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dragons, snakes and killer bees. ' 
Beware of weapon wielding 
henchmen and defeat each of J j ^ J J ^ 
the deadly euardians to advance 
to each of tne five floors. Your only V ® r 
defence is your martial art skills! \fjjyfil 
Sequel to the highly acclaimed Beach- ^ 
Head. BEACH-HEAD II once again pits theallied 

DISK £14.95 
CASSETTE £9.95 

Selected U.S. Gold & Ultimate Play The 
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JUNE SPECIALS 
68 W i n t e r G a m e s . Play all your favourite chilly 
sports in US Gold's graphically superb simulation. 

Holy Mercator, Batman! This has got to 
be the greatest map Gotham City has ever seen - the whole of 
Batman in full, vibrant colour. 

82 Ye e x - E d i t o r r e m i n i s c e s . Departing 
ed Pete Connor looks back and muses on the Amstrad 
revolution. 

87 A b s o l u t e B e g i n n e r s . Not quite so ab-
solute this month. Part 2 of our guide to BASIC programming. 

9 0 G e t D e x t e r 4c T h e C o v e n a n t . Two of 
our cover cassette games mapped. 

3 4 P i c k i n g a p r i n t e r . Bertram Carrot con-
siders four of the iow-cost alternatives to the DMP 2000. 

HOT REVIEWS 
58 B o u n d e r . This month's Mastergame is pure, un-
adulterated arcade action. Gremlin's game has got lotB of 
bounce, lots of fun and lots of staying power. Have you? 

26 P r o s p e l l . Sick to death of those embarrassing 
spelling boo-boos? Amor's program takes the human error out 
of spell checking. 

4 8 Al ien H i g h w a y . The sequel to Highway En-
counter - and a worthy follow-up it is. Get that Vorton and his 
terratron through the highway's horrors. 

5 0 Z o i d S . The articulated monsters make it on to your 
screen in Martech's complex mixture of arcade game and 
strategy. 

50 T h e F i f t h Axis . Our wonderfully animated 
hero rushes around trying to save the universe in this excellent 
game - a Froggy offering, courtesy of Activision. 

6 0 T u r b o E s p r i t . Defeat the evil drug dealers 
from the controls of your super-fast Lotus in Durell's exciting 
rev-em-up. 

JUICY OFFERS 
108 W i n a S c a l e x t r i c ! Terrific prizes on offer 
in our ace Turbo Esprit competition - all you have to do is 
design the ultimate killer kar. 

109 N e x u s . 50 copies of Nexus (the game) are on offer 
from Nexus (the company) in this corker of a code-cracking 
competition. 

9 4 M a i l O r d e r . There's so much in it! Stacks of the 
juiciest June offers around in AA's pay-by-mail section. 

113 M o d e m p a c k a g e . £32.50 OFF the Pace 
Nightingale modem with Commstar software and interface. 

ACTION REGULARS 
7 E d - L i n e s . Important announcements, plus the latest 
instalment of Sugarman. 

8 R e A c t i o n . Your letters our replies. Put them 
together and you've got a heady mixture. 

12 P r o b l e m At t i c . Your technical queries 
answered by our technical editor. 

19 A n t s c e n e . Sugar swallows Sinclair all the de-
tails of the big takeover. 

22 S e r i o u s S o f t w a r e . How to get the most of 
CP/M + . Plus mail merging, spelling checkers and compilers. 

3 4 P l u g - i n s . Budget printer survey. 

4 0 T y p e - i n s . Lots of little ''ins this month, including 
Trix, a very pretty graphics prog, and some really snappy one-
liners. 

45 A c t i o n T e s t . Where the latest games get the 
Amstrad Action workout. 

75 A d v e n t u r e s . The Pilgrim gets to grips wiht the 
latest Info com releases, and brings news of the Incentive 
competition winners. 

92 Hot S t u f f . Four pages of the specialest and hottest 
offers around. 

96 C h a r t s . The only chart that matters - YOUR 
favourites. 

104 C h e a t M o d e . Lots more lovely tips and 
pokes. 

106 Higrh S c o r e . How you're faring on the games 
that matter. 



AMSTRAD 

YIEAR KUNG FU 
If you can master the ten moves, expect the unexpected and FIGHT 
fo r your LIFE against the formidable masters of the martial arts you 
may live to meet them again on the mountain or in the Temple. 

MOVIE 
Arcade style action drama 
3Dgangsters 'hit' your screen 
Interactive 'bubble' speech 
Don't miss this picture - it speaks for itself! 

MIKIE 
Mikie plays a knockout frantic farce in the classroom, locker room 
Gqd the high school cafeteria. Hip-zap, door attack, throw balls and 
pieWbut can yovwrtake him hand his love letter tofS§ girl-friend? 

Imagine Software (1984), 6 Central Street 
Manchester M2 5NS. Tel: 061-834 3939. Telex 669977 



PING PONG 
You con 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 from your opponents looping, defensive 
lob...SMASH! ...a great shot opens the score...but this is only your first 
point! Play head to head or against the computer in this, Koncmi's 
first and best table-tennis simulation. 

HYPER SPORTS 
Enter the stadium of Konami's No. 1 arcade smash-hit sports simula-
tion.From the finesse and skill of Archeryand Skeet Shooting to the 
critical timing and brute force of weight lifting - six events to test you 
to your limit. Hyper Sports - continuing the challenge where Track 
and Field' left off. \ 

^ ^ ^ I m a g i n e S o f t w a r e is Q J T J J j L r u f f X 

P ^ a v a i l a b l e f r o m s e l e c t e d b r a n c h e s o f : " 

'20). W11SMITH WOOtWORTH. LASKYS. Rumbelows ,Greene , Spectrum Shops and all good dealers 



Nominated for the "Worst Vegetable Movie of all Time" 

Squash 'em or be squashed 
Based or o^e of those all-

time iows in the world of movie 
making that we re actually 
nominated for a Goiden T j r k e y 
Award, the Attack of the Killer 
Tomatoes squelches on to your 
sc reens courtesy of G ;obal 
Software 

It's a bit of a sauce , really, 
h e r e ' s Wimp Plasbott working 
awav n the PuraTom Itml 
process ing plant, when 
suddenly severe hundred killer 
tomatoes turn or you. 

Rotten, aren't they? 

Ali you have to do is to help 
Wimp keep the Pizza Parlours 
we l l supplied with puree while 
attempting to hammer the reds 
before they can do the same to 
you. 

Sounds absolutely killing, 
doesn't it? 

^ ' i But c a r you stand the sight 
of r ivers running red? And have 
you got the bonis for it? 

If you haven't , hard squish! 

Available for: Spectrum 48K. all 
Amstrad CPC machines and all 
MSX 64K machines 

Available through all 
good dealers 

Send cheques & P.O.'s to 

SOFTWARE 
PO Box 67 London SW J ' V9S 
Tel 01-228 '360 
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Dear Readers 
One change you may have noticed on this month's front cover is 
the inclusion of the, OK, tiny letters 'PCW'. They spell out the 
fact that we are now including coverage of these machines 
which have done so much to contribute to Amstrad's success in 
recent months. 

If you're a PCW owner reading us for the first time, 
welcome. We think you '11 like it here. If you 're not, rest assured 
that PCW coverage will be additional to and not at the expense 
of our commitment to the fun-loving CPC machines. 

Take this month's cover feature - a playing guide to 
Ocean's superb Batman which won a rave review in our last 
issue. Putting it together Just about killed us. 

First we discovered that the person we'd commissioned to 
map the game had sold it to another publication - aaarghf So 
Andy Wilton and Bob Wade had to solve the game, generously 
giving up hour after hour they could have spent doing work to 
piece together the elusive Batmobile. 

Artist Trevor Cilham naturally had to join in to turn their 
pencilled scribbles into a thing of beauty. It didn't really matter 
that he spent a couple of days and nights drawing the entire 
thing sideways and therefore had to start again from scratch. I 
mean, this gave his colleague George Murphy time to produce 
the cover illustration itself. 

After all that, ljust hope you have fun using the thing. 
Matt Nicholson your new editor should be filling this spot 

next issue. And I'll be able to go back to writing pay cheques, 
dreaming up special offers, and chasing up horrible software 
houses who won't produce their goods on time. Enjoy the mag. 

M A N A G E R 
i * * 6 C a r r o l l 
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A n extra helping of letters this month - as usual they 
range from the logical to the angry to the sophisticated 
to the entertaining to the downright s i l ly . That's 
because you wrote them and you're like that. We love 
'em al l . 

A s we l l as these, this issue sees the introduction 
of a special ReAction annexe called Problem Attic 
(and you thought w e had nothing upstairs) in which 
w e , that is Chris Anderson, aided and abetted by 
Andrew Wilton, attempt to answer some of your many 
questions. 

The address for missives of a l l types is: 
ReAction, Amstrad Action, Somerton, Somerset, TA11 
5AH. 

Transferring The 
Covenant to disk 
Oh dear, oh dear, oh dear. You seem to slipped up a little here , 
don't you? I mean, how could you do it? Are you getting slack in 
your young old age? 

I suppose I had better tell you what I am waffling on about, 
before you think I've c racked up - it's the conversion program 
you published for getting your brill f ree game onto disk. 

Yes, it's wrong. I hazard a guess that the program you 
printed converts the original program to disk. To rectify the 
mistake I've enclosed a routine that will do the job correctly. 
Ian Grainger 
Wingate, Co. Durham 

You We got it Ian - 'Oh dear' etc., just about sums it up. 
The reason for the listing not working is that the company 

duplicating the cassette made some last minute changes in the 
way it was saved onto tape without realising it would affect our 
already printed listing. Thanks for your own listing, but we've 
already got one that will do the trick now. 

So, here's the revised - and shorter! - listing which will 
work. 

10 0PEN0UT"D":MEM0RY 4999:CL0SE0UT 
20 |TAPE.IN:LOAD"":POKE 42558,201 :CALL 42544 
30 SAVE'COV'.B,5000.37544,10887: | DISC 

All you have to do is place a formatted disk in your drive, and 
the cassette, rewound to the start of side A, in your cassette-
player. Type in and RUN the listing above. You should get a 
prompt on screen to 'Press Play, then any key.' Do this, and the 
tape should load. You will get a single message on screen 
'Loading Covenant block 1'. When the program has loaded it 
should be saved automatically onto your disc and you will get 
the READY prompt on screen. 

Now you can run the program from disc at any time by 
simply typing: RUN"COV. 

Rave goes missing 
To get the grovelling over and 
done with I must say how great 
AA is. Now that's finished I think 
1 must get straight to the point. 
In May's great issue (grovel, 
grovel, slurp!) you reviewed 
Tomahawk, and gave it 92% -
BUT NO AA RAVE! Has Toot run 
off with it, we ask. Could it even 
be that Ed gave up early? This is 
not all the moaning though 
£9.95 cass and £14.95 cass 
should prove my point! 

Nothing more to moan 
about and my Mum is beating 
her head against the wall 
(symptoms of lack of typewrit-
ing) so I will finish by saying 
how good your maggy is (I must 
kick the habit). 
Robert Padley 
Hythe, Kent 

Two fair cops there, Robert. 
The AA Rave sticker got left off 
- or fell off at some point. And, 
yes, it should of course be 
£14.95 disk. Thanks for sending 
us the spare sticker - unfortu-
nately we've now redesigned 
the AA Rave logo. Don't worry 
too much about the grovelling -
we like a certain amount of it. 

Reliable? Not mine 
I am at present on my 6th 
Amstrad. When I first heard that 
Amstrad had a good reliability 
record I thought, great. My 
thoughts now aren't so great 
though. 

The faults consisted of: 
noise from telly, discs wouldn't 
work, disc drives wouldn't 
work, wave lines on television, 
noise from speaker, plus 
numerous other faults. 

This said I do like my CPC 
6128. 

Is there anyone out there 
(male or female) who would like 
to be a pen pal? 
David Knight 
707 Wells Road, Whitchurch, 
Bristol 

Up the 464 
I am the PROUD owner of an 
Amstrad CPC 464, which I 
bought just over a year ago. I 
feel that it has an advantage, 
albeit slight, over the 6123 and 
apparently maligned 664 in that 
it does have its own datacorder, 
thus avoiding the problem of 
volume/tone levels common 
with other computers. 
P G Newman, Dungannon, Co 
Tyrone 

Release dates 
A few days ago after reading 
your review of Rasputin I 
rushed down to my local com-
puter shop, cash in hand, ready 
to buy the game. After looking 
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Barren & dreary matter.' The latter refers to the thing to do. The "graphic per-
I have stuck with you from Issue extremely crawly review of Get fection' on Get Dexter was vast-
1, as it was unlike all the other Dexter. ly inferior to Sorcery. Stran-
computer drivel about at the On the subject of the free geloop. Batman etc. 
time. It was a well written, games cassette - great. No-one These games got such good 
colourful, childish, informative can complain about that - The reviews that it's obvious you 
and occasionally witty magazine Covenant free along with demos were thanking PSS for selling 
with a thoughtful layout, and as of other games from PSS. A mar- your magazine. You criticise the 
such appealed to me no end. vellous chance to play the ex- excellent Fairlight and Batman 

In some things you've got cellent Swords and Sorcery and for no reason whatsoever, 
better and better, such as The the other dreary French )axnes Harrison 
Pilgrim's column and giving releases. Swansea 
away free cassettes (naturally). Which brings me to the ex-
But I have a few complaints to tremely crawly reviews of those Those French games got such 
make. dreadful French games, which good reviews because they're 

First, your reviewing sy- border on being too tedious to such good games. It's as simple 
stem. Do all the opinions in re- play. From your reviewer's atti- as that. If you look at avery other 
views have to be identical? I tude you'd swear every other review of Get Dexter you'll see 
thought the point of having game to date had been along that everyone else thinks it's a 
three different opinions was to the lines of Bridge It and the great game as well. And they're 
have three different views, but French were the first to invent not giving away PSS games on 
there's absolutely no point if moving furniture. Doomsday their covers, are they? I would 
they all agree. Blues is a barren dreary game have thought that after reading 

As for the Green Screen with very few graphics and no- AA since the beginning you'd 
View, this depends mainly on ^ — — r e a l i s e we're not up for sale. 
what everyone else thought. ' A s *OT ^ Views, they are 
Sometimes it sails a bit too close . — m o s t l y very short and say only 
to the wind by not actually tell- ^ H whether or not the game is play-
ing you what the screen looks W 1 j» • 6 able. That's what they are there 
like. For example, if there is f^S *or~ C^cise Batman 'for no 
some dreadful Bridge game the x J L ^ g ^ f c f c ^ / T e j * Mj good reason'? We gave it a 93% 
CSV will read along the lines of ' V ] ratmg, for goodness sake. 
'I suppose the screen is OK, butf \ I 9/ Second Opinions are quite 
the game isn't worth playing.' \ I V l * " ^ W f l \ * J J often going to be similar in tone 
But a good game:'the graphics - most people tend to agree on 
are a little weak on the shading, I v ^ ^ # J what is, or isn't, a good game. 
and mono takes way the full f l . n S ^ every now and then some-
multi-colored effect, but the ^ one violently disagrees with the 
game is so marvellous it doesn't ^ ^ ^ ^ ^ ^ ^ main reviewer - and says so. 

around various shops I realised 
the game hadn't been released. 
To save future disappointment 
could you please display the 
date the game is due to be 

A P R I L 

released somewhere within the 
review? 
G Stilwell, Uxbridge, Middx 

It wouldn't be worth it. Release 
dates change so frequently the 
information would be near use-
less by the time it reached you. 

Hiya, Birdie 
I would like you to discontinue 
your childish behaviour and 
stop printing talking letters at 
the top of the ReAction page. Is 
there any point to this? Well is 
there?!? 

I would also just like to say 
hello to Wayne, Paul and Birdie, 
my fellow pupils at school, who 
swore that if they ever saw their 
names in this magazine, then 
they would get rid of their 
Speccy's and buy Arnolds. 
Riaz Ali, Cwmbran, Gwent 

You expect a Spectrum owner 
to keep a promise? 

Elusive Elite 
I have written a letter of com-
plaint to Elite and I wondered 
whether you agree. In the letter 
I asked why Commando was 
converted to the C16 before the 
Arnold when the ad in the 
magazines stated that the game 
would be available for 
Amstrads with no mention of the 
CI6. And where is Scooby Doo? 
And why was International Bas-
ketball scrapped? 
Peter Chandler, London 

Not to mention Kokotoni Wilf 
which even got as far as being 
sent to magazines for review 
before it was binned. Or Roller 
Coaster which has been adver-
tised but is yet to be released. I 
think Elite would be first to 
admit they haven't really got 
their act together yet as far as 
the Amstrad micros are con-
cerned. At least they had the 
sense to drop programs when 
they saw they weren't up to 
scratch. Of the games you men-
tion only Commando is going to 
be released, along with Bomb-
jack - look out for our reviews. 

Art unanswerable 
question 

%' recent competitiouy|^^i 
asked for the value of Mach 1 in 

• tSkpM, first this woydd seem 
quite straight-forward since the 
Mach number its the ratio of true 
airspeed to the speed of sound 
in the medium in which the ob-
ject is travelling. Thus all there 
was to. do was to find the speed 
of sound. 

Confidently I set about the 
task, looking in a dictionary. 

!$P»--quoted a figure of 778mph. 
Not satisfied, I looked to the 

yelbpedia Britannica. How-
ever I found a value of ISOmph. 

>Thi6 confused me, x | 
In the local library I found a 

| book called Ground Studies for 
Pilots. Surely this would' give me 

I w e right answervsi quote from 
this book: *fn standard con-
ditions the speed of sound is 661 
knots at sea level.' I duly con-
verted this to 721 mph and was 
shocked to find yet another 
value. 

I read further and came 
.. across a formula which suggests 

that the temperature of the 
medium affects the value of the 
Mach number... Truly confused I 
looked.to my trusty schoolboys'; 
encyclopedia. You .guessed 
found another formula; this o n e i 

even more complicated than the 
last suggesting that it was also 
affected by the mediiim^ p ^ ^ 
sure, density and 
capacity. . \ % 

Finally I decided to' 
some calculating lot myse& 
Using my Chemistry 3am boofci' 
I found the speed of sound in ̂ ijr 
at standard 
pressure to be 331.2 xn/s, I con~ 
verted this to 741 mph and that's 
what I entered in the compe-
tition, although 136ubt W h ^ & r 
this corresponds with your 
figure, 

H So you see, the speed of 
sound in air depends on tem-
perature, density, heat capacity 
and sea level. 
Please- please could you put the 
record straight and tell me what 
you think?? 
Roy Smith, Cxanbrook, Kent 

Oar gaseous medium corre-
spondent replies: The situation 
isn't quite as complicated as you 
imply - the speed of sound acta-1 
ally depends only on 
temperature (although varying 
temperatures also mean vary-
ing pressures and air densities 
~ hence that second, alternative 
formula). Having said that it has 
to be admitted that this compe-
tition question was a complete 
botch-up. the second in a pro-

. mising tradition of AA compe-
tition botch-ups (remember 
Cauldron?) 

In a craven attemj^ (d aI0-
the blame I'll reveal that the 
question was not penned by any 
of the existing AA team, but 
rather by our disgraced former 
editor Peter Connor, Tracked 
down to his comfortable padded 
room at Broadmoor he could 
offer no explanation as to how 
the bungle slipped through. 

Anyway, the competition 
minions have been instructed to 
select the competition winners 
from among all entries with 
answers ranging between 500 
and lOOOmph. 

OK? 
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A M ^ 
COMPU 
SHOW 

Shame on you 
Well, where were you all? I 
travelled down to Manchester 
last weekend to the Northern 
Amstrad Computer Show, and 
there was no sign of you any-
where. Shame on you! I'd haz-
ard a guess that there were 
many others of your readers 
who were equally disappointed 

so what went wrong? 
In the event you missed 

what can only be described as a 
shambles of a show and Data-
base Publications deserve only 
brickbats and barbed wire for 
their poor organisational 
abilities. 

They vastly underestimated 
the strength of interest with the 
result that New Century Hall 
was packed to the gun wales and 
no one was able to see much of 
anything. As a simulation of exit-
ing Old Trafford after a soccer 
match, it was perfect. 

As for children and the dis-
abled it would have taken a 
miracle for them to see anything 
at all. To call such a melee a 
show is a travesty. An analogy 
would be for Marks and Spen-
cer to call their stores a Con-
sumer Goods Show and charge 
£3 for the privelege of shopping 
there. 

The organisers were made 
well aware of my feelings and 
they refunded the cost of the 
tickets - any other dissatisfied 
customers take note. 
P G Worrall, Ayr 

been crowded. The next writer 
enjoyed it anyway. 

On Saturday, like hundreds of 
other people I went to the com-
puter show in Manchester ex-
pecting to see you, but where 
were you? I spent half the time 
looking for you and the other 
half spending my dad's money. 
Overall the show was very good 
(mainly because everything was 
so cheap) but it was too hot! 
Adam Scott, Chorley, Lanes 

We were sorry not to be there 
en masse, honest we were, but 
it fell the weekend before our 
final press deadlines it was all 
we could do to get a report on 
it! And if you think the Manch-
ester show was hot, you should 
have been at the Novotel in 
January - that was murder. 

I think you 're being a bit harsh. 
Every successful computer 
exhibition I've ever been to has 

Arnold v. wife 
I bought They Sold a Million 
through your discount section, 
but Beach Head appears to have 
a bug. When I select 'Fair' and 
win through to the beach assault 
with two tanks, the screen ap-
pears with about 200 tanks all 
over and the tank sound, then a 
crash. This repeats and the 
program restarts. Can you 
help? 

Also, could you give any 
hints how to get your wife inter-
ested in computers as she is 
seriously affecting my progress 
on games. She constantly shouts 
down my ear 'You do nothing in 
this house since you got that 
except make a mess with tapes 
and magazines all over the 
place, BLA, BLA, BLA, BLA, etc.* 
J Gilmour 
Manchester 

/ can't help you on Beach Head -
it's a bug which is present on 
other copies of the disk. 

Your wife problem sounds 
much more serious. They don't 
like mess, do they? Maybe you 
could try pointing out that your 
Amstrad is much tidier than 
other home computers, having 
only a single mains plug. There 
again, maybe you could try 
tidying up. Better yet would be 
to actually get her interested in 
the thing. Why not invest in an 
adventure - say Red Moon from 
Level 9? Wives seem more like-
ly to enjoy adventures than 
mindless, aggressive games 
like Beach Head. 

I await suggestions from 
other readers, especially wives, 
with interest. 

Long-lasting 
Amstrads 
I would like to reply to M K 
Gill's letter from your April 
issue (complaining of Amstrad 
unreliability). One of my 
brother's friends has owned a 
464 since Christmas 1984 and in 
all this time he has not had any 
problems with it. Since anything 
he owns is lucky to survive 
more than six months I am ex-
tremely impressed with the 
computer's performance, as I 
know it hasn't been treated any 
better than any of his other stuff. 
However, his Amstrad joysticks 
haven't lasted quite as well, 
mainly due to a few games on 
DT's Decathlon. 

I myself have owned a 6128 
since last Christmas and it still 
performs as well as it did the 
first time it was switched on 
despite several months of 
almost constant use. 
Stephen Jones, Boston, Lines 

Poor old M K Gill phoned us 

again the other day to say his 
machine had broken down yet 
again - a seventh time! 

You confirm what I've always 
believed. Lawyers, with or with-
out O level Maths can never get 
things to add up. Andrew 
Wilton's an ex-law student, and 
you should see his expense 
claims. 

Roland says no 
Please can you do an Amsy-
clopedia of Roland games 
because there are so many I've 
lost count. 
Mario Theodosiou 
Hove, Sussex 

Bob Wade says you must be out 
of your mind. 

No good at Maths 
I have met a lot of people who 
do not want to buy a computer 
because 'I'm no good at Maths.' 
Well, I have been crazy about 
computers for the last five 
years, owned the ZX-81 and 
now the 464 and am a reason-
ably good programmer, and yet 
all I have is O level Maths and 
am a law student. You can't be 
more thick at Maths than that. 

To anyone who hasn't yet 
tasted what computing is about 
may I assure them that it is the 
most fascinating and cheapest of 
pastimes...YES cheapest! After 
all you can spend the equivalent 
of Exploding Fist in one round 
of drinks in the pub. 
Francis F Silva 
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7. Keep the listings of programs 
short and don't use too much 
room for them. 
8. I am thinking of getting a 
printer. Would AMX Mouse 
allow me to make a little maga-
zine like it showed on the televi-
sion program Micro Live? 
Simon Shemilt 
Swansea, W Glamorgan 

I disagree v/ith you about High 
Score - the vast majority we 
print are genuine, and if you 
think one isn't, you can chal-
lenge it. We like the section 
because it gives game-players a 
target to aim at. Ditto the 
opinions. They're the bits I read 
first of all. 

As for your last query, yes, 
if you bought the AMX Mouse 
plus AMX Pagemaker program 
you should be able to produce a 
mini magazine, although its 
printed quality will depend 
very much on the printer you 
get. 

v/Efz.7 iMrtunsive, BUT POBZ 
IT* /VVAKE THE re/\ ? 

Tries hard/ could do better 
Having bought/subscribed to 
AA since its inception I feel the 
time has come to congratulate 
you on a job well done. Issue 1 
now rates S out ^ ^jthoagh (for 
lack of comparison), Ithought it 
better at the time. The latest 
issue, • Nearly 
every change has been for (he 
better and J now read the maga-
zine coyer to; cover, with the 
single exception of Voice of the 
People. ::,"': .. . || 

What happened to the other 
3 r t i a r j^ W^ll, obviously prejtk^ 
dice plays a part; as one who is 
the wrong (?) side of 40, I find 
the bulk of the artwork is either 
pointless (eg page 46 in issue 7) 
or far too juvenile. The AA Kaye; 
insignia seems objectionable for 
both these reasons. After all, I 
can see if the overall iirsfeig; 
given to a program ig 80% or 
higher. 

The use of colour is another 
thing with Which I take issue. 
Personally I would prefer it re-
stricted to screen shots (and to 
adverts where 1 am, presum-
ably, not paying for it). What I 
object to is having to peer to see 
what PC, AW or BW ha* written. 
If great awa&es Of colour must 
be used, please ensure a clear 
contrast with the text ink. 

My criticism relatfts to 
the layo^i\ ;^articularly';'- :J^|^ 
the reviews. Splitting pages up 
the way you do is clumsy and 
particularly iiriftating vrkm 
more of one, o r 0th|p|6£ the 
reviews is continued or. the 

page overleaf. Of course re-
views aid of different lengths, 
liut let's not the 
problem can't be solved; that 
isn't worthy;: of y o u . ' e i r y ' 
please, please don'tremedy the i 
situation by the introduction of 
overblown screen shots - that 
would make the cure worse 

Last and least let me pick: 
out one introduction on which f ;: 
am. less than keen, that of Third 
Opinion. Even a second opinion 
;isonly of use when it says some-
thing that the main reviewer has 
not. On many occasions all are 
Completely agreed, and there 
are more space effective ways 
of saying it. 

Finally thank you to Sue 
Taylor cheerful and helpful 
even at nearly five in the evex^y 
ing. It's a pleasure doing busi-
ness with you. 

