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HOT REVIEWS 
50 Elite. The massivelô ĝsmeavaiWie'aj 
Arastrad Expicr* shoo: trade and 
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36 Nightshade. I wouldn't like tc be inSabreman's 

5hoes - those mutating monsters are mean. Pretty houses though.' 

48 Sweevo's World. A wacky new departure for 

Ga: goyle. Stunning 3D graphics, oodles of humour, bags of pu22les. 

4 8 T L L . Have you over seen the like of this scrolling? No, you 

haven't. Vortex swoop down with another wmne: 

54 Barry McGuigan's Boxing. Bazza 
knocks hell out of numerous opponents. Great graphics, great 

animation, great fun. 

FEBRUARY SPECIALS 
28 Tape-tO-Disc. If you want to get those meca-

games ::. :o disc and load them quick, read Joseph Winchester's 

survey of the available utilities. 

74 Durel! 
land, Dureli are coo; 

to have a look 

64 Impossible Mission. Previewofthehctand 

challenging game from US Gold. 

84 Strangeloop - the map! Amassive 

undertaking z . - pped the latest Virgin mega-mor.ster-

game. 

14 Home Accounts. You ve got to keep track of 

those pennies somehow 5e: tram Carrot - our man with the keen 

eyes - looks at software a: a >. ms to help you do it. 

80 Obsidian - mapped! The ms and outs of 

Artie's engrossing game. 

JUICY OFFERS 
96 Subscribe. OK so it's 1986 But we re still giving you 

the chance of getting your hands on our Christmas subs offer of two 

FREE US Gold games when you subscribe to AA. 

86 Grab a Gremlin. 25 pairs of Monty and 

Profanation are up for grabs in this groovy competiton 

93 Special Offers. Massive savings cn Elite and 
Graphics Adventure Creator. Go for it! 

Great prizes $j|jpf§§ 

tfardttghdUr map of : 

T 

• • • • 

[ C v > 

rj •4 

3. 

72 Win a disc drive! Incentive are offering you the 

char.ce of getting you adventure published - as well as getting a disc-

drive in this ace Pilgrim Comp. 

ACTION REGULARS 
6 Ed-Lines. The ed blatherson. Pius some very important ffi 

announcements r ' y 1 

8 Re Action. rirst letters of the new year Ail human life is 

I here. 

12 Amscene. All the news that's fit to print iromthe 

Amstrad scene. 

K ' 14 Serious Software. There's such a lot in it 

f ; Home Accounts, Business Accounts Laser Basic. Sprite Generators. 

30 Type-ins. Another great listing This prog makes 

Arnold a powerful music centre. 

35 Action Test. Page after page of our detailed and 

colourful game reviews 

62 Voice of the People, YOU ten us what YOU 
think of the games we've already reviewed. 

66 Adventures. The Pilgrim gets to grips with Level 

9's iatest and brings the goodnewsof Infooom's arrival on Arnold. 

78 Cheat Mode. Fair means and foul to get the most 

out of your games. 
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90 Hot Stuff Mail order and special offers. Buy £15 of , . 

software and get one game FREE. 

92 Readers' Charts Your favourites in the worlds 

of games and serioussoftware. 

93 Forms. The all-in-one action entry form 



BRUCE LEE BOUNTY BOB 
STRIKES BACK! 

BEACH-HEAD 
Multiscreen 3-D Arcade Action Twenty secret chambers to explore 

Unique multiple player options 
Twenty*five Levels. 

Multi Channel Music. 

Dual Joystick Capability. 

"Bounty Bob Strikes Back" is the sequel to 
"Miner 2049er' which was a huge succcss 
on the Commodore 64 and Atari 
machines. Now on the Amstrad. this ver-
sion features Bob's toughest challenge to 
date and he needs your help more than 
ever before to guide him through the mine. 
The mutant organisms within have multi-
plied and over run the mine entirely, 
making it extremely difficult to survive 
the hazards of the underground passage-

Dazzling graphics and animation 

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

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

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

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

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

U.S. GOLD ON THE AMSTRAD*- ON 



RAID! 
Gripping Arcade Action 

Multiple 3-D Scrolling Screens 

The scene is one of World-wide conflict. 
The only hope of saving the World from 
nuclear annihilation is an attack by stealth 
bombers on the launch sites. 

As squadron leaden you must lead your 
t roops on a virtual suicide mission: knock-
out the launch sites, and proceed to 
the command headquarters-Armedonly 
with the weapons you carry, you must 
destroy the defence centre and stop the 
attack! 

DAMBUSTERS 
Superb Graphics and Sound 

At 21.15 hours on the evening of May 16th 
1943. a flight of specially prepared 
Lancaster bombers left R.A.F. Scampton 
for Germany. And so. one of the most dar-
ing and courageous raids of the Second 
World War was underway. Now you have 
the opportunity to relive the drama 
and excitement of this famous action via 
your Amstrad computer. You will take the 
pans of Pilot. Navigator. Front and Rear 
Gunners. Bomb Aimer and Flight Engineer 
as you play this authentic reconstruction 
of the night's events. The multiple screen 
action is complemented by a compre-
hensive package of flight documents and 
authentic material from the period. 

IMPOSSIBLE 
MISSION 

Game of the Year 1985-

British Micro Awards 

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

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

passwords from the code pieces, or try to 
solve them yourself. You'd better 

beware This mission is stamped 
IMPOSSIBLE!" 

U.S. Gold Limited. Unit 10. 

The Parkway Industrial Centre 

Heneage Street. Birmingham B 7 4LY. 

Telephone: 021-359 8881 Telex: 337268. 

GREAT GAME AFTER ANOTHER! 
'All scrccn shots as seen on the Commodore 64 



Amsttrad Action 
Valeside . 
West Street 

Somertoft . M 

Somerset TAU7PS 

Tel: 0458-74011 

(This js; tfe address for all 
editorial matters and for sub-
scriptioRs.:. got for 
advertising • |§f?| 

EDITOR Peter Connor 
SOFTWARE EDITOR Bob 
Wade 

ART : 0r rOR Trevor Gilham 
A^ f e f ^NT / m EDiTOR 
George Murphy 

AND 

Off 1001J 

PUBL : I Chris Anderson 

PUBLlSHEgf # p j A N T 

Diane Tavener 
K̂ *1" CAM? 

Alan Towler 
3592) 

7 WU- l GrWN 

^rHVAHAKAHA; 

ions 

CGMtOrteALL \ 
AHSTttA© 0S64S-J 
V- AUtKA"*'" I 

v/e .V/v; 
wrn B54 Jof 

DISTRIBUTION: Seymour Press 
WSr-prton Road 

jwvieb. 
\ C«scy«TK 
\ viArreS-fcr 

r Future Publishing 19 

r 
, wfrVT "TO AU. 

6 FEBRUARY 1985 AMSTRAD ACT 

Is it a bird? Is it a plane? No, it's 

Sugarman*. The greatest exponent 

of home computers the world has 

ever known. 

Here's the first instalment in 

what could be the long-running 

story of Sugarmaris adventures in 

the world of computing. It comes to 

you courtesy of S.Sarkar of Lon-

don. You can also read a letter by 

the same person in ReAction. 

Dear Readers, 

You might notice that this first issue of 1986 is just a trifle slimmer 
than the last one of 1985. Well. Christmas excess has to be trimmed, 
as a million new year's resolutions will testify - but we hope to be 
back to a whopping size again next month. 

Our new year resolution is just to get better and better with 
every issue. Yes, I know - you're wondering how AA could poss-
ibly get any better than it is now. Well, 'brill, fab, groovy' etc. as it 
already is, we think there's still room for improvement. And the 
people to suggest it are yourselves. So please keep the letters 
coming in 1986. We read them all and really do try to cater to the 
needs of the Amstrad-owning public. 

Our cover this month features games because we think 1986 is 
going to see a breakthrough for Arnold. No longer will you have to 
wait for conversions: games will be developed simultaneously on 
the Arnold and other machines. If not before other machines. 
Needless to say. we'll be bringing you all the latest news and 
reviews from the world of games. 

Other sections of the mag will not be neglected. But remem-
ber that Type-ins, ReAction and Voice of the People are all de-
pendent on your input for their success. The more you write, the 
more we can print and the more you'll know about how other 
Amstrad owners feel about the scene. 

It's undoubtedly going to be another big year for Amstrad -
rumours abound that new machines are on the way. With your help 
we're going to make it a big year for Amstrad Action as well. 
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Beat the clock 
Subscription 
Games Shadowf ire sorrow 

C a r t o o n s - a g a i n 
Bags and bags of humour came in. 

These cartoons have had us rolling 

in the aisles. From the vast number 

we've so far chosen one draught-

sman to draw for us - Kenneth Fee, 

a student from Dundee.(Sorry 

about the rhyme). Ken's an 

Amstrad fan, so he really knows the 

scene. His work will be adorning 

our pages from now on. 

stabulary axe not in evidence. 
From the back of the car 

comes a string of bizzare 
phrases: '20% cyan here? Yeh, I 
think so. Does this tint go behind 
the logo? Of course it does." With 
minutes to spare the car pulls up 
at Castle Cary BR. Figures tumble 
out and rush into the officc with 
the very important parcel. 

Mission accomplished. But if 
the cover of this issue does hap-
pen to look just the teeniest bit 
strange, you'll know why. 

9.34 p.m. on a December night. 
The AA deadline for colour 
pages looms. Will the cover get 
to the railway station in time for 
the 10.00 p.m. to Bristol? 

Thc oc :tor screeches to a halt 
outside the offices in his clapped-
out Mini Clubman (to be distingu-
ished from the publisher's 
clapped-out ford Fiesta). Into the 
back leap George Murphy and 
Trevor G;iha~ clutching the 
cover, a torch and a variety of 
pens. The car speeds off, cutting 
corners. screeching round 
bends, overtaking hay-wagons 
as it does its top speed cf 35 
m.p.h. Fortunately, the local con-

There is « lav.' about producing 
programs which every software 
development manager should 
paint or: the wail opposite his 
desk. It says 'If a programmer 
thinks his program will be fin 
ished in a week, allow two 
months. If he says iT"11 be done 
tomorrow, allow two weeks. If he 
says it was finished yesterday 
chain him to the table until you've 
satisfied yourself tha: "he :hir.g 
still isn't riddled with bugs. 

Such is the way of pro-
gramming All cf which is tc say 

that two of the games in our lates: 
subscription offer have been fur-
ther delayed. Impossible Mis-
sion, originally due our early in 
November might not now be out 
until mid-January And Dambus 
ters could even be delayed until 
February. Anyone who ordered 
one of these games and therefore 
hasn't yet received his parcel can 
write to us or ring us and switch to 
one of the other four US Gold 
games in the offer, all of which are 
available. 

Bad news for people who took ad-
vantage of our Beyond games 
offer but are still waiting for Shad-
owfire it's now not scheduled 
for release until March, and, 
judging from experience, could 
come later still We suggest you 
take up the offer included in the 
letter we sent to you offering you 
another game instead - for 
example one of the US Gold 
games Raid, Beach Head, Bruce 
Lee or Bounty Bob Strikes Back. 
Alternatively you can have your 
money back 

Number J 
h i t s t h e t o p 
The Christmas issue's cover 

cassette has gained a lot of fans -

apart from yourselves. Number 1 
in particular has been grab-

factoring people all over the 

nation. One of these spaced out 

roller-skating freaks is none other 

than the editor of another 

Amstrad magazine, who 

confessed to us that he'd been 

playing it 'all day long'. Yet more 

proof that Amstrad Action 

refreshes the readers that other 

mags can't reach. 

W r o d p r o c e s s o r ? 
Computer Trade Weekly just goes 

to show that even the world's most 

popular word processor cannot 

word off the evfi eye of typo-

graphical error. Here at AA we use 

Wordstar to write the magazine. 

As regular readers wUJ know, there 

are no tyopgrciphicia errors h«re. 

Piocket Wordstar is 

available in several languages 

and retails at £119 (inc VAT). 

typed 



Grunt ted 
After reading issues 2 and 3 ot 
Amstrad Action I am., malice ^ e 
newsagent, distinctly gent led 
by youi magazine So ttiuc^i 
tha« I have accepted your' Chris* 
:mas Subscription offe r, en?<:<r«d. 
the competitions and, enclosed a 
cheque for £1.30 which t trust is 

posting torn? a copy of 1 

this and I don 't even own a home 
computer yet.-'- soon to be" recti-
fied tbe purchase of a GPC 
6128. .-T -. 

However. . no«-.:. 
ownership has endowed me with 
<i certain objectivity wnen' view-
ing. the heme computer scene 
and I have noticed that the 
' spreadsheet: ; syndrome" is 
rather widespread-this is where 
an g&ofesses an interest in 
only-the serious side of comput-
ing simply because they are too 
en^arassed to admit to them-
selves that they have bought their 
machMe fbV its entertainment 
value. 

Similarly with the 'plain 
brown wrapper ayndrorae'; ^ 
why be ashamed of having an n p 
dependent enough .nsihd 

that oi your friends and • 
accuantainces? 

" The largest slice of the soft-
ware market, by far, is for fun. so 
come on - let's all admit it and 
enjoy while it lasts They-llsobn 
enough be- running our centra.! 
heai|||§ putting die cat out and 
iockrng up at night for us, 

approach to the fun side of com-
puting; that I appreciate. 

Gritidsm^ dl'your magazine? 
Not really - still a few printing 

paper is 
that famous printing error - The 
G f ^ t f ^ ^ the worse 

mmMM 

Ideas fdx ftiiureissuesr 
once _ you've 
yourselves?perhaps a regular 
column by some 

: with an original,. 
mg< b u m ^ l b l all perscmaj&few 
of the heme Computer ind ustry m 
general' t'm&ure regular cohtd- | 
buttons by a lady would alsoprik. 
vide a. refreshing viewpoint Ffo-: 

tiatom a monthly 
index etf software and ha rdwa^ l 

: reviewed to date giving page 
a^d issue.Jn which reviewed 
along wttfeiispithy verdict its 
merits or otherwise \ 
: : ' f vmh you ̂ yei y success and 
look forward to being enter-
taine$ py, {and informe&i^ 

Finally may 1 apologise for 
length ofe this- rstesiviet S 
grown almost without my notic-
ing; rather like rhe weeds in my 
garden. • ' 

PGWorral l 
Ayi 

No need to apologise about the 
length: Mr. Worrall we were a 
bit short anyway this month Seri-
ously. though. I feel you have 
done a service to medical 
scimcd $>y identifying two of the. 

viriilen? oo&pvterrreiahgd 
diseases, namely the 'spreadsh-
eet' and opiate brown wrapper' 
syndromes. What, we ne^drfow:^ 
some kind of cure K&p wfc^l 
the Amsirad Actionsperhaps | 
I'd be interested lb hear from 
anyone with ideas on the subject 
As'for that erudite, anginal. 

amusingrim, I'd lov&id rtftlef. 
hM. Or her Bui where is ha/she 
Tou wouldn't happen ftav© 
someone m jmnd, would you* , m 

Finally, you hav$ ifif 
secret. The typographicalerrdm-
in A A are based on those tc 
Grauniad, which is the paper we 
all read when we can t get The 

Second to None 
In these hard times, myself being 
out o: work and with an Amstrad 
464 and numerous software to 
support. I had tc write to air my 
views and try and capture your 
poor little country hearts. Your 
mag is the best tiling 10 hit the 
streets since the Sinclair C5 I 
hope you're outselling those 
contraptions. 

Your selling power after all 
is sccond to none and led me wi 11-

ingly to subscribe no: easy I can 
:ell you - but it did have a little tc 
do with freebies, and of course a 
little with the mag. Although I did 
held out until Issue 2 before writ-
ing out the cheques. Yes 
theque(s) in plural. I also bought 
other ycodies. 

Now to my grievances. It an-
noys me how software becomes 
dated in a matter of months I 
know its a fast r.c-punches-
pulled market, but by the time 

This month in your super s o a r a w a y Amst rad ReAct ion a 
very 'grunt led' Mr. Woral l of A y r alerts the w o r l d to the 
presence of t w o horr ible new diseases connected w i t h 
computers. Mr. Woral l w i n s a tape for this noble publ ic 
service. A n y readers w i t h more in fo rmat ion on the matter 
- or suggested cures - should wr i te in immedia te ly . It's 
your duty ! 

The other w inner of a tape f rom the Amst rad Act ion 
mystery selection is Betty Ware of Dorset, for reveal ing 
her feel ings about the mag and its editor. Letters in this 
ve in are a l w a y s we lcome, a l though w e can' t promise 
that m a n y of them w i l l be printed. 

Remember - if you ' ve got an op in ion about any-
th ing in the magaz ine or any th ing in the Amst rad wor ld , 
then get it d o w n on paper and get it to us. ReAct ion is for 
YOU. 

Send your missives to: ReAction, Amstrad Action, 
West Street, Somerton, Somerset TAJ 1 7PS. 

I've saved and bought a piece of 
software it's nearly out of date or, 
to quote you 'an oldie' Take Py 
jamarama and Beachhead or my 
firs: and only true adventure 
Message from Andromeda. 
Three of my games were acq 
uired only 6 months ago and are 
already oldies. Maybe it's 
because 1 m a latecomer or the 
market's moving too fas: There 
are advantages in compilations 
for Christmas and disadvantages 
in that we, :he customers can't 
keep up. Eventually things must 
slow down or come to a horrible 
grinding halt, but I won't be first 
to say, stop the roundabout, 1 
want to get off' 

Amstraa Software is catch-
mg up ana by '.he end cf next year 
w. .: overtake its rivals in the soft-
ware stands in the shops Going 
oil one shop here (Boots) the 
Amstrad display was nothing 
short of pathetic at firs:. 6-8 
months ago, and I wondered at 
f::st had i done the right thing. 
Now .t shares a full side with 
Spectrum, with Commodore on 
the other side Wo Ammies are 
already equal in Software terms 
toSpecccies, ahead in hardware 
but them Commies are going to 
take some beating, so hold on to 
your joysticks, we're coming up 
fast or Bust 

Albert Rackstand (Nom de 
plume) 
Lymm. Cheshire 

The software market certainly is 

fast-moving, you can't really 
expect a game of 19S3 to bear 
comparison mth a game from 
1935. and you can 't really be sur 
prised if a game you bought six 
rnon ths ago an d have played a lot 
no longer interests you. On the 
good side, you are absolutely 
right, Mr .Nom de Plume 
Amstrad software gets better and 
better. 

Poke plea 
I really like your reviews, and es-
pecially Cheat Mode Could you 
please enlighten me on how 
people find out how to cheat 
games by entering pokes to give 
them infinite lives etc.? Hew do 
you know which kinds of pokes to 
use. how tc enter them, and how 
to know what the pokes do when 
they have been entered? 
Jason Stanway 
Biddulph, Stoke-on-Trent 

There's a piece in Cheat Mode, 
this month explaining which of 
two methods to use when enter 
sng pokes it should make life a 
bit easier for you. Unfortunately, 
there's no easy way to learn how 
to poke games. A certain 
amount of hacking is necessary 
as well as a certain amount of\ 
knowledge of machine code, j 
Then you need a disassembler to 
rake the program to pieces and 
find the relevant sections. 
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Sherber t founta ins 
Many congratulations on produc-
ing a lively, friendly magazine 
must be all that Somerset air (or 
cider). 

Your Good News/Bad News 
summaries are very useful but 
your reviews (e.g. on word pro-
cessors) are too short. Could you 
write an article giving the fea-
tures to be found om word pro-
cessors. and an indication of 
which programs have these fea-
tures, possibly using a table? 

Another plea, for those 'ol-
der' readers who have young 
children - could you review 
educational programs? 1 suggest 
you equip your reviewers with 
lollipops and sherbert fountains 
to put them in the right mood. 
David Griffiths 
Nottingham 

Yes. it's probably th e cider A no 
thei article on word processing 
is ni ithe offing, as is an article 
covering educational software. 
But we don t really need stimu 
iants to put us in a childish mood. 

6 6 4 Dodo 
Please do not say 'Oh no not ano 
thei letter slamming Amstrad' 
even though it is Amstrad MUST, 
at evei y chance, be reminded of 
the sudden change from a com-
puter tc a dodo so that they do not 
make the same damning mistake 
twice. 

L'veryone has 'slagged' 
them off for this and they have 
done nothing about it So I wi'.i put 

I an idea forward, and see if they 
will consider it How about offer-
ing a trade-in' for those stuck 
with the dodo who want to up-
grade? 

It seems a pity for a company 
that has brought out great com-
puters to let itself down in this 
way. Ccme on Amstrad, you can 
do better! 
Keith Patient 
London El7 

I'm sure a Sot of people have 
thought about trade-ins - but 
Amstrad don 'r seem to be inter-
ested. Perhaps the new DK 
Tronics expansions will help? 

SOfia-/, TH£ TEAM AR.B 

COMFB(7B«/CB ' 

frank on them. 

Advert is ing 
standards 
lam fed up with seeing ads.stating 
that games are available on the 
Amstrad months before release. 
For example, Hyperspcris. This 
game was advertised in the three 
.'une issues of certain magazines 
that i bought. Other games fall 
under this category Super test 
Streethawk 
Emmet Masterson & Daniel Riley 
Sidcup 

Companies like to put our what 
they call teasers' to whet your 
appetites. But sometimes they do 
advertise games so far ahead that 
you 're likely to have lost interest 
by the time they're actually re-
leased. On the other hand, most 
companies expect their games to 
be available soon after advertis-
ing them - unfortunately, lots of 
problems can crop up in the de-
velopement of a game, and it's 
usually this that causes the 
delays. 

A t rust ing soul 
I first read your magazine when 1 
chose it in preference to 'the off-
icial publication . I was not disap-
pointed. I subscribed to Match-
day and Hypersports, but have 
not yet received them, but I trust 
you! (1000's wouldn't!) Please 
prir.t all screen shots of 'AA 
raves' in colour and I object tc 
Gareth Knight's suggestion of 
plain brown envelopes - lie 
should be proud of his Amstrad. 
However, living 'oop North it's 
difficult for me to gel to London 
for the computer shows, so it 
looks like I'll never bo able tc 
meet you! Look forward to re-
ceiving the next 11 issues. 
H Astley 
Bolton 

Wc U send out the mag in the 
plastic wrappers when we can 
get hold of them. Otherwise, I'm 
afraid, it's those plain brown en 
velopes. But they will have AA 

Really Bad 
Firs: a bouquet, then a brickbat. 

My son is thrilled with 
excellent mag, stating that 
'really bad', which translated into 
big people's talk means really 
good, and is worth every penny 
he screwed out of me. 

Now the brickbat. I 
two of ihe special offer 
when I sent off my subscription 
after the trial issue of the mag No 
0. The mag drops through the let-
terbox, good as gold, bu: so far 
no tapes, which by the way were 
Matchday and Hypersports. 1 
would be grateful for a Sherlock 
Holmes investigation into this 
lapse. 
Mr D Foster 
London SE19 

Are you sure you ve got the right 
magazine Mr. Foster? As far as I 
remerriber we didn't produce 
anything as strange as a 'trial 
issue0'. We did though offer the 
two games you mention. 1 won ! 
apologise here - you'll find that 
on the Ed-Lines pages but I will 
say that the h'ypersports debacle 
has caused everyone a lot of grief 

to ourselves and Imagine as 
well as to subscribers. If we could 
afford to employ S Holmes we d | 
have him on the case like a shot V 

Brill, fab , g rea t 
I have read through the last 3 
issues with great enthusiasm as I 
have yet not got my super 
Amstrad. Your reviews are very 
much influencing my choice of 
games and as 1 have heard how 
good Beachhead and Raid are. I 
have written to your Christmas 
subscription offer. And finally 1 
would like to finish off with these 
last few words: Brill fab. great, 
keep up the good work Yours 
enjoying the mag. 
Jeffrey Hewitt 
Castleford, West Yorks tvHO £<j£lt SOCAtC V/A-j 51 

T o o " t i n B a r b e r 5 b o p 

H©\A/ ViOOLD foo) 
UICC youfe-y — 

L£\jEfiT PflfiJCUK, EtLttfb.L.ONOOH. 
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T r a n s f e r r i n g l f i w i ! ? f i # t o d i s c 
J do not know whether this letter should be addressed jqReAction or 
C^eatMbde! I refer to the free Christmas tape with issue • 

-fltevujg.played both g a m ^ I found KmgFuM4 the b i g ^ e r ^ l ^ b 
factor' but. sadly, with the same old problem if wouldn't transfer to 

tcould understand me need for protection if it v m being 
when it's free. I half expected to find conversion details some£he*& 

: ^ f h e m a g ! ! -M / M " • 
R Here is one method of t t anaen ragK jwp f i t t o t i ^ ' f l i g | p 
iy'Hace disc in dr • ve and ensure ;r has at least 40K free.' | |||p 
2. Place tomgFumdatacorder , | 
3. Type in and iRIfN the following p t o g s s ^ ^ ^ ^ M ^ ^ ^ ^ ^ ^ 
IOMEMORY i \ & & ^ - | 
20 jTAPE.IN 
30LOAD''lLO/.DERr' . > - " f ' 

40CALL&88B8, f 1 , 

$0 LOAD'' •'LOADER?.'' 
70 SAVE' *LOADER2" $,&88B8 ,&32 
80 POKE &88C3,3cC9 $ MM M l l f 
90 CALL &88B8 1 ||§| % , , „ 

lOOSAVB''KUNGrO'|8.&1388.«c7^i0^^^ V I £ | 
This will automatically transfer all the required parts of KunqFu tc 

4. Now type in the following porgram and save it as''KUNGFU''; 
JO MODE 1 :£NK 1.24:INK 2,24 

20 M E M O R Y 16503 
v 30 L O A D ' ' F U S C R E E N .BIN", 16804 

|30 MEMORY 493$% : $ 
>60 LOAJ&|pADER2.BINMl p 
70 LOAD1 'KUNGFU. BIN'' 
80 CALL 4B8C3 ' 

Weekly wish 
1 enjoy your wonderfully refresh-
ing magazine so much that 1 wish 
it would ccme out weekly instead 
of monthly! 

My favourite section is 
ReAction where I read all the 
varied, amusing and totally inter 
esting views of other An.strad 
users. A big congratulations A A 
as the' 'New Kid in Town ycu ve 
certainly made a big irnpac: 

1 have only recently caugh: 
ihe computer bug and pian to buy 
the Amstrad 464 this Christmas. 
Thanks to your great mag I'm 
now fully satisfied that I've made 
the righr choice. 

As a novice I really can't 
think of any suggestions for your 
mag. As far as I'm concemod 
you 've got a very interesting and 
informative magazine that spel.s 
success in capital letters! I just 
hope this won't give yen a big 
head and jack up the price! 

1 know it's rather late to send 
ir. the AA questionnaire which 
appeared in your firs- issue but I 
thought you might still want :o 
know what your readers think 

about your magazine. So please 
find enclosed the A A question 
naire to which I've ccmplcted. 
Oh by the way, ignore those jibes 
about the spelling mis'.akes in 
your mag Even The Times can t 
get them right sometimes'.!! (I 
know because I read The 'rimes.) 

Lastly, A A, can you enlighten 
me why software for Amstrad is 
more expensive than Spectrum's 
or Commodore's? 
Ronny Sin 
King's Lynn 

Weekly?! Do you wan: ro drive us 
to a premature collective grave? 
IT'S only the massive doses of 
local scrumpy that keep us going 
producing a monthly. V/eekly? 
The mind boggles 

Disheartened 
I am a disheartened Speccie 
owner, dog sick of the pitiful 
Beep' sounds and the ugly-
graphics. Recently I have obser 
ved all the home computers on 
the market and without a doubt 
think that the Amstrad was the 
best for the money and other 
aspects. 

The problem is though I 
haven't much money All 1 want to 
buy is the CPC464, with a modu-
lator to fit the telly, but with no 
monitor. I understand it can be 
bought on the market without a 
monitor, but I don't know where. 
Seeing AA I saw the ideal oppor-
tunity to ask you and your re 
aders for ar.y ideas to help my 
current situation. 1 want to spend 
around £150 but haven't 3een 
what I want in the shops as yet. 

if Amstrad owners have 
knowledge of my crisis, maybe 
they can write in. 
Stephen Penn 
Ramsgate 

We don r know of anywhere you 
can buy the computer without the 
monitor but the 464 with green 
screen costs only £199. The TV 
modi:Into: is £14.95, so maybe 
ycu 11 be able to find the extra SO 
quid from someone Parents are 
jeuerai ; y a good bet. 

tAor i i fca^ 
op op&l 

r Z A $ o r > a 

price. d&ereJ 

A meaningless 

H | | M - I 
Having )ixsi bought m^&rst com-
puter at 26 a CPC464 and DDI 1 
tried all the a v a i l a b i e ^ ^ ^ ^ i ^ 
could find Seven at the. 
- or is it eight? N o f j j a a ^ e i ^ ^ ^ f 
c^|iDnestly say that 
yoiirk appealed ;|o , 
Being totally ignorant of compu~ 
t&rese it wa* race to find a mag 

didn't expect you ro fcrww ft" 
all, and yet still accepted that you. 
were not toteliy dim1 

. H ifa a Jew g ro t a-H 

^ ^ H ^ Q m i s a bit of a farce. 
tfed^ht Si was i m e r e ^ ^ ' ^ firQ .̂ 
for eomparisori^pi^^ 

e Obvjgm 
ouajy- some of theSicorea 
taken wiSSa p*n$idf 
sure that some of them s x ^ j ^ ^ ^ i 
2 . In Issue 4 you refer t f t f r a ^ ^ ^ 

from tape to disc and h ^ y c ^ | : 

that this is the shape of 
things to cqm^ esc Very good. 
But - why didn't you provide 
some means of achievmg this 

the f^^i'cas^ettelyou ^ ^ 

important groan of 
p&r* rumed the main|: 

purpose in my lifel! i ' 

m m ^ S l ^ l four; weeks 
ago and for three weeks got sb-
^ohitejpidirhere,The - f i r ^ i r ^ 

reaijy stumped me andj'j. 
spent many sleepless nights won-
^feting And theitr EurekeJ\One 
night was particularly sleepless • 
big meeting next day; boflB 

wandered to Nonterra. I was con-
vinced that the answer was obvi-

at about 3.30 a.m on Tues-
and realised 

that the cale 

A hoat f a r Toot 
Many thar.ks for a fine mag. and 
please find enclosed a cheque for 
a yeai's subscription. 

Please keep ail your present 
good features eg a minimal 
amount of listings, the cartoon 
character Toot who wanders 
around the pages, articles like 
Machine Code Cracked (m No.3) 
that actually gave you some idea 
of where to go next Please retain 
that feature in any future how to 
doit" articles. 

1 would like -.o see as much 
review space for hardware and 
"serious"' software as there is for 
games. Particularly comparative 
revie\v3 of say compilers, prin-
ters. rom boards in the same 
manner as your word processor 
review in No.3. 
Norris Riley 
Guildford, Surrey 

Senous software is going to get 
more of a look in this year but 
not at the expense of anything 
eise We're just going to make 
the mag bigger. 
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Whole lo t to love 
Love ycur magazine - love your 
style love your offers!! Love 
your editor! Love you all!! 

Keep up the good work 
what enjoyment I get from 
Amstrad Action 
Betty Ware 
Dorset 

Love you too Betty! 

The price of games 
I The first software 1 bought when f 
got my Amstrad 46-1 was 
Mastertronic's Nonterraqueous 
and Soul of a Robot Both ar e mar 
vellous, although frustrating At 
£1.09 they are amazing value for 
money, but hew can other com-
panies justify £9 10 for their soft-
ware? Particularly Amsoft with 
drivel like Bridge It and most cf 
the other software in its pack 
Granted they are free, bur they 
also se.. them (see Autumn 
catalogue) 

1 know there are costs m pro-
ducing software - duplication, 
packaging etc., but the prices are 
still too high. How can record 
companies produce music cass-
ettes for £6 when you consider 
their costs? Two months in ex-
pensive recording shidios. pro-
ducers. engineers and countless 
other things. Music cassettes are 
duplicated in roughly the same 
guantmes as software and sell 
roughly the samenumbers if not 
less in the case of lesser groups. 
So come on - cul prices! 
Declan Kennedy 
Armagh, N.Ireland 

I agree that much software is 
horribly overpriced. But I think 
your analogy with music cass 
enes is a bit wide of the mark 
they sell many more copies than 
games and so'bring in much 
more money. 

Sarcastic masochist 
Boy is your mag untidy! Your 
games reviews seem to be 
slapped onto the pages with no 
thought given to proper formatt-
ing. Some of the illustrations 
could have been done by my pet 
piranha, Bronson, with one pec-
toral fin tied behind his back 

All this means that I'm a 
masochist for sure; cos I like it. I: 
gives the mag a feeling of having 
been created by fellow en 
thusiasrs for the sake of sharing 
that enthusiasm, and no: prima-
rily to bring in the profits. Maybe 
it's due to your relative youth and 
maybe it's due to the country 
bumpkin mentality, but 1 hope 
you won't :ose this easy-going 
quality you inject into AA. 

One thing that makes me 
gnash my teeth ir. annoyance is 
slagging off of other micros. It's 
not only the letter writers, but 
your reviewers are doing :t too! 
Enough, I say! As an owner cf a 
43K Speccy as well as an Arnold. I 
can tell you that they get on well 
with each other. Each micro has a 
virtue that is lacking in the other, 
and I'm sure that is true of other 
computers. Let's have no more 
micro-bashing. It's no: their fault 
if they're trash compared to 
Arnold 

The listings are definitely a 
bonus, especially if they're to be 
utilities. It's a shame to waste 
Arnold's potential as a teacher of 
logical thinking and programm-
ing by just playing games on him. 
Amsoft have made Arnold's 
memory more accessible to us 
users, so why not delve into it 
with some m/c progs and tame 
hirn? 

Enough rambling In your 
November issue you asked for 
cartoons. Here s one from me, 
enclosed, revealing Mr Sugar s 
secret identity. Well, with all he 
has achieved, you didn't trunk he 
was an ordinary man did you? 

Good mag, team . Long may it 
nourish. 
S.Sarkar 
London, E l l 

There are a few things the art 
boys round here could think of to 
do with that ridiculously named 
piranha of yours. The oniy reason 
we're letting you escape with 
you r life is beca use we liked your 
cartoon strip. Bronson obviously 
used two pectoral fins when he 
drew it. But remember rile a 
country bumpkin' too much and 

he wins very nasty indeed. 

Gzefir 

{ftertowr) 

Good news, 
Bad news 
Good News your magazine is 
very enjoyable almost as good 
as the Amstrad computer. 

Bad News the companies who 
advertise with you are awful 1 
sent off several requests for lists, 
especially for educational soft-
ware to date several weeks 
later only one has replied. Well, 
two actually . but Shekhana did 
request a SAL. Sc full marks tc 
LCL educanonal software what 
a pity only one cassette is for 
Arnold at a princely sum of £24'! 

Please could you remind 
these other companies that not 
replying quickly to requests will 
lose them orders. 
Mrs Adams 
Sevenoaks, Kent 

It sa bit of a job trying to find good 
educational software at the mo-
ment. We hope to do a survey of 
what's available m a future issue 
As for companies no: replying, 
well would anyone like to reply 
to this letter 7  

MUSEUMS GALLEQ.Y Of HONOUR 

rooms was not a hammer. bu? was 
in fact a bomb! Since then I've had 
many mishaps but have suc-
ceeded in mapping over 150 
rooms 
But Shock! Horror! Not only do 
you print a complete map m Issue 
4, but you also print a poke so that 
an untrained finish 
the gafee! 1 was also 0 m 
Soui of s Robot - dang! And toy 
third game' in .progress whs 
Stanon. I've of*>/ reached- & 
and 

Despite this criticism 1 Mnri 
the inclusion ofaiaps W $ m your 
pages quitt* 
you, 1 havenXgd? :Mimporrand if 
your map s anyt&ngjfo go by j 
don't think I'll bother ~T oantuja< 
derstand it at 

I was going to 
job but I d o n ' t k n o w ^ ^ ^ ^ ^ ^ f 
is Gosh, these technical tsrms 
always catch me Q u i t ^ l ^ ^ i ^ ^ ? 
J.C. Savory 
Northampton 

Sorry to have deprived 
of its mean: ig. Mr. Savory. Per-
haps the tape you II 
printing your letter will 0v&:y^>xt. 
another purpose We take the 
point that maps can sometim$$ 
make it difficult when you 're de-
termined to crack a game onyopfr 

the whole, thoujtffc-
to appreciate the 

Masterpiece 
I would .ike to congratulate you 
on your mag. To me it is the mas-
terpiece of mags. I say this 
because of the way in which you 
preview the software. I think you 
have taken plenty of time in going 
through it in great detail. Well I 
would like to think that your mag 
will go a long way, especially 
with Arnold owners here in 
Northern Ireland, because I think 
it is about time someone got off 
their backside and produced a 
really good mag, not like that 
boring load of rubbish that we 
seem o get put in our laps eve^y 
month. Well thanks to you that has 
a ; come to an end and from now 
on I can look forward to your 
mag. And by the way your AA 
ratings are a brilliant idea So 
keep up the good work because 
I m sure us Arnold owners here 
in Northern Ireland would much 
appreciate it to the full. 
Eric Bingham 
Belfast 
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French Connection 
PSS seem to be putting a lot of their 

oeufs in the French basket these 

days. After the success of pinball 

game Macadam Bumper they 

have now taken the UK rights for 

three more games from French soft-

ware house Ere Informatique. 

And tres chaud these games 

are, too, according to PSS director 

Gary Mays. One of them, says 

Gary, 'has graphics that make 

Ultimate's stuff look really boring.' 

The game is a 3D arcade adven-

ture set in a prison in which our hero 

- the punk/teddy boy from 

Macadam Bumper - has to rescue 

his girlfriend. It's as yet unclear 

quite why she is in the prison in the 

first place. The game is called Eden 
Blues at the moment, but this is cer-

tain to be changed before release. 

Another of the French three 

likely to be rechristened before re-

lease in the UK is Grafton, which is 

another arcade adventure, taking 

place this time in a hospital. The 

graphics are 'of true cartoon qu-

ality' says Gary. 

Contamination is the only one 

A m s t r a d 
Animator 
The Animator is the first product 

from a new company, Woolf 

Graphics, and will be released at 

the Amstrad Show in London on 

January 11 th. 

The program is described as 

'a fully-fledged onimation pack-

age' which will allow almost instant 

creation of cartoons. The idea is 

that you draw two pictures - key 
frames — and the program then 

generates the frames in between, 

displaying them at up to 25 frames 

per second. 

Pictures can occupy all, or 

part, of the screen. The screen com-

| paction techniques used can, it is 

claimed, allow a detailed cartoon 

to stretch over hundreds of frames. 

More complicated animation se-

Gremlin's tiger |§| 
in the works 
Gremlin are 

text and arcade adventures based 

on the fighting fdptqsy books, the J 
Way of the Tiger. The series is 

based around a b a r rister who 

pears to be of royal birth but has 

yet to fulfil his destinyj;. 

The first in the series is your 

training in the martial arts! There | 

are three skills: unarmed combat, 

pole fighting and samurai sword 

fighting. Each of these skills is a 

game in its own right which has to 

be loaded separately; This latest in: 

the martial arts and combat games 

wilt cost £9.95 on cassette. 

likely to keep its original title. It's a 

strategy/arcade game called 

which places you in control of the 

World Health Organisation and its 

efforts to maintain world popul-

ation levels in the face of a multi-

tude of nasty viruses, plagues etc. 

At your disposal you have doctors 

and various antibodies and drugs. 

All three games should be 

available by late January, pre-

ceded by home-grown offerings 

Falk/ands War and Swords and 
Sorcery. Zut alors! Could this be the 

year of PSS? 

quences can be drawn by inserting 

more key frames. Other options in 

the program include standard or 

stippled clour ftll, polygon draw-

ing, frame rotation, and a choice of 

graphics Modes 1 or 2. Animation 

speed can be varied, the cartoon 

can be replayed backwards and 

there is even a freeze-frame 

facility. 

The Animator is written by Ri-

chard Taylor, the ex-whizz kid who 

brought hi-res graphics to the ZX 

81 and later wrote Fifth, a 

graphics programming language 

for the Spectrum. The Animator 
costs £8.95 on cassette and 

£13 .95 on disc, and is available 

for the 464 ,664 and 61 28. Woolf 

Graphics can be contacted at 8 

Sterndale Rd, London W 1 4 OHS, 

^01-603-4064 . 

Code name 
-6256? 

Is this the code name of the next Amstrad computer? Ruwda^-^: 
the industry are rife that Amstrad will launch an IBM PC compatible 
machine in the next few months - for around £S00. With their 
customary reticence Amstrad are neither confirming nor deti^^f;: 
the rumours. The most we could get from an Amstrad spokesman 
was 4the usual' 'no comment 
But 

ouUire.' A further whisper- sug 
gesta -har Amstrad have paid 
Digital Research - figure in the 

pius opvrvmx .system-tc tun the 
myvmk&tim. ^ 1 | d0nc#ra<&<i gtexaaehinewittpfth 

M • •DB's- boss, Paul fcafety be a httle on the serious 
fpiieyv would not confirm tltethis i 
company' ws working-on a pro- BU PC ia not renowried {or its 

f g a m e s or leisure software 

that-a: aU nesaid ,infaet>i'm4&< ' || T ||| || \ ' :" 

• • • • 

/ } I? j^msirad do laund. ihe 
rumoured machine, u'&likely ti> 

(he cat among the pigeons 

•Jc^aper than- £1,000 at the 
' .^emAK machine :-c>r haif that" 
Spvjcs? will surely clean up^ $ 

^ B S W i S I S ^ M i 

All change a t ACU? 
Interesting developments at 
Amstrad Computer Usei. the 
magazine published by Amstrad 
Themselves. Or should that read 
the magazine which used to be 
published by Amstrad. 

As we go to press , it appears 
That "he magazine has boon 
bought by a company closely 
'.inked to Database Publications 
the people behind a rivalmaga-
zine, Computing with the 
Amstrad. However Database's 
Derek Meakin denied that a sale 
had been finalised and another 
Database spokesman said: 'We 
haven': actually bought the 
magazine it's just that we'll be 
working more closely with them 
from now on 

The plan appears to be to 
continue publishing both maga-
zines in thoir existing locations 
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with the same editorial teams 
ACU has been up for sale for 
some time, and Database are 
.nought by some insiders to have 
made their bid to prevent ano-
ther major publisher entering the 
Amstrad magazine market 

A l a n a n d J o y c e 
n o m i n a t e d 

But not for Oscars 

and the P ? w J 2 £ r kiTA (Re 

cogninonotim t awardsJ 

nologv ^ f ^ b e e n shorilisteJ 
Alan Sugar has oe i 

ior 
while the ot fr. 

P ^ e y e - t h e B B c ] 
y ! tldrohve or the result i 
show M i c r o b e * 

^ T S e c o g r h t i o n t h e y c J 



MSDOSfor 6128 

Amsoft are continuing their drive 
towards disk based games with 
three new releases two available 
solely on disk and one an enhan 
ced version. The new games are 
Tank Command sod Golden Path 
with Doors of Doom getting the 
overdrive 

Tank Command is set on a 15 
screen map comprised of all 
sorts cf rough terrain and ob 
stacles You drive a Sher man tank 
and have to rescue 15 men from 
•he hostile territory. Many dan-
gers lie ;n wait including tanks, 
traps and guri positions The en 
hanced version of Doors of Doom 
has four levels instead of the one 
cr. the tape version, making a 
much larger and even more irn 
pressive game. 

All the disc versions are re-
leased under the Amsoft Gold 
label ind cost £13.95. They look 
1 > - the start of a new breed of 

disc-on.y games which should 
delight all disc owners and turn 
poor cassette owners green with 
envy. 

A N e w Star called 
Delta 
A database package for The PCW 
8256, called Delta, is being re 
leased by Mew Star the company 
set up by William Poel (formerly 
cf Amsoft and Amstrad User). 
The package sells for only £99 
and considering the IBM PC ver-
sion costs £569 it looks like a pre-
ry good deal. 

The package has nationwide 
training support because of its 
existence on other machines but 
will be best used by a two disk 
system The second disk drive 
for the 8256 is now available ar.d 
costs £159 although many future 
programs will also benefit frorr. 
the two drive system. 

Also put from New Star is the 
New Worn wordprooessor 
which sells for £69.00 for the 8256 
and 6128 and amongst other 
things, hasa 45,000word spelling 
checker and many features not 
included inLocoscript. 

An MSDOS add-on board giving 
the CPC6128 full 16 bit IBM 
comaptibility will be available by 
March. The board, from Screen 
Micro, will slot into the back of the 
6128 and should cost around 
£299. Visitors to the Amstrad 
Show at the beginning of January 
will be able to see it there. 

The board has been devel-
oped by German comapny Vor-
tex, along with a multitude of 
other add-ons for the Amstrad 
family. Nigel Sinclair of Screen 
Micros says that the IBM board 
"will bridge the gap once and for 
all between home and business 
micros." He expects the main de 
mand to be from businessmen 
with IBMs in the office who might 
now be able to use their software 
on home Amstrads. At £2S9 the 
board is pricey for the average 
owner, while IBM software 
doesn't come cheap either yet. 

Screen Micro's other pro-
ducts. though should be much 
more attractive to owners of all 
three Amstrads. Expansion 
boards begin at £99 for 64K, ris-
ing to £ 159 for 512K. Unlike the DK 

Tronics add-ons. these boards 
are fitted internally. 
Disc drives: Vortex have pro-
duced both 3.S inch and 5.25 
minch drives to run wiht the 
Amstrads The 5.25 inch version 
will be a dual drive with full CPM 
2.2 and Amsdos compatibility. 
6128 owners are to be offered a 10 
mega-byte hard disc for under 
£400. 

