE

Mastertronic, [1.99 cass. joystick or

The name of the game migh! be enough to
give away the origin of this game but you'll
be in no doubt as soon as you start playing.
The classic Sorcery was obviously the in-
gpiration. Even though this game (by James
Higgins) isn’t as good as the original ithas a
lot to offer at £1.99.

You play an apprentice wizard who's
made a real hash of a nasty spell, and has to
rectify it by collecting 10 rings. To collect
each ring you'll need a little bit of help from
a friendly wizard, who requires a specific
object if ha's going to help you out. If you
can find the object and get it to the wizard,
then he opens up a section of the game
where a ring can be found.

The screens are very reminiscent of
Sorcery, but the graphics aren't as at-
mospheric or as fast-moving. There aren't
any doors either so the apprentice just
moves cff the edge of one screen and onto
another. The apprentice moves about
screen rather slowly but you can fly and
walk him anywheTe ON SCTeenl.

SECOND OPINION
There's an awiul lot to explore here,
but not a great deal of incentive to do
s¢. The graphics are okay, but the
gameplay just sort of plods along. The
name may suggest comparisons with
Sorcery but the action very definitely
doesn't. Still, it’s cheap I suppose.

AW

There are plenty of threats to your
meagre lives including arrows, skulls,
apinning stars, birds, dragons and demons.
These all follow movement patterms and
can be either avoided or blasted with your
limited supply of lightningbolts. However
that measure is only temporary: if you re-
enter the screen the monsters will have

58 NOVEMBER 1986 AMSTRAD ACTION

The objects that allow the wizards to
cast a magic spell include a treasure chest,
flag, gold key and horseshoe. To find out
which object works with which wizard you
just have to drop it while standing on the
same spot with him. If nothing happens
you've got the wrong object. The right
object will cause a section of the scenery to
slide away and you can go through it to
some new screens where a ring will be
found.

R
f"'"’.'_

An apprentice
sorcerers

ok 1} e (Ll
e AL

F

Dion't satts ..

You can also remove sections of the
scenery with a special scroll that can take
out a chunk of wall. This will make it
possible or easier to get to an area of the
game or an object. These need to be used
sparingly, of course, just in case you come
up against a real impasse.’

All ten rings have to be recovered
within a fime limit, but this is quite gener-
ous and should give you ample time.



Much more of a problem is landing on
a screen to find a monster headed straight
for you or right on top of you. This can pat
you into an infinite death loop that can ruin
a lot of hard work.

Even though the game isn't original it's
very competently done and provides an
excellent challenge for any arcade adven-
tarers who liked Sorcery. Its major pro-
blem is speed:the action is gquite sedate.
Despite that you've still got a lot to cope
with and have to concentrate hard.

BW

FIRST-DAY TARGET SCORE
10,000

GREEN SCREEN VIEW
Ugly but visible.

G 0 0 D

» Good colourful graphics and

monsters.

P Large, well designed playing area.

» 10 wizards take quite a bit of finding.
P Disappearing sections of scenery are
good.

B B ad

» Action is quite slow.
P Not very original.

T

STAYING POWEF
AA RATING

THE VERA CRUZ
AFFAIR

Infogrames, £9.95 cass, £14.95 disk, keys only

The latest French import puts you in the
role of a gendarme investigating a suspici-
ous death, which is first thought to be
guicide but scon looks far more sinister.
The game loads in two sections, the first
one giving you a chance to examine the
scene of the incident and the second to
investigate using the police computer
networlk:

The scene of the supposed suicide is a
single, macabre but detailed and well
drawn screen, dominated by the dead
body of Mille Vera Cruz. Scattered arocund
on the floor and furniture are various cb-
jects and clues that have to be examined.
You control a cursor on the screen that can
be placed over the various objects, which
can then be examined in greater detail to
provide information that may be a clue or
may be misleading.

You'll need to note down on paper all
of the information you find because you
can't look at it again once you leave this

Vera Cruz lies
dead = suicided

section of the program. Make sure you
examine everything you can because even
the smallest object may reveal something
inleresting.

When you're finished, the second part
of the program has to be loaded. This takes
you to your office, where you can com-
municate with all the other police and
judicial services through the Diamond
Computer Network.

You have six main options while using
the computer: send a messaga, print out a
gereen (if you've got a printer), see a
statement from & WwWiness, compare
evidence, make an examination, and arrest

the quilty party.

SECOND OPINION
I'm sure there's a good game in here,
but poor translations and general
enfriendliness mean it's just too
difficult to get at. Even the most patient
of detectives can only put up with
‘addressee inapplicabla’ so many
times before ke hands in his badge.
AW

Messages can be sent lo various bran-
ches of the local and national poelice,
priscns and judicial information centres, in
an attempt to gain useful information. Or
messages can be used to find out further
details on an individual who may be lmown
to one of the other services. Or police
elsewhere on the network may know some-
thing of a particular piece of evidenice,

The main preblem with these commun-
ications is that you have to get only one part
of the message wrong and you alwayz get
the same message ‘Addressee not applic-
able’. This means you don't know whether
you made a typing mastake, used the wrong
form of message or the service really had
no information on the question.

Consequently you can be fishing aboul
in the dark not knowing what's going o,
purely because you can't communicate with
the computer properly. The instructions

for dnything less

ACTION TEST

are not exactly over-helpful on thiz matter
either, a situation exacerbated by their
translation from the original Franch.

The other options are much eazier to
use since they require less composition of
messages. There are still hitches though:
when performing an examination, for
example, you are told you can make a
‘graphological’ examination, but you're not
teld exactly how to do that

If you can penetrate these problems
there is a very good game underneath with
plenty of nice touches. There are the facial
pictures of suspacts, the need for deductive
reasoning and of course the need for a
policeman’s perseverance. [t's a shame that
this is marred by the impenetrable replies
of the computer to 30 many endguiries,
‘addressee not applicable’ and ‘without in-
terest'. A good game, but cne that could de
with being a lot more helpful and user-
friendly,

BW
& a 0 Do N E W S

P A difficult case that takes some
solving.

b Nice touches like the suspects’ faces.
# Needs a lot of thought.

B A D N E w s

# Very unhelpful responses to
unproductive questions.

P Translation is unhelpfal in places.
P Takes a lot of getting into.

| GRAPHICS
| SOwics
GRAB FACTOR

STAYING POWER
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CON-QUEST

Mastertromic, [2 99 cass, joystick or keys

RS

At first sight you might be tempted to wrile
this off as just another game where you run
round umpteen screens picking up some
things and shooting monsters. However a
closer look reveals more depth to the game
(by Derek Brewster), with lots of different
objects that can ba axamined and used in
different ways.

The action takes place in a castle which
has baen occupied by the demen Grell and
his monstrous minions. Your task as the
cute character Oscar is to rid the castle of
Grell, but you've got to do a lot of explor-
ing and use many objects to achieve that.

The castle's rooms are shown in 3D
from one side. Most of them have furniture,
wall decorations and of course monsters.
Most of it is well drawn, but suffers from an
unimaginative use of colour: each charac-
ter, object and furniture item is just a single
colour. There's a maximum of three mon-
gters to a roormn and they whizz about
randomly, sapping your energy when they
touch you.

You can combat the creatures with
weapons that you find, including a boome-
ranging axe and a magic wand, but you'll

need some knowledge as well befora yon
can use the wand. Once you've picked up
an object you can use three other options
on an icon menu at the bottom of the screen:
drop it again, examine or use it. Sometimes
examining it will reveal some useful in-

SECOND OPINION
This one s fairly good value and
there's a lot to see, but it's all pretiy
dreary stuff. There is only so0 much
you can do with this kind of
exploration/collection effort. Well
encugh presented, but nothing at all
ariginal or exciting.

AW

formation; when trying to use it you may be
told you don't yet know how to.

Usually you can carry up to five items
and ba able to examine and use any of
them. There is a globe of invulnerability -
you can store up to nine items in it and
trundle it around the rooms, bul you can't

Oscar in the
dreaded cosile

use objects from imside it so you won't be
able to kill off creatures on your way.

There are many of the standard
arcade-adventure features to the game like
keys that will unlock doors to reveal more
of the playing area. There are also healing
and poison potions, so be sure you know
which is which.

There isn't much sound in the game but
what effects there are are nicely done.
Some of them appear to pop up during play
for no apparent reason, bul the random
twiddles and bloops are gquite pleasing.

60 AMSTRAD ACTION NOVEMBER 1986 msd meg14

The graphics are the most rluappomtmg
thing about the game.

The gameplay, however, has a lot lo
offer in the way of exploring, shooting and
the odd bit of puzzling. There's nothing
very original here but this type of game
hasn't appeared so much on the Amstrad as
on other machines, so a lot of you should
enjoy it.

BW

FIRST-DAY TARGET SCORE
40%

'GREEN SCREEN VIEW
Vhbk ‘enough, though the odd bit of
M&ﬂm prablems.

G 0 O D
» Quite a large playing area.
» Good use of icons within the game.
P Lots of objects to use.
B Good combination of exploring,
shooting and puzzling.

B A D N OE W

» Unimpressive use of colour.
P Not much variety in the gameplay.

GRAPHICS (=138




Amsoft, £12.95 disk, keys or joystick with keys

There still aren't too many disk-only games
around, despite the huge success cf the
6128, This effort from Amsoft (written by
Megic Logic) is sel in thae Orient, where a
monk has to achieve enlightenment by
lighting incense before the great Buddha in
a golden temple. To achieve that you've got
to solve a fair faw arcade-adventure pro-
blems and explore the delightfully drawn
gcenery of the far east.

The name of the game derives from the
yvellow ling that the monk follows through
the screens in the game as they wind up
and down the hills and to various locations.
You can't deviate off the line, but there are
junctions where it forks or leads into build-
ings. Your life az a monk starts as a young
man and the gquest has to be completed
before you age too much and become an
ex-monk that has ceased (o be.

Az you wander along the path you'll
encountar animals and people who may
Eleck it and have to be dealt with somehow.
This could be by giving

them an object or

SECOND OPINION
Well what do you know - il's a game
that's unpiayable in 2 whole new way.
I'm just amazed at the nerve it must
take to market this thing. There may
be some Interesting puzzles in here,
but nobody's going to have the
patience to gel anywhere with tham.
Daz=lingly stupid.

AW

by fighting them - the only way to find cut
18 to fry it. There are also mechanisms that
can be used, but again you may need the
right cbject or pexrson to actlivate it

Objects you find can be carried, stored
in one of your four pockets, or even thrown
at something. You've also got the ability to
jump, duck, block, punch and push - you
can also experiment on people and objects.
Many of the animals and people will attack
you; unless you're prepared with an
adeguate defence you'll lose a life. (Pre-
sumably as a Buddhist you don't kill
others.)
Making your way along the path isn't
always easy. It disappears in places, and

%
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A monk's ife Is not
a happy one

you have to search for possible routes.

Far more annoying is the way the disk-
drive is continually accessed, Whenever
you change screens, petform seme actions
or die, the disk always spends an eternity
whirring around to load more data. This
quickly gets very wearing and tedious and
is exacerbated by the need to flip the disk
over when entering some parts of the
game,

There's actually a reasonable arcade
adventure game: the graphics leock good
and there are some pleasant puzzles. Bul
putting up with the wildly infurating disk
problems while trying to explore will be a
bit too much to ask even of the most patient
gamesplayer.

BW

GREEN SCREEN VIEW
The landecapes Jose 4 lot of their
scenic appeal, and that's prefty
serious. After all, you're going to be
staring &t them for a long time wailing

fo:chudukhasmp ranning.
.l.w
B DD N E W 8
P Good graphics for characters and
backgrounds,

P Some interesting puzzles to solve.

B A 0 N E w 5

P The disk-accessing would try the
patience of a saint.

# Not only continual accessing but you
have to flip the disk ovar as wall.

# Incredibly difficult to explore the
game and discover things while trying
to put up with such problems.

GRAPHICS [TL
SONICS k48’2
GRAB FACTOR 15%
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PREVIEWS

PRDDIG?

Electric Dreams

:55';_'m'rm friend Nejo with you. Nejois only

& baby though, so you'll have to feed him,
- protect him and change his nappy while
~collecting the iters you need fo escape.
There ara dangers along the way in the
.-fdeuMkmﬁaxmmm*

* thetic life, the Bloberites and the Globe-

wils. There are also some tricky obstacies
in the form of icy surfaces and invisible
~wallg, and there’s a teleport network to
learn your way round. if you're an explor-
dtion freak with a taste for cute graphics,
this iz one to watch out for.

TRAILBLAZER

This fast arcade-action game previewed at
the PCW show is another example of the
latest games craze - abstract bounce-em-
upsl Gremlin iz hardly jumping on the

bandwagon, mind you: with A4 Rave Thing

en a Spring and Mastergame Bounder, they
practically invented bouncing.

The game idea runs like this: you
conirol a ball as it bounces down a long
multi-coloured path. You have o get to the
other end within a given time limit, using
the different coloured squares 1o help you.
Some squares make you bounce, some
gpeed you up and some slow you down
Worst of all are blue sguares which re-
verse your controls if you land on them,
and the numercus holes in the path which
lose you considerable amounts of ime.

Like all the most addictive games, it
just sounds too simple to work. It's not just
addictive though - with your wviewpoint
directly behind the ball, the path zooming
by underneath wou, it's exhilarating and
graphically appealing. Wacky extra fea-
tures on the disk version should give you a
few laughs as well.