' Frank Hemming*,:. Swindon, 
^ H H I i 

We always like getting letters 
from people who've got intelli-
gent comments on the 
magazine's presentation, as well 
as its content I agree about the 
old AA Rave logo - you won't 
find it in this month's issue.' But I 
don't think you should regard 
the rest of the artwork as juve-
nile or pointless. We see it as 
Exciting, Dynamic, Entertaining, 
Atmospheric. And so forth. 
After all, if someone's going to 
buy a game with dazzling, all-
action graphi^ do they really 

want to read about in a maga-
zine that looks like the FT? 

: Similar arguments lead us 
toiiae plttty of cOto&i&i pages 

iyieize colour p^tiii^is^ avail-
able. In the past this has somet-
imes hampered readability, but 

fH ' Your layout criticism, 
more controversial. Certainly 
it's possible to have nice neat 
layouts in which ail reviews fit 
exactly onto one or two pages. 
But only by artificially cutting 

: dowiipadding-them 
out We prefer a more flexible 
apptoacfrln which the layout fits 
the review rather than vice 
versa. 

There is a clear logic to our 
system. Raves and other import-
ant games always get laid out in 
a heat, boxed off panel whose 
siz^^jepetids f M ^ ^ p l Oil 

Less 
portanjt revie^'^tlaid out in 
columns which may run over a 
page turn if necessary. Once 
again they can be longer or 
shorter depending purely on 
the merit of the game. As well as 
being more flexible and there-
fore more efficient on use of 
space, this system has the ad-
vantage of avoiding endless id-
entical layouts. Eam%jfroiith's 
AA Action Test pages look dif* 
ferent We like that 

Eight points 
The magazine is quite good, but 
I think there's room for 
improvement. 
1. Cut out the high score table 
because tons of people cheat by 
exagerrating their score or by 
using cheat methods. 
2. Serious Software is quite 
good, but please don't expand it 
too much or it will dominate the 
magazine. 
3. You have gone crazy over 
different opinions - the two 
opinions are almost the same 
and taking up a lot of space 
which could be used for some 
detail about the game. 
4. Cheat Mode and Green 
Screen View are crackers of 
ideas. 
5. Have a review of books for 
the Amstrad and recommend 
one or two of them. 
6. Why don't you have a hard-
ware mail order service? 

You're not a share-holder, by 
any chance? 

Rapid repair 
I am writing to tell your readers 
of some quite exceptionally 
good service. One of the pro-
blems associated with the very 
high reliability of the Amstrad 
range of computers is that it is 
hardly worthwhile to set up an 
elaborate network of repair 
facilities. Unfortunately even the 
6128 does break down occa-
sionally and this happened to 
me. 

I contacted Amsoft who had 
supplied me with my machine at 
a discount for software develop-
ment purposes and was told that 
as I had bought the machine at a 
discount, no guarantee was off-
ered. I was eventually offered 
repair but it would take 3-4 
weeks! 'Try Comet', they said. 1 
did. 'Six weeks.' they said. 'We 
send them to Amstrad for re-
pair.' Great! 

Eventually taking pity on 
me in my screams of agony, 
they suggested I might like to 
contact Dictaphone Ltd of 
Leamington Spa. It appears they 
have just instituted an Amstrad 
Hotline, and when I phoned 
them they said that in principle 
they could repair within 24 
hours. I left my machine with 
them, and true to their word it 
was repaired quickly. The price 
was a very reasonable fixed fee 
of £11.50. 

This service is in such con-
trast to that offered by Amsoft 
that I feel those whose machines 
are out of guarantee might well 
like to make a note of the name 
of a company which is helpful, 
efficient and whose prices are 
fair. 
Ian Hoare, London 
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PROBLEM ATTIC 
y 'cur l o f t i e r questions answered. 

f 

D-t-Y marketing 
Please please please do an art-
icle on marketing software. I 
have just left school and wish to 
start making and selling my own 
games. I wish to know about 
copyright and how to make ad-
verts to put in a magazine. Also 
could you tell me how I would 
do a cassette cover (full colour)? 
And could I draw it myself? And 
where do you get them printed? 
David Gibbon, Beardpark, Co 
Durham 

If you re a talented programmer 
you'}} almost certainly do better 
by persuading one of the exist-
ing software houses to market 
your games for you. It's getting 
tougher and tougher for one-
man outfits to compete - apart 
from anything else you need a 
fair bit of money to get yourself 
launched. For example, a full 
pagre colour advert in AA would 
cost around £700. And the days 
when people could make a for-
tune by placing a small mail 
order ad have long gone, I'm 
afraid... 

Columns of text 
I find Tasword 6128 more than 
adequate for most of my needs, 
but is there a word-processor 
capable of handling text set out 
in columns such as in 
magazines? 
L B Lee, Torbay, Devon 

Your best bet is one of the novr 
page makeup programs - either 
AMX Pagemaker from Advan-
ced Memory Systems or Fleet 
Street Editor from Mirrorsoft. 
These should allow you to take 
an article written on . a word-
processor and lay it out on 
screen exactly as you wish, 
possibly combining it with 
graphics. You'll ther be able to 
dump the entire screen to a 
printer. Look out for our 
reviews. 

Screen Wobble 
I have just read the letter 
'Breakdown saga' in your April 
edition. I too have had problems 
with Amstrad but with the green 
screen rather than the com-

puter. We purchased the com-
plete package a year ago with a 
view to using it for business. 
After a few months we noticed 
that all the print was moving up 
and down. Wrote to Amstrad for 
their advice but the only help 
they gave was that on the ear-
lier models a shield was missing 
which was rectified later. 

That was no help to me, so I 
returned to the shop where I 
bought it and explained the pro-
blem. They returned the moni-
tor to Amstrad which resulted in 
considerable inconvenience to 
me and after several weeks of 
fruitlessly asking what was hap-
pening, the shop exchanged my 
monitor. Now several months 
later, the same thing is happen-
ing again. Anyone else had this 
problem? 
Jean Ralph 
Bodmin, Cornwall 

Yes, my own 6128 screen is 
gently waving at me as I write 
this reply! It happens from time 
to time on all four green-screen 
Amstrad monitors we have ;n 
the office, although to be fair 
we've only found it to be a 
minor irritation. It's apparently 
caused by fluctuations in the 
mains supply which, on a more 
expensive computer, would be 
better protected against. 

Frustrated with 
Spellbound 
Your magazine has matured 
considerably since the earlier 
issues, enough to persuade me 
to take out a subscription, which 
is quite an achievement as I am 
a Mum. My normal reading 
material is Womans Own, etc! 

Having been very frus-
trated with Spellbound you can 
imagine my delight at seeing 
the Poke in issue 7 for infinite 
strength. I carefully typed this 
in, but despite trying several 
times retyping and rerunning I 
keep getting 'Type mismatch in 
line 30', or if I press Ctrl and 
small Enter keys to run, I get 
'Memory full'. I am rather a 
novice at this, so could you 
please explain what is wrong. 
Lynn Murnaghen 
Maidstone, Kent 

Pressing the Ctrl and small 
Enter keys is only for loading 
and running a program from a 
cassette. You can't use it to run a 
program already typed or 
loaded into the computer's 
memory. It's therefore not the 
right way to run a Poke listing. 
You should just enter: RUN. 

The error you are getting 
does not mean the mistake is in 
line 30. On the contrary, you've 
almost certainly made a mistake 
in typing in the DATA statement 
(line 60). Probably you have en-
tered a letter 'O' instead of the 
number zero at some point. Or 
the letter 'L' instead of the num-
ber 1. (The line contains neither 
of those two letters.) Future list-
ings we print v/ill have zeros 
printed with a diagonal slash to 
distinguish them from letter 
•O's. 

Doing without a 
joystick 
Can you enlighten me as to why 
several software companies 
(notably Virgin) produce soft-
ware for joysticks only? Surely 
they are losing revenue, as 
many people like myself regard 
a joystick as unnecessary. Is it 
possible to write a Poke to use 
either the cursor keys or 
numeric pad with such 

software? 
Christopher Lamb 
Stoke Poges, Bucks 

There are combinations of keys 
which mil simulate joystick 
movements and can be applied 
in any game - although you may 
find it hard to adapt to them. For 
example if you hold down tog-
ether the CTRL r DEL keys you 
will find the following keys give 
responses - CLR (up), [ (down), 
] (right), Enter or Return 
(down), 4 on pad (fire). There 
are other combinations you may 
prefer. They all involve holding 
down permanently DEL and one 
other key - try out Full Stop, 
Comma, Space, V, X, X, Z, Zero 
(key-pad), or Decimal point 
(key-pad). For each pair you 
mil have to work out for your-
self the third keys to press to 
give left, right, etc. 
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PROBLEM ATTIC 
Dogged with failure 
I read with interest your article 
on the AMX Mouse package. 1 
recently purchased the Mouse 
and I too was very impressed 
with the AMX art program. Mr 
Larkman failed to mention the 
option of dumping any draw-
ings to a printer and I would like 
you to ask him if he has tried. 

After spending several 
hours on a painstaking drawing 

Save Our Screen 
Could you please explain to me 
how to use the SAVE 
'filename',B command. I have 
made up a game starring Fred 
but I don't know how to do a title 
screen. 
Paul Tye, Warrington 

Yes, the manual isn't very clear, 
is it? First write a program 
which puts on screen the pic-
ture or display you want. Avoid 
scrolling the screen at any stage 
as this could cause problems. 
Then at the end of the program 
include a line which has this 
command: 
SAVE " T I T L E " . B. &C000. 
&4000. 

This saves the screen on tape 
or disc together with a header 
which tells the computer on re-
loading that the data should be 
placed at start address &COOO (a 
number in Hex code which 
specifies the start of screen 
memory), and that it is of length 
&4000 (ie. 16K). To load in the 
screen use the command: 
LOAD " ! T i t i e " 

Which database? 
At the recent Amstrad show in 
Manchester I nearly bought a 
copy of the Sage Magic Filer 
database, until the representa-
tive remembered that it would 
only run on the PCW 8256. 

In my job as a doctor I am 

interested in being able to file 
patients' records and other fair-
ly lengthy (and different sized) 
lists, such as the causes of differ-
ent diseases. From my limited 
knowledge, this would seem to 
be difficult with the rather rigid 
'record' and 'field' set up of 
most database programs, which 
was why Magic Filer was so 
appealing. 

Do you know if Sage intend 
to bring out a similar program 
for the 6128, or whether there 
are any other moderately-
priced databases of a similar 
nature available? 
Stephen Langley, Manchester 

No, Sage aren't converting it for 
the 6128. The most flexible 6128 
database we know of is Master-
file 128 (£34.90 on disc). It allows 
you to have widely differing 
lengths and types of field in 
your various records. It is also a 
relational database, allowing 
'parent and child' files which 
you could find useful for your 
'disease causes' database. How-
ever the program holds files 
entirely in RAM placing a limit 
of 64K per file - eg. 300 records 
averaging 35 words each. But 
because it uses memory very 
efficiently you could find such 
files hold as much useful inform-
ation as a 120K disc-based file 
on a rigid field and record data-
base. For more details ring 
Campbell Systems on 01-508-
5058. 
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of my dog, I decided to dump 
the picture to my printer (Tat-
ung TP 100, Epson compatible). 
All I could get was line feed 
after line feed. After saving the 
picture I took the disc back to 
the shop for them to try it out for 
me. On thrde different printers, 
all Epson compatible, the soft-
ware refused to dump the pic-
ture. On one printer, a Shinwa, 
it did actually start to print, but 
refused to line feed and the only 
way to obtain the picture was to 
line feed it by hand. 

Eventually the shop offered 
me my money back. I think it 
very misleading that suppliers 
should advertise a product that 
is capable of doing something 
which obviously it is not. 
M I Benton, Evesham, Wore 

Our reviewer was certainly 
able to obtain a printer dump on 
his Citizen 120D, but other re-
aders have had simileur pro-
blems to yours. The program-
mers of the package say that 
certain 'Epson-compatible' 
printers are not in fact fully 
compatible are far as graphics 
are concerned. You can obtain 
an information sheet which will 
allow you to overcome the dif-
ficulty by writing direct to the 
programming company: Signet 
Computer Consultants, 4 Hun-
tley Suite. Broadway Court, 
Broadway, Peterborough, PE1 
1RT. 

Joyce help 
I purchased the PCW 8256 a few 
weeks ago and am already find-
ing Locoscript enhancing my 
business productivity 
enormously 1 | 

However I have fiot a chie 
about the computer. I know that 
so much can be done with it, but 
as yet 1 have not deciphered the 

Is there a simple book 
which explains: IhiCW taiunde?-
stand what is meant by CP/M 
Plus and what is expected oi us 
to do with it? What about Dr 
Logo and Mallard. Is there any 
simple inexpensive courses to 
attend? 

Are there not any games for 
PCW 82S6? Can they b e conver-
ted to colour in fut^e? Aire you 
going to have mote articles on 
PCW 8256 to help the new-
comer the world of computer, 
and not assuming they already 
are conversant with computer? 
Samanda* Samari, London 

Thousands of people are in 
exactly your situation •• they 
bought the PCW for word-
processing an&£tiien realised 
they had an enormously power-
ful computer at their disposal, if 
only they could work out how to 
uaeitl 

Yes we will be supporting 
the machine in this magazine, 
and we '11 be specialising m non-
technical articles and reviews. 
For a start why not check out 
Andrew Wilton's review in this 
issue of a new book on CP/M 
plus. There's also a new book 
just out from Sigma Press called 
Mastering the Amstrad PCW 
8256/8512. 

Games for the PCW ma-
chines are already beginning to 

you can buy the excel!? 
on 



NB. Like football results, use 
yonr voice to help you - the 
monotonous ; 

JVjc© idea - bo/ cfon'f ief efte 
neighbours hear you, they II 
think you're 

Checking liftings 
Here's a method , I j ind useful 
when typing in program listing* 
- it's especially helpful with 25S-
character Data statements. 1 use 
a cassette recorder .to W f c t d 
my voice as follows: 
1. I read blocks of data into the 
recorder :<»t a speed to suit 
number 3 below) 
2. The recorder reads them 
back to me and I check against 

3. The recorder reads them tc 
me again while I use the key-
board to type in the listing. 
4. The recorder treads to me 
while I check the listing. 

m 

the shelf of a famous retail shop. 
I decided to take the plunge and 
see what I had missed in not 
buying an Amstrad. 

That was it! Hooked from 
word one, I read through your 
magazine and shed a few tears! 
"Why didn't I buy an Amstrad?" 
I repeated to myself over and 
over, until I had a brainwave. 

I packed my unfortunate 
machine back into its box and 
went back to the shop. Great! 
They had a CPC 464 and were 
willing to exchange my dying 
machine. So I drove home at full 
speed, unpacked and plugged 
and there to my sheer delight 
was a superb piece of modern 
technology. 

Therefore, my dear friends, 
due to your delightful public-
ation you made a very sad. lame 
computer keeper very happy. 

I now also own a " Joyce" -
what a fantastic machine that is! 
Pity about the manual though! 
Far from easy to understand - I 
wish you and your team would 
write a book especially for her! 
I managed to sort out how to use 
the word processor after much 
manual throwing and keyboard 
thumping, but she isn't limited 
to word-processing is she? 

Please let's have a few 
more reviews for her, also any 
news of alternative software. 
Paul G. Barton 
Newton Abbot, Devon 

Ahhh...don't it make you happy 
when they see the light? By the 
way. PCW owners should keep 
a very close eye on AA over the 
next few months. Big moves are 
afoot! 

The wrong micro! 
It was just before Christmas 
before 1 became a guardian of 
The Micro. To tell you the truth, 
at that time I didn't know an 
input from an output, and the 
sad part of it all was: after all my 
clever research into computers, 
marching through the streets of 
Exeter and surrounding towns, 
poking my nose into umpteen 
retail outlets looking for a com-
puter to satisfy my needs at a 
price which wouldn't break me, 
I ended up by falling for a cer-

\coMpvrm 

to my utmost 
dismay, after searching in vain 
for software, was almost de-
funct, or at least in death throws! 
I was quite happy with the ma-
chine and even felt sorry for the 
fact that no one wanted to know 
its existence. However a good 
machine without the backup, 
and all that...!! 

So, I marched back into 
town and saw your magazine on 

Fourth opinion 
I just thought I would write to 
you and give you my super-
brainey idea. I think that every 
month you should have a com-
petition, the prize being a day 
out at your AA offices. The win-
ner should also while he goes 
there get a chance to have a 
fourth opinion space on some of 
the games reviewed that month 
If you think this is a terrible idea 
don't reply, but if you are inter-
ested please write back to me. 
Leon Pidgeon 
London 

I think it's a terrible idea. How 
did you guess? 

i am lonely 
I am the only Arnold owner I 
know and would like to hear 
from any others, User groups 
etc in my area or anywhere else 
for that matter, so could you 
print my full address and I will 
welcome anyone who would 
care to write. 

Keep Bob Wade off the 
cider. 
Garry Hemming 
17 Hillside, Dublin Rd, 
Antrim, BT41 4HG 

Actually he drinks scrumpy 
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Ads are OK, OK? 
For heaven's sake, stop moan-
ing at software houses! I get fed 
up the back teeth with people 
writing in to complain about 
their adverts for games a couple 
of months before they come out. 
Software houses are in the busi-
ness of producing software for 
home computers. Like any other 
business they have to try to 
obtain the biggest sales po-
ssible. So they have to advertise 
software well before-hand so as 
to increase the air of expect-
ancy when the product finally 
arrives in the shops. When you 
think about it, it makes you ap-
preciate it more. 

But, I don't condone the 
abysmal record of software 
houses where it concerns in-
credibly late software - Dam-
busters, Hyper Sports, Impo-
ssible Mission, etc, especially 
when they had obligations to 
Amstrad Action itself. 

From one controversy to 
another.-1 get fed up with feeble 
excuses from Amsoft concern-
ing the supply of 3 " disks. I 
can't believe them when they 
say that they're importing 
100,000 a month and that 
somebody's stockpiling them. 
When Mr Sugar chose to use 3 " 
drives he should have sorted 

out the disk supply. 
One last moan, this time for 

Amstrad Action! What about 
disk games in Cheat Mode? You 
can't use hardly any of the 
Pokes you print for the relevant 
disk game. The last straw came 
with the T.S.A.M. Jet Set Willy 
poke which I have on disk. 
Help! 

Otherwise, the mag is 
great. 
J a m e s Watson, Bristol 

I don't think many software 
houses DELIBERATELY adver-
tise games mohths in advance of 
release. They have to make de-
cisions on whether to place an 
advertisement at least a month 
before the ad will actually ap-
pear. So sometimes they'll book 
ads and then run into pro-
gramming or production diffic-
ulties which delay the release of 
the games - occasionally for 
several months! Where this hap-
pens, they've probably lost 
much of the value of the early 
advertising. 

I agree with your comments 
about 3" disks - the shortage 
has caused enormous problems 
for a lot of people. 

As for disk-game Pokes, 
we'll print 'em if we get 'em. 



THE DOUBT OF 
RABAK 

CONVERSATIONS 
WITH APEX 

BEFORE THE GATES 
OF WOLFDORP 

OLD TROLL! 

SCREEN SHOTS FROM 
THE SPECTRUM VERSION 

MAGOT 
THE PRINCE 

BEWARE OF THE 
WEREWOLF! 

From 

-the GAMEMASTERS 
WW*? 

GARGOYLE GAMES LTD., 74 KING STREET, DUDLEY, WEST MIDLANDS DY2 8QB 
Telephone: (Sales) 0384 238777 (General) 0384 237222 



^ C O M B A T LYNX ( A i r - t o - g r o u n d B a t t l e S i m u l a t i o n ) 

Spectrum 48k £8 9 5 
Commodore 64 C8 9 5 
Amstrad464-6128 £8 9 5 
BBC/Electron £8 .95 

'Combat Lynx is both simulation and shoot-em-up games in one. The 3D 
effect created by using contour line graphics tends to give it a more 
technical feel, so more like a simulation, but on the other hand there are 
tots of jets and enemy helicopters whizzing around and ground forces 
shooting at you which gives the game its instant payability appeal. Once 
you get the hang of coping with everything, it's possible to play a game of 
high strategy which involves not only arcade skills but those of forward 
planning For people who enjoy strategy type games. Combat Lynx should 
provide hours of fun, while for those who prefer something instant and 
fast - choose skill level 4 and hang onto your hats! Generally the graphics 
are most impressive, with a few attribute problems when objects are 
about to become hidden, but these are minor in what is otherwise an 
engaging and challenging game." 

T U R B O E S P R I T (3D S i m u l a t i o n Car C h a s e ) 

Spectrum 48k £ 8 . 9 5 
Commodore 64 £ 8 9 5 
Amstrad 464/6128 £8 9 5 

You are a special agent equipped with a Lotus Turbo Esprit. An intern 
ational ring of drug smugglers are about to make a huge delivery of 
heroin, and must be stopped at all costs. The drugs are stored at a 
number of houses in the city, and will be taken by cars to an armoured 
van which will be cruising around the centre. A raid on the van before 
completion of the delivery would leave some of the drugs in circulation. 
Similarly a raid on any of the houses would alert them to your squad's 
activities You must therefore try and pick-off the cars one by one 
before they make their drop, and then try to stop the van before it 
escapes. The delivery cars will be backed • up by 'hit' squads - so watch 
out' 

(Developed with the support of Lotus Cars Ltd) 



CRITICAL M A S S { A r c a d e ) 

Spectrum 48k £8.95 
Commodore 64 £8.95 
Amstrad 464/6128 £8 95 

An outlying system of the Terra Federation has set up an advanced 
anti-matter conversion plant on a centrally positioned asteroid to 
supply the local colonists with energy A surprise attack by afien forces 
has successfully overcome the asteroid's defences and the aliens are 
now threatening to self-destruct the power plant unless the colonists 
offer an unconditional surrender. The self -destruction process would 
effectively turn the power plant into a massive black hole that would 
wipe out the entire planetary system along with a number of nea'by 
stars. Uncondit onal surrender offers an equally horrific prospect V our 
mission is to infiltrate the enemy postt'on and disable the ant?-matter 
plant before the aliens achieve CRITICAL MASS. 

Thisisthebiz! Thographicsand playabiltty of this game are superb. 
making it weii worth the money." 

S A B O T E U R (Mart ia l Arts Arcade Adventure) 

Spectrum 48k £ 8 9 5 
Amstrad 464/6128 £8 95 
Commodore 64 £8 95 

y ou are a highly skilled mercenary trained in the martial arts, You are 
employed to infiltrate a central security building which is disguised as a 
warehouse. You must steal a disk that contains the names of an the 
rebe leaders before its information is sent to the outlying security 
stations You are working against the clock, both in getting to the disk. 
•°d .n making your escape. You must enter the building from the sea by 
'ubber dinghy, and wiil then only be able to leave by the hei'copter on 
the roof. You will have to find your way around the warehouse, making 
use of the guards' own weapon supplies in your struggle through 
overw helming odds 

Saboteur is without a doubt one of the best arcade games I've seen for 
a long time and a welcome departure from the plethora of 

ccnced endorsed product that the industry seems to currently favour 
Recommended." 

lilAjJ 

DURELL sales dept., 
Castle Lodge Castle Green, Taunton, Somerset, TA1 4AB, England 
Telephone (0823) 54489 & 54029 

software getting harder 
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SUGAR GOBBLES SINCLAIR 

464 
thousand 
dollar 
question 

Shock horror probe AMSTRAD ACTION JUNE 1986 19 

A m s t r a d ' s r e m a r k a b l e p u r c h a s e of S inc la i r h a s r a i s e d a 
ques t ion m a r k o v e r the future of the A m s t r a d m a c h i n e 
w h i c h s tar ted it a l l - the C P C 464. 

Amstrad's chairman Alan 
Sugar has made clear that com-
puters marketed under the Sin-
clair name will b e aimed at the 
entertainment market, while the 
Amstrad name will cover more 
serious-minded machines. This 
division does not readily ac-. 
commodate the strong-on-
entertainment, cassette based 
464. And its position appears 
further jeopordised by 
Amstrad's plans to relaunch the 
Sinclair Spectrum this autumn 
with a built in cassette player. 

Industry observers also be-
lieve that Amstrad have had far 
greater sales success with the 
6128 and the PCW machines 
than with the 464 and that this 
has lessoned their support for 
the machine. Virgin Software's 
Nick Alexander spoke for many 
when he told us: "I would be 
quite surprised if the 464 cont-
inues much longer ." 

He added that he would be 
sad to see it go as it was curr-
ently a lot less economic and a 
lot more problematic selling 
Arnstrad software on disc than 
on tape, a view shared by 
Firebird's Herbie Wright. "We 
like the 464 and we like selling 
Amstrad cassettes," he said. 

Amstrad themselves have 
denied that there will be any 
change in their attitude to the 
464. They also deny rumours 
thSt, 464 imports have already 
been curtailed. 
One Aroetrad 

executive commented: "Why 
drop a machine which is making 
us money?" 

Other observers feel the 
company are still largely un-
decided on the full conse 
quences of the Sinclair buy out, 
which by all accounts was 
worked out extremely quickly. 
One story has it that Alafi Sugar 
was on holiday when the negoti-
ations with Sinclair started, and 
that when contacted he auth-
orised his "pocket money" bid 
of £5m expecting it to be re-
jected. It wasn't. 

Whatever the details, the 
fact is that for an astonishingly 
small figure - just a single 
month's profit - Amstrad has 
gobbled up the UK's biggest 
computer manufacturer and 
placed itself very firmly in the 
number 1 slot. The move ap-
pears to indicate that Alan Sugar 
is now firmly committed to stic-
king with computers for the for-
seeable future, a relief to those 
who feared he might pull out of 
the market as quickly as pulled 
OttfOf CB radio. 

What remains to be seen is 
how the Sinclair and Amstrad 
brand names axe to be used in 
future months. 

Does he realty like Specfrums? 
The Sugarman cartoon in this 
month's issue has our hero 
saying he bought up Sinclair 
because he liked the computers 
so much. This should b e regar-
ded as poetic licence. 

The fact is that in the past 
Sugar has been very disparag-
ing of Sinclair and his products, 
referring to them for example 
as "a boffin's ego-trip". And at 
the press conference which 
broke the news of the deal be-
tween the companies he cont» 
inued to heap criticism on Sin-
clair machines, despite the pre-
sence of Sii&Clive sitting next to 
him. Tty^^eas he feels they're 
particularly weak in are relia-

bility and the way they've been 
marketed - Amslrad will give 
top priority to remedying these 
points. : ' . "" 

The reason forV the pur-
chase is less to do with liking 
the machines than the fact that 
Sinclair's considerable pro-
blems meant the company could 
b e bought for a snip. / '' £ 

Many industry observers 
were astonished that a company 
which effectively created the 
ftofcte computer revolution in 
Britain could so easily b e 
snapped up by a relative up-
itart. But if happened. Another 
rem^kabte chapter 
Sugar story, 



IMATtPtfiH THS 

This week, Next week. 