On the software side Screen 
Micro are launching a suite of 
programs called Persona! Assist-
ant containing six programs and 
retailing at £79. Included is the 
word processor Wordmate, an 
80 column' program with, it is 
claimed, 'nearly all the functions 
of WordStar, without the com-
plexity'. The other modules will 
be a database, mailing system, 
accounts programs and an in-
voice generator. Future modules 
will be Spellmate, Spreadmate 
and Accountmate, titles which 
should self-explanatory. 

AA will be bringing you full 
details and reviews of the hard-
ware and software as it becomes 
available. 

Domark spill b lood 
Do'"nark have two releasee-; set tc 
spill 3 fair amount of b'ood on 
your Amstr&k T|e most -graphi-
cally adv6rtis£d is Friday. the 
13th: based bri tha film but not 
re -ruring the aor£ scenes frcm it 
where a psychdpath in a liockey 
mask :i(vlKjH,tin ki]HngpeQp!e; 

That arcade adventure is 
joined r.v a t i t i e - O i a d f y p r . 
vet j r . : : i or com bar gam<*. Man y 
mc-re weapons a-e available than 
in other games with three being 
usable at once by your character 

whe : also perform 25 differ 
ent moves. Friday the 13th is 
ava:.at .c r; - 95 on cassette and 
Ciadiatoi at £ I 95 on cassette. 

Yabba dabba do 
That ovable stone-age cartoon 
characrer Fred Flintstone is ail set 
to make a rcck-bashing com 
puter debut in a quest for the love 
of Wilma. His task is to buiid a 
house out of stones from the local 
quarry and woo Wilma into join 
ing him The game is being re-
leased by Quioksilva/Argus 
Press who say it is "graphically 
superb" It sells for £7.95 on 
cassette. 

There is a competition run in 
conjunction v/ith the game to win 
two tickets :o Lcs Angeles to visit 
the Hanna Bar berg studios, 
where file Flintstories is made 
and Disneyland. 
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Making the most of 

M £ 
The inimitable Bertram Carrot looks at programs that might 
help you manage you finances better in '86 than you did in '85 

' Ye G o d s , no t a n o t h e r b i l l ! I t h o u g h t I p a i d t h a t l as t 
m o n t h ' . If t h a t sor t o f a n g u i s h e d e x c l a m a t i o n s o u n d s a l l 
t o o f a m i l a r , p e r h a p s y o u o u g h t to c o n s i d e r a h o m e a c -
coun t s p a c k a g e . W h a t these n o b l e p r o g r a m s t r y to d o is to 
ins t i l d i s c i p l i n e i n t o t h o s e w h o ' d ra the r n o t e d o w n a l l 
t he i r f i n a n c i a l t r a n s a c t i o n s o n the b a c k of a c h o c o l a t e 
w r a p p e r . If y o u f e e l y o u h a v e the n e c e s s a r y d e t e r m i n -
a t i o n t o en te r e a c h a n d e v e r y s t a n d i n g o rde r , c h e q u e a n d 
p a y m e n t r e c e i v e d , t h e n a h o m e a c c o u n t s p r o g r a m w i l l 
a n a l y s e , d i s p l a y , p r i n t - o u t a n d d r a w g r a p h s of w h e r e t h e 
p o u n d s g o . 

T w o e x a m p l e s o f t h e g e n r e a re c o n s i d e r e d here . 
T h e y b o t h o f f e r r o u g h l y t h e s a m e f a c i l i t i e s , w i t h Money 
Managersdding p i e cha r t s to t h e s t a n d a r d repe r to i re , a n d 
Home Accounts c o m i n g u p w i t h b u d g e t i n g i n f o r m a t i o n 
a n d the f a c i l i t y t o c o m p a r e e s t i m a t e d w i t h a c t u a l f i g u r e s . 
So w h i c h o f t he t w o w i l l bes t r e c o u p its a s k i n g p r i ce a n d 
e a r n y o u r u n d y i n g g r a t i t u d e ? 

HOME ACCOUNTS 
Gemini Marketing, £19.95 cass. £25.95disc 

Amstrad 464.664.6128 

Geminis Home Accousitspackage consists of two programs, sens-

ibly labelled HA! and HA2. HA! is used to set up your accounts, 

and tc display or print out balancc sheets and other summaries. 

You start by enteringthe date in the form DD/MM/ Y Y (although the 

manual advises DD followed by the first three letters of the month), 

and the account name. Once into the program, the main menu 

offers eight options. These don't include exit, so to leave the 

program its down to a hard reset - don't fcrget to save your data 

beforenand The options are. 

1 Budget or account summary 

2 Complete summary 

3 Amend minimum balance 

4 Amend, Add or Delete allocations 

5 Amend budgeted amounts 

6 Histograms 

7 New account 

8 Save data 

Home Accounts allows you to enter budget estimates in a 

number of different allocation categories. You can later assess 

how you've done in meeting your predictions. Eight allocation 

headings arc provided in a sample data file but you car: create up 

to 20 of your own instead. You can change '.he heading for an 

allocation, but only it no money has been allocated to it. The sample 

print-outs from the program show the supplied allocation head-

ings, plus one important ontmissicn. 

Once you've set up the allocation headings you'll need to 
load HA2\o enter your day to day transactions Each sum of money 
corning into your bank account or going out to pay for goods or 
services is labelled with a date, transaction number, description 
and amount. You enter each transaction individually, but can then 
display them by period or allocation heading. You can also display 
the budgeted and actual amounts to compare the two. 

Another nice feature of the Gemini program is its built-in early 
warning of bank charges. With banks dithering around, not know-
ing whether to charge for accounts or not. it's useful to be able to 
predict months where you're likely to get clobbered. Home Ac-
counts allows you to set the threshold for bank charges and will 

i sport in budget and account summaries if you' rc likely to be 
charged. 

The program normally works in mode 1 40 column - so 

anybody using a colour monitor should be able to read what's 

going on. Ar. option tor an 80 column print-out is provided for most 

of the tables the program can produce, or you can direct the output 

to a mode 2 80 column screen instead If you believe a picture is 

worth a thousand words, then a bar chart should be good tor a for a 

few hundred digits. The Gemini package can produce these on 

command showing positive and negative-going bars, but there's 

no facility to print them out. 

Its hard to fault a package which does what it sets out to do in a 

professional way. It would be nice though, to have an exit option 

from the main menu which would automatically save your data, 

and to have the <ESC> key disabled against accidental resets 
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• Clearly presented and easy to use. 
• Can compare actual and budgeted figures. 
• Will predict months when bank charges are due. 

W 

• <ESC> key not trapped. 

MONEY MANAGER 
Connect Systems. £14 95cass £17.05 disc 

Amstrad 464,664,6128 

Money Manager takes a different approach from the Gemini sy-
stem. It also divides its work between two programs, but these 
ievote themselves to entry of transactions, arid their analysis. 

Money Managet is particularly strong on analysis and can pro-
duce summaries by account, class and mark 

You what? Well, an account is one of seven pre-defined 
categories, covering such things as current, savings, credit card 
and building society. You may also like to consider your wages or 
salary as being a payment into an account with your employer You 
can rename any of the accounts at will The account class is a handy 
sub-division of your expenses. 32 classes are provided, but again 
you may redefine them. They include salaries, mortgage, gas 
food, life insurance, computer games - in fact, most of the essen-
tials of life You may attach any transaction to one of these classes. 

A mark is a user-defined flag attached to a transaction and 
used to pull them all cut for analysis. The manual suggests that you 
might use a mark to distinguish between a husband's and a wife's 
expenditure a great way of promoting marital strife Nonethe-

mums and averages. This it does quite slowly, but then it's not the 
kind of thing you'll want to do every day of the week. In fact, I 
wonder how many people will actually want to do it at all! 

Money Manager works exclusively in mode 2 80 columns 
so you need a green screen monitor to do it justice, since its 
statements make use of the full width of the screen and can lock a 
bit fuzzy on a colour set On the other hand the graphic displays 
the package can produce look rather better in colour, and you can 
select the two colours. 

The program can display multiple bar charts up to four on the 
same axes, but oddiy it displays them all up the screen marking 
negative ones with a minus sign. This takes away some of the 
benefit of graphing the figures in the first place 

The pie charts are rather better. You car. sub-divide your pie 
into several different segments, and the program marks each with 
a percentage of the total. Things can get a bit crowded with small 
sub-divisions drawn next to each other. There's no facility for 
printing out either form of graph, but any cf the statements may be 
sent to the printer. 

Money Manager is a very professional package, so much so 
that it may put you off if you re one of the chocolate-wrapper 
brigade. The manual tries to explain things clearly, but the 
program is perhaps a bit over the top for home accounting. It is 
certainly very well put together and can provide detailed analysis 
of your income and outgoings. 

N W 

• Detailed analysis of accounts possible. 
• Good use of screen displays and graphics. 

B N W 

• 80 column operation is difficult on a colour monitor. 
• No budgeting facility. 

- vstem of analysing your expenditure 
il.cws v ~u :c ex amine things in great detail. 

Entering ir.n.vi transactions is a straightforward busi-
ness You se — h e .:: p r Donate routine from the menu and type in 
the relevant details 1 he program gives each transaction a num-
ber and yo i s.-r.:\y i :te account number, reference number, 
class description : _.v -:. :i mark. Only reference, description 
and mark are optional 

Once you've beer, using the system for a while, you can call 
the analysis module tc p: :vi tie statistics on your income and ex-
penditure. The prograr:. .a.-. di-scUy a wide variety of different 
statements comparing expenditure in different categories, 
classes and time periods, ar.d ilsc calculates maximums, mini-

The verdict 
V When all is said and done, how many people have the self- « 

W discipline to maintain a complicated database, for that's what both V 

W these systems effectively are? Any record system, manual or com- • 

I puterised, is only as good as the information in it. If you're the 1 

methodical sort, you may well benefit from cither of these two 

programs. Both of them certainly do the job very well, Money 
Manager being slightly more professional in terminology and 

appearance. If you're put off by accounting jargon, you might find 

L the Gemini package a bit more friendly. J 
I I rather suspect, though, that the majority of home accounts J 

^ programs fall into disuse after the initial surge of enthusiasm wears M 

LT 1 
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3" MICRODISKS 

FOR THE AMSTRAD 

10 Top Quality CF2 3" Microdisks with 

FULL LIFETIME WARRANTY 

ONLY £39.95 inc. 

Price inclusive of V.A.T. 

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

5i'' & 3 Disks AJso Available. 

Please Send Cheques/Postal Orders to:-

SJB DISKS LIMITED (Dept AA ) 
11 Oundle Drive, Nottingham, NG81BN 

Telephone (0602)782310 
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W O R I P 
WHICH WOULD YOU 

RATHER HAVE? 
A LIGHT HEAVYWEIGHT 

OR A 
HEAVY LIGHTWEIGHT* 

Aciivl&ioo UK LW. 15liarley House, Marylebone Road. London NW1 Tel: 01-9361428 
From sheeted branches of Beets, W.H. Smith, John Mer.zies, lasky's, Spectrum, Greens, Woohvorth, 

Lillev. Dods and good computer software stores evoywhere. 
Ma* order: Adiviston (UK) Lid., 15 Hartey House. Marykfcono Road. London NWI 5HE Tol: 01-9351428 



- w e i g n * 
accounts - him a g a i n 

rful business 
A r n o l d s . 

CASH BOOK I F INAL ACCOUNTS 

POPULAR ACCOUNTS 

Gemini Marketing, £65.95 each, £99.95 together on disc 
£59.95 each. £89.95 together on cassette 
For CPC464,664,6128. 

Sage Business Software, £99.95 
For CPC6128, disc only 

' : : : . . . 

rilngacceptaace 

os a business micro, and several 

companies are now ^providing 

orlgfaai or conversions of 

package*;.; &ther machines. 

Arid with the large program area 

available on the 128K machine, 

existing CP /M programs to catch 

the new market. 

|f§i§|fOuble is, CP/M packages 

and business programs-in general 

siucfc with high asking 

prices, and to sell' «_• 

ware, even a cafflprehetefve pro* 

duct like on accounts suite,. 

The Sage accounts programs are designed to work with a single 

drive. and you have to follow the instructions to swap program and 

ledger discs. This happens pretty frequently and becomes annoy-

ing after a while. The Gemini programs run under Amsdos. and 

the program and data run in memory together Although you have 

to change discs cr cassettes to run the other module these swaps 

a re infrequent. Against this ease of use. however, is thefact that the 

Gemini programs are written in BASIC and the <FSC> key hasn't 

been disabled.' 

Both packages are structured similarly as far as their nominal 

ledgers are concerned, each providing a number of named ac-

counts, tc which you 'post' entries from the sales and purchase-

ledgers. The Gemini nominal ledger has a total of 199 named 

accounts, of which over 100 are already provided with useful 

names, such as 'Wife's Wages' and 'Accountancy'; a reminder that 

you shouldn't forsake the services of a professional just because 

you've got a computer The Sage nominal ledger allows up to 999 

account names, but doesn't provide any suggestions for naming 

them, other than a chat with your accountant. 

The man: advantage of computerised accounts over their 

manual counterparts is the ease with which you can obtain reports. 

Net only can you produce monthly balance sheets and profit and 

".oss listings, but you cart display or print out budget forecasts and 

trial balances at the touch of a few keys. Both systems will help 

keep the VAT man happy by handling your VAT transactions and 

producing VAT returns automatically. 

At the end of the year, you'll need reports of the fail year's 

transactions to hand to your auditor. The Final Accounts module of 

the Gemini system will produce these for you while the Sage 

package copes with them in the same way as it handles the monthly 

figures. 

come up with the 

There ore three main areas of 
business accounts that you might 

wont to computerise: the Sales and 

^ Purchase ledgers, the Nominal 

Ledger and Cashbook, and Final 

oecounts (profit and loss reports, 

etc). The Gemini suite only covers 

first two of these requirements, 

$al*S and Purchase l e d g e r ^ ^ p 

Sage package integrates all three 

applications, and ijpb d t f ^ ^ ^ i 

|| version of a package they've m a f j f 

ketea i for some years oft 

H i f ^ M m i c r o s . " % | i H -

If you have no accounting training you'll have to rely on the 
manuals accompanying each package to help you out. The Sage 
offering runs to 80 pages, is full of illustrations and is friendly, 
while still being concise Gemini offers a separate manual with 
each program, and they generally assume you know more about 
accou:/;:.si Neither version attempts to teach you book-keeping, 
but 1 felt more at home with Sage's explanations 

Either of these- systems could help to improve the financial 
management of a business but neither can be used without a fair 
degree of accounting knowledge You don't have to be a char-
tered accountant, but you'll certainly need to swot up on some of 
the terminology. If you're considering switching from manual to 
computerised accounts, you'll probably know what you're doing, 
anyway. For my money (sorry) the Sage package has the edge, 
mainly due to its completely integrated approach. 

Gemini Cashbook/ 
Final A ccounts 

• Can be bought in two parts if you can't afford it al l at once. 

• Provides suggested nomina l ledger account names. 

• Doesn't include Sales or Purchase Ledgers. 

• Manua ls a bit thin. 

Sage Popular Accounts 
G 0 0 D N E W~ 

• Ful ly integrated accounting system. 

• Produces b udge t i n g information. 

• Decent manua l . 

• Constant swapp ing of program and ledger discs slows you 
down. 

• Won't use a second drive for ledgers. 

• High one-off purchase price? 
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P O W E R B E H I N D Y O U R A M S T R A D 

DK TfOrycs lim-ied 
f rujlands I an?. Gorlestnn-on-Sea. Great Yarmouth. Norfolk NR11 6fiF 
Phono (K93 607976 (24 ••o..rs! Telex 975408 

S I L I C O N D I S C 

M E M O R Y -

LIGHTPEN 

256K MEMORY 

You can order by phone 
quoting your Bafdaycard or 
Accoss number, orders are 
normally despatched in 
24 hours. SILICON DISC 

a f t f a i l f f LIGHTPEN 

DK 1 ronics products arc 
available in al good computer 
stores If you have any ioca 
pfO&pms obtaining them 
contact us directly. 

MANUFACTURERS OF POWERFUL PERIPHERALS 



THE 
ANIMATOR 

An animation package for the Amstrad 464/664/6128 

INSTANT ANIMATION 

You only need to draw two 'key frame' pictures to see 
them transformed into a smooth flicker-free animation 
sequence. In other words, a cartoon. Add more key 
frames to make a more elaborate cartoon. The program 
does the work for you by generating the frames in 
between. 

The Animator uses a highly efficient screen compaction 
technique. With over 25K for storing your animation 
(64K on the 6128), even quite detailed cartoons can run 
over hundreds of frames. 

Animation sequences of over 750 frames are possible -
double that on the 6128. Projected at 12 frames per 
second, this means a cartoon lasting more than a minute. 
You can speed up the action to a rate of 25 frames per 
second; or replay it backwards; or freeze frame it. 

• Choice of number of key frames 
• Joystick or keyboard control 

• Rubberbanding 
•Co lour faci l i ty 

•Standard or stippled colour f i l l 

• Edit frames 
• Copy frames 
• Rotate frames 

• Polygon draw 

• Save and Load frames 
• Choice of Modes 1 and 2 
•Se t speed of animation 

• Demo mode 
•On-screen memory counter 

See us on Stand 74 at the Armstrad Computer Show on 
January 11th and 12th 

The animator costs £8.95 on tape, £13.95 on disc, 
p8<p included. 

Send cheque/postal order to : 

W O O L f 
G R A P H I C ! 

8 Sterndale Road 
London W14 OHS Tel: 01 603 4064 

Treat your computer to high quality 
West German cables and accessories. 

The STICK Joystick. 464.664,6128 £12.99 
Printer cable 464.664,6128 £13.95 
Ext. monitor cables 464 £5.05 
Ext. monitor cables 664,6128 £6.75 
Stereo cable (2 x phono) 464,664,6128 £4.15 
Stereo cable (5-pin DIN) 464,664,6128 £4.15 
Joystick ext. cable 9-pln D-type £6.25 
Joystick Y adaptor 464,664.6128 £4.55 

DUST COVERS 
Keyboard 464 £5.95 
Monitor (green) 464,664,6128 £8.95 
Monitor (colour) 464,664.6128 £8.95 
Disc drive DD1-1, SD-1,464.664.6128 £4.95 

Printer NLQ 401 £5.95 
Keyboard 664 £7.35 
Keyboard 6128 £7.35 
Superb anti-glare screens colour/mono 12" and 14" from 
£18.95. 

Ask your local dealer or send direct. Please add £1 forP& 
P. Cheques andPOs to: 

LIGHTWAVE LEISURE Ltd (dept AA) 
P O box 23, Wallasey, Merseyslde 

L441EW Tel: 051 -639-5050 

s 
1 

1 . " DISCOVERY" 

The tape-to-disc transfer program. Transfers some turbo 
loaders, alters BASiC loaders to get programs running 
wihtout alteration HIGHLY RATED", Amtix! 

On 464.664.6128 D.sk £11 99. tape £7.99. S 
I 

s 
1 

2. ** DISKON " 

S 
I 

R Put tnose headerless programs onto disc. This unique 
program allows you to manipulate programs and get 
them running from disc. This program is not recommen-
ded for the novice. 

On 464,664.6128. Disk £13.99. 

R 
E 

Put tnose headerless programs onto disc. This unique 
program allows you to manipulate programs and get 
them running from disc. This program is not recommen-
ded for the novice. 

On 464,664.6128. Disk £13.99. 

E 
N 

Put tnose headerless programs onto disc. This unique 
program allows you to manipulate programs and get 
them running from disc. This program is not recommen-
ded for the novice. 

On 464,664.6128. Disk £13.99. N 
S 

Put tnose headerless programs onto disc. This unique 
program allows you to manipulate programs and get 
them running from disc. This program is not recommen-
ded for the novice. 

On 464,664.6128. Disk £13.99. 

S 3. " TAPE UTILITY " 
The high speed tape copier. Copy normal, headerless and 
some turbo-loaders at up to four times their normal 
speed. VERY EASY to use. "THIS PROGRAM IS THE 
BEST". AmsclubXtra. 

464 only. Tape £6.99. 

O 
F 
T 
W 
A 
R 

3. " TAPE UTILITY " 
The high speed tape copier. Copy normal, headerless and 
some turbo-loaders at up to four times their normal 
speed. VERY EASY to use. "THIS PROGRAM IS THE 
BEST". AmsclubXtra. 

464 only. Tape £6.99. 

O 
F 
T 
W 
A 
R 

3. " TAPE UTILITY " 
The high speed tape copier. Copy normal, headerless and 
some turbo-loaders at up to four times their normal 
speed. VERY EASY to use. "THIS PROGRAM IS THE 
BEST". AmsclubXtra. 

464 only. Tape £6.99. 
F 

O 
F 
T 
W 
A 
R 

3. " TAPE UTILITY " 
The high speed tape copier. Copy normal, headerless and 
some turbo-loaders at up to four times their normal 
speed. VERY EASY to use. "THIS PROGRAM IS THE 
BEST". AmsclubXtra. 

464 only. Tape £6.99. 

O 
F 
T 
W 
A 
R 

4. "TAPE MATE" 
Backup those tape programs on your 664 and 6128 that 
you can't put on disk. This program is guaranteed 100% 
successful. Requires the use of two cassette recorders. 

664,6128 only. On disk £9.99. 

E 
OVERSEAS PLEASE ADD £1.00 FOR POSTAGE AND PACKING 

E 

SIREN SOFTWARE 
76 BRIDGE ST 

MANCHESTER M 3 2RT 
TEL 061 796 6 8 7 4 

SIREN SOFTWARE 
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Steve Cooke gets to grips with Ocean's games-programming util ity and finds 
that there's a lot of clever stuff inside. 

You*-.^u AMSTRAD ACTfON FEBRUARY 1986 21 

The A m s t r a d c o m p u t e r s d o n ' t h a v e m a n y d r a w b a c k s bu t 
t hey d o lack one f e a t u r e t h a t h e l p e d m a k e b o t h the A t a r i 
a n d C o m m o d o r e 6 4 c o m p u t e r s such p o p u l a r m a c h i n e s -
spr i tes. N o w O c e a n h a v e b r o u g h t ou t a p a c k a g e tha t 
rect i f ies th i s i m p o r t a n t o m i s s i o n . C o u l d it be t he m o s t 
i m p o r t a n t s o f t w a r e re lease ye t f o r b u d d i n g A r n o l d 
g a m e s p r o g r a m m e r s ? 

Sprites, jus t i n case y o u d i d n ' t k n o w , a re those 
t h i n g s t h a t m o v e a b o u t the screen i n G a l a x i a n s , P a c m a n , 
De fende* | jMan i c M i n e r , Jet Set W i l l y - in fac t in jus t a b o u t 
a n y g r a p h i c s - b a s e d a r c a d e g a m e y o u care to m e n t i o n . 
T h e f j p « o * n e i n a l l sorts o f d i f f e r e n t shapes a n d s izes, 
bu t a c t u a l l y p r o g r a m m i n g t h e m to d o w h a t y o u w a n t 
t h e m to d o can be a rea l d r a i n o n t he g r e y cel ls. Wel l , it 
u s e d t o J ^ ^ n p ^ O c e a n ' s Laser Basic w i l l d o t he w h o l e 
t h i n g jf^r y o u . | .. 

What you ge t 
Liser toio comes ift- a case tlia t contaim two-c&ss • 
ettes and a very nicely produced 130-+- page manual The manual 

printed bly.6 pa^er, w h i d h s e e m ^ ^ you 

reshse that it 
difficult, if not iinposaib-e. In fact, the company-make the ur-corr;-
: ; :::.u--ing dis-
crurage in 
claiming to havelostT-^S^siiv^inpfe t l i ^ ^ s ^ ^ ^- i s yî y.-0c>mpjex-.t© 
use. it would certainly ha useless? without she manual. and that, 
means \ . it if the do^ happens tp est fry oul l have to .go out and buy 
tifgarbole shebang all over again. That seems a bit tough 'o me. and 
one would have thought thatOcean coifld.have.introduced some 
form of user recristraUofc utstead, - •• | 

The two cassettes contain three, mam files together with M 
number 
Basic Extension itself, which gives.you ov^.2§j;exu-:5 BASICccrn-
mandsar.: fur.ncr.s:DTb^hdliogspr^esrmdsound ^.dthesprite 
and so ;nc cer.o: -:*o: program!3>^;-\#^ 

What it does 
Despite its name : - .• Basic is n o r r ^ i ^ a n -e'xlWded 'Basic 
(although it appear? :•: 'he user as a series ^f extendea Basic 
commands} but is really > complex p t c ^ ^ m t̂ T manipulating 
images on the screen Tnere ire a l s b . - a:number of 
general purpose graphics utilities jicluded' in the package which 
can of:course be used fci purposes other than moving sprites 
around, but the sprite movement and animation fe really what it's 
all about. 

y J^erBasiCopeiatesina:'. three d.jp. ay modes quite happily 

but some of the cornmarids/fiinetions {about 50 out of the 200 pro-
v i d ^ ^ i *© notc0m^3(tible v/ith Mode 2. This isn't really a draw-
back ar^tsiric4:^^tbe;ijnportant facilities are still provided arid 

joys of using sprites comes from using 
: cblour ^ y^etjl, SO Mode 2 is not likely to be required all that often. 

• So,.,200 commands. Sounds hairy, doesn't it?! In fact, most of 
theae are subsets of more global operations for. 
example, there are approximately 40 different scrolling oper-
atJdRis, ranging from scrolling a screen window, sideways by one 
pixel at a time to scrolling sprites up and down by any number of 
pixels between 1 and 255 ' 
-^Because of this hierarchical structure, it's possible, despite 
the vast number of commands, to lis? the basic features of Laser 
Basic quite concisely. Apart from the obviously necessary facility 
for defining your own sprites in thei^rst place laser Basic allows 
you to: It -M 

• Move sprites behind 'and'in front 'of screen data 
• Move sprites backwards, forewards, up and dovro withui.pre-
defined areas c: the screen (.'bounding') 
• Move sprites along predetermined paths ('tracking') 

Perform logical operations on sprite data, which means 
ANDing ORing, and XORing them with existing screen data. 
These facilities are absolutely essential for sprite programming, 
allowing for collision detecting and just as important - moving 
sprites over backgrounds without corrupting the display 



• Expand sprites along their X and Y axis 

• Rotate, reflect and duplicate sprites 

• Perform 'collision detection', i.e. tell when two sprites have 

collided on screen 

• Associate different sound effects with individual sprites 

In addition to these basic features, there are a whole host of 

support facilities for manipulating sprite data ink coiours, tcne 

and amplitude envelopes and so on 

and a V screen operations it comes as no surprise that WVL1 
scrolls a screen window in similar fashion Although initially un-
friendly, I was surprised how quickly I became used to this ar-
rangement and found myself entering legal commands without 
having locked them _ip first in the manual simply by following the 
rules of syntax. 

In fact there are a number of features of this package that 
indicate that considerable care was taken over program design. 
For example, one of the problems with dealing with lots of little 
Pacmen on the screen (or Jet Set Willies, or whatever) is that each 
sprite tends tc have its own set of data to operate on. This would 
normally mean that every time you address a particular sprite you 
have to enter a whole long string of parameters to tell it what tc dc 

This is a real problem, not just because of entry-time but 
even worse because of processor time. Constantly evaluating 
input parameters takes a lot of fetching, validating, and updating 
which can slow down your Space Invader to the point where, if 
there are 100 of them on the screen at once, it takes half an hour for 
each one to yet across the screen! Since Laser Basic allows you tc 
create up to 255 sprites, this problem has to be solved, and the 
system does .1 very cleverly by defining sets of parameters. 

This basically means that you can pre-define ycur data, and 
then call it into operation when required very quickly indeed 
Whoever designed this package obviously put a lot of thought mto 
it anci that's one of the features where it shows. 

Another valuable innovation is the provision of an alternative 
interrupt handling facility. As most Amstrad programmers will 
know. Locomotive BASIC supplies you with the AFTER and EVERY 
commands that use interval timers to call sub-routines on a regular 
basis independently of the main program in real time'as it were. 
Ir. fact however *nese standard commands are NOT real-time at 
all since Locomotive BASIC v/ill, when an interrupt becomes due 
for servicing, wait until it has finished the current BASIC instruction 
before branching off to the indicated sub-routine This can slow 

Sprite Generators 
Every sprite package has to have 

its own sprite generator program — 

in fact, some sprite packages don't 

give you anything else! A sprite 

generator is basically just a glori-

fied User-Defined-Graphics gen-

erator, but you can work on differ-

ent sizes of grid. Our screenshot 

shows the Laser generator 

program at work. It offers a large 

number of options, including merge 

and animate facilities, together 

with all the usual inversion, mirror-

ing, and scrolling, facilities. There 

could perhaps have been more 

commands for manipulating the 

image, but Ocean are planning to 

release a separate icon-driven 

Sprite/Sound generator in the 

near future that will produce La$er-
compatible files. 

things dewn very considerably and can also lead tc problems if 

you're using the BASIC INPUT command. Laser BASIC therefore 

provides a genuine real-time interrupt facility that will kick your 

sprites into action regardless of what the foreground program is 

up to 

In fact - and the attention to detail in this package is so great 

that I can t resist mentioning this little feature - the programmers of 

Laser Basic didn't even stop there with interrupts. They went one 

stage further and looked at the problems involved with executing 

'real-lime' routines. If you think about it, the most difficult aspectof 

real-time programming is that you don't know exactly what's 

going to be going on v/hen your interrupt routine is called. And 

that in turn means that you won't know what state your data is in 

Laser BASIC therefore provides you with a neat way of storing data 

on entry to a routine and recalling it on exit, thereby preserving 

your data and avoiding corrupting the foreground program 

Gett ing down to it 
Laser BASIC itself doesn't take up much room, and so you're left 
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THIS /vt(saut TO * TOK'e 

What it all boils down to is this - if there's something you want 

to do on-screen, you can do it with Laser Basic And the c; • • • :i ces a re 

you will be able-to do it considerably faster than m Locomotive 

Basic - always assuming you could do it at al l which (given the 

slowness of the standard BASIC graphics routines) is highly 

unlikely. 

All the commands and functions take the form of RSXs (bar 

commands). One initial drawback to the package is that the differ-

ent command names are not immediately meaningful. This is 

because almost all the names take the form of four letter 

mnemonics (like PTBL INVV, BMVJ and so on) rather than English 

words and it requires some effort on the part of the user to familiar-

ise him,'herself with the logic behind the labels. This approach 

pays off in the end however, because instead of having to memor-

ise 200 different command names you soon find that once you 

understand the principles behind the construction of the 

mnemonics that you can work out what a certain command will be 

to perform a particular task. 

For example, WPL1 scrolls a sprite 'window' left by one pixel 

without wrapping over ,—, boundaries, and once 

you've discovered r^ S that within command 

names a P tends ^ ^ ^ S to signify sprite 

operations... 



with a decent • ;rnount of space for your own program (about 16K as 

far as I could tell; However, this is obviously going to be whittled 

away if you wart to define large numbers (120 l ) of sprites. 

It'salsc important to realise that LaserBasicprograms can t be 

run independently - that is, without the LaserBasic Interpreter 

being present m memory. However, Ocean aie bringing out a 

r ange of other related producis and one of these, the Laser Basic 

compiler will compile your programs into ZSO machine code that 

•v: . run on any Amstrad micro without the interpreter. However, 

tms compiler will not be able to handle floating-point arithmetic, 

•hough m practise that is unlikely to be much of a drawback 

Other related programs will include an icon-driven graphics 

ciesigner a music/sound composer, and an assembler/monitor for 

machine code programmers There will also be a program called 

Mini Laser Basic, which is a cut-down version of the language, 

supporting only the main features and leaving more room for 

sprites and BASIC programs. 

One point thai may appeal either to machine code program-

mers or to those who wish to learn machine code is that Ocean are 

also publishing the source code for the graphics and sound rout-

inesused by Laser BASIC. Although much will depend on how well 

this is documented, this could almost be the most exciting part of 

the package for some programmers Often., using other people's 

high-level sprite routines (like the ones in Laser BASIC) is net as 

efficient as developing one's own programs. However, if the 

source code is available it is much easier to incorporate the 

labours of others into one's own masterpiece1 Some would say it's 

unetihical, but if Ocean want to publish it. I'll be one of the first to 

use it! 

Conclusion 
Laser Basic comes from the same stable as White Lightning and 
Basic Lightning - two games development utilities that have al-
ready had a tremendous reception on other machines. I don't think 
there is any doubt that this package is of tremendous value to 
anyone wanting to become involved in graphics programming. 
It's perhaps unfortunate that the Amstrad ROM routines are rather 
slow when it comes to graphics, and the sprites created by Laser 
BASIC are going to suffer accordingly. However, short of having a 
dedicated processor to look after your Pacmen, this program 
looks like being as good as you're likely to get. You won't find 
yourself mastering it inside a week or two, but it will be time well 
spent and, if you've a hankering for developing a graphics-based 
arcade game, this is one package you may well find you can't do 
without. 

• -V ».-. 

ite Generators 
As \f laser Basic weren't enough, Steve Malone lays hands on two of the 
latest sprite generator packages. 

Tho Amstrad has no sprite* boil? in to the video c h i p - so if 
you won t to wri te that defini t ive version of Space In-
vader* you ' l l need some nifty software. Can A m soft's 
Shape and Sound and Interceptor's Panda do the job? 
They both claim to make sprite generation as easy as 
zapping an al ien. Steve Malone puts the them to the test. 

m 

PANDA SPRITES 
Interceptor, £9.95 cass 

-- •• sprite allows? you to ^ ^ e f ^ ^ ^ ^ l l l ^ - i f y p e s of anim-

atic n The first i&yer conventional spriteth«* k ind $ :Siiiall pretty 

c -a. ;:. v j see performingScrobatics on most shoct~exifSrup>s'. The 

second type is called a to 

generate some is 

difficult with, the conventional type of hardv/are-based sprite. 

Howe ver COT. -/pes are created iri.&tph-the same m a n ^ h |i 

Or. LC Al .ng the program, you are presented with a screen 

showing sc : retty impressive ex^nples ofthekindof ih ingy^; ! 

can do with the 1 he user's appetite is whetted further by the 

assurance that it's ail performed from BASIC However, before 

you can start creating your masterpiece,youifet have todscide 

which Mode you want ro be inr as drawing faMte mode 

and then trying to RUN it in another can produce some pretty 

abstract effects This means that before you. staxt you'd better 

decide Whether you want your sprites; $ihd intricate or 

created from slabs of colour side, if you 

the four colour mode, you can your own palette 

mmmrn 
that you can then move onto the other features of 

the Opt ionst^ ie . Obviously if you re starting from scratch you'll 

I p ^ ^ p e a ^ ^ u r own sprite or frame. Up to 1.28 frames or 

W ^ m ^ ^ ^ generated. After deciding 

''begin The frame and sprite 

the same with the screen divided into t h x ^ : ; w i h d o v m v • 

H p ^ o w is the canvas, while one.of the smaller windows enables 

the programmer to see what the 3prite or frame is acmaiiy going to 

look hke. The third window is used for the animation which wfe.'S 

ciome to later ; ; - "-•. |f W 

The drawing on the main screen is perfornied by i^pving:^ 

cursor around with the cursor cluster and pressing the space bar 

to plot a pixel. A l t h o u g h ^ is adequate, I for one would 

have liked to have been given the chance of using a joystick 

those broad strokes A tanowhexe does the manual give you. fixe 

option. Colours can be altered by usrag &ie < a s 4 > k-ys and 

erasing is done by chaftgin^r to the: 

to rotate 

the whole design around the box. 
:::^L^tfe^^fe^tl^ss-t-i-Vp;;^tantirar^^Jci-c^x^ (for example, to show a 

man runningiyou need to flash sprites in me same 



position. This is done by re-editing the original design with any 
changes and then defining it with a different number. Simplicity 
itself! Once you have finished editing your sprites, the program 
g ives you the option of choosing which sprites are to be alternated 
and at what speec you want them to swap 

One of the major problems with sprite generators on all ma-
chines is that they allow you to do all manner of creative design and 
the- orr.it to tell you how to implement the things within a program. 
Thankfully. Pa/2dagives detailed step by step explanations on hew 
•o call the routines from BASIC and machine code and create on-
screen animation and movement 

The difficult bits of the animation are performed by machine 
code routines (implemented as | commands) which are LOADed 
and SAVEd with the designs .All the programmer has to do is to call 
the routines and define the parameters that are required for 
example which frame is to be used and where within the window 
you want it placed. Therefore | NEWSPRITE allows you to define a 
sprite and the series of animations that are required, while 
| SPRITE will print the sprite and step through the sequence on 
screen. 

Three other commands are implemented by Panda allowing 
additional features. | COLLIDE is used to detect sprite collisions, 
which no self-respecting arcade game car. do without. Less excit-
ing, but equally important are WINDOW which defines the 
window in which the frame or sprite will be positioned and finally, 
there is the | SCROLL command which scrolls a section of the 
screen, although it must be admitted that this command can creak a 
bit if the window is too big 

The result of all of this is some very impressive-looking 
graphics. 'Ihe sprite animation is as impressive as you'll see any-
where. and if the frame animation has a tendency to flicker a bit, 
well you've got 128 of them to play with as opposed to only 32 
sprites what do you expect? 

SHAPE a n d SOUND 
Amsoft/Gem, £14.95, disc only 

The approach of Amsoft's Shape and Sound is slightly differ-

ent. The package only allows sprite generation in two modes (0 

and 1) rather than three However, like Panda the program does 

ai low you to select which colours you wish to use before ycu begin 

Once you are in the 'Shape Generator', the approach is much 

the same. At the top of the screen is a grid, which depending on 

the mode you have selected will be either 16 or 32 columns wide 

by 32 columns deep. Cursor movement is performed by using the 

numeric keypad in compass fashion, and plotting via the keys 0-9 

and A-F on the typewriter keyboard. These correspond to each of 

the sixteen colours available in mcde 0. which I found preferable 

to the <> colour selection on the Panda On the other hand I found 

the criss-cross grid abit distracting and preferred Panda s clean' 

canvas. 

As you create the design on the grid the actual sized sprite 

takes shape at the side. Once the shape has been completed. it can 

be transferred to the storage area cn the right hand side of the 

screen. The Shape Generator canstore up to 128 different designs 

Position for each new design is selected by means of a movable 

window which scans across the storage area 

This windowing system is also used v/hen it comes tc selecting 

which designs you are going to include in your animation. Moving 

the window over a design and pressing CTRL A adds the shape to 

the sequence. Once all the shapes have been chosen, an on-screen 

demo of your masterpiece can be played. Again the programmer 

is allo wed to select the speed at which the sprites change. 

The Arr.soft package contains a number of commands above 

those used by Panda, which are implemented using Control char-

acters. Among those I found most useful was Fill Rectangle. By 

setting the top left and bottom right hand corners the computer will 

automatically fill the rectangle with a chosen colour, which 

believe me - is far preferable to filling each pixel m with asepa-

rate keypress. Another useful command is Copy Quarter which 

fills ir. three quarters of the grid with the design present in the 

• her quarter. Nice for making those symrneti ical Aliens. 

G e t t i n g d o w n to business w i th Amsoft 's 
Shape and Sound Effect G e n e r a t o r . 

Animation is performed fr om BASIC by usmg a similar system 
to that of Panda. The hard work is performed by | commands 
leaving the prografnmer only having to say what goes where. 
Where the Amsoft product falls down is in simply telling you how 
the command works and giving an example rather than walking 
the nervous programmer (suchas your humble writer) through. 
Still, that s my problem. 

One ma: or feature of the 5anci5whichl've never come across 
before in a sprite generator is the ability of the program to gene-
rate print-outs of the designs. Its so obvious and so useful it makes 
you wonder why no-one has thought of it before 

Also included in the Amsoft package, almost as an after-
thought is the sound generator This part of the program makes 
use of the commands that are already available in BASIC and 
presents them m a more useable form In order to help the novice 
musician, details of the sound parameters are displayed on the 
screen. Furthermore once you have developed the sound you 
like, there is a utility to provide 'step-time programming'. This 
means that you can record Beethoven's Piano Concerto one note at 
a time rather than have to play the lot in one go 

The verdict 

On the face of it, these packages look much the same, but because 

their approach is so very different its hard to say which is the 

better. Panda Sprites is a high quality and friendly, albeit limited, 

program which will be a valuable addition to the amateur 

programmer's toolkit. On the other hand, Amsoft's Shape and 
Sound has a wealth of facilities which will appeal to the more 

'serious' games programmer. If sometimes it suffers from trying to 

be all things to all men, you can't fault the boys and girls at Gem, 

who programmed it, for trying. 
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TASCOPY 464 
THE SCREEN COPIER 

TASCOPY464 cassette £9.9Q disc £12.90 
A suiteof fast machine code screen copy software for the 
CPC464,664 and 6128. Print high-resolution screen 
copies in black and white and also large 'shaded' copies 
with different dot densities for the various screen colours. 
TASCOPY464 also produces 'poster size'screen copies 
printed onto two or four sheets which can be cut and 
joined to make the poster. 
TASPRINT464 and TASCOPY464 drive the following 
dot-matrix printers: 

AWSTRADOMPi MMHFStMiWV 
EPSONFXJO JMiWT-90 
iPSOSPX-SC- MOMflMm 
moum-so rrPtHiKcCPC-80238-fi 

STAHDMP5(H&SlSSH)NWA&-8) 
motwmb coMos#> 
MTACPANTHEX AMSTPADDMfiOCO 
DATACPMMRH 

THINKING SOFTWARE?... 
...THINKTASMM 

TAS WORD 6128 
THE WORD PROCESSOR 

TASWORD 6128 for the Amstrad CPC 6128 
disc £24.95 

TASWORD 6128 utilises the additional 64K of memory 
in the CPC 6128. This gives text files that are over 60K 
long. TASWORD 6128 includes mail merge and all the 
other features of TASWORD464-D. With a new 
notepad mode and other additional capabilities 
TASWORD 6128 is the most oowerfulofthe 
TASWORDS. 

TASWORD464-D 
THE WORD PROCESSOR- WITH MAIL MERGE! 

TASWORD 464-D disc £24.95 
This is the new TASWORD especially developed to utilise 
the capabilities of the CPC464 and664 disc drives. The 
additional facilities include a larger text file size and 
automa tion on-screen disc directories during sa ve and 
'oad operations. A major new feature is the mail merge 
•aciiity. This gives multiple prints of your standard letters, 
forms, etc.., with each copy containing, for example, a 
name and address automatically taken from a disc file 
ontaining the data. This data can be entered using 
' A S WORD464-D. or created using the Masterfile 
• - of ram Extension package. A po wcrfuland useful 
cc rd Mnal printing facility is included-parts of a 
Joe.. —cnt can be printed according to user-specified 
altera  rASWORD 464-D will only run on, andisonly 
suppled on. disc. 

TASWORD 464 
THE WORD PROCESSOR 

TASWORD 464 cassette £19.95 
"There is no betterjustification for buying a 464 than this 

program " 
POPULAR COMPUTING WEEKLY. NOVEMBER 1984 
Your464 becomes a professional standard word 
processor with TASWORD464. Supplied complete with 
a comprehensive manual and a cassette which contains 
both the program and TASWORD 464 TUTOR. This 
teaches you word processing using TASWORD 464 
Whether you have serious applications or simply want to 
learn about word processing. TASWORD 464 and the 
TUTOR make it easy and enjoyable. 

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

Available from good stockists and direct from: 

Springfield House, Hyde Terrace, 
Leeds LS2 9LN. Tel: (0532) 438301 

THE SPELLING CHECKER 
TAS-SPELL disc£16.50 

for the Amstrad CPC464 and664 running TASWORD 
464-D and for the CPC 6128 running TASWORD 6128 
TAS-SPELL checks the speilmg of TASWORD464 • Dand 
TASWORD 6128 text files. TAS-SPELL has a dictionary 
of well over twenty thousand words which are compared 
with the words in your text file. You can add your own 
spec ialised words to the TAS-SPELL dictionary. Please 
note that TAS-SPELL will only work with TASWORD 
464-D and TASWORD 6128. 

TASPRINT 464 
THE STYLE WRITER 

TASPRINT464 cassette £9.90 disc £12.90 
A must for dot-matrix print owners! Print your program 
output and listings in a choice of five impressive print 
styles. TASPRINT464 utilises the graphics capaDilities of 
dot-matrix printers to form, with a double pass of the 
printhead, outputinarange of five fonts varying from 
the futuristic DA TA-RUN to the hand- writing style of 
PALACE SCRIPT. TASPRINT464 drives the dot-matrix 
printers listed below and can be used to print 
AMSWORD/TASWORD 464 text files. TASPRINT464 
gives your output originality and style. Completely 
compatible with the 664and 6128. 