Watch out for the full review next
morith,
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gll that’s gold %GES antﬂg:rﬂerl,ll? :E]ctsume peoples 8 _FEATURES. I
ungeons can be a right royal let down . = %wmpiete 5 level dungeons

- Dandy is the massive arcade adventure that takes & _Treasure trove screens at the end of each dungeon
through some of the most detailed dungeons you' gg ever N - g%ﬁ" two players T
seen. Either solo or with a (brave) friend you can hack, o : 3 erent fs.pell types i A T
thump and zap your way through spectres, necromaneers variety of nasties e
and other dungeawdwellers whose concern for your health & Frenzied, thumb-busting action - |
and well-being is zero. : § AVAILABLEON: | — <
They have their reasons of course. Tney re guardinga Y ZXSpectrum A8R7§2BR/ + cassefie.. ET 49
massive treasure hoard which you, if you re qun:it can suff : “”'””f”?“? far P"’”S“"‘“ atid Commodorg home
into your. maanul&tﬂnmiﬂui swag bag. S T > |
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IS A L S S
ELECTRIC DREAMS SOFTWARE.

- -~ 31 CARLTON CRESCENT, SOUTHAMPTON
5 ~S01 2EW TEL: [ﬂ?ﬂS‘.l 229694

Mail Order; Eleclric Dfeams Soltware,
23 Pond Street, Hampstead,
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Footballe of the Year
CI6+4 MSX Spectrum
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Knight Trailblazer

C16+4 MSX Spectrum 48K

£6.95 £7.95,
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Hail to thee, blithe Pilg!

Despite the Cowled Crusader's .
attempts to take a well-deserved holiday this ﬁnlﬁr
Warlock Nicholson has summoned me from my retreat at

Land's End tapraufdzﬂzetﬁih ihmpﬂgu
'-m!miummf

So put on thy mngfm and get thee stuck
month's offering from the man with the Ambre
and the copy of Interceptor's After Shock!

After Shock
Interceptor, £3.95 cass, £14.95 disc

Interceptor has been on the verge of producing its latest game
Earthquake for some months now. The company finally re-
leased it at the PCW show in September with a new name and —
eek! — a fatal bug. Typing PRESS, or other ill-fated commands,
would instantly produce a screenful of garbage and prevent
further progress in the game.

The Cowled Crusader is glad to report that this mishap
(due to an over enthusaistic disk-protection program) has now
been cleared up. So you can buy the game with confidence as
far as bugs are concerned.

But what about the adventure itself? Ig it really worth £9.957
Seems a bit steep for a game these days unless it's really hot.

Well, the first thing is that [ wasn't able to make much
progress in the game due to the aforementioned bug, but [ have
managed to gather enough info and gain some first impressions
that should give you something ta go on ~ I'll print a follow-up
review next month.

Interceptor’'s previous games have had a couple of major
disadvantages and one big asset: lack of text, too easy, and
brilliant graphics respectively. After Shock, you'll be pleased to
hear, has managed to a certain degree to correct the two
failings and retain the pretty pics.

First, the location descriptions. These are considerably

longer than earlier Interceptor offerings and give a good
atmosphere to a game in which you must traverse a ruined city
after an earthquake and fix a nuclear reactor before it blasts off
into space with most of the surrounding countryside.

The only thing I felt was that the longer descriptions tempt
you to be more ambitious in your commands, but in fact the
vocabulary, though larger than previous titles, still isn't guite as
good as the descriptions might suggest. A long description of a
lift, for instance, might tempt you to examine the various parts
mentioned, only to get "Try something else' or an equivalent
rejection. After Shock doesn’t tell you which word it's having

difficulty with, which can make certain puzzles more difficult W B€€ !

than they might otherwise need to be.

Which leads onto the question of difficulty. A couple of
earlier Interceptor titles — Forest at the World's End in parti-
cular — the Cowled Crusader found far too easy. Interceptor
claim that After Shock is far more difficult but until I've had a
chance to get further into an unbugged version of the game I
can't comment. First impressions are that the game is a little
more devious than Interceptor’s earlier releases, which is of
course good news.

After Shock was written by the same author as fewels of
Babylon and Heroes of Karn. The storyline looks good, and the
pictures (some of which boast animated bits, which are quite
striking) are every bit as good as we've come to expect from
this company. Unfortunately there are only 16 of them, but I
suppose you can't have everything.

My feeling is that with only around 120 locations and a
rather anmtiquated parser this game is very slighily overpriced
at £9.95. But stay tuned for next month’s follow-up review for the
final verdict,

P-p-p pick upa plgrm AMSTRAD HCTIDN NDVEN[EER 1886 671
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Electric Dreams Software
31 Carlton Crescent,
Southampton,Hampshire 501 2EW,
Tel: (0703) 229694
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Rebel Planet

Adventure Soft or U.5. Gold, £9.95 cass, £14.95 disk, keys
only

Adventure Soft is very lively concern near Birmingham master-
minded by Mike Woodroffe of the old Adventure International
goftware house. Mike is, howewver, anxious to dispel any
associations with previous releases but even so [ feel it's worth
mentioning the cormection because Al was nothang if not prolific
in its output (in its day) and I have high hopes of this new
company.

Adventure Soft has the game rights to Isaac Asimov’s range
of books, and the company alsc puts out games based on the
Fighting Fantasy series as devised by Steve Jackson and lan
Livingston. ‘Tis from this latter stable that Rebel Planet
emerges.

The game was written by Stefan Ulnowski and Roger Taylor
of Adventure Solt and features some very attractive graphics.
The screen layout is in some ways similar to earlier Adventure
[nternational titles: a horizontal aplit display with a neat graphics
window and a scrolling text area below. There the comparisons
end, however, gsince the vocabulary is guite a bit larger than
earlier Al releases — about 400 words - and the parser handles
gome more complex inputs - GO WEST AND EAST THEN OPEN
THE DOOR for example.

The graphics are very attractive and include some ani-
mated seguences. As you begin the game on board the
merchant ship Caydia you will see the stars shooting past the
command module window, while at other peints of the game
various monsters or objects will flicker into life while you
wonder what to type in next. The animation isn't exactly
stunning, but it undoubtedly adds something to the overall feel
of the game,

The plot in Rebel Planet involves your finding your way to a
‘gueen computer’ which is controlling the Arcadian Empire
troops who are invading the galaxy and threatening civilisation
as we imagine il. The biggest problem involves liaising with
your ship's pre-programmed flight path: just occasionally you'll
find yourself stranded on a planet as the Caydia happily jets off
to another destination. You can, however, delay take-off in a
dire emergency, but this feature can be used only once in a
game,

I enjoyed playing Rebel Planet. It's not the most astonish-
ingly innovative game around, but the puzzles are logical and
there's enough here to keep you going for a few days. I liked
the idea of having to contact other spies for information, and the
spaceship schedules caused additional challenging problems.
However Adventure Soft's policy is to stick to sure-fire commer-
cial successes, and to some extent | believe that the company's
adventure system (which saves time and therefore money) is
slightly lacking in inspiration: 400 words isn't a very large
vocabulary by today's standards and there are no RAMSAVE or
OOPS options, for example, though [ hear that these are to be
introduced in later titles.

Watch out for reviews of Adventure Soft's latest titles in the
next issue. In the meantime you could do worse than crash the
'‘queen computer’ in Rebel Planer.

e

Adventure contact

Pat Winstanley of Adventure
Probe magazine — which [ ment-
ioned a while back - has now
written tc ask me if | would
mention Adventure Contact:

‘Adventure Contact Is in-
tended to help novicae writers to
understand the intricacies of
utilities such as GAC and The
Quill and at the same fime pro-
vide a source of play-lesfers
and so on for more experienced
writers who have completed
games. The magazine also aims
fo provide information and help
for those writers who wish o
market their own games, by act-
Ing as & source of information on
suppliers and markets for
ingtance.’

Sounds like a good idea to
me. Pat's address, if you're in-
terested, is 13 Hollington Way,
Wigan, WN3 6LS.

Such rudeness

‘Congratulations with your Ad-
venfure Corner in Amstrad Ac-
tion,' writes Jaeshee Lee of the
Netherlands. Then he spoils it
all by saying, T stll think that
the adventure column in Com-
puier and Video Games iz the
best, but you are a very good
number twol’

This is too much for the Pilg
to bear. The Cowled Crusader
simply will not accept second
place. As it happens, [ am
pleased to announce that from
year's end the Pilg's pages will
present a major reorganisation
and facelift, including mapas,
more tips, moIle games Ie-
viewed, and more of the inimit-
able, unbeatable me.

And as for you, Jashee
= The Balrog is on its way -
please speak nicaly to it, offer it
a kmife and fork, and then sit on
a large plate.

Attaining impossible
‘Can you advise me aboui the
bast way to market a game with-
out getiing ripped off and how
to copyright it?" asks David Barr
of Antrim.

Hmmmm...This guestion is
often asked, David - and parti-
cularly now we have adventure-
wriling utiliies such as GAC
and The Quill, There are two
points to be made, First, the law
surrounding copyright of com-
puter programs is still in a cer-
tain amount of disarray. You
can, however, protect yourself
to a certain degree by:

ensuring that your name, the
date, and a copyright message
is encoded inte the program in




s
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CERENTT
ASCI at a fixed address and is
also prominent on all packaging
[> lodging a copy of the
program (with labeling as
above) with your bank or a
gimilar institution so that in the
event of a claim you can prove
your prior possession of the
game.

As for marketing the game,
I think it is fair to say that there
are virtually no successful soft-
ware houses in the UK -who will
deliberately rip off a program-
mer who sends in a game for
evaluation. There are also virtu-
ally no successful programmers
who do not feel that they have
been either underpaid or other-
wise abused by one software
house or another.

It is unwise to attempt 1o
market a game yourself unless
you feel that you have no
alternative.

Level 9 lash-out

And now a rather odd letter
from no less a gent than Pete
Austin of Level 8 fame. It run-
neth as follows:

‘The Graphic Adventure
Creator from Incentive Software
seems guite a good product and
has been gelfing some clever
marketing of lare. Indeed, some
people may even have gained
the impression that it is equiva-
lent to Level 9's adventure sy-
stem..."

Hmmmm... Have they re-
ally? 1 honestly find this difficult
io believe - Level 9's system is
not available for public use so
the only real comparison that
could be made would be be-
tween games produced by the
two different systems, rather
than the systems themselves,
Howaever, let us continue...

‘We compared Level 8's sy-
stemn with the newest version of
Incentive's GAC, on the Com-

granfed
nowadays: eg. RAM
SAVE, OOPS, multi-tasking and
arrays.

& Mamory left for adven-
ture, Level § has spenf months
carefully oplimising the
machine-code kernel of our ad-
vnlure system so It wastes the
minimum of space. Where the
GAC reports only 33K free for
the adventure, Level 8's system
provides 39K. That's 70% more.

> Graphics. The GACTs
pictures look very prefty, uniil
you realise that the six pictures
in its demo game use over lIK.
That's more than all 200 pictures
in a typical Level 8 game put
togathar. Or 1o put it another
way, just six pictures use half
the total memory available for
the entire GAC advenfure!

Program compression.
Level 9 has spent years optimis-
ing compression [fechniques
and, taking Price of Magik as an
example, I80K if adveniure
logic source compiles down 1o
just 12K’

Wall, the letter continues,
but | don't think we need say
any more. Pete has made his
point, but for the life of me I
can't see why he bothered! It
would be different if his system
were up on the shop shelf
beside GAC, but it isn't. And in
the meantima | still reckon that
GAC tops the league of adven-
ture generators and I still re-
ckon that many of the readers’
games sent to me written using
the utility are of excellent qu-
ality. Perhaps, dare 1 suggest,
it's the quality of the competition
rather than the utilities used to
produce it that's got Level 9
worried?

One interesting point fto
emerge from Pete's letler, how-
ever, is a brief sample of some
Level 9 A-Code — the stuff they

modore 64: use to write their games. In this
&> Adventure Faciliies. short section, we encounter a
The GAC seems fo omit many goblin who won't let you pass
features wihich we fake for unless paid with a bar of gold:
MOVEPAS FGORL “': renaLIN THEN MUOVENEXT
tF‘ UF'."-I"'"“-"':'I =) T:IE"" lu',__]\_.'cl'uf_xl

IF BRIBED-TAUE 7
MESSAGE OYPAYFIRS
BETURN

MOVENERT

L IVEGOLD 2 \
O CREATURE>GOBLI
[F OBJECT=COLDBAR

RETURN

BLINACCEPTS .
42 FtSEAhE THANKYOU

GOBL 1H'~3RIE§[1-THU‘E
| GIVENEXT

N THEN Eii:\E!?
TUEN GOBLI
MESSAGE uﬂﬂThﬁHT'ﬂh"
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This month's charts were really interesting for two reasons.
First, there were many more votes than ever before, and
readers nominated a wider range of games. Global's Old
Scores got several mentions, as did Bored of the Rings and
although neither actually made it into the Top Ten it was good to
seem them being put forward aleng with games like Robin of
Sherlock, Subsunk, and a host of other titles. All this goes to
show that.adventurers are broadening their tastes and adding
to their collections as the Amstrad adventuring market comes of
age. :
Here goes then with this month's Top Ten, and this month's
Lucky Pilg whose entry was picked out of the Cowled
Crusader's folded cape: John Clark of Tyne and Wear, who
receives a {ree copy of The Hobbit from Melbourne House.

Don't forget to vote early for next issue. Help make this
chart an important aid to all other adventurers who may be
wondering what to spend their hard-earned pennies on. Your
opinions count, and you could walk away with some free
goftware into the bargain!

Adventure Top Ten...