Amstrad owners have been 
Wt by ai. recent even-

worse^hto-usuaJ;: sjpije of soft-
ware delays. Numerous titles 
have been held up for weeks 01 
even months after their schedu-
led release dates. 

Perhaps the worst example 
is US Gold's Impossible Mission. 
After a three-month delay a 'fin-
ished' copy was sent to Amer-
ican software house Epyx who 
licensed the game, only to have 
it rejected on quality grounds. 
Pro^^nwtting has effectively 
restarted from scratch and the 
game is unlikely to be released 
before mid-summer, almost a 
year after US Gold first adver-
tised it, and six months after it 
was advertised 3* being 'out 
now 

US Gold's D&mbusters has 
also been long delayed, but 
now appears to b e about to 

make an appearance. 
But there are numerous 

other offenders. Where are V" 
and Street Hawke and Knight 
Rider from Ocean? Where are 
Imagine's Comic Bakery, Mikie 
and Green Bereft Or English 
Software's Knight Gamea? Or 
Gremlin Graphics' Profanation? 
. Where ate x the Argus 
games Yabba Dabba Doo and 

W^^-Heodroomf? And what 
about the Ultimate titles Gun-
fright and Cyberun first adver-
tised in AA at the end of last 
year? 

One could go on, but that 
wouldn't leave space for all the 
delayed disc programs such as 
Artisoft's Strangeloop Plus and 
most of the Infocom adventures 
- Infocom'3 UK distributors Sof-
tsel have announced plans to 
release most of the rest of the 
range on the Amstrad inlcuding 
Wishbringer and Sorceror. 
They might do better to get out 
the games already promised. 
For example, at time of writing 
there is still no sign of Hitch-
hikers Guide to the Galaxy on 
the 464 and 664, two months 
after it was duo. 

Other titles have been with-
drawn because of bugs and then 
taken an agonisingly long time 
to resurface. In this category 
come the two major titles Elite 
from Firebird and Mini Office 2 
from Database Software. Both 
disappeared from the market-

Never 

place lor over two months fol-
lowing the discovery of bugs 
soon after release. 

With the Firebird offices 
filling up with returned cass-
ettes as requested in an advert 
they placed in several maga-
zinesi; the release of ihe new 
debugged version was then fur-
ther delayed when the 
company's duplicators went 
bust and quantities of stock 
were seized by the receivers. 
At time of writing, the situation 
remains unresolved - and Fire-
bird still don't have a release 
date for the disc version of the 
game, a fact for which they 
blame the worldwide shortage 
of.Amstrad3" discs. . 

There's no doubt the de-
lays have caused a huge amount 
of frustration among Amstrad 
users - as our own subscription 
and mail order departments can 
vouch. 

Look! No interfaces 
PCW owners wishing to upgrade the 
machines to communicate with o 
computers and printers have had 
spend several weeks gnashing tlv j 
teeth because of a desperate she 
tage of the Centronics/'RS 211 
interface. 

T a s m a n t a k e o n L o c o S c r i p t 
Tasman are moving into the 82S6/8512 market with their new 
Tasword 8000 word processor. It may not b e the first Locoscript-
substitute to hit the streets, but it is a little different from the rest. 

The difference is that Tasword 8000 is PCW only - it is not a 
CP/M program. This allows it to make much better use of the 
machine's hardware. In particular it makes the most of all that lovely 
memory, and uses the full 90x32 screen area. 

Tasman's Robin Thomson claimed that there had been con-
siderable demand for the program. "A lot of Tasword users now 
have PCWs, and want a version of the program that runs on their 
new machines", he said. Tasman will probably be producing more 
Joyce software in the near future, he added. 

The package, which includes built-in mail merge, will be 
premiering at the Amstrad User Show, price £24.95. 

IQ produces Genius 
Hot on the heels of Laser Basic 
and Laser Compiler comes the 
new Ocean IO/Oasis release 
Laser Genius. It's a develop-
ment package - assembler, 
monitor, etc - with a bit of a 
difference. 

If you don't like getting 
your hands dirty with flags and 
stuff, the assembler can compile 
high-level language ex-
pressions to handle conditions 
and the like. Another real stroke 
of originality - if not genius -
was the inclusion of a Forth-type 
language in the monitor, just to 
control single stepping and the 
like. Add to this a screen editor 
that uses line numbers, and 
we're clearly looking at some-
thing a bit different. 

We'll be reviewing the 
package in full next issue, but 
any impatient code freaks read-

ing this can buy it for £14.95 
cassette or £19.95 on disk. 
There should also be a ROM 
version available soon, but 
there's no price for that as yet. 

Caxton plan to sort 
you out 
Caxton's latest release, Condor 
1. is a database and reporting 

system for the PCW 8256 and 
8512. It's supposed to be so-
phisticated but extremely easy 
to use. 

The product comes from 
the American software house 
Condor Computing Systems, 
who've been doing very good 
business with it. Sales in the 
States over the whole Condor 
range run to 150,000 plus, but 
it's had no real impact this side 
of the Atlantic - up till now, that 
is. 

The package is due out to-
wards the end of May, and we 
plan to have a full review next 
issue. The price will be £99.95 
inc. VAT, so you'd better start 
saving up right now. 
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Violence on screen 
M e l b o u r n e House 's n e w Rock 
'n' Wrestle is another combat 
g a m e from the team that 
b r o u g h t you Way of the Explod-
ing Fist. Unlike Fist, h o w e v e r , 
R'n'W c laims to b e " truly 3 
d imens ional " . 

As a c e wrest ler G o r g e o u s 
G r e g , you take on such world 
c lass opponents as Vicious 
Vivian. Molotov Mick and Bad 
Barney Trouble . T h e r e a r e o v e r 
25 different m o v e s you can use 
against them, including the 
a e r o p l a n e spin, the turnbuckle 
fly and the atomic drop. 

The g a m e t o p p e d the charts 
in its original C64 incarnation, 
but it remains to b e s e e n 
w h e t h e r Arnold o w n e r s a r e 
such a violent lot. 

Active Activision 
Activision h a v e a busy month o r 
two a h e a d of them on the 
Amstrad front. As well as the 
Lucasfilms duo Koronis Rift and 
Eidolon, you can e x p e c t to s e e 
RMS Titanic, Tempest, Mermaid 
and a F r e n c h s o c c e r g a m e from 
Loriciel . Also still under deve l -
opment a r e Rescue on Fract-
alus, Ballblazer and American 
Football. Gosh. 

SORRY, INCENTIVE 
In our review of Mocncresta 
last issue, we said that the 
game had no pause mode. In 
fact it does - just press the 
•H"key. 

Beyond Midnight 
The successor to the epic adventure 
Lords of Midnight is on its way from 
Beyond. Doomdark's Revenge, 
scheduled for a June release, is 
similar to its predecessor but bigger 
and better. 

At press deadline times (end of 
April) Amstrad told us there were 
'none in the country', but that a large 
consignment from their Far East fac-
tories was arriving imminently. 

That's what they said about 3 " 
disks back in February... 

Reioyce for Alan 
A x n s t r a d ' s P R p e o p l e tell u s 
that t h e : M a r k e t i n g S o c i e t y 
h a v e a n n o u n c e d t h e short l is t 
for t h e i r 1986 A w a r d s for M a r -
k e t i n g . A n d , y o n g u e s s e d , t h e 
list i n c l u d e s o n e A M S u g a r 
a n d h i s P C W 8256 . It ' ll o n l y b e 
h i s zill ionth a w a r d of t h e y e a r . 
L e t t e r s of a s y c o p h a n t i c na-
t u r e d i r e c t to A m s t r a d p l e a s e . 

Elite Systems have asked us to point 
out that they gave the wrong price 
for the cassette version of Com-
mando in their ad printed in our last 
issue. The correct price is £9.95 not 
£8.95 

"""""" V " 
starts fo sound 

than Biggies, 

A r n o r R o m s it w i t h M i c r o p o w e r 
ROM specialists Amor have stopped producing their AD2 ROM cartridges. 
They are now recommending the new Micropower board, and are only 
fulfilling outstanding orders for the AD2 and its companion AX1 expansion 
card. 

Cripes chaps, it's Biggies 
Mirrorsoft's Biggies takes to the 
air {ft June, and Capt . VV.& 
Johns's hero moy never b e the 
softieiagdlh. The g a m e is b a s e d 
not ion the original books but on 
the f^flKOmirig Biggies feature 
filnri, a Very different proposition. 

As Slggle$> have to 
photograph orididestroy a G e r -
man secret; weapon. This involves 
flying a biplane, trench fighting 
ond o rooftop chase. The final 
sequence, on the other side of the 
cassette , entails destroying the 
secret weapon and rescuing your 
companions -behind enemy 
lines using - wait for It - a 
helicopter. " 

If this all 
more like fiambo 
there's a reasonable explanation 
for it all - loopholes in time, to b e 
precise. Wei ! , It sounded reason-
a b l e to me. Anyway, if you're just 
dying to get airborne in your 
trusty Sopwith Je tranger , the 
g a m e will set you back 
£ 9 . 9 5 on cassette or 
£ 1 4 . 9 5 on disc. 

C O M P E T I T I O N W I N N E R S 

Here are the lists of winners for the 
competitions which appeared in the 
April issue. All three were very 
popular with a lot of correct 
answers, although not everyone 
could win. Those lucky readers who 
did should all be receiving their 
prize pretty soon, direct from the 
software houses concerned. 

TAU CETI 
The Correct Answers:-
1. Who was the first man in space? 
Yuri Gagarin. 
2. What is the speed of light? 186,000 
miles per second. 
3. Who wrote and sang space odd-
ity? David Bowie. 
Winners: 
Chax Wood Stcckport: Darren Ryder. Leigh ion 
Rjx/Atd. Hods; V Mohan. Glosscp. Eerbti; John 
Lloyd Southwater, W Sussex; Kelly Brown 
Dover; J North. Huthwuls, NolU; Mr C Tubbs. 
Drcmnch, Worcs: Chad Griffin. 8inr.ir.ghim; B 
Johns. Cumbr.H St«r«n Bat a ford. Swindon; Chris 
Seeker, N. York*. Paul Febry, Bristol; Robert 
Shepherd, Sutton-on Sea. Lir.cs; Simon Bloomer. 
Manchester; T Denyer, Ky> of boeitai£t, Roau-
Shire; J P Stunner KWIiligtUm. Mldo Elalfy, 
Salford, Lanes lames Hodson. Plymouth; T Singh, 
Wolverhampton John Oliver, Eder.bridgc. Kent; 
Nigel Impey. Higher Ferrers, Northan-.c: L D 
Heys HoÛ r̂ d; Trevor Howell, Runcorn, Cheshire. 
Master D Hill, Lciccster; Mrs A Sims, London E10 

KNIGHT GAMES 
The Correct Answers:-
1. Who was "unready'? Ethelred. 
2. What was the special name giver, 
to a jousting arena? A List 
3. Where v/as the Magna Carta 
signed? Runnymede 
4. How long did the 100 Years War 
last? We accepted i 15 or 116 years. 
5. At which battle did King Harold 
get an eyeful? The Battle of Hastings 
The winners: 
John Oliver. Cdenbridce. Kent; Kelly Brown 
Dover,; Brian Kelly Dublir. Hani King. Exeter 

Susan Williams, Faiia.<>iouch. R Wood*. Mableth 
orpe. Unas Richard Whiston. Ilomchurch; lan 
Steel, Oimbria. Christopher Jones Sssir.aslok*; 
Mr J Chapman. Grantham, Linda. Johnathan 
Hurst, WindlMlUUn. S u m y . Chad Griftln. Bir 
mingltfjn; Mike Dash, Herdord. Christopher Mor-
ris. Swansea; James Sanderson, Woking Ravel 
Chrzasziz Hastings. Ewea Roy. Argyll; Richard 
Clarke, Stafford; James Hodson. Plymouth; Kelvin 
BHbU. llxbridge; Ross Grater. Fife; Mr J Bass 
Peterborough Stuart Osborne, Dovar. Mark Hol-
landers, Manchester John Lock. York; M 
Girouard. T^cJworth. Surrey; D C Walsh. Chesh-
ire: C L Evans. Whitby. N' Yorks. Andrew 
O'Doiuiell, Reading; Rhys Jones, Pelerboiough. 
Jesse Arthur. Kealhlield, E Simaax Keith Pratt. 
Kent; Martin Button. Morj»th. Northumberland; 
Paul Holdeway, Stockport; James Mason Leice-
ster . Mr Poter Holbrook. Whfcam, E s » « . Matthew 
Mckeana, Trowbridge. D G Monk, LetgluoD Bu2-
card; Gavin Griffiths, S Glamorgan; Adam Berry. 
Norwich. M BenjaTmld. Wareham; Colin Mor-
rison, Perth, Scotland. Mr P Williams, Plymouth; 
Peter Small, Exatnr; Charles Joynson, Bradford; 
Beryl Rlppon, Warcmg-on: Richard Thompson, 
iUxtryarwyih. Dyiod; J F Palmer, Bouriwrnouih; 
J immy Carter Newcastle-upon-Tyne; Jenny 
Allen, Lifton. EeTon. 

STRIKE FORCE 
HARRIER 
The Correct Answers:-
1. What do the letters VTOL stand 
for? Vertical take off and landing 
2. Who was the most successful Ger-
man fighter pilot of WW1? Baron von 
Richthofen (the red baron) 
3. How fast in m.p.h. is Mach 1? See 
Re Action pages. 
Winners: 
M Shormer Bronlfty Kan:; Paul Walton. Tyne & 
Weai Mr Robin Dazgie, S Glamorgan; Nick 
Chaplin Maider-head. Berlcs Stephen Johnson, 
Newquay. Cornwall; Simon Hugh**, n«cmde. 
ClTryd; C Johnson, Binbtuy, Oxon; C 1 Smith. 
Goodwick. Dyfed lain Mclnryrc, Glasgow; Luke 
Barman. Akester. Warks: Mr G Buirski, Br-atol; 
Duncan Rippoa, Warnr.g1on: Mr L Walker. Liver-
pool; Jimmy Carter, Newcastle upon-Tvne; T De-
nyer, Roaa-Shlre; James Sanderson Wokir^l 
Wesley Chapman. Wolwyn Gaiden City, H*r*-
fyulHhiie, Matthew Maxwell, Bromley, Kaivi: 
Chris Seeker, Nunthorpe, N Yorks; Masier A Hill 
Hai-wpJ), Leicester; James Hobson, Plymouth 
Eddie Nicholl, Angus, Scotland; Robert Shepherd 
Suttor or. Sea; Aidan O'Hanlan. DundaUc, Eire 
Mark Richards. Ulveta:or,; Ben Lower. Wadhuisl 
Sussex, A Hill, Chsalure: S J Thorn. Bristol: Rick J 
Arte*. Horsham. Sussex: Sgt Williams, BFPO 24 
Simon Dunne. Newbury. Berks. John Koliy, Co 
Rosoommor.. Ireland; Che Wall. Maidstone. Kent; J 
H Cameron, HexhAir.; Mr P G Newman. Co 
Tyrone, N itetend; Nicholas Jackson, Suffoid: T 
DanieUs, Chottey, Lanes; Ben Tunstall, Wim-
bledon; Cerard Stockall, Cheshire: J Myles, Dur-
ham, K J Sandell Torpoutt, Comw^il; R 
McClenaghan. Liverpool; Matthew Hart. Sunon 
Co'.dliold; Sgt Bertram, BFTC. I Stool. Ulverston, 
Cumbria; Mr Tallis, Tlrnpcley. Cheshire; Jason 
Smith, CaldlCOl, Gwer.1; Stuart Osbome, Dovej, 
Dnvld Cooper. Wolverhampton; Liam Daley. T:<*-
mon. 
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If you've got an Amstrad with a disk drive, CPC or 
PCW, you've got CP/M. And that means you've got the 
potential to do a lot of very powerful things with your 
machine. But how? ANDREW WILTON looks at two 
releases which could breathe new life into your 
Amstrad. 

Book review for PCW 8256/8512 and CPC 6128 
T H E A M S T R A D CP/M P L U S 
A n d r e w R . M . C l a r k e & David P o w y s - L y b b e 
M M L S y s t e m s , £19 .95 inc P & P f rom NewStar, 0222-220573 

Production delays and similar p r o b l e m s a r e nothing n e w in the 
micro industry, but it's not just p r o g r a m s that fall victim to them. 

FOR BEGINNERS 
If you ' re new to CP/M Plus there a r e two quite distinct sorts of 
guidance that you need . On the one hand you want some 
information immediately - how to format discs, how to run 
programs, how to copy and r e n a m e files - without confusing 
technicalities getting in the way. On the other hand, you'll n e e d 
at some stage to find out what's actually going on and learn 
s o m e important genera l pr inciples . 

The authors r e c o g n i s e these two different needs , and c o v e r 
them both quite explicitly. The b e g i n n e r s ' guide starts off with 
genera l principles , but re fers the less patient r e a d e r to the 
s e c o n d "How to . . . " section. Skipping this first section means 
missing out on s o m e useful, v e r y low-level explanations. If you 
don't know what wildcards are , o r what a default is, this will b e 
requi red reading for you. T h e "How to. . . " section, on the other 

GETTING MORE 
FROM C P / M 

This b o o k was originally comissioned for Artisoft, and was 
intended for publication as SOFT 971 - indeed, the 6128 manual 
makes r e f e r e n c e to it as such. When Amstrad disposed of 
Amsoft, the book ' s authors w e r e left looking for a publ isher . 
Unable to get the b o o k into print b y any other means, they 
eventually published it themselves - and so h e r e it is. 

T h e r e is such a dearth of books on CP/M Plus, let alone on 
the Amstrad implementation of it, that any new title is welcome. 
Just how w e l c o m e this particular b o o k is d e p e n d s v e r y much on 
what you ' re looking for. 

T h e authors set out to tell you just about everything you 
could possibly want to know about CP/M Plus. This includes a 
potted history, a b e g i n n e r s ' guide, two major p r o g r a m m i n g 
sections and a s e r i e s of weighty a p p e n d i c e s also a imed at a 
programming readership . While the tale of CP/M's creation and 
development certainly makes interesting reading, the 
b e g i n n e r s ' guide is the first section of any pract ical value. 

hand, simply tells you how to do those things you'll want to do at 
first. 

Different writing styles suit different people . I found parts 
of the b e g i n n e r s ' guide a bit convoluted, but this is very much a 
matter of personal taste. The content, on the other hand, has 
some rea l prob lems . T h e authors m a k e quite unwarranted 
assumptions not about pr ior knowledge of computers they ' re 
v e r y hard to fault on this front - but rather about the hardware 
you have. 

The b o o k is supposed to b e for 6128 and 8256 owners but, 
inexplicably, assumes in numerous p laces that you have a 6128 
with two drives . To format a disk, for instance. "With the System 
Disk in dr ive A, insert the disk to b e formatted in dr ive B." 
T h e r e is no explanation of what you are to do if you only have 
one drive. In places , r e f e r e n c e s to dr ive B would p r o d u c e the 
right result with a s ingle dr ive - provided, that is, that you 
understand the way dr ives A and B both map on to the built-in 
drive. T h e r e ' s no explanation of this either, unfortunately. 
Besides , the whole point of the "How to . . . " section is that you 
shouldn't n e e d any technical understanding. 

G O O D N E W S 

• Useful information on C P / M Plus . 
• Vital t e c h n i c a l m a t e r i a l on the 6128 and 8256. 
• F r i e n d l y sec t ion for b e g i n n e r s . 

B A D N E W S 

• The t e c h n i c a l staff c a n b e v e r y h e a v y going. 
• M a k e s odd a s s u m p t i o n s in the b e g i n n e r s ' guide. 
• Not r e a l l y a b e g i n n e r s ' book a n y w a y . 

If there ' s one place you 're certainly going to n e e d a g o o d 
technical grounding, it's the programming section. T h e sections 
on BIOS and BDOS a r e just c r a m m e d with information, and it's 

CP/M PLUS 
If you've got o 61 2 8 or an 8 2 5 6 , 
you'll have got CP/M Plus "bund-

j led" with it - included in the price 
you paid, that is. Its proper name 
is CP/M v3.0 , but it's so different 

: from the old CP/M v2.2 that the 
I "Plus" tag has stuck. So what a r e 

these differences? 
CP/M Plus has a lot of ad-

I vantages over v2 .2 , not least in 
letting you change disc when you 
want - particularly useful if 
you've got a single-drive 61 2 8 . It 
also offers almost twice as much 
memory space for applications — 
the magical "TPA" — allowing 
larger and more powerful pack-
a g e s to b e written. 

These changes a r e very 
welcome, but they d o mean you 
need specific Plus documentation. 
This is especially true when it 
comes to the utilities on the CP/M 
system discs, many of which 
behave differently to their v2.2 
counterparts or a r e only to be 
found on CP/M Plus - hence the 
value of a book like this. 

The Free Software Handbook is 
available from: 
David Rubins Associates Ltd 
1 Canonbourne, Western Sub 

Edge, Glos, GL55 6QH 
Tel 0386-841181. (Access and 

Visa orders taken) 
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all good stuff. The problem is, you could have a j o b digesting it 
all. For one thing, even if you read and understood the Artisoft 
firmware guides you could still find a considerable jump in the 
level of complexity. For another, it's complex stuff anyway, and 
the authors don't really have the room to take their time over 
things. 

Not all the programming chapters are this formidable, it 
has to b e said. If you don't feel ready for CP/M at assembler 
level there ' s a useful chapter on high-level languages and their 
CP/M implementations, and a less useful appendix on BASIC-E. 
The technical side is w h e r e the book's real strength lies, 
however , so if you don't want that you probably don't want the 
book. 

Software-plus-book for all Amstrad disk owners, 
PCW and CPC 
T H E F R E E S O F T W A R E H A N D B O O K 
Piatt, Hatcher and Van M e t e r 
PeopleTalk Associa tes , £39.95 with 3 " disks or £18.95 book 
only. 

If you've got CP/M, you've got access not only to some first rate 
applications software but also to a vast array of public domain 
programs. The great thing about public domain is, if you like a 
program and find it useful you can make copies and give them 
to friends, legally. Because of this, a public domain - or " p - d " -
program can travel la rge distances. The problem then is 
documentation how do you know how it's supposed to work? 

W o r d of mouth is n e v e r very satisfactory, and sooner or 
later you're going to c o m e across something you forgot to ask 
about. Of course, the original authors of p-d programs have no 
incentive to document them. Often the authors are unknown, or 
the programs considerably modified by later users . The Texas 
firm of PeopleTalk set out to fill the documentation gap, and this 
book is the result. 

Of course, there are far too many p-d programs for one 
book to c o v e r more than a fraction of them. The authors have, 
therefore, p icked their 70 favourite programs to document. For 
each one you get a description of the program, together with 
details of operation. The writing style is chatty, informal and 
very friendly. The assumption throughout is that hackers write 
p-d programs but ordinary people use them. W h e r e the book 
has to get technical for a modem p r o g r a m and a selection of 
hackers ' tools - the explanations are kept c lear and reasonably 
simple. 

/AMSTR A& COMPATIBILITY 
Unfortunately, Amstrad owners with an interest in p-d have 
more than documentation to worry about. The little matter of the 
3 " disk format has prevented the normal flow of p-d from other 
machines at an individual level. User groups have b e e n the 
main force behind p-d on the Amstrad machines, so if you ' re not 
a m e m b e r of one you probably won't have many of the 
programs the book covers . 

Davis Rubin Associates, who distribute the book in this 
country, also offer the programs on 3 " disks. For most users, 
the book will only b e of any use with the disks so in a sense this 
is more a software review. Bear in mind, however , that these 
programs are public domain. If you can c a d g e copies off a 
friend, do so that's what the programs ' authors intended. In 
any case, you'll probably find the book helpful. 

The programs fall into various serious categories - applic-
ations, file management, communications etc. - but the first 
thing to mention is the games section. 

The g a m e s present quite a few difficulties, and not just 
b e c a u s e this is the Serious Software section. Most of them, and 
that means 15 programs out of the total 70 considered, a re in 
BASIC. The problem is, this means MB ASIC or something 
compatible - Locomotive BASIC just won't do. Mallard BASIC, as 
supplied with the 8256 and 8512, works just fine so PCW owners 
can have a whale of a time. If you own a CPC on the other hand, 
you probably don't have a suitable BASIC. That still leaves 

chess, othello and an enormous adventure all in .COM form. 

APPLICATIONS 
Serious programs form the majority, and some of them a r e v e r y 
useful indeed. If you run a shop, the inventory program FOOD 
could be just what you ' re looking for to k e e p track of your stock 
levels . As for any writers out there, they might like to try out 
SPELL-11. It's a spelling c h e c k e r complete with start-up diction-
ary, and compares v e r y favourably with commercia l alterna-
tives. Use this in conjunction with the p-d word count WCOUNT 
and you could save yourself a lot of effort, not to mention a fair 
bit of money. 

THE PUBLIC DOMAIN 
When a programmer writes a 
piece of software, he has an 
automatic copyright over it. 
Nobody else can make a copy of 
the program without getting his 
permission - which usually means 
parting with cash. 

Copyright doesn't normally 
lapse until 5 0 years after the 
author's death. Computers being 
fairly rare in 1 9 3 6 , you might 
suppose that all worthwhile com-
puter programs were still under 
copyright. In fact, this is not the 
case . Many benevolent program-
mers give up their rights to 

programs they've written, so that 
anyone can use and copy them 
quite freely. 

Surrendering your copyright 
over a program in this way is 
called "putting it in the public 
domain". There are now large 
numbers of public domain 
programs in circulation, many of 
them really quite old in micro-
computing terms. Nobody can sell 
the actual programs, though com-
mercial distributors will charge 
for copying, documentation and 
the disks themselves. 

On the disk management s ide there are utilities to squeeze 
and unsqueeze files, e r a s e and unerase, rename, transfer and 
index them. T h e r e ' s also a whole p a c k a g e of l ibrary utilities and 
a marvellous master catalogue program, either of which would 
help organise the most chaotic collection of disks. For hackers 
there are d e b u g g i n g and disk editing tools, a comms program 
and an input/output trap. 

Although these programs are not particularly new, and are 
therefore des igned to run on ear l ier versions of CP/M, most of 
them will still run under CP/M Plus. The handful that don't a re 
unfortunately of no use to PCW users , while 6128 owners will 
n e e d to dig out their CP/M 2.2 discs. And the classic Star Trek 
game STRTRK n e e d s an archaic dialect of BASIC which Mallard 
can't stand in for. Otherwise, there are a lot of rough e d g e s 
which quality commercial software would have had r e m o v e d -
but at the pr ice , that's hardly something to complain about. 

Whether this p a c k a g e is your kind of thing depends on 
what you're after. It does make CP/M interesting and fun, and 
that takes some doing. For PCW owners it offers entertainment 
and a g o o d set of utilities at a very reasonable pr ice . As for CPC 
users, there a r e much sl icker entertainments packages avail-
able to them e l s e w h e r e - but it still offers great value for CP/M 
users, on the serious side of things. In addition it offers a rare 
taste of the pioneer ing spirit that computing used to b e all about 
- or a touch of nostalgia, if you w e r e there. 