COflPRCIft - bold and Heavy, $ood for eiphasis 

OfflMkJS - R fUPJftiSIIC SCAiPi 

LEuT'JfCft LIGHT - clean ano pleasing to read 
HEQIfiN - a serious business~l ike script 

m X J i &WP3 a LU-itlrjr-Lae faxtlnQ hrit 

Typical Tasprint output shown at approximately half we. Pfease note 
tnat different makes of printer produce different sized output 

'! to cut thii magazine, simply write out your order and post to: TASMAN SOFTWARE, DEPTAA. SPRINGFIELD HOUSE, HYDE TERRACE. LEEDS LS29LN 

lenciosea cheque POrr.ide payable to TASMAN SOFTWARE Ltd OR charge my ACCESS/VISA number:.. 
ITEM 

NAME 
ADDRESS 

Outside Europe add£ t j vmatiperitem 
Telephone Access/ Visa ordt - - .>••'. i :H101 

DELETE PRICE 
disc/cassette £ 
disc/cassette £ 
disc/cassette £ 

£ 
TOTAL £ 

Please send me the FREE TA5M A , v : roc nj re describing your products for the Amslrwf CPC464.664 and 6128 Q tick here 

AH prices include VAT, postage anopac*j£ . AA 

Ail TASMAN 464 software is fully compatible with the 664 and6128. 



k i t i = 4 

AMSTRAD 

YIE AR FUNG FU 
HYPERSPORTS 
MATCH DAY 
BOUNTY 8 0 8 
RAID 
FRIOAYTHE 13th 
RFNEGADE 
HI RISE 
WORM IN PARAOISE 
THE EVIL CROWN 
HIGHWAY ENCOUNTER 
THE DEVIL S CROWN 
SLAPSHOT 
TRIVIA 
DRAGONTORC 
THE COVENANT 
WIZARD'S LAIR 
STARION 
SOUTHERN BELLE 
BEACH-HEAD (0) 
SORCERY - ID) 
COMBAT LYNX 
DUN DARACH 
FRANK BRUNO 
EXPLODING FIST 
VIEW TO A KILL 
INTERNATIONAL KARATE 
SPY V. SPY 
WORM IN PARAOISE 
EVERYONE S A WALLY 
ONE ON ONE 
R0CC0 
PROJECT FUTURE 
BRIAN JACKS 
THE H0BB1T 
SIR LANCELOT 
KNIGHT LORE 
ALIENB 
ANIMATED STRIP POKER 
DARKSTAR 
TRANBUSTERS 
FIGHTER PILOT 

RRP 

8 9 5 
8 9 5 
8.95 
9.95 
9 9 5 
8.95 
6.9b 
8 9 5 
9 95 
9 95 
8.95 
9.95 
8.95 
7.95 
7.95 
6.95 
8 95 
9 95 
8.96 

14.95 
1 3 9 5 

8 9 5 
9.95 
8 9 5 
9.95 

10.99 
6.50 
9 95 
6 95 
9 9 5 
9 95 
8.95 
8 95 
8 9 5 

14 95 
6.9b 
9 95 
9 96 
8 95 
7 9 5 
7.95 
8 95 

OUR 
PRICE 

6 8 0 
6.80 
6.80 
7 4 5 
7.46 
6 80 
5 20 
6 70 
7.46 
7.45 
6.70 
7.95 
6.70 
b.9b 
6.95 
5 20 
6.70 
7.25 
6 70 

11.20 
10.45 

5 25 
6 5 0 
B.99 
6.50 
7 0 0 
4.50 
7.28 
5.25 
7.25 
7.50 
6 50 
6.50 
6 5 0 

11 00 
5 25 
7 5 0 
7 5 0 
6 75 
6 9 5 
5 95 
6 75 

RED ARROWS 8 95 .6.75 
MINl-OFFICf 5 75 4 95 
CONFUZION 6.9S 5.25 
DEATH PIT 6.95 5.25 
ROCKY HORROR SHOW 8 9 5 6.75 
3D STAR STRIKE 6.9S 5 25 
AZIMUTH 3000 8 9 5 6 76 
8ATTLE FOR MIDWAY 9 95 7 50 
SORCERY 9 95 6 75 
JUMP JET 9.98 7.50 
p v j A M A R A M A 8 9 5 6.75 
BEACHED I.CI 9 9 5 7 5 0 
GREMLINS 9.95 7.50 
FANTASIA DIAMOND 7.95 5.25 
R08IN 0«= SHERWOOD 9 95 7 5 0 
HARD HAT MACK 9 9 5 7.50 
THEATRE EUROPE 9.95 7 50 
CODE NAME MAT II 8.95 6.75 
ALL AMSOFT TAPES 8 9 5 6.70 

QUICKSHOTII NOW ONLY £6.50 

ALL PRICES INCLUDE P&P 

Goodbyle otters some of the most compet i t ive 
pr ic«» lor software avai lable. M you don ' l see 
the j jame you require l isted; please r ing for 

the most up to date news on releases on 
01-731-4607. 

PLEASE NOTE IF YOUR ORDER EXCEEDS £50 
YOU GET FURTHER I 0 S DISCOUNT 

SEND CHEQUE/P.O. TO 

GOODBYTE 
94 LEATHER LANE, LONDON EC1 

(TEL: 01-731-4607) 

The m o s t c o m p l e t e , compu ls i ve and en te r ta in ing 
foo tba l l m a n a g e m e n t game ever ! 
• 4 d iv is ions • FA Cup • E u r o p e a n Cup • European Cup 
Winne rs ' Cup • Promot ion, 'Relegat ion • T r a n s f e r s j • 
• S u s p e n s i o n s • I n j u r i e s • S u b s t i t u t e s • N a m e t e a m • Team se lec t ion i l l 

Choose /change t e a m f o r m a t i o n • W e e k l y eague tables • R e s e r v e squac w i 
Check w i th your retailer, 
phone your Access/Visa number or just note 
your name, address, machine and game 
requried on back of cheque or P.O. 

P€AK/OFT 
48 flUEEN STREET, BALDERTOH, 

NEWARK, NOTTS. H624 3NS. 

TeJ 0636 705230 (24 hoursf 

UK's LOWEST PRINTER PRICES 
FULL PRINTER SUPPORT FOR THE AMSTRAD 
ORDERED TODAY DELIVERED TOMORROW 

• DOT MATRIX 
SHINWA CP A80 
EPSON FX80 F/T 
EPSON FX100 F/T 

EX VAT INC VAT 
£165-00 £189-75 
£314-00 £361-10 
£425-00 £488-75 

• NEAR LETTER QUALITY 
EPSON LX80 
CANON 1080A 
JUKI 5510 (col. option) 
CANON 1156A 

GOOD £190.00 £218.50 
BETTER £225.00 £258.75 

BEST £249.00 £286.35 
£335.00 £385.25 

• DAISY WHEEL 
DAISY STEP 2000 
EPSON DX100 

£225-00 £258-75 
£356-00 £409-40 

• AMSTRAD ADD ONS 
TASWORD TWO 
TASPRINT 
TASCOPY 
PRINTER CABLE 

£15-60 
£7-74 
£7-74 

£11-00 

£17-95 
£8-90 
£8-90 

£12-65 

• COLOUR PRINTERS 
EPSON JX-80 SPECIAL OFFER £450*00 £517-50 

NOW ONLY 3 MINUTES FROM JUNCTION 23 M62 
(MANCHESTER 25 MINUTES/LEEDS 20 MINUTES) 

NB: FROM EAST USE JUNCTION 24 

156 LONGWOOD GATE. LONGWOOD 
HUDDERSFIELD 

Tel 0484 646048/9 
DISCOUNT SOFTWARE 

3 STATION CRESCENT, WESTCOMBE PARK, BLACKHEATH 
SE3 7ER. 
Access orders/enquiries 
tel: 01-305-0521. 
ALL PRICES INCLUDE FREE FAST DELIVERY IN THE U.K. ONLY. PLEASE ADD 
70P PER TAPE ON EUROPEAN ORDERS AND 1.00 PER TAPE ELSEWHERE. 
New tit lesarriving every day, please ring for details. 
. . ^ . . . a „..,. . . . 4 errntivrvi AISSTRAD «»P OUR URWOLf 

WC£ GREMLINS 
SPY VS SPY 9 95 7 46 MX* 
CAULDRON 8 99 6 71 THE COVENANT 
BOUNTY 80B ARCHON 
STRIKES BACK 995 746 FRUiKBRUNDS BOXING 

SNOWBALL 9.K 7.ifl INTERNATIONAL KARATE 
LORDS OF TIME I K 7.20 ROWI OF SHERWOOD 
RETURN TO EDEN 186 7.20 COMBAT LYNX . -
EMERALD ISLE 195 5.« MACADAM BUVPER PINBAU 1.93 7 46 
RED MOON 195 i . « NODES OF YESOD 
FRUITY FRANK 7.95 6.M 8RUN JACSSStPERSTAR 
GRAND PRK RALLY 2 »95 7.01 SCRAMBLE 
JETBOOTJACK 7.94 f.M MONOPOLY 
SSJOGE PLAYER (C.P.J B9t 7.41 LORDS OF MIDNIGHT 

915 7.46 SCOOBYDOO B95 871 
345 7.46 GEOFF CAPES STRONGMAN 8 . * 8.71 

7 « eOUUJERMSH 9.15 7.46 
616 5.40 NEW TO A KIU. 10 99 150 

SOUTHERN BELLE 7.85 12Q 
FRANKIE 6. T. HOLLYWOOO f.95 746* 
MATCH DAY 994 746' 
THE NEVER ENOING STORY 994 7A8* 

1 95 700 MT. BASKETBALL 894 6.71' 
195 7 46 REALM Of IMP0S&8IUTY 9.95 7.44 
195 746- MASTER Of THE LAMPS 9.95 7.46 
19) TOO RA«-OVER MOSCOW- 195 7.48 

EDUCATIONAL SOFTWARE 

9.56 7.46 
8 95 7.00 
4.S0 5.40 
185 7.41 

FtSHTER PILOT 
JET SET WILLY 
PYJAMERUM 
MASTERCHESS 
TEST MATCH 
OAR*STAR 
TECHNICIAN TED 
CONFU2JON 
SORCERY 
OYNAMITEOM 
BATTLE OF BRJTAiV 
FIGHTING WARRIOR 
RftCKEH 

195 7 48 
8 94 7 46-
9 95 7.46 
7.J4 8.50-
9 94 7.46' 
945 7.46 
816 7.«4" 
9.K 7.4C 

9 95 7.44 TERRORMOIWOS 
8 95 7.0t 30 3RAN0 PRIX 
715 I.St 2AXX0N 
7.15 ISC 6UCK ROGERS 
8.96 E.4C CONGO BONSO 
7.54 8.60 -APPER 
7.K 6.50 SPTHUNTW 
6.S6 5 48 M BOXING ».nv 
8.95 TOO ASSAULT ON PORT STANLEY 9.E6 7 46* UTILITIES 
735 6.20 » VOICE CHESS 
9 56 7.46 CYRUS CHESS 
3,95 8.71 WIZARDS LAIR 
8.95 PROJECT FUTURE 

EXECUTION 7.95 6.50 
FIRST STEPS WITH THE 
MR MEN 9.96 7.40 
HERE AND THERE WITH 
THE MR MEN 9.95 
NUMBER PAINTER 8.95 
HAPPY NUMBERS 8.96 7.00 

9,56 7.46" HAPPY LETTERS 8.96 7.00 
9,S6 7.46' HAPPY WRITING 8.96 7.00 
9.C6 7.46 

7.40 
7.20 

THEYS010A VILUON 195 7 « WARIOHO 
MARSPORT 195 STAJ50N 
ADRIAN MOlE 935 ?.« BRIAN BLOOCAXE 
EtITE 14 35 l'.Zl HIGHWAY ENCOUNTER 
STEVE OAVIS SNOOKER B.15 -i 71 TRIVIA 
FOOTBALL MANAGER 7 )5 6.20 5 A SIDE SOCCER 
SMIGBLfRSWW 715 8.20 SUPSHOT 

915 7 46 JUMP JET 
9.16 7.46 THE DEWLS CROWN 
9.15 7.« 20tDS 

ALIEN t 
OUGHTIORE 
OUN DARACH 
THE WAY OF THE 
EXPIOOWGHST 
RED ARROWS 

90RE0 OF THE RINGS 
9.95 7.« mtARWIMFU 
8.95 7.00 WORLD SERIES BASEBALL 

EVERYONE'S AWAUY 195 7.44 HYPtRSPORTS 

1J.E6 1000 
3.86 7.46 
3.86 7JU 
5.95 7.C0 
J.» 7.00 
195 7.46 
1.95 7.00 
194 4.71 
7.95 t.2i 
594 < 95 
894 171 
B15 7.44 
919 758 
815 8.71 
8.15 628 
815 6.71 
8.16 6.71 
8.16 6.71 

GUIDE AMSTR. BASIC 1 19.95 16.95 
OEVPAC ASSEMBLER 
& DISSASSEMBLER 24.95 19,95 
EASI AMCALC 
SPREADSHEET 19.96 15.96 
OFM DATABASE 24.00 18.00 
HOMEACCOUNTS 14.96 11.96 
INVOSTAT 30.00 24.96 
STOCK-AID 30.00 24.95 
TRANSACT 30.00 24.96 
MACHINE COOE TUTOR 14.96 11.96 
MASTERFILE 24.95 18.95 
MASTERCALC 2495 1895 
THE QUILL 14 96 11.96 
THEILUSTRATOR 1496 11.95 
THECCOMP1LER 34 95 28.95 
THE COOE MACHINE 19.95 15.95 
AMSPRITE 14.95 11.95 

9 95 7 46 GENESIS a t w 
• DENO res NEW TITLES THA TARE AVAILABLE IN THE NEAR FUTURE. PLEASE RING FOR CONFIRIUA HON 

WHY NOT COME AND PICK UP YOUR SOFTWARE PERSONALLY 
FROM OUR DISCOUNTSHOP AT3STATION CRESCENT. 
WESTCOMBE PARK. BLACKHEATH. LONDON SE37ER. RIGHT 
OUTSIDE WESTCOM BE PARK RAILWAY STATION ON THE 
SOUTHERN REGION. OPEN ON SATURDAYS ONLY FROM 10.30 TIL 
6.00 PM. 
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OV/K GRAPHIC 
ADV€NTUR£S 

" •"" •or5,7 

" k e 'he price 

WITH THE MOST POWERFUL FLEXIBLE AND EASY TO USE 
UTILITY EVER 

\hese cat\ D e y U v w f t 

The G r a p ^ - 0 p l C \ u ve 

g ^ ^ p s e ^ s t 

cteu step 

ssSHs-

ssa--
SSff-H P h I ss&b* s E g a ^ 

The Graphic Adventure 
Creator (GAC) for the Amstrad 

CPC range of computers, has been specifically 
developed to enable YOU to produce fast, compact adventure games with 
the minimum of effort and the maximum of creativity. 

COMPREHENSIVE INTELLIGENT COMMAND INTERPRETER 

Handling complex sentences and multiple command lines, the user is not 
restricted (unlike others) to 2 word input. " I t " detection is also included. 

e.g. "Take the box and open it 
carefully. Examine the silver 
charm then put it in the box" is a 
perfectly valid inputl 

We are urgently looking for atmospheric, 
original, humorous and imaginative graphic 
adventures wri t ten with GAC with a view to 
publ ishing your adventures for you. 

NOTE: No copyright problems. Authors! You are totally tree to market 
your adventures through ANY company without any payment or royalties 
whatsoever due to Incentive. 

The Graphic Adventure Creator for the Amstrad CPC Computer range 
is complete with an informative and friendly manual, the Quick start 
file and a free example adventure • Advinman! 
GAC retails at £ 2 2 . 9 5 o n cassette a n d £ 2 7 . 9 5 on disc and is 
available from leading multiple and independent retailers or by our 
fast mail order service (Ist class post Free). 
Unleash your Imagination with The Graphic Adventure Creator 

IT 

EXTENSIVE TEXT COMPRESS ION 

This allows you to create far more detailed and more numerous location 
descriptions to improve the payabil ity of your adventures. With a full 
function editor. GAC features automatic word formatting, a logical 
command interpreter and abbreviated input acceptance. GAC wi l l 
recognise and distinguish ANY word e.g. River/Rivet Screw/Screen. 
Trout/Trousers etc. etc. 

N.8. Adventures created using GAC wi l l run totally independently on 
any Amstrad computer without the need for GAC to be present in 
memory. 

GAC incorporates the Lenslok system. 

PRIORITY ORDER FORM 

THE GRAPHIC ADVENTURE CREATOR 

Please rush me. for my Amstrad CPC Computer 
, £22 .95D Cassette 
£27.95CJDisc 

I enclose cheque/PO for £ or please debit 
my credit 
card No. 

ll 
Name/Address 

INCENTIVE SOFTWARE LTD. 5 4 LONDON ST. READING RG14SQ 
Telephone Credit Card Orders Ring: (0734) 5 9 1 6 7 8 



I I I I I S ^ Can't wait 
for loading from tape? Want 

^ ^ to get those games on disc? Joseph Winchester ^ ^ 
casts an experienced eye over the utilities that help you do it 

Tape-to-Disc 
what it9 sai l 

OK, so you've just bought yours -

elf a disk drive. It's good isn't it? Better still, 

you own a 664 or 6128. You've read that programs that 

take 8 minutes to load from tape only take 8 seconds from disc. 

Then you come across a small problem. Namely, how to get your 

latest megagame from tape onto disc. You could send it back to the 

software company who wrote it and for a small fee (the price of a 

blank disc) they'll usually return you a disc version - but it's worth 

checking first. This will be a very expensive operation if you own a 

large software collection. Your second option is to learn machine 

code, fork out the best part of 20 quid on the concise firmware 

guide and start to transfer them yourself. You'll find it's not all a 

bed of roses, and you'll need a lot of patience plus several 

thousand cups of coffee. It may help to be insomniac. Option three 

is to buy one of the so-called tape to disc copier programs. This is 

where this article comes in, stage left, to a fanfare of trumpets. 

You can tell what type your game 
is by cataloguing the tape with the 
volume up. If you get a nice mes-
sage at regular intervals telling 
you the name of the program 
block number, etc, then you have 
what is known as « block game {so 
ca.lcd because it consists of many 
blocks on the cassette). Genor 
ally speaking the earlier games 
fall into this category. The copy-
ing programs reviewed here ail 
handle this type of block 
program admirably If, however, 
you are unlucky enough not to 
see all the blocks names appear-
:ng during a catalog, but instead 
hear a noise rather like an in-
season cat ice skating on its claws 
then you have a turbo or header-
less p r o g r a m Discovery is the 

cnlv one of the three copiers that 
can help you with the turbos. 

' 'Tc buy, or not to buy° That is the 
question More importantly, 
which program 7 Three copying 
programs are reviewed here: 
Idle Meddler from Nemesis, 
Transmat from Pride Utilities, 
and Discoveryirom Siren 

I should star • by saying that if 
and when you buy one cf these, 
ycu'll find that there may still be 
some problems. Even if you suc-
cessfully transfer the game onto 
disc it may need to be modified 
before it runs I say 'even 
because there are two types of 
program ( turbo' and header 
less") which cannot be readily 
put onto disc Discovery has (in 
the latest versions) got a turbo 
option, but 111 discuss that later 

None can tackle the headerless 
programs 

A wore all three programs 
talk about is zelocaters. You don't 
need to understand how these 
work, but I'll try to explain what 
they do When you have a disc 
drive connected, there is less 
available memory than the stan-
dard 464 wihtout drive The top 
3° a of memory is used by your 
disc interface and i: is ilso used 
by some tape-based games, 
which means that a.- the program 
is being loaded it will compete 
with the disc drive tor this mem 
ory and crash the system Before 
youdrop ever y'r.ir.g and give up 
111 inrroduce a neat method of 
overcoming this: a relocater 
This changes the program so that 
the program is loaded back from 
disc lower down ir. memory•(av-

oiding a clash with the aforement-
ioned 3%), and when called the 
relocater moves the program 
back to where it should be, k:c 
king the disc cut of the way, and is 
ready to run. All three copying 
programs add relocaters unless 
you toll them not to. 

Ivlost commercial block 
games consist of a basic loader 
and a machine code main part. In 
the basic part there may well be 
the command 'RUN which is 
meaning less for a disc program 
If this is :he case then you'll need 

list the basic part (all three 
copiers deprotect basic as it is 
put onto disc) and insert the re-
levant filename This will just be 
the name of the next part of the 
program All three copiers make 
:'::is clear and explain how to gc 
about doing this. 

Warning 
The programs reviewed here are 

to bo used only for the 

transferring onto disc of programs 

of whkh you own original copies. 

Any copies you make are solely 

for YOUR personal use. Any 

lending or selling of programs 

without first obtaining permission 

from the copyright owner is 

illegal, if you are in any doubt, 

then do not copy. W e aren't being 

spoilsports, but by pirating games 

(even if only for your friends) you 

are breaking the law as well-a* 

causing untold harm to the • § p 

softwarehouses and the future of 

the wholeIndUstryv Netyher 

Amstrad Action nor any of the 

programs mentioned in this article 

will be party to the unauthorised 

copying of software for ony 

purposes whatsoever. 
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Nemesis, £4.50 cass 

This program comes on "a cassctte. but readily transfers itself to 

disc. There is also a tape-to-tape copying option plus a few other 

goodies. A newsletter is included. This contains a list of many of the 

games Idle Meddler am. copy. as well as several specific changes 

needed to get some of the more difficult ones to work 

When you use Idle Meddler vou'H notice that Lots of funny 

coloured lines appear on the screen. You wouldn't be excused 

from thinking that you've crashed your Amstrad, but fret riot, for 

all is O ,K. Meddler is written in the screen memory so as tc handle 

the problem of being overwritten by long programs. This is a neat 

idea, but rather messy. The prompt messages' telling you what to 

do scroll on a small window at the bottom of the screen and are 

rathei difficult to follow 

The Nemesis set-up strikes me as being one of the "cottage 

industry". This isn't meant as an insult far from it-but I think the 

program lacks the professional finish of rraflsmaJand Discovery. 
If you re looking for a tape-to-tape and tape-to-disc copier for 

under a fiver then Idle Meddler will do, but you may sccr: find that 

you want something more sophisticated. As for the tape-to-tape 

copier I shall only say that it :s restricted to block programs and 

there are far better copiers on the market that can handle turbo 

and headerless tape-to-tape copying. 

0 D N W 

• The only one to include a tape-to-tape copier 

• Nice friendly newsletter 

• Can also de-protect basic disc files 

• Includes several other goodies 

B N W 

• Poor instructions 

• Very user un-friendly 

• Cannot catalog a disc from within Meddler 

Pride Utilities, £7.95 cass, £11.95 disc 

If you opt for the tape version you'll find the first thing you are told 

to do is to use Transmit to put itself onto disc 1'wo modes are 

available: automatic and not-automatic. Unless you are sure that 

the game you want to transfer has no code that needs relocating 

(eg. a long basic game) 1 suggest you always opt for the non-auto 

mode This relocates where it should, and offers you the option of 

renaming the program as it goes onto disc A very useful feature is 

that you can go into basic, change a few colours or catalog a tape 

and then back into Transmat by typingTMAT Also available is the 

option to rename and erase disc files, and to go into CPM. You can 

also produce an intelligent disc catalog, displaying information on 

the lengths, types, and addresses of programs. 

Traflsmardoesn t produce messy lines all over the screen like 

0 0 N W 

• Very easy to use 

• Offers many disc utilities 

• Good, well explained manua l 

• Only program to offer option of sending output to printer 

W 

Idle Meddler, but then it doesn't need to because it transfers the 

game onto disc in pieces. What this means to you or me is that it is 

very user-friendly and still works on very long programs A help 

sheet for specific program copying is not available ye*, but 1 am 

told one is in the pipeline 

Transmatis a really good program with a professional sheen 

to the whole thing. It does seern to be slightly overpriced, but it 

only falls down in that it doesn't read tape headers for you. 

d i s c o v e r y 
Siren Software, £7.99 cass, £11.99 disc 

Discovery, unlike Transmat or Idle Meddler, will not allow itself to 
be transferred to disc This rather disappointed me. If you write a 
utility to transfer programs from tape to disc that won't transfer 
itself. I reckon the software houses are entitled to call you a 
hypocritye. 

That aside, Discovery is a really excellent program - that is, 
the most recent version If you have an earlier version (the one 
without the turbo option} then you can return it to Siren who for the 
sum of £3 will change it for you 

Discovery has two unique features One o: these is a turoo 
copy option. Until now I've been saying how only block games can 
be put onto disc, but that was before Disco very came along. My hat 
must go off to Siren for I really thought this impossible to do No 
more sleepless nights of hacking. However the turbo option has its 
limitations. It can't relocate code that goes on top of the program 
and basically it copies one parhcular company's games and not 
much else. If you have a fairly large software collection and in-
dulge in a daily waggle of your joystick (cryptic clue) then the 
chances are you'll own some of these 

The second unique feature is the ability to modify the basic 
loader program automatically in an attempt to get it to run from 
disc If there is a "LOAD" in the basic loading program, then 
Discovery will insert the relevant filename Very neat. The system 
isn't foolproof but it worked on roughly 80° o of the programs I 
tried. If it doesn't work, you can always use the r.on auto mode ana 
proceed to change the loader manually 

As well as these unique features it can do everything that 
Transmat can except send output to the printer or go back into 
basic without a hard reset (ctrl-shift esc) 

So Discovery is by far and away the best cf the three 
programs Siren really know the ins and outs of copying 
programs, and Disco very lives up tc their reputation. If youhave a 
disc drive and some tape-based software then I strongly recom-
mend Discovery. 

N W 

• Can directly enter C P M 

• Turbo option 

• Tries to modi fy basic loader programs 

• Good manua l 

• Very easy to use 

W 

• Can't backup itself onto disc 

• Doesn't read tape headers 

The Last Word 
There's no doobt that Discovery 

comM out of this overview smelling 

distinctly of roses. It does every-

thing the other two programs do , 

and an important extra bit too. 

None of the programs is bad: they 

all do the job they set ovf to do. It's 

just that Discovery does H best and 

across-the- widest range of gomes. 
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MUSIC 
COMPOSER 

A program to help you wr i te and save your own tunes! 

3. PLAY MUSIC. This is the fun bit when you hear your creation. 
First you are allowed to select the speed at which it's to run, then 
you just sit back and enjoy, or more likely, wince and try again. J W 

4. CLEAR MEMORY. This gets rid of the tune in memory. Be careful 
not to hit the key by accident as you are not offered a chance to 
change your mind. 

J7J 
5. SAVE MUSIC. You can save you music in two ways - either for 
reloading into this program (press A for ASCII file), or for use in a 
program of your own (press B for binary file). 

J77J 

Here's a v e r y sl ick p r o g r a m w h i c h a l l o w s y o u to w r i t e 
and edi t pieces of mus ic on y o u r A m s t r a d . The mus ic can 
consist of t w o tunes p l a y i n g s i m u l t a n e o u s l y ( h o p e f u l l y 
in h a r m o n y - but that 's up to you! ) , a n d each tune can be 
up to 1000 notes long , e n o u g h to w r i t e a m ino r 
s y m p h o n y . 

To use the p r o g r a m y o u h a v e to enter the notes in 
s tandard mus ica l no ta t i on - if y o u don ' t k n o w h o w to do 
that , i t 's a n exce l len t w a y of l ea rn ing , because the 
p r o g r a m p romp ts y o u at each stage. A l t e r n a t i v e l y , y o u 
can s i m p l y c o p y a p i e c e o f m u s i c f r o m a pub l i shed source 
such as a song b o o k , en ter ing bo th the m e l o d y a n d a bass 
a c c o m p a n i m e n t . 

amount 

6. LOAD MUSIC. This allows you to reload a tune previously saved 
using the 5 A option. If there is already music in memory, the music 
loaded will be added to the end of it. 

Typ ing i t in ii 
As with all iongish listings - this 
ones a bou ^OK . .certain 

lsrequneu. Dt? 

entering the DATA statements as 

the errois here could cause :he 

program to crash. 

It's definitely worth sa< 
the program every so ofte: 
vou ;vpe it in as a safety pre 
tion And ycu MUST save it be 
attempting to run it m ca. 
crashes. 
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2. EDIT MUSIC. This offers you the chance to scroll forward or 
backward through your tune until you reach a pair of notes you 
want to alter. Notes can be deleted or inserted in similar way to 
above. 

When the program is run, the screen should be split up into three 
windows, one of which contains a menu of six options which are 
outlined below: 
1. ENTERING MUSIC. Each note is entered in two stages. First you 
position the note on the five-iine 'staff' using cursor keys, accord-
ing to how high or low you want it to sound. The note is entered by 
pressing the S, F or N keys according to whether the note is to be 
Sharp. Flat or Natural. Alternatively you can press R and a 'rest' is 
entered instead of a note. 

Next a choice of notes or rests of different lengths (one beat, 
two beats, half-a-beat, etc) appears in the bottom window and you 
highlight one using the cursor keys. You then press 0,1 or 2 to 
indicate how many dots are to appear after the note. (A dot leng-
thens the duration of the note by 50%, two dots by 75%.) Once 
you've done this, the note is printed in position on the staff. 

You then repeat the process for the accompanying note (or 
rest)on the bass staff, before moving on to the second pair of notes. 
Where things get a bit tricky is if you enter notes or rests of 
different lengths on the two staves. This means that future pairs of 
notes will not be synchronised, so you have to keep an independ-
ent check on each. 



1 0 I N K o . o : I N K 1 , 3 : I N K 2 , 1 3 : I N K 3 , 6 : B 0 R D E R 1 

2 0 D I M n ( 1 , 1 0 0 0 ) , t p ( 3 6 ) , b p ( 3 6 ) 

3 0 Z O N E 4 0 

4 0 S Y M B O L A F T E R 1 8 9 

5 0 D A T A 0 , 0 , 0 , 8 , 8 , 8 , 8 , 9 , 1 6 , 1 6 , 1 6 , 1 6 , 2 2 , 3 0 , 1 2 0 . 2 4 0 , 1 3 , 3 0 , 1 2 0 , 

1 0 4 , 8 , 8 , 8 , 9 , 1 4 4 , 1 6 , 1 6 , 1 6 , 2 2 , 3 0 , 1 2 0 , 2 4 0 , 1 3 , 3 0 , 1 2 0 , 1 0 4 , 8 , 8 , 8 , 8 

, 1 4 4 , 1 6 , 1 6 , 1 6 , 1 6 , 0 , 0 , 0 , 0 , 0 , 8 , 8 , 8 , 8 . 8 , 8 , 8 , 8 , 8 , 8 , 9 , 1 4 , 8 , 8 , 0 , 0 , 

O , 9 6 , 1 5 2 , 4 , 4 , 4 , 8 , 8 , 8 , 8 , 1 5 , 0 . 0 , 0 . 4 , 8 , 4 8 , 1 9 2 , 0 , 0 , 0 , 0 

6 0 D A T A 0 , 2 4 , 6 0 , 1 2 6 , 9 8 , 6 3 , 6 3 , 6 5 , 6 7 , 7 1 , 7 8 , 7 6 , 6 0 , 5 6 , 1 2 0 , 1 1 2 . 0 , 

O , 1 , 3 , 3 , 7 , 1 4 , 2 8 , 2 2 4 , 2 2 4 , 2 2 4 , 1 6 0 , 1 6 0 , 3 2 , 1 6 , 1 6 , 5 6 , 1 1 2 , 9 6 , 1 9 3 , 1 

9 3 , 1 3 1 , 1 3 1 , 1 2 9 , 2 8 , 1 2 7 , 2 5 5 , 2 0 9 , 1 4 4 , 1 6 , 1 6 , 1 6 , 0 , 0 , 1 2 8 , 1 9 2 , 2 2 4 , 1 

1 2 , 4 8 , 4 8 , 6 4 , 6 4 , 3 2 , 3 2 , 1 6 , 1 2 , 3 , 0 , 1 3 6 , 7 2 , 8 , 8 , 8 . 1 1 , 1 2 , 2 4 8 , 4 8 . 3 2 , 

3 2 , 6 4 , 1 2 8 , 0 , 0 , 0 

7 0 D A T A 0 , 0 , 6 , 1 3 , 1 5 , 6 , 3 , 0 , 8 , 8 , 8 , 8 , 8 . 1 6 , 3 2 , 1 9 2 , 0 , 7 , 2 4 , 3 2 , 6 4 , 6 

4 . 1 2 8 , 2 4 8 , 2 4 0 , 1 4 , 3 , 1 , 0 , 0 , 0 , 0 , O , 0 , 1 2 8 , 1 9 2 , 2 2 7 , 1 1 3 , 5 6 , 5 6 , 1 2 4 , 5 

6 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 . 0 , 0 , 0 , 1 , 3 6 , 5 6 , 1 1 2 , 1 1 3 , 1 1 3 , 2 2 4 , 2 2 4 , 1 9 2 , 

3 , 6 , 1 2 , 2 4 , 4 8 , 6 4 , 1 2 8 , 0 , 1 2 , 0 , O , 0 , O , O , 0 , O , 3 , 3 1 , 6 3 , 1 2 7 , 2 3 5 , 2 3 5 , 1 

2 7 , 3 1 

8 0 D A T A 2 4 4 , 2 5 2 , 2 3 2 , 2 5 2 , 2 4 8 , 2 4 0 , 2 2 4 . 1 2 8 , 1 , 7 , 1 3 , 3 1 , 6 3 , 6 3 , 6 3 , 4 

7 , 2 4 8 , 2 3 4 , 2 5 5 , 2 5 5 , 2 5 4 , 2 5 2 , 2 4 8 , 1 9 2 , 3 , 3 0 , 3 6 , 9 6 , 1 9 2 , 1 2 8 , 9 6 , 3 1 , 2 

4 4 , 1 2 , 4 , 1 2 , 2 4 , 4 8 , 2 2 4 , 1 2 8 , 1 , 7 , 1 2 , 2 4 , 4 8 , 3 2 , 4 8 , 4 7 , 2 4 8 , 6 , 1 , 3 , 6 , 2 

8 , 1 2 0 , 1 9 2 , 3 1 , 1 2 0 , 2 4 0 , 2 2 4 , 2 2 4 , 2 4 0 , 1 2 0 , 3 1 , 2 4 8 , 3 0 , 1 3 , 7 , 7 , 1 5 , 3 0 , 

2 4 8 

9 0 D A T A 0 , 0 , 0 , 0 , 2 3 3 , 2 5 5 , 2 5 5 , 2 5 3 , 0 , 0 , 0 , 0 , 2 5 4 , 2 3 4 . 2 3 4 , 2 3 4 , 1 2 8 , 

1 2 8 , 6 4 , 3 2 , 1 6 , 8 , 8 . 8 , 8 . 8 , 8 , 1 6 , 3 2 , 6 4 , 1 2 8 , 1 2 8 , O , 8 . 4 , 2 , 1 , 1 , 1 , 3 , O , 

0 , 0 , 0 , 0 , 1 2 8 , 1 9 2 , 2 2 4 , 7 , 1 3 , 3 1 , 3 1 , 3 0 , 1 4 , 6 , 3 , 2 2 4 , 1 9 2 , 1 2 8 , 0 , 0 , 0 , 0 

, 0 . 3 1 , 3 1 , 3 0 , 1 2 , 1 2 , 4 , 2 , 1 , 0 , 1 2 8 , 6 4 , 0 , 0 , 0 , 0 , 0 , 1 2 , 3 0 , 3 0 , 1 2 , 3 , 0 , 0 

.0 
1 0 0 D A T A 8 , 2 4 , 4 0 , 2 0 8 , 1 6 , 1 6 . 3 2 , 3 2 , 3 2 , 6 4 , 6 4 , 6 4 , 1 2 8 . 1 2 8 . 1 2 8 . 0 , 9 

6 , 2 4 0 , 2 4 1 , 1 0 2 , 2 4 , 0 , 0 , 1 . 3 2 , 1 9 2 , 6 4 , 6 4 , 1 2 8 , 1 2 8 , 1 2 8 , O , 1 . 1 , 2 . 2 , 2 , 

4 , 4 , 4 , 1 , 3 , 3 , 1 , 0 , 0 , 0 , 0 , 1 2 9 , 1 9 5 , 1 9 8 , 1 3 4 , 9 8 , 4 , 4 , 4 , 2 4 , 6 0 , 1 2 6 , 2 5 5 

, 2 4 , 2 4 , 2 4 , 2 4 , 2 4 , 2 4 , 2 4 , 2 4 , 2 3 3 . 1 2 6 , 6 0 , 2 4 . 5 6 , 6 8 , 1 7 0 , 1 4 6 , 1 7 0 , 6 8 , 

3 6 , 0 

1 1 0 D A T A 1 6 , 4 8 , 1 1 2 , 2 3 3 , 2 3 5 , 1 1 2 , 4 8 , 1 6 , 8 , 1 2 , 1 4 . 2 3 5 , 2 5 5 , 1 4 , 1 2 . 8 

1 2 0 D A T A 3 3 8 . 1 0 7 3 , 3 1 9 , 1 0 1 2 , 3 0 1 , 9 8 4 . 2 8 4 , 9 3 6 , 2 6 8 , 9 0 2 , 2 3 3 , 8 5 1 , 2 

4 6 , 8 0 4 , 2 3 9 , 7 3 8 , 2 2 3 , 7 3 7 , 2 1 3 , 7 1 6 , 2 0 1 , 6 7 6 , 1 9 0 , 6 3 8 , 1 8 4 , 6 0 2 , 1 7 9 , 5 

6 8 , 1 6 9 , 5 3 6 , 1 5 9 , 3 0 6 , 1 5 0 , 4 9 2 , 1 4 2 , 4 7 8 , 1 3 4 , 4 5 1 , 1 2 7 , 4 2 6 , 1 2 3 , 4 0 2 , 1 

1 9 , 3 7 9 , 1 1 3 , 3 6 8 , 1 0 6 , 3 3 8 , 1 0 0 , 3 3 8 , 9 5 , 3 1 9 , 9 2 , 3 0 1 , 8 9 , 2 8 4 , 8 4 , 2 6 8 , 8 

0 , 2 5 3 , 7 3 , 2 4 6 

1 3 0 D A T A 7 1 , 2 3 9 , 6 7 , 2 2 3 , 6 3 , 2 1 3 , 6 1 , 2 0 1 . 6 0 , 1 9 0 , 3 6 , 1 8 4 

1 4 0 F O R x = 1 8 9 T O 2 3 2 : R E A D a , b , c , d , e , f , g , h : 8 Y M B 0 L x , a , b , c , d , « 

, * , g , h : N E X T 

1 3 0 F O R + = 0 T O 3 6 : R E A D t p ( * ) , b p ( * > : N E X T 

1 6 0 MODE l : W I N D O W 1 , 2 0 , 1 , 2 0 : W I N D 0 W N 1 , 1 , 4 0 , 2 1 , 2 5 : W I N D 0 W M 2 , 2 1 , 

4 0 , 1 , 2 0 

1 7 0 FOR * = 0 T O 2 : P A P E R M - f , * : N E X T : GOTO 1 6 3 0 

1 8 0 I F n n > 9 9 9 T H E N 1 7 1 0 

1 9 0 c h - 0 

2 0 0 C L S t t l : C L S W 2 

2 1 0 G O S U B 4 1 0 

2 2 0 n n * n n « i : G O T O 1 8 0 

7 3 0 T A G O F F : C L S : P E N 2 : F 0 R a = 0 T O 4 : L 0 C A T E l , 3 * a : P R I N T " 

_ - : L 0 C A T E 1 , 1 3 + a : P R I N T * " : N E X T 

2 4 0 PEN i : P R I N T C H R * ( 2 2 ) + C H R * ( 1 ) . 'LOCATE 2 , 3 : P R I N T C H R * ( 2 0 0 > C 

H R * < l O ) C H R * ( 8 ) C H R * < 2 0 1 ) : P R I N T C H R * ( 2 0 2 ) C H R * ( 2 0 3 > : P R I N T C H R * ( 

2 0 4 ) C H R * ( 2 0 5 ) C H R * ( 2 0 6 ) : P R I N T C H R * ( 2 0 7 > C H R * ( 2 0 8 ) C H R * ( 2 0 9 ) : P R I 

NT C H R * ( 2 1 0 ) C H R * ( 2 1 1 ) 

2 5 0 LOCATE 1 , 1 4 : P R I N T C H R * ( 2 1 2 ) C H R * ( 2 1 3 ) C H R * ( 2 1 4 ) : P R I N T C H R * 

I 2 1 5 ) C H R * ( 2 1 6 ) C H R * I 2 1 7 ) : P R I N T C H R * ( 2 1 6 ) C H R * ( 2 1 8 ) : P R I N T C H R * ( 

2 1 9 ) 

2 6 0 RETURN 

2 7 0 P E N # 2 , 0 : P R I N T H 2 , " " C H R * ( 2 4 8 ) C H R * 1 2 4 9 ) * " M o v e c u r s o r " , , " 

S - S h a r p " , F - F l a t " . , - N - N a t u r a l " . , " R " R e s t * , , , 

: I F c h - 0 T H E N P R I N T H 2 , " M - M » r i u " 

2 8 0 L O C A T E i 3 , 1 8 : P R I N T " N O T E N O . " . L O C A T E 1 4 , 1 9 : P R I N T n n * l j 

-<>0 n * = * " : P R I N T C H R * ( 2 2 ) C H R * ( O ) C H R * ( 2 3 ) C H R * ( 1 ) i T A G 

- " " p L O T - 1 0 , - t o , 3 : M O V E 8 0 , y : P R I N T C H R * ( 2 5 0 ) 5 

z:o y l = C 

' t o : « ; k e y ( 3 8 ) = o a n d c h = o t h e n \&6O 

I N K E Y ( 0 > = 0 AND y < y t THEN y l = 8 

: n K E Y ( 2 ) = 0 AND y > y b THEN y l = - 8 

3 3 0 I F I N K E Y ! 6 0 ) = 0 THEN n * = " S " E L S E I F I N K E Y ( 5 3 ) = 0 THEN n * ^ " 

E L S E I F : N K F Y ( 4 6 ) 0 THEN n * = » ' N " E L S E I F I N K E Y ( 5 0 ) = 0 THEN 

n * = " R " 

3 6 0 I F n * < T H E N I F n * < > " R " T H E N 5 0 0 E L S E GOTO 8 5 0 

3 7 0 FOR • » ! TO 3 0 : N E X T 

3 8 0 I F y l = 0 T H E N 3 1 0 

3 9 0 MOVE 8 0 , y : P R I N T C H R * ( 2 5 0 ) i 

4 0 0 y=y*yl:GOTO 3 0 0 J 

4 1 0 G O S U B 2 3 0 

4 2 0 y = 2 7 8 : y t = 3 9 0 : y b = 2 5 4 : G O S U B 2 7 0 

4 3 0 n ( 0 , r . n ) ~ ( y - 2 5 0 ) / 4 * ( n * < > * R " > - 1 0 0 * ( n * = * F " ) - 2 0 0 * ( n * - " S " ) * t 

• l O O O + V A L ( a * ) * 1 0 0 0 0 

4 4 0 C L S # 1 : C L S # 2 : y = l l 8 : y t ^ 2 3 0 : y b = 9 4 : G 0 S U B 2 7 0 

4 5 0 n ( 1 , n n ) = ( y - 9 0 ) / 4 * - ( n * < > * R " ) - 1 0 0 * ( n * * = " F " ) - 2 0 0 * ( r > * = " S " ) * t * 

1 O O O * V A L ( a * ) * 1 0 0 0 0 

4 6 0 C L S » i : C L S M 2 : P R I N T # 2 , * I s t h i s Ok ? " 

4 7 0 a * = U P P E R * ( I N K E Y * ) : I F a * < > " N " A N D a * < > " Y " T H E N 4 7 0 

4 8 0 I F a * = " N " T H E N C L S # 1 : C L S W 2 : G O T O 4 1 0 

4 9 0 R E T U R N 

5 0 0 P L O T - 1 0 , - 1 0 , 2 : y = y 1 0 0 : F O R x ® 1 8 T O 3 3 8 S T E P 6 4 : M 0 V E %,12 

: O N ( x * 4 6 ) / 6 4 GOSUB 6 0 0 , 6 1 0 , 6 4 0 , 6 7 0 , 7 0 0 , 7 3 0 : N E X T : y = y + 1 0 0 

5 1 0 C L S K 2 : P R I N T # 2 , " " C H R * ( 2 5 1 ) C H R * ( 2 3 2 ) " - M o v e c u r s o r " , , " 

0 - 2 - N o . o- f d o t s a t t e r n o t e " 

5 2 0 GOTO 5 3 0 

3 3 0 x<*0 

3 4 0 MOVE x . O . ' D R A W R 6 4 , 0 , l : D R A W R 0 , 7 8 : D R A W R - 6 4 , 0 : D R A W R 0 , - 7 8 

: M O V E R 2 , 2 : D R A W R 6 0 , 0 : D R A W R O , 7 4 : D R A W R - 6 0 , 0 : D R A W R 0 , - 7 4 

5 5 0 F O R f=l T O 1 0 : a * = U P P E R * ( I N K E Y * ) : I F a * > " / " A N D a * < * 3 " T H E 

N t = x / 6 4 : G O T O 7 6 0 

5 6 0 N E X T f 

5 7 0 x 1 = ( I N K E Y ( 8 ) = 0 AND x > 0 ) - ( I N K E Y < 1 ) = 0 A N D x < 3 2 0 ) 

3 8 0 I F x l - 0 T H E N 5 5 0 

5 9 0 MOVE x , 0 : D R A W R 6 4 , 0 , 1 : D R A W R 0 , 7 8 : D R A W R - 6 4 , 0 : D R A W R 0 , - 7 8 

- .MOVER 2 , 2 : DRAWR 6 0 , 0 : D R A W R 0 , 7 4 : D R A W R - 6 0 , 0 : D R A W R 0 , - 7 4 : x = x 

• x l * 6 4 : G O T O 5 4 0 

6 0 0 P R I N T C H R * ( 2 2 8 ) C H R * ( 2 2 9 ) 5 : R E T U R N 

6 1 0 I F y > y t - 7 2 THEN 6 3 0 

6 2 0 P R I N T C H R * ( 2 2 4 ) C H R * ( 2 2 5 ) ; : M O V E R - 6 , 2 : D R A W R 0 , 4 8 : R E T U R N 

6 3 0 P R I N T C H R * ( 2 2 6 ) C H R * ( 2 2 7 ) I : M O V E R - 2 8 , - 1 6 : D R A W R 0 , - 4 8 : R E T U 

RN 

6 4 0 I F y > y t - 7 2 T H E N 6 6 0 

6 5 0 P R I N T C H R * ( 2 2 0 ) C H R * ( 2 2 1 ) > : M O V E R - 6 , 2 : D R A W R 0 , 4 8 : R E T U R N 

6 6 0 P R I N T C H R * ( 2 2 2 ) C H R * ( 2 2 3 ) ; : M O V E R - 2 8 , - 1 6 : D R A W R 0 , - 4 8 : R E T U 

RN 

6 7 0 I F y > y t - 7 2 THEN 6 9 0 

6 8 0 GOSUB 6 3 0 : M O V E R 2 , 0 : P R I N T C H R * ( 2 3 2 ) i : R E T U R N 

6 9 0 G O S U B 6 6 0 : M 0 V E R 2 , 1 4 : P R I N T C H R * ( 2 3 3 ) 5 : R E T U R N 

7 0 0 I F y > y t - 7 2 T H E N 7 2 0 

7 1 0 GOSUB 6 8 0 : M 0 V E R - 1 6 , - 1 6 : P R I N T C H R * ( 2 3 2 ) ; : R E T U R N 

7 2 0 G O S U B 6 9 0 : M O V E R - 1 6 , 1 6 : P R I N T C H R * ( 2 3 3 ) : : R E T U R N 

7 3 0 I F y > y t - 7 2 T H E N 7 3 0 

7 4 0 GOSUB 7 1 0 : M 0 V £ R - 1 6 , - 1 6 : P R I N T C H R * ( 2 3 2 ) ; : R E T U R N 

7 3 0 GOSUB 7 2 0 : M O V E R - 1 6 , 1 6 : P R I N T C H R * ( 2 3 3 ) ; : R E T U R N 

7 6 0 P L O T - 1 0 , - 1 0 , 3 : M O V E 8 0 , y : P R I N T C H R * ( 2 5 0 ) ; 