Red Moon (Level 9)

Never Ending Story (Ocean)

The Hobbit (Melbourne House)

Lord of the Rings (Melbourne House)
Heroes of Harn (interceptor)
Warlord (Interceptor)

Hitchikers Guide (nfocom)
Worm in Paradise (Level9)
Heavy on the Magick (Gargoyle)
Emerald Isle (Levels) ;

To The Pilgrim
Amstrad Action

The Old Barn

Somerton, Somerset
TALll 5AH
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My favourite threé adventures ara:
Game Company
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The reasons for my first choice above are:

The free game [ would like if I'm a lucky Pilg is:
My name:

My address (BLOCK CEPITALS ONLY PLEASE):
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ADVENTURE

LORDS anD Lai€S s

OF aPveNTVRE

This month has seen a bumper crop of applicants for immortality in the Lords and
Ladies column. Unfortunately we haven't room o fit you all in this time, hut names of
the Chdsen Omes who can't be included hare will ba carmied forward to next
month’s issne.

The Pilg gels many requests for help, bat as | oftén point out I'om afraid | simply
haven't got the time to answex them all - or even in many cases to acknowledge
them. So please make good use of the Lords and Ladies, whoe have put in many
hours of keyboard-apping and Balrog-bashing so that they can give yon the banaft
of their experience

K you should have any cause for complainl about anyone in the Lords and
Ladies column, let me know, There have been terrible mles of Lords who have
boasted of their accomplishments but have not actually fnished the games! This
terrible crime will not go unpunished if discovered!

And make sure you don't give the Lords and Ladies themselves any cause for
complaint. Always enclose a self-addressed stamped anvelope. Never phone them
after 10 at naght. Thank youl

Mindshadow, Never-Ending Stery. Espionage Island, The Hobhit, Price of Magik,
Mordons Quest, Return to Eden, Bored of the Rings
Rod Dunlop, 43 Sutherland Avenue, Pollokshields, Glasgow, G4l 4ET

Horoes of Karn, Warlord, Never-Ending Story, Sub-Sunk, Saa-Basse Dalta, Fantasia
Diamond
Justin Grimley, 5 Folly Lane, Armagh, N Ireland, BT60 1AS

Cologsal Adventure, Forest at the Worid's End, Medsage from Andromeds, Red
Moon
Rlex Rird, 138 Bromford Road, Hodge Hill, Birmingham, B36 8HR

Subsunk, Herces of Karm
Richard Shisld, 126 Carlinghow Lane, Batley, West Yorks, WFI17 EDW (Tel:
{0924y 47 4139)

Returi fo Eden, Lords of Midright, The Habbii, Marsport, Spalibound, Sub-Sunk
Paul Stagyg, 259 Barrowby Road, Grantham, Lincs, NG31 8NR

Colossal Advenmure, Advenfure Quest, Dungeon Adveniure, Lords of Time,
Emerald lsle, Reiurn to Eden, Snowball Werm in Paradise, Red Moon. Price af
Magik, Bored of tha Rings, Seas of Blood, Souls of Darkon, Mordons Quest, Robin of
Sherwood, Never-Ending Story, Lords of Midnight, Runestane, Espianage Island,
Inca Curse, Ship of Deom, Flanet of Death, Message from Andromeda, Jewsls of
Babylon, Herces of Karn, Forest at Warld's End, Warlerd, The Habbat
Poter Brown, 51 Ropers Aveanue, Chingford, London, E4A SEG

Farast at the World's End, Message (fom Andromeda, Hoblbit
Thormas McMurchie, 3 MoDonald Street, Dundes, DD3 TRD

Spallbound, fewals of Babylon, Subsunk, Seabase Dolta, Heavy on the Magik,
Swords and SorceryHedd Jones, 51 Riversdale, Llandaf North, Cardiff, 3 Wales

Gramlins, Hobhit, Never-Ending Story
Sam Ceatham, Shallon Cottage, Stancley, Knaresborough, N Yorks

Fores! at the Worid's End, Jewels of Babylon, Massage fraom Andromeds, Heroes of
Kamn, Bored of the Rings, Snowball, Gems of Stradus
Tain Purdie, 8 Classford Road, Strathaven, Lanarkshire, Scotland, ML10 6LL

Horoes of Karn, Empire of Karn, Crystals of Carus, Jewels of Babuion, Subsunk,
Spabase Daeilta, Worm in Paradise, Voodoo Castle, Terrormolincs. Mordons Quest,
Neverending Story, Mindshadow, Urban Upstart, Rabin of Sherwood, Hampstead,
Wizard of Akyrz, Hobbit, Time Machine, Circus, Arrow of Death Part I, Emerald
Isle, Lords of Time, Gremlins, Sorcerer of Claymorgue Casile, Red Moon, Ten Lirile
Indians, Perseus and Andromeda, Zxzxz, Feasibility Experiment, Valkyrie 17, Bored
of the Rings, Piraté Advenmure, Very Big Cave Adventure, Valhalla, Colden Baron,
Ring of Power, Adventureland, Colossal Adventure. Quest for the Holy Grau, The
Incredible Hulk, Price of Magic, Return to Eden, Snowball, The Plgrim, The Snow
Queen, Espionage [siand, Inca Curse, Kentilla, The Helm, Lord of the Rings, Ship of
Deom, Zork I, Spiderman, Warlord, Forest al the World's End, Planer of Death

John R Barnsley, Adventorescue, 32 Merrivale Road, Rising Brock, Stfford,
Staffs, ST11 9EB

All Infercepior games
Peter Inglis, Ar-Dachaidh, Ardelve, Kyle, Ross-shire, [V40 8EH

Warlord, Red Moon, Heroes of Karn. Lorde of Time, Meszage from Andromada,
Mindshadow. Forest at World's End, Subsunk
Simon Marshall, 23 Springfisld Way, Stockton Lane, York, TO3 0HN

Seabaze Delta, Terrormolines
The Mouses and Lano Helpline, § Pearhyn Avenue, Litherland, Liverpool, L21
BND

Mordons Quest, fewels of Babylon, Heroes of Karn, Souls of Darkon, Message from
Andromaeda, Forest at World's End, Smuggiers Cove, Ked Moon, Warlord, Emerald
Iile

Mrs Shirley Wall, 38 Glebelands, Westfield, Radstock, Bath, Avon, BAJ 350

Forest art World's End, fewels of Babyion, Lord of the Rings Fart [
James McMahon, 12 Sidehead Holdings, Stenehouse, Lanarkshire, ML9 IPG
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Following my request for some tips on some leaa -publicised
games, | recewed a tidy linle baitch of clues from Pat Winstanley
of Adventure Contact. So here goes with another selection of
head-spinning tips for those in sticky situations.

Microman U
Stick to pushing by the window g [ _
Climb out of the deep freeze “Fw

Check the Amstrad manual for colour coding

Redhawik
Lesley wants something pretty ...

Don't drop the vase - take it to a museum

Castle of Skull Lord

Chop tree for something nauntical

Wake the bear, but be ready to feed 21
Dig snow to find another way through
Clobber the dog with a bone

The man needs some first-aid — a bandage

—_— e =
e ——
e
———

—

Island of Riddles
Vault river to get across - use a branch
Hit the stone to Light the lamp

Al-Strad
Examine the tree, open the safe
The river is alcoholic ... and =0 15 fuel

Castle Blackstar (thanks to Michael Todd)

Geing ‘troll'ing on the fissure? Try throwing a coin just to be
sure

Lost in darkness? Look down the well

To get past the invisible man, throw some flour

Return fo Eden (thanks to Paul Stagq)

Parrot thieving objecta? NEWS from the maze!
Animals attacking you? Drop the radsuit ...
Eeep your eyes cpen in the Theame Park




OVERALL WINNER
Malcolm Arnold, Leeds:

Are some places in the universe vou don't go alone.

There

COMING SOON ON
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Bob Wade checks out your tips, pokes and game-
busting ploys. The best ones could win a entire issue's
AA Raves! So why not send YOUR latest gem to: Cheat
Mode, Amsfrad Acfion, Somerton, Somerset, TA11

SAH.
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A great tip for all owners of the
Firebird game on disk. It comes
from ] McGuiness of Stocksfield
and does some very weird
things. Here's what you do;

I. Start game and go to lhe

load/save game scCreen.
£, Select the option ‘load new
commander’,

3, Input commander’s name as
“Elite" and press Enter

4. The message 'disk loading

5
b &

!
:
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error’ will appear.

5. Press ‘4’ to exit the screen.

6. Press Space 1o begin game
and you are in for a big
surprise.

Apart from giving you all sorts
of things you don't normally
have, this also seems to Intro-
duce some interesting bugs into
the game, So play around with it
and sea what happens.

16 AMSTRAD ACTION NDVEMBER 1986 All the polkes ..

Turbo Esprit

Some quickie tips from Wayne
Harrigan of Bexleyheath on
drug-ring busting

. Avoid chasing the red cars
(armoured cars) near the end of
the game, because they lead
you on a httle mystery tour
through all the back streets and

barge you into signs, people

and lampposts.
2. Never shoot anything. You

get many more poinis for ramm-=
ing into the back of a car - up to =

2,000 sometimes.

3. Never choose different towns

when you start playing. After
using the same town a few times
you become used to i and
eventually know it by heart.

4. Always go fast, only slowing
for turnoffs.

- gateway to
another zone

Mapped by
Tobias Mills

1. Bafore frying to name your
character press Capslock, as:
only capital lstters are allowed.
2. The masters possess the fol-
lowing skills and results when

Poke n

This is the section where w
explain how to input the majo:
ity of Cheat Mode pokes. The:
are two differant methods - th
instructions for each poke te
you which one to use. If ye
have a 664 or 6138, you'll hav
to type |tape before usin
either.

Method 1: Make sure th
you've rewound the game tap
to the beginning. Now type i
the poke listing. Then type RN
and press the 'Enter’ key. (Don
use the key marked ‘CTRL’ ¢
‘CONTROL', that will stop th
poke from working.) Press th
PLAY key on the cassette ded
and hit any key on the mai
keyboard - the space bar wi
do nicely. The tape should no
start to play through in th
normal way.

Method 2: For this methoc
you have to skip the first bit ¢
the game program. To do tha
start by rewinding the gam
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Way of the spear
Way ol the staff .
Secret of strength
Way of the thief

Agility - A Lt

Wayofthefist 1 to skill without weapon
Secret of taking blows 1 to ability fo take blows
Way of the magician 1 e
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FROM TONE ONE

MU
\ SKORDS AND SORCERY

I@ NODE Z 158 PRINT Je@ POKE 35791,208
28 MEMORY WIMEM-13 I68 PRINT 318 POKE 39792,288
38 FOR t=HIMEN#1 TO HIMEW+12 178 INPUT "Input the new nam 328 POKE 39367,200
48 READ a B "jad 338 POKE 39814, 280
98 POKE t,a 188 IF LEN(a#))16 OR LEN{a$) 348 POKE 39796,200
5B NEXT (1 THEN 208 350 PRINT"New values have be
78 PRINT "Insert tape to lod 198 as=UPPER$(a$) en poked. " '
d saved gase then press any 288 a$=LEFTS$(as,LEN{a%)-1)+#C 368 PRINT
key." HR$ (kBE+ASC(RIGHTS(af. 1)) ) 370 POKE HIMEM+1@,158
| 88 WHILE INKEY$a"":NEND 218 FOR t=1 T0 LEM(a%) 388 PRINT"Insert tape to sav
98 CALL HIMEM+I 278 POKE 39819+t ASCINID#{a% @ new character on, then pre
188 PRINT:PRINT “Current nam ¢ 1)) ss any key,"
gis "§ 238 NEXT 398 WHILE INKEY$="":MEND
| 1B FOR t=39820 T0 39835 248 PRINT 488 CALL HIMENR+!
| TR . lbb POKE 39786,208 A28 DATA 33,171,138,17,183,1
130 IF PEEK{t)}488 THEN t=37 278 POKE 39797,208 8,62,22, 205, 161, 186, 281
835 288 POKE 39588,208
| 148 NEXT 298 POKE 39784, 288

T
L

oy
T
ES _-‘4'

atods

a to the beginning. Now type
the listing. Then type CAT,
| press the 'Enter’ key. Start
tape by pressing PLAY and
ting a key, and then watch the
ean.
After a little while you'll gat
_ message “Found
METHING block 1'". It doesn'l
iter what the SOMETHING ac-
ily is - this will vary from one
ume to another. If the instruc-
ns with the poke just tell you
skip the first block you should
op the tape here. If the instruc-
sng tell you to skip several
ings, stop the tape when the
ound' message comes up for
e last thing you're trying to
D,
Once you've stopped the
pe press the ESC key, type
N, and press the 'Enter' key.
ow press PLAY on the tape
¢k, and hit a key on the key-
ard 1o start the tape running. i S SR IR ‘ A z‘?‘? %‘3‘5‘3‘3‘?
e S5 s S \)
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Based on Judo, UCHI-MATA, is probably Brian Jacks received his black belt,
the most advanced and challenging l‘?‘u‘i“é‘;‘lﬁ".‘u’&”&!.“ o
martial arts simulation to date. Having won the British P
gar o i p F : Champlonship eleven times, the
All the skills 'n’ spills — without the bruises!!! ; | Open Championshp five bmes, the
| European Championship four
tmes and ¢ Medal, he is
Commodore 647128 Cassette £9.95  Amstrad 464'664/6128 one of mﬂ:mnmmdg:;bh
Disc£12.95  Casseme£9.95 Disc£1395 | J and foremast exponents of Audo
Specuum 48128  Cassette £B.95 MSX Cassette £9.95 — s T
chnical consultant, Brian Jacks,
ol 8 SUCs
MALA, one of the many esc
threwss mcorporaled in the game

Martech is the registered wrade mark of Software Communications Limted,
m o ' cc Mmartech House, Bay Temmace, Pevensey Bay, East Sussex BNT4 GEE
TRADE ENGUIRIES WELCOME. PHOME: (0323) 768456 TELEX: BT8373 Martec G




SHOTM o

There was a good response to
the challenge to produce joy-
stick control on the Master-
tronic dual-player game. The
best of the bunch were by Phil
Howard of Mapperley and
Timothy Lomas of Sander-
stead. Phil's allows you direc-
tional joystick comtral in a
one-playsr game and acti-
vates the armour that didn't
work in the criginal game.
Timothy's allows single- or
dual-joystick control,
although the second joystick
may mnot work exaclly as
planned with all dual-joystick
connectors. If the second
player would prefer the
original keys or you don't
have a second joystick then
just delete lines 110-140 before
using the poke. Bolh pokes
are entered using Method 1.
Phil's is printed first.