0 N E W 

• Fr iendly , helpfnl book. 
• 70 great p r o g r a m s , s o m e a l m o s t of professional quality. 
• The sort of utilities that a r e actual ly useful. 
• As m u c h fun a s C P / M c a n be. 
• A little p i e c e of his tory . 

B D N E W 

The software m a y be free, but the book a n d disks aren' t . 
• C P C o w n e r s can ' t run m o s t of the g a m e s . 
• P C W o w n e r s won't b e able to run s o m e of the 
applicat ions due to incompatibil i ty with C P / M Plus. 
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T H E C R A C K E R 
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COMMANDS 
Single letter commands are used to control and manipulate the 
sheet, but as you enter them Cracker displays the meaning of 
the commands in plain English. Thus, if you type "NF6E" the 
command line displays "New Format to b e 6 sig figs Exponent" . 
This translation comes up as you type the line, the idea being to 
let you spot mistakes even before you've hit return. 

This prompting philosophy is carr ied right the way through 
The Cracker. At every stage of the command process, all 
possible keypresses - including the return key, where appro-
priate - are displayed above the command line. When you're 
entering formulae, errors are reported immediately they are 
noticed - which usually means before you've hit return. 

Error messages are usually specific and helpful. If you try 
entering the nonsense formula "2/ + 2 " Cracker will b e e p when 
you type the plus sign, and display the message "Separate 
these operators" . There is even an error message - "outside 
worksheet" - to cover attempts to move the cursor off one e d g e 
of the sheet. This could b e taking things a little far I feel, but it's 
certainly a fair indication of the program's thoroughness. 

EXPRESSIONS 
This certainly shows a novel approach, but it's in its expressions 
vocabulary that The Cracker really shows originality. Most 
spreadsheets can manage numerical operators, trig functions 
and perhaps a little statistics. Scratchpad Plus went a good deal 
further than this, even coming close to programming with its 
IF...THEN construction - but The Cracker can beat this without 
even trying. 

Cracker formulae can include pi, e, logs, perms & combs, 
random numbers, Booleans, interpolations and just about any-
thing else you could ask for in the mathematical line. They can 
alter the contents of other cells quite freely, and the DO...WHILE 
construct gives them true program status. Logs can be natural 
or base 10, while angles can b e in d e g r e e s or radians. 

Though there are a few functions of a financial nature, it 
should b e clear from the above that the intended market is 
scientific, engineering and mathematical. The fact is, spreadsh-
eets have always had the potential to serve as valuable tools in 
these fields, held back only b y the lack of the necessary 
expressions. 

Another strong feature which it shares with SuperCalc 2 is 
the ability to sort rows and columns either numerically or 
alphabetically. This means the program can b e adapted for use 
as a small database, and can b e extremely powerful in applic-

P C W 8256/8512 ox C P C 6128 
Software Technology / NewStar, £49.00 disk 

P05(}2), 

6 
C.5000C00> 
0.7071068! 
L.732050S: 

H. 536 W . 
72.54J396?! 
26.5650512'. • 

0.5000000! 

0.70?1066! 
1.7320506! 
0.201357*1 
1.2661037! 
0. <636*76 

If I told you The Cracker was a spreadsheet, you'd probably 
start thinking of it as a financial tool. Well, it i s a spreadsheet -
but normal budget calculations don't even scratch the suface of 
it's capabilities. It is intended to bring spreadsheet power to 
maths, scientific and statistics applications. 

Right from the word go, it's obvious that The Cracker is 
unusually complex for a spreadsheet . You can't just start filling 
in the sheet, because there isn't one at first. You have to create 
the sheet from scratch, adding columns and lines as you see fit. 
For each column you'll have to specify the width you want it to 
be , and the default data type you want each cell to contain. This 
gives you a great deal of control over the layout of the sheet, 
but is far too long-winded for simple budgeting or the like. 
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ations where both calculation and sorting is required. 

APPLICATIONS 
Quite what you do with a flexible tool like The Cracker is very 
much up to your imagination. The manual suggests using it to 
solve simultaneous equations, and similar problems, iteratively. 
This can b e done either by forced recalculation or by the use of 
DO...WHILE loops - it's up to you. There isn't quite the 
numerical range that you'd get from a scientific calculator -
you're limited to plus or minus 1E38 - but accuracy to twelve 
decimal places will probably make up for this. 

The sheet format is so variable that normal measures of 
maximum size don't mean a great deal. The best yardstick is 
probably free memory, and that runs to just under 17K on both 
the PCW machines and the 6128. That may sound a bit thin, but 
it's probably more than adequate for its intended applications, 
especially as the memory is used efficiently. While a financial 
spreadsheet needs to mundane things to vast quantities of data, 
The Cracker can do very impressive things with smaller 
quantities - and that's exactly what you need for mathematical 
purposes. 

Working entirely in memory, the program is fast even in 
auto-calculation mode. Of course, any really time-consuming 
number crunching can b e left running in a DO...WHILE loop 

while you go off and make a cup of tea. 

DOCUMENTATION 
The manual is well presented and clearly written. It falls into 
two parts, a tutorial and a reference section. The tutorial is 
friendly and straightforward, with a wealth of examples and 
screen diagrams to help clarify things. The reference section is 
thorough and well set-out. This is just as well, for I suspect that 
the typical Cracker user will feel more at home with a reference 
section than a tutorial. 

0 0 D N W 
• Crammed with powerful expressions. 
• Many of the features of a programming language. 
• Lots of on-screen help. 
• Good documentation. 

B D N E W 
• Very complex compared to a normal spreadsheet. 
• Non-programmers m a y have difficulty getting the most out 
of it. 
• Can only handle 17K of data. 

M I C R O F I L E 
C o r nix Software £19.95 c a s s , £24.95 disk 
C P C 464, 664, 6128 

It is easy these days to get applications which are more 
powerful, complex and costly than you actually need . If you're 
looking for a simple cardbox to run your mailing list or 
organise your stamp collection, Microfile represents a simple 
no-frills alternative to a full-feature database. 

The program is written in BASIC, but there 's no need to let 
that put you off. More significantly, the BASIC is unprotected -
even on the cassette version, the manual strongly encourages 
you to make back-up copies. Many cassette users would 
consider this an unnecessary precaution, but it's nice to have 
the choice . 

In use, the program is extremely straightforward. Records 
can have up to 15 fields, which should b e enough for most small 
applications. The set-up procedure is very simple, as the card 
has a fixed format. 

Records can b e added, browsed through or deleted in the 
normal way. Initial entry and subsequent alterations are made 
v e r y easy b y the friendly record editor, which gives access to 
the record as a whole rather than the fields individually. 

The search is easy to set up either on one field or several . It 
always distinguishes between upper and lower case, but this 
can b e turned to your advantage with a little effort. Similarly, 
the sort routine puts capitals before lower case letters and has 
no numerical option. It does, fortunately, have a surname 
handling facility so John Smith's entry can b e printed out as 
" John Smith" but still go in with the other Smiths for sorting 
purposes. 

Sorting is the only area where the speed of the BASIC is a 
real drawback - it's also the only area where the program is 
really oversimplified. On the s p e e d front, however, 464 owners 

have a more general problem. Every so often, the program has 
to stop for a " g a r b a g e collection". This is a result of the 464's 
older BASIC and does not occur on the 664 or 6128. 

The disk version of the program uses the disk to store 
sections of the file not immediately in use, so that file size is 
limited b y disk space rather than available memory. This has 
drawbacks in terms of speed, but nothing too drastic. The odd 
thing about the disk system is that it only allows one file p e r 
disk. I don't really s e e the need for this. Given the nature of the 
program it's pretty unlikely that you'll b e creating disk sized 
files with it, so you could end up wasting quite a bit of disk 
space - and that's expensive these days. 

The manual is very friendly, and explains the concepts 
behind databases very simply and clearly. It's also got a lot of 
good ideas on turning the program's limitations to your advan-
tage. The only shortcoming is in the order it explains things - it 
doesn't immediately tell you how to get started. That said, it's 
not really intended for people who want to get stuck in straight 
away. Rest assured, it does tell you everything you need to 
know in due course. 

• Extremely easy to use. 
• Documentation is friendly and well thought out 
• Files can be as big as your disk. 

• A bit pricey for what it is - Mini Office or Office Mate give 
better value. 
• Takes its time over some tasks. 
• Needs a separate working disk for each application. 
• Too limited for some jobs. 
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S p e l i n g 
C H e k k e r s 
Ace speller Pete Connor finds out just why he needs Arnor's Prospell 

Arnor's Pro text is one of the more popular Amstrad word 
processors ; this companion spelling checker deserves to enjoy 
similar success. In fact, more success, since you can you use it 
with just about every other word processor around - this article 
has b e e n written with Wordstar and checked quite easily using 
Prospeil. 

Prospell's two most apparent virtues are the size of its 
dictionary and the speed with which it searches: it contains 
32.000 words ( before you've added any) and runs through text 
at a rate of about 2,000 words per minute. Not bad for a dumb 
machine, especially when you consider that yer average uni-
versity graduate would only have a vocab of around 20,000 
words and certainly couldn't spot spelling errors at ProspeWs 
rate. 

Another advantage of Prospell is that it is available on ROM, 
thereby giving virtually instant access to its services. However, 
for the purposes of this review we used the disk version, so all 
that follows has been gleaned using that version only. 

Spelling checkers 
The thing to b e a r in mind when 
using spelling checkers is that 
they can' t d o everything for you. 
They can only query words that 
don't feature «n their dictionary, £ 
so the b i g g e r the dictionary the 
more efficient the checker. 

A spelling checker Isn't 
intelligent - not even artificially. 
It won't understand your text , v 
and won't b e a b l e to consider 
words in context . For e x a m p l e , if 
you mistype and as ad, Prospell 
will not query the result since it 
contains ad in its d ic t ionary—p 
presumably for advert isement. 

W h a t checkers have over 
humans Is thoroughness and 
bet ter concentration. As any 

journalist could tell you - and you 
only have to r e a d Amitrad Action • 
to test this - it's very difficult 
indeed to spot every mistake in a 
p iece of writing, especial ly those 
niggling typos such as adn, hte, 
wrodeic. You can b e pretty sure 
o spelling checker won't fust skip 
p a r a g r a p h s that a r e too boring 
to r e a d . 

A further virtue is the 
opportunity to c r e a t e specialist 
dictionaries. You might, for 
instance, write the occasional 
article on G r e e k architecture. In 
this c a s e you could have a whole 
dictionary which would check only 
for words such as Doric, peristyle, 
caryatid etc. 

Prospell is loaded very simply, whatever the word pro-
cessor you are using. With Protext, you first load the wp and 
then the spelling checker . With other programs you first load 
the Prospell program disk followed by the dictionary (on the 
other side). Then you load up your text file. 

Entering SM will produce the menu, from which you will 
first want to choose D if you are not using Protext. You can then 
run a straightforward check a file by pressing S and typing in 
the file name. 

And off it goes, at its 2000 wpm. When it finds what it 
suspects of being a deviant - a word that is not in its dictionary 
the word will appear accompanied by a question mark. You 
now have five options. 

S will allow you to store the word in ProspelFs dictionary, 
always presuming that it's one you think is worth storing. If you 
don't want to take any action on the word. I instructs the 
program to ignore it. 

If there's a mistake C allows you to change the spelling. 
Part of the text is displayed with the offending word high-
lighted. It can then b e edited or rewritten. 
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V allows a word to b e viewed in context, though it doesn't 
allow you to alter it. It's a particularly useful option for 
abbreviations and the like, whose meaning is only clear in the 
their context. 

L is the 'Look up spelling' option. If a word whose spelling 
you are unsure of comes up, this command will make Prospell 
search through its dictionary and come up with lookalikes that 
might fit the bill. So. when I ran through the first few paragraphs 
of this review Prospell came up with yer. I entered L and the 
program came up with such suggestions as yet, yen, yea etc. 
Could b e very useful. 

The main menu offers several other choices. T is an 
alternative to S, and will give you a 'Two pass' check: instead of 
stopping at each unrecognised word, the whole file is checked 
giving you a list of words at the end that can then b e dealt with 
one by one. You thus avoid having to watch the screen all the 
time. 

The two screen pass also gives you the option, after the first 
pass, of checking with another dictionary. You might, for 
example have built up several small dictionaries of technical 
vocabulary which you would not want in the main dictionary. 

Creating dictionaries is a simple matter. You can, of course, 
just add words to Prospell's existing list. This contains just over 
32,000 words and occupies 7 7 % of disk space, so there's plenty 
of room for expansion. A completely new dictionary can b e 
created with the I command, which will turn a blank disk into a 
formatted dictionary disk with its own name. Should you find 
any mistakes in your dictionaries - you might, for instance, 
misspell a word when adding it to a list - you can correct them 
easily by using the command E for Edit. 

D N W 

• V e r y f a s t - a n d n o f u s s . 
• L a r g e d i c t i o n a r y - 3 2 , 0 0 0 w o r d s . 
• C a n b e u s e d w i t h m o s t w o r d p r o c e s s o r s . 
• C l e a r d o c u m e n t a t i o n . 
• E a s y to a d d to e x i s t i n g , o r c r e a t e n e w , d i c t i o n a r i e s . 
• A v a i l a b l e o n d i s k o r R O M . 

B N W 

• N o t c h e a p . 
• W o r k s b e s t w i t h t w o - d r i v e s y s t e m . 

The Verdict 
ProspeHi doesn't- coime c h e a g & c t 
£ 2 4 . 9 5 on disc and £ 3 4 . 9 5 on 
ROM, but it real ly Is an excellent 
program. It d o e s just a b o u t 
everything could v ^ n f of 
software, and a little b i t more. 
Extras, for instance, include a 
facility to ^ d r c h i . ^ i ^ n a g r a m s 
and to find word patterns with 
the use of 'wild c a r d ' characters -
both of them a boon for a t least 
the crossword puzzler. 

It's fast - very fast- - flexible 
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writing colour, Creating new dic-
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Does your micro chat to 70,000 people across the UK? 

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

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

Could your micro send and receive telex's worldwide? 

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

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

N O ? Shame! 

J f g g f 

/ 

Micronet 800 
8 Herbal Hill, London EC1R 5EJ 

Telephone: 01-278 3143 

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

Name 

Address_ 

.Telephone No_ 

Age. Micro. 

j 
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O F F I C E M A T E 
Gemini, £15 cass , £17.50 disc Mate 
O F F I C E M A S T E R 
Gemini, £25 c a s s / d i s c 
C P C 464, 664, 6128 Master 
Andrew Wilton looks at twin programs from Gemini. Do they pose a threat 
to Mini Office 2? 
These two Gemini packages might owe a fair bit to 
Database's Mini Office in terms of name and price tag, 
but they have more of an accounting slant to them. 
Office Mate consists of a database and report gen-
erator, a home accounts package and a graph/chart 
plotter. Big brother Office Master has all these, plus the 
business orientated Cashbook, Final Accounts and 
VAT File. 

• OFFICE MATE 
The Mate database is a conventional cardbox, and working only 
in memory you'll b e restricted to around 13K of data. This isn't 
too serious, so long as you stick to the sort of applications 
Gemini suggest - catalogues of collections, or small mailing 
lists. Disc users, however, will miss the extra capacity the Mini 
Office II database would offer them. 

If Mate can't handle enormous quantities of data, it can 
certainly offer you flexibility. Rather than having the usual 
fixed-length fields in a standard format, your record cards can 
take any form you like. You can put text and fields anywhere 
you like and the fields can b e any length up to 160 characters. 

Once you've built up your mailing list or whatever, there 
are plenty of commands to let you use the information. The FIND 
command is a little unfriendly if you've never done any BASIC 
programming, but it is very powerful. If you want to find all 
those stamps in your collection that are blue, worth less than £5 
and originate in Peru or Bolivia, FIND can do it. Another 
powerful feature is the CALCULATE option, which can handle 
numbers or text. Again, you'll need to know some BASIC to get 
the most out of this. 

To print out your data you can make do with the PRINT 
command, but you can achieve much more with the separate 
report generator program. This can handle anything from 
simple labelling up to a crude-but-effective mailmerge. If you 
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want to send out an individualised mailshot, this can do the job -
and you don't even n e e d a word-processor . 

The other major feature of Office Mate is the home accounts 
package. This was reviewed in the February issue of AA as a 

stand-alone package, and is effectively unchanged. The inclu-
sion of the graph/chart plotter as the fourth component of the 
package means that you can present your bank balance figures 
as bar, line or pie charts and then dump them to a Mannesman 
or Epson-compatible printer. 

• OFFICE MASTER 
As well as the above four programs. Master includes a suite of 
business accounting programs which, as with the home ac-
counts, were previously sold separately. There is a major 
change here , not in the programs themselves but in the value 
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for money they represent . The disk version of the suite would 
have set you back almost £100 at the start of the year, while now 
it's less than £10 on top of the basic Office Mate price. 

At £100, the documentation was thin and the programs 
fairly unfriendly. Being written in BASIC and having poor error-
trapping, the suite was hardly up to the professional standards 
the pr ice tagsuggested. As part of a budget package, it can b e 
forgiven these shortcomings quite easily. It does the job, and 
that's got to make it worth the money - provided it's a job you 
really want to computerise. Much the same goes for the 
packages as a whole. If you want the individual programs, the 
package is remarkable value - but, database aside, the 
programs aren't generally useful in the Mini Office //sense. The 
home accounts in particular are fairly inflexible, and I really 
miss the at-a-glance access to the figures you get from a 
spreadsheet . Also, the documentation is very short on friendli-
ness. If you don't really know what a database can do for you, or 
what a record is, the manual doesn't explain. 

0 0 0 N W 

• Good value for m o n e y . 
• Nice database, and s o m e powerful accounts p r o g r a m s . 

B N W 

• Not v e r y friendly. 
• Documentat ion is unhelpful. 
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BRITAIN'S BEST VALUE 
COMPUTER HARDWARE 

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

Take your pick from the 
biggest and best range of 
professional software for the 
AMSTRAD. Accounts, Payroll 
Invoicing, Data Base Management 
and Communications programs, 
all simple to use but highly 
effective and yours from as little 
as £69.99 incl. VAT. For the cost-
conscious small business, there's 
no better bet than Sage. What's 
more, you don't need to be a 
computer buff to put our 
programs to work. We give you 
90 days direct after sales support 
absolutely free, and for a modest 
annual payment we'll provide 
ongoing support, including free 
program updates. (Try asking 
some suppliers of higher priced 
software how much support 
they offer!) 

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

dKI IMN 5 
BEST VALUE 

• ACCOUNTS The original SAGE 
accounting system to automate your 
bookkeeping. £ 9 9 . 9 9 iricl. VAT 
• INVOICING Automatic invoice 
production linked to a stock 
recording system £ 6 9 . 9 9 incl. VAT 
• ACCOUNTS PLUS 
SAGE accounts combined with 
Invoicing and linked directly to your 
ledgers. £ 1 4 9 . 9 9 incl. VAT 
• PAYROLL An effective, 
easy-to-use system to automate wage 
calculations, pavslip printing etc 
£ 6 9 . 9 9 incl. VAT 
• COMBO PACK The SAGE 
Accounts and Payroll programs in a 
money-saving package £ 1 4 9 . 9 9 
incl. VAT 
• S U P E R COMBO Accounts, 
Invoicing and Payroll at a saving of 
£39.98. £ 1 9 9 . 9 9 incl. VAT 
• SAGE RETRIEVE The electronic 
filing system to organise your 
records and produce reports and mail 
shots £ 6 9 . 9 9 incl. VAT 
• CHIT CHAT, E-MAIL A special 
version of this top-selling program to 
connect you to electronic mail systems 
like Telecom Gold, One-to-One, etc. 
Includes free One-to-One mail box 
worth £50. £ 6 9 . 9 9 incl. VAT. With 
V21/V23 modem and cable £ 1 9 9 . 9 9 
incl. VAT. 
• CHIT CHAT, VIEWDATA This 
version of Chit Chat gives you access 
to Prestel and other information 
systems £ 6 9 . 9 9 incl. VAT. With 
V21/V23 modem and cable £ 1 9 9 . 9 9 
incl. VAT. 
• CHIT CHAT COMBO Save 
£39.99 with this combination of our 
E-Mail and Viewdata programs. 
£ 9 9 . 9 9 incl. VAT With V21/V23 
modem and cable £ 2 3 9 . 9 9 incl. VAT. 
• MAGIC FILER A unique 
cataloguing system for high speed 
filing and recall of text information 
£ 6 9 . 9 9 incl. VAT. 

FOR MORE INFORMATION 
Fill in the details below and post toc 
Sagcsoft pk\ NEI House. Regent Centre, 
Gosfcrth. Newcastle upon Tyne NE3 3DS. 

NAME 

C O M P A N Y 

P O S I T I O N 

A D D R E S S -

P O S T C O D E 

T E L . N O 

® ORDER BY PHONE 

SAGE 
Holdws of ACCESS and B a r d a y c a r d can 
order by 'phoning Tyneside (091) 284 7077. 
Please allow 28 days for delivery. 
BETTER SAGE THAN SORRY | 
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DISC HACKING 
Reviews of two big-claim utilities - controversial, yes, but are they any good? 

L O C K S M I T H 
Beebugsoft, £13.95 c a s s , £16.95 disc, £29.95 R o m 
C P C 464, 664, 6128 

While their previously released Disc Demon only skirted the 
issue of back-up copies/piracy, Beebugsoft are putting them-
selves right in the firing line with this one. It's an unashamed 
copier-cum-deprotector, and as such it's going to get a few 
people rather hot under the collar. 

As in Disc Demon the routines making up the package are 
implemented as bar commands, but can b e called up from a 
menu instead if you can't remember the exact name or you're 
just feeling lazy. The cassette and disc versions reside in 
memory, lopping a hefty 1 IK off the user RAM. This shouldn't 
cause too much of a problem though, as you're highly unlikely 
to want these utilities while you're programming. 

The commands start off with four different file transfer 
routines covering all the combinations of copying to and from 
tape/disc. These are all fairly simple p ieces of work - the tape 
routines can only read standard files with headers, while the 
disc routines need CAT-able files to work on. 

You can avoid the disc limitation easily enough by using the 
BACKUP command. This copies the entire disc, and very rarely 
fails to work. Rather less reliable is the command HCOPY. This 
is supposed to transfer headerless tape files, but works only 
with certain provisos. Firstly, the file must have b e e n written 
using the firmware headerless save routine. Secondly, you have 
to know the sync byte used. If neither of these conditions makes 
any sense to you, you'll have an interesting time trying to copy 
headerless files. 

The first condition essentially means that Locksmith can't 
handle turbo or flash-loading files, and the second means it 
could take quite a bit of work to make it handle any headerless 
files at all. 

The remaining commands include a BASIC deprotector, a 
header reader and a tape speed utility. A pretty uninspiring 
package then. If you're a bit of a hacker and can lay your hands 
on a disassembler, you could get the system going quite well -
but then if you're a hacker, you could probably write at least as 
good yourself. 

M A S T E R D I S C 
Siren Software £12.99 disc only 
C P C 464, 664, 6128 

This Siren package really does offer you quite a lot for your 
money. There 's a sector map and editor if you want to mess 
around at the byte level, a directory editor if you've got a spot 
of unerasing or file protection to do, and a pair of header 
readers for the hackers amongst you. If you're scared of CP/M 
you might enjoy the file transfer and disc copier routines, while 
speed freaks will appreciate the high speed formatter. 

All of these (and a few more besides) a re called up from a 
central menu, and on-screen help is available if you need it. 
This tends to b e useful if a little terse, and contains stern 
warnings not to infringe copyright on all the appropriate 
routines. 

If Siren are keen to discourage you from copying other 
people 's software unfairly, they make absolutely certain you 
can't mess around with theirs. The various Master Disc routines 
can all recognise their disc, and refuse to work on it! 

The routines are generally well thought out and work quite 
satisfactorily. My main grumble would b e that abandoning a 
routine half way through can b e extremely difficult. Also, one or 
two routines aren't quite as well error-trapped as they might 
be . Notable among these is the disc copier IMAGE which 
doesn't check to s e e that there's a disc in the drive before 
starting to function. 

• Software houses needn't lose too much sleep. 

• At best the utilities are rather weak. 
• Headerless files will take a fair bit of fiddling. 
• Can't even touch turbo-loaders. 
• Not terribly ethical. 

• A dozen utilities, many of them very useful. 
• Quite a fair price. 
• Good on-screen help. 

• Several of the routines only duplicate C P / M utilities. 
• Can be difficult to exit at times. 
• Poor error-trapping in places. 
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Arnor, £24.95 disc, £34.95 R O M 
C P C 464, 664, 6128 

The Verdict 
t h e md«y programs up considerable , but as 
appeal ing features, especial ly its you would e x p e c t , is b e t t e r a t 
s p e e d o f compilation, a n d the I speeding up calculation and 
compactness of the programs it program logic than graphic-
produced Ttirtx* is b e t t e r sal ted tntensiva programs such a s 
to compiling programs written $ f § | g a r . e s / though, 
with compilation in mind, than to the difference can b e quite 
converting existing BASIC soft- marked. W e i i worth the asking 
ware , it can s p e e d your BASIC price. 

MAIL MERGE 
Often, you want to send 
several p e o p l e near^dertticaJ 
letters, only varying their o d -
dresses, n a m e i a fe $ 
small details. This would norm-
ally mean hours of mindless 
d r u d g e r y o r sending out 
photocopied letters wlth^ the 
differences obviously t y p e d in 
a f terwards . • " | 

Moil m e r g e programs 
take this j ob off your hands. 
All you need to d o is to write 
a template document - that is, 
ait the bits of the letter v^tJeh 

mmmm 

• Handles a large subset of A m s t r a d BASIC keywords. 
• Compiles v e r y fast, in a single pass . 
• P r o d u c e s stand-alone code, which m a y be m a r k e t e d 
without royalt ies (though a copyright m e s s a g e would be 
appreciated!) 

and o data fife of all the 
addresses , names and other 
details. The program wifl then 
print out copies of the temp-
late, inserting the details from 
the d a t a file in the appropri-
a t e places . 

The result is a persona-
lised letter which, because it 
all prints out in one g o , shows 
no signs of insertion. More to 
the point, if takes very little 
effort on your part , for the 
s a m e d a t a files can often b e 
used with different templates. 

• Adds only 2-3K to a typical BASIC p r o g r a m . 

• Can't compile p r o g r a m s longer than about 12K, even 
disc-to-disc. 
• Doesn't handle floating-point num bers . 
• Won't handle extra keywords of BASIC 1.1 (as used on 
CPC6128) . 

There are two ways of compiling a program using Turbo. Either 
way, the first thing you do is to load the compiler into memory. 
This is straightforward, and when you run the compiler, it asks 
where you want it located in memory. You'll only need to 
change from the default if the program you want to compile is 
particularly long. If it's under 8K, you can type it in or load it 
from disc as normal, with the compiler in memory. You can edit 
or run the program just as if the compiler wasn't there, but 
typing | COMPILE will call in the compiler and produce a 
machine-code version of the program. You can then run this b y 
typing RUN, and note the difference in speed. 

If your program is longer than 8K, you can still compile it 
by loading the original from disc and saving the compiled 
version back to disc as another file. This method allows 
programs up to 12K to b e compiled. 