7 7 0 T A G O F F : P R I N T C H R * ( 2 3 ) C H R * ( 3 ) 5 : T A G : x = x / 6 4 * 1 : o » x : M O V E 8 0 . y 

: I F r i * = * R " T H E N MOVE 8 0 , y b * 8 0 : o = o ^ 6 

7 8 0 ON o GOSUB 600,610,640,670,700,730,870,880.890,900.910,9 

20 

7 9 0 y l = y - 6 : I F n * = " R " T H E N y l - y b + 7 4 

8 0 0 I F a * > * 0 " T H E N P L O T 1 1 8 , y i : P L 0 T R 2 . 0 : P L 0 T R 0 , - 2 : P L 0 T R - 2 

, 0 : I F a * = " 2 " T H E N P L O T 1 2 4 , y l : P L 0 T R 2 , 0 : P L 0 T R 0 , - 2 : P L 0 T R - 2 , 

0 
8 1 0 I F n * " = " S * T H E N MOVE 4 6 , y « - 1 6 : P R I N T C H R * ( 1 8 9 ) C H R * ( 1 9 0 ) ; : MO 

V E R - 3 2 , - 1 6 : P R I N T C H R * ( 1 9 1 ) C H R * ( 1 9 2 > } : M O V E R - 3 2 , - 1 6 : P R I N T C H 

R * ( 1 9 3 ) C H R * ( 1 9 4 ) ; 

8 2 0 I F r » * " " F * T H E N MOVE 4 6 , y + 2 6 : P R I N T C H R * ( 1 9 5 ) ; : MOVER - 1 6 , 

1 6 : P R I N T C H R * ( 1 9 6 ) C H R * ( 1 9 7 ) ; : M O V E R - 3 2 , - 1 6 : P R I N T C H R * ( 1 9 8 ) C H 

R * ( 1 9 9 ) ; 

8 3 0 T A G O F F 

8 4 0 R E T U R N 

8 3 0 PLOT - 1 0 , - 1 0 , 2 : F 0 R x ~ 1 8 TO 3 3 8 S T F P 6 4 : M 0 V E x , 5 6 : 0 N ( x * 4 

6 ) / 6 4 GOSUB 8 7 0 , 8 8 0 , 8 9 0 , 9 0 0 , 9 1 0 , 9 2 0 : N E X T 

8 6 0 GOTO 5 1 0 

8 7 0 MOVER 0 , 1 0 : P R I N T C H R * ( 2 3 0 ) C H R * ( 2 3 1 ) J : R E T U R N 

8 8 0 P R I N T C H R * ( 2 3 0 ) C H R * ( 2 3 1 ) J : R E T U R N 

8 9 0 MOVER 0 , 1 6 : P R I N T C H R * ( 2 3 4 ) C H R * ( 2 3 5 ) ; : M O V E R - 3 2 . - 1 6 : P R I N T 

C H R * ( 2 3 6 ) C H R * ( 2 3 7 ) » : M O V E R - 3 2 , - 1 6 : P R I N T C H R * ( 2 3 8 ) C H R * ( 2 3 9 ) t 

: R E T U R N 

9 0 0 P R I N T C H R * ( 2 4 0 ) C H R * ( 2 4 1 ) ; : M O V E R - 3 2 , - 1 6 : P R I N T C H R * ( 2 1 6 ) C 

• » . < * » * « • -yps-mf. AMSTRAD ACTION FEBRUARY 1986 3] 



1 3 6 0 b n = 0 : t n = 0 

1 3 7 0 ON S 9 < 1 ) G O S U B 1 4 1 0 

1 3 8 0 ON SO ( 4 ) GOSUB 1 4 2 0 

1 3 9 0 I F b n < n n OR t n < n n T H E N 1 3 7 0 

1 4 0 0 GOTO 1 6 6 0 

1 4 1 0 SOUND 1 , P E E K ( 3 0 0 0 0 + 1 r . * 2 ) + 2 5 6 * P E E K ( 3 0 0 0 1 + t n * 2 ) , P E E K ( 3 2 0 0 

0 + t n ) * t e m p o , 7 : t n — t n + 1 : R E T U R N 

1 4 2 0 SOUND 4 , P E E K ( 3 3 0 0 0 + b n * 2 ) + 2 5 6 * P E E K ( 3 3 0 0 1 + b n * 2 ) , P E E K ( 3 5 0 0 

O + b n ) * t e m p o , 7 : b r i = b n + l : R E T U R N 

1 4 3 0 I F n n = 0 T H E N 1 2 6 0 

1 4 4 0 C L S « 2 : P R I N T » 2 , " P r e s s A t o s a v e a s " ; " a n A S C I I 4 i l e < 

• f o r u s e w i t h t h i s p r o g r a m m e r B t o " J " s a v 

e a s a B i n a r y • ; " F i l e ( 4 o r u s e w i t h - " » " o u t t h i e p r o g r a 

»> 
1 4 5 0 a * = U P P E R * ( I N K E Y * ) : I F a * < > " A " AND a * < > " B " T H E N 1 4 5 0 

1 4 6 0 C L S # 2 : I F a * = * A " T H E N P R I N T K 2 , " A S C I I F i l e ' E L S E P R I N T # 2 , 

• B i n a r y F i l e " 

1 4 7 0 P R I N T K 2 , , , " E n t e r 4 i l e n a m o * : I N P U T # 2 , n a * 

1 4 8 0 WINDOW SWAP 0 , 2 

1 4 9 0 I F a « = ' B ' T H E N GOTO 1 5 5 0 

1 5 0 0 O P E N O U T n a » 

1 3 1 0 FOR 4 « 0 TO n n - l : P R I N T W 9 , n ( 0 » 4 ) . r H l » 4 ) : N E X T 
1 5 2 0 C L O S E O U T 
1 5 3 0 WINDOW SWAP 0 , 2 
1 5 4 0 GOTO 1 6 6 0 

1 3 5 0 FOR 4 - 0 T O n n - 1 : P O K E 3 6 0 0 0 + 4 * 6 , P E E K ( 3 0 0 0 0 + 4 * 2 ) : P O K E 3 6 0 
0 1 + 4 * 6 , P E E K ( 3 0 0 0 1 + 4 * 2 ) : P 0 K E 3 6 0 0 2 + 4 * 6 , P E E K ( 3 2 0 0 0 + 4 ) : P O K E 3 6 0 
0 3 + 4 * 6 , P E E K ( 3 3 0 0 0 + 4 * 2 ) : P O K E 3 6 0 0 4 + 4 * 6 , P E E K < 3 3 0 0 1 + 4 * 2 ) : P 0 K E 3 
6 0 0 5 + 4 * 6 , P E E K ( 3 5 0 0 » + 4 ) : N E X T 

H R » ( 2 4 2 > ; : R E T U R N 

9 1 0 P R I N T C H R * < 2 4 0 ) C H R * ( 2 4 1 ) ; : M O V E R - 3 2 , - 1 6 : P R I N T C H R * ( 2 4 3 ) C 
H R * < 2 4 4 ) ; : M O V E R - 3 2 , - 1 6 : P R I N T C H R * ( 2 4 5 > 1 : R E T U R N 

^ 2 0 GOSUB 9 1 0 : M O V E R - ! 6 , 4 8 : P R I N T C H R * ( 2 4 6 ) C H R * ( 2 4 7 > ; : R E T U R N 

"30 CL3." CL3W2 
9 4 0 e h - - ] 

9 ? 0 I F nt i<>0 T H E N 1 2 7 0 

<?60 s * = S r A C E S < 2 0 > : r 1 « = " N F S " : P L O T - 1 0 , - 1 0 , 3 : n n l = n n 

9 7 0 n n = 0 

9 8 0 C L S t t 2 : P F M H 2 , 0 : P R I N T M 2 , " r - I n s e r t a n o t e ' * * * D - D e l e t 
c- n o t e " s ® " * C H R * ( 2 5 2 ) " - F o r w a r d s 1 n o t e ' s * " " C H R K 2 5 D " 

B a c k 1 n o t e ' s * " " S H I F T + ' C H R * ( 2 5 2 ) ' - F o r w a r d s ' , " 
1 0 n o t e s S H I F T + H C H R * < 2 5 1 > • B a c k " , " 1 0 n o t e f 

P R I N T B 2 , ' C T R L + * C H R $ < 2 5 2 ) " - F o r dt> " , " 1 0 0 
n o t e s C T R L - " C H K S ( 2 5 1 ) " - B a c k " , " 1 O 0 n o t e s ' , " M 

M e n u " 

1 0 0 0 GOSUB 7 3 0 : L O C A T E 1 3 , 1 8 : P R I N T " N O T E N O . " : L O C A T E 1 4 , 1 9 : P R I 
NT nn* 1; ................ 

• 0 1 0 x = I N T ( ( n ( 0 , n n ) M O D 1 0 0 0 0 ) / 1 0 0 0 ) * 6 4 : y = ( n ( O , n n ) M O D 1 0 0 ) * 4 + 
2 3 0 : / b = 2 5 4 : y t = 3 9 0 : n S - ^ M I D * ( n 1 * , 1 N T ( < n ( 0 , n r . ) M 0 D 1 0 0 0 ) / l O O ) + 1 , 1 
) : a * = M I D * < S T R * ( l M T I n ( 0 , n n J / L O O O O ) ) , 2 ) : I F n ( Q , n n l MOD 1 0 0 = 0 T H 
E N n t = " R " 
1 0 2 0 GOSUB 7 7 0 

1 0 3 0 x = I N T ( ( n ( 1 , r i n ) MOD 1 0 0 0 0 . » / 1 0 0 0 ) * 6 4 : y = ( n ( 1 , n n ) MOD 1 0 0 ) * 4 + 
9 0 : / b = 9 4 : y t = 2 3 0 : n * - M I D * ( n l * , l N T ( ( n < l , n n ) M 0 D 1 0 0 0 J / 1 0 0 ) + 1 , 1 ) : 
3 « - M I D * ( S T R « ( T N T ( r > ( 1 , n n ) / 1 0 0 0 0 ) i , 2 1 : I F n ( l , n n ) M 0 D 1 0 0 = 0 T H E N 1 5 6 0 S A V E n a * , b , 3 6 0 0 0 , n n * 6 - l 

1 5 7 0 GOTO 1 5 3 0 
1 5 8 0 C L S * 2 : P R I N T * 2 , " E n t e r 4 1 l e n a m e " : I N P U T H 2 , n a * 
1 3 9 0 WINDOW SWAP 0 , 2 
1 6 0 0 O P E N I N n a * 

1 6 1 0 I N P U T « 9 , n ( 0 , n n ) , n ( l , n n ) : n n = n n + l 
1 6 2 0 I F E 0 F = 0 T H E N 1 6 1 0 
1 6 3 0 WINDOW SWAP 0 , 2 
1 6 4 0 C L O S E I N : G O T O 1 6 6 0 
1 6 5 0 n n - 0 

1 6 6 0 T A G O F F : C L S : C L S t t l : C L S W 2 
1 6 7 0 P E N * 2 , 3 : P R I N T » 2 1 " M E N U " , — 

1 6 8 0 P R I N T M 2 , , * 1 ) E n t e r m u s i c ' , , ' 2 ) C h a n g e m u s i c " , 
a y m u s i c * , , ' 4> C l e a r n o a o r y ' , , ' 5 ) S a v e m u s i c " , 6 

u s i c ' 

1 6 9 0 a » = I N K E Y « : I F « • < • t • OR a * > " 6 ' T H E N 1 6 9 0 

1 7 0 0 ON V A L C a * : 6 0 T O 1 8 0 , 9 3 0 , 1 2 6 0 , 1 6 5 0 , 1 4 3 0 , 1 5 8 0 

1 7 1 0 P E N H 1 , 3 : P R I N T t t l , , , C H R * ( 7 ) J " MEMORY 

1 7 2 0 FOR 4 = 1 TO 1 0 0 0 : N E X T 

1 7 3 0 GOTO 1 6 6 0 

1 0 4 0 GOSUB 7 7 0 

1 0 5 0 C L S t t l 

1 0 6 0 d = 0 

1 0 7 0 I F I N K E Y ( 3 8 ) - 0 T H E N n n - < n n l : GOTO 1 6 6 0 

1 0 8 0 f = I N K E Y ( 1 ) : I F 4 = 0 T H E N d = l E L S E I F 4 - ^ 3 2 T H E N d - 1 0 E L S E 

I F 4 = 1 2 8 T H E N <1 = 1 0 0 

1 0 9 0 b - " I N K E Y ( 8 ) : I F b = 0 T H E N d = - 1 E L S E I F b = 3 2 T H E N d = - 1 0 E L S 

E IF b ^ l 2 8 THEN d = - 1 0 0 

1 1 0 0 I F I N K E Y ( 3 3 ) » 0 T H E N 1 1 5 0 

1 1 1 0 I F I N K E Y ( 6 1 ) = 0 T H E N 1 2 1 0 

1 1 2 0 I F <1=0 T H E N 1 0 7 0 

1 1 3 0 I F n n * d < 0 T H E N o n = 0 E L S E I F n n + d > - n n l T H E N n n = n n l - l E L S 

E n n = n n + d 

1 1 4 0 GOTO 1 0 0 0 

1 1 5 0 I F n n l > 9 9 9 T H E N n n = n n i : G O T O 1 7 1 0 

1 1 6 0 C L S # 2 : P R I N T * 2 , . , , , " P l e a » e w a i t " 

1 1 7 0 FOR 4 = n n l - l TO n n STEP - 1 : n ( O , 4 + 1 ) = n < 0 , 4 ) : n < 1 , 4 * 1 ) = n < 1 , 
4):next 
1 1 8 0 C L S # 2 : G O S U B 4 1 0 : C L S # 2 

1 1 9 0 n n l = n n l + l 

1 2 0 0 GOTO 9 8 0 

1 2 1 0 I F n n 1 < 1 T H E N nn=»nr. 1 : GOTO 1 2 6 0 

1 2 2 0 C I S # 2 : P R I N T # 2 , , , , , " D e l e t i n g n o t e ' n n + 1 : F 0 R 4 » 1 TO 1 0 0 0 

- n n l + n n : N E X T 

1 2 3 0 FOR 4 = r i r i + 1 TO n n l : n ( 0 , 4 - 1 ) = n ( 0 , 4 ) : n ( 1 , 4 - 1 ) = n < 1 , 4 ) : N E X T 

1 2 4 0 n n l = n n l - i : I F n n > = n n l T H E N n n = n n l - l : l F n n < 0 T H E N n n « 0 : G 0 

TO 1 2 7 0 

1 2 5 0 GOTO 9 8 0 

1 2 6 0 C L S * 2 

1 2 7 0 I F n n = 0 T H E N C L S : P R I N T # 2 , ' T h e r e i s n o m u s i L i n « e 

m o r y ' C H R S ( 7 ) : F O R 4 = 1 TO 2 0 0 0 : N E X T : G O T O 1 6 6 0 

1 2 8 0 P R I N T M 2 , " E n t e r t e m p o i n c r o t c h e t s p e r m i n u t e " : I N P U 

T # 2 , t e m p o 

1 2 9 0 t e m p o = 7 5 0 / t e m p o 

1 3 0 0 C L S # 2 : P R I N T K 2 , , , , , " P l e a s e w a i t ' 

1 3 1 0 F O R 4<=0 TO n n - 1 : i = I N T < ( n ( 0 , 4 ) MOD 1 0 0 0 ) / 1 0 0 ) : n o - ' t p ( n < 0 , f 

)MOD 1 0 0 + ( l = l ) - ( i = 2 ) ) * - < ( n ( O , 4 ) M O D 1 0 0 ) > 0 ) : d u ° 2 ~ ( 5 - I N T < ( n ( 0 , 

f ) M O D 1 0 0 0 0 ) / l O O O ) ) : I F I N T ( n ( 0 , 4 ) / 1 0 0 0 0 ) = 1 T H E N d u - 1 . 5 * d u E L 

S E I F I N T ( n < 0 , 4 ) / l O O O O ) = 2 T H E N d u = l - 7 5 * d u 

1 3 2 0 P O K E 3 0 0 0 0 + 4 * 2 , n o MOD 2 5 6 : P O K E 3 0 0 0 1 + f * 2 , I N T ( n o / 2 5 6 ) : P 0 

K E 3 2 0 0 0 + 4 , d u 

1 3 3 0 i = I N T ( ( n i l , 4 ) M O D 1 0 0 0 ) / 1 O O ) : n o = b p ( n < 1 , 4 ) M O D 1 0 0 + ( i * l ) - ( 

i - 2 ) ) * - ( ( n ( 1 , 4 ) MOD 1 0 0 ) > 0 ) : d u " = 2 A < 5 - 1 NT { ( n ( 1 , 4 ) MOD 1 0 0 0 0 ) / 1 0 0 

O ) ) : I F I N T < n ( 1 , 4 ) / 1 0 0 0 0 ) = 1 T H E N d u = 1 . 5 * d u E L S E I F I N T ( n ( l , 4 ) 

/ 1 0 0 0 0 ) - 2 T H E N d u » 1 . 7 5 * d u 

1 3 4 0 P O K E 3 3 0 0 0 + 4 * 2 , n o MOD 2 5 6 : P 0 K E 3 3 0 0 1 * f * 2 , I N T ( n o / 2 5 6 ) : P O 

KE 3 5 0 0 0 + 4 , d u : N E X T 

1 3 5 0 C L S # 2 . v 

F U L L 

REWARD Other, readers will rind..'i^^toj 
key in and useful or inf^i^jsitiye] 
t^: if you're a gimes 
vrriter. don't d e s p a i r y o u r 

We' re vffetiny any f§|p| program is top quality and not tod 
tween t50 and tlCO tb readers. : long it stands a good chance of 
who submit listings that are • -filingaccepted. |||; I 

printed in Arcs: r ad Action. ide- Submissions should b e cm 
ally,; any programs yoii subftnt tape or disc, accempsm^ jby J 
should be pretty shori so to a print out and n stamp«4, self-
prmt-ou; does not fill more than addressed envelope Send there 
two pages a! the most 10: Listings Editor, Arnateftd Ac-

We'tz p u- .ici;)ariy interes tion, ValesWe, Somorton, Som^ 
ted m short utility programs that rsetTl 1 TPS. '• J 

c'iKon 



DYNAMITE! 

> 

The evil Ores ravage 
the land of Belom - you 
control the only * 
characters who can 
save it. Stunning 
landscapes plus 
intriguing ad venture in 
'Venturescopel. 

Ivan the Crusader's 
epic quest to end 

Rasputin's evil reign 
puts this isometric 
multi room arcade 

adventure in a world of 
its own. , 

g a r r y t h e g e r m 

Ted's Great Summer 
Blow-Out-over 40 
whacky screens as he 
tries to avoid 
sunstroke, drinks like a 
fish and blows all his 
hard-earned money! \ 

Crazy multi-screen 
adventure-failed 

Germ Gerry proves his 
worth by laying waste 
tohis victim's body-

until he reaches the 
heart ! . 

Four great, sizzling games from Firebird - the all-new Hot 
Range. Available for the Spectrum, Commodore 64 and 
Amstrad - see them at all good computer stores now! 

R E W E L L I N G T O N H O U S E 
• S L A N E L O N D O N W C 2 H 9 D L 

FIREBIRD SOFT1 

UPPER ST. MAR1 

MAILORDER 
Pease stain aimoof garnc.rnacnrx: cassette ur disk tridijuaritily it»3i,i<>*3 
Enclosed Cf08S«d cheqj&'K) made swyattrto HREBIRD SOFTWARE. Al 
olfefsarc subject 10 availability Orders ar© OftspMmcrt promptly. A l prices 
inclusive ol WW and postaoc 
MAIL ORDER: AUNTIE KAV. 'FREEPOST FIREBWO. WELLING TON HOUSE, 
UPPER ST. MARTIN'S LANE. LONDON WC2H 9Dl~ - W t u w M W M 



YOUR AMSTRAD 
NEEDS KREMLIN!! 

TAPE 8 . 9 5 

DISK 1 2 . 9 5 

A B U S I M B E L PROFANATION 
Over 3000 yaars >90. Rimses II built the 
Temple of Abo Simbel. For over 30 
centuries. afl Its secrets have remained 
hidden to human eyes . 
Johnny Jones, hero and explorer 
extraordinaire. has entered Abu Simbel and 
fallen victim to th t Pharoah's spell. In 
order to continue his adventures he must ' 
froe him*»f from the spell, reach the 
mortuary chamber and discover Ks secrets' 

MONTY ON THE RUN 
Super f i t and desperate for freedom, 
our frightened hero finds refuge wtt f i the 
criminal underworld who offer him his 
chance to breathe fresh air and bask In the 
sunlight once again. Monty must select the 
correct ftve elements of his freedom Kit 
from the many he's offered and not miss 
out on the hidden gold coins that will make 
him • mo4e of leisure. 

THING ON A SPRING 
The evil goblin Is wreaking havoc on an 
unsuspecting wortd. castlna spelfc and 
banishing its treasures to hte underground 
factory deep In the bowels of the earth. 
How can he be stopped? What can we do? 
Who can do It? There's only one saviour -
our hero - Thaig on a Sprtngl 
Complete the magical J;gsaw and break his 
fiendish sped. 

Gremlin Graphics Software Limited 1985. Alpha House, 10 Carver Street. Sheffield S1 4FS. Tel: (0742) 753423 U. 



THE ALL-ACTION 
REVIEWING SYSTEM 
I  

Hot? These games are boi l ing! There might be a f e w less 
raves than in some previous months - but just look at the 
qual i ty . Elite gains the coveted Mastergame slot, as 
everybody suspected it wou ld . It's a massive game that 
w i l l keep you go ing unt i l next Christmas. 

The Raves, though, weren ' t far behind. We th ink 
they ' re of such except ional qua l i ty that they merited a 
front cover to themselves. There's something for every-
body in this issue, and al l of it knockout stuff . The on ly 
prob lem w e can see is in deciding wh i ch ones you can't 
a f ford. 

1. EXPERT GAMEPLAY. No game go's writu-n up until it's had <» 
: o k$ h testTake sottwaie editor Bob Wade Despite 

mer.non sore ti«rger tinge-:) he s pi etty 
deadlyWith a joiy&cfc and happens to have pi ayea vtruaiiv .very 
Amsira& ever released As th« v •> :* wr. t.nese atts BW 
r e a d h e s ^ other reviewers cant touch 

• : : ' ' ' 

2. EXTRA OPINIONS, its a • ays dangerou. ' c:. 

yevieWe i - tastes vary enormously So all the games we review get 
lo-^eiisHfey at least two people many of them by three Not only 
does this mean you can read an additional view under the 'Second 
opMoh heading, it also means ourratings are more reliable 
because they re arrived at by a process of debate among:those:: 
conce rned 

by 

pages into a.;livng lorarncf 
n&tf 

2 y . x t > t ? T t p n o ^ o p p m e u A > r e . . - —. . 

5. RATINGS BOXES. W e rate our games using percentage.? for 

flexibility and precision And with so many g ^ e ^ t o v i ^ k 

through, it s a help to be able to see at 

which are:, t Our ratings boxes do 

fc^hK&ig long bars with dark tips;fp;;I 

Page after page 
of sensational game reviews 

exti a vvo?k-oh, <&>) I | 1 

K I 1 H M s-> ; 
4. CLEAR SUMMARIES. Ev*-: < -r - . ; vnere you ended up 

MASTERGAME 
Elite 

AA RAVES 
N igh t shade 
Thea t re Europe 
T o r n a d o L o w Leve l 
Sweevo ' s W o r l d 
Barry McGu i gan ' s 
Box ing 

Firebird 5 0 

Ultimate 3 6 
PSS 4 4 
Vortex 4 8 
Gargoyle 4 8 

Activision 5 4 

GAMES TESTED 
W r i g g l e r 
The Bel ls 
Jumpman 
Spit f i re 40 
At lant is 
Death W a k e 
Gy roscope 

Blaby 4 0 
Blaby 4 0 
Blaby 4 1 
Mirrorsoft 4 2 
Anirog 4 4 
Quicksi lva46 

Melbourne House 5 4 
L i f e Expec tancy 
Ze ro Blaby 5 5 
T i m L o v e ' s Cricket Peaksoft 5 6 
Caves off D o o m 
REM 
The Hust ler 
M a g i c 
A l add in ' s Cave 
Endurance 
Quiz Quest 

Mastertronic 5 8 
Blaby 5 8 

Bubble B u s 5 8 
Macmi l lan59 
Artie 6 0 
CRL 6 0 
Alligata 6 1 

AA Ratings - how they work — 
We've come up with five differ-
ent headings which, we reckon, 
cover all that's important about a 
game The mos: important :s the 
final one which represents our 
overall assessment of it. Games 
which score 80% or higher earn 
the much sough: after label of A A 
RAVE, while the highest rated 
game ;n any month becomes our 
MASTERGAME - we go through 
agon.es before selecting that 
one. 

The ratings categories are 
meant to be fairly self-
explanatory, but that wasn't why 
we didn't print anything about 
them last issue - we just ran out of 
-pace So here are the missing 
explanations. Hopefully you'll 
a jree our categories make a re-
treshmg change from the usual 
GRAPHICS is the first category. 

Basically this means .er..what the 
game looks like; colour definition, 
animation, imagination. It s sale to 
say that monochrome Noughts and 
Crosses will score fairly low. 
SONICS next. Sweet music horri-
ble noise, silence, all will be rated 
on guality and guantity. This rating 
mvclves the use of ears. 
GRAB FACTOR We think you'll 
like this one Does the game really 
GRAB you? Are you hcoked^ W.ll 
you miss an episode of The 
Archers to play it? High Grab 
Factor means that the whole office 
abandons work. Bob Wade who 
ops with delight and even the 
publisher looks mildly pleased 
100% means the game is more 
addictive than cider. 
STAYING POWER You may have 
got rhe habit but how long are you 
going to keep i f Staying Power 

tells you how often you're likely to 
return to a game That depends on 
such matters as 'he number o: 
screens and levels the variety of 
the task, the degree of long-term 
challenge. An addictive game with 
only a couple of screens to .t will 
get a high Grab Factor and low 
Staying Power, one with a 1000-
screen playing area but lacking in 
payability would be the other way 
round 
AA RATING Nothing to do with 
cars This is the result of a very-
hard sum involving all the other 
ratings, plus factors like price, 
guality of packaging and mstruc 
tiens, reliability and any other re-
levant factors we can think of. You 
won't go far wrong w.th any game 
over 80%. 

Compat ibi l i ty 
All games reviewed in this issue 
are compatible across all three 
machines, with the exception of 
Anirog's Atlantis, which runs 
only on the CPC464 



r 

and Alien $ has taken the "filma'.ton" 
graphics iechnique used by Ultimate one 
stage further and introduced scrolling. Gone 
are the jumping end puzzle solving that con-
fronted you in the previous games but in are 
shooting and exploring an even larger game 
area. 

The game is set in the village of Night-
shade which has been overun by hordes of 
ejvii beings. -The village is made up of over 
500 locations viewed diagonally from the 
south- west and from a point above the acncn. 
The locations are composed of lots or" blank 
space with houses marked by attractive 
facades. There are also cloisters and most of 
:hese buildings can be walked into through 
doorways. When you do this :he wall that 
would otherwise block the view disappears 
to leave a bare room. 

Sabreman is once again the hero and 
wanders around in his usual well- animated 
styie. turning his head to look at things and 
shooting. His task is to free the village from 
the evil that plagues it by destroying the four 
menacing figures who prow: -lie streets in 
search of human blood 
ghost, madmonk and Mr Grim reaper who a i. 
have TO be bumped off using a specific o b ec T 

SECOND OPINION 

/ was prepared to be disappointed with this 

game, having suspected that it would be 

drearisy similar to its predecesors But -

astonishment! I found it one of the most 

enjoyable Ultimate games I've ever failed 

miserably to solve. The graphics are simply 

stunning, even if Sabreman still moves as if 

the only footwear he o wrts is a pair of 

snowshoes. 

Most impressive-and funniest-are die 

mutant monsters: hit 'em with the wrong 

antibody and the do a quick change into 

mohican hair-styled punk monsters waving 

their arms around in anguish. 

Paticncc is certainly a greater virtue 

than brain work in This game, which might 

make it less attractive for addicted puzzlers. 

Forme it was a bor. us. 

PC 

There are six non-moving objects that 
Sabreman can pick up. a bible, cross, egg-
nmer, hammer, potion bottle and winged 
boots. The last two have the effec; of curing 
ills and making you'move faster The other 
four objects are stored in a stack along with 
antibodies that can also be picked up These 
are found in all the rooms but move about so 
that you have to chase after them to pick Them 
up. 

The other moving objects are highly 
dangerous, though, since these are the mon-
sters that have been created by the evil cnes. 
IT' Sabreman bumps into 'iiern they cause 
damage and Three hits Will kill off one cf his 
lives. They can be stopped by using the ariu 

One of fhe many 
momteri 

Antibodies 
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bodies but things are complicated by the fact 
Thar not all anybodies will kill all creatures. 
Each monster is delightfully animated, parti-
cularly the ones that charge around with their 
hairy arms up in the air looking like a cross 
between f rankenstein and a Werewolf. 

If the anybody on top o: the weapons 
stack doesn't kill a mons:er it may have some 
rather unusual effects on it like turning it into 
a different monster Or splitting it In two, 
Sometimes you won't even get the chance to 
shoot as they appear right next to you so that 
running is also needed to get out of tight 
spots. The :-::ribodi'-3 add :he necessary 
original touches to the game that stop i: being 
too similar to previous Ultimate efforts. 

Your starting position ar pears to be ra 
com and because 
only way :o pinpoint your wh 

object flashing when you are near the corrcct 
character, 

Initially the graphics are stunning and 
exploring is quite exciting but as you dis 
cover there are no puzzles things start to get 
samey. The gnmeplay becomes simpie 
arcade action of exploring and shooting and 
getting lucky in finding things quickly. This 
makes it much less absorbing than the previ-
ous games but i: is still just as tough to com-
plete. Certainly not as good as Ulf imate'spre-
vious releases but an excellent game 
nonetheless. 

BW 

Marvellously designed characters. 
Excellent animation and scrolling. 
Great touches in antibodies and their 

effects. 
Large complicated playing area. 
Very difficult game task. 

Ant i -monster an t ibod ies 

There are four types of antibody and nine 

different monsters to kill off. Five of these can 

be killed off by any antibody but the other 

four (all demons) may mutate. So here's a list 

of monsters and whot kills Hiem. 

J (hands in the air): killed by 

spiral antibody. 

flraged teeth and spiky 

head): killed by spiked ball antibody. 

fl(two horns on his head): 

killed by rotating stick antibody. 

fl(two big teeth): killed by 

pulsating button antibody, 

ny antibody. 

^ ^ ^ ^ W a n y antibody. 

any antibody, 

ny antibody, 

(ball of dots): any antibody. 

puu me othei * in ibe «i AMSTR A D A C T I O N FEBRUARY 1986 37 
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What reviewers said about JEFF MINTER's 

PSYCHEDELIA 
'So brilliant that I find words too cumbersome to describe it...the perfect accompaniment to any kind of music.' 

'You get to create amazing f lowing geometrical bursts of colour on your computer.' 

'...a delight to use and to watch...a superb visual accompaniment to music...puts many a disco to shame ' 

'...intended to blow your mind - in the nicest possible way...an interactive f irework display.' 

'Tired? Frustrated? Suffering from nervous tension? Then I recommend a hearty dose of PSYCHEDELIA!" 

NOW AVAILABLE FOR AMSTRAD - £6.00 on tape from your computer store or direct from: 

Llamasoft Entertainment Software 
49 Mount Pleasant Tad ley Hants (Tel 07356 4478) 

06373 &S86 

Av<3' aU c mu'.v in'jt i l 9 •-•::< I coir ipirtw 
snoRS or by tot oiai 1 <>•. der po£.i f-** 
<1ir.:r I Irc.lY 

MICROBYTE SOFTWARE (AA2) 

18 HILGROVE ROAD 

NEWQUAY 

CORNWALL TR7 2QZ 

CASSETTE VERSION 
DISK VERSION £11.95 

MICROBYTE 
SOFTWARE 

TEL: 06373 6886 

A MEGA SPACE GAME 
OF EPIC PROPORTIONS 
• FAST VECTOR GRAPHICS 
• FULL COLOUR 3D GRAPHICS 
• SCROLLING SCREEN SCENES 
• A FULL TACTICAL GAME 

THE CYBORG BATTLE STARS HAVE INVADED 

THE FEDERATION SECTOR DESTROYING ALL 

IN THEIR PATH YOUR MISSION HALT 

THEM BEFORE EARTH IS DESTROYED. 
Phase l: Fly deep space missions in Starcruiser Galaxy \ 
using its Tactical displays to monitor Alien activity and to 
select target Battle Stars. Encouiter attacks from 
Aban Space Fighters and battle with them in fast 
Vector graphics. 

Phase 2: Launch Space Ranger craft and fly 
missions in Full Cotour 3D graphics against target 
Battle Stars Orbit the Battle Star betae descent 
and flying into its docking port Fly through its 
tunnels heading for the reactor vert chamber 
whore an attack must be launched. When they 
are needed. Jet Bike Commandoes carried on 
board your craft, may be used for sabotage 
tasks - depicted m scrolling screen scenes. 
Throughout each mission Aliens are constantly 
attacking, and the tactical situation is 
continually changing! 

AMSTRAD ACT ION FEBRUARY 1986 39 



mxec l eu 

Ce»t«rf»l8ar 

M w f v o c x m Vour bate 

g e t m y o u r w a y . T h e c a t e r p i l l a r w i l l b o u n c e 

M t h o m a s i t m o v e s . d o w n t h e s c r e e n S i n e b y 

i j & i ; sometimes c h a r g i n g !y d o w n a 
taxej o f feet^io&fcrs g e t t i n g t e m p o r a r i l y 

Quas imodo faces 
another section of 
ba t t l emen t in h l i 
over -d i f f i cu l t task 

WRIGGLER 
Blaby Computer Games. £1.99 uass, joystick or keys 

N o , t h i s i s n ' t « r e p e a t r e v i e w o t l as? m o n t h ' r -
e x p l o r a t i o n g a m e offering f r o m f 
R o b o t b u t a a r c a d e g a m e C f e a ^ 

r / p e t f e s t a r r i n g e v e n m o r e c r e e p y c r a w l i e s 

i^m-up which of fers p len ty of fasr action a n d | 

The essence o£ ifaa game is that a 
icaterpiiiar appears at she top of the scrol l ; 

at the bo«om your which you 

all you have to do. but; 
lots of other pesky little insects about who 

SECOND OPINION 

OK Wade. So there s no intellectual 

challenge, eh? Well, so what? You donpick 

up the joystick for a game ©/"Centipede 

when you 're in the mood for thinking. Yc u 

| play this game in a spirit of mindless 

destruction Frantic zapping is wham sad 

about, and as such Wriggler gets my vote 

PC 

THE BELLS 
Blaby Computer Games, £1.99 cass, joystick or 
keys 

GRAPHICS 

SONICS 

GRAB FACTOR 

STAYING POWER 

A A RATING 

i i r 
• » » x o » 

40 FEBRUARY 1986 A M S T R A D A C T I O N Smar te r than the a v e r a g e j r . i ig 

There's hule to say about a game as dire as 

this except the comment Quasimodo himself 

utters when falling from the 

ba idem en ts: 'Aaaaaaaargh!' 

PC 

• It's cheaper than other Hunchback 
games. 

The obstacles "hat face him include bar 
rels and arrows that fly across the screen 
towards him ana. If hit by them Quasi bites the 

• Very unoriginal. 
• Difficult control and timing. 

dust with the words "arghhh ' popping onto 
the screen. There can also be gaps in the floor 
which have to be jumped over, otherwise 
you plummet downwards, again to the com-
plement of an on-screen 'ahhhhhh.thh' 
Large gaps over flaming pits have to be trav-
ersed by grabbing a swinging rope over it 
and leaping off at the other side. 

Another difficult problem is the guards 
who stand in some of the smaller gaps and 
from time to time thrust a spear up into the air. 
This combination of events is the major pro-
blem so that other difficulties might be gaps 
with moving objects or guards and moving 
objects. 

The big problem with the game is the 
contro. c: Quasi which is difficult to say the 
least It is tough to calculate when to jump and 
the response to the lire button is often very 
sluggish The graphics also leave a lot to be 
desired and 1 ve heard less irritating sound 
effects m my time. 

BW 

As if poor old Quasimodo hadn't suffered 
enough in computer games he's been resur 
rected yet again to try to rescue his girlfriend 
from across 15 screens of battlement action. 
There are already two version of the game on 
the Ams'.rad. This third one doesn't measure 
up :o the others even though it s cheaper 

bach of the 15 screens represents a sec-
non of battlement which Quasi has to make his 
way along from left tc right to reach a beil at 
the other side which takes hirr. to the next 
screen There are a number of obstacles that 
face him on each scieen which have to be 
umped over. There is also a time limit on 
each screen in which you have to get to the 
other side. 

SECOND OPINION 



trapped '\it shots from the 
a mushroom but there are 

^ ^ ^ e r e a t i a g more. 
fttes wili descend in a vertical line Jeav-

i ^ ^ ^ h r p o r n s behind them and destroying 
three bases if they hit you. They can 

wave partiaLLy-desiroysd mushrooms will 

With the beginning at each new wave a 
snail appears and slides relatively slowjy 
across screen He can be shot for a big bonus 
but more importantly nesds to be shot quick-
ly. This is because when he passes over a 
mushroom it takes on magicaipowers so that 

segment hits it it will dive dow n 
the screen towards you - making Kfe very 

indeed The can 
• shot to neutralise them but yoii ve 
got a whole row to neutralise it can be tcugh 
tcJiget them all. 

S 

c a n p l a y a g a m e o f Snake, H e r e 

i f c a ? i t i a k e j a f c i s b o d y l o n g e r ; 

that appears a: the : 
bounces up 
garoc trying to; tondpn you; With:a f ^ t d^feit 
is particularly diflicyis'jQ take evasive 
They can be shot by nippmg undernea;h 
them but this is a dangerous pastime and it 
best just to try to avoid thein 

r-astleaving no room io- en or. The grapliios 
and sound Effects are reasoi^felBb^do^'t. 
expect to get anything more out c-fthis game 
than a few hours of heavy and satisfying 
blaar&g m 

• '• " BW 

j ; 0 0 D M E w s 

fc- G e t s e x t r e m e l y tough . 
• Novel little features Uke snaOi^ Igg 
• Very £a«tf demanding action. 
• First version of Centipede for Arnold. 
• G o o d p r i c e . 

• Highly unoriginal. 
• Spider is very annoying wfeen it 
arrives at high speed. 

No intellectual challenge. 

of the screen 
base can move up 
lines to avoid the^huttimg ̂ gr^ems; ;Every> 
time you do 
leaves ftnother suc-
ceed in getting past 10 catehpiiiars (exireme-

. difficult) then:; a; appears 

GRAPHICS 5 6 % M M 
SONICS 4 8 % 

GRAB FACTOR 7 7 % v ! \ V ! V ! V ! V > A W M W ( S 

STAYING POWER 7 2 % 

A A RATING 7 6 % • • • ***rrHIlifnJCf • • • * AvQUUiiUi/! 

J U M P I V I A N 
Blaby Computer Games. £1.99, joystick or keys 

GRAPHICS 5 1 % mmm 
SONICS 4 2 % 

GRAB FACTOR 3 9 % mm 
STAYING POWER 4 2 % mm 

A A RATING 4 0 % mm 

And so you go on, with different struc-
tures cf different colours, bouncing around 
:o colour each square There are only six 
screens and the pursuers will increase by 
one each time you complete them. Jumpman 
is by no means a bad version of Q*Bert the 
graphics are pretty slick the sound is suit-
ably springy and the who e thing is carried 
off with a certain amount of panache. But i-
must be said that it isn t quite in the class o? 
Microbyte's ErBert. However i: is' a budge: 
game. You pays you money and you takes 
your choice. 

PC 

• Colourful and noisy. 
• Cheap. 

• Only six screens. 
• Control can be difficult. 

^rsMc* 

SECOND OPINION 

The character graphics are very disappoint-
.'. " ±nd could have benn much better with <i 
." - more colour. Control is annoying 
re -: - —:kos time to respond, but holding 
down i. key - oystick direction will send 
you sh - "r. : r.e layout. But the designs 

: in :r.resting-so it could keep 

hangs, like ail the structures in the game on a 
background of deep space It looks very pre 
tty although the colours are a little on the 

This is a version of *he old arcade game 
Q *8ert, in which you have to jump around 
various geometrical shapes colouring in the 
blocks that comprise it. At the same time you 
are pursued by an opponent who will *ermi-
nate you with extreme prejudice if he catches 
you. 

In this version you are called Hubert-C-
Jumpman You are a violent pink colour and 
are lumbered with a huge nose Your pur-
suer is Felix the F'.atner. who is equally pink 
and suffers frcm an equally overgrown 
proboscis 

You begin on a blue pyramid which 

vibrant side As in all games of this type, 
movement is diagonal - you will probably 
find that the keys give you a better chance, as 
the joystick can be slightly unresponsive 

It's pretty easy to figure out the route 
Frank will take on this screen, so there's little 
difficulty in progressing the second un 
less you get toe enthusiastic and leap off the 
edge into the the wilds of space 

The next structure a :most a square, but 
it has some tricky hoies in it to make you think 
a bit more about where you're going. This 
time, though it's yellow 

G e o m e t r i c o l shapes 
h o n g In space 

Hubor t -C-Jumpmon 

Fel ix fhe F la tncr 
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Y#r i i co l i p e e d •JndcrzatfioQ* 

SPITFIRE 40 
Mirrorsoft, £9.95 cass. £14.95 disk, joystick w i th 
keys or keys 

s t e a m t r a i n . N o w a U t f t e . m s t a l g i c s e a n s l i p 

i n t o t h e c o c k p i t $ # S p i t f i r e a n d t h u n d e r 

suit of enemy .planes It's- a straigMpr ward 
flight simuiator with combar thrown in to give 
you som^Mnq i o do instea^ pf jw t̂ flying 

The basicairo of the game is to complete 
missions in which-you have to take-off from an 
airfield m scuth-east England, Iceaiea group 

turn to land at a^&Crfiefcfc -This is of course 
much easier said than done and lots of pract-
ice needed m thfe^riotis stages of the 
game. * 

-atf -Thre^'dl^terent flight m p d # 
which you can-select and the best place to 

controls. These are afi 
idftte^&doh an instrument panel that Q#the 

Y ^ pap switch between this and two 
other screens: the view through the cockpit 
and a radar map of the surrounding area 

Tihe controls and indicators are the ones 
yOU would expecuofind on a flight simulator 
Namely' ^ j i a . undercarriage, brake rud 

altimeter. 

artificial . compass i vertical speed 
revis e d siip and turn indicator. Naturally 
you d o n ' t o f these 
at once but farmhan'.y with the gauges, so that 
a quick eye can be scanned over them, is 
essential The other flying controls oftlieSpit-
fire ar^simply dive, climb and roll actions 
with button to operate your Min ma-
chineguri&. | v 5 ^ 

Having mastered the flying you :c#ri go 
on JO combat practice which i^uts you m the 
air with- a ^Sia^•• sir ing of enemy 
planes to be shoi down. Mere the techniques 
of evasion and. shooting skill can be patiecr 
ted rady for the real thing. 

Combat combines the two Training se-
quences so that you have to take off and tr ack 
down some enemy fighters from their hear 
mg and height. A map will also help you lo-
cate them You can zoom in on various sec-
nons to southern in greater detail. Failure car. 
come in many ways hke crashing the plane, 
overstretching its capabilities or being shot 
dowm i f to get back 

an airfield ^fore. the fuel runs out and 
complete one of the hardest parts ofihe game 
:§||e landing. 

The instrument panel graphics are de-
tailed and attractive, while the screen update 
through the cockpit is reasonably f^t . The 
mission task is demanding so the ability to 
save the game after a succesfu! mission 
means you can gratify mg:y build up a record 
under ycur pilot name The engine noise 
whenflymg is godd although the ntle music is 
a bit monotonous 

BW 

• Tough missions ar» graat when 

SECOND OPINION 

Weil, it wasn't quite my finest hour' playing 

this game, but it's enjoyable enough and I'm 

always happy to see a flight simulator that 

lets you go and shoo: things Although my 

dream fltghtsimulator would be one that le; 

you shoot things wihthoutever leaving the 

ground However given that you have to 

take oil, Spit40 is pretty good value 

PC 

A t h f j o c 

Compass 

Slip cwd Ivm 

G o o d r a n g e of cont ro l s b a t no t too 

confusing. 
• Nice engine noise. 