SI0RM OKE

19 BATA 89, 3a,a5,57,f2,85,70
ﬂﬁ,cL.nh dc

28 DATS ©F.3a, 50,88, b7,c4, %

CHEAT MODE

30 DATA Eﬂ,;.‘ e,Bd,e3,36,c9
,cd,Bc,Bd,el

48 DATA 36,3a,cd,24,bb,F5,c0
&7, C4, B5, B0

S8 BATA £1,47,3e,29,cb,49,28
, 18,00, 58,28

68 DATA Bb,cb,¥8,28,86,ch, 58
B Bl,09,3c

78 DATA 3c,3c,eb,83,32,41,57
y oL, 32,58, 82

88 BATA c9,86,08,11,78,81,c0
iy b, 21,78

58 DRTA @1,cd.83,be,cd, 73, be
21,51 ,88,22

180 DATA dc,8c,21,be,8d,22,3
a,le,cd, 78,01

110 DATA cd,®4,28,cd,85,22,cC
g,08, lc, 09

128 y=8:KEMORY &30@R

130 FOR x=458 70 LCT:READ a$
140 a=VAL("k"+as) :POKE x

158 y=y+a:iRELT

i68 IF y()&2C53 THEN PRINT *
Data error!":END

178 LOAD"des" , &35(0

12@ LOAD"'*, &7D74:LOAD" " &5
SBg

[58 CALL L9t

)

STIRN THO

a E IH 41 31..%;;11."51Eﬂ,3e
y4C

28 DATA cd,al,be,2a,6f 33,00
l_

30

b
DATH 9F,b3,38,15,cd,al,be
Vi3
46 DATA bF,aa,@l,00,06,89,22
s of
58 DATA aa,3a,9d,b3,fe, FF, 20

AT
i

58 DATA 21,Fe,BF,3e,2¢,77,081
8
78 DATA 08,89, 3e,4c,77,81,04
88

89 DATA @9,%e,48,77,81,84,08

89

99 DATA 3e,da,77,01,04,89,09
§ OB

188 DATA 4b,77,81,84,00,989,3
By 19,17

118 DATA 21,57,10,3e,34,77,8
1

129 DATA §4,08,09,3e,38,77,8
1,84

138 DATA 08,89, 3e,32,77,81,0
i,B8

148 DATA ©9,3e,33,77

158 DATA c3,78,01,end

168 MEMORY L14FF

178 FOR al=LAR88 TO LAASE:RE
AD bé:IF bé="end" THEN 158
138 POKE a%,VAL("%*+b$) :NEXT
178 POKE LAReF,k7B:;POKE %A47
2,1

208 LOAD "'des", %3500

218 LORD *'*, k7074

228 LOAD "' KS5ER

238 CALL bAADA

G:rl.'lum from East
Cn.igi has responded to our
challenge with a comprehens-
ive playing guide te the CRL
space game, The guide will
be of most use to somebody
just starting out with the
game but even experienced
players may pick up a hint or
two.

Starting up: The first thing
to do is define the keys you
want. Remember that the con-
trols are not saved when you
53aVe a game, 50 every time you
load up you must redefine the
keys. It's a good idea to fly
around for a bit getting used to
the controls and to familiarize

yourself with the display panel.
The one thing to ignore here is

height, which s of no
importance.

The first thing to do at
Reema, your starting point, is to
find the library and reactor sub-
station. You start near the town
but the automatic direction fin-
der will guide you back to the
cenlre if you stray. The subst-
ation will contain one or more
control rods and the library a
timevault.

Docking: This is wvery
;unpl% and nowhere near as
hard as in Elite. There are six
kinds of building you can dock
with: two types of reactor, two
types of supply station, libraries
and the lander. Head towards
the building, gradually slowing.
A blue rectangle should appear
and start to fill the viewscreen.

soon dock. [l'l.,.‘
mamber that if ye

won't be allowed fo
unless you reload a 3
©OF start again.

Supply centres: |
two types, military and S
All towns have one of eag
once docked with you cam ac-
cess the Equip function to use
them. A menu with six options
will appear. The refuel, repair
and install-flares options can be
used at either centre, while the
missiles and anti-missile mis-
giles can be installed only at the
military centre. The repair sy-
stem will recharge the shields
and repair any systems
damaged in combat.

Libraries: You'll find one of
these in every town, usually
near both the centre and a reac-
tor substation. They logk like a
civilian supply centre with a
diamond on top. Once docked
the command °LlL" will take you
to a menu screen. The data
banks allow you access o in-
formation under many headings
(experiment to see which cnes),
but much of it isn't very
relevant.

The city map allows you to
examine detailed maps of the
city you are in, its outpost and
the neighbouring cities. These
show the positions of buildings
and enemies bul is not updated
when they are destroyaed. The

Everything you want ..

main map gives information
about the defence lavels of dif
ferent towns and their jump
pads to other towns. The identif-
ication chari shows what the
buildings and ships look like on
screen and gives information on
their defences and weapons.
Timevaunlts: These are
found in libraries and provide
useful equipment. You're told
on docking whether there is one
present and can access it by
typing ‘timevault’. Eight rectan-
gles in a circle will appear with
another rectangle in the middle
Put the cursor over the cenire
one and press fire. A pattern
will form in the outer rectan-
gles. Put the cursor over one
rectangle, remembéaring where
it ig, and press fire. f you've
chosen correctly a rectangle al
the top of the screen will light
up; if not the pattern will disap-
pear and you'll have togstart all
over again. If you get the right
rectangle the pattern will reap-
pear and you must hit the same
one as before in relation to the
others. »
There are six cbjects to be
found in the waults, each one
serving a purpose, A radiation
suit slows the rate at which the
the radiation affects you in the
main reactor. Reserve shields
come inlo operation when
normal shield strength reaches
zero. Experimental missiles de-
stroy everything in a city except
jump pads and buildings you
can dock with. A single jump

AMSTRAD ACTION

unit allows you to jump to a
city's outpost. All of these have
substations but not supply cen-
tres, and they're often heavily
guarded, The energy recharge
unit speeds up the recharging
of the shield. Durium crystals
can explode when launching,
destroying or damaging the
ship.

Reactors: You must dock
with all of these to see i they
contain conirel rods. These
coeme in two halves which have
to ba fited logether on a screen
accossed by using the ‘rod'
command. This section is very
similar to the puzzle-solving in
Impossible Mission and you
should have no problem with
the controls.

In thea main reactor you
have to take the whole rods you
have formed and drop them into
the circles in the reactor gore,
which will light up. This has
be done quickly because of the
dangerous radiation and heat
levels.

Combat: This is fairly
straightforward but there are
some general rips. Use missiles
‘when possible since your lasers
cyprheal easily. Change views
rather than turning the ship to
get at enamias who attack you
when not in sight. Destroy radar
towers lo stop them sending
more ships after you. When
fighting at night don't use in-
frared while shooting a moving
object but put up a flare so you
can targetoh it more sasily,
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CHEAT MODE

Tips for the helicopter simul-
ation come from Clifford Jol-

liffe of Northfleet.

The secret code for the
helicopter section is WREN. Al
the start of the game you are
flying forwards al 45 degrees.
Pull dewn on the joystick so you
fly backwards at 45 degrees.
Move the stick to the right till it
gets to bearing 000 degrees. Fly
to the map numbered 11. Loak
along the white line on the de-
tailed map and you should see a
red square. Land here and get
the machinegun,

Take off and go to any other
red sguares on the map, getting
all the egquipment. There are
two people on this map; get
Berne. Fly at bearing 180 until
you get lo map 10 Collect
equipment from red sguares,
Fly at bearing 270 to the allied
camp on map 10. Land on the
red rectangle and you'll be teld
the location of the convent,

Pick up Mary and fly to any
red squares on this sector, stoe-
king up on fuel found around

the camp. Now fly to the conv-
ent. You'll probably be attacked
by two planes. Shoot one down
and you’ll probably be left with
one on your tail. Slow down and
fly backwards and you should
find it in your sights. On the
game map as the convent is
Smithy; pick him up and drop
Mary. Once at the convent you'll
be told the location of the sound
weapon.

Fuel - is shown as red dots
and when picked up will go
either straight into the fuel tank
or into the eguipment list. You
need to land to top up the tank
with fuel you're carrying.

Machinegun tc use the
gun you need ammo and Bartie.

Repairs - you need Smithy
abeard to repair damage. He
can do this only on the ground
at the main locations.

Aftention, cheats!

These pages are all about cheat-
ing at games, but some of yon
are taking things a little far and
copying pokes out of other
magazines. We get enough
high-quality pokes without hav-
ing to resort to such tactics. So
please don't send them in

The pokes printed are

copyright and can't be used
without the permission of the
magazine that first printed them.
The same goas for anything that
appears here in Cheat Mode, so
don't bother sending our pokes
to anyone else because they will
be bound by the same
constraints.

80 NOVEMBER 1986

tips fromn Mark Pin-
of Tooting Bec take up
where the ones in issue 12 left
off, tackling the end of level 3.
They're followed by two
pokes entered using Method
1. The first is from Richaxd

Theae
heiro

ond iz from Phil Howard of
Mapperiey, giving infinite
lves and f{lamethrowers.

©

Note: tape users on the 664 and
€128 will need to change 0I,b8
in line 40 to 1fbl; in line 50
ea,bl to e5,b7. and also in line
50 d9,bl to d4,b1.

T e ——

Lewel 3: At the end of level
three, use up your remaining
missiles as you approach the
bridge, because when the gy-
rocopters start o appear a com-
mandant will alsc appear and
can be relieved of four missiles.
Four copters will appear, plus a
few troops which make life
more hazardous.

To clear the copters you
need 1o do a lot of jumping over
the grenades they throw. When
you are at one end of the screen
and a copter is descending at
the other, let iy a mussile. Try
not to use up the missiles when
with the copters as only two or
three commandants come on
BcCTeen.

Level 4: This lasi stage is
definitely the hardest of the lot.
Lots of karate troops appear
and also quite a few cannon.
Climb the first ladder you come
to at the hangars. If your timing
is just right. jump, and you will
land on the next plaform. Cont-

- T T e— T ———— T o TR . S ———
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from a game ...

for the mechanical

Tips
dinosaurs come from Oweh Hib-
bert of Gosport.

1. Every red Zoid you destroy
has spare power cells if you
scah where it was befote you

destroyad it - not just
Slitherzoids.
Z. City domes, mines and

beacons all leave power cells
when destroyed.

3. i having difficulty desiroying
domes, move your sights to the
very edge of a dome and the
mountains will be less difficull to

get past

4. Nearly all parts of Zoidzilla
are found in domes near or naxi
to the power stabhon.

5. If a city network has only a
couple of Zoids in it then the
chances are there is no piece of
Zoidzilla. All pieces are heavily
guarded, generally with
Spinebacks

g. In one metwork there are two
Hellrunners going around tog-
ether. Try to avoid these
because if you destroy one the
other will become a Spineback.

inue doing this until you reach
the end of the hangars; it is
impossible for the roops 1o con-

tinue followinhg you.
When you stab a command-

ant you get grenades. Fling one
of these and everyone but you
on the screen will die. When the
screan stops scrolling at the end
of the level and the siren goes
four times, run to the left side of
okEEN BERET Okt
I8 DRTA Se,c%,32,d4,24,03,37
,bd, 21,3a,42
2B DATA 36,59,23,36,F7,21,40
(A8, 11, 48,88
38 DATA @1,fc,81,ed.b8,21,48
.08.e5,21,00
42 DATA bb,e5,2!{,fc,Bl,e5,2!
, 87,58, 05,21
98 DATA bb,BZ,e5,F1,21,ea,b!
11,49, b1,¢3
o DRTA %
7@ MEMORY k380
38 LOAD™"
98 CALL L3R5h
102 LOAD™!" Lbipgdd
118 FOR »=kBE®® TO LBE37
IZ8 READ a$
138 POKE x,VAL{"L"+ad)
149 KEXT
158 CALL &BE®S

SEEEes. T o s TS AN oeeESSEe  ms TESER e oSS Sessenpesss  JSEREN

the screen as far as you can go
and and lie down facing left.
Stab continuously and you will
kill the man with the flamethr-
ower before he even enters the
screen. Don't stand up and you
will sae his flame pass over
your head after you've killed
him. That should be the only
person you have to kill.
A very bloodthirsty game.