You can combine compiled programs with interpreted 
ones, calling the compiled sub-routines as you might any other 
section of machine-code. You can even pass values to and from 
compiled sub-routines. This is important, since Turbo has no 
facilities for file handling. This makes it difficult to use in 
programs such as databases or spreadsheets. 

The documentation supplied was in draft form, but s e e m e d 
fairly comprehensive. I would have liked a few more facts and 
figures, and a list of keywords not supported, (the extra 
commands available from BASIC 1.1 are unsupported, for 
instance). 

In comparison with Ocean's Laser Compiler, Turbo has 
three main advantages and one disadvantage. It compiles 
considerably faster than Laser, taking only a few seconds even 
when compiling from and to disc files. The compiled program is 
a good deal shorter than the Laser version, meaning you can 
cope with longer 'originals'. Finally, it's ten quid cheaper than 
the Ocean offering, which may well make the difference. What it 
doesn't have is all the tie-ins with Laser BASICs sprite routines, 
so for compiling games you may b e better off with Laser. It's 
really a question of tailoring what you buy to what you need. 

If you use Arnor's speedy Protext word processor, you may b e 
interested in this useful set of extensions. The package offers 
mail merge and, on the ROM version, some very nice improve-
ments to Protext as a whole. It must b e emphasised, however, 
that Promerge can only b e used with Protext. 

The mail m e r g e facility is implemented as a set of ad-
ditional stored commands. These define how information from 
the data file is to b e m e r g e d into, and affect the printing of, the 
template document. The way in which they work is easy enough 
to grasp, provided you're a bit of a programmer. If you've 
never done any programming, however, you could have a 
problem with concepts like variables and conditions. They do 
give a great deal of power and flexibility, but only at the price 
of confusion for some. 

As for performance, this is quite impressive. Documents 
can b e inserted, passages or whole documents printed con-
ditionally and data items manipulated. Into the last category 
come such things as extracting a surname or title from 
someone's full name, or the county from an address. Used with 
conditional printing this could mean, for example, sending a 
modified letter to all those on the mailing list who are women 
and live in London. 

The ROM version, Promerge-1-, also has some very useful 
features such as background printing that is, printing a file 
while doing other tasks with the computer - and full-scale cut 
and paste. These really do beef Protext up considerably, and 
makes the system as a whole that much more attractive. It's a 
real shame, then, that Arnor couldn't either include these on the 
disc Promerge or build them into a new improved Protext. As it 
is, these slick features will cost you £75 from scratch, and that's 
assuming you've already got a ROM board. 

G O O D N E W S 

• Powerful mai l m e r g e facilities. 
• I m p r e s s i v e ext ras on the ROM version. 

B A D N E W S 

• Only works with Protext. 
• Compl e x c o m m a n d sys tem. 
• E x p e n s i v e for what it is. 
• Documentat ion is on the weak side. 
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LUCAS FILM GAMES 
PRESENTS 

C& 1986 LFL AMSTRAD VERS ON SHCV\ \ 

OUT NOW ON SINCLAIR ZX SPECTRUM 48 & 128 AND AMSTRAD CASSETTE & DISK 
ALSO AVAILABLE ON ATARI CASSETTE & DISK AND COMMODORE 64 CASSETTE & DISK. 

"Act ivson Home Computer Software TM' is a registered trademark o1 Aclivision. Inc. 
TM & © 1986 Lucasfilm Ltd. AO Rights Reserved Lucaafilm Games, Rescue on Fractalus! and all elements Ot the game fantasy are trademarks of Lucasfilm Ltd. Used under authorization 
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Seikosha SP-1000A 
£190-210 
Having said that the PCW printer supplied b y Amstrad is not the 
most rugged of machines, it is still m o r e than adequate for most 
home needs. The mechanism is manufactured b y Seikosha in 
Japan, and is supplied to Amstrad with v e r y little in the way of 
controlling electronics . The controls a r e provided on the main 
circuit b o a r d of the 8256/8512. 

The SP-1000A u3es the same mechanism as the PCW 
printer, but with the necessary controls for connecting it to an 
'ordinary 'micro . 

The printer again uses Epson control codes and offers ail 
the features of an Epson machine, together with NLQ print. The 
print head is a very lightweight unit, which means that the print 
is not as dense as it might b e , but also means that the printer is 
quiet. It will print graphics using a standard Epson print dump 
and may b e sent user dofined characters for alternative charac-
ter fonts. 

The printer c o m c s with a clip-on tractor, so you can use 
single sheet or fanfold paper . If you ' re feeding it s ingle sheets , 
they are automatically fed into the right position b y pulling 
forward the bail-bar. Print s p e e d is around lOOcps, and the DIP 
switches are easily got at by removing a polythene plug on the 
back of the casing. 

The manual is well written, well printed and c o v e r s the 
printer 's features concisely, Seikosha have a good quality, low-
cost printer in the SP-1000A. It may not b e as fast as some others 
these days, but still packs a lot of features p e r pound. 

Many Amstrad owners wi l l naturally think of Amstrad 
when they start looking for a printer to add to their 
micro. While the DMP 2000 is a good low-cost 
machine, there are other choices. Several of these offer 
advantages over Amstrad's printer. 

Choosing a printer isn't just a question for CPC 
owners, either. Although the PCW8256/8512 comes 
with its own printer, this is not a particularly robust 
mechanism and, even in its high-quality mode, may 
not give good enough type for some uses. If you 
decide you need a daisywheel print, or a tougher dot-
matrix printer for your PCW, you'll have to remember 
one thing - Amstrad's word processor has no connec-
tor for a printer other than the one supplied. Printers 
are normally connected via a Centronics parallel port 
or an RS232 serial port. Neither of these is supplied 
with the PCW, but you can add a bolt-on box, called 
the CPS 8256, which provides both for £70. 

And so to the printers in this survey. It's by no 
means a comprehensive list but is intended more as a 
cross-section of useful machines which you might 
consider as alternatives to the DMP 2000. Each has 
something to offer. Prices are not exact - you have to 
shop around when buying printers. 

Carrot surveys the printer alternatives to The indefat igable Bertram 
Amstrad's DMP 2000. 

Kaga Taxan KP-
810/Canon 
PW1080A 
£200-230 
The reason these two machines are lumped together is that they 
both use the same mechanism and offer identical facilities, but 
in slightly different b o x e s . I'll refer to both machines as the 
Kaga. 

The Kaga rose to fame as a c h e a p e r option for those 
wanting an Epson FX80. The printer is v e r y Epson compatible, 
providing all the same control codes and facilities, in addition to 
a useful NLQ mode, not supplied on the standard FX80. 

It will print in any of Epson's graphics modes, using the 
same printer dumps. You can add an 8K RAM chip so you can 
send the printer a redefined character set from your micro. 
This means you can print in just about any typeface you choose . 

The Kaga prints at 140 characters p e r second in draft mode 
and 24 cps in NLQ. This is a fair turn of speed, and certainly 
quite a bit faster than the DMP 2000. 

The printer can handle single sheet, fanfold or roll paper as 
standard. The DIP switches are located on the main circuit 
board, and you have to remove the top of the case to get at 
them. The procedure is well explained in the 180 p a g e manual, 
but it's a pity the thought that went into this couldn't have b e e n 

put into the physical design of the circuit b o a r d as well . Printing 
is pretty quiet by dot-matrix standards, and the Kaga a p p e a r s 
v e r y sturdy. A machine which is unlikely to g ive you any 
trouble over many years of hard serv ice . 
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; Dump. t o o k :320 . 4 2 s e c is 
j This i & t- a n ci a r d P :i. c a t-y p e f a & 
This is condensed Pi-:a print. 
This i . s standard Elite typeface 

; T h i ss is- e n 1 a m cj e ci Ei 1 x t - e m x n 1:- . 
This is emphasised Pica print. 
This i s doub1e-stri ke Pica pri nt. 
Thi s i & the i i a i i c Pi c a t yp& f a c . 
This is proportionally---spaced Pica t-ypefae ; r'r. i 1 t . f i e a u p t t P f l c r l p t t o n t 

r»-> a. x an t,«&• fc>va c: v i p:« T o n "t. . 

IhJJL. i s unde r 11 ned P xc a p r i. nt. 
This is the near letter quality <NLQ) typef ace. 

Sample prjfifout^rom the Seifcoiha'SP • 

Dump t o o k 3 2 0 . 5 3 s e e s 
T h i s i s s t a n d a r d P i c a t y p e f a c e . 
This is condensed Pica print. 
This i s standard E l i t e type face . 
T h i s x ^ e n l a r g e d E l i t e 
T h i s i s e m p h a s i s e d P i c a p r i n t . 
T h i s i s d o u b l e - s t r i k e P i c a p r i n t . 
This is the italic Pica typeface, 
This i s p r o p o r t i o n a l l y - s p a c e d P ica t y p e f a c e . 

i p t 

p r ~ x n t . 

T h 1 m X m T ont 

T h i * 1 fc M •• s u b u c r l p t f o n t . 
Th i s i s under 1 i ne?d_ Pi_ca pr i n t 

T h i s i s t h e n e a r l e t t e r q u a l i t y ( N L Q ) t y p e f a c e 

Sampfe »riot<wt from ihe Kaga Taxon 

Printer features to 
look for 
If you're buying o dot-matrix 
printer, try and choose one which 
is Epson compatible . Epson had 
such a h e a d start at making 
printers that their designs have 
become an industry 'standard' , 
lots of software is written to run 
with Epson features, and buying 
a printer which offers the same 
facilities will ensure you have a 
wide choice of usable programs. 

Similarly, if you're buying a 
daisywheel printer, check that 
s p a r e ribbons and daisywheels 
a r e ava i lab le . Two big names in 
the field a r e Qume and Diablo, 
and several manufacturers use 
compat ible spares to make sure 
they're e a s y to come by. 

A lot of dot-matrix printers 
now offer Near Letter Quality 
(NLQ) printing. This feature pro-
duces high quality text by print-
ing each line more than once, and 
interspersing the dots in each 
character to smooth out the usual 
dotty a p p e a r a n c e . NLQ is useful 
if you're going to use your printer 
for correspondence. 

When buying a printer you 
p a y for speed . As a comparison, 
the DMP 2 0 0 0 can print 1 0 0 
characters per second (cps). The 
Seikosha and Shinwa can man-
a g e about the same, while the 
K a g a and Epson can print up to 
4 0 % faster. Daisywheels a r e a 
lot slower, the a v e r a g e for low-
cost machines being about 2 0 
cps. 

There a r e three main ways 
of feeding p a p e r into a printer: a 
sheet a t a time, from a roll and 
from a big p a d of p a p e r folded 
like a fan (fanfold). If you want to 
use roll or fanfold p a p e r you will 
need special attachments to f e e d 
them into your printer. Some 
manufacturers charge ex t ra for 
roll holders or ' tractor ' units (the 
g a d g e t s which pull fanfold p a p e r 
through using the holes on its 
edges) . Check before you buy. 

Most printers can b e set up 
by flicking small switches (known 
a s DIP switches) on the circuit 
b o a r d s inside them. Check how 
easy it is to g e t a t these. 

! < ) * + , - . / 0 1 2 3 4 5 6 7 8 9 : ; < = > ? @ A B C D E F G H I J K L M N O P G R S T U V W X Y Z C ¥ ] * a b e d e - f g h i j k 1 r n n o 
pqrs t uvwxyz { I i I • • • • ! ' . 1 K~--I \r: ^ ^ 

The standard Pica typeface on the 
Shinwo CPA-80 
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GR4FIX mvs 
Amstrad musicians 
take up the baton... 
Having produced the best graphics 
software with light pen control, which 
has yet been seen on the Amstrad, the 
Electric Studio have commissioned the 
first light pen controlled Music 
Package, which also looks set to 
become the market leader. 

The MUSIC BOX is available on 
cassette or disc and boasts an 
impressive list of features, which 
include: 
464, 664 and 6128 compatible. 
3 channel polyphonic sound. 
Tone and volume Envelope Designer.* 
Internal storage of approximately 8000 
notes. 
Print out of musical score. 
Save score and envelopes to tape or 
disc. 
Use envelopes in own program. 
Any key or time signature. 
Automatic bar line insertion. 
Easy to use Icons with light pen control 
option. 
Cursor music editor. 
Share memory of channels in any 
combination. 
Playback: Tempo: Key transposition: 
Octave. 
Demonstration music included. 
* The Envelope Designer uses the light 
pen to draw the graph of the envelopes 
— no numbers to enter. Sounds can be 
played while envelopes are edited. 

The package can be controlled by 
either the ESP or DKtronics light pen; 
by joystick; or by cursor keys which 
will help all users get the full benefit 
from the various functions of the 
program. 

THE PROGRAM WILL WORK 
WITHOUT A LIGHT PEN AND CAN BE 
PURCHASED SEPARATELY FOR USE 
WITH JOYSTICK OR KEYBOARD. 

The MUSIC BOX is priced at £9.95 for 
the cassette program or £16.95 for the 
disc version and for a limited period 
the MUSIC BOX plus an ESP Light Pen 
will be available for the price of £19.95 
with cassette software or £29.95 with 
disc based software. 

Don't worry Joyce -

World First for British Company! 
At a Press Conference held earlier this week. The Electric Studio announced 
the launch of the first ever, pixel accurate light pen for the Amstrad, for 
under £20. 

This major breakthrough has been achieved through extensive 
development of their product since its introduction in September 1985, and 
is the culmination of months of work by the technical department. 

The Technical Director of the company was quoted as saying "Up to now 
pixel accurate pens for freehand drawing were priced around the £40 mark. 
We Can now produce a light pen capable of total accuracy, for a price that no 
other light pen manufacturer gets near." 

The company confirmed that the ESP "PIXEL" Light Pen was available for 
£19.95 complete wi th the cassette software package that has proven to be 
the market leader. 

They stressed that the accuracy would be available on both mono and 
colour monitors and the CPC 6128 machine specific program with freehand 
draw ability, wi l l now retail at £29.95 with software on disc. 

All future products, commencing wi th the "PIXEL" pen wi l l be released 
wi th French, German and Spanish versions of both program and manual, as 
The Electric Studio recognises the importance of the European involvement 
wi th the Amstrad/Schneider range of computers. 

Continued support for 
existing ESP users 

Because of the launch of the new 
freehand drawing "PIXEL" pen, the 
Electric Studio will offer a special 
upgrade facility for existing users of 
the ESP character accurate Light Pen. 

The Upgrade will provide modified 
pen and software which will transform 
the unit to a freehand drawing 
instrument, while the full graphics 
capabilities of the program remain the 
same. 

Any owner of an ESP character 
accurate pen, whether in the UK or 
elsewhere can benefit from this offer 
by observing the following conditions: 
All returns to The Electric Studio, PO 
Box 96, Luton LU3 2JP. 
Cassette Software: Return the Light 
Pen only. 
Disc Software: Return the Light Pen 
plus a disc and state type of computer. 
Any user who has upgraded to a CPC 
6128 computer since purchasing a 
Light Pen will be supplied with a 6128 
program provided a blank disc 
accompanies the returned Light Pen. 
Terms and Conditions of Upgrade: 
a) The pen must be in working order. 

Electric Studio to 
support US Giant 
6128 owners who have purchased or 
are considering the purchase of the 
Digital Research program DR Draw 
will be delighted by the news of the 
availability of an ESP Enhancement 
Pack. 

This comprises a pixel accurate light 
pen with GSX driver on disc, which will 
allow total control of DR Draw using 
the light pen instead of cursor key 
controls. 

The cursor is controlled by the light 
pen which gives almost instant access 
to all parts of the screen, making menu 
selection a much speedier process and 
thus giving additional flexibility to the 
overall package which is an invaluable 
time saver for the program user. 
8256 users can look forward to a 

similar enhancement kit being 
available shortly. 

b) Returned units should be mailed in 
protective packaging, i.e. Jiffy Bag 
or similar. 

c) State clearly name, address and 
model of computer. 

d) Enclose a cheque or P.O. for £5.00 
for delivery within the U.K. or £7.00 
for overseas delivery. 

Advertisement Please send the items indicated: 

"PIXEL" light pen (464 cassette) £19.95 • N a m e 

"PIXEL" light pen (464/664 disc) £29.95 • Address 
"PIXEL" light pen (CPC 6128 disc) £29.95 • 
ESP Enhancement Kit for DR Draw £29.95 • 
MUSIC BOX Program on cassette £9.95 • 
MUSIC BOX Program on disc £16.95 • Cheque/P.O. for £ is enclosed 
ES Pen + MUSIC BOX (cassette) £19.95 • 
ES Pen + MUSIC BOX (disc) £29.95 • 
UPGRADE SERVICE for "PIXEL" pen 
(MUST INCLUDE RETURNED UNIT) 

U.K. £5.00 • Overseas £7.00 • 

Debit my Access-Visa 

Card No 

THE ELECTRIC STUDIO 24 HOUR 
CREDIT CARD 

HOT-UNE P.O. BOX 96, LUTON LU3 2JP TEL: 0582 595222 



SMriiib cift-so a I a-- • i H I • 
£115-200 
This is another Epson compatible printer, but doesn't include a 
Near Letter Quality mode. It will work with Epson graphic 
dumps, however, and you can download your own character 

The mechanism includes an integral tractor drive, and 
single sheets may also b e feed in through the top of the cover. 

The print speed is quoted at 100 cps, which is on a par with 
the the Amstrad and Seikosha printers, but the CPA-80 is not 
particularly quiet. The print head appears quite robust, and the 
print quality is good, since the pins within the print head are 
square, rather than the round ones normally found in dot matrix 
printers. The graphics fonts include Greek and Japanese 
characters, as well as a selection of b lock graphics. 

The DIP switches on the CPA-80 are replaced b y a set of 
small separate switches under a removable cover on the top 
casing. The settings are printed on the back of the cover, which 
is handy. - " - ' ' 

The controls a re positioned on the right of the print 
mechanism, and include Line Feed, Form Feed and Online, as 
usual. It's a little odd to find the paper feed knob on the left of 

Sanpfe Daisystep 
2000/Quendato 
DWM 1 2 0 I 

| t l S0-20&; 
Another printer masquerading under two different names. This 
is the lowest pr iced daisywheel currently available, discounted 
to as low as £180 in s o m e places. 

Although inexpensive, the Daisystep isn't cheap. The qu-
ality of print is very good, and all the normal features of more 
expensive daisywheeis a re there, with the exception of propor-
tional spacing. Proportional spacing allows each character its 
own width, rather than using a fixed width like a typewriter. 

The Daisystep is a b i g machine, mainly due to its 13" 
carr iage. This is wide enough to take A4 paper sideways -
useful, among other things, for printing out spreadsheets. As 
supplied, the printer will only handle single sheet paper, but 
you can buy a tractor and a single sheet feeder as optional 
extras. 1 |P| ' |Nl 

The Daiaystep will only print at about 18cps, which is very 
slow, but still a good deal faster than the a v e r a g e typist. Most 
people will use the machine for letters, though, and its lack of 
s p e e d won't then show so much. 

Daisywheel printers can't print graphics, of course, but the 
Daisystep will print double-strike, bo ld and underlined eharac-
t€&s,i mtfc s y « r i e ^ of spacings between characters a z ^ &rve !̂, Its 
two DIP switches are located under a click-out panel on the 
back, which makes them very easy to set. The manual is a thin, 
flimsy affair, but descr ibes all the printer's features. 

Considering the Daisystep is the only true daisywheel 
printer under £300, it's very good value for money. It offers 
high quality print, albeit slowly, and can cope with large sheets 
of paper . 

i ^ i p t e printout from th# ScMpttdofeystep 20Q0§ • % 

the carriage, but I guess this could b e an advantage if you're left 
handed! 

The CPA-80 manual is quite smsll and plagued with bits of 
'Japlish' which take some of deciphering. Overall, though, a 
solid printer if you're not worried about writing letters to your 
bank manager. At the price, though, you shouldn't need to. 

Verdict 
There are many low-cost prin-
ters available to Amstrad users, 
offering good quality print, 
graphics and near letter quality 
text. It would be a shame if 
potential buyers restricted 
themselves to the DMP 2000 as 
their only choice. Although very 
low cost, there is plenty of 
choice at only a few pounds 
more. 

ysif&aR-

\ 1 7 

ŜssjSBSBtJSsss 

Normal text, printed bi-directionally so that the print head 
moves backwards when printing this line. 

Double strike text/ which makes the print hammer strike each 
character twice in the same place, and leave a heavy impression. 

Boldface text, which is similar to double strike, except that the 
print head is displaced by a small amount for the second strike. 

Underlined text/ which will normally only underline characters/ 
but not spaces. To underline spaces/ use the underline character. 

You can also combine any combination of these effects! 

^ c t o w^pwyoa A M S T R A D A C T I O N 1 8 8 6 3 1 



Getting hold of one ^ 
You may find it hard to buy this Cixkit Holdings PLC, Park 
modem at your local computer Lane, Broxbourne, Herts, 
shop. You can always order EN10ZNQ. 
from Cirkit direct. The address Tel: 0992 444111 

CXStKIT P R C S T C L L I N K 
Cirkit Distribution £35.99 eass , £43.99 disk 
C P C 484 ,664 , 6128 

A N T I - G L A R E S C R E E N 
L i g h t w a v e L e i s u r e , £18.95 - £32.60 

This anti-glare s c r e e n fits o v e r the front of the Amstrad 
monitors. It c o m e s in four versions, 12 and 14 inch models for 
both mono and colour s c r e e n s . W e looked at the 14 inch colour 
version which worked v e r y well on our colour monitors. It 
considerably r e d u c e d reflections on the sc reen and made the 
display softer and eas ier to watch for long per iods . 

The only drawback is the pr i ce - £32.60 for the 14 inch 
colour version, £23.95 for the 12 inch colour, £21.60 for the 14 
inch mono and £18.95 for the 12 inch mono. This is pretty s teep 
and re legates it to a nice luxury if you can afford it. Good for the 
e y e s but b a d for the wallet. 

A M S N £ } > o n < { H E c h e ^ 

• Extremely cheap. 
• Good software, written by Honeysoft. 
• Works well and is easy to use. 
• Has BT approval. 
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U l l e n a c t ; y a ^ r - a y c j u ( a i c 
£150 bracket . For many people this comparison will b e irrelev-
ant, since they simply don't have that much money available for 
peripherals . If you fall into this category but a r e still keen to get 
telecomputing, Cirkit may have just the p a c k a g e for you. 

The p r i c e includes modem, interface and software. The 
modem is the old acoustic coupler Protek 1200. (The '1200' 
re fers to the fact that it supports only the Prestel communic-
ations standard baud rate of 1200/75, but that'll b e enough for 
many users. ) Rather than plugging the modem into a phone 
socket, you have to plug the handset of your phone into a pair of 
r u b b e r sockets built into the modem. This p laces serious 
restrictions on the type of phone you have to have. While the 
modem is f lexible enough to c o p e with small variations, the 
phone must b e of the traditional BT type to fit the sockets 
properly . Trimphones and the like are no use at all. 

The other classic problem with acoustic coupler modems is 
that of outside noise b e i n g picked up by the handset. The 
modem does not make any electr ical connection with the phone 
system - it transmits and r e c i e v e s information b y making noises 
into the mouthpiece and listening to the earp iece . Just like a 
human conversation, this information e x c h a n g e can b e dis-
rupted if the level of background noise gets too high. The 
review copy b e h a v e d itself perfect ly well, however , with no 
interference to speak of once the handset was firmly p lugged 
in. 

The interface slots on to the expansion port, and the review 
copy p r o v e d to b e a very tight fit indeed. The connector is 
meant to align itself by way of a small plastic k e y engaging in 
the expansion port notch. Unfortunately the key stuck fast in the 
notch, staying behind when the interface was removed. In 
practice the key is quite unnecessary for the purpose of 
alignment, and the connection made was perfectly sound. 

The interface's designers , Honeysoft, also wrote the 
bundled software. Though obviously not in the same league as 
their excel lent Honeyview and Honeyterm programs, this is a 
solid and workmanlike product far a b o v e the standard the 
p a c k a g e ' s p r i c e tag would suggest . 

In action the system p r o v e d easy to use, and quite adequate 
for most PRESTEL activities. If you want to download telesoft-
ware or get hard copy, however , you'll n e e d extra software at 

• Needs the right shape of phone. 
• Not very sophisticated. 
• Telesoftware capability costs extra. 
• No 300/300 baud rate for bulletin board use. 

around the £20 mark, but the bas ics are there . The software also 
provides for you to e x c h a n g e data directly with another Cirkit 
user , though I didn't have a chance to check this side of the 
system. 

A v e r y bas i c system, then, but it s e e m s to work well. The 
modem is battery powered , and this has attracted quite a bit of 
criticism. The only real drawback to my mind is the n e e d for a 
particular shape of phone. Telecomputing can b e an en joyable 
hobby, but £150 is an awful lot to pay, especial ly considering 
that there' l l b e PRESTEL and BT c h a r g e s as well. Cirkit have 
brought the set-up pr ice within reach if the package is a bit 
rough and ready, that's only to b e e x p e c t e d . 



I 

Dramatic News 
for Amstrad Users. 
Pocket WordStar 
for under £50 

Pocket WordStar is the specially tailored version of the world's best known word 
processing package, WordStar. Its popular success means that it is now obtainable at 
the unbeatable price of £49 .94 inc VAT and available for Amstrad users on the 6128, 
P C W 8256 and 8512. 

Pocket WordStar enters text, edits, corrects typos, reformats, paginates, underlines 
and so much more. It includes a mailmerge facility for mailshots and addressing. 

Available from all good Amstrad stockists. 

MicroPro 

MicroPro International Ltd, 
Haygarth House, 
28-31 High Street, 
Wimbledon Village, 
London SW19 5BY 
Telephone: 01*879 1122 

Specifications 
CPU Memory: 56K of RAM is required 
Pocket WordStar can operate with one disk 
drive containing at least 120K 
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This month's listings have got something for everyone. 
On the serious side there's Unerase for disc users and 
Key-RSX for key-definers. If that doesn't sound like 
you, try the snappy graphics of Trix or the two 
ridiculously short One/iners. Last but not least, there's 
a special treat for all you regular type-ins readers - a 
handy Reset function to add to March's much-loved 
Drumkit. 

If y o u t y p e d in John K e n e a l l y ' s Drumkit f r o m the M a r c h i s s u e of 
A A , you ' l l h a v e n o t i c e d s o m e t h i n g a n n o y i n g . N a m e l y , t h e r e ' s 
n o e a s y w a y to shut the th ing u p . W h a t y o u n e e d , e s p e c i a l l y if 
y o u d o n ' t l i k e the s tar t -up r h y t h m s , i s a R e s e t funct ion to s e t a 
w h o l e c h a n n e l to s i l e n c e in o n e g o . T h e s e e x t r a l i n e s f r o m P e t e r 
N e w m a n of D u n g a n n o n let y o u d o jus t that. All y o u n e e d to d o is 
l o a d in Drumkit, t y p e t h e e x t r a l i n e s a n d t h e n s a v e t h e m o d i f i e d 
l i s t ing - c o u l d n ' t b e e a s i e r . 