• Flying around shooting things can get 
b o r i n g . 
• The maps are chunky and bars little 
detail on them. 

GRAPHICS 2 0 % 

SONICS 7 1 % Wmmm 
GRAB FACTOR 7 0 % 

STAYING POWER 6 3 % 

A A RATING 6 8 % mmmm 
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Now 
FINGER TIP 
CONTROL 
IS WITHIN 

YOUR 

A totally new design gives instant response 
to your command movements. 

Up to now Joysticks of the Speeding quality 
are priced at £20 and over. The Speedking is 

microswitch based, and costs only £12.99, 
£14.99 for BBC & DRAGON machines. 

Designed to fit your hand, not the 
table top. meaning comfort during the 
longest of games. 

GUARANTEED for Twelve Months. 
Available for Spectrum 48K and 

Plus Commodore 64, 128 and Vic 20 
Atari, Electron, Amstrad, BBC and 
Dragon machines. 
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j ^ r I enclose cheque/postal order payable to KONIX 

Please charge my Access/Visa. 
Cart hokien. can caJI (0495) 711980 to order. 

Signature. 

Name:. 

Address: _ 

Postcode. .Td: 

Send to Konix Computer Products Unit 13 Srhowy lr»d Est Tredegar Gwent NP2 4QZ 
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This was the most politically controversial 
g a m e y e a r on other micros and i: will 
be interesting to see what Amstrad owners 
make now of the horrors of a nuclear war 
simulation. The hallmark of the game is its 
excellent creation ̂  atmosphere and the re-
alistic way in whichit treats the whole subject' 
For once a serious subject has been handled 
in the right manner withoxtttettirig .^ust a 
game". § \ % • ' | 

The wonderful packaging include? 
plenty of-fictional.--but ail too possible, back 
g r o u n d 

ftict; in Europe. The chain of events begins: 
with US intervention in the Middle iEast anc 
from there on it deteriorated inevitably 
East-West clash with the forces of ^ A ^ O : ^ ? ® 

SECOND OPINION 

The potential destruction of civilization 

hardly seems a fitting subject for a game, yet 

Theatre Europe succeeds m presenting the 

subject not just with excitement but with 

sensitivity. You '11 have your elf the kind of 

involved strategy game expected from PSS 

but you '11 also be forced to think about the 

wider issues of superpower tension and 

nuclear war Not least by that chilling phone 

message 

Needless to say, the presentation of the 

game is of a very high standard. the 

accompanying material adds greatly to the 

background, while game graphics and 

sound are excellent 

P C 

The conflict occurs in several ph^t t j i 
over 30 days 
made every two days. These break^^ i ^ l ^ : ; : 
three basic sections 
rebuilding for both sides. T W movement i 

square on the map except in moutainous ter-
ritory where m o v e T n e m : i s s ; E a c h 
player can only control his own units with ffi& 
few neutral armies ; 

The attack phase fattens W& ^ I S n f t 
adjacent to an enemy unit can eogage ir. The 
result of the attack can either be decided by 
the computer or an arcade screen can be 
played to determine the results of bat-lea ail 
across the front. This takes place against the 
background of the terrain you're on and has 
enemy tanks. helicopters and jet planes mov-
ing tfdroas it. You control a gun which fires 
missiles that can be guided Jo their targets. 

p S i f t f t e r b a t t l e s y o u c a n r e s u p p i y u n i t i s ^ & S : 

air sup-. 

-,hemm 
West German border 

The information really does immerse 
you in the frightening possibilities and re-
alities of such a 

the program with many touches' that allow no 
l e t u p i n t b e t e r i S i d f t i ^ 
map of Europe on which appear the major 
cities, the units on both sides and the type of • 
terrain. The player can take either the NATO; 
or Warsaw Pact s i t ^ and play s^g^h^t Ifte;;; 
computer or another player. i-

each aep» 
and tlie actions of theerie&y but, of course: it 
is never enough. The end of the turn lets you 
reallocate your air forces and also decide 
whether to use nuclear or chemical weapons 

The air forces can be used in many dif-
ferent ways for air superiority, counter air, 
interdiction, reconnaissance or three special 
missions. The aim is to achieve air dominance 
and thereby hamper the enemy's supply 
fines or make direct strikes against an enemy 
'ground unit. The final stage of each turn is 
Where you have to make the hardest 
as to whether to use nuclear weapons. 

. ;The procedure for this involves an auth-
orisation code word which can-be obiained-
by actually phoning a special ̂ timber where 
^ ^ H ^ f f l y d v get decode but even more' 
atmosphere f r o r r t t h a t .eomes; 

^ S i n g l e 

massive nuclear strikes there isof i ^ ' r ^ ^ l ; 
winner and you'll get Tty* 
Pte^tfc&t^WS game must never l»ppeii : for 
real and it does serve to remind us of ihe 

;lf'aa very absorbing program I 
provides a tough Strategic c h a l l e n ^ ^ ^ ^ V 1 

-:s you think more than most games 
BW 

strike across the whole frorti. The farmer is 
dangerous and may provoke a disastr ous re-
: the fetter leads to 
total destruction. • v-: -̂ - ' S § 
••' Af tfc* ̂  of the conflict you wir. get a 

mz 

W / 

sage riiawho is winning the war'.'ft it ends with 

• Gz«at background story and J 
ilia tractions. \ 

atmosphere created by \ 
packaging and game. 

impart ia l^ . 
• A difficult gam» to maiter. 

Good mix of strategy and arcade action 
if xeqttiratf, • m< 

44 FEBRUARY 1986 A M S T R A D A C T I O N we ,-tueiops 

THEATRE EUROPE 
PSS. £9.95 cass, £12.95 disk, joystick or keys 

Set deep beneath the surface of the oceans in 
a place swarming with deadly aquatic life 
where Skip dives for treasure and you dive 
for the joystick tc try to stay alive. It's one of 
those arcade games where the player can 
never relax and has to concentrate the whole 
time. 

The sea bed is a horizontally scrolling, 
wraparound area split into four levels by 
seaweed-coated platforms Skip the diver 
starts on the top level and can move between 
them by descending or ascending through 
gaps in the platforms. When he moves the 
whole display scrolls somewhat jerkily 
keeping Skip in the middle of the screen. 

Skip has ro collect objects that are either 
lying around on the platforms or swimming 
along one level. The two objects to be picked 
up on the first level are a spongey-looking 
creature called Cute and a sailor He picks 
them up by swimming into them and once he 
has both is flipped to the next level. 

Two things endanger skip on This level: 
sharks and little fish. The sharks are large 
blue mons:ers with enormous mouths and 
teeth which swim along and home in on Skip 
when he appears on their level The fish don't 
home in but. like the sharks move faster than 
you do. If you run into a shark it swallows poor 
Skip in gruesome fashion, licking its iips and 
bulging its eyeballs The fish are less decor 
ous but }ust as deadly 

The marine menace can be removed by 
shooting them with harpoons bu: they will 
keep on appearing elsewhere to chase you. 

SECOND OPINION 

The odd clcvcr touch and the odd stroke of 

wit were no compensation for the dull 

gameplay. A game like this has got to be 

much bigger and a whole lot better to 

succeed these days. Frankly, Id rather go 

fishing 

PC 

The objects you're searching for can also be 
shot so watch out this will lose a life. When 
the sharks are hit they crumble into a skele-
ton . Combined with their eating habits this is 
the best part of the gamo. 

On later levels even more dangers ap 



A word from our sponsors' wives 

• M a y be s e c * by soma as tasteless, 

pear The sharks are swapped for octopiand 
then crabs (which turn in:o crab pa:6 when 
shot) while an additiona. danger :s intro 
duced in the form o: Neptune. He wanders 
along the platforms and can change levels 
when he stops, banging his trident on the 
floor It takes six shots to destroy him and 
even then he will reappear at another po-
sition in the game. 

Skippy also has a problem in that he has a 
.united air supply in which to collect the ob 
jects. If he succeeds this will be transferred 
into bonus points. It's basically a panic game, 
similar in gameplay to Don't Panic irom Fire 
bird, and although it has some nice graphics 
and a jolly soundtrack it won't stretch most 
players much 

BW 

Some nice graphics like the shark. 
• Demanding "panic" gameplay. 

• Not much to think about. 
• Repetitive gameplay. 
• Not enough depth or variety to the 
game. 

Skip ond his trusty 
ho r j j oon a t e about to 
be i h a r k b o i t 

t a s r m c e U W M t i n 
Jh« uWmat® conflict lit 
Euroo* 

GRAPHICS 59% 
SONICS 71% 

GRAB FACTOR 48% wmm 
STAYING POWER 39% mm 

A A RATING 46% wmm 

GRAPHICS 22% MW88BS8R 
SONICS 33% 

GRAB FACTOR 89% w m m m m 
STAYING POWER 83% 

A A RATING 86% .V.-. ' .V.VOOCOQOOCMMI 

In one of Geneva's prettiest lake-

side villas two middle-aged ladies 

have got together by the fireside 

for a nice cup of tea and a good 

old chinwag. 

RITA: ...so I said to him, Nancy, I 

said: 'If you come back once more 

stinking of vodka then I'm going 

back to babushka, Mikhail. It's 

over, kaput, finito-

NANCY: Yes, Rita. I sympathise, 

but of course Ron never gets into 

trouble like that. Well, not for a 

few years he hasn't. Talking of 

kaput, have you seen the new 

game from PSS? Theatre Europe I 

think it's called. 

RITA: Oh, I don't go to the theatre 

any more. The Bolshoi isn't what it 

was, you know. 

NANCY: Not that kind of theatre. 

God , you can be stupid 

sometimes. I mean the war game 

that gives you the option to launch 

a total nuclear strike on the 

Warsaw Pact countries. 

RITA: Yes, yes. Mikhail was 

playing it the other day. Only he 

was launching the rockets at the 

NATO countries. These men! I think 

it's disgusting encouraging people 

to do such things in games. 

W e ' r e e Co l i seum A M S 1 

NANCY: Oh, Rita, I totally 
disagree. Theatre Europe is really 

an anti-war game. It makes you 

face up to the consequences of 

turning Europe into a massive 

nuclear camp. It forces you to think 

about the rivalry between the 

superpowers and what might 

hap... 

RITA: Rubbish! It's |ust an excuse 

for boys — and overgrown boys — 

to feel the thrill of pressing the 

button for real. They enjoy it, you 

know, when all those cities go up in 

mushroom clouds. 

NANCY: But Ronnie was saying 

that listening to the telephone call 

where that poor little baby cries 

had made him think again about 

the whole nuclear business. He's 

even asked Rambo if he should 

cancel Star Wars. 

RITA: Well you can't fool me with 

your silly arguments. I know it's 

part of a war-mongering plot. 

And if I catch my Mikhail playing it 

when he should be visiting the 

Smolensk Tractor Collective, 

there'll be fireworks in Red 

Square, I can tell you. 



A very: clever name for a came 
soon Recognise as taking its inspiration from 
Beach-Head. It's araulti-stage navai erjgage-
menHn which yoiu control your :na;tip^• stair 
and sea defences in a last desperate attempt 
to destroy the enemy. The task is to blow up a 
research plant that will otherwise produce 
atomic weapons to win the war 

The main-cdg tn the nation's defence is 
" t he Undaunted". Which is Die only weapon 
capable of destroying the research plant. 1: 
^ t i the game WiB e ^ : t ^ ga*^ ; 

starts an a map of the battle area .showing 
airbases. j^rts other iri^ailatjoiis. 
the action alternates 'feetw§«K' this and 
several arcade sequences .or: the way to the 
target. 

y. There are three airbase? on the map 
under your control and these can be used to 
..attack the eneiny;'3bases.; Allfc-asesare boxes 
with a symbo': "nsicio. They rum grey when 
damaged and: black when destroyed by 
liaids: frotri y<py£ bases. Enemy attacks can 
also knocie cut ypur bases so their airfields 
s ^ l d b e ^ I r s t to lessen the threa: both to 
teases and t^e-:Urtd.aun:ed After raids have 

&^hexcha^^:yoU;en:ter one of the arcade 

| | | 
• • ;The first involves a:tOrped<? plane attack 

oh t h e i d e -
stroyers The places appear in groups o? 
three from the right of the screen and drop 
torpedoes towards the t^tipsftijjs They can 
fo&swerved to:avGJd thsmor you canase^Jie 
three ship's guns to shoot the planes before 
hey release the rdrpedoes. the eseo'n ships 

can afford 

firepower,-but damage to ftfc 
the main danger After several yets 

return to the map screen for another'.ex-
dhange of air m 

The s e c d i i l ^ ^ m f s ^q^nce is a: battle 
:%airist patrol tarts which come in: from the 
sides of the screen end then • wardsiyou 
before releasing more torpedoes c«n 
again damage the s&ip A pair of gt J 
your defence at the bottom of the sd* 
can be moved left and;'*ight a i ^ S ^ a l j i ^ : 
elevation altered. As a last resort you-can 
a ^ n sW^rye to avoid theidrped|ies as they 
slide menacingly towards you through the 
wate f > M / M | i ' 

These early stages are initially very dif-
ficult but once the trick to surviving thei#;& 
found ̂ ie^beepme mostly routines^e^&je* 
tiher go at the map screen you have to negoti-
ate a minefield by steering the ships through 
it. This is di&cultwfth three ships so ih£k& 
sure;; it-s the escorts that get destroyed if; 

1 lift 

No: much to say about this one It's hard to 

summon up any kind of enthusiasm for a 

game as merely a verage as this The 

gamepiay you ve seen befor e in other 

programs, the strategy is negligible. 

Graphics are quae pretty and colourful, but 

that 's about the best I can manage. I'm afraid 

PC 

T h e n e x t M ; a n a v a l ^ h g a g e m e r i t 

w i t h t h r e e d e s t r o y e r s . T h e d i s p l a y i s a s f o r 

t h e p a t r p l b o a t s b u t w ; t h t h e t h r e e d e s t r o y e r s 

u n m o v i n g a n d l a r g e i n y o u r s i g h t s . H i t t i n g 

t h e m i s e a s y w i t h t h e g u n s b u t i t h a s t c b e d o n e 

v e r y q u i c k l y o r t h e e n e m y s o w n s a l v o e s w i l . 

s e n d t h e U n d a u n t e d t o t h e b o t t o m 

T h e p e n u l t i m a t e s t i g e i s p r e t t y m u c h a 

r e p e a t o f t h e t o r p e d o p l a n e s < g x p $ p £ ( h a t t h e y 

a r e n o w b o m b e r s s w o o p i n g hi t o b e a v o i d e d 

o r ^ i o t d o w n i n t h e s a n ^ m a n h ^ b S u r v i v e 

• t i t a t j a n d u p c o m e s ^ e r ^ e a t c & i ^ t t i n t h e 

m i d d l e o f a m o u n t a i n s i d e - . I t s d o o r s a r e c l o s -

i n g a n d y o u h a v e t o t r a i n t h e ^ i p ' s . g u n s o n 

t h e h o l e a n d s h u t . 

S u c c e e d a n d y o u g e t a P i c b o n u s , f a i l a n d y o u 

d o n ' t E i t h e r w a y 

S o m e o f t h e g r a p h i c s a r e O K a n d t h e 

s t a g e s a r e q u i t e t e s t i n g b u t f o l l o w i n g i n t h e 

f o o t s t e p s o ; Beach-tfeadand l&ss ixttpie-
s s i v e Assault'op Port Stanley i d o n ! ? t h i n k 

w i l l g e t m a n y p u l s e s r a c i n g 

1 : . I mM 

• Several different typ?s<tf stage. 
• A tough game for the first few plays. 

• Once cracked there's little to hold you*!': 
interest. 

> The stages are fairly s imple in nature. 
* The map screen seems to serve little 
pu rpose . ' : // 

GRAPHICS 5 7 % 
SONICS 5 0 % f g f l l P 

GRAB FACTOR 63% 

STAVING POWER 4 2 % mmm 
A A RATING 5 3 % 

'ho w r s c n wir f i 
o i l fho OO&Si onWi:;:: 

SECOND OPINION 
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E ATH W A K E 
Quicksilva Argus Press. £7.95 cass. joystick only 



FLIGHT SIMULATOR SPECIAL! 
STRIKE FORCE HARRIER 
• Full flight and battle simulation 
• Designed in co-operation with British 

Aerospace 
• Practice or combat level 
• Pilot, commander or ace skill level 
• Detailed manual and key card 
• Special in-pack offers 
• Posters and flight pattern charts 

BBC B/Electron tape. £9.95, 
disk (BBC only) £12.95 

COMING JANUARY 
Amstrad £9.95 tape, £14.95 disk 
Spectrum £9.95 tape 
COMING FEBRUARY 
Commodore 64 £9.95 tape, £12.95 disk 

SPITFIRE 40 
• Faithful s imulat ion of 1940 Spi t f i re 
• Produced in co -ope ra t i on w i th the Batt le of 

Br i ta in Museum 
• Pract ice, pract ice combat and combat levels 
• Save your f l ight log as you g o 
• Manua l , key gu ide, and checklist 
• Deta i led instrument panel graphics 
• Posters ava i lab le 

Commodore 64 £9.95 tape, £12.95 disk 
Amstrad £9.95 tape £14.95 disk 
Spectrum 48K £9.95 tape 

Ava i lab le f rom good software stockists everywhere. 
In case of d i f f icu l ty or for a copy of our latest catalogue, 

wr i te to Mirrorsoft at the London address be low 

Maxwell House, 74 Worship Street, London EC2A 2EN Tel: 01-377 4644 
Trade orders to: Mirrorsoft Ltd, Purnell Book Centre, Paulton, Bristol BS18 5LQ 



The lie of the land 

TORNADO L O W LEVEL 
Vortex. £7.95 cass. £13.95 disk, joystick or keys 

The game claims to have the fastest, smoo-
thestscrollmg yet to be seen on the Amstrad'' 
and for once an advertising blurb is correct 
when this thing moves at high speed it's mind 
blowing. 

You're put at the controls of a Tornado 
fighter on a mission to blow up five enemy 
bases. This has to be done from very low 
level and naturally there are ar. awful ;Oi of 
hazards and difficulties tha: confront you The 
action takes place on a multi-screen playing 
area where everything is represented in 3D 
The Tornado begins on the single runway in 
the game where it is readied for action. 

A map of the whole playing area appears 
and on it pop up the five bases which have to 
be bombed. Also the fuel and time gauges fill 
up and ten bombs are placed aboard the 
plane Fuel and bombs can be replaced at the 
runway but the time for the mission must not 
be exceeded cr the game ends. A warning 
sound is emitted when the plane runs short of 
fuel or time and this should either send you 
panicking fcr the landing strip or hurrying 
after the last of the bases 

The bases appear as small circles on the 
ground and to destroy them the plane has to 
be flown low over the top and a bomb 
dropped Excellent control and timing are 
needed to complete the task which is made 
i:ar der by the sui rounding obstacles 

Just about everything can be crashed 
into except the runway if you approach it 
right for the landing One of the nicest 

There are lots of terrain features 
to watch out for and all of them to 
be avoided. 
WATER: ripples with waves and 
makes a lovely splash If you crash 
into it. 
HOUSES: come in various shapes 
and sizes with windows, roofs, 
doors, garden walls and of course 
shadows! 

TREES: come in different varieties 
but there's no skimming through 
the branches. 
PYLONS: run in long lines and are 
connected by wires. Can be flown 
over or under if you've got the 
nerve and skill. 
BRIDGES: a great thrill to fly 
under these, disappearing 

Br idge 

W a t e r 

Tornado 

SWEEVO'S WORLD 
Gargoyle Games. £7.95 cass. joystick or keys 

In a refreshing departure from their com 
plicated, serious arcade adventures Gar 
goyle have launched upon an unsupecting 
public a cross between ET, Stan Laurel and 
C3PO He's got the weirdest sense of humour 
of any robot I ve ever met and lives in a world 
populated by little Hitlers, big sprouting fin-
gers and nervous geese 

Each Self-Willed Extreme Environment 
Vocational Organism (SWELVO) has to clear 
up a planet in order to enter human service. 
Sweevo has been allocated a planet peopled 
by genetic experiments and the instructions 
and scenario are peppered with puns and 
silliness that should raise a smile or two The 
game itself also has its tunny moments with 
the cutely animated Sweevo getting into 
some very odd situations. 

There are four starting locations for the 
game and you can select which one Sweevo 
will parachute into using his trusty umbrella. 
The first tiling you notice is the graphical 
similarity to the filmation technique used in 
Ultimate s Knight Lore and Alien 6 games. 
Each room is shown in a 3D, diagonal view 
with the stretch-necked Sweevo shuffling 
about the place in diagonal directions. The 
rooms are full of wacky objects, mostly fruit, 
skulls and gravestones, and puzzles which 
have to be solved. In this respect it differs 
from the Ultimate games - there are many 
more types of puzzle features, humour and 
transport methods 

To clean up the planet Sweevo has to kill 
off all its living organisms These take four 
forms. Wijus are odd beasts with horned 

heads that have to be wasted, tyrants are little 
Hitlers with moustache and salute who have 
to be trounced, minxes are annoying crea-
tures who have :o be mashed and geese 
waddle about waiting to be ghosted There's 
a special method for killing each of them but 
you'll have tc Snd it for yourselves. 

SECOND OPINION 

The initial reaction of Oh no. not another 

Ultimaie-ish 3D game ' is very rapidly 

[ replaced by astonishment at the brilliance oi 

th e graphics and the wit of the gamep -v 

really is an enchanting arcade advent un . 

vnthscme tough and very funny purs:. • 

Sweevo himself (itself?) is a weirc . oo.-:: ng 

crittur who quickly insinua res himse. .*' 

(itself 7) Into your affections - n 's a sad 

moment when the grinning Stan Laurelish 

face l urns in to a horrible skuh Bu t this is a 

game which is going to give you a lot more 

laughs than tears on youi way to a solution. 

PC 

In his quest to kill off all these mutants 
Sweevo has to watch out for many dangers 
that can injure or kill him. Bumping into fruit, 
skulls, gravestones and other features will 
knock him down, weakening his energy. This 
is represented by an enlargement of 

Sweev : .*€ . v j r a d u a l l y turns more 
unha;. :. . rid g unt until it becomes a skull 
and he s. Other objects can be instantly 
eth-s • : -:. weights and fingers. The 
weigiitf s ispended on pillars that dis-
solve wner r> imped into and crush anything 
- i r - - - -. fingers are disgusting projec-

tr.̂ t thrust upwards cut of the ground 
'her. disappear, killing you if you happen 

t: have reen standing on top of that spot. 

There are objects that can be collected 
frcm many of the puzzles contained in the 
game like tins, boots, teddy bears, boos and 
t rownies (?!). What you do with them is ano-
ther mystery to work cut but collecting most 
of ihein requires a satisfying mixture of log-
ical thinking and good reactions Cr .eking 
puzzles gives you a real kick jr..i /. hough 
they aren't as tough or complicated as 
Gargoyle's previous games . re a lot 
mere-fun 

One nice touchis the me TIC IS tor getting 
between levels in the gam- Sweevo can 
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j. O n e of the most endearing things 

| about the g ame is the delightful I 

1 graphics that keep occuring. > 

I Sweevo himself wanders around J 

| looking gormless and cute with his j 

j silly, long neck displaying real i 

i star quality v/hen he gets boosted 1 

\ to another level or floats down i 

i one. . ' i 

I Some of the dangers are just 



SECOND OPINION 

Stunning scrolling and extremely tough 

gameplaymake this a reaily absorbing 

i program The graphics are superb 

I throughout ike game* so oven if you re 

•r, i rung re pea redly there's plenty to 

I admire. Yon probably will crash pretty often 
1 u'snojeko trvmg to control a Tornado 

when itshooting along only a few teet 

., i ,,y/,, thf, ground and you re surrounded 

, by pylons, houses and trees i Hiding targets 

I is no problem, but actually managing to hit 

I them With bombs is another thing altogether 

I I found myself iiyrng around.;? arae.- re 

I get the iigh; hue while my turn? ir,d fuel rin 
1 out features like t'-e sparkling water, ine 

thr • on • iges 1 ex *ra e:< i.v? reprogr. irn 

rh.ii wcur-1 have been« rave without them (  

touches is the water which is below the level 
of the land of course and has cliffs all around 
•it Perhaps the best moment of the game is 
Hying under a bridge or disappearing 
behind an outer op of land to reappear safely 

on the other side. 
Crashes are marked by a wonderful 

explosion ana bases go up with a small flash. 
The other graphics are excellent and the 
scrolling a: high speed is superb. When the 
Tornado is at full height the swing wings fold 
back and it zips across the landscape at su-
personic speed-beautiful to watch. When it 
dips down the speed drops and out come the 
wings again The plane banks left and right 
but this isn't on the spot so space is needed 

At any time the map can be referred to, 
temporarily pausing the action, to show you 
•he plane's position If all "he targets are de 
stroyed you'll have to make it back to the 
runway to land and another mission will be 
giver to you even harder than the first Tar-
gets will start to appear in the water and in 
\rery tight spots to get at. making destroying 
them all the more rewarding 

The sound is limited to the roar of the 

plane's engines and the noise of explosions 
but music would seem cut of place anyway 
The playing area isn't massive but within it 
are plenty of featur es and difficulties to make 
life extremely tough Certainly a game that I 
could spend hours on end playing and just 
marvelling at that high speed smooth 
scrolling. BW 

Fastest, smoothest scrolling yet on the 
Amstrad. 

Excellent graphics for the whole 
playing area. 

A very tough game task. 
Good control of a responsive fighter. 
Good reactions, efficiency and daring 

are needed. 

A few other planes to blow out of the 

sky would have been nice. 

rnmmMm 
T57iTi| 93% 

(STAYING P O W E R E t f i S B mmfflssm 

stand on explosive pads that bounce him up a 
level or drop through holes in the floor where 
he floats down under his umbrella. Lifts a.sc 
Play an important pan in many locations and 
are activated just by standing on ihem. 

Finger 

U f ! 

The humour and graphics in the game 
are great with some teasing puzzles to solve 
arc plenty of game to explore. The similarity 
to previous games doesn't matter at all 
because there are too many original touches 
:c keep you occupied. A marvellous depar-
ture for Gargoyle showing that they have 
more than one string to their talented bow 

BW 

g Great 3D graphics. 
Good sense of humour in instructions 

and graphics. 

BTesting puz2les to work out. 

Delightful screen designs and 

features. 
gl Large, complicated playing area. 

^difference 
i as well done, particularly the , 

i tyrant and fingers. The tyrant is am 

obvious Hitler with a straight arm 1 

i salute and a daft little black i 
1 moustache as he struts about 1 

i looking imperial. The fingers are , 

i truly grotesque but really do look i 
1 good as they rise up and down 1 

i presenting a serious threat to poor i 
1 Sweevo. _ J 
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The most talked about game of 1985 has ar-
rived and is still living up TO its name by join-
ing the elite ranks of games on the Amstrad, 
The game is a classic combination of trading 
and space shoot em-up action set in a mass-
ive universe of 2,000 planets and eight 
galaxies, It captures the attention of nearly 
everyone who plays it by plunging them into 
a world so real and absorbing rhat you could 
play it forever 

The impressive packaging is the first 
thing that captures the eye and imagination, 
presenting masses of background inform 
ation. humour and atmospheric detail. The 
instrucnon booklet introduces you to the 
world in which you are about to be immersed 
and a story. The Dark Wheel sets the sceno 
and builds up the atmosphere for the task 
ahead. All the controls and tasks will take a 
while to learn but the instructions are well 
written and, despite their length, should 
guide you into the game quite easily 

S E C O N D OPIN ION 

Two or three years ago the computer games 
scene was flooded with tawdry little space 
trading games, in which you flitted around a 
pathetically small universe in search of 
goods and a little bit of fun. Sometimes you 
got the goods, but you hardly ever found any 
fun. 

Elite has taken that very basic formula 
and turned it into a superbly executed and 
totally involving game The idea is essenti-
ally the same, but with just about every ad-
dition you could want. Add 10 this the truly 
superb graphics, a witty scenario and some 
complex strategy and you have a mega-
game. 

It'snoteasyto play, and I'm still languish 
ing as 'harmless' a t the bottom of the rankings 

so what's new? - but I know that with time 
and hard work / can become a contender. I 
win be ELITE 

PC 

You begin the ultimate in spacc adven-
ture at a plane: called Lave at the bottom left 
nand comer of galaxy one. From this starting 
point with an ill-equipped Cobra Mk Ili ship 
and only 100 credits in your pocket you have 
to :ake on the universe at trading and in 
battle. You'll need fuel to star: your travels 
and after this you can launch the Cobra and 
practice some flying. 

After blasting down the launching tunnel 
the ship emerges to the sight of a coloured 
planet and space dust whizzing by. Now is 
your chance to get familiar with The ship's 
instrumentation and control, and practice 
docking with the space station which you jiist 
left. The flying controls and scanner may 

seem complicated at first but a little practice 
in the safety of the station area will ease a pilot 
into the rigours of life among the elite. 

Now you should study all the scanners 
and information at your disposal on the vari-
ous menus. In flight you can view space from 
forward, rear, left and right angles with 
space dust and all other objects visible in the 
relevant view. Information is also contained 
on the instrument panel of sh:eld status, cabin 
and lasei temperatures, altitude, missiles, 
speed, radar, attitude and power The radar 
scan is the most complicated of these to un-
derstand as it presents a three dimensional 
view of the surrounding space but, again, 
practice wi! 1 enable you tc track objectsqui:e 
succesfully 

Space dust - scattered like glittering 
stars - is the only constant feature in the view 
but there are many other colourful objects 
that can appear. Planets and suns come m 
several different colours and this really 
brings a whole new look to the display. No: 
only do the planets vary in colour but so do 
the other ships and space stations from sy-
stem to system. The ships are still line drawn 
and tho planets do not obscure space dust 
but colour really does brighten up the view, 

The ships ir. the game are all named after 
snakes and have a distinctive appearance 
from the deadly lines of the police's Vipers to 
the sinister Fer de-Lances of the bcunty hun-
ters and the evil Kraits. much loved by pi 
rates Some ships will be peaceful traders 
and won't attack but others wtli go after you 
for the cargo and the police will swarm over 
lawbreakers.1 Most dangerous of all are the 
Thargoids, an insectoid race 
who spell inst-

ant death for most Gyers and can attack in 
even greater numbers than the police 
Vipers. 

The combat element is vital to success 
but without good trading it counts for. little 
Trading is how money is made and equip-
ment bought, for which you need a good 
knowledge of the economic and social struc-
ture of the universe Some planets are parn-
cularly good for buying and selling goods at 
while some hold many dangers for the un-
wary pilot. For instance computers will fetch 
a high price on a poor agricultural world, but 
it may also be an anarchist or feudal planet 
and therefore swarming with pirates. 

As your wealth increases new pieces of 
equipment can be bought to make your task 
easier and quicker. The aim is of course to 
become ELITE. You begin as HARMLESS and 
til rough surviving battles and destroying 
ships The rating can be increased Butbeware 

achieving elite status is very tough 

Within the major quest are many sub-
sidiary steps such as gaining an expensive 
piece of equipment exploring a new galaxy 
or completing one of the four special mis-
sions. These missions will crop up when your 
rating suggests you are ready to handle them 
but their secrct nature means that you'll have 
to wait to find out what they are. 

During any stage of tho game a number, 
of menus can be accessed 
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ELITE 
Firebird/Torus, £14 .95 c a s s , joys t ick w i t h keys or keys 

Trading 

Without good trading you won't 

survive for long, so It's best to 

work out a good strategy. Illegal 

goods like narcotics and slaves 

bring high profits but high risks as 

well, as the pirates and police will 

be after you. 

Planets fall into several 

categories including agricultural 

and industrial with different . 

tecnology levels and economies 

that affect the pricing of goods. 

For instance, a good profit should 

be made by buying computers at 

a high tech industrial planet and 

selling them at a low tech 

agricultural one. 



Snake ship 

Energy bars 

givmg information. 
on the ship's position 

and trading stains. These are 
the galactic chart, short range 

chart, market prices and overall status in-
formation. Other menus can only be acces-
sed when docked - these are the buying and 
selling of goods, and buying cf equipment. 

The vector graphics are excellent; 
smooth moving and the variety of colours 
makes the display superb. Many nice 
touches have been included such as the tun 
nels when entering cr leaving a space station 
and hyperspace, and the blurring of the stars 
as the ship ' 'jumps'' towaf ds a planet or sun. 
Most of the sound effects are disappointing 
but the wimpy laser sound is more than made 
up for by the colourful explosion of an enemy 
ship when you get enough hits on it The 
gamepiay is wonderfully addictive and re-
ally does succeed in taking you into a new 
world of challenge and danger. 

BW 

Lots more colour than previous 
7ersions of the game. 

Smooth vector graphics. 
Great combination of trading and 

shoot-em-up. 
Tremendous lasting challenge to get 

equipment and explore universe. 

There are plenty of add-ons for 
your vessel, but they all cost 
money - some of them a small 
fortune. 

§ needed for every trip. 
the ship can carry four, 

which home in on enemy ships. 
enlarge 

cargo capacity from 20 to 35 

defends against 

system. 
middle strength 

laser system. 

J Excellent packaging and atmosphere. 
J Four special missions. 

strongest lasers 
- very deadly (and expensive). 

used to extract 
cargo from asteroids. 

^ ^ ^ ^ ^ collect cargo in 
space and scoop fuel from suns. 

^ d e s t r o y s all ships 
within scanner range of ship. 

F replenishes energy 
and shields faster. 

3 used in emergencies 
to escape a doomed ship. 

Jdocks 
automatically at space stations. 

2 used to 
get between the eight galaxies. 

It is rather expensive. 

GRAPHICS 96% 
24% 
94% 
95% 
94% 

m 
SONICS 

96% 
24% 
94% 
95% 
94% 

Jv 

m GRAB FACTOR 

96% 
24% 
94% 
95% 
94% 

;?!; m 
STAYING POWER 

96% 
24% 
94% 
95% 
94% 

w 

il 

A A RATING 

96% 
24% 
94% 
95% 
94% 

w 

il 
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PING PONG 
You can almost feel the 
tension of the big match 
breaking through the 
screen . . . the expectant 
crowd is almost on top of 
you! You return the service 
with a top spin backhand, 
then a forward back-spin, 
the ball bounces high rrom 
your opponent's looping, 
defensive lod... SMASH!... 
a great shot opens the 
score... but this is only your 
first point! Play head to 
head or against the 
computer in this, Konami's 
first and best table-tennis 
simulation. r 

COMIC BAKERY 
• Panic in the 

bake-shop. 
• Fast and furious 

arcade fun. 
• Help Joe the 

baker defend his 
loaves from the 
rascally raccoons. 

• Another red-hot 
Konami cookie! 

L 

HYPER SPORTS 
Enter the stadium of Ko 
smash-hit sports Simula 
and skill of Archer and i 
critical timing and brute 
six events to test you to 
continuing the challengi 
left off. _ . 

Imagine Software is available from selected branches of:'^ 

Imagine Software (1984) Ltd • 6 Central Street • Manches 

P ) . W H S M I T H * J l M m M l , W O O U * O R 7 H , l 



/ W O R L D SERIES 
/ V BASEBALL 

Join in the big pitch 
excitement and 

atmosphere of the 
world series 

championship with: 
• RUNNER STEALS 

# HOME RUNS 
• PITCHER STEALS 

and many more of the 
authentic fun features 

of real American 
Baseball. 

ami's No. 1 arcade 
on. From the finesse 
ceet Shooting to the 
r'orce of weignt lifting 
our l imit Hyper Sport 
where "Track and Fiel 

YIE AR KUNG FU 
If you can master 
the ten moves, 
expect the 
unexpected and 
FIGHT for your LIFE 
against the 
formidable masters 
of the martial arts 
you may live to meet 
them ag,ain on the 
mountain or in , 
the Temple. 

M2 5NS • Telephone: 061 834 3939 Telex: 009977 • 7 $ j & m 

VS R u m b e l o w s , G r e e n s , spectrum Shops and all good software dealers. Trade enquiries welcome. 



GYROSCOPE 
Pjlelbourne House. C8.95 cass. joystick 01 keys 

As far as heme computers are concerned this 
is a stunningly original game, featuring a 
tough to control gyroscope on its perilous 
journey through 28 devilish screens, it's 
based on an arcade game called Marble 
Madness bur like all such imitations doesn't 
quite match up to the original. 

The game takes place against a futuristic 
and abstract group cf 28 screens which have 
to be negotiated by a gyroscope. The gyro 
spins on an axis and purely with joystick or 
key action can be moved in all directions, it 
spins upon a smooth surface divided up into 
squares, giving the whole scene a geometric 
look The landscape is contoured by slopes, 
towers, shadows, canyons and ledges that 
give each screen a very attractive design. 

The task facing your spinning scope is to 
get to the bottom of the 28 screen course 
which is composed of seven sections, four 
screens in each The sections have to be com-
pleted within a CO second time limit by reach 
ing a large green square on the fourth 
screen Points are scored for each new 

x pSS 

x ^ R x 

BARRY McGUIGAN'S W O R L D CHAMPIONSHIP B O X I N G 
A c t i v i S i o i t . ' G a m e s t a r ) F 9 . 9 9 CBSS, j o y s t i c k nt k e y s 

Hot on the heels of his World Championship 
triumplis last year, BM has made his com-
puter debut in just the same dynamic and 
powerful style that typifies his boxing. De-
spite being the fourth boxing game on the 
market in recent months it more tham mat-
ches the others and will provide long hours cf 
fisticuff entertainment. 

The contest can take the form of two-
player battles or of one player battling 
against the 19 computer opponents as he tries 
to beat Barry for his world title. The first ac-
tion of the prospective world champion is to 
create his own boxer from various character-
istics in true Frankenstein style. He can be 
black or white and have various shades of 
hair colour and shorts - judge for yourself 
whether they make any difference to your 
performance Most important is the boxing 

SECOND OPINION 

We always knew Barry M could box a bit. 

but his programming skills come as a 

revelation - this is the best punch-em-up yet 

on the Amstrad, a really exciting blend of 

fistic fury and calm strategy. The thrill of 

winning my first figh t against Cannonball 

Corby roused the whole office from their 

cider-induced torpor. J was chaired round 

the streets ofSomerton, the brass band 

played etc. etc. 

V/ha tmakes the game is the fact tha t 

from the very beginning you know that skill 

rather than luck is the determining factor If 

you train properly, go to bed early, live a 

clean life and throw the right punches you '11 

do well. 

PC 

style you choose and your personality which 
can be one of several types from a nice guy 
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slugger to a lcudmoutn dancer. 
The style of boxing will determine the 

best punches and tactics for use m a figh? 
while the personality will affect the attitude of 
the boxer. This is all revealed in the boxer s 
profile which gives information on Ins 
strength stamina endurance, agility, best 

Style and temperament guide 
Here's a list of the different 

boxing styles you can have. 

DANCER: moves around a lot and 

rarely goes in close to punch. 

BOXER: likes to keep his distance 

and punch in flurries. 

MIXED: an unpredictable style • 

that makes you hard for your 

opponents to read. 

SLUGGER: likes to get in close and 

batter away . Doesn't tire easily. 

BULLDOG: likes to t rade blows 

toe to toe and can trap feebler 

men on the ropes. 

The personality traits that will 

determine the boxer's attitude 

are: nice guy, erratic, hot temper, 

loudmouth and bruiser. 



SECOND OPINION 

On my first go I thought the control m this 
game was going to be so awkward that Id just 
. ca ve it aione. But I found myself ha ving ano-
ther go. and then another and then... It really 
is very addictive. It's also very tough and will 
demand a lot of anyone who plays it. even if 
they are joystick maestros A very smooth 
and impress] ve game. 

PC 

screen visited and as a bonus for the time left 
at the end of a stage 

The trouble with gyroscopes is that they 
have the annoying habit of running into, or 
off. things and falling over. You are only al-
lowed seven lives and one of these is lost 
every time you fall over or run out of time but 
another is added for every thousand points 
scored 

Many obstacles stand in your way and 
each one presents a particular problem Nar 
row ledges call for very tight control, which 
is far from easy with a machine that suffers 
from inertia. Many sections have to be 
steered round very slowly and one wrong 

twitch on the joystick may send you crashing 
off the course. Control in these situations is 
initially extremely difficult but as you get 
used to it it becomes a finely balanced chal-
lenge to test your joystick skills. Keyboard 
players may find things harder but it will cer-
tainly sharpen up the reactions. 

Control becomes even harder on some 
patches of ground tha* are made up of slip-
pery glass, steep slopes and magnets. Glass 
disables your controls as the gyro skids 
across it, possibly to its doom. Steep slopes 
accelerate you down them and sometimes at 
angles and can also thro w the gyro to an early 
grave Magnets are really nasty and can dis-
orientate the controls and bounce you about 
all over the place. Some screens even have 
large areas of open space with an odd buoy-
ancy effect on the gyro. 

The most difficult hazard are the aliens 
that inhabit some screens They move around 
in general zones but within that area their 
actions are random so that getting past them 
can be a real pain in the gyro. They seem to 
hit you unfairly sometimes when you get 
close to them and it can be enormously frus-
trating after mastering the technique of con-
trol only to fir.d an infuriatingly random 

punch, recovery, fight record and winnings. 
Havingexammed this you cannow head your 
man towards his first fight. 

The boxer can begin as a new pro 01 a 
contender, which will determine whether ho 
starts at 20xh or 10th in the world rankings He 
can decide to take on one of the two boxers 
ahead of him in the rankings or the one 
behind him. Each fight will have details of the 
purse, a number of weeks to train for it and 
the number of rounds Having selected the 
opponent his profile can be examined -it 
gives the same information as yours and 
hopefully reveals his weaknesses 

The strategy element continues with the 
weeks in training camp where five different 
training routinues - heavy bag light bag 
sparnng, roadwork and weights can be al 
located to build up areas of your fighting abil-
ity The strategy side to the game is oolite 
absorbing and vital as well because one 
wrong decision may leave you with little 
chance in the fight 

The fights take place over 10 or 12 
rounds of three minutes (slightly faster than 
real time) each The ring is shown in 2D with 
the boxers moving left and right but despite 
this there are several dimensions to the fight-
ing The first is that the boxers move automat 
ically depending on their boxing sr/ie. leav-
ing ycu to concentrate on -he punching. 
There are eight different moves that work at 
'.wo distances. 

When the boxers are close together the 
inside punches, such as uppercut ana nook 
need to be used. Further apart outside moves 
are needed like the jab Crosses and 
bodyshors can be used at both distances. 
Each punch requires different amounts of 
energy and has different effects on your 
opponent. 

Each fight requires a long term plan to 
either SCO your opponent with some big 
punching, wear him down and then stop him 
with a series of knockdowns or try to outpoint 
him The last of these s extremely difficult 

and will reqiure a lot of skill. When a flurry of 
punches occurs the crowd's excitement will 
increase while a knockdown will provoke 
wild cheering and flashing of camera bulbs. 

At the end of each round a break is taken 
to show the points situation and stamina 
strength and endurance ratings. If you win a 
right ycu move up in the rankings and the 
boxer's skills may increase along with his 
oarnings. 

There's an excellent blend of strategy, 
tactics and arcade action to provide a great 
boxing simulation that probably gets as close 
"O the real thing as possible. The long term 
challenge cf moving up the rankings is a 
tough one that keeps you at it and with so 
much variety possible you shouldn't lire 
easily. I hate to say it but - a real knockout! 

BW 

0 E W 

• 19 different, but tough, fighters to 
battle. 

• Great variety in boxers you can create. 
• Good strategy element in the plan of 
action. 
• Ring action demands plenty of skill. 
• Excellent graphical and sound touches 
like KOs and crowd roar. 
• True two-player action 

W 

• Not for pacifists. 

GRAPHICS 77% 
75% SONICS 
77% 
75% W H i 

GRAB FACTOR 87% 
86% 
86% 

STAYING POWER 
87% 
86% 
86% A A RATING 

87% 
86% 
86% 

hazard 
As you move from one screen to the next 

the display scrolls jerkily to reveal the new 
area and although the screens look good 
there isn't much animation. The musical ac-
companiment is full of variations on a theme 
but unfortunately this gees off-key in places. 
The most annoying feature is the "dissolv-
ing" title screen as you start a game It takes 
several seconds and serves no obvious use. 

Plenty of marks for originality and game-
piay and as ever it's a very slick package 
from Melbourne House. The minor niggles 
car. become very annoying in this sort of 
frustration game but I was left wanting even 
more and varied screens. A great game that 
could be just that bit better 

BW 

G O O D N E W S 

Attractive and well designed screens. 
• Great control once you've got the hang 
of it. 
• Very original gameplay. 
• A very tough frustration game. 

B A D N E W S 

• Little animation, bad scrolling and 
imprecise alien collision spoil the 
graphics. 
• May be too frustrating if you don't like 
the control. 

GRAPHICS 70% .w.v.v .w.vSwM 
SONICS 71% X'X-X-X-MS^SSBH 

GRAB FACTOR 84% 

STAYING POWER 73% wmmm 
A A RATING 78% mmmm 

LIFE EXPECTANCY 
ZERO 
Blaby Computer Games, f 1.99 oass. joystick or 
keys 

Older readers may remember a game from 
the dawn of computer time which was gener-
ally known as Light Cycles. You controlled a 
coloured blob moving around a grid on 
screen. The computer controlled another 
blob The object was to whizz around 
occupying as much territory as possible for 
as long as possible, all the while avoiding 
running into the lines you had laid down or 
the edges of the screen. 

That's what you get in this offering from 
Blaby You start against only one computer 
opponent and work your way through to as 
many as five. It won t take you long because 
the computer is really pretty dim and doesn't 
need much encouragement to tie itself up in 
knots and commit suicide. 