GREEN FERET TWOD

18 DATA 3e,b7,32,c%,13,32,87
1 29,03,00,48

8 DATA 21,37,22,36,07,21,48
(28, 11,48,80

38 DATR Bl,fc,B81,ed.bd, 21,48
B8, €5, 21,88

48 DRTR bb,ed,21.fc,081,85,21
87, b8,e5,21

58 DATA bb,#2,e5,f1,21,ea,bl
(11, d9,b1;F3

&8 DATA cf

78 HEMORY LZg@a

B8 FOR x=4RE@B TO LBEST
58 FERD a$

182 POKE
118 WEXT
128 LOAD™"

138 CALL E3naA
148 LOAD"'", k284E
S8 CALL LBE@P

1, VAL{"E"+a%)

|
|
4

|
|

|
|
|



From the” Based -:::n l’ht? story A
RICHARD DONNER

Production STEHEH SPEILBERG ATARI !;::t

Exciting Multiscreen Action and Adventure!

U.S. Gold Limited, Unit 10, The Parkway Industrial Centre, Heneage Street,
Birmingham B7 4LY. Telephone 021-359 3020. Telex: 337268.

ered fracemark of Datasofrine
L InC
amier-Ta DIFshing Coro and Feiii M'u q ‘
rl.ll ||:|'1t5 = 'y perrmisEon t I Jl l




_—— ————

T g = —

T oorEw

CHEAT MODE

We were flooded with pokes
for the Elite game. Unfortu-
nately many of you didn't
work them out yourselves but
merely copled them from
another source. Needless to
say such scurrilous entries
were immediately binned,
leaving the real class to show
through. The poke we're
printing is a compilation of
ploys received from Robert
Brooks of Yeovil, Tim Coupe
of Dexby and Tony Hoyle of 5t
Annes.

The poke is entered using
Method 1, and lines 20-80 con-
tain many different pokes. If you
don't want a particular one then
just delete that line. Line 20
gives infinite lives, 30 takes you
to the next level if you die, 40
slows the whole game down, 50
gives invulnerability to every-
thing but water, 50 changes
level when you press Escape,
70 makes zombies appear more
quickly, 80 apparently affects
the music (hard to tell if that one
works).

If you don’t want to use the
pokes then try out the following
tips from Mamood Sultan of

Warndon.

Level 1: Ecep moving right
and jumping over the grave-
slones, making sure you fire at
the zombies which appear.
Jump up and shoot the killer
bird and climb the first ladder
without scrolling the screen,
shooting the plant as scon as
you get to the top. Kill the next
bird and plant and jump off the
end of the hill firing so as to hit
the oncoming bird.

Having crossed the water
on the raft dodge the flying
knights by running under them.
Shoot the flying demon as
quickly as possible; four hits
will kil him. The ghosts are
fairly easy but watch out for
their spears and the killer plant
that appears. The ogre at the
end of the level has to be hit
geven times, so stand well back
and keep firing as he leaps up
and down.

Level 2: Jump as high as
possible straightaway and fire;
thiz will destroy the plant But
watch out for the rock it will
have thrown. Get to where the
plant was, dodging gremlins all
the while, and jump across and

up where you can get the next must jump off, falling several
plant. Keep moving right and screens, Move night to the guar-
ghoot the last plant, than jump dian - aflying serpent. He has to
off the furthest platform to enter be shot 15 times in the segmants
the town. of his body and four times in the

Gremlins and crows are head to kill him. After that it's
everywhere so you need to be backto where you started.
extra careful. When you get to
the big house with five floors,
shoot the gobline on the first
four levels (each one eight
times, watching for the flying
hammers when they die). Move
to the right of the fourth floor
and go down. Once out of the
house, prepare for flocks of
birds.

Cn the lifts jump off one
only when the next one is below
you. When you reach land
again, keep your distance from
the two ogres and fire as rapid-

18 MENORY 4353, '
28 POKE 2943 ﬁhUHI g

-t" 'J.'Et 235'!'-
"'L? :DL_I- I 2‘1

i

ly as possible to kill themboth. {53 5. f-’”:ﬂ

Level 3: This level involves | .~ ~'= 314183
speed and a fast trigger finger. | 9% | h*':' 28438, 200
First you must shoot the bats | /8 Fhir 34143 r: B
and then climb the hill, shooting | 23 pror - _ URE 34149,
the rock monsters eight times io % = "d'-'-ﬂ POKE 79 *-r'
destroy them, avoiding the CALL fB4ge €7%33,8

rocks they spit. Once you reach
the stone part of the cave the
monsters go wild: four demons,
rock monsters, bats and flying
ghosts. Keep going. Climb the
first ladders you come to and
ghoot everything you can.
Eventually you come to the
edge of the top platform and

How to win an
ENTIRE ISSUE'S Rave
software!

P you wanl 10 win an ennre
s rave software, meluding
stergame, then all you
]“..'I."I.i"l"' (=] |:‘.|.:_'_!- s FJIIHI'.“_JI'P' Al |'-1|'.r4'_-”-
cn! map, poke or playing nps
We've set you a number of chal-
lenges but f you can produce
gomcthing even better then foel
free u'll have just as much
chanc g a prize
Tha k slution will win &
copy of every Rave and the
Mastergame from the issue in
which the solution 18 inted.
The number of games \ vary
ol CcoOuTSC, DUl I pas! ssues
there have becn six Raves or
more  that's over £50 of soft
ware and some mo
top £100. The prizes s
be on cassolle,
quest  disk softwarc
aquivalent value
out ive runners up _;.:i::r',".? every
month ol
Raves/Mastergame i thal issue

Deciding the prize winners was
very tough this month. But just
sneaking ahead of the pack was
Rhys Jones for his playing tips
and poke for Swords and Sor-

cery. Hope you enjoy the soft-
ware, Rhys.

The runners-up are: David
German for his comprehensive
Speed King hack, Alistair
Graham for his Tau Cen tips,
Phil Howard for his Green
Beret and Storm pokes, Tim-
othy Lomas for his Storm poke
and Allan Trotman for his
Cauldron Il playing tips.

If you aspire to the heights
of these worthy winners then
get cracking on this month's
challenges:

1. A map of Nexor.

2. A poke to make characters
more friendly in Doomdark's
Revenge.

3. A bomb-disposal poke for
Split Personalities.

4. A playing guide or tips for
Fourth Protocol.

5. A poke to make objects
visible in Qabbalah.

82 NOVEMBER 1986 AMSTRAD ACTION and s liste bitmore

18 NEMORY LOBFF:i0RD"coml”™, %
el

28 FOR u-'u"'i?aE 10 ¥98i2:RERD
Peter Williams from Cambridge -
writes with help for [rustrated
owners of the disk version of the
game. He's altered the poke for
the tape game 1o work with the
disk version, and here it is. Jus
type in the listing, save it onto
the game disk and run it to load
the game with 255 lives.

l'-|||'-| LES‘ Ii’.-d.u:-.--r ?Stﬁatl
'5|f-'-|; -g-—". |:l§|:":-'1:ﬁ1:2

U,El‘:l li'..i

mm:n-mm)' 2

_mmmmw ,88,e5,21, :
& poke for the ageing US Gald ,, 1,7, by o5,21,44,82,05,21 |
87,18,5, 2§
58 DATA bb,82,e5,F1,21,0a,b! |
(11,09,b1,F3
@ IATA oY
' NENORY 42288
‘8 LOAD™*
SE CALL E3A8A
| 108 LOAD* !, L2848
S {18 FOR x=LEEB® TO LBEST
18 DATA 3e,c9,32,2,9, 3,50 128 READ a8

,b;,i’i 1,22 138 FOKE »,VALi"Ek"+a$)
29 DATA 36,89,23,36,b7,21,48 148 NEXT
28, 11,420,808 158 HODE B

30 DATA @1,44,02,0d,b8,21,48 168 CALL LBEG3
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THE STORY SO FAR...
COLONEL DAN DARE HAS LOCATED THE ASTERQID BASE OF
HIS ARCH ENEMY = THE EVIL MEKON...HE MUST DESTROY
THE BASE AT ALL COSTS! BUT FIRST, HE MUST DEFEAT
THE DEADLY TREENS AND THEIR EVIL MASTER...

JOIN COLONEL DARE AND HIS VALIANT CCIMPAMONS
ON THEIR JOURNEY THROUGH PERIL IN..

DAN DARE - PILOT OF THE FUTURE. E Tﬂ BE CONTINUED...

THE FATE OF THEIR MISSION DEPENDS ON YOU!! ‘ /
e o S Far e et oy

W By D Dl Lic'

AVAILABLE NOW FROM VIRGIN GAMES ON SPECTRUM 48/128,
COMMODORE 64/128 AND AMSTRAD CPC RANGE OF COMPUTERS
£9.95 oncassetteand £14.95 amsTraD DISC

PLEASE SEND ME DAN DARE - PILOT OF THE FUTURE IMMEDIATELY!
SPECTRUM 48/128 CASSETTE £9.95 ] COMMODORE 64/128 CASSETTE £9.95]
AMSTRAD CPC CASSETTE £9.95 ] AMSTRAD CPCDISC £14.95 ]

Please make chegues or postal orders to Virgin Games Ltd. Please do not post cash.
VIRGIN GAMES LTD, 2/4 VERNON YARD, PORTOBELLO ROAD, LONDON W11 2DX
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MICROSWITGH JOYSTIGK

fGMETAL SHAFT
WEAUTO FIRE

0512 MONTH WARRANTY

@ Deluxe,robust construction. @ Comfortable rugged
hand-grip, Bdirectional control with automatic centering.

@ Heavy duty base withstrong stabilizing suction cups.

® Highly sensitive light touch MICRO SWITCH fire buttons.
® Ergonomically designedcontrol handle with indestructable 2%
METAL SHAFT. @ Builtin AUTO FIRE function.

Mach | Joystick compatible with: @ Sinclair ZX Spectrum 16K 48K 128K,

@ Amsirad computers & Commodore 64 & VIC 20 Computers

& Commodore C1E & Plus 4 Computers (adaptor sold separately)

® MSX Computers e Atari 2600 & Alari 5200 Video Game Systems

@ Atari Home Computers

Prices include VAT, postage & packing . Delivery normally 14 days Expart orders at noesirs cosl, Dealer anguirss welsoma

Chastah prodects availabie from pranchess! CHXom®E WHSMITH @ Hign S 5tores
snd all good computer sheps,

=2t e
. e T, _.,.; -
XAt e e L et e CHEETAH MARKETING LTD.
..-la. I'. =

I WILLOWBROOK SCIENCE PARK
CRICEHOWELL ROAD. ST MELLONS, CARDIFF

Markehng == va TEL- CARDIFFI0222) 777337 TELEX 497455

FAX (0222 779404

+ BDIGITALLY RECORDED REAL DRUM SOUNDS

* SIMPLE TO USE = UP AND RUMNNING IN ONLY MINUTES
* ATRUE DIGITAL DRUM MACHINE

* ‘REAL TIME' OR ON SCREEN PROGRAMMING

& COMPLETE WITH SOFTWARE

* EXTRA SOUNDS CAN BE LOADED FROM TAPE

* COMPREHENSIVE MANUAL

* THE MOST EXCITING PERIPHERAL EVER DEVELOPED
-

DYNAMIC FILING SYSTEM — STORE QVER 1000
PROGRAMMED
RHYTHMS

- * TAPE SYNC
{ fr FACILITY
|
|

f * SONGS CAN
| BE SAVED
l i ON TAPE

o "rr{. « POLYPHONIC
= « CREATIVE,

EDUCATIONAL
AND FUN

p ¢ JUST PLUGS

IN TO MOST
HIFI'S

DIGITAL DRUM
SYSTEM

; for the

; ““Q AMSTRAD

464/664/6128

Available from AP ‘JEICIE High St. Stores andall good
computershops ordirect from Chaatah Marketing
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*NEXT:NEMy © CORD ran ) NGD o 8 *READ ¢, (a)
d=90 (133 32 PLOT (3 *NExT
STEP ... O 1285005,
*FOR gm } )+
1 r
13: 1N
= LNK

e,

}
|

Thisis the main
listing. If you typeitin
and run it by itself it will
simply print out a giant
poster of the program —
listing, since thatis
whatl's on screen

Adding this line
creates one very
simple screen display
for turning into a
poster. You could
replace it with any
other graphics routine,
for example one which
loads in a screen
display from a
graphics package or (if |

POSTER MAKER

Ingenious program, this, from PETER DOEL. It produces a giant
printout of whatever you've got on the screen, using eight
sheets of normal continuous stationery. The printer uses the
computer's normal character set, so that when you lock at the
printout close up you can barely make out what it is. But stick
the pages together, walk away 20 feet, then turn round and look
and.. WOW!|

You can change the ‘contrast’ in your guant picture by
altering the characters separated by commas in line 240 - each
of these characters corresponds to one of the 18 possible screen
colours.

The program starts ai line 100, and i you just run it as it 1s, it
will simply produce a magmfied printout of the text that's on the
screen. A better idea is to add some more program lines below
line 100 to create something interesting on screen, even if it's
just loading in a lcading screen from a game.