Notes on entering the listings 
You must Mice care to enter iho Arnold, had go: so when he realised & 
Jfrtvftg* EXACTLY they ftre | itostake had been made. The mistake 
printed.. A'single comma or bracket could we'd bo somewhere else -
out of place xvili prevent'them wor- almost anywhere else, m fact. You 
king Remember to press the Enter may have no cho;ce but to cheek the 
key ^or on the -ilio Rfcttuxv'tee ĵr) listing character by character from 
alter coxttpi©tfeg: ^ ^ nuro^ied the first lute. .•' "• 
line of the program, A little knowledge of BASIC 

If, after you've tried to RUN the goes a long way when it comes to 
program : you get a message saying debugging, but there are a couple of 
eg "Improper argument in.20", that tips novices can use. For one thing, 
doesn't necessarily mean there is an "Syntax error m 20" really does 
error in line knet -20 iswhtf te mean a mistake actually in line 20. 

' Checksum error in line 160" you 
know you've probably typed line 
180 wrong. Similarly, "Checksum 
error" on its own means there's a 
mistake somewhere in the data state-
ments, but doesn't tell you where,. 

Finally, always save the 
program BEFORE you try to rur. I t 
Some of the typo-ins we print will 
self-destruct as soon as they've done 
their job. so you'll need a copy to 
use another time. You have been 
warned? 

Syntax errors axe always in the line 
reported in the error message. Ano-
ther error you can track down easily 
is ' Subscript out of range". Wine 
times out of ten. this means an error 
either iri (be line reported, or in a 
tine elsewhere which contains the 
word DIM. 

Where;;there are a tot of DATA 
statements to be typed in, some 
programs1 use checksumming, a 
kind ot self-test to fmdiyping errors. 
Where you get a: message like; 

i * - " R " i HEN 60SUE 3 3 1 0 : 3 0 7 0 6 0 

Cham it 3 : P R I N T 3 , F = S l o w / F a s t 

REP, K s s e t Chil: i • i s 1 R o u t i»>e 
: i =R£Mh 1 ?-•• 0 ) s W I N D n W # l , 6 5 , 8 0 

F*RTN7#i, " R e s e t Chanopi ' : PRINT*• 
'WHILE j • - 1 
I F INKEYv'64>=0 MEN j - i 
I F I N K F Y i ® j = C THEN 
IF JN» EY<32>=0 THEN 
WENS 
CLSttl 
FOF k 1 <J A 7 : x i-ythtf. \ . • . =E : NC .< 
EVERY i t i w * 60SUE -60:RETURN 
REjn End or R e s e t 

Numb* 



UNERASE 
If you use disks, you need this program. Quite simply, if you 
erase a file accidentally, Unerase will get it back for you. 

The program is pretty well fool-proof to type in, having not 
one but two sets of checksums. It's easy to use as well, but there 
are a couple of points you'll need to watch. Firstly, you can run 
into problems if there are two erased files of the same name, or 
if you've written to the disc since erasing the file. Secondly, the 
program as given here only works on system or vendor format 
discs. You should use the substitute line 190 if you want Unerase 
to handle data (ie non-CP/M) format discs. 

Other than this substitution, you shouldn't need to modify 
the program yourself. Indeed, as its author Alexander Clark 
points out, it is very unwise to try. You'll need to b e well up on 
machine code and disc firmware to achieve anything, and a 
botched rewrite could easily wipe out important data. 

As a general precaution against typing errors, try the 
program out on a disc you could afford to lose data from. If it 
works, you'll get e g FILE.BAS restored as FILE.ERA - and you'll 
wonder how you e v e r got by without it! 

1 0 MEMORY' &9F F F : R E S T O R E 4 5 0 : 1 = 4 ^ 0 : I = 0 . 2 5 : c h c k = l 
2 0 FOR X - & A 5 0 0 TO & A 5 1 8 S T E P 8 

3 0 FOR y = 0 TO 7 
4 0 i = i * < - l ) 
5 0 READ x * : I F L E N < x * > < > 2 THEN c h k = 0 : G O T O 1 1 0 
6 0 z = V A L < M i " + x t ) 
7 0 c h c k = c h c k « ( ( z + l > f i > 
8 0 POKE x + y , z : c h k = c h k + 2 
9 0 NEXT 
1 0 0 READ c h , c h e c k 
1 1 0 I F c h O c h k THEN P R I N T " C h e e k s u m e r r o r i n l i n e " ; 1 : E N D 
1 2 0 I F I N T ( 1 0 0 0 0 0 * c h c k > < > c h e c k THEN P R I N T " C h e c k s u m e r r o r i n 
1 i n e " ; 1 : E N D 
1 3 0 1 = 1 + 1 0 : c h k » 0 : c h c k = l 
1 4 0 NEXT 
1 5 0 MODE 1 
1 6 0 l N P U T " W h a t i s t h e n a m e o f t h e f i l e y o u w a n t t o u n e r a s e (t» 
x c l u d i n g s u f f i x ) " ; a $ 
1 7 0 I F L E N ( a $ > >8 OR a * = " " THEN 1 5 0 
1 S 0 a $ = U P P E R $ ( a * > 
1 9 0 FOR a = & 4 1 TO & 4 4 
2 0 0 POKE & A 5 I E , & S 4 : P O K E 8 . A 5 l 6 , a 
2 1 0 CALL & A 5 0 0 
2 2 0 FOR b = & A 0 0 0 TO & A 2 0 8 S T E P 8 , 2 0 
2 3 0 I F P E E K ( b + l ) = & E 5 THEN 2 5 0 
2 4 0 I F P E E K ( b ) = & E 5 THEN GOSUE 3 3 0 
2 5 0 NEXT 
2 6 0 I F c = l THEN GOSUB 4 0 0 
2 7 0 c = 0 
2 8 0 NEXT 
2 9 0 I F y n - 0 THEN P R I N T " F i 1 e d o e s n o t e x i s t " E L S E CAT 
3 0 0 y n = 0 
3 1 0 P R I N T " D o y o u w a n t t o u n e r a s e a n o t h e r f i l e ? " 
3 2 0 a * = l N K E Y * : I F a * = " " THEN 3 2 0 E L S E I F LOWERS < a * ) = " y " THEN 
1 5 0 E L S E END 
3 3 0 b * = " " 
3 4 0 FOR d = b + l TO b + 8 
3 5 0 I F P E E K < d ) = & 2 0 THEN 3 7 0 
3 6 0 b < = b $ + C H R $ ( P E E K ( d > ) 
3 7 0 NEXT 
3 8 0 I F b * = a * THEN 4 1 0 
3 9 0 RETURN 
4 0 0 POKE 8 t A 5 I E , 8 t 8 5 : C A L L & A 5 0 0 : P O K E & A 5 1 E , & 8 4 i y n ~ 1 : R E T U R N 
4 1 0 POKE b , 0 
4 2 0 POKE b + 9 , & 4 5 : P O K E b + 1 0 , f c 5 2 : P O K E b + l l , & 4 1 
4 3 0 c = l 
4 4 0 RETURN 
4 5 0 DATA 2 1 t 1 e , a 5 , c d T d 4 , b e , D 0 , 2 2 , 1 0 7 5 , 6 4 0 3 4 
4 6 0 DATA I B , A 5 , 7 9 , 3 2 , I D , A 5 , 2 1 , 0 0 , 0 5 9 0 , 7 9 6 9 2 
4 7 0 DATA A 0 , I E , 0 0 , 1 6 , 0 2 , 0 E , 4 1 , D h , 0 5 1 6 , 2 9 4 4 3 1 
4 8 0 DATA 1 B , A 5 , C 9 , 3 C , C 0 , 0 7 , 8 4 , 0 0 , 0 7 8 4 , 1 5 3 6 9 

S u b s t i t u t e l i n e 1 9 0 

1 9 0 POKE & A 5 1 4 , 0 : F O R a = & C l TO &C4 

E t c h - a - S k e t c h 

10 FOR j = 2 TO 5:READ a ( j ) , b C j ) :NhX I : I N K 0 , 1 3 : I N K 1 , 0 : B O R D E R 
13:MODE I :LOCATE 1 5 , 3 : P R I N T " E L e h - a - S k e t c h " : O R I G I N 6 3 , 7 1 , 6 4 , 5 
7 4 , 3 2 5 , 7 1 : C L G 3 : x = 2 5 5 : y = 1 2 7 : W H I L E - 1 : d = INSTR<" a . 2 , " , I N K E Y * ) : 
x = ( x + a ( d ) ) AND 5 1 1 : y = < y + b < d ) > AND 2 5 5 : P L O T x,y:WEND:DATA 0 , 2 
,2,0,0, -2,-2,0 
T y p i n g T u t o r 

1 0 MEMORY &7FFF >MODE 2 : L 0 C A T E 3 5 , 2 : P R I N T " T Y P I N G TUTOR":FOR j 
= & 8 0 0 0 TO &8013 iREAD k * : P O K E j , VAL( • k * ) :NEXT:CALl & 3 0 0 0 : D 
ATA c d , 8 1 , b b , c d , 7 b , b b , c d , 6 , b b , c d , 5 a , b b , f e , d , 2 0 , f 3 , 3 e , a , l S , f 5 

..-J- «/> • . 
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ONELINERS 
Two great little programs here from Dick Ruck of Brighton. 
They 're both just one line long, and they both actually do 
something. Etch-a-Sketch lets you draw to your heart 's content. 
Use " A " and " Z " to move up and down, or " < " and " > " to move 
left and right. If you draw off one e d g e of the screen, you 
reappear on the opposite edge try it. Typing Tutor is even 
more impressive, being a machine code program complete 
with loader, all on one line. It lets you practice your typing, and 
is very responsive indeed. Be warned, though, you can only get 
out of this one by resetting the machine - so save it first! 

te&yrtr. 

j V 

f ' 
v • -'xL^mz, tot z : 
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1 6 0 D A T A 

1 / a D A T A 

200 RATA 
2 1 0 D A T A 

220 DATA 

3 3 0 D A T A 

3 4 0 D A T A 

K E Y - R S X 

T R I X 
Philip Gardner of Bridgwater, not a million miles from AA HQ, 
sent us in this sharp little mini-listing for drawing patterns. Trix 
draws seven different patterns, holding each one until you 
press a key. Once it's done all seven, it repeats itself. If you 
want to make patterns of your own, try altering the data in line 
130 - all the numbers are angles in degrees . Pointless, of 
course, but fun! 

4 
n AA HO, I 
srns. Trix ^ 
until you j A 
»lf. If you I 
ita in line 

If you do a lot of key redefining, the chances are you often find it 
hard to remember which keys do what. Of course, you could 
always press the relevant keys and see what characters are 
produced. This has the drawback that any control codes -
carr iage returns and the like - are obeyed rather than shown. 
What you need is a way of listing the expansion strings - the key 
definitions, that is - in such a form that you can read and edit 
control codes. Philip Pepperell of Aylesbury has sent us just 
that. 

The program sets up an RSX called |KEY. To get the 
expansion string of a key, type in and run the program. Then 
type K E Y , n where n is the ASCII value of the key in question. 
If you type KEY, 140 for example, you'll get the [ctrl][enter] 
expansion used for loading games from tape. It comes up as 
K E Y &8C,"RUN'M CHR$(&22) + CHR$(&0D) - so you can edit 
it using the cursor/copy keys, and then hit return to enter the 
new definition. 

1 3 0 D A I P 

1 9 0 D A T A 

2 3 0 D A I « 

2 4 K D M ' A 

; " 5 0 D A T A 

2 6 0 D A I A 

2 / 0 D A T A 

? £ 0 D A T A 

2 9 0 D A 1 A 

5 0 0 D A T A 

3 1 0 D A T t t 

3 2 0 D A I A 

> • 0 D A T A 

3 6 0 D A I A 

3 / 0 D A T A 

'••SO E I ' I T H 

3 9 0 D A T A 

4 0 0 R A T A 

l i e D A T A 

e 
4 3 ® D A T A 

4 A 4', D A T A 

R E M T R I X - B y P . G a r d n e r 
R E M ( G e n e r a t e s 7 p a t t e r n s ) 
MODE 2 : I N K 0 , 0 : I N K 1 , 2 6 : B O R D E R 
D E G 
F O R B = 1 T O 7 : R E A D D 
C L S : I N K 1 , 2 6 
n = 1 
M O V E 3 2 0 , 2 0 0 
F O R a = 0 T O 2 0 0 0 0 S T E P D 

) n = n + l 
> DRAW 3 2 0 + n * S I N ( a ) , 2 0 0 + n * C O S ( a ) 
) N E X T 
) D A T A 1 5 0 , 1 6 0 , 1 0 0 , 1 7 5 , 7 5 , 5 0 , 4 - 5 
) W H I L E I N K E Y $ = " " : W E N D 
J N E X T 
) R E S T O R E 
J G O T O 5 0 

R E W A R D 
If you can program why not put which haven't been submitted (or 
yewr mind t o c o f t t r i b ^ pointed) elsewhere, 
these pages? Major listmgac&uld f:. You should submit your 
earn you anything from £50 to program on tape or disk, accom-
£10ft w l ^ e ^ panied by a print-out or neatly 
print earns the author a tenner written copy of the listing. If you 
(Roughly speaking a mini-listing want your program returned you 
is one that's no more than 20 lmes must also include a suitable 
jong. A major listing can b e any stamped, self-addressed envei-
length, but it has to very good, o p e or jiffy bag. 
offering something that will be 
major use/interest to a majorit#&p;iTyp«pin» Editor 
Amstrad owners*) W Aaartrad Actkm;':,f 

: Please note that : : Somezton 
submit programs which are 100 Somerset 
per cent your original work and TA117PS 

•::•:••:•::" :: 

50 t c t c * l - 0 : Jdcret.»-&O«»00 
1 3 S Y M B O L A F T E R _ 2 5 6 i M E M O R Y J V 9 F F F i S Y M B O L A F T E R 2 4 0 

2 0 F O R f - i 1 0 3 0 

3 0 F U R 1 T O © 

rtFAD a 

5 0 t . o t . A l - t o t a l 

6 0 I F a > 2 t > 6 ( H E N P R I N ' " C h e c k & u i * e r r o r in l i n e ? l 4 0 ^ f * 1 0 ; 

e l e m e n t " s E N D 

/ 0 P O K E J d o r c s s . a 

fc!0 ad<JrebS-artarDD3'l 
9 0 N E X T 

1 0 0 R E A D b 

1 1 0 t o t a l O b T H E N P R I N I " C h e e k t u r n e r r o r - i n l i . . e • • s l 4 0 + f * 

1 0 : E N D 

1 2 0 t o t a l - 0 

1 3 0 N E X T 

1 4 0 C A L I & A 0 0 B 

D A T A 1 . 1 0 , 1 6 0 , 3 3 , 1 9 , 1 6 0 , 2 0 * " . , 2 0 9 , 7 9 7 

1 8 3 . 2 0 1 , 1 5 , 1 6 0 , 1 9 S , 2 3 , 1 6 0 , 7 5 , 1 0 . 7 

6 V , 2 1 7 , 0 , 2 4 3 , 1 6 S , 1 0 , 1 6 0 , 2 5 4 . I I I S 

1 , 1 9 2 . 2 2 1 , 7 3 , 0 , 2 0 5 , 3 3 . 1 6 0 , 8 * 0 

2 0 1 , 3 3 , 1 3 6 , 1 6 0 , 2 3 3 , 1 9 1 , 1 6 0 . 1 2 i . 1 2 5 7 

2 0 5 , 2 1 2 , I 6 0 , 6 2 , 4 4 , 2 0 5 , 9 0 . i « 7 , 1 1 6 5 

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

1 y / , 4 3 , 2 6 , 2 5 4 , 3 2 , 3 6 , c . 6 , 2 5 4 , 9 1 3 

3 4 , 4 0 , 2 4 5 , 1 2 5 , 2 5 4 , 0 , 4 0 , / 9 0 

I S , 2 4 1 , 2 0 3 , 6 * . 5 2 , 2 4 , 2 0 5 , 9 0 , S 7 7 

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

9 0 , 1 8 7 , 2 0 : , 2 4 1 , 2 2 9 . 3 3 , I S O , 1 6 0 , 1 3 2 6 

2 0 * . 1 ^ 1 , 1 6 0 , 2 2 5 , 2 4 , 2 2 3 . ^ 2 9 , 2 4 5 , 1 5 0 7 

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

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

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

• 1 0 . 2 6 , 3 3 , 1 6 3 , 1 6 0 , 2 0 5 , 1 9 1 , 1 6 0 , 9 7 8 

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

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

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

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

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

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

1 < S i S , 1 6 2 , 7 5 , 6 9 , 8 9 , 3 2 , 1 6 6 , 2 2 9 . 9 3 3 

1 9 7 , 2 4 r > , 1 2 6 , 7 1 , 2 3 0 , 1 2 7 , 2 0 5 , 9 0 , 1 2 7 1 

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

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

: 5 , 1 3 , 1 3 , 2 0 5 , 2 2 3 , 1 6 0 , 2 4 1 , 2 3 0 , 1 1 0 6 

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

1 9 3 , 7 , . 0 5 , 9 C , 1 3 7 , 2 0 1 , 0 , 0 . 8 3 8 
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Coming In June Amstrad CPC £9.95 tape, £14.95 disk 

Purnell Book Centre. Paulton, Bristol BS18 5LQ 

The result of unique co-operation between three ace software developers 
and the Biggies film production company, Biggies - The Untold Story will 
knock you right out of the airl Ifs a multi-part arcade strategy game in 

which each part must be completed to reach your final goal. 
In the air. on the rooftops, on the ground, or in the trenches 

YOU CAN BE A HERO! 
Coming In May Commodore 64 £9.95 tape, £12.95 disk 

Spectrum 48 K £9.95 tape 



A « n s t r a d 
6128, 
4 6 4 / 6 t 

0 9 9 9 9 9 9 9 9 9 9 9 ? y"7? 

0 9 9 9 9 9 9 9 9 9 9 7 9 7 9 7 

9 9 9 9 9 9 9 9 9 9 9 9 9 9 0 -

Uses over 

.TSSncry, 9 9 7 7 7 7 



THE ALL-ACTION 
R E V I E W I N G S Y S T E M 

There's been so much hot software around this month 
that the Mastergame was one of the toughest decisions 
we've ever had to make. However sneaking it by a 
narrow line call is Bounder which has some of the 
most unusual and addictive action you'll ever see. 

The raves are impressive reading too with enough 
great games to make it a really hot summer ahead. The 
first, inappropriately enough, is Winter Games with its 
beautiful graphic backgrounds, while the Alien High-
way and Turbo Esprit wi l l have you burning up the 
roadways. Zoids has also arrived and proves that they 
aren't just for kids, while yet another great compilation 
should be flocking off the shelves in Computer Hits 
10:2. 

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

2. E X T R A O P I N I O N S . It's always dangerous to rely on just one 
reviewer - tastes vary enormously. So all the games w e review 
are looked at by at least two people • Bob Wade and Andrew 
Wilton - who quite often disagree with each other, and when 
they do, they say so! 

3. L A B E L L E D S C R E E N SHOTS. It's obviously important to 
print screen-shots, but often they can b e hard to make sense of. 
Labelling the different elements can make all the difference. 

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

5 . R A T I N G S B O X E S . We rate our games using percentages for 
extra flexibility and precision. And with so many games to work 
through, it's a help to s e e at a glance which are good and which 
aren't. Our ratings boxes do this - just look out for the games 
with long b a r s and dark tips. ; ; .g • 

6. G R E E N S C R E E N V I E W . Some people have to make do with 
a green screen monitor for their games. Our Green Screen 
View lets them know if they're worth the effort of loading. 

AA Ratings - how they work 
GRAPHICS. What the game 
looks like: colour, definition, 
animation, imagination, smooth-
ness. Only part of a game's 
graphic quality is apparent from 
the printed screen-shots - obvi-
ously these can't show thing like 
smoothness of movement. 
SONICS. Game sound. To get a 
high rating a program will pro-
bably need a wide variety of 
well-chosen sound effects and a 
pleasing musical sound-track. 
Effects which are annoying or 
old hat may seriously affect this 
rating's health. 
GRAB FACTOR. Does the 
game really GRAB you? Are you 
hooked? How ADDICTIVE is it? 
Grab Factor refers to the intens-
ity of the desire for 'one more 
go'. And although it's not a mea-
sure of 'instant appeal' Grab 
Factor won't be rated highly on 

programs that are EXTREMELY 
difficult to get into. The basic 
test is this: after you've loaded 
up a new game, read the in-
structions and played it for half 
an hour, does it then irresistibly 
draw you back for more? 
STAYING POWER A game 
may b e astonishingly addictive 
for a while (and therefore have 
a high Grab Factor) and yet lack 
depth and therefore lose inter-
est fairly quickly. Staying Power 
tells you how LONG interest : in I;, 
the game is likely to last. This 
depends on such matters as the. 
number of screens and levels, 
the variety of the task,. the de-
gree of long-term challenged In 
short the game's DEPTH. An 
addictive game with only a 
couple of screens will get a high 
Grab Factor and ibw Staying 
Power. One with a 1000-screen 

MASTERGAME 
Bounder Gremlin 58 
AA RAVES 
Alien Highway V o r t e x 48 
Zoids M a r t e c h 50 
The Fifth Axis Activision 51 
10 Computer Hits:2 B e a u Jo l ly 56 
Turbo Esprit Durell 60 
Winter Games U S G o l d 68 

GAMES TESTED 
Saboteur Durell 46 
Forbidden Planet Design Des ign 46 
2112 AD Design Design 46 
Nick Faldo Plays the Open Argus Press 48 
Into Oblivion M a s t e r t r o n i c 53 
Monty on the Run Greml in 55 
Countdown M a c s e n 61 
Glass Quicksi lva 61 
Commando Elite 62 
S a m a n t h a Fox Strip Poker M a r t e c h 63 
3D Clock Chess (PCW 8256) CP S o f t w a r e 64 
Swords a n d Sorcery P S S 64 
Shadowfire B e y o n d 66 
Movie I m a g i n e 67 

PREVIEWS 
Tempest Electric D r e a m s 5 4 

playing area and which takes a 
tot of getting into would be the 
other way round.AA RATING. 
This is our overall verdict on 
the game, the. result of a very 
har^i iWiro iinvolving all the other 
ratings, plus factors like price, 
originality, quality of packaging 
and instructions and anything 
else we can think of. It's norm-
ally pyetty close to J s e Grab 
Factor and Staying Power rat-
ings, because these are how 
most people judge the worth of 
a game. Getting an AA Rating 
above 80 Vc earr<s a game the 
much sought after label of AA 

Compatibility 
All the games reviewed in this 
issue are compatible across the 
whole CPC range with the 
exception of 3D Clock Chess 
which is for the PCW 8256 only. 

RAVEi while the highest rated 
game in any month becomes 
our MASTERGAME - we go 
through agonies before select-
ing that one. 



S A B O T E U R 
Durell. f a . 9 5 cass. joystick 01 keys 

2 1 1 2 AD 
Design Design. £7.95 cass. £14.98 disc, joystick 
or keys 

GRAPHICS 5 6 % !v!; •mm 
SONICS 4 2 % mm 

GRAB FACTOR 5 1 % mm 
STAYING POWER 5 7 % mm 

A A RATING 5 3 % mm 
F O R B I D D E N P L A N E T 
Design Design. £7.95 cass. £14.95 disk, joystick 
or keys 

that attempts to improve on tne classic 
space shoot-em-up. In true Design Design 
style it has some extremely silly features 
and comments on the instructions, high 
score table and game options but if you've 
got one of their other games you'll have 
seen it all before. 

SECOND OPINION 
Tes, it's another round of shooting towers, 
dodging flak and flying through shapes. 
Your turning circle must be a good 100 
miles across, and the flak's so thick you 
could get out and walk on it. Musn't 
complain though, because it's only the 
difficulty that makes it worth playing. I 
preferred Dark Star. Come to that, I 
preferred the Invaders. 

AW I 

SECOND OPINION 
It's pretty obviously a direct conversion 
from the Spectrum with no serious attempt 
made to exploit Arnold's extra graphics 
capabilities. An uninteresting screen might 
not matter if the action was pulsating, but it 
isn't. 

This arcade-exploration game has you 
playing a saboteur who has to find a disc 
containing data on rebel leaders, (who or 
where we aren't told) in a security com-
plex. The complex is heavily guarded but 
you must overcome its obstacles to get the 
disc, plant a bomb and escape. 

The game begins with the saboteur 
clad in Ninja garb leaping from an iflatable 
dinghy into the water beneath a wooden 
pier. From here on you're in control and 
the first task is to climb the pier and enter 
the security complex. Once inside the 
search begins through a maze of rooms, 
corridors, tunnels and ladders. 

The game can be completed in several 
ways, each one giving a different score 
depending on the tasks completed. At its 
simplest you can just head for the escape 
helicopter on the roof of the building. This 
won't bring many dividends though and 
much hie her scores are attained by attem-
pting th€ harder tasks. The disc is in the 
computer centre and getting that out of the 
building will bring more points. If you 
manage to find the time bomb it can be 
dropped in the disc's place for yet more 
points before finally escaping. 

G O O D N E W S 
• Some large, animated characters. 
• Reasonable game size and 
complexity. 

B A D N E W S 
• Disappointing backgrounds and 
colour schemes. 
• Just exploration and little to think 
about. 
• Positioning for getting up and down 
ladders can be finicky and annoying. 

SECOND OPINION 
I wasn't all that impressed by this one. 
There's no real urgency about any of it, and 
I didn 't find it all that exciting graphically. 
Icon fans will go a bundle over the control 
system, but the lack of interesting 
gameplay or locations left me cold. It's very 
competently done, but I didn't get anything 
out of it - except a sincere desire to wreck 
Poddy. 

some perspective s o t h a t a s the 
screen scrolls, objects and scenery pop 
into view or disappear from it. This system 
works quite well and you should find that 
with a bit of walking around everything in 
the room becomes visible at some stage. 

The bottom of the screen is given over 
to the information section and the icon 
menus. These are how you keep a check on 
'the man you control and his faithful com-
panion Poddy, the mechanical dog. There 
areSS number o f cpntr ois available for 

The whole operation is performed 
against the clock which is replaced by the 
bomb's timer fuse if it is set. If either of 
these runs out the game ends but once 
you've got an idea of what you're doing the 
time limits are fairly reasonable. The other 
way of ending the game is by running out 
of energy and this can happen because of 
three different causes. 

Security guards wander around some 
sections and can reduce your energy by 
punching, kicking, throwing things and 
shooting at you. However a quick kick, 
punch or thrown object of your own will lay 
them out permanently. Dogs also patrol 
some areas and will savage you given a 

Design Design are real stalwarts of the 
Amstrad market and have consistently pro-
duced good value products. Their two 
latest products differ vastly in nature, one 
being an arcade adventure and this one an 
out and out shoot-em-up. As usual there are 
many additional features that add value to 
the package and may make you laugh a 
little too. 