Tliis is a very simp.e game which will not 
appeal to the demanding gamester for very 
long. Graphics are rudimentary, but the the 
sound does use the DK Tronics synthesiser. 

PC 
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SECOND OPINION 

1 was initially pleased to see this version of 

the old games o/Surround andGridcycles 

(from Tr on) but after cracking it on the firsr 

game this nostalgia didn 't last long. Seldom 

have Iencountered a computer cpponenrso 

inept, it v/as like playing against the 

Keystone Kops .73 a demolition derby. The 

scrolling title screen is nice but the 

gameplay would put an insomniac to sleep. 

BW 

G O O D N E W S 

• May stoke the fires of nostalgia. 

B W 

• Slow. 
• Far too easy. 
• No staying power. 

GRAPHICS 2 9 % •yM 

SONICS 3 5 % k | p 
GRAB FACTOR 2 5 % i f V. ' .V 

STAYING POWER 15% X 

A A RATING 2 3 % V 

T IM LOVE'S CRICKET 
Peaksoft. £8.95 cass, f9.95 disk {disk is mail 
order only), joystick w i th keys 

As England prepare for their mammoth task 
in the Test series against the West Indies, you 
can sit back in a comfy chair and while away a 
few lazy hours playing cricket on Arnold 
Rain won't step play and the only bad light 
you", have to worry about is if there's a 
power cut 

The game is a combination of joystick 
and keyboard action with a hefty dose of tac 
:ics and cricketing strategy. Either one day 
games cr full blown test matches can be 
played and whether you play the computer 
or a friend there will always be a result, never 

a draw. 
The first step is TO decide which teams 

you want to play An England team and a 
World XI are initially provided bu! if you 
don't fancy the programmer's selection 
these are easily changed. Each of the 1 
players on the two sides has three types of 
information on them a description of the type 
of player (batsman, wicketkeeper. fast, 
medium or spin bowler) a bowling raring 
and a batting rating. These descriptions can 
be altered before the match to produce the 
composition of players you like. 

The bowling and batting ratings have to 
be allocated out of a maximum of 30 and 50 
points respectively, but nine is the highest 
thai one player can be rated. When allocating 
bowling points you need to remember that 
six bowlers will be needed for a one day 
game but less for a test match. Having deci-
ded the type cf game and opponent there are 
three skill levels tc se.ect from: village 
green, county and test match. The difference 
between them is the speed at which action 
sections of the game move. 

The bowling side has to use the cursor 
keys to control the players' actions while the 
batsmen uses joystick Having selected a 
bowler (remember not to tire one individual 
out) you can control the speed of approach, 
angle of delivery, pitch of the ball and the 
swing or spin. This is done during a 3D ani-
mated sequence in which the bowler runs up 
the screen which then scrolls to reveal the 
batsman as the ball is delivered The run up is 
nicely animated except for the bowlers feet 
which, are reminiscent of Charlie Chaplin's. 

The batsman has control over both the 
batsman's body and bat As the ball appro 
aches he has to quickly get into position and 

SECOND OPINION 

If you 're not a fan of the real thing, bev/are of 

this program It takes almost as much time to 

piayasa test match and demands a lot of 

attention from the playei If you re prepared 

to gi veil, the game will reward you 

The computer opponent, though, can be 

tiresomely good, catching everything in 

sight, whacking each ball for boundaries 

and dismissing you for a pathetic total. It will 

then score in the region of 1,000 very 

quickly Play a humanoid it's more fun. 

PC 

angle the bat :o hit the ball. He can be out in 
most of the usual ways like l.b.w., clear 
bowled or hit wicket If he makes contact or 
the ball whizzes by the wicket the view 
changes to that of -he whole ground dotted 
with stickmen players These can be posit-
ioned at the start of the over to tr/ to prevent 
runs 

At this stage the batsmen can run but are 
still at risk from catches and run outs. Fielders 
chase the ball and can be made to dive to stop 
it Controlling them can be tiresome as you 
have to keep switching players and when 
they do dive they look like they've just fallen 
out of a pub The ball is automatically thrown 
back, when a fielder reaches it :n a long, 
curving arc to the wicketkeepeis end 

The action continues luce this with runs 
totnng up. wickets going down and statistics 
being compiled until the teams are out or the 
60 overs is up for a limited overs game. 
Against the computer you won't last long 
against a decent team but a friend car. pro-
vide much more unpredictability and excite-
ment. The graphics are unsophisticated but 
serve their purpose as do the noises of 
leather on willow, well.. wet kipper on blanc-
mange then, and footsteps. Certainly one for 
the fan. bu- with a potentially wider appeal. 

BW 

The ba tsman p o d s op 
to face another 
vicious de l i ve ry f r o m 
a W e s t Indian p a c e 
m a n 

G O O D N E W ! 

• Best cricket game yet on Amstrad. 
• One day and test match games. 
• Plenty of variety in options and skills 
required. 
• A really tough computer opponent or 
two player excitement. 

B D N E W 

• Cricket's a funny game and may not 
appeal to all. 
• Very little sound. 
• No lunch or tea intervals. 

GRAPHICS W ' W W S M 
SONICS 17 %§:$•: 

GRAB fACTOR «*Smmm 
STAYING POWER s B ' v m m m M B * -yiooosnuiw 

A A RATING r^mmm 
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p w d e - u t i l i t i e s - { S o m e p r o g r a m s are s o l d o n t h e u n d e r -
s t a n d i n g t h a t t h e y m u s t n o t be u s e d t o 
i n f r i n g e c o p y r i g h t . 

TRANSMAT 
EASY TAPE TO DISC TRANSFER 

This professionally used and respected utility has set the standard 

in tape to disc transfer that others attempt to mimmick . W h a t the 

press think of Transmat: 

* Voted No. 5 in the Ser ious Programs Top Ten Chart by Amstrad 

Action Readers. Nov. 85 Vs iOf fcJ^y^V^ 

* Max imum review ratings in PCW Aug 85 

* Highly recommended by AMSCLUB 

* "Very easy to use utility" PCTJu/y 85. Also selected for Best of 

the Bunch 

Transmats many features include: 

• Easy operation * Au to or non au to modes 

• Relocator for programs wh ich overwrite the disc area 

• Erase * Catalog files * Rename 

• Disc header reader * Select user area 

• A or B drive working * Transmats itself 

C a s s e t t e £ 7 . 9 6 inc. D i s c £ 1 1 . 4 5 inc. 
N o w avai lable o n R O M , on ly £ 1 9 . 9 5 inc. 

NEW 
S P E C I A L O F F E R 

Buy i v w nr m o r e t i t les a n d rece ive 
c o m p l e t e l y f ree a rea l t i m e D ig i ta l 
A l a r m Cloc* p r o g r a m or ZEDIS. o u t 
exce l I on : Edi tor D i sassemb le r on 
n y s s e n e e — state cho ice p lease 

PRIDE PROMISE 
We are so conf ident in our profession 
a l l y m a n u f a c t u r e d and packaged 
so f tware that w e dare ask you to s h o w 
us a chcapc f compara tor commerc ia l 
p rogram thai can match the high 
standards of a r v one of our products 
and w e w i l l re fund the d i f ference i n 

price. 

ODDJOB 
THE DISC UTILITY PACKAGE 

YOU HAVE BEEN WAITING FOR 
A complete disc util ity w i th all the programs YOU have told us you wantedal l 
together in one amazing package. A total of 39k of disc space used. 
Just look at some of the features: 
* A complete directory editor wi th which you can examine the disc 

directory and easily alter the contents 
Recover erased programs 
Hide programs from the directory 
A complete sector editor to examine and/or alter the contents of files in 
HEX or ASCII 
Map out your disc and locate where files are on the disc 
Prevent programs from accidentally being erased 
An intelligent disc copier that can copy those damaged/non-standard 
sectors on a single or twin drive system 
Format in half the t ime on either drive. Ideal for 5.25 inch second drives 
Transfer your little used programs/f i les from disc onto tape to reclaim 
expensive disc space 
Increase the speed of your disc drive by up to 20% 
Load and list protected BASIC programs 
Al l instructions are supplied on disc on a separate help menu 
Simple to use w i th single key selection 
Makes ful l use of the disc drive 
Compatible wi th all AMSTRAD CPC computers 

All this for the incredible price of £12 .95 on disc only 

P R I D E U T I L I T I E S LTD 
(Dept. AA) 

7 Chalton Heights 
Chalton. Luton 
Beds. LU4 9UF 

England 
Tel: 0582 411686 

A L S O A V A I L A B L E F R O M 
OUR E U R O P E A N A G E N T S 

ZS Soft Microtradmg, 
PoSlfach 2 3 6 1 - 8 u r o . Dokiorberg 20. 

8 2 4 0 Bercntesgaden, 
West Germany 

6SAT SOFTWARE. 
55 Rue Du Tcndu. 3303 Bordeaux. 

France 
Contact above for details 

A L L P R I C E S I N C L U D E 
VAT A N D P & P 

For E u r o p e a d d £ 1 . 0 0 per t i t l e 
For A u s t r a l a s i a a d d f l 7 5 per t i t l e 

For Res t o f W o r l d a d d £ 1 . b 0 
per t i t l e 

INC Alfi MM 

ALL AMSTRAD CPC MODELS 
(NOW DISC PRICES ARE EVEN LOWER) 

Quality utilities from our fast, reliable and friendly rr.-.l order service. 
All enquiries with s.a.e. answered. Excellent discounts to the trade, 
fast export service, 48 hour UK turnaround all orders. In facta complete 
professional guaranteed service. 

7 WWM'M- h 

f t » * » « 4z * • • * 

£2 ™your a*? of J 

- ^ € 6 . 9 5 

### * 
All ptH+i Include p a r and VAT. Send cheque. Postal Order of Credit Card No. 
Credit Card order accepted by phone Callers welcome Wide range of goods 
(locked Trade enqoirlet welcome. European orders send price as advertised. 
Outside Europe t i 00 'or airmail. Mall order »o Fvetham Shop please 

EVESHAM MICROS 
BRIDGE STREET, EVESHAM, 

WORCS., WR11 4RY. 
Tel: 0386 41 ">89 

MICRO CENTRE 
17S6 PERSHORE ROAD, 

COTTERIDGE. BIRMINGHAM. 
Tel: 021-458 4564 

BEWARE 
THE EMPTY SHELF! 
• Good news. Amstrad Action's circulation is rising. 

• Bad news. Your local newsagent might sell out before you 

can pick up a copy. 

• Avoid this possibility. 

• Hand him a completed copy of this form. 

• Or subscribe. 

• Don't miss the Action. 

r D e a r Newsagen t 

I 
I 

I 
I 

Please ensure I receive a monthly copy of Amstrad Action 

(distributed by Seymour Press. Tel 01-733-4444). 

Address, 

Telephone, 

A M S T R A D A C T I O N FEBRUARY 198657 



THE HUSTLER 
Bubble Bus. £2.99 cass. joystick or keys 

This is a game which has been around a long 
:ime on other computers, its rather late ap-
pearance cn the Arnold giving it a budget ish 
price. As a game it will hold few surprses for 
anyone unless they've managed to miss the 
interminable hours of snooker or. the telly 
recently. 

Of course this isn't snooker, but pool. As 
such there are fewer balls cn the table which 
can only be an advantage if your aim isn t 
quite as true as Minnesota Fats' 

Thereare mfact, on.y six bails to pot. But 
there is a choice of three different ways of 
doing this for one player against the com 
puter or for two players. You can jus* go for 
putting all the balls down any order, any 
pocket. Or you can pocket the balls in order, 
from 1 to 6 Most difficult is to pocket each ball 
in its own par ticular pocket this cou Id keep 
you whacking around the baize for a good 
few hours. 

SECOND OPINION 

The ageing nature of the game is reflected in 

the price and consequently probably 

presen is better value than an y of the oth er 

snooker and pool games on the market. The 

ball movement is admirably fast and smooth 

although i: $ going to take some practice to 

get used to the angles. The screen colours 

are rath'er off-putting and could have been 

donem darker shades for more Impact 

Worth a look if you don't already have a pool 

game. 

BW 

Control :s achieved by positioning the 
cursor where you want the cue ball to strike. 
Strength is controlled by pressing the fire 
button or space bar when a rising and falling 
gauge is at its peak. More delicate features 
allow you to impart spin to the bail. Sc, if you 
are ina straight line with a ball hanging on the 

Position the cursor, you'l l bea t Steve 
selecl strength and Davis in no time! 
spin, pot a w a y - a r d 

iip of the pccket, you would select B for back 
sp-n and hit the ball with maximum power 
you would then "screw back" and prevent the 
cue ball following the object ball ignomini-
ouslv into the pocket. Other spin options inc 
lude top and side. 

Hustler's display is straightforward and 
clear. Asycu would expect, the baize surface 
is green-though it does look a little bit faded 

Cushions and balls axe red. Movement is 
smooth and reaiistic. despite the slightly 
small dimensions of the playing area. Sound 
is unexceptional but the theme tune pinched 
from TV's PotBlackis jaunty enough. 

P C 

G O O D N E W S 

• 1 or 2 player options. 
• Choice of spin. 
• Smooth, clear graphics. 
• Reasonable price. 

B N W 

• Hard to be completely accurate. 
• Won't prepare you for the real thing. 

GRAPHICS 6 6 % 

SONICS 5 2 % 

GRAB FACTOR 5 3 % 

STAYING POWER 6 2 % 

A A RATING 5 9 % 

CAVES OF DOOM 
Mastertionic. £1.99 cass, joystick or keys 

Master ironic keep up their amazing per for 
mance on with yet another budfe 
get release- is worth every penny djf 
£1.99 it's aridt^er arcade adventure with new i 
tactics and features including a screen de-
sign function allowing you to change the 
whole nature of the game :: j 

The game is set on the planet Doom 
(rings a bell, but no doors) where you have to 
find five keys hidden somewhere m the thirty 
locations You control a character with a jet-
pack w •. o can walk or fly through the screens 

packed with danger. 
Most locations have a number of 

SECOND OPINION 

After recen: M :: cnic marvels this game 

REMOTE 
EXCAVATION 
MODULE 
Blaby Computer Games, £1.99 cass, joyst i rx or 
keys 

I suppose it was inevitable that a copy ot that 
great game Boulderdash would appear but 
even though this one ;s a lot cheaper 1 don't 
think it will give much competition to the 
original. It's set :n underground vaults where 
a remote excavation module (REM) has to col-
lect radioacn ves before moving onto the next 
of 20 screens. 

The playing area is a very large cavern 
that has been filled with volcanic reeks, earth 
radioactives and aliens. On each cf the 20 
areas there are a number of radioactives 
iyiny around to be collected (cr created it 
there ate none). Once the correct number 
has been picked up you can move onto the 
next level with a new layout and new 
difficulties. 

As the REM moves about the screen you 
notice this game's one big failing - the scrol-
ling It is absolutely awful and guaranteed to 
bring out the worst inmigrame sufferers. The 
control is also bad since it is difficult to calcu-
late when to change direction when being 
chased or about to be squashed. If you can 
cope with these problems the game presents 
a challenge but I suspect most people would 
rather have *he real thing 

Once inside a cave the physics of the 
game are much like Boulderdash, with g r a v -
ity affecting both rocks and radioactives 
creating the danger of ycu being squashed. If 
you do collect enough radioactives within the 
generous fuel time limit you can exit to '.he 
next screen or continue collecting for more 
bonus. A bonus is also given for fuel left anc 
once you've completed the level you're 
given a code allowing you to bypass it next 

came as somen.::: J 

standard arcade -. 

from satisfied anc-

struck me as a rca. ara .t 

it's bad-far from i: 

shouldn't really gr umb 

n o w ha ve such h; gr 

that anything less tr.ar. •-

to make you cry 

disappointment. The 

rure fare left me far 

se nee of shooting 

vbd ck I 'm not saying 

d at £1 99 you 

e H::: Mastertronic 

ds to maintain 

Hence is enough 

PC 

Cbfouir&d walls which mmaliy cannot be. 
poised through. When ycu ve got the right 
• colour key the walls nc l o r . v p passage 
and new areas cf the game are opened up. In 
>&s;rnanner collecting one kev will enable 
^outogo"andfind another It will aiso open up; 
j^ctioiis where jet pack tue-1 is contained. 
Th:s is the stuff that keeps you up in the air and 

set up there s plenty of it aboitt. 
Tliete'tira 'different co,cured keys and do<>rrf 

i W M K p o i t h e k e V : * r " V - • - ° w o n e ) M -

pieces and has to be pieced together: Th^re:: 

llii'^iffina telepor' in one:atea>x: 

SECOND OPINION 

It's certainly e scrolling that's the problem 

with this. IS:: /. ere about200% smoother the 

game won..: t - a reasonable budget 

alternan ve:c v. e real thing. As it is, it can 

only be re - j::::nended to masochistsand 

rock fetishists. 

PC| 

time. 
Every fifth cavern is a challenge stage 

where bonus points can be earned but lives 
car. : be lost. If you get far enough you start to 
encounter the three forms of alien life that 
have invaded the caves Glomps are first and 
hese smiling, red-faced chaps home in on 
ycu. killing you on contact. 
Spidons are similar but when crushed by a 
rock turn into a radioactive Blinkers don't 
kill you but sap the fuel supply when they 
touch the REM. 

The whole thing is played at a much 
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& c o $ « r o u s objects 

p o c k 
Fuel canisters 

GRAPHICS 5 9 % mmm 
SONICS 2 6 % t v t v X v 

GRAB FACTOR 6 3 % 11wmm 
STAYING POWER 6 2 % 

A A RATING 6 6 % mmmm 

GRAB FACTO 

STAYING POWE 

A A RATIN 

3 3 2 % X y t & t ; 

| 3 7 % MM 
2 3 3 % S j i g J ? 

J 4 9 % X v X v X 

? 3 9 % • mm 

slower pace to Botilderdasii and with the 
graphic inadequacies won t set The pulse 
racing. 

B W 

MAGIC 
Macmil lan Software, £8.95 cass. keys only 

. Ever/i-my A M S T R A D A C T I O N FERUARY 1986 59 

the best of both these worlds. This program, 
unfortunately, seems to have ended up with 
the worst 

The program, with the accompanying 
booklet, is supposed to teach :he young 
beginner the rudiments of magical skill, the 
booklet is useful and informative, but the 
program really is a waste of time. 

In the booklet you get instructions and 
diagrams teaching you how tc perform a 
number of classic magic tricks such as ma-
king a coin disappear, producing an egg 
from nowhere or finding a card chosen by a 
member of the audience. The program aims 
to let you rehearse these tricks wiht the aid of 
"a unique assistant - your computer.' 

Well, give me a person any day. The 
graphics represent a stage with curtains and 
flickering footlights. You rehearse the trick 
with the computer For instance in 'Number 
divination a series cf figures will appear 
You the magician, key :n what you th:nk 
should be correct. If you re right, a crocodile 
will emerge from a box and gobble up the 
number It s pretty boring, but ifyou stick at it 
i: will probably instil the magical routine in 
your memory. 

You can also sequence a complete show 

sign tac-hty which enables you to change all 
of the static objects on any screen You car. 
put m or take out dangers, fuel supplies -tind 
all. the other features excluding:i.he rhc<ving 
objects These don't appear on the edi..::g 
sc teens bu t when you return id the pro • • 
per they at e back fo evidence | ;••• 

: You are stiU tied tc the defined character 
set but can completely redesign The 

f layout to make u easter w harder ©»ce the 
grams has been aiteredft be saved to tap? 

^ d l - r ^ o a ' i e d 

Xnake she game 

should give a fair amcv.n: of- entertainment 
with an infinite variety of possible 
challenges 

BW 

B A D N E W S 

• The scrolling is diabolical. 
• Control is difficult. 
• It's thoroughly unoriginal. 
• The whole game seems to operate at 
slow motion pace. 

The hazard*. cc-rr.e in three different 
ifdiT^- homing. pa«ern following . ^ d static. 

the nastiest smce. th.ey 
are fast movingmen who scuttle towards you 
i&e something out of a zombie movie and csca 

.through any obstacle at all To avoid 
: tltiem younee^ f eactior^ ability 
to fool the man into letting you sneak past He 
look:- extrei ily coming towards 

: buf he's highly danger ous 
: -£pOt&er moving 'dangers are robots, 
guards and b i r d s b i ^ l ^ e igllow patterns so 
that they can usually be snuek past with some 

mated again bu? .quite nicely drawn. Non-
moving hazards have to be:learnt by expe-

and can 
iigfefceorners. The pro 

blem arises when you; need some close 
niaiKteiiveuiuq because-it's difficult to po-
sition accurately with the .jerky con$<&g 
There are aiseii^omts that shoot bullets 
these acr hkC Gatling guns, spinning round 
and blasting intermittently. 

The tiling that makes this morethanjasia 
simple exploration game is the s a ^ n : 

Yooi REM stands next 
t o a p i le of rocks a n d 
rad ioac t i ves 

G O O D N E W S 

• 20 levels. 
• Some stages are difficult. 

This is the latest in MacmiHan's rather strange 
software range Strange, because the 
programs are neither games nor straightfor-
ward learning programs, but aim to combine 

• The initial 30 locations are tough. 
• Screen design allows lots of variety. 
• Nice variety of dangers and obstacles. 
• Colour-coded doorways make life 

compticate<»E| 11 S l l f t i i f l l : ' 

J * * 0 " * * * 

• Graphics and sound are mostly 
simple. • 
• Not much mental stimulation involved 
- jn«t exploring. 



= 

The abilities of each fo rm are fairly obv i 

ous with the monkey be i n g ab le to c l imb 

things, the b i rd b e i n g ab le to fly, the do lph in 

sw im and the gen ie float in the air You' l l have 

to find ou* when these skills are r equ i r ed but, 

again, it's mostly a matter of c o m m o n sense 

K A A A A ladd in d e e p In the 
| \ / \ i \ f \ A A mysteries of the cove 

V \ n labyr in th 

t h e s tage Is set for the 
mag ica l events 

GRAPHICS 

STAYING P O W E R 

A A RATING 

SECOND OPINION 

This game didn 't conjure up much 

excitement in me except for when I decided 

to make it do a disappearing act. Everything 

is so long and dra wn out tha t it ha rdly seems 

worth fmding out the secrets of the trick 

because it won't interest anyone for long as 

an actual show. Most of the graphics v/ere 

uninspiring and even the varied tunes didn't 

raise much interest. If I were you Id just buy 

a book - the program is superfluous and toe 

much like hard work getting through. 

BW 

The trouble with this program is that it 
will appeal only to those with a prior interest 
:n magic and will pretty quickly exhaust even 
their patience and attention 

P C 

• The booklet. 

• Neither one thing nor another. 
• Very dull if you've no interest in 
magic. 
• Very dull even if you do have an 
interest in magic. 

and choose the musical accompaniment from 
a number of tunes Then you can go through 
the whole tiling with your 'unique assistant". 

This game was written by the man who 
brought you one of the versions of Tales of the 
Arabian Nights. Initially I had the sinking 
feeling that this was a rip-off of said game. 

Fortunately as you get into the game the 
similarity is mostly in the graphics with a 
good deal of var iety in the gamepiay 

There are only 16 rooms in the game but 
each one has a secret which has tc be dis-
covered in order to progress through to the 
finish. The screens mostly take the form of a 
platform layout around which Aladdin has to 
make his way in search of objects These 
allow Alladdin to transform himse.f intc dif-
ferent states in order to complete tasks or to 
remove obstacles from his way. 

The screens are connected in a convo-
luted fashion which needs to be mapped out 
and most arc full o: dangers to which Aladdin 
canfallprey Spiders, birds, falling rocks and 
monkeys all kill on contact, as do leng drops 
eff short ledges if you don't look where 
you're going All these dangers move in pat-
terns so that with a bit of observation and 
joystick dexterity Aladdin can get by rhem 

The set of objects on individual screens 
can be picked up to give you the power to 
make one of four transformations, :n:o a bird, 
monkey dolphin or genie. The objects have 
all to be collected before going off screen or 
they reappear in their starting places Once 
gained, the power will enable Aladdin to get 
past different obstacles. 

ENDURANCE 
CRL, f 7.95 cass, joystick wi th keys or keys 

This isn't just a game about endurance it's 
one you'll need plenty of endurance to obm^ 
plete and become proficient at as well The 
action revolves around long distance motor 
cycle racing in which a 24 hour race, game 
time, can last one hour in real time. Up to six 
players can have full control over two bikes 
each as they guide them through single races 

seasons. 

t h e game is a strategy one similar to the 
authors' previous game Foimula One. also 
by Cm.. Bikes have now replaced the cars 

There are some nice features in the 
game like a geyser that lifts things up and the 
repelling floor plates The sound throughout 
the game is pleasant and atmospheric and if it 
does start to annoy it can be turned off leaving 

p ^ y ^ i control two bikes ea<%You 
can choose a team name, bike make and rac-
ing colours before deciding the congifur-
ahon of the bike , • „ 
IglpEhree tags have to be determined the 
engine tuning, handling and tyre type. The 
tuning is a matter of balancing three gauges 
for power, safety and mpg while 'he handling 
is a similar balance between speed, safety 
and wear". These factors will determine what 
sort: of bike you have, how fast it goes, how 

Another, important factor is the tyres-- which 

c^ibesoft. midor hard a n d j j ^ B ^ B S W l 
l i i l i ^ l i i l i i i l i l M 

; each bikeihas w o nders who consternate; 
:$!*»» m >»he" track. While driving j j n p j 
energy is depleted, but their skill and safety 
ratings won't change much. Now that you've 
got your team together it's off to rhe races. . 

AH the bikes have to be. prepared befor e 

SECOND OPINION 

I found this far too similar to CRL Is Formula 

1 to be very entertaining. The idea is 

virtually identical 'he only difference bemg 

that you see bikes rather than cars on 

screen 

P C 

times real time. 
During the race many events can occw: 

and: Ranges can bemade to affect a bike's 
performance. Numerous problems Like 
crashing, running out of fuel, engine 
or bike retirements can all happen and will 
require pit stops Oncv ;n the pits the mech^ 
antes have to attend to whatever difficult^te 
arisen including checking the brakes, tyres, 
engine, fuel and chassis if they need work. 

l l P l takes time and your joystick ctextetity-
will decide how much time is lost in the race 
;:<;;; y;; Races can be anything from six 
hours long (not real time) so there is plenty of 
ttoefor things to change 
even get the riders to try harder or take 
things easy during a race, or retire them if 

l i jey are doing too 

.'Hie graphics are fairly simple although 
the pit stops are well done and th^ strategy is 
very tough to get right. The game may be too 
drawn out for many but if you like a game. 
sahejo on for hours and hours then this 
you. WsiSbM^ 

processes can take a long a m ^ N ^ t ^ r a e e 
imderway and the bikes will whizz 

left to rightacross the screen with a grand-
stand in the background. The top six' are 

the leade r board with the top 16 in' 
continually up-

date themselves as the race goes by at 23 

G O O D 

• V e r y t o u g k i r t i f a t e g y t o m a s t e r . 

• G o o d p i t s e q u e n c e s . 
R e a l l y l c a g r , c o m p l i c a t e d g a m e s « e 
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QUIZ QUEST 
Al l igata, £4.99 cass. joyst ick or keys 

GRAPHICS 
SONICS 

GRAB FACTOR 

STAYING POWER 
A A RATING 

GRAPHICS 
SONICS 

GRAB FACTOR 

STAVING POWER 
A A RATING 

just the sound effects 
The gameplay is fairly simple platform 

stuff until you discover the multiple powers 
but I suspect that even then the game may not 
be complicated enough for many. Several 
:deas have been cribbed from Arabian 
Nights but the transformations do enough :o 
make the game fairly original but still a little 
overpriced for what it is. 

B W 

• Transformation into four different 
animals. 
• Some interesting screen design and 
features. 

There's nothing like a good quiz program to 
keep you occupied when the telly breaks 
down at Christmas. This program supplies 
the goods in terms of volume of questions bu: 
falls down a little in presentation. 

The game is based on the Wadaington 
game Quiz Cards, which may explain the 
curious system it uses The multiple-choice 
questions ycu get a choice of three possible 
answers - are presented in sets of eight. If 
you don't answer them all correctly you have 
to go to ar.cther set of eight before returning 
to the questions you got wrong before. Of 
course, you may make a mistake in the new 
set. in which case you have to go to another 
set. before 

Since -here are only three alternative 
answers to any question you will eventually 
get them right, but this process seems to be 

• Small and mostly simple graphics. 
• Not many screens to conquer. 
• Platform element and similarities to 
Arabian Nights axe unoriginal. 

SECOND OPINION 

No. the graphics aren 7 terribly original, hi 

fact, they're not at all original. But that didn't 

really bother me -1 can only take so much 

originality atanyone time. In fact, I quite-

liked the game Many players may find it too 

easy but! found itjust right. There were 

some nice touches - the flapping birds, the 

monkeys and the music was suitably 

mysterious. Not one of those tough, 

demanding challenges -but a fello w needs 

a rest sometimes. 

P C 

SECOND OPINION 

! can t say I found This game very stimulating 

because it misses the point of quizzes by not 

letting you play in a group and not tailing 

you where you got it right or wrong Group 

participation would be much more fun -

where s the satisfaction in beating a machine 

at multiple choice questions? The questions 

themselves seem well put Together and 

pretty tough too but a bit more thought on 

the gameplay side could have improved 

things a lot. 

B W 

b f l ! r « r « d ; wo rn nnd 

unnecesarily tedious. It's made worse by the 
fact tha: you're not told an answer is wrong at 
the time you make i: - so there s none of the 
jubilation or misery ycu might feel if you 
knew how you'd done. 

The screen display is nothing to write 
home about: a collection of boxes changing 
colour which seem to have little to dc with the 
game Answers are entered by pressing fire 

-

• G a m e s m a y g e t v e r y b o r i n g . 

• R a c e g r a p h i c s a r e n ' t e x c i t i n g . 

• T h e r e ' s a n a w f u l l o t o f p r e p a r a t i o n 

w o r k , p a r t i c u l a r l y w i t h m O a f f i k a n o n e 

p l a y e r . ^ ^ M m m ^ m ^ ^ 

Another teaser t o be make your w a y round " 1 
o n t w o r o d as you tho o igh t boxes 

or space bar when the cursor is on the one 
you want. Multiple choice has the advantage 
of doing away with annoying spelling errors 
- though the program does ask you abou: a 
planet called IJarnus' bu: does mean 
you've get more than a reasonable chance of 
guessing the answer. 

The questions themselves - and let' s face 
it. this is the important bit are spread over 
categories including Sport, TV. General 

, i 



Knowledge and Pop. The cassette inlay 
claims over 200 quesnons per category, and I 
wouldn't dispute that. The same questions, 
though, will recur quite frequently in differ 
en: sets. 

You'll find some pretty easy but many 
fiendishly difficult. What's the average life 
span of a goose? Even after you've got it by a 
process of elimination you're not likely to le-
member for very long 

A bonus is the Preparation file which al 
lows you tc make up around 2C0 of you're 

own questions. A lot of scope there for the 
unscrupulous. For another £4 99 Alligata will 
provide a second tape with over 2,000 ques-
tions on 10 different topics. Should keep you 
going for a bit. 

PC 

N W 

• Lots of difficult questions. 

• Make up your own quiz. 

• Extra question tape available 

B A D N E W S 

• Takes ages to load. 

• Graphics and sound a bit naff. 

GRAPHICS 13% i vi 
S0NICS 

* 
CD

 

GRAB FACTOR 55% 

STAYING POWER 57% 

A A RATING 51% 

OF THE PEOPLE 
t h e S e c o n d & 

xo,Voiceofthe?* P d a i r o { o x ^ g a m e , 

c o m m e n t , s o ^ m 

GEOFF CAPES 
STRONGMAN, 
Martech 
AA Rating 6 8 % 

Far better than D T's Decathlon, 
even if i: only has six events. The 
graphics are very good, but 
there is little sound The events 
are not just waggling joystick ev-
ents and a detailed apart from 
the log-chopping. 
Jeremy Nargi 

FIGHTING WARRIOR 
I Melbourne House 
AA Rating 7 5 % 

CHIMERA, Firebird 
AA Rating 8 8 % 

This is very similar to Alien 3. but 
not as good Sound is good but 
barely noticeable Graphics arc 
of a very high standard and in 
some respects area better than 
A Hen 8. A bargain at the price. 
Jeremy Nargi 

When yo u first see this game you 
think Wow', but after the initial 
amusement has worn off you dis-
cover that there's really not an 
awfuilot to it. Technically excell-
ent. but lacking m payability, 
David Baxter. Carlukie 

easier to get in to. A. pity you have 
to load in a new screen though. 
And only two of them! All in all. 
though, a great game 
Ranjit Singh, London 

By far the best martial arts game 
about knocks spots off Way of 
the Exploding Fist The graphics 
are truly brilliant and the sound 
pleasing to the ear. My only qui 
bble is the difficulty I don't think 
it is difficult enough, having 
reached the seventh opponent on 
my second game Nevertheless a 
superb game. 
David Baxter, Carlukie 

Your opponents are varied and 
interesting but not impossible to 
beat once a strategy is dis-
covered. Graphics are excellent, 
and the game has a real arcade 

feel to it. One niggle is me con-
trols which, though there are 
only ten. are complicated At 
first, the only way to play is by 
thrashing around wiht the joy-
stick and hoping. Jumping is ex-
cellent with a great whooshing 
sound accompanying it. Overall. 
KungFuis a very polished, pretty 
and addictive arcade game 
William Redgrave, Maidenhead 

YIEARKUNG FU, 
Imagine 
AA Rating 92% 

Boring, boring, boiing Three 
years ago on a Speccy this game 
might have looked good But m 
1966 on an Amstrad it looks posi-
tively ancient To quote the great 
Billy Bragg Blasting aliens is not 
enough in days like this. 
David Baxter, Carlukie 

3D QUASARS 
Solar Sof tware 
AA Rating 3 8 % 

If this game had been released 
before Wa y of the Exploding Fist 
then I d have though it was great 
But as it is I don't think it's as excit-
ing and playable as Fist, although 
it's still miles ahead of most com 
purer games. 
David Baxter, Carlukie 

I really enjoyed this game The 
graphics and sound are great. A 
variety of opponents makes it 
more enjoyable than Fist, and 
fewer commands mean it is 

62 FEBRUARY 1986 A M S T R A D A C T I O N mars your w 

I remember playing this game cn 
a Commodore 64 some three 
years ago and I though it was 
pretty good. However three 
years have passed and the stan-
dard of software has got better. 
You're better to leave this one cn 
the shelf. 

David Baxter, Carlukie 
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The heroic, 
ca r twhee l ing a g e n t 

IMPOSSIBLE MISSION 
Sneak preview of the big conversion from US Gold 

When this game was released on the Commo-
dore 64 in early 1985 it made people's eyes 
pop out of their heads There on screen was a 
large character leaping and cartwheeling 
around hazard-filled rooms m the most as-
toundingly detailed animation. At last a 
screen hero one could really take pride in 
controlling. 

Although it's unlikely that Amstrad 
owners in 1986 will respond with quite the 
same enthusiasm, it's nevertheless a conver-
sion that's been eagerly awaited. We were 
granted an exclusive peek at a version of the 
game as it existed some 10 days before 
scheduled completion. As expected, the 
converters haven't quite been able to match 
the remarkable animation of the original. But 
the signs are that Amstrad Impossible Mis-
sion will offer every bit as much in terms of 
gameplay and challenge 

The scenario is that you are an agent 
who's penetrated the deadly underground 
headquarters of Professor Elvin Mind bender 
and must search for the 36 pieces of his secur-
ity code. If you fail to find them and crack the 
code inside six hours you end up) with a puny 
score and the earth gets blown up. 

The evil prof's stronghold is made of 32 
rooms interconnected by a lift system. Most 
of the rooms are guarded by robots and part 
of the skill of the game involves working out 
how to search' the different pieces of furni-
ture in each room without being fried by 
robot laser (Searching simply involves 
standing in front of each piece of furniture for 
a set time: easy except when you have 
company.) 

You could describe Impossible Mission 
simply as a super sophisticated platform 
game since you get round the rooms by leap-
ing from platform to platform. But leaping as 
you haven't seen before. The agent actually^ 
somersaults in the air each lime he jumps - a 
habit which would give any self-respecting 
British spy a heart attack. 

There's also a good deal of sophistic-
ation involved in the code-cracking busi-
ness. The codcs appear in shapes which you 
have to match together in sets of four using a 
pccket computer which allows you to slide 
them around a visual display Each set gives 
you a letter which you have to rearrange to 
obtain a nine-letter word Doing this success-

The ev i l Professor 
Elvin M l n d b e n d e r 

Pieces of furni ture to 
b o searched 

G a p s in the f loor -
fa l l th rough here fo r a 

fully will allow you to break into Elvin's room 
and destroy him. 

An interesting feature of the game is 
your owr. indestructibility If you get robot-
zapped or disappear through the floor of a 
room after misjudging a leap, you don't die, 
you just get your deadline moved forward by 
ten minutes So you have some 30 'lives' at 
your disposal and you'll probably need 

A compute r moni tor — 
If you 've found the 
r ight password y o u 
can use »l l o 
t empora r i l y d isab le 
the robo ts 

them 
The copious instruction .eaflet is clever-

ly presented in the form cf an agent's briefing 
document. It includes an entertaining potted 
life history of Mind bender which explains 
that reason he turned evil was through ex-
cessive addiction to computer games, a les-
son to us all. 

How the Amstrad version compares 
If you've already seen this game on the Commodore 64 you could 
be a little disappointed with this version. For a start the superb 
digitised speech of the original is lacking, a fact which means that 
despite the capabilities of Amstrad's hardware, no program has 
yet made it talk anywhere near as well as it could. Something to do 
with the money that has to be spent to license digitised speech. 

Where this is likely to be most sorely felt is in the lack of the 
blood-curdling scream emitted every time the agent dies. How-
ever the finished program is expected to include a scream simu-
lated using 'white noise'. 

The graphical representation of the main character is also not 
quite as good as the original - the programmmers have gone for 
multi-colours rather than high resolution, and the animation isn't as 
stunning, although it is still impressive. On our version the anim-
ation of the agent running right uses eight different pictures, and 
the programmer tells us he could yet put in more. 

The main l i f t which 
carr ies you f r o m room 
to room. W h i l e In it 
y o u can access your 
min i -computer 

Other aspects have been converted extremely well. The lift 

makes a very authentic noise as it moves and the pieces of furniture 

are colourfully depicted. Although our version did not include the 

enemy robots, we are told that these will emulate the original 

version with 16 different robot categories. (These vary from 

moron robots who sit there doing nothing at all, to highly-

intelligent droids which simply deceive you into thinking they're 

moron robots doing nothing at all - until you move close to them.) 

Certainly there looks to be enough quality in the program 

satisfy anyone coming to it fresh. 

R e l e a s e d e t a i l s 
Impossible Mission is likely to be available by the time you read 
this. It costs £9.95 on cassette (or free with a subscription to 
Amstrad Action - see our special offer) and £13.95 on disk (from 
Amsoft). Standby for a full review in our next issue. 



n What makes the game is the graphics - large, witty, 
bizarre and beautifully animated . . . each screen has 
something remarkable, and horribly difficult puzzles 
. . Dynamite Dan is not just another Miner surrogate 

and is at least as essential to your collection." 
Popular Computing Weekly. 

Amstrad £8.95 tape £12.95 disk 

_ popu/ 
^omp ar 

We uting 

Pick 
ekly 
of the Week 

Maxwell House, Worship Street, London EC2A 2EN. Tel 01-377 4600 
Trade orders to: Purnell Book Centre, Paulton, Bristol BS18 5LQ. Tel 0761 413301 



Pilgrims! Stop right where you are and get a load of this! 
Infocom, the wor ld 's greatest adventure house, are 
br inging out Amstrad versions of their games! Hitchikers 
Guide to the Galaxy, Zork, Planetfall- they're yours for 
the taking! The Pilg hits you right between the eyes w i th 
two pages of red hot Infocom news and a special compe-
tit ion - don' t miss it! 

A N D - a s if that wasn ' t enough - w e also get to grips 
w i th The Worm in Paradise, the first game to be wri t ten 
using Level 9's new adventure system w i th 1000 + 
words of vocabulary and ultra-complex inputs. Read on, 
and see wha t the wor ld of Eden is coming to - it's a 
disaster, and only YOU can put it right! 

M IN PARADISE 

Monochrome madness 
Come on Level 9! This just isn't good enough! Here's what 

monochrome Arnold owners are going to see when they first enter 

Eden, and it isn't exactly impressive! Just in case you're wondering 

what's going on in that picture, it's meant to be a brick wall with 

flowers growing up it. Looks more like a case of Video Blight to me, 

Still, the text is good — but why can't we have the best of both 

worlds? 



n°rth 
s o u t l | 

l r * * P u l j 

Money " 
You start the game with 100 creds and a little watch-like device to 

tell you how much money you've got left and what time it Is. Eden 

may be a techno-paradise, but believe me the moulah is as 

important here as it is in Oxford Street! If you run out, it's a fifty cred 

fine for debt, and if you want to know how you pay it, just take a look 

at your arms and legs and ask yourself this question — in a planet 

where every one lives for ever by replacing their organs, where do 

you think they get the spare parts from?? Yessir, you're worth your 

weight in gold in this game. Just pop along to the body bank and 

cash in! 

Transport 
Oh ohl It's back-\o-Snowball time! Those of you who've played this 

game may well hove had trouble with the colour code system in 

trying to find your way about. Well, believe me, that was peanuts 

compared to the system on Eden. Not only do you have to negotiate 

the pedways and roundabouts, but to get anywhere of significance 

you've got to master the Eden transport network. It all works with 

colours, and there are 40 million possible destinations! 

Aaaaaghghgll! I get the sinking feeling that Level 9 are going to run 

out of clue sheets on this one! Reserve yours now! 



ALSO 
AVAILABLE 

NOW! 

TURN YOUR COMPUTER INTO A PROFESSIONAL 
GAMES WRITING MACHINE FOR FUN AND PROFIT! 
LASER BASIC adds 200 new commands to Amstrad Basic and includes an 
extended interpreter, a sprite/graphic designer, 3 sets of pre-defined 

- sprites, a sound generator and full 
| | —^ demonstration program. Easy to 

M / / use, with a very comprehensive 
i ^ \ / / manual, packed with examples. 

R f V i v € > / • The fastest and most powerful sprite manipulation ever seen ^y^SSfe^ •—~~ L I on an Amstrad. 255 sprites each with their own user 
h B t f ^ i j r I definable dimensions... 

* | — ^ - i • Windows and sprites can be scrolled, enlarged, mirrored, 
• ^ ^ ^ ^ H H I rotated and inverted. 
H ^ ^ H I Extremley powerful interrupt driven sound handling that 

«i" I I I H ^ H enables tunes and sound effects to be assembled in sprites 
r * 7**0* m - r j j n I I B H ^ ^ H and played directly or underinterrupt. 

^ S E ^ S v B ^ I ' I l K i ' • LASER BASIC'S most powerful feature is its ability 
J n F V S r ^ P ^ I M M I execute sound and graphics under interrupt. This produces 

"" 0 I K H I programs with the speed and smoothness of Amstrad 
0 i f t i " ^ T T " / machine code. 

- ^ • V V H i V J & m * E L I U • OUT N O W FOR THE AMSTRAD CPC 464/664 £14.95 £19.95 TAPE 

DISK 

A new do-re' OTMII cf L ^ i f * 8AS.'£ ta .n o 
«Mge of development Joofe ,fy (ost prngxm-nrg 

t r ag i * io ceo w*b t/jp euttniKd arid rrsw.vxw of 
Ouxi< end Oow - toxw'urcrs of 'Wfotc V i t r t ^ ' V 

Other, ccty ro m " chs o y c r i n g rarge 
v»il raiutie sewn ortrit/desgnm, t»u»c co^ipostt's end 
nxxhme rode e-nulaton tc fncfcc vcu- pnffdtrvrvng 
more /twardi^g end escMtg 

laser Basic I I Lasei Basic 
I I Tope £14.95 I — I Disc £19.95 

•
Laser Comp te r I | Laser C o m p l e r 

l a p e £19 9S I — I Disk £24.95 
I enclose a cheque/PO for £ 

Name. 

Address 

P'code 

INTERACTIVE 

Sena to: Specialist Distribution Ltd 
O c e a n House. S Genua* Siree: 

^ a n c h e & t e r M 2 5 N S T e l : 0 6 1 - 8 3 5 i J b o j 

SOFTWARE 

•C<£§3?m & tenn sdsssssfi bmzSh& s i 

Minna ^•••v-x^^ji 
grates* aB Sgsjfi '^mm*. 
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way of showing which character is present by flashing up a small 

portrait of them at the side Of the screen 

Other points include an extraordinary degree of interaction 

with objects - for example, 'here are three backpacks in the first 

location and you can not only get a single backpack (or all the 

backpacks), and put things inside it you can also tell someone 

else to do it for you! The communication with other characters is 

extremely comprehensive, and in addition you can actually con-

trol other characters directly ifyou wish, taking them off on little 

adventures of their own and returning to the main party later 

There aren't that many pictures, but the ones that appear are 

quite nice to look at certainly better than Level 9, but not as good 

as some other Amstrad adventures. Although the location de-

scriptions themselves are fairly short, there's usually quite a lot to 

see and do in each place 

Finally, it's nice to see that the program designers have gone 

outoftheir way toadd inextra material, sothatevenifyouknwo the 

Tolkien books backwards, you won't find things too easy. And, of 

course, you don': need to have read the books to enjoy the game. 

All in all it looks'ike an excellent package, though on the Spectrum 

it was running appallingly slowly let's hope they manage to 

speed up the response times a bit for Arnold. 