188 WIDTH 255

118 PRINT #8,CHRS&(271]1"A";CHRE(7) ]
128 DIM s%i15)

138 FOR q=8 TO 1S:READ s%iq):NEXT
14@ FOR 1=8 TO 488 STEP 148

15¢ FOR v=398 TD @ STEP -2

140 a%=""

1768 FOR ==@ TO (58 STEP 2

180 at=af+sEFITEST I 1+x,))

178 HNEXT =

2@@ PRINT HE,as

218 HEXT
220 PRINT #8,CHR®E(12}}
238 HEXT 1

24948 DATA &," -1*IGFM1+15I'1“1EEHI!|=Fﬂj".1&

i¢ MODE O:FOR i=2 TO 13: PEN i:PRINT® AMST

you're clever) the title
screen of a game.

| RAD ACTION":PRINT™":MNE¥T

r
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70
30
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&0
70
2a
20
163
118
126
130
148G
ise
150
178
186
190
280
210
220
230
240
2540
240
270
280
N
290
VER
306
310
320
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40
IS0
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370
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398
ape
419
47a
430
4340
asa
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MODE @&:GOSUBR 288:LO0CATE #&,1,1:PRINT "* SIMON SAYS g
CLEAR INPUT:LOCATE H9,1,25:IMPUT "FAST/SLOMWIF/S)";S®
IF S%="F" THEMW S=258 ELSE IF S®s="S5S" THEN S=50¢ ELSE 2@
GL=3
CLEAR INPUT:DIM migl)
"game
GOSUR 258
LOCATE #8,7,58:PRINT "Level ";GL-2
LOCATE #@,2,29:PRINT"<{Space?> to start."!IF IMKEY®&="" THEN %8
GOSUR 318:'record moves
GOSUE 128:G60TOD 179

‘display moves s:moﬂ

FOR g=1 TO 1
A 9 You probably remember the game in which you have to

;gi‘u: ‘3;; 1 égq 32“;‘;51 il __remem.ber a sequence 3:{ coloured lights and sonunds and repeat
NE‘:T & H‘E';'URI:I it. This is that game, Simple, but challenging and surprisingly
e addictive.

player input This program mimics the game very nicely indeed, giving
FOR g=1 TO g9l you a choice of two playing speeds.
a=VAL ( INKEY %} So, with your Amstrad you can copy a game that took the
IF a¢l OR a>4 THEN 199 Christmas market by storm ten years ago at a cost of £20!
IF a<*mig) THEN 350 Our thanks to T MAGEE of Marlow, Bucks.

IME mig)+1,@:S0UMD 1,mig) %100

GOSUPR 43¢8:GOSUR 2208

NEXT g:LOCATE #9,7,8!PRINT"CORRECT":GOSUB 434:GOSUER 280

ERASE m:gl=gl+1:G60TC 58

‘draw screen

MODE @:GOSUE Z8d:LOCATE #@,1,1:PRINT "% SIMON SAYS %¥":60T0 2906

BORDER &:INK &,0:INK 1,281 INK 2,6:INK 3,241 INK 4,18:INK S5,2:MOVE ©,8, 1:RETUR

FOR d=1 TO 4:MOVE d¥109,250:DRAWR 75,81 RAWR &,-75:DRAWR -75,08:DRAWR o&,73:M0
19, -18:FILL d+1

MOVE 4¥%180-20,178: TAGIPRINT 45 :TAGOFFINEX,. d
'record moves

FOR r=1 TO gl

mir)=INT{RND*41 +]1

MEXT r:RETURN

'oops

LOCATE #8,7,8:PRINT"0Oops! ":SOUND 1, 1088

FOR N=1 TO 1S@@:MEXT MN:LOCATE #HO,5,8:PRINT"It was
GOSUBR 120

LOCATE #9,2,8:FRINT"Another go(Y/N)?"
IF INKEY(43)<{>-1 THEM ERASE M:GOTO 16
IF INKEY{4&8)C(>-1 THEN END
GOTOD 296

'pause

FOR t=1 TO S:MEXT t
RETURM
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The best is yet o come...

B THE ULTINATE CHALLENGE | (/51
Relecsed on November 5th for the BBC Micro,
Acorn Electron, Commodore 64/128 and
Amstrod 454/664/4428 computers
Repion 3 includes:. —
@ ;Sﬁ:ﬂn Designer — devise your own puzzles for Replon
SOMvE
& A Character Designer— alter any or all of the game
characies
# Many New Features — poisonous fung, time bombs fime
copsules golden crowns
® 24 Fascinating Screens —a priee competifion is being held
lor ployers who complete all of the screans
Avold the rush — odvance orders beling taken now!

{ orrinne ACORNSEFT

Segent House Skinner Lone Leeds LST 14X, Telephone. 0532 457453

AL S roeg

AMSTRAD

BET DEXTER e esssd IS ROOM 0 .. — 52?8 WAYOFTHE TIOER.._708
1y L0 o (SR el T T g e T R L LT e | ——— 783
EUTE i e VLS KUNG FU MASTER. e i 705 BABOTEUR. . s mi i J.18
BOMOIACK o 713 B COMBAT e e 118 GHOSTS'N GOBLINS....... 1.18
WiHO DARES WINS 11 A CcORE T35 MOMNOPOLY e e T B
COMMANGD e e TS ROCK W WHESTLE ILH 20D e T
Tk L ——— L R Pl (s — | S 1T F o N E—— ]
VMEAREUNGFU... . G AL TR - PRR———"Y A | S v | -SS————. | ]
(1 | ) RSt . N 1" | 1 SO S 798 DBLASEAUNNER . ... T.18
UMD e o T BRI e i T8  BLOCKBUSTERS. —... 713
RAMBD e e TS ORAHAM GDOCH CRICKET.7.88 OOLD RUN. s a7 B S
WINTER GAMES 793  INTEANATIONAL KARATE...6.30  IMPOSSIELE MISSION........7.08
HOHWAY ENCOUNTER.. 7153  MELTDOWM e e I N — 7.05
GREEN BERET-— T8  MAX HEADROCAL __ 7408 JOSTARSTRIKE 1. 703
TURBO ESPRIT TAS  HEAVY ON THE MAGICK. 7808  LESSION ELEVATOR ——_7.83
ALIEN HIOHWAY. TA5 STAROUAKE... et 13 FOCCER M .05
2 1T e — | R TV [ e, T.85

SEND FOR LISTS OF NEW RELEASES AND DISK PRICES
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SURELY YOU'RE NOT STILL WAITING
FOR THAT GAME TO LOAD ?

ISN'T IT ABOUT TIME YOU BOUGHT YOUR
SOFTWARE FROM AMBYTE, THE ONLY COMPANY
WHICH CAN SELL YOU GAMES SOFTWARE ON DISC

AT CASSETTE PRICES

HERE'S HOW IT WORKS

From the lis! below you pick the games you want!, and we pul them on disc - easy isn't i1? We call them custom
compilalions. The advantages are clear; you benefil from the loading speed disc games offer, so you gel more out of
your software, but you don't pay any more than if you were buying the games on tape. Not only that, many of the games
we offer wouldn'l be available on disec - whera glse could you buy a Mastertronic game for £1.99, on disc, if it isn't from

AMBYTE.
GREMLIN GRAPHICS
ACO01 Ghostbuslers gog* GRO01 Thing on A Spring 895 CROO1 Endurance BACO1  Play Your Cards Right 765
ACO02 Mindshadow 999 GRO00Z Way Of The Tiger 995 CRO0Z Juggemaut 7 ='5 _
ACO03 Master of the Lamps 995 GROKI Super Skeuth 855" CRO03 Formula i 795 ceooz  Ambem
ACO0d Rescue on Fradalus 665 GRO04 Bounder 895 CRHOO4 Blade Rumner 895 ~rany  Desert Rats 9 95
L il Sge s oI ROMS G Eea L 8Ss [eLecTmicOREAMS |
2 gl Haxng. 9.9 _ MT001 Zoids - The Battie Begins 895 ED0OO01  Winter Spors 9.99°
Sl il MT002 Brian Jacks Superstar 895 ED002 _ Spindizzy 9.99°
ALOO1  Who Dares Wins 2 Hiisp ou02. S Cakede 555 MT003  Geoll Capes Strong Man 8.95
KUCOd  FRock Raid 695 MTOD4 Sam Fox Stip Poker 895 MS001 Dynamie Dan 855
K?JE'E"E Frudy Frank €95 MMToDs WAR B85 MS002 Boulderdash 995
MACD1  Finders Keepers 169 KUCOS Cavemnsof Mars 6.95
Maco2  Chiller 188 KUCO7 Argo Navis £.95 : s i
MAQD3Z Nonlerraguous 1899 KUCD2 Renegade €.95 GHDEBING (CPC 6128/554 & 464 machines only)
MACO4  Locomolion 159 KUCD9 BuslerBlock €95 DON'T FORGET YOU MUST SPEND AT LEAST £15 0N TWO GAMES
MAGDS Soul of a Hobol 1.89 Please don'l order any games marked with a star (*) unless you have
MAGDS Fomula Cne Simulator 189  ELO02  Commando 8 o5 lelephoned us (on the number below) o make sure they are available
MACD? OneManandHisDroid 199  ELO03  Boms Jack BO5 These games were not available at tha lime of our going lo press but
MADDE Cawves ol Doom 189 ElLood  Ghosis and Gobiins 8.85 should be when you read this - but don't take a chance- phone us,
MADDS  Into Oblvion 1.59% m olnenvise your order might gel di‘l-ﬁ'!r'Ed
Ma010 Spel Bound 299 D : Yo can order as many games as you ke, use a separate piace of paperif
MAD11 The Last V8 2.99 ::gg; g::l||:r;: " gr::? you prefer, but don't lorget any of the deatails askead for by the form
MAD{Z Kane 1.80 ! ~22
MAD3  Radzone 109 Phone 0277 229684
MAD14 Five a Side Foolball 299 Fiom Rasputin :s“ a5 Code Number Title Price
ot e i
: ~°. Flo04  Costa Capers 7.95
MKCO1 Batlle of the Planets 995 Fipos Chimera 785
MKOD2 Three Weeks in Paradise 9.95 Flo06 Thunderbinds 3'55
MKCO3 Herberis's Dummy Run 995  g£ing7  wilow Pattern 3'_95
MKCD4  Equinox 2.95 Fiong Don Panic 385
UsGoLp e 109
USo01  Beachhead 2 8.95° FIoC Shorts Fuze 1.99
UsSoie Impossiohe Mission B.895° FIO17 The Comet Game 7.5
US003  Winler Games 9485 Fin2 Ninja Master 1,93
US004  Heturn lo Oz 985" FI013 Collapse 1.99
USo0S  Bruce Les 995 FlO14 Halichoppar 1.99
US006  Goones 935" FIs Thrust 1.99
Uson? Zomo 995" FI16 Seabase Delta 1.89
USD08  Bunfight 095" FIO17  The Wild Bunch 100 | CLEEEEE Total Order Value
US008  Dambusters 895 FI018  Star Firshirds 189 V7SA r
Uso10  Kung Fu 895 FI019  Harvey Headbanger 1.99 S
US011  Bounty Bob 895 Fig20  Spikey Harolo 199 | Name
Usot2 Desed Fox §.95 PSS
Cusiomer Code (if you have
PS001 Thealre Europe 9.95 by :
PS002  Ballie for Midway gos |one please useil, il saves time)
PS002  Ballle ol Batain 995
TSR SR G AT PSO04  Swords and Soecery ags |Address
RTANT
YOU MAY ORDER AS MANY GAMES AS YOU LIKE SO LONG AS THE Post Coede
COMBINED VALUE OF TWOOF THEMEXCEEDS £15. YOU CANNOT, Cheques and postal orders should be made payable to AMBYTE. All
FOR EXAMPLE, ORDER SEVEN MASTERTRONIC TITLES UNLESS YOU orders should be posted to AMBYTE, 200 North Sarvice Rd,
ALSO ORDER TWO NORMAL PRICED GAMES. Brentwood, Essex. CM14 456
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BLASTER

Ghettoblasters, Walkmans,
watches and t-shirts are all up for
grabs in our massive Mastertronic
competition

Still wearing flared trousers? Don't know what colour shoelaces
are ‘in' this year? Does breakdancing simply mean six meonths
in a plaster cast? Have your ears never suffered from a rap
attack?

Then this competifion is specially for you - win one
of the fabulous prizes on offer and you'll have more
street cred than a Radio One D] in a Ferrari.

Mastertronic is the king of budget software.
Not content with practically giving away their
games, the nice people there also want to give
you a whole host of super prizes that will put the
sparkle back into your image.

All you have to do is loosen up your fingers and
brain and produce a worthy work of art. The compatition
is split into two sections, under-16s and over-16s, but the
prizes are the same for both,

The two winners will get an ear-blasting Saisho Ghettoblas-
ter complete with radio, cassette deck and detachable twin
speakers - your ears and the neighbourhood won't be the same

ain,

i Two second prizes of a Sony Walkman will also bring music
into your life, while the two third prizes of a digital watch will
mean you're always on time for that special rendezvous. Five
runners-up in each age group will also get a Mastertronic t-shirt
and be the ceolest-dressed player in the street.

WHAT YOU HAVE TO DO

The under-16s can let their imagination run riot because we
want you to draw the weirdest creature, monster, alien or beasl
that you can think of. You can do it in pen, paint, or anything you
like - even Art Studio. What we'll be looking for won't just be
artistic skill, but plenty of imagination and humour as well.

The over-16s can exercise their razor-sharp wits by pro-
ducing a cartoon about Mastertronic. You can make it about the
company, a particular game, the new joystick, or anything else
to do with budget games - and again we'll be looking for
humour and imagination as well as good drawing.

The winners will get an additional bonus: Mastertronic will
frame the winners® entries and present them with a scroll to
mark their achievement. With generosity like that what are you
waiting for? Get drawing!

CLOSING DATE

Entries should be here by Monday 17th November, Use A4-size
paper or smaller. Post to: Master Blaster competition,
Amstrad Action, The Old Barn, Somerton, Somerset, TALl
SAH.