There's no mistaking the origins of the 
game, it's an obvious Dark Star derivative 

46 JUNE 1986 AMSTRAD ACTION Wo moan Bosinoss ; many vdther;;; C#^|jtfieckers^:;3|iPi;; 

chance. These can b e laid out with a down-
wardly directed object or jumped over. 
Security weapons mounted in the ceiling 
also fire at you but they just have to be 
avoided and cannot be destroyed. 

The objects that the saboteur can throw 
come in several varieties, bricks, rocks, 
knives, pointed stars, pipes and grenades. 
They all have the same satisfying effect of 
reducing the opposition by one. The 
energy that is used up in fights can be 
replenished by standing around in an 
empty room or corridor but this wastes 
valuable time. 

Most of the time the large and quite 
nicely animated character gets about by 
running and climbing ladders. However 
there are two underground trains to travel 
in and also a stanchions and gantries (plat-
forms) section where a lot of jumping is 
required. The guards and dogs are quite 
well done but the room backgrounds are 
very regular and only some of them contain 
interesting features. 

There are nine different skill levels 
which affect the ferocity of the complex's 
defences and the position of the time bomb. 
It's quite an ordinary arcade exploration 
game that may provide some interest until 
you crack it but lacks real depth in the task 
and gameplay. 

BW 

Everyone's into icons these days, even the 
wacky boys (copyrighted BBC TV quiz 
game phrase) at Design Design. It's also a 
bit erf a departure for them in that this is a 
true arcade adventure rather than their 
usual "shoot anything that moves" game. 

Surprisingly the scenario is fairly bor-
ing and involves the familiar plot of a 
computer taking over the UK with you the 
hero (yawn, bore) who has to stop it by 
collecting nine control codes. This is the 
heart of the game because the codes have 
to b e found in a computing complex that is 

;;£resentec$i using a; - rather novel 3D 
technique. 

Each room is viewed side on and is just 
one screen wide but has a lot more depth. If 
you walk into or out of the room it scrolls to 
reveal more of the room. This is done using 

Two excellent additions it has are the 
games Halls of the Things and Invaders 
which are thrown in as a bonus. This 
enhances the value of the package and 
many nostalgia-freaks may find themselves 
playing Invaders more than they do the 
main game. 

If you remember the planet surface 



GRAPHICS 
SONICS 

GRAB FACTOR 
STAYING POWER 

A A RATING 

Master and 
faithful hound in a 
futuristic UK 

• Poddy's control will drive you up the 
wall> 
• Task l e e m s obscure and too difficult 
at times. 

GRAPHICS 
SONICS 

GRAB FACTOR 
STAYING POWER 

A A RATING 

border on the nonexistent. 

GREEN SCREEN VIEW 
The rooms are very uninspiring in 
mono. but the gameplay is unaffected. 

AW 

from Dark Star then you'll recognise this 
planet because it takes the same form. 
There are no space sequences on this 
game but the planet itself is much larger 
and packed with more features. The aim is 
to skim the planet surface in search of 
pieces of the Evil Lord's final message and 
then to crack the code that protects them. 

The codes are collected by just flying 
through them on specific zones on the map 
but most of the time you'll be quite fully 
occupied shooting at and avoiding the 
defences. These consist mostly of towers of 
different shapes and sizes that blast deadly 
accurate missile fire at you. Many of these 
can be shot but for the most part you'll be 
happy to try to avoid everything. 

The planet is also equipped with force 
fields (plasma guides) that have to be flown 
through. Anything that manages to hit your 
ship will damage its shields which can 
quickly disappear because of the heavy 
opposition you face. Energy can be re-
plenished at various energy zones on the 
map but mostly you won't have time to get 
to one before the end arrives. Other fea-
tures include dislocation zones, teleports to 
you and me, that plonk the ship down 
elsewhere on the planet and not always to 
your advantage. 

The action is very fast and furious with 
everything being thrown at you but at times 
the planet surface becomes totally invisible 
leaving you with a black screen. The game-
play is extremely tough but not unaddic-
tive, its major problem being the control of 
the ship which is extremely slow to make 
turns. There's not much strategy involved, 
just a lot of blasting and moving but fans of 
the genre will like it. Along with the other 
two games it makes a pleasing package but 
if you've got Dark Star already you may 
feel more than a little cheated if you buy it. 

BW 

• Two bonus games thrown in. 
• Fast and furious action. 
• Weird and humourous features. 
• Tough game aim that will take some 
cracking. 

• Well designed and attractive rooms. 
• Good use of icons for Poddy and the 
man. 
• Difficult exploring and puzzling task. 
• Nice animation on main character . 

going and charging Poddy's batteries at 
handy Wall sockets. There are many other 
objects to be found like bombs, a light bulb 
and a cashpoint card but where and how to 
use them is pretty difficult to work out. This 
may mean it will take you a while to get 
really into the game. 

The graphics are beautifully designed 
and use well-chosen colours. Movement is 
a little slow but well animated, and after all 
you don't need to go anywhere in a hurry. 
The icon system works well but the adven-
ture element seems obscure and difficult to 
get to grips with. Poddy is the real problem 
though - he may b e house trained but he'll 
never make the Cruft's obedience school. 

. :. | ' I 1 " . . V • BW 

manipulating objects and the two charac-
ters and also ones for saving, loading or 
restarting games. 

Poddy is the most important and the 
most annoying feature of the game. He is 
essential to your task because he can carry 
lots of objects but he's likely to send the 
most loyal dog lover crazy. He will follow 

locked. Some rooms have machines in them 
controlled by the computer and therefore 
hostile to you. Both these problems need 
objects to deal with them - the doors need 
keys to unlock them and if immobilised by 
a robot you need a first aid kit to get you 
going again. 

Other important things to do are gett-
ing cans of food .to keep the character 

you around -sort of - but needB a lot of 
coaxing, particularly when getting him be-
tween rooms. Then just when you want him 
to buzz off and give you freedom of move-
ment he'll start dogging your heels and 
getting in the way< He looks very much like 
the Doctor Who dog K9 but some of us 
would willingly rearrange his features with 
a spanner/ ; 

The rooms are connected by doors in 
the sides and tops of them which can mostly 
b e walked through but are sometimes 



N I C K F A L D O P L A Y S 
T H E O P E N 
Mind Games; Argus Press. £9.95 cass. joystick 
or keys 

The coyr$e of the 
top of the screen 
with the icon menu 
beiow 

The Open in question is the one at Royal St. 
Georges last year - pity they didn't get 
Sandy Lyle to put his name to the game 
because he won it. The course is recreated 
in glorious Amstrad pixels with all its haz-
ards and holes intact - you'll need to go to 
Sandwich to check out the real thing 
though. 

The game is icon driven through a box 
at the bottom of the screen with the top two 
thirds of the display being devoted to the 
course. This shows the area around the ball 
and using a map icon it can be zoomed out 
to reveal the whole of the hole you are 
currently playing. 

SECOND OPINION 
Golf strikes me as one of those games that 
really doesn't belong on a computer. I 
mean, this one's streets ahead of any other 
golf game, but it's still just dull and clumsy 
on the little screen. Where's the thrill of the 
long drive, the skill of the putt? Where's the 
19th hole? 

AW 

The course can be played in four dif-
ferent ways: a full round, holes 1-9, holes 
10-18 and individual holes at a time. The 
par is 70 but it will take plenty of practice at 
each hole before you'll get close to that 
because it is even easier than the real thing 
to make a complete mess of a hole. Once 
you've learnt the basics though a reason-
able total (under 90) should be possible. 

putter. Common sense will mostly tell you 
what Club to use at firsl but finding out the 
particular distance achieved by each from 
different lies is a matter of practice. 

The shot direction indicator has to be 
set next in the bottom left of the box and can 
to make a number of important decisions 
about the shot he's going to play. In the top 
left of the icon box is a club selector which 
gives you the choice of driver, 3 and 5 
be anywhere in a 360 degree circle. When 
choosing this the wind direction and 
strength also needs to be taken into con-
sideration as this will affect the flight of the 
ball. The last parameter to be set is the 
strength of the shot and again the best 
setting of this for a situation can only be 
discovered by trial and error. 

Having set everything up you activate 
the golfball icon to play the shot. If the 
computer disagrees with your choice of 
club it will ask "Sure?" and you can change 
youi selection if you want to. When the shot 
is actually played the golfer in the icon box 
will swing, the speed depending on the 
force of the shot, and hit the ball of the right 
hand edge of the screen. 

The display now switches completely 
to an overhead view of the ball as it flies 
through the air, the map scrolling under-
neath it. It gets bigger as its height in-
creases and then falls away again. The 
process now repeats until you get the ball 
into the hole and move onto the next one. 
The putting process is the same as for the 
other shots. 

The course has the usual hazards of 
rough, bunkers, water, out of bounds, sea, 
road and pathways, all of which will pro-
duce a different result from a shot when hit. 

It is certainly the best golf game I've 
seen and is very playable. The course 
graphics and the way the shots are played 
is very nice and it will present plenty of 
chalenge as you try to hit par. Golf is still 
something of a minority sport though in 
computer terms. 

BW 

• Instantly playable with handy icon 
system. 
• Very nicely presented with lots of 
detail on the course. 
• The shots are really played well with 
more action than previons games. 

• Golf still has limited appeal on a 
computer. 
• You still can't get enough different 
direction angles for really accurate play. 

After viewing each hole the player has 
woods, 3, S, 7 and 9 irons, wedge and 

GRAPHICS 6 2 % wwmm 
S0NICS 1 7 % 

GRAB FACTOR 5 9 % 
STAYING POWER 6 9 % 

A A RATING 6 5 % 

A L I E N H I G H W A Y 
Vortex. £8.95 cass. £13.95 disc, joystick or keys 

Subtitled Encounter 2 this is the follow up to 
the immensely succesful Highway Encoun-
ter and is once again set on a roadway 
where you have to battle alien forces. The 
general format is the same as before but 
many important changes and new features 
have been made to maintain originality and 
make this a knockout game. 

Having beaten off the attack on Earth 
you are now attempting to destroy the alien 
citadel that lies at the end of 30 zones of 
roadway. The road runs from the bottom 
left of the screen to the top right and as 
before is packed with nasty hazards. These 
have to be negotiated in your dustbin 
lookalike Vorton while pushing along the 
Terratron that will destroy the alien city. 

Along the route the Terratron has to be 
energized at seven regeneration stations, 

SECOND OPINION 
Vortex certainly have made a lot of 
changes for this Encounter sequel, but 
they're not all improvements. I particularly 
miss the extra Vortons and the mappable 
terrain of the earlier game. Still, the \ 
gameplay is terrific and the aliens are 
better than ever-and that electrified road 
edge is just wicked! 

AW 

otherwise it will not work when you reach 
the final zone. The Terratron can be pushed 
all over the roadway instead of keeping to 
the centre line like the Lasertron in Encoun-
ter. This gives you plenty of scope for 
movement but also makes control and pro-
gress up the highway much harder. 

Fortunately the Terratron slides easily 
though. This means that even though it may 
look like you've got it stuck s o m e w h e r e it 
can still be pushed diagonally on the 3ide to 
move it. You'll need that s k i l l q u i t e a lot 
because you're guaranteed to got into a lot 
of tight spots. 

There's only one Vorton to push the 
Terratron because the "l ives" system of the 
previous game has been done away with in 
favour of an energy gauge. This is depleted 
by contact with many items but replenished 
when the Terratron hits a regeneration 
station. When it reaches zero the game 
ends. The end can also be brought about 
by exhausting the game time limit, although 
this is a bit more generous than on 
Encounter. 

There are lots of enemies, including 
some nasty surprises for even the best of 
Encounter players. The most noticeable is 
that the edge of the road has been electri-
fied and rapidly drains your energy when 
run into, making positioning much tougher. 
There is another static hazards that drains 
energy fast - flamepoints. Both these fea-
tures have to be avoided at all costs or your 
game won't last long. 

The moving hazards are less deadly 
individually but wage a dangerous war of 
attrition. They have some nasty character-
istics like homing in, ducking, attacking 
when your back is turned or your laser's 
empty and trapping the Vorton in some 
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lethal spots. Some can be shot with your 
front mounted laser, others will have to be 
blocked or scooted past. 

There are barrels similar to the ones in 
Encounter that can be moved around as 
blocks but these appear randomly so that 
there won't always be one when you need 
it. Tho screens also appear in a random 
layout with each new game, although there 
are groups of screens that stay together 
and the tough ones will bunch towards the 
end of the road. 

The animation is great on many of the 
features and once again there's a nice end 
game sequence, although it's not quite as 
impressive as the Encounter one. The 
aliens are wonderful when they move with 

addictive after just one game. The aliens 
and obstacles are even better than before -
more deadly too. The random features 
make the game less predictable - you 
never know what to expect - and even 
Encounter players will find this a tough new 
challenge while the newcomer will un-
doubtedly marvel at the sheer genius of the 
game. 

BW 

craning necks and ducking action. The 
Terratron also gets in on the act when it is 
regenerated bccause what looks like a 
hand pops out of it to pull its lid down. 

The control is a little finicky at first but 
like Encounter it becomes maddeningly 

Vorton 

Terra iron 

Aliens 

Obstacles 

Regeneration* 

GREEN SCREEN VIEW 
The game's practically black & white 
anyway, so you 're not missing much. 

AW 

Alien line up 

KAMIKAZE ALIEN. Homes straight 
in at high speed. Explodes on 
contact but can b e shot. 

KAMIKAZE ALIEN. Homes straight 
in at high speed. Explodes on 
contact but can 
b e shot. 

• 30 new zones. 
• Fantstic graphics and animation. 
• New features like electrified road 
edge that make new gameplay. 
• Evil new aliens which duck and home 
in. 
• Maddeningly addictive - you've just 
got to see the end. 

ANGLEPOISE ZEB. Moves around 
rapidly and will hit you from 
behind given 
half a chance. Explodes on 
contact. Can b e shot. 

DUCKING ZEB. Hides from 
Vorton's g a z e and even ducks to 
avoid laser fire. Cowardly in the 
f a c e of fire but pounces fast if 
you aren't r e a d y for it. Explodes 
on contact. Can b e shot. 

• Has many similarities to its 
predecessor. 
• Newcomers may take some time to 
learn the ropes. 

BOUNCING ELIPSE. Will bounce 
between two points. Does not 
e x p l o d e on contact but causes 
energy drain anyway. Cannot b e 
shot. 

FLAME POINT. Stat ic but rapidly 
drains energy when bumped into. 
Cannot b e shot. AMSTRAD ACTION JUNE 1986 49 Kjgh voit.-gc 



Z O I D S 
Martech, £8.95 cass. joystick or keys 

Mat* 

Zoid thought 

Status 

Move 

Information 

You wouldn't expect much from a licensing 
deal to produce a game based around a 
bunch of toys that resemble dinosaurs. 
Happily, however, it has produced a game 
of surprising depth and difficulty that will 
appeal more to a games player looking for 
a tough challenge than to the younger age 
range who play with the toys themselves. 

The game takes place on a planet 
controlled by red Zoids where your task as 
the only humanoid on the planet is to put 
together Zoidzilla, leader of the blue Zoids, 
and defeat the red Zoid leader, Redhorn 
the Terrible. The six pieces of Zoidzilla are 
hidden under city domes. Eight domes, a 
power plant, mine and beacon make up a 
city network and there are ten of these on 
the game map. Only six networks will 
contain a piece of Zoidzilla so you'll have to 
do a lot of searching and destroying to find 
them. 

You begin as a Spiderzoid at one of 
several possible locations on the game 

Red Zoid Roll of Death 

this rundown in a s c e 
of deadl iness will give 
I d e a of what 's in s tore for you 

HELLRUNNER: fast moving Zoids 
that patrol city zones. W h e n 
is a t t a c k e d they quickly fetch 
S p i n e b o c k s into action. Easily 
r e p l a c e d b y city domes. 

you on 

city 

SUTHERZOID: carry r a w mater ia l 
a n d p o w e r pods b e t w e e n mines, 
p o w e r plants a n d city domes. 
M a y l e a v e these behind when 
d e s t r o y e d but h a v e g o o d 
f i repower a n d o r e r e p l a c e a b l e 
b y domes. 

SPINEBACK: s tand b y inside 
domes until summoned by 
Hellruner into b a t t l e . Powerful, 
d a n g e r o u s a n d r e p l a c e a b l e . 

SERPENTZOID: patrols around a 
city network looking for intruders 
whom he d e a l s w'ith using hefty 
f i repower . Cannot b e r e p l a c e d if 
d e s t r o y e d . 

MAMMOTH THE DESTROYER: 
summoned b y distress calls from 
city b e a c o n s . Very powerful -
don't mess with mammoth. 

REDHORN THE TERRIBLE: apt ly 
n a m e d b e c a u s e he's the meanes t 
of the bunch. Responds to b e a c o n 
cal ls a n d h a s devas ta t ing 
f i repower . Only Zoidzilla will 
stand a chance a g a i n s t him. 

map. You will be in a valley between the 
impassable mountain ranges that also sur-
round most cities. The mountains, city fea-
tures, Zoids and yourself are marked on the 
map but only a small area of this can be 
viewed at a time. This will appear in the 
centre of the display for most of the time, 
although this has several different uses at 
different times. 

Around the central display are an icon 
menu, information window and a Zoidth-
ought window. The two windows will give 
you information on your Zoid's weaponry, 
defences, power and how he feels about 
the current situation (ie whether he feels 
threatened or not). The icon menu is how 
he is controlled.There are eight icons: Zoid 
ID, scanner, status, guns, missiles, radio, 
information and move. 

The Zoid ID will allow you to identify 
Zoids on the map so that you know who 
you're getting into a scrap with. The in-
formation icon provides a similar service in 
identifying any other features on the map. 
The move option allows you to shift the Zoid 
around in open areas but not through any-
terrain features. Status gives you a readout 
on the power pods, missiles, guns, damage 
and pieces of Zoidzilla you have. 

The scanner is used for locating power 
pods and parts of Zoidzilla that may appear 

Zoid ID 

counter enemy missile strikes while mis-
siles are your own attack method. 

The guns are used on a 3D display of 
incoming missiles that have to be shot or 
they will damage the Zoid and eventually 
destroy it. Missiles have to be targetted and 
then guided through a very tricky mountain 

SECOND OPINION 

There's so much frustration early on in this 
game, you might well wonder if the game's 
actually playable. Well, playable it 
certainly is, but the frustration never really 
lets up. There is so little time between 
incoming strikes, it's easy to get ground 
down without ever havmg chance to fire 
back. Good, bur rough. 

AW 

when a city dome is destroyed. The guns, 
missiles and radio base are what you'll use 

most in the hectic battle. 
Guns are used to 

Guns 

Information readout 
Radio 



^ 
T H E F I F T H A X I S 
Activision/Loriciels. E9.99cass, joystick or keys 

range to their destination in another 3D 
display. The radio is used to call up a 
separate missile strike and combining 
these two functions is how you destroy 
cities. 

The power plant in each network pro-
vides the deflector shield for each city 
dome so if you radio for a missile strike on 
it it temporarily diverts power to itself 
giving about 30 seconds in which to hit a 
city with your own missiles. The mine and 
beacon are also important targets since the 
former provides materials for more red 
Zoids and the latter alerts the two most 
powerful red Zoids to your presence and 
they head straight for you. 

There are six types of each Zoid with 
different strengths. This will affect how 
much damage a missile attack will do to 
you, the behaviour of the Zoid and whether 
it is replaceable. Your own Zoid will 
become more powerful as parts of Zoidzilla 
are collected, giving you more fire power 
or armour. 

At first things are extremely difficult 
and frustrating with interminable enemy 
missile strikes and difficulty in guiding 
your own missiles. However, perseverance 
will teach you all the tricks and reveal a 
very absorbing game that will provide a 
lasting challenge and plenty of action. The 
graphics are colourful icons and effective 
vectors for the action while the worst bit of 
the game is the sound you'll turn it off 
after only a couple of minutes. Zoids may 
take work to get into but its worth every bit 
of effort. 

BW 

GREEN SCREEN VIEW 

Vital screens are blue on black, 
making them effectively unplayable. 
Buy something else - a modulator, 
perhaps. 

AW 

Nice icon control and scxeen 
windows. 

A very tough game to beat. 
Requires both strategic and arcade 

skills. 
Good graphics for all sections. 
Certainly not just for kids. 

Enemy missile strikes and missile 
crashes into mountains can be 
annoyingly repetitive. 

Takes a long while to really get going 
in the game. 

GRAPHICS 86% mmmmm mmmm 27% 
GRAB FACTOR 84% mmmsm 

STAYING POWER 93% mmmssm 
A A RATING 88% -OOOOOoOoOC 

The fifth axis supposedly governs the pro-
bability of events happening within the 
universe, but don't let that worry you 
because the heavy background information 
that comes with the game isn't essential to 
the action. The game itself is surprisingly 
easy to get playing but has plenty of dif-
ficulty to keep you going. 

Once you've had fun trying to work out 
what on earth the instructions are about you 
can get started with the game and b e 
delighted by its simplicity and animation. 
The main character you control is wonder-
fully animated and can walk, run and jump 
in a tremendous style which would even do 
justice to the long awaited and much post-
poned Impossible Mission. His task, put 
simply, is to retrieve artefacts from a multi-
level, wraparound building and then retr-
ive "anachronons" from various time 
zones. 

The building in which the mission 
starts is a laboratory full of dangerous 
cyborgs and holes in the floor. The cyborgs 
will attack you and have to be fought while 
the holes in the floor restrict your move-
ment. Lying around the building are ar-
tefacts and geometric keys which you need 
to pick up. The artefacts will add to your 
score until enough have been collected to 
visit a time zone. 

The holes in the floor can be negot-
iated by jumping or using the keys to 
levitate across them. Lifts will also take you 
up a floor. The cyborgs that patrol the lab 

come in many weird varieties but are all 
marvellously drawn. They can be fought 
using kicks and punches until they ex-
plode, accompanied by one of the funniest 
sound effects we've heard. Some float while 
others can b e shoved down holes in the 
floor to their death. 

Falls and fights can also be hazardous 
to your health though. There are three 
strength gauges for life, agility and force. 

mum 
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2% 
14% 
83% 
33% 
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Life is diminished by robot hits and long 
falls, agility determines how easily you get 
around and force diminshes with every 
blow in a fight. If the life gauge reaches 
zero then the game ends. 

The time zones are where the anach-
ronons are recovered and consist of a 
single scrolling level where you face many 
hazards. The first zone merely has spears 
being thrown at you that have to be 
blocked or avoided but later zones get 
harder. There are greater numbers of 
weapons thrown at you, obstacles on the 
ground and even missiles from the air. The 
anachronon has to be reached within a time 
limit which decreases every time the man 
gets hit by something. 

The character animation is excellent 
with good fight action, although the back-



FEATURING 

Can you control the awesome powers of two 
Man-el Super Heroes at the same time, and rescue 
Alicia Masters from the gTip of the evil Dr. Doom? 

Ir. this the third of the highly acclaimed Questprobe 
series, written by Scott Adams, the undisputed master ot 

the art of adventure writing, you have to control both 
The lhing and The Human Tbrch in their mission, set by 

the Chief Examiner, to rescue Alicia Masters from 
Che evil terror of Dr. Doom 
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I N T O O B L I V I O N 
Mastertronic, £1.99 cass. joystick or keys 
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Superb animation, great action and silly 
sound cffcctsarc all very well, but where's 
the lasting interest? Once you've mangled a 
few cyborgs and dashed through a few 
time zones, you've seen pretty much all the 
game has to offer. There's still plenty to do, 
of course, bur it tends to be just more of the 
same. 

AW 

grounds are a little weak. The music and 
sound effects are also of high quality, parti-
cularly the death screams of cyborg and 
human alike. The gameplay is all action 
with little strategy involved but the time 
zones get very difficult and present a lot of 
challenge. 

BW 

GREEK SCREEN VIEW 

Some of the cyborgs are a bit hard to 
see, but it's generally okay. 

AW 

• Terrific animation. 
• Great music and sound effects. 
• All action gameplay with jumping, 
fighting and running. 
• Difficult time zones that present a 
lasting challenge. 

GREEN SCREEN VIEW 
Doesn't lose too much on the graphics side, 
but then it didn 't have verymuch to start 
with. 

AW 

— 1 

SECOND OPINION 
There really are an awful lot of screens, but 
there really isn't anything to do on any of 
them. The obstacles are boring, the nasties 
are lifeless and the controls are pretty dull 
too. If you want something big and difficult 
to map, it's certainly good value. If yon 
want gamcplay, on the other hand, it just 
hasn't got any. 

AW 

SECOND OPINION 

B A D N E W S 

• Not much variance in the screens. 
• Not enough fast action to get you 
really hooked. 
• Graphics aren't as attractive or stylish 
as in the two previous titles. 
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Prepare yourself 
for 2,500 of these 

G O O D N E W S 
• 2,500 screens. 
• A tough long term task. 
• Lots of exploring and mapping to do. 
• A lot of screens for a little money. 

• Gameplay in lab m a y become 
repetitive. 

Remember the names Human Harvest and 
Graceful Degradation They were both 
provisional titles for this, the latest block-
buster from Stephen Curtis. It picks up 
where his last game left off but in a totally 
different type of game made up of a mass-
ive number of screens. 

The all powerful computer from the 
first two games in the series (Nonterra-
queous and Soul of a Robot) has been 
destroyed leaving a galaxy of 42 planets 
that is infested with killer droids intent on 
destroying all intruders. The 42 planets 
combine to make a total of about 2,SOO 
scrccns of action, which should be enough 
to be going along with. The aim is to find 
the one safe planet away from the rest of 
the dangers and this is no easy task. 

You control a little chap in a Mk II 
Seeker that can fly and blast away aliens 
with a laser. When he's on the ground he 
trundles around on a little wheel but flaps a 
couple of wings when he's up in the air. On 
every screen you encounter there are the 
alien droids that appear in groups of three. 
They follow different movement patterns 
around the screen, sometimes exploding 
when they hit the edge of the screen. They 
can be shot or avoided but will keep 
coming back as soon as all three arc 
destroyed. 

At first it may seem that the aliens pose 
little threat and are easy to avoid but with 
such a large task ahead of you the gradual 
attrition caused by collisions with them 
becomes a major factor. Periods of immun-
ity to them can be gained by picking up the 
right object, which changes the border 
colour of the screen. 

On many screens there are flying 
saucers which you can activate so that they 
rise up the screen and takes you to another 
planet. Sometimes there will be two 
saucers or one that cannot be used until a 
barrier above it is released. To remove 
these barriers another object has to be 
found and picked up. 

The Seeker can also move off the sides 

of screens along a planet surface but the 
way will often be blocked by no-entry signs 
or by a "corrosive atmosphere" that costs 
you a life. Another mode of transport is the 
system of transporter screens, but again 
you have to find out how to operate them. 

While searching for the safe planet you 
need to collect over 90 units of psyche 
which appear and can be picked up in the 
same way as other objects. Some screens 
have direction arrows at the top and these 
can give an "as the crow flies" indicator of 
where the safe planet is. Also in this top 

section of the screen are the detailed planet 
backgrounds that change as you hop from 
place to place. 