• v 

The P i l g r i m Peeks. . . j 
The P i l g r i m Pokes. . . 1 

W D Grundy has been doing some interesting POKEing about in 

Level S's Red Moon...'I have found a way where you need never 

use a hit point in anger when you meet a foe such as the cloaked 

statue. Type in 'Bury statue', he will never be seen again - and 

never come back as a ghost. This applies to anyone or any object. 

I'm sure this must be a bug - I found the word 'Bury when I 

disassembled the name table in the program ar.d it made me 

wonder...'. 

Unfortunately the Pilg wasn't able to check out the bury' 

command because his copy of Red Moon had gone walkies, but, 

WDG, I doubt whether it was a bug. It's far more likely :o be a Level 

9 debugging instruction that will enable t'nerr. to play the game 

without having to engage m too much combat! However. 1 m sure 

many Red Moonefs will be grateful to you for pointing it out 

Meanwhile, we've had a number of letters concerning Red 
Moon and transferring it to disc. This is one of those annoying 

programs that overwrites the Amsdos variables and is therefore 

not easy to deai with. The Pilg will look into it and get back to you. In 

the meantime. Level 9 point out that their games are still 3128/664 

compatible for Red Moon, just type | tape: run"" For Colossal 
Adventure Dungeon Adventure, Snowball, and Lords of Time, 
type: 

| tape (return) 

memory &2fff (return) 

load "adventure". &30CO (return) 

and then, when the program's loaded CALL &3000. 

Last month's program to transfer Robin of Sherwood has one 

slight annoyance although it sets up a disc version, it doesn't 

include a 'save to disc' option. To implement this feature as well 

you will need to transfer the booter.bin' file as well. To do this 

simply run the following short BASIC program with the Robin tape 

in the cassette deck: 

10 MEMORY &5FFF * ^ -

20 | TAPE.IN: |DISC.OUT 

30 LOAD' 'booter .bin'' 

40SAVE"booter bin",b,&6000,&100.&60C0 
9 

1'hen delete the program, and enter the following: 

10MEMORY &5FFF: LOAD "booter.bin": CALL&6000 ^ 

Save this with the filename 'Bobby' onto the same disc as the 
booter and ROBIN1 files. You can now play the game by entering 
run' 'bobby'' and be able to save your cur rent state of game to disc 
instead of tape 

Finally, as promised here's the program for transferring 
Classic Adventure from Melbourne House to disc I find this is a 
good game to have on hand for showing off to non-adventurers, 
since it is after all the adventure that started it all in the first 
place. Classic is easy to transfer. Enter the following listing. Put 
your Classic tape in the cassette unit (fully rewound), and RUN it 
with a disc in the drive to receive the file. Note that you'll need at 
least 27K free on the disc. 

10 | TAPE.IN: | DISC.OUT 

20 MEMORY&1 IFF 

, 30 LOAD "adv" 

40 SAVE ' classic ", b, & 1200, &6800, &1200 • £ 

[V" 

You'll now be able to play the game from disc simply by 

entering RUN''classic' 

Don't forget, this section of the Pilgrim column relies as much 

on you as it does on me Soifyou'vePOKEdaBalroginthebolly lot 

me know! • 

GRAPHIC 
from leading multiple 

The Graphic Adventure Creator 
for the CPC range of Amstrad 
Personal Computers. Cassette 

£22.95. Disc £27.95. 

THE MOST SOPHISTICATED AND 
FLEXIBLE ADVENTURE CREATING SYSTEM 

IN THE WORLD. 

and independant 
retailers. Also from our fast mail 
order service post free. 
Telephone: (0734) 591678. 

INCENTIVE 
SOFTWARE LIMITED 

54 London Street, Reading RG1 4SQ. 
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Infocom Info 
Just who are the guys who churn 
out these miraculous games? If 
you saw a recent edition of BBC's 
Microiive program, you'll have 
seen some of the Infocom staff in 
action at their headquarters in 
Boston, Massachusetts, USA. 
Here's the info. 

Infocom was founded back in 
1979, when two scientists with 
stars in their eyes left MIT (the 
Massachusetts Institute of 
TEchnology) to start their own 
software company. Previously 
they'd been working with a high-
level language called MDL, 
which allowed them to contruct 
intelligent parsing systems to in-
terpret English language inputs. 

Their first product was Zork 
(now known as Zork 1, since it 
was followed by two more Zork 
games) and this, together with its 
two succcssors, has sold over a 
million copies at $40 apiece! That 
makes Infocom a big turnover 
company, and since then they've 
successfully dominated the US 
games charts with versions of 
their software for virtually all 
American machines, from the 
IBM PC down to the Commodore 
64. 

Infocom games are still writ-

ten in a special language, which is 
a bit like the LISP computer lan-
guage. For those of you who don't 
know your LISP from your blitters 
(and who does?), this is a list-
processing language much used 
in artificial intelligence work. 
LISP enable objects and concepts 
to be grouped together in lists -
obviously useful for adventure 
games. Although the games are 
written and designed by indiv-
iduals, they are really the result 
of a team effort. The best example 
of this approach is Hitchiker's, 
which was the result of a collabor-
.ahon between British author 
Douglas Adams and Steven Mer-
etsky of Infocom. Steve was also 
responsible for Sorcerer, an ex-
cellent Infocom game that hope-
fully Softsel will add to the 
catalogue in the near future. 

One thing's for certain - Brit-
ish software houses will really 
have to keep on their toes now 
that a major British piece of hard-
ware is being targetted by such a 
talented software company. The 
one thing we can all be sure of is 
that competition like this can do 
nothing but good for us Pilgrims -
the battle for Adventure-
Software-House Supremo is on! 

Exp lo r e the Ga laxy o n y o u r A rno ld 

Hitchhiker 's Guide to the Galaxy was received ecstatically when it 

first appeared on the Commodore 64 and hence made its way onto 

the British home micro scene. There can be hardly anyone read-

ing this column who hasn' t either heard the radio series or read the 

books by Douglas Adams. 'I'hey must have made him a very rich 

man, and now they can make you a very amused Pilgrim. 

Like most recent Infocom games Hitchhikers comes in a very-
plush box with a little companment at the back holding the disc 
and various other goodies. The goodies ir.;:h:de a badge saying 
Don t Panic! a pair of Joo Janta 200 Super-Chromatic Peril-

Sensitive Sunglasses, some fluff (presumably from your navel), 
your own Microscopic Space fleet (so small it's invisible), and 
destruct orders for your home and planet signed in triplicate by 
various local and interplanetary dignitaries. You also get no tea. 

The game comes ::. tv.-:;- tV.es H.tchh.k.com and Hitchhik.dat. 
and all you have to do :s load .it', the disc under CP/M. type 
HITCHHIK and away you go.' You play the role of Arthur Dent, anti-
hero of the origmal story. and to begin with you find yourself inside 
your humble suburban home with a bull-dozer descending on it 
inten: on committing grievous architectural harm. 

Although Hitchhiker'sis text-only, like all Iriocomgames, the 
descriptions are nothing short of hilarious Furthermore, the par-
ser is out of this world. You can enter things like 'Marvin, who is 
Zaphod?' if you' re getting confused (you will be) or 'Zaphod, what 
about the Vogons?' if you think Zaphod is being a bit cool about 
Vogons 

Furthermore, the program will always let you know exactly 
what's going on if you enter the wrong commands. The first six 
lettersof each word are scanned. and if a word isn't understood the 
program will be quite clear about what the problem is. Since 
you've got a vocabulary of around a thousand words to play with 

Here they are! At long last, Infocom, the world's greatest adven-
ture house, has brought out its games in Amstrad format. That 
means you can now play such all-t ime classics as Hitchhiker's Guide 
to the Galaxy, Zork I, and Deadline. The Pilg's got all the info, so 
read on and discover why, if you haven't a l ready go t a disc 
drive,you should be rushing out to the shops immediately to buy 
one! 

Yup, that's about the only drawback about these superb 
games - y o u can only p lay them if you've got a disc-d rive. In fact, at 
the time of writ ing, you could only p lay them on a PCW 8256 , since 
Softsel (the distributors) were having trouble gett ing the formatt -
ing right for the CPC range. However, we're assured that by the 
time you read this you'l l be able to hitch through the ga laxy on any 
Amstrad disc-equipped system. 

To mark this special occasion, we're running a launch compe-
tition with Softsel, detai ls of which you'l l find on these pages. We ' re 
also giving you a quick taste of the dif ferent games avai lable. This 
month we'l l look at Zork and Hitchhiker's - next month we'l l intro-
duce you to the joys of Deadline and Seasta/ker. Better hang onto 
your hats. Pilgrims, because these games real ly do take some 
beat ing. 
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this isn't likely to be much of a problem, however. 

Hitchhiker's is a tremendous game. It follows the original 

story in a most details but even if you know the radio series 

backwards you re going to have difficulties. Trying to get a babel 

fish out of a babel fish dispenser was my first real problem. Every 

time a babel fish comes out. it shoots across the room and falls 

through a hole in the floor! So. I triedblockingthehole^ whereupon 

a floor-cleaning robot appeared from nowhere, grabbed the 

babel fish and disappeared with it! Aaaaaghghgh!!! 

This game is more expensive than the others in the range, 

costing £24 95 as opposed to £19.95. It s still worth every penny, 

and it's not often that the Pilg says that about a game over fifteen 

quid, let alone one over twenty. This game could really force a 

number of British software houses to think twice about the sort of 

product they're putting out - otherwise they, too, will have to 

throw in the towel! 

ation who are consistently churning out new devices for magicians 

young and old to use in their daily business This sub-culture is 

admirably resurrected in a later Infocom game, Sorcercr prob-

ably one of the best magical adventures of all times and definitely 

worth harassing Softsel for in the hope that they will release it for 

Arnold. 

Zork. like Colossal involves collecting treasures. There are 

twenty lying around, but actually getting them back to the trophy 

case provided is extremely difficult One of them, the dreaded 

Egg, is really a very elaborate red-herring and ycu should be 

extremely careful how you deal with it! Others w:il only find their 

way to the trophy case via someone else (who may well take them 

without asking). As in Colossal finding treasures isn't even half the 

This famous trilogy comprised Infocom's first three games they 
were smash-hits from the start and are still very high ir, the US 
charts. Softsel are only releasing the first game initially but don't 
be disheartened if'S a classic in its owr. right and the other games 
in the trilogy are bound to follow sooner or later. 

Zork is a close relative of Colossal Adventure in many re-
spects. It starts you off outside an old house and once you've got 
mside you'll find a lantern and a sword both essential for your 
underground wanderings You'll also find provided you per-
severe, an entrance to the Underground Empire complete with 
trolls, kleptomaniacs, and wizardry of all descriptions 

Zork, like any successful game, has spawned a mythology all 
of its own, Foremost amongst these is Frobozz a magical found-

Infocom Up for Grabs!! 

To celebrate the launch of the Infocom Classics. The Pilgrim has 

teamed up with Softsel to offer four lucky readers a COMPLETE set 

of the new releases - that means over £100.00 worth of software, 

bringing you mint copies of Zork I. Hitchhiker's Guide to the 
Galaxy Deadhne Seastalkei, and Planet fall. That's one prize that 

will keep you hooked to you micro for years to come, so grab a pen 

and enter now! 

Here's what you have to do. Imagine that you are writing a new 

adventure for Infocom. and part of the adventure involves the 

following location: 

"You are suddenly confronted by an old man with a long 

beard. He has a key in his hand and offers to give it to you if you can 

answer his questions correctly. You know that the key will open 

the door to the Sultan's treasure house so ycu agree to accept the 

challenge..." 

All you have to do is think up a riddle for the old man to ask in 

the game. It can be any riddle you like, and on any subject, but it 

must NOT be longer than 50 words in length, and it MUST contain 

the word 'pilgrim' at least once Then fill in the form below and post 

it to the Pilgrim at Amstrad Action. Valeside, West Street Some-

rton, Somerset, TA11 TPS. The four most original and witty riddles 

will win copies of the five Infocom Classics from Softsel. Get crac-

king! Closing date for entries is February 13th. 

The answer to my riddle is: 

Address: 

My riddle is (not more than SO words and including the word 

•Pilgrim>. . • . 

Nam©: 

Please complete in not more than 20 words: If I entered the Under 
ground Kingdom, 1 would... 



5= 

Atmosphere Interactio: 

Worm in Paradise 75% BQ°A 
Hitchhiker's Guide 92% 94°/< 
Zork 1 88% 86°/ 

battle it's stashing them away that counts. 

Zork is. however, beginning to show its age a bit. It has a 

smaller vocabulary than some of the more iecent cassette based 

games - Lord of the Rings and Worm in Paradise, for example 

there is also very little character interaction worth talking about. 

However. as with all Infocom games, the quality of design and the 

vividness of the location descriptions makes this a true adventure 

classic. This is indeed a pilgrimage for every Pilgrim, and even at 

£ 19 95 it's worth every penny 

Hail frcm Baggins', begins 
S.Lota's letter from London. He's 
one of the many enthusiastic ad-
venturers who are STILL stuck m 
The Hobbit and needs to know i 
the answer to the riddle 'Four 
legs in the morning, two legs m j 
the afternoon, arid three legs-in ; 
the evening' 

This set the Pilg thinking 
about riddles in general, and this 
one m particular.! risk revealing 
my extreme old age by pointing 
out that this riddle (although 
asked by Gellum) is in fact 
thousands of years old and is in -
deed a riddie of some renown, 
being the one that the Sphinx 
asked Oedipus Outside the gates 
of Thebes. The answer, for those 
who am stiil stuck, is m this 
month's Clue Pot (or in Greek 

mythology, il you wan: to check'). 
•To put i- mildly," continues 

friend Lota, 'vbur cohunn is jus? 
sixaply wicked, deadly devious, 
demon bad etc, or to put it more 
simply, excellent... tjnajsm 
Don": put ttmiidly next time try a 
bit of exaggeration! But this does 
bring :ne to another point I've 
been meaning to make The Pilg 
JS hard pressed to keep up with 
a;l the games he receives each 
month, and is interested in con-
tacting some honorary Pilgrims 
who would like to contribute 
the column or: a f?ee-iance basis. 

There are two reasons for 
this. The first is that it; means we 
could never more games. The 
second, and more Jfeportaftt 
.ason, is that it would enable us to 
print Second Opinions about the > 

games we do review. Although 
The Pilgrim -s immensely con 
ceited in all, matter s,adven<urous 
1 do realise how risky it can be to 
offer just one persons; opinionon 
>r game So - if you'd like to help 
out. can be reached on the tele-
phone. and can write legibly, 
clearly, and intelligently about 
adventures, please get in touch 
with me through Amstrad Action. 

Peter Brown has already 
"written in, offering his services tc 
other readers on a number of 
games. Me joins this months 
Lords of Adventure, alongside 
arch-Magi Tony Treadwell Tony 
has sent rne details of his adven-V 
ture club, Oues-line It s an imV 
pi essive package ycu join over 
350 other members and get>a 
number of facihtes, including a 
•Swap-It torigmal softy/are only): 

service .and a regiiiai newsletter 
With hints ami lips. You can non-
Tact Tony At the addtesj? in the 

• Lojds of Adventure column. % 
i, Wiikinses 

\ m : ^te ar it again They've 

KM 
written in to let me know that 
they've r.ow. finished Warlord 
after being swallowed m the 
swamp numerous times, thanks 
to Paul following the beautiful: girl 
all the time, and me (Gkre) 
swimming in the pool with thesalt 
and insisting that we did need the; 
pig! We both think it's 
Interceptor's best yet. as you can 
keep going so far and yet miss the 
obvious. Perhaps we aren'tup to 
other adventurers standards, 
but we do work at it. and we are 
only i l and 13 years old.' Con-' 

i giaiulations. WilkiiL&es, and all 1 
can say IS that if Paul JS running 
after strange women through, 
swamps at that age. I hate to think 
wJ^tltte's gomg to he l-ke in a few 
years timeh ".-'..;. 

W&M- C a l o n I S i 1 1 8 1 o n e o f ' 

rnahy.repiers who. a re frustrated 
by software houses failing to uic-
iu^e some form of tape-to-disc 
transfer facility For those of us 
Who do have drives, ltismdeeda 

To The Pilgrim. 

My favourite three adventures are: 

1. Game: 

2. Game-

3. Game: 

Company:. 

Company:. 

Company:. 

My reasons tor putting game 

number one above as first choice 

are 

If I 'm a lucky Pilgrim and win a 

free game, I should like to rece 

i veacopy of: 

My address is (BLOCK CAPITALS 
ONLY): 

I 
I 
I 
I 



challenge AA Rating 

85% 87% 
89% 93% 
86% 86% 

ADVENTURE NEWS 

perennial source of annoyance to 
have to wait what seems like 
hours on end to load a game MI 
do my best to include more in-
formation on this subject in the 
Pilgrim Pokes cciumn. but we 
have to give this subject sdpond 
place when we need to get in 
more reviews. Peter also wants to 
know about a Firmware .Manual 
for the 612fc ) don't know about 
other programmers: but I've so 
far encountered no problems 
with using the jumpblock entries 
in the existing firmware manual-; 
for the 464/664 machines: Jn 
theory they should be identical, 
so, Peter. I should pop out and 
buy a copy of that. 

That's all for this month 
Don t forget to keep m touch Re-
aders can always get me c/o 
Amstrad Action, or if ycu have a 
modem, on Prestel/Micionet 
mailbox number ;; 919994854. 
Telecom Gold users can react: 
me oii 83:jnl251. As we go to 
press I'm about to iea ve for Liver • 
po^ i o start setting up the advert^:] 
ture bulletin board so please, if 
ycu have any ideas of what you'd 
like to see on that front, let me 
know: Best wishes. The Pilg . 
fmsmmssmm^^m^i ft I 

Next month the Pilgrim looks at 
Runestone, BT's now mcgagame 
with Lords of Midnight-style 
graphics, gets to grips with In-
focom Classics Deadline and 
Seastalker, tries to get a copy of 
Lord of the Rings on the Amstrad, 
and brings you all the latest from 
the world of Adventure! Keep a 
straight back, a strong staff, a 
clear head, and may the Gods 
cast spells of light upon your path 
until we meet again. 

Level 9 On the 
M o o n - A g a i n 
Level 9 are already starting wor k 
on a sequel to Red Moon. This 
marks the end of their 'science 
ficrion' phase (The Eden trilogy) 
and takes the company, and 
game designer Pete Austin, back 
tc the more familiar ground of 
magic, mystery, and suspense 
The new game, to be called The 
Price of Magic will be launched 
in the spring of 1986. 

Genesis Reborn 
Came Micros, whose Genesis 
adventure generator was re-
viewed by the Pilgrim last month, 
have come up with an upgraded 
version You can now have ex-
panded graphics options that inc-
lude infill v/ith any user defined 
pattern and faster plotting. Other 
enhanced features include a 

THE GUEEN 
ELIZABETH HALL 

M i l e s s a y s "What do we d o n o w ? " . 

V o u ' r e b e s i d e t h e i r t pos in^ f a c ted. 
o f t h e fiueen E l i z a b e t h Hal 1 t r i - s i n s 
a b o v e t h e L e v e l 2 wa lkway l i k e s c n e 
c o n c r e t e G o t h i c c a s t l e . Happy c = » 
m i l l i n g a b o u t . 

M i l e s s a y s "What do we do n o w ? " . 

multi-command language par-
ser. multiple colour sets, and 
pixel positioning of user-defined 
characters 

At present the new version is 
only available via mail-order, fcr 
£8 50. but existing users can get 
an upgrade tor i,2 00 by sending 
in their cassettes. Note that all 
graphics will have :o be redrawn 
to ensure compatibility, although 
TEXTURE files on both versions 
are compatible Contact Came. 
Micros, Wellparlc. Willeys 
Avenue.Exeter Devon.EX28BE 

Adven tu re 
In te rna t iona l 
Stand by for the Fabulous Four 
socn tc be released bv Adven 
ture International and featuring 
advanced features not previcus-

$ho ' f rorr G l o b o l Sof twcim's next rq'itaso, 
O l d Scores. This game ooks I ke be ing o 
tea1' wiener - you can change m o d e l in the 
g a m e (so you can he vo 4 0 column or 8 0 
column text) , there's some excel lent music, 
and the graphics are...well . . . the graph ics 
o re p r e t t y br i l l ian t in ihe Pi lg 'shumble 
opinion. W e ' l l check It out In the next Issue. 

ly seen on AJ games 

First, "here are going to be 
complex inputs which is quite an 
advance over some of the previ-
ous games (like Robin of Sher-
wood) which the Pilg has consist 
ently rated downward because of 
their primitive vocabularies and-
par s:ny Second. you will be able 
to control two characters ir. the 
game, rather like Lord of the 
Rings cr Magician s Ball Com-
bine these 1'actcrs with Scott 
Adams' popular programming 
style and Marvel characters, and 
this game sounds pretty and 
looks promising. 

Create an adventure - and win a disc-drive 
Fancy a free disc-drive? Even better - fancy writing your own 
adventure and seeing it published by a commercial software 
house?! Fame, fortune, and freebies could be yours by entering 
our Write-Your-Own-Adventure competition - and you don't 
even have to program it!! 

Last month's review of the Graphics Adventure Creator from 
Incentive should have awakened you to the possibility of writing 
your own professional game without having to master even a 
single line of BASIC or machine code. In fact, the Pilgrim reckons 
that GACis going to do for the Amstrad what The Quill did for the 
Spectrum, and that soon we'll be seeing many home-brewed 
games coming onto the market with scope and standard limited 
only by your imagination. 

Just to set the ball rolling, the Cowled Crusader has joined up 
with Incentive Software (who publish CAC) to offer the following 
challenge to AA readers: think up an original idea for an adven-
ture game, describe it in less than 400 words, and we'll richly 
reward the Pilgrims who produce the best scenarios. 

The winner will receive a disc-drive and interface or (if 
he/she already has one) a second disc drive and 10 blank discs! 
Five ruimers-up will also receive either 2 blank discs or 10 blank 
cassettes. But that's not all... 

The winning entry will be forwarded to Incentive Software for 
especial consideration as a forthcoming major adventure release. 
Should the game be released, the lucky Pilgrim involved will 
receive regular royalty payments and the thrill of seeing their 
game on sale to the public. What's more, the ideas submitted by 
the runners-up will also be considered for release if they are of 
suitable quality. 

What you have to do... 
Plan your adventure carefully, and then - in not more than 450 

words - give a detailed description of the plot. You must also give 
(1) the number and type of locations (2) information onany charac-
ters involved and (3) a description of at least two puzzles that 
appear in the game. 

Entries should be tidily and clearly written on A4 paper and 
sent, together with the form below, to: The Pilgrim, Write-Your-
Own-Adventure Competition, Amstrad Action, Valeside, West 
Street, Somerton, Somerset, TA11 7PS. Entries should arrive not 
later than 28th February. 1986. Good luck!! 

Use BLOCK CAPITALS please. 

Name: 

Address: 

I d o / d o not have a disc drive 
(Delete whichever is not applicable) 



I 
Three stunning new games for the new year from the 
west country's premier software house. Pete Connor 
goes all the way to Taunton to preview them for you. 

In the c o u n t y t o w n o f I an B o t h a m c o u n t r y - a n d A m s t r a d 
A c t i o n c o u n t r y - is o n e o f B r i t a i n ' s c lass ies t s o f t w a r e 
h o u s e s , Du re l l . Y o u ' l l k n o w t h e m f r o m Harrier Attack and 
Combat Lynx. N o w t h e y ' v e g o t th ree s t u n n i n g n e w 
g a m e s p o i s e d t o m a k e a b i g i m p a c t o n A r n o l d o w n e r s 
e a r l y i n t h e n e w y e a r . W e ' v e m a d e t h e l o n g a n d a r d u o u s 
j o u r n e y to T a u n t o n t o b r i n g y o u t h e g o o d n e w s o f Critical 
Mass, Saboteur and Turbo Esprit. 

This sizzling game takes place on an asteroid which seems only 
fair since it will remind many old hands of that arcade classic 
Asteroids. Oldhands, though, may have to just sit back and admire 
- this is a game that requires the quickest of reactions and toughest 
of nerves. 

It all happens on a remote asteroid in an outlying system of the 
Terra Foundation where nasty aliens have primed the anti-rnatter 
conversion plant to go bananas. You have to get through and de-
activate the thing before it reaches critical mass and makes a 
critical mess of everything for a few thousand parsecs around 

You get around on the asteroid's surface m what the Durell 
mob iike to call a ' 3kidoo'. a neat and nippy little craft controlled by 
accelerating 01 by rotating left and right - just as in Asteroid^. This 
'vectored flight' will pose beginners some tricky problems. If you 
want to turn round the only way to do it :s to rotate 180 degrees and 
thrust. Not easy when you've got a vicious alien on your tail. 

Critical Masshas five distinct stages before you reach to your 
goal. After you've boarded the skidoo which emerges, like 
Venus; from a clam-like garage - you set off across the hostile 
landscape, blasting anything in range. As you make progress, 
aliens become more numerous and much nastier. As well as 
gigantic golfballs rolling around evil worms will rear ther ugly 
heads from the alien soil. Previously static mines will rise and 
come whirling after ycu; chaos clouds of molecular disorientation 
will blast you off course Each gruesome death you die sees your 
ship exploding into a million pardcles of disintegration, 

There's just about everything you could ask of a shoot-em-up 
in Critical Mass - speed. mayhem, fear and monsters from outer 
space, all executed in graphics of the highest quality. Experience 
the thrills and the chills soon on the Amstrad. 

kQQQQ 

You i k l d o o zaps an a l i en or t w o 

Critical Mass was programmed 

originally on the Spectrum by 

Simon Francis, an 18-year-old 

from Crewkerne In deepest 

Somerset. He's a pretty quick 

fellow at the keyboard: Robert 

White once brought him an 

Amstrad to consider, called back 

two weeks later to see how was 

getting on - and picked up a 

completed game. 

Simon, though, is not doing 

the Amstrad version of Mass, 
which has been entrusted to Dean 

Stmon Francis - rtie Cr l t ico l Mass man 

Lock, one of Durell's outside 

programmers. 

Do you smcerely want to be a hero? Do you really want to pene-
trate a top secret, high-security base, do battle with dozens of 
guards, wrestle with man-eating dogs, find and capture a stagger-
ingly important disc, plant a bomb and then fight your way out to a 
helicopter on the roof to make good your escape? 
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Well, you don't need to join the CIA or the KGB just have a go 
at Saboteur An evil fascist dictatorship has taken ove the country 
don't ask me which country - and your task as a mercenary is to 
capture the disc containing the rebel leaders' names and then 
escape before your bomb does for the baddies 

You won't find it easy this game has 118 rooms. And they're 
not laid out in a simple way. You have to go through sewers, take 
underground trains in the right order, find your way through a 
maze of tunnels and a tangle of girders. So you'll need some nifty 
mapping skills. 

Not to mention some hardened combat skills. From the mo-
ment you leap out of your dinghy at the start of the game it's action-
packed stuff You somersault and jump around, engage in karate 
chop-ups with guards, find and use a variety of weapons, all the 
while keeping an eye out for those snapping doggies. The anim-
ation is superb and these action scenes are really tough. 

The fun and excitement of Saboteur are virtually doubled by 
the fact that after fighting and finding your way in to the building 
you have to find and fight your way out with that bomb ticking 
away all the time. The tension is almost unbearable. 

Look out —there'* o D o b o ' m a n n abou t ! 

Saboteur is the work of 1 8-year-

old Clive Townsend, a Welshman 

now resident in Taunton. It Is, in 

fact, his first commercially 

released program - an earlier 

effort for Durell was deemed unfit 

for human consumption. Saboteur 
is all Clive's own work, from 

original Idea through to 

programming of both Amstrad 

and Spectrum versions. 

Cllve has a slightly punk-look 

to him, an air accentuated on the 

day of visit to Durell by the fact 

that he had only recently 

emerged from his bed. Despite his 

predilection for the Pot Noodle, he 

did manage to eat some fresh-ish 

food at lunchtime. 

Of the wacky bunch at 

Durell, Clive is by far the wackiest. 

One of his favourite hobbies 

appears to be jumping from 

bridges: only the week before my 

visit he had leaped 20 feet into 

the raging torrent of a weir. 

Unfortunately, he missed the 

torrent and hit the brickwork, 

incurring a painful heel injury. 

Although he regularly stays 

up half the night working on 

programs, Clive doesn't think his 

long term future lies in computing: 

'I want to be a child psychologist', 

he says, 'because I like kids and 

because I'm interested in people's 

brains.' Still, there might be time 

for a few more programs as good 

as Saboteur before Clive hangs 

up his assembler and dons the 

white coat. 

Mike Richardson first made his 

mark on the games playing nation 

with Scuba Diver, a strange and 

compelling underwater game on 

the Spectrum way back in the 

summer of 1984. Arnoldians, 

though, will probably know him 

best as the author of Harrier 
Attack, one of the games 

provided in the Amstrad 

introductory pack - a cool 

100,000 must have been given 

away already, and as many more 

been sold over the computer 

counters of the country. 

But Mike's most impressive 

achievement — until Turbo Esprit -
is probably Combat Lynx, a 

fascinating game in which you 

pilot a helicopter over a large 

area while engaging a variety of 

enemies in combat. It's a game 

that's lasted really well: you only 

have to look at our Cheat Mode 

pages to see that. 

Turbo Esprit is, In a way, a 

developement of the same idea. 

Instead of flying over a 
landscape, you drive through a 

cityscape. But the idea didn't 

come so simply. At one of Durell's 

Think Tank sessions Mike came up 

with the idea of Honeycomb 
Planet, a Combat Lynx derivative 

in which the player would guide 

his 'copter through the 3D caverns 

of a planet. It proved to be too 

slow. Robert White suggested a 

similar idea in a city. In the end 

they came up with Turbo Esprit. 

Apart from being Durell's 

best-known and best-regarded 

programmer, Mike is famous for 

what Robert White calls his 'laid-

back attitude'. He also has one of 

the driest senses of humour this 

side of the Gobi Desert. Mike used 

to be a chemist. But, as he says, 'It 

gets a bit boring after the first ten 

The v iew through f r o m H>o controls 

years. 

He's held in exceptionally 

high regard by Robert White and 

the rest of the Durell team. Robert 

White says of him: 'I could tell him 

to write a program about jellyfish 

and It would be really good'. 

The Amstrad version of Turbo 
Esprit Is in the hands of Nick 

Wilson. He may only be 17, but 

he's been programming for four 

years, the last one and a half of 

them at Durell. He's written a 

platform game called Mineshaft 
on the BBC and converted Combat 
Lynx to the same machine. 

Obviously a young man of many 

talents. 

Nick W i l son - s lav ing a w a y to g e t you 
Turbo Esprit 
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'Strangeloop is unique, graphically impressive, vast, and devious; in short, brill..: Personal Computing 
'...you've got to use your brain as well as yourjoystick...Strange/oop graphics are superb...a real Screen 
'Thisisa very big and superior arcade adventure...an elegantly designed game' Your Commodore. 

Commodore User 

Remember SORCERY , this year's most ACCLAIMED title for the AMSTRAD' Well !RG!N GAMES' 
unrivalled reputation for software is upheld again with the Gang of Five's latest : " " : : " 

The massive, desolate factory that services 

the EARTH orbits silently in the vast DARK 
WASTES of space. 

STRANGE THINGS have been observed 
from EARTH, very strange indeed as there are 
NO HUMANS on the factory, it is maintained 
and controlled by a clever series of ROBOTS, 
programmed only to serve. 

How could the ROBOTS possibly be 
SABOTAGING happenings on EARTH unless 
they are somehow being REPROGRAMMED? Intrepid investigation is the only 
way to find out exactly what is going on...and it must be YOU! 

250 rooms of EXPLORATION, PUZZLES to resolve and CURIOUS ROBOTS to meet. 
GRAPHICALLY STUNNING, full of ACTION and AMUSING encounters, this is arcade 
adventuring at its absolute peak. 

This what they were saying about STRANGELOOP before they even saw this version 



I 

On the Amstrad: 'It's a beautiful 
machine My own kids have one 
Its Qasic is better than me 
Apricot's. It s really good a;I 
round. I 

On games as business Certainly 
it's a money venture but it's also 
got to be a creative venture.' 

t h e y ' r e ^ -

and no neck 

The Inside Story • • • • • • • • • • • • • 
Now get this right: it's pronoun of place where it hardly seems 
ceci Dew -Rell. with the accent cn unusual ".hat Rober t White began 
•he second syllable You'd better as an an student, trained as a 
get it right because, becausemis teacher, changed to Quantity 
pronunciation of the name, says Surveying and ended up design-
Robert White, is 'the one thing ing hospitals on computer before 
that makes me hysterically starting his own software house 
traumatised.' with an Oric and a few programs 

Durell is the name of the he d now rather forgot 
company because it is Robert it was in 1983 that Robert's ad 
White's middle name and in the Somerset County Gazette 
because it seemed more suitable attracted the attention of Mike? Ri -
than the only other alternative he chardson who promptly wrote 
had Wobblesoft. After spend- Jungle Troubles and Harner At-
ing a few hours in the Taunton off lack - the proy r ams that started 
ices o: the company you might Durell 011 the road to success 
wonder whether Wobblesoft Now there are 9 full-time 
wouldn't more accurately de- programmers employed at Dur-
seiibe the slightly manic atmos ell. plus another three freelances 
phere that prevails. who can be called on when the 

It's the sort of place where need arises The launch of the 
the bank manager rings up as three games previewed. here 
he did during my visit to ask if should make them one of the most 
they've got any good games for important software houses 
his new Arnstrad 6128. It sthesort around in 1986. 

Business Insight 
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Robert White holds some pretty 
forthright views on the state of the 
software industry and its future. 

Here are 

highlights 

the censored 

On licensing and hype We'd 

d 0 „ licensing deal - , I 
you ve got 10 do your own thing L 

a r S S s a t ^ B 
taken over - there won t be a 

— 1 games industry as we know it 
now.' 

On possible Durell releases. 
Saboteur 2 is a distinct possi-

bility We'd also like to do a 3D 
car game probably a rally 
Thunderbolt 2 is another pc 
ssibie. It could be a 3D Sctamble-
type game based on the Amer-
ican A10 anti-tank plane. Genghis 
Khan, with Mongols oh horse-
back, pillage ere is also on the 
cards.' 

Robe r t W h i t e - the f o u n d e r o f Oure l l , sti l l 
g o i n g s t rong a t 3 2 

T e e m p h o t o In o n e o f Taunton 's m o n y b e a u t y spots 

Fasten your safety belts it's going to be a bumpy ride. This :s a 
driving game par excellence, from the man who brought you the 
outstanding Combat Lynx Mike Richardson. In his new program 
he doesn't just give you the chance tc drive around like crazy and 
shoo: people. No, he also gives you the chance to do some good by 
ridding the world of some very evil people - international drug 
traffickers. 

Seated in your Lotus Turbo Esprit you drive through a city in 
pursuit of the smugglers. Buildings loom up on every side Traffic 
lights halt your progress - unless you want to flatten a few of those 
pedestrians crossing the road Watch out for them again at the 
zebra crossings, or you'll lose even more pomts. Roads change 
from two lanes to six in the twinkling cf cin eye. 

Before you know what's happened ycu could find yourself 
being pursued by the very people you were pursuing a moment 
ago 3ut don't wor r y all you have to do is accelei ate like a lunatic, 
turn a couple of 90 degree corners around the block and come up 
on their tail before fixing them in your cross hairs and giving them 
a dose of instant law enforcement. 

The individual delivery cars are backed up by hit squads 
posing an additional threat. Your ultimate aim is :o get the 
armoured van the cars are delivering to. But there s a lot of driv-
ing. shooting and mapping to do before you'll get that far 

I 

i 



The section where your tips, pokes and 
devious game-busting ploys are relayed 

to the nation 

Yie ArKUNG~FU 
Last month's Mastergame had everybody chopping, kicking and 
jumping again - so here are a few tips on how to beat all eight 
opponents, courtesy of Daniel Riley and Emmet Masterson of Sid-
cup and our own BW. 

BUCHU: walk to the middle of the 
screen and when he jumps at you 
or approaches you on foot, 
roundhouse kick him He will 
back off-and then approach you 
again for the same treatment. 

Steve Davis Snooker 
Here's another tip that more than 
one person has sent in. Wait until 
you've got an easy scoring shot, 
preferably on a colour. Play the 
shot and if successful press SHIFT, 
ESC and R to return to the position 
before the shot and then play it 
again. Each time the break is in 
creased and you'll easily knock 
old SD off his perch on the score 
table. 

The mop and tips have been pro-

vided courtesy of Patrick McCorry 

from Belfast - but he still hasn't 

managed to complete the game. 

The security clearances may have 

been causing a few problems so 

here are the four codes. Remember 

that for the first one punctuation 

and spaces are important. 

1. MAGMA, LTD. 

2. AXD-0310479 

3. HYDRAULIC 

4. AUSTRALIA 

Patrick's also sent the list of which 

spies sell which objects and a parti-

ally completed list of what each 

spy will accept. 

NUNCHA wait for him to walk up 
to you then stride punch - but not 
too late. Repeat this unti. he's 
knocked out. Cornering him will 
again make your job easier 

M 

STAR jump ever her star and 
force her into the corner o: the 
screen Then flying punch, nyIr.g 
kick or roundhouse kick her re-
peatedly while she is trapped. 

POLE this is a really tough com 
petitcr When he approaches you 
hit him with a lunge punch. Be-
ware his pole though since he can 
use it at close range as well as 
distance. More variance in 
moves may be required to stop 
him: try using the leg sweep at 
close quarters. 

CLUB easy to beat. Just flying 
kick or punch him every time he 
comes near you 

& 
TONFUN: let him approach and 
then just keep hitting h:m with the 
flying punch. 

SWORD this is another tough 
opponent To beat him you'll 
need to leap in the air a lot so that 
he ends up standing directly 
beneath you each time you land. 
Here you should flying punch him 
and then set off into the air again. 

m 

BLUES a fairly even fight this 
where you should just keep 
throwing all the good attacking 
moves at him and most times 
you'll come out on top 

We had lots of maps and tips in for this great Mastertronic game. 
You saw our map last month, and now we've got some tips from 
Stewart Russell on how to stay alive and complete the game. 

W > / m 

1. Have lots of psyche. By lots I 
mean 6-3,000. This can easily be 
achieved by getting "he laser, 
going back to the starting screen, 
jumping on the robot blocks and 
sellotaping the space bar down 
while you eat/do your 
homework/fall asleep,'mow the 
lawn. It should take about half an 
hour 

2. Fly over fungi! Don't jump 
because you often get thrown 
straight back a: the nasty little 
saprophyte, (look it up) 

4. You can drop twice as far by 
hovering Just start flying and let 
yourself drop. Just before you 
are about to land hit enter to can-

£ 

3. If jumping is even mildly dif-
ficult - fly. The game has a habit of 
throwing empty screens a: you so 
you can fail to your death. 

eel your fatal momentum. 
5. It|s wiser to fly into unknown 
screens. By doing this you don't 
tend to bounce off walls, robots, 
etc and fall to your docm. 
6. Go in shooting. There's only 
one kind of gcod robot - a good 
and dead one Beware explo-
sions though you bounce eff 
them too 
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Poke problems? 

I l i i g r e a r e t w o b a s i c m e t h o d s J o i : 

e ^ T i h g p o k e s b o t h o f t h e w a r & i 

o u t l i n e d b e l o w T h e y w i i i ; ^ ^ ^ ^ 

p e a t e d e a c h m o n t h a n d w h e i e . ^ h 

: : ^ i ; y j d u a i p r o g r a m d i f f e r s ' f r o m 

m e t h o d s s h o w n 

d e s c r i b e d i n d e t a i l W h i t e o r . t h e 

s u b j e c t . a n u m b e r o f p e o p l e h ^ :-

t r o u b l e w i t h t h e Chuck ie Egg 
' p p & e i n i s s u e t h r e e • • • § S h a t : s ' 

b e c a u s e m e t h o d 2 h a s t o i | e : | 6 i -

• l o a f e d r a t h e r t h a n m e t h o d ^ ! H J f | § 

...i'.'; M e t h o d 1 T y p e i n t h e l i s t i n g . 

R e w i n d t h e g a m e t a p e 

f l o w e d b y e n t e r F o U o ^ ^ ^ 

s c r e e n p i o m p t s t o l o a d t h e g a m e : 

^ ^ M e f l i o d 2 H e r e t h e 

h e a d e r , ' l o a c e r / t i t l e s c r e e n h a s t o 

b e s k i p p e d ; T h i s u s u a l l y i s ^ M 

t h e t w o b l o c k s o f t h e 

p r o g r a m a n d i s e a s i l y i d e n t i f i -

a b l e T o f i h d - i i i ^ ^ i e ^ T e t w o d i s s : 

t i n c t m e t h o d s , -

F i r s t o f a l l y c u n e e d t o l o a d a n 

u n k n o w n ; 

e g R u b b i s h , t o 

t h e m a i n p r o g r a m s t a r t s , m ^ ^ p i 

m i g h t t y p e 

L O A D " r u b b i s h 

l a n d p r e s s e n t e r N o w k e e p o n e 

• e y e . p n t h e s c r e e n a n d t h e o t h e r 

o n t h e t a p e c o u n t e r T h e s c r e e n 

w i ^ n p W ^ p m e u p w i t h a m e s s a g e . 

^^^ii^i^^^gckie Egg, for 
e x a m p l e , w o u l d b e 

. : : F o u n d C H O C K I E E G G B l o c k 

^S^ i s theioader Let the tape run 
Un$ the next message appears, 

; t h i s c a s e 

| | f ; ; F o u n d C H U C K B l o c k 1 - ' • : . ] 

• . a l t h o u g h t h i s w i l l , o f c o u r s O - i e 

d e f e r e n t / o r o t h e r g a i n e d . . 

this is on screen st||pf!p|j 
$t£pe and rewind 2 or 3 numbers; 
Mhen reset the c o m p u t e r ^ ^ ^ ^ j 
NQX re wind the t ape • 
program and $lay the | 

The aiteinative method m-
the j ^ o ^ j n to 

show where th£ loader. 
is mote suitable for short pokes 

llp'firsf, ?yp£ in ifife. programs 

: almost always be.'Press'PLAY: :" 
to load me game This then 

N O T R E W I N D the t a p e ^ ^ n | 
|^| is i ing again and press play. 

poked game. 

E v e r y o n e ' s a W a l l y 

I^^J^TOCse.litt le poke that w i l l 

endurance on 
i^f^rO-Gen s classic arcade ad-
venture It's entered using poke 

l ^ p f e i d 1 . 

10 MEMORY &1FFF LOAD "' 
2 0 FOR N = 8 5 5 7 TO 8564. READ; 
A POKE N.A NEXT 
3 0 POKE 8239.109 P O K E S 2 4 C . . 2 : 

POKE 8203.117 
40 CALL &2000 

50 DATA % ' I I I 1 | | ! 
6 2 . 1 8 2 . 5 0 . 2 2 5 ^ J 9 S ; S $ % * ' > 

Galactic Plague 
If you're having trouble with any 
of the screens then several 
people have pointed out a handy 
cheat that can be used on any 
screen to take you to the next Just 
pressing the letter "R" does the 
trick and gives you a bonus ma-
king massive scores possible 

Spy vs 

Anybody having trouble with the 
computer opponent will be 
pleased to receive these tips 
from C h r i s W o o l l e y of Weston-
Super-Mare. 

To complete each game 
quickly don't bother trying to 
find the objects just search for 
the airport door (remember to 
make sure ycu have altered the 
options before starting the 
game) Once you've found the 
door block yourself in with water 
buckets or a gun and string. 
When your opponent has all the 
objects he will go to the airport 
where he should be killed by 
your traps. Go into the room 
where he died, collect the ob> 
jects and exit to the airport 

When in hand to hand com-

bat keep your finger pn the fire 
button and waggle the joystick up 
and down. You will automatically 
face your opponent as he moves 
around the rcom and as soon as 
he comes in range.. .bang, crash 
wallop! The unlucky spy won t be 
able to hit you and will eventually 
be killed. 

This method can also be used 
right at the start of the game and 
cis soon as you stop laughing at 
the spy's demise se: a time bomb 
and exit When your opponent 
reappears bang! If yen want 
some fun re-enter the room 
straight after the explosion ana 
set another time bomb. Kee hee!! 
Cruel, isn't it?' 

$ -
V fm** $ | 

* t — v — * * $ * 

* $ I - * ? — — ^ * I $ 

City What t hey sell Wha t t hey wan t 
Berne Deeds to Swiss chalet, 

chronograph. Cash. 
London Crown jewels, fieatles album. Chronograph. 
Athens Greek urn. artifact. Emerald scarab. 
Cairo Statue of Tut, emerald scarab. Deeds to Swiss chalet, chronograph. 
Delhi Star of India. Spanish doubloons. Emerald scarab 
New York Uncut diamond stocks and 

bonds. Deeds to Swiss chalet 

San Francisco 49'rsseason ticket, gold nuggets. 35mm camera, Beatles album 

Mexico City Treasure map, Spanish 
doubloons. Deeds to Swiss chaiet. 

Tokyo String of pearls. 35mm camera Stocks and bonds 

Peking Ming vase. ;ade carving. Stocks and bonds string of pearls. 
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Pyjamarama 
If you've been having trouble 
getting 100% on Pyjamarama 
even though you've solved it, 
then make sure all the objects 
have been moved from their 
starting places before setting off 
the alarm. Advice from Roderick 
Dunlop ofPollokshiekis. 

r Y * f 



Lords of Midnight 
More tips have been received for 
the epic game, tins tirr.e from 
Andrew Bowden in Lough-
borough. His advice is to gather 
all the major lords together at the 
Citadel of Xajorkith, including 
those from the north-east of Mid-
night, and defend this against the 
Doomdaik hordes. 