Everyone's a winnor

COMPETITION

AMSTRAD ACTION NOVEMBER 1986 89
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E*r I'l‘l# ﬂm yw Ve reached lhu pm‘l uf lhu mugﬁ:inﬂ, AA MAIL ORDER

- chances are yw‘d love to get your hands on some of =
~ the software we've reviewed. And thot's just what ]rnux' e goubie=An “D' s Fservice

' ean do. Our mail order service allows ynu o order
 virtually ANY piece of software for the &Inﬂnld e
. micros reviewed in the magazine. What's more you ’ i fﬂ i dellvery
- gan save yourself a good sum of money nn :hup* b
':.-pﬂm AND qualify for great free gifts. - e :
- Hey, it's o wonderful way to buy your ml‘tw::u' 2 =1 d] s C ounts

'SUPER FREE GIFTS!

Here's the great range of software that you can get FREE with your
order — most of them normally costing over £8 with some worth
nearly £501 If your total order is over £15 you will receive one free
title, but if it's over £30 you will receive TWO. Use the order form to
mark your preferences and to delete any titles you already have, but
wie cannot quarantee which you will receive, so be prepared for a
MYSTERY GIFT!

KUMG FU/NUMBER 1

Two dréat Ocean games on one tape, Splar

a5 given away with the Christmas "85 Chucine Egg

issue of AA. H you massed il thoa, you Clazsiec Advenfure

could get it now Wnggler
Pyjamarama

THE COVENANT + DEMOS Spannerman

A full version of the AA-Raved PSS Hunchback

game on tape. together with demos Master Chess

of four other PS5 tutles, and instroc- Roland goes Digging

tions for ransdérring The Covenant Message from Andromeda

to disc. As featred on the cover of Space Hawk

our May issoe Winter Games
Doomsday Blues

CASSETTE OMLY Ger Dexter

Devil's Crown Eig League Soccer

Alien 8 Alex Higgins World Poal

Herbert's Dummy Run Marsport

Everyone'sa Wally Airen Highway

American Fooatball Sweevo's World

Electro Freddy TLL

Hunter Killar Highway Encounter

laserwarp Baimar

VOUCHER
* N L
Foo use with pedess o £50.80
max. ord veuchal DT a0der)

Vv E’{i_}f"r“}c

Fat use with oaders irom L5 B0

VﬁUf‘*‘:i‘i; '

For wee wnith ardery irom £ 20 B0
fa9 59
|man. ong vouche: per grder)

V")UCHER

Far use with orders trom £10.00
3l |

|max. ome vomcher per order} |max, @nd voucker per order)

— S S S S DS D NN D G




' HOT STUFF

FREE!

with any order over £5

A C15 data cassette containing
high-quality tape specially desig-
ned for computer users. It comes
in a library case with blank inlay
card.

FREE!

with any order over £15

Your pick of any one of the games
featured in the Super-gifts box
Most would normally cost £8-10!

FREE!

with any order over £30

A blank 3" disk OR your pick of
any TWO of the games featured in
the Super-gifts box.

- HOwW ﬁRnERs ARE DEALT

WITH

~ Amstrad Ection Mail 1 Oiter 14 v
heére in Semerton by the super-

' effiient SUE TAYLOR, the woman

: whphmmmﬂhlﬁyh'
maost people get sach year!

DUnless your order inclodes

. programs which our suppliers
cannot get hold of for some re-

" ason, Sue despatchoes all packages

by first class mail within twe or
threa working days of receiving
the orders. Therefors, you can
sormally expect to receive your
pmﬂabutnmumhf-__
b I.ﬂnud-uh’ =

: SIf e Ihlﬂﬂ beyond !.Ht

o chances I._u_rn"iiﬁ md'.umdl \1'.1.:::1:E i
which hasn't yet Been reloased br -

is termporarily unavailable.. In
which case a phone call from you
WON'T speed things up. {In facl

the reverse - Mﬂ"ﬂm‘l‘ﬂf.::.-
ﬁnu—am-mmg} Ha hnqiﬂlr'"

were likely we'd lot mhﬂi

' PLEASE BEAR IN MIND

: L‘!‘hntnnthtlmmhm
Mﬁm&nmmm

guarantee its availability since

gome  software 8 - reviewed
BEFORE it has actuilly beea
released.

2. We are happy to nhml your
order al any time up to the de-
spatch of the geods. But because of
the possibility of copying soft-

ware, no refund or exchange to an

alternative piece of software can
be given after they hava been de-
spatched. Software which does not
load may be returned for a re-
placement cassette or disc com-
tiining the same software either to
as or dipgctly o ths software
house concerned.

3 Wae try to be as accurate as we
can with details of price, compati-
bility and “disk availabiliry, but
cannot accept lability for any
m'ﬂul:m:in.. o

OVERSEAS READERS WELCOME

Resders im the Republic of
IRELAND can order any of these

goods at the same rates as Briish

readers provided that payment is
made in pounds Sterling. If you
wish to pay im Irish pounds you

must add & [R50 sorcharge IN

ADDITION io allowing for the
current exchange rate - that's
what it cosls us o pay in youar
chegques or postal orders.

Readers alsewhere in
EUROPE must add £] per software
item to the cosi of their order.
Paymient mus!t bs in pmu.dl.

_ Stariing.

Sp,mm-.simm nha:mmum loT AA Mall Order, 1ﬂﬁnéwmd Diive, Samminn smrsnt TAN BJ‘F'

r_--- S me A

Machine owned:

1 CPC 464

Enter the programa you wish to order in the spaces below, Under PRICE you rust enter the full retsil price. ¥ you wanl mane than five items,

you should el them on = separats plece ad'p-lp-l-r

SOFTWARETITLE

Cruckis Egg » Clasgic Advariure « Wriggier -

Kung Fu+ Covenant » Devils Crawn « Alan & -

# '-'. "
iy S0
g o

MAIL ORDER FORM
........................................ Telephone no. (T POSs).....v i ceiesaiee
- A
ICPCe64 | CPC6128

Tick one of the lollowing scearding lo your FRE-DNSCOUNT TOTAL

j Under £5 J £5-9.949. | endose a 50p discount wvoucher

|_I £15-19.99. lenclose a £1 voucherand clam a free gift. [ £20-20.99.1 enclosea £2 voucherand claim a free git.
£30-40.99. lenciose a £2 voucher and claim two gifts

TOTALPAYABLE FOR MAIL ORDER (=

&g this 1ot o the emoun! payab ke on any special offers ordersd on reverss side.

- e

PRE-DISCOUNT TOTAL

| £10-14.59. lenclose a £1 discount voucher

Ovaer £50, | enclose a £5 voucher and claim two gills
PRE-DISCOUNT TOTAL minus discount): B

Now delete Irom this list the games you sleady have, and circls the ones you would peticularty lke s your fres gififs).

rharbers Dumimy Han « Everyona's 8 Wally = Amanican FooExal « Freddy - Hunlsr Klier « Laserwarp « Spiat
Pylamarama + Spannarman « Hunchiach Master Chesa - Raland Doss Digpeg = &ndromeda « Soace Hwk
Winte' Games « Doomday Biuas - Gal Deler » S000e » Alea Higong « Mareper « Alan Highway « Swisevo's Wordd = TLL - Highwey Encounter - Balman

—r e e T

————




You've read the reviews — now get your Arnold

Save £7!

This disk could be yours for just £22.95

singing!

ADVANCED MusicSYSTEM  SPECIA]

Or if you haven't got a disk drive...

Save £3.50!
MUSIC SYSTEM

On cassette at just £12.45

Qur seven-page special feature shows you what your
CPC can do in the line of music: now you can put it
into Action and save yourself pounds with this
Amstrad Action offer.

The original Music System caused quite a stir
when Pete Connor reviewed it in our March issue,
describing it as ‘a superbly executed package ... with a
thorough and very clear manual'. Since then it has
become the standard against which all music pack-
ages have been judged, and largely found wanting.
The Advanced Music System extends the facilites still
further, and ‘the main section ... looks every bit as
good now as it did six months ago'.

The package is very easy to use, with pop-down
menus and windows. You can create three separate
voices al a time. As you play, the tune appears in Full
musical notation on the screen. The Advanced version
includes a printout module for printing six voices of
music on proper staves on paper, and a linker module
that allows larger pieces to be played.

We are offering you The Advanced Music System
on disk for £7 less than you will find it in the shops,
and if you haven't got a disk drive then we are
knocking £3.50 off the cheaper Music System on

: Save chaos!

MAGALZINE

Only £3.95

You asked for them and now you've !
them. No more piles of Amstrad Acti
cluttering up your living room carpet &
getiing, sob, battered to pieces in the p
cess. Instead a superb, custom-built bine
specially designed to take 12 copies of |
and preserve them in pristine condition
prosperity (and easy future reference).

| Save £3!
3D STARSTRIKE Il

L Yours for just £6.95 on cassette

Just a glance at this month’'s fromt cover
shows you how much we rate this game. It
I offers stunning 3D space combat in a style

remuniscent of Elife, but those wector
graphics are filled in with glornious colour!
The aim of the game is to break through the
enemy's defences, destroy the central re-
aclor, and escape fast. But there are a
variety of planets, each with ever more
powerful and varied defences, each ol

cassette. If you are planning to buy a disk drive soon, Hiae o
. 1 i C which have to estroyed.
then you can still benefit as Rainbird will upgrade you e Aalanct of the galeiy: (b N

to Advanced for E'I'4. e hands. At £9.85 this game merited Master-
Whatever you've gol, this is the best way to get i game - at £6.86 it could be yours.

into music and save money at the same time!

SPECIAL OFFER FORM

Fill in your name, address and machine type on the reverse of this form. Then place a tick next to those items
you wish to order.

RIS AT,

1. NEXUS 128 5. Trio | 9.Backissues

L] Just £12.95 on Disc _| £7.95 on Cassette | Number3£1.35
| £12.95 ondisk L_| Number4£1.85
2.ADVANCED L_ Number5£1.35
MUSIC SYSTEM 6. Powerplay Number8£1.85
: £22.950n Disc D Just £6.95 on Cassette Number9£1.35
3. MUSIC SYSTEM | Number 10 £1.35
|| £12.450n Cassette 7. Magazine binders Number 11£1.35
| Lle3gs || Number12£1.35
4. 3D Starstrike 1l (Those at £1.85 include a cover
"] Cass£6.95 8. Subscription iy e
Disc £10.95 [ ] 12months £16.50
| (UK rates only - write for quotation | Yes-lwould like Issue
for overseas rates) Four for only 75p

PLEASE NOTE

These offers aré separate from the
rest of our mail-order achame. You
cannot use the vorchers on the mail-
order page 1o obmin further dis-
counts and free gifts - we've already
ever. il you prefer, you may order

any of the items on this page al their
NOBMAL FULL PRICE through ibe
ordinary maii-order scheme on the
pravioss page. Tou can then use e
palevant voucher and, if the price i
ovar £15, claim a free gift. m:wx;

{enly with other orders from

TOTAL NUMBER OF ITEMSTICKED | | 5 Perd)

TOTAL AMOUNT PAYABLE ON SPECIAL OFFERS |2 |

| enclose a cheque or postal order for this amout, plus the total payable for mail order on the reverse of this
form. The payment is made out o FUTURE PUBLISHING LTD.




OFFERS

BINDERS

These binders look every bit as good
as the magazine, and include the name
‘Amstrad Action’ embossed in blocked
Newvap Gold on the spine. Individual
magazines are held in place by being
slotted behind one of 12 wires

Loyal readers, don't delay. Request
your binder right away!

Save £3!
POWERPLAY

Yours on cassette for just £6.95

AA-Raved in this issue with a rating of 88%,
Powerplay is a game with a difference. And
if you've ever played Trivial Pursuit — this
is Trivial Pursuit with a difference too!

Like the board game, Powerplay re-
quires you to answer awkward gquestions in
order to progress. The game comes with
over 2000 guestionz built in, and new
questions can be added with its question

‘compiler. However, unlike the board
game, there iz a whole new level of
strategy involved.

Play is set on Mount Olympus, and each
of the four players plays a Greek deity.
Each player has four warriors moving
around a grid of colour scuares: the colour
of the sguare determines the category of
the guestion. Players can challenge other
players in their bid to destroy the other
teams.

It iz a great game at £9.95 At £6.95 it
should be in your collection!

SUBSCRIBE!

Ensure that you get the next 12
copies of Amstrad Action with

the minimum of fuss. £16.50 will
make sure that every issue
materialises on your doormat
without you having to Lift a fin-

NEXUS 128

EXPANDED VERSION FOR YOUR CPC6128

Only £12.95 on disk!

We are offering youn the chance to buy this
September AA Rave, especially expanded
for the 6128 machine, at a special low price.
You won't find this version in the shops, o
in any other magagine — it is available only
through Amstrad Action.

Nexus, from a new software company
of the same name, is set in the headquarters
of a powerful drugs baron based in
Colombia. He has capmred a friend of
yours, and your mizsion iz to rescue him
and break the drugs ring. You are helped
Ly members of NEX. 1S, an undercover
operation working to bust it from inside. To
break the ring you have to find the answer
to a number of questions posed at the start
of the game.

The ordinary version of the game, a=s

! Half Price!

EXCLUSIVE!
Available only
through AA!

available in the shops, has eight levels -
this version has a full ten. The original
version poses you 32 guestions — this ver-
sion asks you to solve 42! It is bigger, better
and cheaper from us!

Special offer for readers taking advantage of these pages:

ISSUE 4 - with OCEAN

cassette

Only 75p if you order any other item from these two pages!

The 116-page Christmas issue of
Amstrad Action, with Kung Fu and
Number One from Ocean cna cover
cassette, retailed for £1.50 and as
a back issus normally costs £1.85.
You can have a copy and halve the
original price if you take up any of
this month's Special Offers.