Morkin should recruit Far-
flame the Dragonlordand remain 
in the north just in case. Once 
Doomdark's roving forces have 
attacked Xajorkith and been 
beaten so that few of them remain 
in the land, move north west to 
Ushgarak to take the Citadel If 
this fails Morkin may still be able 
to complete his task. 

Fantastic Voyage 
Jason "The Black Spot" Martin 
from Hornchurch has sent in the 
locations of the eight pieces of 
submarine. 
1. Mouth ^ 
2. Intestine qP 
3. Liver ^ 
4 GaU bladder 
5 Pancreas 
6. Duodenal 
7 Stomach 
8 Colon 

M a r s p o r * 
Astonishingly, we've already re-
ceived the first solution to this 
brain- busting game from <&£-
goyle John McCann from LiS-
burn is the hard working genius' 
who solved it. He reckons it was 
easier than Dun Darnch but his 
solution covered fiy^ sheets of £4 ; 
paper, not indudfog:tetnap 86 
Sere are the ingredients for some 
factored objects. 
1 > Gauze and charcoal make a gas 
iriask. 

2. Water, flour and baketin make 
a cake. ; 
3 Frame sun chart and glass 
make an eyeshieid. 
4.: Toppee and helmet mak^ 
artifact . I 

wmmmm mmt 
5. Artifact and gun make a hyper 
gun. 
6i Liiteand dais make a lead suit.:.;;; 

Oxygen and empty tank make 
ari£i£tank. 
8 Syringe, insect, pomte and te£ ? 
make antidote. 

• • M a i 
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ORNADO 
OW 

EVEL 
ILL has the fastest, smoothest scrolling yet to be 

seen on the Amstrad. 
Fly the latest swing-wing fighter bomber, with 

360 control. Hug the terrain to bomb and wipe out 
enemy targets. 

Land, refuel, take-off at will. 
Fly Tornado Low Level today. Your ultimate E.TA 

will depend purely on your skill. 

P L E A S E S E N D M fc v TAPE ? v D I SC ^ 
T O R N A D O L O W LEVEL £7.95 L I £13.95 

HIGHWAY E N C O U N T E R [Q £8.95 • £13.95 

T O T A L V A L U E 
[Q £8.95 • £13.95 

N A M E B.CCKlETT«Sri£A5E 

ADDRbSS 

ENCLOSE P .O . /CHEQUE PAYABLE T O VORTEX S O F T W A R E ISALESl LTD. 
SEND T O VOKTFX SOFTWARE fSA. ES) LTD. ?4 KANSAS AVE. SALFORD M5 2GL. _ _ 

v AMSTRAD C P C 4 6 4 - 6 6 4 - 6 1 2 8 v 
A V. 



W r a p 

t sms f e ; : position a 

P o r t 0 r * 
M f l N t H l S t L H U J P . L j 

The definitive football strategy game 
What Amstrad Action said: 
• "AA Rave" 
• "You'll be playing it until the early hours. 
• "Nice 3D highlights". 
• "Very long seasons with plenty to do". 
• "Ideal for football fanatics". 

Featured in the Bul le t in 1000 v i d e o -
shown at your local Independent retailer. 

VIPER 
• Big League R.R.P. £6 .95 

Available from all good software stockists. 
For the 4 6 4 only. 
Viper Software Limited, 
Eardley House, 
182-184 Campden Hill Road. 
London W8 7AS 

Can you manage your 
team to the top 
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The GREMLIN 

25 pairs of Monty on the 
Run and Profanation have 
just got to go in this gorgeous 
Gremlin competit ion 
Gremlin's star mole Monty has at last made it on to the Amstrad. It's 
not surprising he's been a while because the cops are on his tail. 
Monty - as the title says - is on the run. He's gone over the wall .He's 
AWOL. Scarpered. Done a runner. 

In the process he's come up with a platform game featuring 
lovely music and pretty graphics. You can capture a copy by 
answering the questions below. 

Profanation is set in the mystic land of Egypt. You play ex-
plorer Johnny Jones, who has to solve the secrets of the tomb and 
lift the curse hanging over it. Thrills and chills can be yours - if you 
only answer correctly the questions below. 



A M S T R A D A C T O N T ^ U A R Y _ 1 9 ^ 8 7 G e l h in fcmq 

5 0 copies of Virgin's ace a rcade 
adventure a re up for grabs. Plus 
3 copies of the m e g a - b o a r d 
game H y p e - wor th £ 2 2 . 9 5 ! . 

shocker! 

We made it a Rave last month - n o w you get the chance to 
w i n a copy of the fab game Slrangeloop. 250 rooms of 
puzz l ing act ion should keep y o u busy for a long w h i l e as 
you try to get r id of the robots and shut d o w n that run-
a w a y space factory. 

50 w inners w i l l receive copies of the game. A n even 
luckier three people w i l l also get copies of V i rg in 's board 
game Hype, in wh i ch you have to guide a rock band to the 
top of the sl ippery pole. Money and fame are the aims in 
this engrossing game. 

What you have to do 
Consult the amazing mega-mup oF Strangeloop in the Cheat Mode 

pages. Then work out what the quickest route is from Room A to Room B. 

then write down the number of doors you have to pass through on a 

postcard or the back of a letter and send It to us. Easy? Decide that when 

you've had a look at the map. 



The h igh score f i le keeps gett ing longer and longer and 
it's good to see some of the hot n e w games mak ing their 
presence felt. Yfo At Kung-fu has been keeping lots of 
people busy w i t h some amaz ing scores wh i ch obv ious ly 
took m a n y hours to get. Other n e w games are also at-
tract ing interest but here's a hit l i s ! o f games on w h i c h 
we ' re part icular ly keen to get scores: Bruce lee, fighting 
Warrior, 3D Geand Prix^^roscopefHighw^$fHourit0rr 

on. They're al l very hot and deserve plenty of attention, 
so get cracking and remove Bob " I on ly put the scores in 
to encourage t h e m " Wade From the tables, 

l i l i i e r e ' s s t i lH | |&?^ r fe ing lack of response chat* 
fenges. Those w h o have been accused seem ve ry re i u t f -
a n t t o defend themselves, but theh w i t h such observant 
and ski l fu l readers Vm not surprised. Keep those chal-
lenges c o m i n g - t h e innocent must be protected. 
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4,950,000 Michael Clark, Midlothian. 
3,450,000 lan Boffin, Woking. 

The Scout Steps Out 
650,000 DeanCovil, Mersevside 

Steve Davis Snooker 
12 break St .John Bird, Fakonham 

11C David Woodfield, Walsall. 
65 break Paul Smith, 1 luddersfield. 

Sir Lancelot 
12.120 Andrew Preston. Stockport 
7.400WilliamFreeland Dalkeith. 

[ IT leiSmgerman Southampton 
P it nek McCorry. Belfast. 
RanjitSingh, Queen's Park. 

Sorcery 
1 .otsof people over 97,000 Sultan's Maze 

J ,B10 Clive James, Newport. 
1,772 Richard Denton. Torquay 

Pinball Wizard 
18 325Flemming Federsen, Denmark 

Punchy 
70 130Richard Denton. Torquay 
59 490 Stewart Hackley. Poynton 

Super Pipeline II 
2,330,340 ioseph Dittman, Wigan 
1,228,055 Graham Ross. Devizes. 
426,460 Matthew Burbcdge. Sittmgocurne, Space Hawks 

77,550 Mark Wagner. Pinner 
75.150Stewart Hackley, Poynton 
74.850Gary Callan Exeter. 

Survivor 
367,500 Paul Edwards, Stevenage. 
241.100 Scott Brown, Cumbernauld 
227,400 Stephen Gray. Bath. Red Arrows 

65,416 S.Glendenning, Darlington 
62,400 Stewart Hackley Poynton. 

Spannerman 
72,000Julian Cater, Fast Sheen. 
66 500 Donald Sharkey, Scunthorpe 
65.000 Stephen Gray, Bath 

Tankbusters 
18,300 Ian Boffin Woking 
450 RG Messenger Perth Rock Raid 

32,780 Stephen Cray, Bath 

Roland goes Digging 
£1,710.30 Adrian Johnston. Shrewsbury 
£306.00 Gary Pearce. Hemmel I lempstead 
£264 80 Jonathan Williams. Su::on. 

Splat 
22 535 David Cobane Wythenshawe 

Star Avenger 
16.220 David Rice. Glasgow. 
. 4.895 Peter Clai k. Glasgow 
' 1,230 Smart Russell. Glasgow, 

The Way of the Exploding Fist 
2,193.000 Manhcw Lerrigo, London. 
1.137 800 Adrian I.eigh. Stockport. 
968.7C0 Flemming Peaersen. Denmark Roland in Time 

153 crystals Andrew Marshall, London 
149 crystals Kenny Macaskill, Alloa. 
1 43 crystals George Reaves, Bradford 

Roland on the Ropes 
999.999 Adrian Johnston, Shrewsbury. 
792,300 Jim Mitchell. Havarit 
695,COO Kevin Westwood New Maiden 

Star Commando 
4.359.600 Daniel Ives. Luton. 
4.265.300 Adam Samuels, Bury 
184.800 Ian Mathie. Dunstable. 

Wizard's Lair 
168,385 Adrian Leigh, Stockport. 
152,(XX) Paul Lewis Northwich 
135.00 Richard Gordon. I "orest Gate 

Sabre Wulf 
38,675 Matthew Chester, Louth 
38,200 Andrew Bowden Loughbcrougi: 

3D Starstrike 
10,031,000 Joseph Far-ington, Warrington 

K/wo Po r 

rue rs 
007 \\ 
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• F a s t " " 

^ c o n o m i c 

L S e l i a b l e 

TO ORDER, 
THEFORM 

P A G E 9 4 

STUNNING 
SOFTWARE 
$AVINGS! 
Wake up to Amstrad Action's unique mail order service 

These pages are called Hot Stuff because they are HOT. 
They give you a w a y of getting your hands on sizzl ing 
sof twareat sizzl ing discounts. Basically, you can use the 
form on p 9 4 to order any Amstrad sof tware you like, 
whether games or serious. A n d by collecting the 
vouchers printed in each issue of Amstrad Act ion you 
can obtain discounts of up to 2 0 % * that's a massive 
saving of £3.00 on a £15.00 order! 

The good news doesn't end there. A lmost al l orders 
qua l i fy for a great, no-strings-attached FREE GIFT, rang-
ing f rom blank cassettes to games wor th £8. We k n o w of 
no more excit ing w a y of getting the programs you need. 

Tota I cost o 
software pre 
discount: 

^ e voucher 

f^^ouche^T 

pLieejrouch 

^ U ^ u c h e r s 

F R E E ! 

VOUCHER ACTIO; 



, following 

W h i c h r e " 

e rat ing 8 

p e n - i r a o V - ' C S t 

w w a y Of b u y i n g d o 

S ^ S J ^ f f i S S y S S K S v o u c e r s v o u c a n 

YIE ARKUNGFU 
Hilarious combat action. £8.95 cass 
MARSPORT 
Massive arcade adventure. £9.95 cass 
BOUNTY BOB STRIKES BACK 
Oh-so-addictive platforming. £9.95 cass, £13.95 disk. 
CAULDRON 
Beautiful graphics, bewitching game. £8.99 cass. 
SPY VS SPY 
Wacky cartoon capers. £9.95 cass. 
BATTLE OF BRITAIN 
Classy wargame. £9.95 cass. 
DYNAMITE DAN 
Leap, dodge, enjoy. £8.95 cass. 
3D GRAND PRIX 
Tire-burning graphics! £9.95 cass £13.95 disk. 
HIGHWAY ENCOUNTER 
Fast-moving 3D terror. £8.95 cass 
BRUCE LEE 
Leaping and fighting. £9.95 cass, £13.95 disk 
RAID 
Bombing the Commies. £9.95 cass, £13.95 disk 
MATCHDAY 
Skilful soccer play. £8.95 cass 
DRAGONTORC 
A-maze-ing and huge. £7.95 cass 
BOULDER DASH 
You can't stop playing. £9.95 cass 
LORDS OF MIDNIGHT 
Great adventure epic. £8.95 cass £12.95 disk 
CYRUS 2 CHESS 
Looks superb, plays tough. £9.95 cass £13.95 disk I 
WAY OF THE EXPLODING FIST 
Smash-hit combat. £9.95 cass 
NIGHTSHADE 
Dazzling graphics from Ultimate. £9.95 cass 
SWEETO'S WORLD 
Humourous, stylish, brain-teasing. £9.95 cass 
TLL 
Unbelievable scrolling. £8.95 cass 
BARRY McGUIGAN'S BOXING 
Best Amstrad boxing game. £9.95 cass 

I M P O R T A f f i 
fr- If y ou sand in. 6st$ 

•Vfly^fear they vafcist b e from 

DIFFERENT issues 

2jj\e. ' ( I t emember , e ach one h a s 

son i e t l s ^ f C e r e n t priixteidi o i l 

the back!),;i.Sr 
• W e t ry to b e as accurate as we 

can i ^ ^ y i i ^ g detai ls oa£&ice a nd 

ciisk-version. availabil ity. HovM 

e v ^ w e can't be held habie to 
any errors which may have CX00:

: 

ixkf l is i | WsffiM. 
> If you want the disk version of a 
garni you roust mark this <3*ariy 
on the ;<&rdet form,, otherwise 
v'oa'ii get a cassette. Do check 
?;rst that a disk version exists and 

pjatyou have the right price for it. 

S e l e c t s e r i o u s 

s o f t w a r e h o W 

o w n e r s t n a K v r j 9 5 d i s y . 

SSSSfe „ 5 -
i n c l u d e s a m a 5 d . s V 

£ 19.95 cass, ^ - s T E r F 1 L E 

S u the best d a ^ % e r S V o n 

s J S ^ s s i i ® 
^ s s a s — 

grffax-s s s ? " " " " 
S f on£39 . 9 5 d i s k . 

M o o » ® 
Tiansm®1 " 3 e ) 

M W t o m c E , n c l u d . 

HOW ORDERS ARE DEALT 
WITH 
When the magazine was first 
launched, our mail order oper-
ation was dealt with by a separate 
company based in London. Hew-
ever this proved unsatisfactory, 
and we are now running it our-
se Ives here in Somer.on 

It s beLng taken care of by the 
super-efficient Sue Taylor from 
an office a couple of hundred 
yards away from the AA head 
quarters. Unless your order inc-
ludes programs which our 
suppliers cannot get hold of for 
some reason. Sue will despatch 
all orders within three days of re-
ceiving them. 

Even taking postal delays 
into account you can therefore 
expect to receive your parcel 
within about 10 days of sending 
off your order. If it's delayed 
beyond that, chances are you've 
ordered a title which hasn't yet 
been released. Do please check 
this point before phoning up! 

Overseas readers 
can join inl 
Renders in the Republic of 
IRELAND can order any of these 
goods at the same rates as British 
readers provided that payment is 
made in pounds Sterling. If you 
wish to pay in Irish pun's ycu must 
add a IP.£3.50 surcharge IN 
ADDITION to allowing for the 
current exchange rate that s 
what it costs us to pay in your che-
ques or postal order s 

Readers elsewhere in 
EUROPE must add 25% tc the cost 
of their order to allow for extra 
postage rates. Payment rriusl be 
in pounds Sterling. 

' If you live OUTSIDE EUROPE 
please add 50% to the cost of your 
order to cover postage. Please 
also specify whether you require 
air-mail or surface delivery. We 
will pay refunds in cases where 
the postage turns out substanti-
ally cheaper than the extra 
money you have paid. Once 
again, payment must be in 
pounds Sterling. 



The Voting 
System 
For anyone new :o our s:ate-of-
the an voting forms ar.o system 
or anyone STILL having trouble 
here's another run down on what 
to no and how to do it 

You have at your disposal a 
TOTAL of 10 votes for each char: 
These can be split up any way you 
'.ike on up to five titles but the 
number of votes you give to the 
different titles must add up to 10 

for example, on the games 
chart you could give all 10 votes 
to a single game. Or you could 5 
votes to one game. 2 :o another, 
and 1 each to three others You 
just have to allocate your 10 votes 
to reflect your preferences as ac 
curately as possible. What you 
CAN T do is give five different 
games 7 cr 8 votes each That's 
greedy. 

One further thing you -er 
tainly can't do is send in photo-
copies of the form There have 
been attempts a* jiggery-pokery 
in the past, so wo want to avoid 
any possibility of it happening 
again. 

SERIOUS 
SOFTWARE 

TOP 10 
Some serious competi t ion has been tak ing place at the 
top of the charts lately. f f r / a n d Sorcery have been punch-
ing it out for the last f ew issues. This month it's the karate 
game wh i ch comes out champ. But w h o can tell i f the 
magic w i l l work a g a i n next month? 

Of course, there are some pretty strong new con-
tenders around these days. Highway Encounter is do ing 
very nicely i n place, wh i l e Yie At Kung-Fu hat} 
smashed In at number 3 and looks poised to make a b id 
fo rShe top^.: Sneaking in quiet ly t o w a r d ^ f o o l o f the 
chart is Cascade's 50 Game Cassette. 

Seriously, though, the A MX Mouse has crept into the 
charts w i t h some sol id support w h i l e another program 
mak ing its debut is Hi soft's Devpac. Word processors, 
though, sti l l dominate, wh i l e that Jack-of-ai l-trades Mini 
Office sti l l lords it at the top. 

Remeber that these charts are dependent on YOUR 
votes; the more w e receive, the more accurate the charts 
I v i t i b e m m 

1. M in i O f f i c e 
Database ;o \% 

2. Electr ic Studio L i gh t P e n 
E l e c t r i c S tud ic 13 H% 

3. T a s w o r d 
T a s m s n - 9 9 ' . . 

5. Sc reen D e s i g n e r 
A m s o f t • 

6. D e v p a c 
HiKof: 

8. M a x a m 
A m o r 4 1% 

9. A M X M o u s e 
A MS 3.8 V: 

10. The Quil l 
Gilsof t - 3 .4?-

GAMES TOP 20 
1. W a y of the 
E x p l o d i n g Fist 
M e l b o u r n e House - 1 3 . 0 0 % 

12. S a b r e W u l f 
Ul t imate - 2 2 ' . 2 .Sorce ry 

V i r g i n ; A m s o f l 10 6% 

3. Yie A r K u n g F u 
Imag ine - 9.C.0'/: 

4. H i g h w a y E n c o u n t e r 
V o r t e x 

15. G h o s t b u s t e r s 
Ac t i v i a i on - l . G : : 5 -So r ce ry I 

V i r y u i / A m s u f s 5 5 % 
16.50 G a m e Casset te 

17. E v e r y o n e ' s A W a l l y 
M i k r o C e n - 1 2 ° u 

6. 3D G r a n d P r i x 
Arosof! ?. '••••> 

7. B o u l d e r d a s h 
M i r r o r s o f t - A 6 : . 

9. K n i g h l o r e 
Ult imate - 3 Sv-. 

10. A l i en 8 
Ult imate 2 6 ' : 

20. N o n t e r r a q u e o u s 
M a s t e r l r o n i c C 9 % 

MMmm 



THE ALL-IN-ONE ACTION 
FORM! 

| . > 
By f J H J r ^ i n t h i s ^ ^ l ^ form, you 

of soft-

ware o f your choice. THREE of these 

unspeakably.ex.ci ting prizes are on 

Fill in as much of the form as 
vou wish (front and back). 
Then cut out the ENTIRE 
PAGE (even :f you've only 
filled in parts of it) and posl il 
to: 
AA Forms, 18 Pinewood 
Drive 
Somerton, Somerset, TA11 
6JP 

IMPORTANT 

Dont forget tc fill iri this bit 

Name 

Age 

Address. 

Telephone number. 

" ' • • • 

offer. Ail you have to d o is invent a 

couple of little phrases to 

the bottom of-our pages next to the 

words AMSTRAD ACTION - some-

thing as Idiotic, yet appropriate as 

those In this Issue. ^ 

J$&bfed ly b&uS0d in fuhjre Issues, 

as Anything to 
PHRASE 2: 

H i g h - s c o r e c h a l l e n g e 
I hereby challenge the following high scores printed in Amstrad Action: 

GAME 

1 

SCORE 

a 

I think the score(s) impossible because: 

High-score entry 
I would like to register my high-scores in the following Amstrad games: 

GAME SCORE TIME TAKEN 

I promise these are genuine scores achieved without using cheat methods. 
Signed 

Game chart voting form 

W4 

8SSI 
B r a 

X would lil 

GAME 

1 

ce to vote for the following game(s): 

SOFTWARE HOUSE NO. o r VOTES 

* 

A.'-1'-'": 

Total number of votes = 10 
• _ v o f — ̂ • • • y . v w m . " * ' •'• - v.Y.v.-.v.v. .v, -xj>K,;v • • • : ' i 5 ? . — ™ ' V ™ ? 

Serious software voting form 
I would like to vote 1 

|PROGRAM 

l 

or the following pieces) of 'serious softwai 

SOFTWARE BOUSE NO. OF VOTES 

9 

MM-

.„ is 
5.; 

Total i lumber of votes = 10 



Mail Order Section 
Retail price 

, would like the following M M : ^ ^ ^ 

Game 

Table) of: £ 

Anyone interested in adventures 
has got to be interested in the re-
markable new program from In-
centive which won such an en-
thusiastic review from The Pil-
grim in January's Amstrad Ac-
tion. The Graphics Adventure 
Creator allows you to create your 
own text and graphic adventures 
of considerable sophistication. 

We're able to offer you both 
cassette and disk versions at con-
siderably less than shop prices. 
The cassette version you can 
have for just £19.95 instead of 
£22.95. While on disk it will set 
you back just £23.95 (instead of 
£27.95). 

To order j ust circle one of the 
options below and enclose a che-
que made payable to Future 
Publishing. 

PLEASE NOTE: This offer is 
quite separate to the rest of our 
mail order scheme. You cannot 
use our discount vouchers to ob-
tain further reductions on these 
prices. And the offer does not 
qualify for a free game. You may 
of course order the program at 
full price in the mail order section 
of this page and claim a free 
game. 

Please rush me the CASSETTE 
version of the Graphics Adven-
ture Creator at only £19.95. 

Please rush me the DISK version 
of the Graphics Adventure 
Creator at only £23.95. 

ELITE I 
If you've been wowed by Q^WK; 
view of Firebird's amazing space 
epic Elite but can't quite manage 
the £14.9S asking price, here's an 
offer to blast you ihtp :£$|PP1 
space. We're se l l i ng ' tS^^^^^ j 
version for just £11.95, a 
enough saving to cover the cost of 
the next THREE copies bJ. 
Amstrad Action! 
INCLUDES post. packmgjiiSag 

h VAT. 

Disk owners can do just <j»| 
well. They can buy the game from 
us on disk for just £14.98 instead 
of £17.95. 

I t l l ,To order simply circle one of 
the options below and enclose a 
Cheque made payable to Future®; 

^Publishing. 

• ' PLEASE NOTE: This offer is 
quite separate from the rest of 
our mail order scheme. You can- j 
not use the vouchers to obtain a 
further discount on Elite, and the?, 
sum you enclose for it will not 
count towards any free gift 

Please rush me a copy of the 
CASSETTE version Qftytfeziotilf w 
£11.95. 

Please rush me a copy of the DISK 
version of Elite at only£14 0$. J 

GRAPHICS: 
ADVENTURE 
CREATOR 



(UNLOCK YOUR 1 
AMSTRAD 464/664/6128 

A I f l Q I / p y • Tape to tape backup utility 
M I V I w f V C T (Must not be used to infringe copyright laws) 
Multi colour display and so very user friendly. 
Gives full header details and choice of saving speed. 
Full on screen instructions and prompts. 
FREE Peep a code program, for finding the hidden 
words in adventure games, etc. Tape £6.99 

A M S H E L P •Tran,fwtap<$°ttwar"todi$c 

Better than most, AMSHELP will even transfer ASCII 
files. Also automatically adds a relocator for those 
programs that overwrite the disc memory area. 
FREE Disc deprotector, list protected programs, etc. 

Tape £6.99 Disc £10.99 
y ^ f t f l g P j C ^ Q ^ j •^The most powarful Amstrad disc 

Powerful CPM style utility with many features making 
easy work of disc file handling, including the 
unerasing of erased files. "No disc user should be 
without this utility" (Independent Amstrad review). 
FREE Disc deprotector, list protected programs, etc. 

^ D l b c £ J M i 

SNAPSHOT • Tape to tape 

So powerful it wi l l back up those long headerless 
programs. Offers a choice of saving speeds. A must for 
disc users who require fast loading of tapes that cannot 
be transferred to disc. Tape £6.99 

Prices include packing and postage 
INTERLOCK SERVICES LTD. 

123b Brent Street London NW4 2DX 
Tel: 01-202 8727 

LOAD 
$RUN 

Send your Cheques/POs (Sterling only) 
or stamp and address for list to: 
LOAD & RUN, DEPT, NAA P.O. BOX 123 
DARTFORD DA1 5AA 

RING (0322) 73128FOR ENQUIRIES 
OUR POUCY FOR 1985 IS TO PROVIDE SOFTWARE 

THAT EVERYONE CAN AFFORD. 
PI I M A N TYPING TUTOR £7.95 f 11.55 
T A S W 0 R D 4 6 4 D £20 25 
M P . X . £7.95 f 1 1 95 
THE ILLUSTRATOR 
(FOR QUILL) 

CASS DISC 
ASSAULT ON PORT 
STANLEY £6.95 -

DOPPELGANGER £6.95 -

ELIDON £7.75 -

GENESIS f 8 . 2 6 -

GEOFF CAPES 
S T R O N G M A N £7 45 -

GLEN HODDLE'S 
SOCCER £ 6 9 5 
H IGHWAY ENCOUNTER £6 95 -

SOUTHERN BELLE £6.50 
THE BOSS £6.95 
SPY VS SPY £8.45 -

G R A N D PRIX RALLY II £6.95 £10.95 
V I E W T O A K I L L £ 8 9 5 -

GREMLINS £7.75 
CYRUSI I CHESS £7.95 £11 95 
RED ARROWS £6.95 
MASTERFILE 464 £20.25 £24.50 

STOCKING FILLERS 

CHIMERA 
DON'T PANIC 
W I L L O W PATTERN 
FORMULA 1 
S O U L O F A R O B O T 

£13.95 £16 95 

£3.50 
f 3 . 5 0 
f 3 50 
f 1 . 8 5 
£1 85 

(Please order 2 stocking fillers or 1 stocking 
fillet with one ful'prce game, or more) 

AMSOFT 3 " DISCS BOX 10 £37.95 
REXEL3' DISC BOX 
(LOCKABLE) £18.50 
RS232 INTERFACE (Amstrad) £45 95 (£1) 

PLUS MUCH MUCH MORE ALL DISCOUNTED!!! 

LOAD & RUN THE AMSTRAD MAIL ORDER 
SPECIALIST. 

RING TO CHECK NEW RELEASES NOW 
UK: All prices include VAT and P&P In U.K. Add P&P in br«ck*!$ for hardware. 
For European & O A l l pricaa exclude VAT & include P&P in Europe. 

Eljewhwo add 50p extra (or P&P hardware outside Europe add £2.50. 

THIS IS ONLY A SEIECDON OF NEW RELEASES AND RECENT ADDITIONS TO 
OUR STOCK. PLEASE RING FOR LATEST RELEASES 

E.8LO.E. 

SHEKHANA COMPUTER SERVICES 

3 E H R.R.P 

OUR 
PRICE 

OUICKSIIOT U-JOYSTICK 
30CYRI.5S H CHESS 

12.95 
5.95 

8.99 
7.95 

lUROOf TH8RIM3S 15.95 11.95 MINI OFFICE 5.55 4 » 
COMMANDO S.95 7.60 SWADDLE 955 7.50 
MATCHOAY ?.95 7.50 BFUKLEE 9.56 7.95 
FfllCAYTHE I3TH J9J 6.15 LORDS OF WOM6HT 8.8G 7.25 
NIGHTSHADE »95 7.50 SORCERY + (OtSKl 13.95 12 50 
KUUEftCOA-STER £95 8.75 RGIITER PILOT DSX 1795 11.95 
KNIGHT niDEfl B.35 6.75 ROLANDIX 5PACE DISK 12.56 11.95 
(UMBC 835 6.75 BEACHHEAPiriSKl 13.95 12.60 
TP.'tKS:CRV£HS 835 8.75 TKrYSOtC A MILLION 185 7.60 
FI5HTIHG WAfiRIDft 895 8.75 INTERNATIONAL fcARATE (.59 4.99 
TPRflfiBMni-XES T.95 6.95 STEttOAVJSSKODKER 7.95 8.45 
ROCK A WRESTLE 9.35 7.50 SPY V SPY 1.95 7.60 
GYROSCOPE 63!. 6.95 WAROS LAIR 1.95 7.50 
SC03BY D30 {AVAJLAIkfc JANl 630 8 7 5 CCM0A71YNX 195 6.95 
HYPERSPORTS 855 8.75 GPAKG PFW RALLY 2 1.95 6.95 
CAVLORM 6.S5 8.95 GLEN IICODL: FOOTBALL J.95 7.50 
STRAfcSRCCe 8.55 6.75 LORES 3F MIDNIGHT-01S< 13.85 11.95 
"HEYOL'XGONES 7.$5 5 15 GRtMlMS 195 7.50 
WAY Gf EXPL0DIN3 FIST 9,55 7.5® 2AXX0X 195 7.50 
HOCKYHOHHLRSHUW 8.55 8.75 AZIMUTH|HEA0 ALIGNMENT) 3.95 7.50 
WRSPOBT 9.5S 7.50 30 G16N0 PRK DISK 13.95 11.95 
F BBUNOS 80XINK 8.55 8.75 WAR.GR0S 1.95 7.50 
RAID|C-YERV3SD3W| 9.ES 7.58 30 BOXING-DISK IJ.85 11.95 
B JACKS CH6LLEXG! 8.55 7 » MASIERCAU; 24.95 19.95 
BOUlDiROASH 9.56 7.50 MRNrvflNTHFRliN 7.50 
FIGHTER PILOT 8.56 8.95 BEDMCON 4.66 5.95 
OR MHO 14.55 13.50 OYHwMfTE D M 7.85 5.50 
D R M D MSK 19.56 17.95 RAJOUVEKVIKCW-OISK 13.95 11.85 
THEHC6BIT 14.58 11.95 HlSh'A'AY ENCCUkTcR 3,95 6.95 
30 VOICE CHESS 12.56 10.95 roriTIf IINTERKPTORl 12.83 9.99 
OftAoONTORC 3.85 6.95 INTER BASKETBALL 5.83 4.99 
TRIVIA 3.95 6.85 20 STUNT H1D:R 3.85 7.50 
SOUTHERN BEILE 3.95 6.95 KNIGHT LORE 9,95 7.50 
S0U3C-RY 3.95 6.95 REO ARROWS 9.56 7.50 
ALIEN 3 9.95 7.50 FIVE AKDE FOOTBALL 3.95 7.50 
THE DEVILS CRO'AN 9.85 7.50 W0FJ.1 IN ?ARADtsi 3.85 7.50 
AftXEHEM 3.95 7.95 300KAWPKW 9.56 7.50 
GWOAflUCH 995 7.50 COOEXAVSVATTU 8.56 ( . /& 
IMPOSSIBLE VISSION •3.95 7.50 30BGXIXS 9.85 7.95 
BftlOBE PLAYER IKUMAJ 195 7.50 ANIVATED STRIP POKER 3.56 7.25 
SINGLE3INCHDISK 3.99 OlAHf ACi-IWNMOlE 9.56 7.J0 
30 STAR STRIKE $.95 5.50 30CYHUSS11 CHESS DISK 13.56 11.95 
MASTERRLE 24.95 19.95 THE ELECTRIC STUCTO PEN 19 56 17.95 
YIEARKUNGFJ £95 8.75 WORLO SERIES 8 J£€8 ALL 8,56 8.75 

Chequea/P.O TO: S C S - (Dept AA3), P.O. BOX 394 London N.15 GJL. (Mail order 
address only). TEL 01 - 800 - 3156. (S.A.E for list) Europe add £1.00 per tape. 
Elsewhere at cost. Q ^ 

If you would like to pick up your discount software please bring your copy of this 
advert to Compucentre Unit 5 221 Tottenham Court Road London W1 
(Near Goodge ST Tube Stn.) Oper 6 days a week 9.00am- 18.00pm. 
Barclaycard and Access hotline (for orders only): 01-631 -4627 
Despatch same day subject to availability. 

\ A M S I R A - D R A W ? - THE LATEST DISC BASED VERSION OF 
THE ORIGINAL A N D BEST POOLS PREDICTION P R O G R A M 
FOR THE AMSTRAD CPC.464 ( W i T H DISC DRIVE) ANO 
CPC664 COMPUTERS' ! ^ 

THE COMPUTER CAME UP W I T H ONE F IRS I O I V I D t f O 
PLUS M I N O R DIVIDENDS M A K I N G A TOTAL OF £ 6 0 0 0 ' " 

- J. R Beckett. Sheffield. 

• Supplied with Database containing data on over 12,000 
matches since 1980! 

• You update the Database each week - but no tedious typing.as 
team and division names already in program! 

• Errors easily corrected - the program even checks your entries! 
• Comprehensive instruction manual and menu driven program 

easy to use. even for a newcomer to computing! 
• Will forecast the least likely draws for those who prefer to bet 

on fixed odds! 
• Built in perm generator - complete your coupon direct from 

the screen! 
• Compatible with the DK'tronics speech synthesiser - the only 

pools prediction program to read you its predictions! 
• Each copy is individually updated with all results up to the date 

of dispatch - no typing in enormous lists of previous matches 
before using the program! 

• Full after sales service, including Database updates and end 
of season upgrades! 
AMSTRA-DRAW 2 (ON DISK ONLY) £12 95 
ORIGINAL AMSTRA-DRAW ON TAPE (NO SPEECH) £9-95 

(Cheques/P.O.s payable to B. S. McALLEY) 
A M S T R A - D R A W ( D e p t A A ) , 1 Cow leaze . C h i n n o r , O x f o r d O X 9 4 T D 

(Tel: 0 8 4 4 - 5 2 4 2 6 ) 

AMSTRAD A C T I O N FEBRUARY 1986 95 



^ f a ^ ^ ^ T Special Christmas subscription offer ^ ^ ^ ^ ^ T 

GO FOR GOLD! 
^ ^ Your choice of two FREE US Gold games when you subscribe to Amstrad Action. ^ ^ 

This year's Christmas spirit appears Jo have gone »o our 
publisher's head. He's turned stark, raving bonkers. After 
disappearing into a t iny, blacked out room for two 
weeks' uninterrupted thought, he emerged w i th a sub-
scription offer so ridiculous it took an hour and a half of 
questioning by two men in whi te coats to understand 
what he was saying. 

Despite al l our efforts to persuade him otherwise, he 
insists on going ahead, so it fal ls to my lot to in form you 
that anyone planning on taking out a subscription to this 
journal could be in for a very, very happy Christmas. 

Here's how it works: you send us £15.50 (if you l ive 
in the UK) for a 12-month subscription and we send you 
not only your favouri te (wel l , OUR favouri te) computer 
magazine each month for a year, but also a very special 
Christmas gif t of two of these amazing US Gold games. 

The games are in fact wor th £9.95 each, making a 
total saving of, I make it, £ 1 9 . 9 0 - a s I was saying, quite 
insane. 

There isn't any catch. We're just exceptional ly, 
r id iculously keen to have your company over the next 12 
months. 

As you can see f rom the offer form, you don' t quite 
have a free choice of any two games. They're d iv ided into 
two groups of three, and you can't choose more than one 
program from group B - you must either take two f rom 
group A or one f rom each group. But since al l six are 
pretty juicy, w e don' t think that's much of a l imitat ion. 
Come on in and join Britain's friendliest Amstrad club. 

Start of the US Gold 
rush 
ll probably hasn'l escaped your 
notice that over the last 18 months 
US Gold has become Britain's 
most prolific software house, lic-
ensing all the best American soft 
ware for distribution in the UK. 
But so far most of the titles it s re-
leased have only been available 
on other micros. 

Now ali that is changing The 
s»x programs pictured on this 
page represent the start of a 
major push onto the Amstrad All 
s;x titles have had massive sales 
on the Commodore 64 and US 
Jold has been employing the 

Blvrb OrtiZ -k' 

services of some of Britain's best 
Amstrad programmers to make 
the conversions to oui machine 
The three conversions we've 
seen at time of writing (Beach-
Head. Bruce Lee. Raid) have all 
been extreme y impressive 
Bruce Lee ana Raid were given 
AA Rave reviews in our Novem-
oer issue. 

Suffice to say we could think 
of no more exciting range of 
games to help persuade you to 
subscribe to Amstrad Action 

Advantages ol subscribing 
There's more than one reason, 
apart from the prospect of su-
perb free software, for taking out 
a subscription to Amstrad Action. 

You're guaranteed each 
month's copy, delivered hot off 
the press straight to your home -
no frustrating trips to newsagents 
who've sold out. 

You guard against any future 
price rises in tho magazine. 

You qualify for further special 
offers in future issues, 
i. You give valuable support to 
Amstrad Action, the magazine 
written for Amstrad addicts by 
Amstrad addicts. 

Even if you've already subscribed to 

Amsu id Action you can still take part 

in thus special offer in two different 

ways. 

EITHER you can fill in ihe form on 

thus page in the usual way. and send :t 

to us together with £15 SO m which 

cast: wu wtl! M J I K 1 you your two frev 

games and extend your subscription 

by another IX months If you do th s 

please m te the words EXISTING 

SUBSCRIBER on th*- torm after your 

name 

OR you can simply order any of 

the s:x games *OT a special sub-

scribers' price of £6 '3b each To do 

this simply wnte down on a p.ece o». 

paper your name, address, the 

subscriber e number printed on your 

address label (tf you can find it') and 

the games you want to order Send it 

to: Subscribers' order, Amstrad Ac-

tion Somenon. Somerset TA11 TPS, 

together v> th a payment of £6.95made 

Out to Future Publishing for Hrtchg<irne 

ordered 

You 11 be pua«*d to know tha- ever, it 

you live outside Britain you can still 

tnke aavan'age or Ttos otter oniy we 

have to charge more tc ta.<eaccoumof 

the substantially higher postage costs 

The rate for anywhere in Europe 

outside the UK and Eire is £25. payable 

by sterling cheque oi international 

money order. 

Pox Hire the rate is still x. U but 

:lua payment rr.u.st made n pounds 

•.Moilina. not Irish currency 

BEACH-HEAD 



WPOSSIB i j B MISKUIA 

games for FRFF 

IMPORTANT NOTE 
Apart from Beach-Head released in 
the summer, all these games are 
extremely new. Indeed, at time of 
writing these pages several have not 
yet been released. They are all due 
out by the time this magazine goes on 
sale or soon afterwards. However in 
software production delays can 
easily happen, and if either of the 
games you order is not yet available 
it will hold up the despatch of your 
parcel. 

It you're keen to get the software 
promptly, please refer to the Ed 
Lines page for the latest information 
on release dates and choose your 
programs accordingly. 

Q\ 
. /^..cs eyes pop out 

with stsar'ounding animation. Ex-
, plore an underground network 
lot robot-patrolled rooms :n 
'.search of passwords which will 
•eventually destroy, the evil Pro 
fessor Mindbender Superbly 
brign.il. brain-stretching plat 
|orin action. • 

NO TOMORROW! M 

RAID 

The dramatic and controversial 
follow up to Beach head in winch 
you organise an ait strike on :m 
clear missile silos *o :ry to pre-', 
ernpt 

launch against American \ cities Foilow this up with an at- ; 
1 tack on a biuidmg which iooks un-

comfortably like the Kremlin. 
Probably the most exciting shoot-

crn-upon '.he Amslrad. Excellent 
graphics - — 

DAMBUSTERS 
A flight simulator with a differ-
ence. You take on the jobs of all 
seven crew members of a Lan-
caster bomber as you re-enact 
the famous 2nd World War 
bombing mission. The program 
offers you several different con 
trol panels, plus views through 
the cockpit window as you weave 
past search-lights, flak and bar-
rage balloons before launching 
your bouncing bemb. Superbly 
atmospheric. 

BRUCE LEE 
A highly-entertaining platform 
game in which you take the par t of 
the famousmartial arts hero. 
Punch and kick your way through 
20 screens of devious obstacles, 
hounded ail the while by the 
cunning Yamo and Ninja 

„,,,,,Post-code„,„„„„ 

The game(s) I would like from group A is/are (please circle one or 
two games - if you circle two, you may not select any from gr oup B): 
BEACH-HEAD RAID IMPOSSIBLE MISSION 

The game I would like from group B is (circle a maximum of one -
but if you circled two in group A. do not circle any here): 
DAMBUSTERS BOUNTY BOB BRUCE LEE 

I have circled a total of two games and enclose a cheque or postal 
order for £15.50 (or international money order for £25 for readers 
in Europe) made out to Future Publishing. 

Post your order to: Christmas subscription offer, Amstrad Action. 
Va'eside. West Street, Somerton. Somerset TA11 7PS. 

Address,, 

• i i — 

BOUNTY BOB 
STRIKES BACK 
Miner 49'er was the program 
which started the craze for wacky 
platform games Bounty Bob is its 
follow up. developed in the States 
over many months, and it's more 
addictive than ever with 25 
diabolically difficult screens. 
Matter transporters hoists, 
slides, suction units, cannons, 
pulverisers - they're all there 

CHRISTMAS SUBSCRIPTION OFFER F O R M 

Yes please, I would like to take out a 12-month subscription to 
Amstrad Action and receive two free US Gold games. 
Name,,,,,,,, 



• ReAction i i 

The sacks are arriving just as fast as the horse and cart 
them. WeUpf t printing a HUGE number of your lively letters. If 
you haven't written to us yet, don't you flunk it's about time you 

did? W e like hearing from you. 

• It's Show Time! 
We bring you a full report on the second Amstrad show. All the 
hottest and newest hardware, software, plug-ins, stick-ons and 
pull-outs. Plus photos in glorious AmstradActionMonochrome. 

• Serious Software 
There'sbags of useful stuff coming out for Arnold these days. We'll 

be showing you how to choose and use a Database, taking you on a 

tour of some Basic Compilers and scrutinising some powerful 

graphics products. Plus new of the latest products. 

• Massive maps 
Not just one, but two full AmstradActionColor m«ja-maps are 

being plotted in that top secret Special Ops room. Can you wait? 

You'll have to - but it's going to be worth it. 

ADVERTISERS' INDEX 
Activision 17 
Amstradraw 95 
Evesham Micros 57 
Firebird 33, ins. b. cover 
Gargoyle 63 
Good-Byte 26 
Gremlin Graphics 34 
Incentive 27,69 

Ocean 4-5, 68, ins f. cover, b. Soft Insight 26 
cover Tasman Software 25 cover 
Peaksoft 57 
Pride Utilities 57 
Printerland 77 
Shekhana 95 
Siren Software 20 
SJB disks 16 

Viper Software 82 
Virgin 76 
Vortex 81 
Woolf Graphics 20 

Interlock 95 
Imagine 52,53 
Konix 43 
Lightwave Leisure 20 
Llamasoft 39 
Load 'n Run 95 
Microbyte 39 
Mirrorsoft47,65 

PLUS 
• ACTION TEST - oil the games reviewed by our unique and 
exceptional ly thorough system. 
• CHEAT MODE - tips and pokes on the b ig games. 
• ADVENTURES - The Pilgrim boldly goes forth to br ing you new 

HP reviews from the magical land of adventuring. 
L. • HOT STUFF - more fabulous offers you won't be able to 
Hp refuse. 

Mm 

• ' 



NEW SUPER SILVER FOR AMSTRAAD 
301 CYLU 306 CHIMERA 
302 DONT PANIC 310 WILLOW PATTERN 
303 BOOTY 313 THUNDERBIRDS 

FlftEBRD SOFTWARE WELUNGTCNHOUSE. UPPER ST MAtfllt^Sl AN*. LONDON ftCTHSU. Ifcl $755/5626 
Fireb.'j ana (tie Brebi'd ieoC'6'ef.acfemao.sct BriNs'̂  "eitcoinTiooccilws tfc 

MAILORDER 
Please state name of game, code number a r d quantity 'equired. Enclose crossed 
cheoue/PO made payable to FIREBIRD SOFTWARE All offers are subject to avail-
ability. Orders are despatched promptly All prices inclusive of VAT and postage. 

MAIL ORDER: 'FREEPOST FIREBIRD, 
WELLINGTON HOUSE 
UPPER ST. MARTIN'S LANE. 
LONDON WC2H 9BR. is* K.-TOMO,^ 



x 0 ^ r In the va s tne s s of space lies the heart of a n Intergalactic 
^ ^ f c ^ V ^ ^ Cr iminal Ne two r k . T A L O S a n d at its h e a d the evil C Y R U S T . G R O S S . 

last ditch a t tempt b y the Free W o r l d s to rid the Un iver se of this 
^ s eeming l y u n s t o p p a b l e rorce h a s cal led o n the services of the 

N E M I S I S O R G A N I S A T I O N , a h a r d e n e d cadre o f h u m a n o i d a n d rob i tk free boo te r s 
w h o h a v e a s s i g n e d N O M A D (Nemi s i s O r g a n i s a t i o n M o b i l e Attack Dro id ) to penetrate G R O S S ' S 

heav i l y a r m e d h o m e w o H d a n d des t roy this vile d e s p o t once a n d for all. 
You r m i s s i on mus t SUCCEED . Y o u a re the N O M A D controller. 

Ocean House • 6 Central Street • Manchester • M 2 5NS • Telephone 061-832 6 6 3 3 • Telex 6 6 9 9 7 7 
OMOII W l w r ? » rotable I ra* iclecled b-ancSe: z\ ><5S WHSMI I H .'JBTESk WOOLMMTTH IASKVS R u m b e l o w s O r o o n o . r.|mfli..i> Shftfit oi.H oil good vcftworo ooolcri T'orlft M|i>n >. w^r.orw 