The cassstte is arguably the
best gift ever stuck o a magazine
cover, and up to the standard you

Save £2!

TRIO:

Table Test
Computer Snap!

this special price.

Trio is the first foray into
educational seas by Piranha, a

would pay pounds for over the
counter. Kung Fu has superb
animation and a two-player option;
Number One is an addictive rollerball
game with super-fast 3D graphics.

And ths issue itsslf isn't bad
either. with our usual reviews and
news, a look inside the doors of
Ocean, and plenty of maps and
game-pokes. Superb value at £1.50,
and it could be yours for 75p!!

' Sam Goes Shopping

Yours for just £7.95 on cassette, or £12.95 on disk

' If you've been looking for software 'small but lethal’ software team
to get Arnold educating your tots,
try Trio, three programs aimed at
making leaming fun for kids. When
we first saw this software we were
so impressed that we helped the
authors find a suitable publisher,
and now we can bring it fo you at

within Macmillan, which is one of
Britain's most respected names in
the world of books.

The three programs in the set
are Sam Goes Shopping (a challenge
lo even adult memories), Tables
Test and Computer Snap! {with no
cards for parents to have to clear
up afterwards). It is great fun for
kids of all ages!




THE ALL-IN-ONE ACTION FORM

This form has been created by the Save-Your-AA-From-Being-Overhacked-Department.
You can use it to register your votes for Games and Serious Software, or to send in your
Type-ins, without losing any news or reviews.

PLEASE NOTE

‘You have a TOTAL of 10 votes tor each chant to allocate
batween up 1o five prégrams — eg. You can glve all 10 to
G A M E CH A RT VOT I N G Fo R M one program of split them say 4+2+2+141.
I would like to vote for the following games:
GAME SOFTWARE HOUSE VOTE ALLOCATION

SERIOUS SOFTWARE VOTING FORM

| would like to vote for the following pagkages:
PROGRAM SOFTWARE HOUSE VOTE ALLOCATION

T7PE=INS

You can help us out at AA, and give your type-ins a tar better chance of being published, by filling
out this form and wrapping it around your cassette with a rubber band. It would also be an idea if
you send &t in a jiffy bag as an awiul lot of casseties arrive here damaged.

e e A T T S S
o 2 [(0 00 U R R e T

DESCRIPTION:

! hereby declare that the program on the attached tape is all my own work, and that it has not been
sent to any other publication, nor been published in any form, or submitted to a software house
for consideration as part of a commercial package.

S R B e G N L
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Manhattan: 19864n a vast unde rgrcr[;_nd garcge benwi_rltq Madison Lare Garden, two e @.‘d In mortal caimbat,
Thehuge cavern echéeswith the sound rﬁf clashing steel, Fbr-aftﬁm}gh i§is thle 20th centurylone Sombdtant weiglds an ancient
samurai sword, the other a brogds w;}r.'d;ﬁ”he duel isdeadiy earnest, ending only when the losaris capn'ia_twed, For theéwvictor, however,
: Jitis only one maregonquest in a drama hehas been living for450ye: :
A uniqué breed of mien fated to duel dqizfﬁ the ages to a distant time called the Gathering will Battle for the Prize -

power beyond imaginktion. The distant time is now. The place, New Vork. \
&

Highlander Productions Limited MCMLXXXVI, All Rights Reserved. TM — Trademark owned by THORN EMI Screen Entertainment Ltd.,
and used by Ocean Software Ltd., under authorisation. Movie and Media Marketing Ltd.. Licensing Agents

COMMODORE | P SN ' 88 —CCCTRUM

£3.95 N || CUSCHE | IR || <705

OCEANSOFTWARE 6 CENTRAL STREET MANCHESTER M2 5S5NSTEL : 061 832 6622 TELEX 669977 OCEA
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YESS REPAIRS!

- - #

Fauify Amstrad? . . . Send just the keyboard. DO NOT send the monitor, unkess
the mortar & also DEADY (To make sure momitar is DEAD, switch on momitor in
darkened room, furn up brightness fo maxmum and after 5 minutes switch off.
If you get a bright spol receeding, then monitor s O.K. {not DEAD)). Please send

afl items, well packed by ‘Compensabon Fee Paid” = Past, detais from your P.0O,

)

AMSTRAD. .. WORD PROCESSING AMSTRAD REPAIRS BBC REPAIRS
B25E WORD PROCESSOR SYSTEM 430,00 TASMAN: BETWEENE] 4 and £55 BETWEEM E14 and £45
:ﬂ-‘: m‘ﬂ HET“EEESH%:‘_ SYSTEM 540,00 TASWORD a4 19.9%
. N MONI TOR 29900 TASWORD 464 _ DISC 24 95
6128 1280 + CTHGAL COL. MONITOR 39800 TASWORDE!ZE 24,95 SPECTRUM REPAIRS ﬁfmggﬁ%
AL AR & CTES SEEEN MOMITOR 199.00 TAS SPELL 16,50 BETWEEN E5 and £20 FRIN t
A6 B4R + CTMBAL COL MONITOR Z9R.00 TASPRINT 5.90 ETC.
DISCORNVE + INTERFACE (4641 155,95 TASCOPY .50
R T B st e ¥3.35 GEMINI BUSINESS & ACCOUNTS COMMODORE
R 2995 CATABASE (4646646128105 25.95 REPAIRS BETWEEN P e e 2t s w0 st e s
DATABASE (45U8E46128)CASS 19.9% £14and 35 ard negune & FREE ot charge AND) re‘nod the peatage
.HH mt'm“ﬁ’” 45.55 GEAPHPLOT (4 Temmi 2 Tl B EeSY T eaa
A5232 INTERFACE (8256) §7.05 o el er e =
™ GRAPH PLOT (4545648 | J1CASS 19.95
SPEECH SYMTH + SPEARERS 2935 QEPORT GEN (4646641 28) DISC 25.95 il T
AMX . .. REPORT GEN (464066461 28] CASS 19.9% Ta provde Whie. LWl Serace Fior AVICE & NELF ) have cOT BCOSS B A (Rt will e
AMX MOUSE [4B4%8] 18) 6995  HOME ACC 4646546 | 28] DISC 35.95 RRST— e Bhar wniling io schese you &9 1o Fos 10 ey wour
AMXUTILITIES 19.98  LOME ACCI4EAEE4S | 201 CASS 19.95 With Enbarmaional repairs and dscounts for Serods B B T A
AME PAGEMARER 49,95  CASH BOOK (46466461 28] DISC 8595 e ey pon st uﬂ:hmnwm m"""’.’..:":”m
AME 3D LICOM 495 CASH BOOK (45486461 28] CASS 59.9% FIST - peetasty| m’ﬁ"ﬁ:'ér cures”_ Phil Roge, ‘POPULAR
MEMORY EXPANSION FIMAL ACC (4646646 ] 278 D4SC 6595 To: prowide inzarec/Recorded Delvery o0 return mwrmey COMPUTING WEEKLY, IANLARY 1085,
GAK MEMORY EXPANSION (464664 49,95 F!N_AL ACC (AB4664.8]1 TH) CasS 59.95 =T .t -
256K MEMORY EXPANSION (4547564 99.95 DATAGEM BISE0ISC .95 with LOW CHARGES (= ¢ £3 for weybosed lauls) For (W MRICES Wy Ccompuier biew recealy | ook 10
256K MEMORY EXPANSIOMN (6] 78) o5 58 L'.-UHPLETE ﬂ'FFlCE S-UITE BLARCEMF v g o B mirg. and dor e e 10 ey
AN SILICON DISC (4E4.664) 395 DATABASE Fﬁ“" R e s, “Chusd-up, and bindegly sficent!™ COMPUTER
FR6R SILICOM DISE 18128 99 35 y o PROFESSIONALIEM + L0 L COLLIMN, "8 HEATONS (IGEST éol | Ma 110
DX TROMIKS LIGHTPEN + I (458.:654) 24.98 MINIOFFICEN |m.m:um[.ass 14,95 Banclaic Unet’ spos o, MUANCDRIP sesmad e moal iy
NN DFFICE 0l (46850646 1 28) DISC 19.9% rfEssonal when 1l Came io Bowce nd 8 Relpd ol S ete
m‘lS‘Tlcm PﬂlﬂTEHs AUGUST 1988 P e MEEETY ':m#w-rr"_wcmmq
AMETRAD SINGLE JOVETICK 9.99 KO EP I BAACRC PRINTER FOR AMETRAD 240,00 - tride? et regarnd WihE-LU-WRS QU engneers doat
CHEETAH | 25 JOYSTICH aog °F GOOLPC . - Saaprmsr iz 3 hace roo e reihung wenng e vl
For SFEED. . “Dine e, ot least, coan asundy o8t gty o g
m“uuluHMS SRS MRS 'Dver the coumler” e 45 momy Baed o T -
PACE Aites Mignshester BUAMCOMIS Cin ofer weusl 5 Srguatdy the leie - AL e
T 3152 - M8 BricEs Mehuly W turround in the bupnats. 3 personal caller;”. 'CRASH ;ﬂmum::.mlw.l;:w::
SERIAL 'NTERFACE Te.06 Software orders add L 1,80 P&P. Magarne, FUME 1955 i
COMMSTAR + INTERFACE itiz.35  Hardware seders sad £7 .00 per term PLP
COMMSTAR + NIGHTINGALE 15094 Joystcks acd £1.00 PLP. —~
COMMSTAR + MIGHTINGALE = 1% 172.50 "" AN ' MY 210 l
WF TONIGHTINGALE CABLE B62 SEN < " R, L i ﬁ\ l £
S VA P ¥ R\ K SIHEE o

W13 3UP.

AVAILABLE NOW PC 1512 PHOME FOR PRICES.7

Eaupe
AT FOOTRALL e Tt . . BTy
i R T A AR e
Pow BEYHRD LOAGS OF MIDHIGHT '
ML ENCFRC INTERRATHINAL SASATE . : ::
3-@ EHOPPER 1010 G985 || Swreon wh om0 1498 o e P R YT T
8 ERAGE FRA ANDAHET, NI REPDRT GENEPATOR [i B 4ot e L T e T T T E—
.m LIV GEMIM  DATALLASE Gl CHAT COMBO PACK.. 3008 7RSS PROMESGE.. ... .. 2L95 1704
. TS APABOFT UNDOASTANDAS RS Th  BADE CATABASE..... SO0 BB PR TERT R
AMSOFT WUKTER MILLER 1095
BLECTRG AUEDFT WASTER LHESS st oo . N || scnupmpiomer taes 685 Tapeoecdt... ...
HELAND ﬂw G T = g S R — i S  ——
msmmﬂ AT wOME PUs AMSTRAD PAFK f
%n w“""’ :ﬂ*"*:"ﬂm .A".iﬁew toa kill
MMESSOLE RAFROF the Tascoey er—————i T -
ALTN A (a0 s s smazacx @ Friday the 13th ST W &1 Tmcovean ST et
AT TSR ey :‘u'ul.nhmwmm ® Code Name Matt (I e 1 e e o I 1AM 30 cuckoati a1
8 oF Ecns oL 30 SPATACER @ Handicap Golf o AT 1008 835 LAERCOMmER . IRSS 1485 NamoERRiAREL.o ILNS 1188
SPACE S DneaRex FRCAY THE 17  On the Oché TUTAME T35 LASEMCOMMUEA (BRAL_ 3484 VRS MeoeekaDed.L8S 14W
CRATY GOLF MARFROR VMM Dl nine cne P& Plinsluded. Overssas ortiers acd TSp per fem. Mad ordier only.
WD STAMMGLE LODP
F B SR eTestMachorcke R e e
LASED wide 0, ::En:'l . . DISCOUNT SOFTWARE, 1.2 R, i ,CM18
JESTRO ATEAGH L e il o
HALPWTERD) DK S Fi-L] i
ST MARKET AT GARNG PO DRVER
CLASEIE AJMENTIRE Wi ALENS
20 WADERS. (LT SARRE WELF
COE MAME WATT W LB O NS DS
BUAGER ARG BHOT
MR TED ETRR PORER N THREE WE R W PAANT
LLEXY FRLITS

£t
5t
i
;

AGEF i
Ambyte............. CHIGRERS - |

L LRI - |
Arolasof.......oeens =487 Rainbird.....coom e e eeea10=11
Cheetah.......cccominenn B8 School Software..........28
DOMEArK. .. s ssrsmmesesised Screens Micra.............38

:
-

i
Ei

i

Electric Dreams..........18,63 Shekhana........ccccneen. 38
Evesham Micros......44 Siren Software............28
Hﬂld EEERELE e L T e L] ] l’ac so“ In"-ight.

| erchoie cheauesPO. for panyalie to AGF Clract B Gargoyle.......cioumen 23 Superior Software......86
s s 85 5 19 10 8 Goldmark Systems....40  Telecomsof............lBC
NAME Gremlin Graphics.......64,65 e FC, 30, 52
ADDRESS Marlech.....cusmsmns e 20, 78 83
7 Mirrorsofl.........cuunn17

. POSTOODOE
SIGHNATURE _DATE_____
COMPUTER: Tlaphone €243 23337
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HEARTLAND
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ML ES 01-379 6755 s

01-240 9334 @ COMPUTER GRAPHICS 1TD.
SIERNATIONAL 44-1-379 6755
FECTRUM 48K- COMMODORE 64/128--AMSTRAD/SCHNEIDER
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- lf}ﬂ‘.‘lﬁ haven't al ed itinthe
in for areal surprise = ifyaufiaye then you'll be

WOlr micro,. | i
ichine if you've got whatittakes to put -
&M up and his fire-pc \Creases —
Delieve it! : SN
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