The most impressive thing about the 
game is its size and the need to explore. 
This will keep you going for a long while, 
trying to find the safe planet and overcom-
ing all the obstacles. It's also a game that 
will require mapping in order to get 
through it. The one drawback is that while 
all this exploring and mapping is going on 
there isn't much to get you really excited -
it's certainly challenging but probably 
won't take you to any great heights of 
addiction. 

BW 



EVIEW * T E M P E S T PREVIEW * PREVIEW * 
Bob Wade gets a pre-release look at an 
arcade classic on its way from Electric 
Dreams 

No it isn't a game based around 
Shakespeare's play but to misquote one of 
his lines "this is the stuff dreams are made 
of." Tempest first appeared as an arcade 
game using vector (straight line) graphics 
and although it was never a big commercial 
success it built up a large cult following. 

I'm one of that cult - in fact it is my 
favourite arcade game of all time, and so 
you can understand the excitement when 
we got our first peek at the game. It has 
never been succesfully converted to a 
home machine despite being around for 
several years but now the Amstrad is going 
to get the first version and it looks like 
being well worth the wait. 

The conversion is due to be released in 
June by Electric Dreams, producers of the 
superb Spin Dizzy and judging from the 
version I saw, they've done a pretty good 
job. The vector-graphics are well repre-
sented, if a bit less colourful than the 
original. And music has been added to the 
repertoire of sound effects. The action is as 
addictive as ever. 

The game is an unashamed mindless 
shoot-em-up that requires an extremely fit 
firing finger and rapid reactions. It is based 
loosely around what goes on inside an 
electrical wire but has some of the most 
abstract action ever. 

The game takes place on 99 "gr ids" or 
" tubes" that are drawn in perspective so 
that they foil away to the middle of the 
screen. The grid is split into columns and a 
" spark" revolves around the top of these 
under your control. From the bottom of the 
columns come various adversaries that 
have to b e shot by the rapid firing spark 
before they can get to it and destroy i t 

That is basically what the game is about 
but the beauty of the action is in the variety 
of the electrical dangers you b e e and the 
addictivenes8 and difficulty of the furious 
action. You won't learn a lot from this game 
but you'll get so engrossed in the action 
that hours will slip by unnoticed as you 
battle the ever increasing difficulty of the 
tubes. 
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PREVIEW * PR 

Most of the features are true to the 
arcade version although at the time of 
writing there are still some to be altered 
and bugs to be eliminated. Just to whet your 
appetite here are some of the dangers that 
venture onto the tubes. FLIPPERS flip 
across from lane to lane. FUSEBALLS rise 
quickly up a single lane. TANKERS rise up 
a lane and split into two flippers or a 
spiralling fuseball when «hot, SPIRALLING 
FUSEBALLS circle the grid at hish speed, 
SPIKES are lines that rise up a lane and 
PULSARS short circuit lanes making travel 
across them impossible. 

Keep your eyes peeled for a full re-
view because fast action fans really 
shouldn't miss this one. 

M O N T Y ON T H E RUN 
Gremlin Graphics. £8.95 cass. £12.95 disc, 
joystick or keys 

Monty is a mole and a naughty mole at that 
because he's just escaped from prison. His 
task is to make it to freedom through 49 
platform screens using a kit comprised of 
five objects. Aside from negotiating the 
hazardous platforms the kit is his main 
problem because he doesn't know which 
five objects he needs. 

As platform games go this is quite a 
tough one because it doesn't just demand 
good timing and accurate jumping but 
some exploration skills as well to find the 
right route. The screens of platforms and 
hazards connect up in several different 
ways and there are even red herrings 
thrown in to trap you. Most can be reached 
by walking off the edge of one screen onto 
another but some have to b e jumped up to 
or fallen into. 

SECOND OPINION 
Cute graphics and great music don 'tmake 
up for desperately tired gameplay. For 
size, complexity and playability it's 
distinctly inferior to Jet Set Willy, and JSW 
is old. I really liked Monty's jumping action, ] 
but the game belongs in a museum. 

AW 

The platforms come in several 
varieties but are mostly reliable and don't 
spring surprises on you in the form of 
conveyor belts or disappearing floors. 
However there are some dangerous things 
that can cause Monty's downfall so that the 
rule "if it moves avoid it" should be ad-
hered to. 

Monty gets over gaps in the floor, level 
changes and obstacles by jumping. This he 
performs in acrobatic style, somersaulting 
rather nicely in mid air, which isn't easy for 
a tubby little mole. Fortunately he can also 
get away with mistakes while doing this 
because he can fall any distance without 
coming to harm as long as he doesn't run 
into any nasties. 

The nasties are the usual silly things 
that crop up in platform games. They follow 
planned routes either horizontally or verti-
cally and have to be avoided by careful 
timing and quick reactions. Collision with 
one of them loses Monty one of his five 
lives. Another nasty feature are the 
crushers that, if they catch Monty, cause 
him to explode in four directions in lovely 
style. 

Progress through the game is mostly 
achieved by trial and error in many re-
peated games. As you explore, gold coins 
and other objects are found. The coins just 
boost the score while other objects may 
have good or bad effects on the hapless 
mole. 

One of the major features of the game 
is the music that plays continuously 
throughout the action and the various title 
screens. There are different tunes for each 
section and all are very well done indeed 
and will get your feet tapping. 

The gameplay isn't very original de-

spite the introduction of the freedom kit but 
fans of platform games should enjoy it. The 
graphics too aren't that wonderful but have 
nice touches like the somersaulting and 
crushers. The music is the game's real 
hallmark, the problem is trying to sit still 
while you're playing it. 

BW 

§ M M M GREEN SCREEN VIEW v. -:. • 
The water is almost invisible, but that's 
all part of the fun. In fact, it's all of the 

§ p | | . ! f S p ^ 

0 0 N w 
• Lots of excellent music . 
• 49 difficult-to-conquer screens. 
• Freedom kit adds a new element. 

B W 
• Distinctly unoriginal in concept. 
• Gameplay is based on trial and error. 

GRAPHICS 53% mmm 
SONICS 91% mmmmm 

GRAB FACTOR 60% 
STAYING POWER 68% 

A A RATING 65% W^MWi 
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Compilatioiif$|ave been sellingexceed-
ingly well anc$|i$riio wonder because they 
represent such excellent value for money. 
This is the second such offering from Beau-
Jolly and although all die games are quite 
old now it is probably even better value 
than the first compilation. We've given a 
single overall rating for each game that 
probably differs from their original ones in 
past issues. That's because there 's been a 
lot of improvement in Amstrad games that 
tends to downgrade the older titles. 

"•strike 

P» 1 0 g a m e s f o r jtt&t o v e r t h e p r i c e o f o n e . 
> A good range of titles and g a m s types 
- something to suit everyone. 
M j U w f exceUsnfijplties fhftt still look | g 
good today, • * ^ ^ • • ' 
> Great fmckege lor ih.-. new Arustrsd::|| 

Two militoids in the 
maze of hedges 

10 C O M P U T E R H I T S : 2 
Beau-Jolly, £9.95 cass. £14.95 disc (disc release date uncertain) 

Code n a m e Mat - 5 2 % 
An early succesful shoot-em-up that is de-
finitely showing its age now. The graphics 
and sound are primitive by today's stan-
dards but even so there is still some depth 
to the action. Not as good as more recent 
space games but does have some nostalgia 
value. 

l l l ^ i l l N ^ g g y - 6 3 % | 1 | 

A rather underrated version of the arcade ; 
game Moon Patrol that places you m a 
buggy t r u n d l & ^ c r o s s a lunar landacapep| 
YOU have to jump potholes, blast rocks . ' V; 
destroy spaceships and avoid animals in 
your path to get through three dangerous 
zones. Nice scrolling backgrounds and a 
testing arcade challenge. 

World C u p - $ 2 % 1 l l i l l ^ ^ ^ p ^ 1 -
This football simulation is in the same 
mould as Match Day but not quite as classy J | 
in its execution. It lias a scrolling pitch with 
a g ^ : at either1 end. One to e ig^|^$yers .'. 
can play in a world cup tournament but 
single player will find life very toug$|| 
against the computer. The gameplay is 
rather limited though without much variety. 

G a u n t l e t - 7 3 % | 
An excellent version of the arcade game 
Defender with lots of,fast action as your 

;$pacesh$* flies^&w across the surface of a 
^ ^ i t o u have to prote&icientista on the 
ground from marauding aliens. They attack 
in waves and come in several varieties that 
just get tougher and tougher. A really good 
blast* I S M 

Fantasia Diamond - 74% 
The only adventure on the compilation but 
a worthy one at that It featured in the 

eigsht ba<& in frjwe one and 
still looks pretty good today. It's got nice 

intelligent 
,characters|^4ie Pilgxihi was particularly 
taken by a toy robot who seems to have a 
mind of its own. 

Super Pipeline JX - 67% •: S l ^ l P 

have to b& kept in good repair-
while they fill up barrels with water. You 

P»ntxol Foreman Fred whdj|ftth the help of 
two workmates, ha»ito-i«op tools knoc&^i: 
holes in the pipes and other nasty creatures 

him 
'Hie game features some excellent 

graphics and sound but can be mastered 
fairly easily. 

Technician Ted - 6S% 
An arcade adventure in the Jet$kit Wittf 
mould but with; more complicated tasks to 
complete. Ted has to complete 21 tasks in a 
•Ingle working day without running out of 
energy. Each task consists of hitting two 
boxes in a room, but in a particular order. 

r̂ : The;|pr^hic8 and sound axe fair, very 
JSW-ith, and the gameplay is really quite 
addictive. Not as complex as more recent 
arcade adventures but still a good game. 

Andrei* 76% 
This arcade game relies on fast action and a 
tough task to get you really addicted and 
again it has etoo#up well to the test of txmM 
It features an android in a maze of hedges 

•:-#i%:::ihoverdroids, bouncers and; 
your prey the militoids. There are five of 
these nasty insectsji;iihat have to be shot 
three times in the head to k£H them off. 

find control touchy and fee scrolling 
annoying. ' • 
• ' : I 

< ;;;i||3D Stadtptrikeik 31 % 
This is quite an old 
shoot-em-up but still 

>;; shows plenty ©I; Slaas 
today. It is a four stage 

battle to destroy enemy 
bases in hollowed-out moons. 

The first stage is a space 
battle against many enemy 

ships and is followed by; a pass 
•low across the moon's surface 

shooting towers. 
The third and fourth 

stages are in a trench where 
you have to avoid catwalks 
emplacement*; before attac-

king the reactor pods that will destroy the 
moon, ^ i^re ' s plenty of fest and colourful 
action that still makes this an excellent 
addition to anyone's collection. 

M u t a n t M o n t y - 4 5 % 
You might call this a platform game without 
gravity. It has the familiar task of collecting 
objects on a screen before being able to 
move to the next. Control is quite difficult 
and the 40 screens will be tough to 
complete. , . 

SECOND OPINION 
They may be old, but look at that price! 
Besides, who cares what age the games 
are, when you've got the likes of Gauntlet 
and Android 2? If half these games are 
worth Mastertronic prices and they are -
then the odd duff one doesn't matter 
anyway. Go for it! 

AW I 

G R E E N S C R E E N V I E W 
On all ten? You Ve got to be joking! 

f t T a p e touting o u t t a k e t i m e . 
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BY D.K. MARSHALL 
ADAPTED BY DARRELL D. 
TOMAHAWK - a stunningly 
realistic flight simulation that 
puts you in command of an 
Apache Advanced Attack 
helicopter. Flying low over a 
spectacular 3D real world 
display with over 7000 ground 
features - TOMAHAWK puts 
you in the hot seat. 

Ground attack and air-to-air 
interception is the chal lenge -
day or night in the thick of the 
battlefield. Your combat mission 
is to locate and destroy e n e m y 
ground forces. It could be science 
fiction - it isn't - the A p a c h e is for 
real.... the meanest , deadl iest 
combat helicopter ever. 
Y o u have the weapons , the 
machine. . . . cl imb in and prepare 
for take off! 

• Spectacular 3D cockpit view 
with over 7,000 ground features. 

M Authentic aerobatic 
performance. 

• Ground attack and air-to-air 
interception, with laser guided 
missiles, rockets and 30 mm gun 

• Doppler navigation and target 
tracking. 

• Day/Night vision systems. 
• Cloudy. Crosswinds, 

Turbulence. 
• Pilot ratings-Trainee to Ace. 
• Impressive sound effects. 
• Pilots Notes. 

COMPATIBLE WITH AMSTRAD 464, 664, 6128 AND GREEN SCREEN 

AMSTRAD CPC 464,664,6126 
Tomahawk • £9.95 
Tomahawk Disk • £14.95 
Fighter Pilot • £8.95 
Fighter Pilot Disk • £13.95 
ATARI 
Fighter Pilot Disk • £12.95 
Fighter Pilot • £9.95 

SPECTRUM 
Tomahawk 48K 
Night Gunner 48K 
Fighter Pilot 48K 
COMMODORE 84 
Speed King Disk 
Speed King 
Fighter Pilot Disk 
Fighter Pilot 

• £9.95 • £6.95 • £7.95 

• £12.95 • £9.95 • £14.95 • £9.95 

VAT and p. & p. inclusive within UK 
(Overseas inc. 55p per cassette) 

Tote S&tes 
(0276) 88.1959 

Please debit my Access/Visa card no. 

Expiry date 
Cheques payable to Digital Integration Ltd 
I enclose a cheque.'P.O. for 

Please send to Q | Q | ~ j ~ A | _ 

INTEGRATION 
Watchmoor Trade Centre, 

Watchmoor Road, 
Camberley, Surrey 

GU15 3AJ 
Trade and Export enquiries 

welcome. Lifetime Guarantee. 
Total 

Name Address. 



BOUNDER 
Gremlin Graphics. £8.95 cass, joystick or keys 

Gremlin are really into cute characters and 
weird gameplay these days. This latest idea 
is weirder than most but immensely play-
able and addictive. The bounder in ques-
tion isn't a badly behaved cad but a tennis 
ball doing what it does best - bouncing. 

You'd need a pretty warped imagin-
ation to cope with a scenario for the game 
but basically it involves keeping the ball 
bouncing along a vertically scrolling 
course for as long as possible. Along the 
way you need to pick up as many points as 
possible and there are plenty of ways of 
doing it. 

The scrolling course is split into 10 
levels with a bonus screen in between each 
one. On each level there are a massive 
number of obstacles that have to be negot-
iated by the ball before it can reach the 
goal at the end ofthe level. When the goal is 
reached a bonus screen is played in which 
masses of points can be accumulated. 

Bounder beasties 

There are some funny old aliens 
within the g a m e that will cost 
plenty of lives so here's what you 
should watch out for. 

BINOCUL R rolling pairs of 
binoculars. Follow patterns but 
very tough to avotd. 

^spinning sticks that 
home in on you. 

g green, flapping 
fowl that also home in on you 
from the top of the-screen. 

3 darts that can come 
across the screen a t the most 
inconvenient moment to puncture 
your ball. 
There a r e lots of others as well 
including chomper domes, 
pterries and coins — life is tough 
when you're bouncing. 

The ball begins at the bottom of level 
one and at the bottom of the screen, which 
then begins to scroll downwards at a const-
ant speed. The ball has to be bounced 
along trying to keep pace with the scrolling 
since being at the very top or bottom of the 
screen can cause control problems. The 
ball bounces automatically but you control 
its movement through the air and can per-
form some rather unusual manoeuvres like 
turning at right angles. 

At first the control will cause problems 
and you'll find lives slipping away very 
quickly. However the action is so addictive 
that you'll keep coming back for more and 
gradually get the hang of the control. Even 

once you've mastered ball control new 
sections of the game will always throw 
surprises that can result in rapid disaster. 

The scrolling course is composed of 
various sorts of scenery most of which 

S E C O N D O P I N I O N 

If you thought Thing would bo a hard act to 
follow, you 're in for a surprise. This game 
may be cute, but you '11 probably be too 
busy to notice. The gameplay is so 
absorbing, so fiendishly addictive that you 
just can't put the joystick down. If the 
frustration docsn't drive you up the wall, 
the twee little tune will. 

AW 

aren't safe to go on. The only thing you can 
bounce on are floor plates decorated with a 
hexagonal design and some other special 
squares which perform particular func-
tions. Other areas of land will either let the 
ball drop into them or prevent it going 
over. Mountains and walls have to be 
steered around while most other things 
have to be bounced over. 

As if all that weren't enough there are 
also some nasty breeds of alien that will 
move m patterns on the hexagons or actu-
ally home in on the ball. These can't b e shot 
or destroyed but with extremely good tim-
ing they can be bounced over. The best 
advice is to find out where they appear and 
avoid them. 

The ten levels axe of varying size but 
combine to make a playing length of over 
150 screens. Right from the start you'll 
know you've got a tough task on your 
hands with things getting really hot on 
levels two and three. After that there's just 
no let up. 

There are a number of special squares. 
The first ones you'll encounter are mystery 
bonuses and extra-power jumps. The 
bonuses are squares with question marks 
on them which can give extra points, 
jumps, balls or something altogether less 
pleasant. What each one does has to be 
learnt through trial and error but it stays 
the same in all subsequent games. The 
extra-powered jumps are achieved off 
squares with arrows on them and keep the 
tennis ball in the air for twice the normal 
length of time. 

At the end of a level there will be a 
bonus screen if you have any bonus jumps 

GREEN SCREEN VIEW 

Very playable, although some of your 
opponents use the lack of colour to 
sneak up on you. 

AW 

left. These jumps are only used on these 
screens made up of many squares bearing 
question marks that will give you large 
bonuses. The ball has to hit as many as 
possible, an extra bonus being given for 
the number of jumps left. Jumps need to be 
conserved carefully since they will be 
needed on later bonus screens. 

Despite its difficulty the game is in-
credibly addictive and however many lives 
you lose you're guaranteed to come back 
for more. The scrolling is well done, 
although not perfect, and the graphics are 
superbly drawn and very colourful. The 
music that plays throughout the game is 
also pleasant and adds to the enjoyment of 
the action. Doesn't have the depth and 
strategy of some games but it has a wealth 
of originality, addictiveness and great 
action. 

BW 

10 levels, 174 screens. 
Good scrolling of some excellent 

graphics. 
Great control system when you're 

used to it. 
Devilishly difficult from the start. 
Good accompanying music. 

• Packed with originality. 

B N E 
Not for those with a bent for strategy 

or puzzles. 
> A trifle too difficult to start with? 

GRAPHICS 93% 
SONICS 77% v>Iv>.vI*Xv.v5a88o5c 

GRAB FACTOR 93% 
STAYING POWER 92% 

A A RATING 92% 
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The Lotus roars 
through the 
crowded city 
streets 

T U R B O E S P R I T 
Dwell. £8.95 cass. joystick or key: 

penalties unless you can 

GRAPHICS 78°/« 

SONICS 5 1 % 

GRAB FACTOR 8 3 % 

STAVING POWER 8 1 % 

A A RATING 8 1 % 
sideswipe someone going the 

other w a y . I can definitely see 
people going for penalty high 

scores and ignoring the 
smugglers. 

ACTION Turbo-powered 

Car racing games are nothing new but 
when you're plonked down in the middle of 
a maze of city streets with some drug 
smugglers to round up in quick time it 
becomes a whole new challenge. You won't 
only need to develop some new driving 
skills but you'll need a keen tactical mind as 
well. 

You are driving a Lotus Turbo Esprit 
with a top speed of 150 mph and can choose 
from four different city layouts in which the 
action can take place. Each city has one, 
two and three-lane roads. There are also 
one way sections of road but if you're 
feeling brave or lucky you can drive the 
wrong way up a street and take your 
chances. 

The aim of the game is to track down 
and either capture or destroy an armoured 
drug supply car and four drug delivery 
cars. The supply car will appear on the city 
map first. You can study the map, which is 
quite large, and track down the car from 
the grid reference it appeared at. This car 
will then try to rendezvous with each of the 
four delivery cars that '/nil appear as the 
game continues. 
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If left to themselves they will exchange 
their supplies of drugs, the four delivery 
cars will go into their hideouts and the 
armoured car will then head out of the city. 
The job is to stop them and different points 
are awarded for stopping the cars at differ-
ent stages. The delivery cars are worth 
most when they they have collected their 
drugs but not yet made it to the hideout. 
The armoured supply car is best stopped 
when it has made its four drops and is 
trying to get out of the city. 

The delivery and supply cars are the 
only ones apart from yourself that appear 
on the map. However there are many other 
cars on the streets driven by innocent 
civilians. The bad guys are colour coded in 
black and red so that you'll always know 
who you're dealing with. 

Your car is equipped with a forward 
firing machine gun and this can be used to 
blow up the delivery cars. More profitable, 
and essential for the armoured car, is 
bumping - you smash into the other car 
until it surrenders. 

SECOND OPINION 
Combat Lynx on four wheels, as you might 
say. Ambitious graphics, unusual gameplay 
and a real long-term challenge stack up 
against jerky movement and clumsy view-
switching once again. The driving side's 
certainly a lot more interesting than the 
avorage racing game, but the sameness 
and overall lack of staying power left me 
rather disappointed. 

AW 

The streets where the action takes 
place are lined with buildings that scroll 
rather jerkily past you. However the effect 
while driving is good and you have to do 
plenty of concentrating on the road. All the 
junctions are at 90 degrees so that wonder-
ful skid turns can be performed but you can 
also crash easily into walls, lamp-posts and 
other traffic. 

Drug smuggler hit cars may occasion-
ally pursue you and try to put one of your 
four cars out of action but any engine or 
radiator damage can be repaired at a 
garage. Fuel can also b e replenished at 

GREEN SCREEN VIEW 
A bit of a problem here - the bad guys 
driving black cars look almost identical to 
the innocent bystanders driving blue cars. 
Why do software houses do this? 

Four large city layouts. 
Novel graphics. 
Good driving controls that are a lot of 

fun. 
Tough game task with a side aim for 

the evil amongst you. 

Slightly jerky movement. 
Perhaps not quite enough variety in 

the action. 

garages and running out will mean you'll 
have to abandon that car. 

You will actually see your red car on 
the bottom of the driving display and below 
it is a dashboard display showing fuel, 
indicators, engine temperature, rpm, 
speed and steering wheel. Controlling it is 
fairly easy to get the hang of and once 
grasped driving can be lots of fun and very 
hectic. There's lots of action here that will 

test you to the limit.BW 



C O U N T D O W N 
Macsen, £8.95 cass. keys only 

Yet another quiz game from Macsen who 
seem to have the rights to every silly game 
show on television. This one recreates the 
Channel 4 show where contestants are 
tested on their knowledge of words and 
numbers against the clock. Like their previ-
ous games Blockbusters and Bullseye it is 
mostly limited to being a two player game. 

The quiz show consists of nine rounds 
of play, six based on anagrams, two on 
numbers and one on a word puzzle. The 
game can be played by two people com-
peting against each other or by one person 
trying to get a high score. The computer 
acts as scorer and judge but can b e 
overruled when it doesn't know a legal 
word. 

The six rounds based on anagrams are 
the major part of the game where most 
points can be picked up. One of the players 
has to choose nine letters, each choice 
being between a vowel or a consonant but 
otherwise entirely random. The players are 
then given 30 seconds to think of the long-
est word that can be formed from the letters 
chosen. 

SECOND OPINION 
A vast improvement on Blockbusters etc. 
but still pretty dull. Of all the things you can 
put on a computer, TV game shows have to 
be the weakest and least interesting. 

AW 

At the end of 30 seconds the words 
have to be typed in and checked against 
the computer's dictionary. If it doesn't 
know a word but the players know it's legal 
the computer can be forced to accept it. 
The player with the longer word gets a 
point for each letter in it, both players 
scoring for equal length words. If the com-
puter has managed to do better it will also 
show you its word. 

In the one player option the process is 
the same with the most absurd thing being 
that the computer effectively competes with 
you but doesn't score for itself so that you 
only have a high score challenge. In the 
numbers game the player has to choose six 
numbers from four rows, one of which has 
numbers of 25, 50, 75 and 100 and the three 
others containing numbers between 1 and 
10. A random number between 100 and 999 
is then picked and the players have to 
achieve that total using the six numbers 
provided. Addition, subtraction, multiplic-
ation and division can all be used and you 
don't need to use all of the six numbers. 
Again this has to be done within 30 sec-
onds. At the end the computer will show 
you how to do the calculation if you didn't 
manage it. 

The final stage is an anagram which 
you have to unravel to form a nine letter 
word, again within the 30 second time limit. 
All this is fine as a two player game but it 
has all the limitations of that and the rather 
absurd situation of a one player game that 
could so easily have been a lot more 
interesting than it is. Good quiz action 
though, that may well get you thinking. 

BW 

0 N W 
• Competitive two player game. 
• Words and numbers tests to get you 
thinking. 
• Good pressure format against the 
clock. 

B N W 
• Why didn't they implement the one 
player option as well as they could? 
• Many people don't like quiz games. 

11111 mm 
' " I s 0 . 

What's the longest 
word you can 
make? 

N 
N N N N 

GRAPHICS 1 2 % I M 
SONICS 1 3 % [:•:•: 

STAYING POWER s o % m $ $ m 
A A RATING 5 6 v m m m 

G L A S S 
Quicksilva Argus Press. £8.95 cass. joystick or 
keys 

This is a multi stage arcade game that puts 
you behind the controls of a spacecraft 
facing a daunting challenge against hordes 
of deadly aliens. The stages vary quite a lot 
in nature but nearly all of them involve a 
whole heap of mindless blasting. 

The aim is to penetrate the alien de-
fences and destroy three cities with your 
"nukes". The defences are split up into 
different stages that appear in a set order 
and last for a set time. Some of them are 
dangerous to your ship which has a limited 
number of shields but together they com-
bine to make a real war of attrition. 

The display is forward from the ship 
which can be moved left and right to alter 

SECOND OPINION 
This "game "is just about the most tedious 
thing I've ever seen. Nothing comes and 
gets you. The columns can be vaguely 
interesting at first, just because you have to 
actually do something about them but it 
doesn 't last. The nuking sequence is a real 
damp squib, then it's just more of the same. 
At the end of all this it suggests you become \ 
a tax inspector/alien zoo-keeper/3rd rate 
zombie. If you paid good money for the 
program, it could have a point. 

AW 

the view and has an instrument panel 
below. The only areas of real interest on 
this panel are the time and shield gauges. 
The top display is usually bare except for 
the "glass" surface the ship skims over and 
the hazards that sometimes appear. 

The ship has lasers that fire into the 
centre of the screen, although there is no 
sight to show you the exact position. The 
first stage has a single random alien who 
appears in the distance and wobbles his 
way towards you, making him difficult to 
hit. Later versions of this have the alien 
moving more erratically and requiring 
more hits to get rid of him. 

Other alien blasting stages include one 
where they pop up over the horizon to 
shoot at you and then duck down again, and 
one where upright aliens move horizontally 
past the display occasionally shooting. 
Some slightly different stages involve 
shooting bits off a slowly passing spacecraft 
and dodging pillars as they come towards 
you. 

This last stage is a tough one because 
the pillars automatically move towards you 
and steering between them can be quite 
difficult at times. If the ship collides with 
one or gets stuck in front the shield gets 
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j& teat t&e OFFICIAL versio^ ^ arcad^ 
game has arrived, some time after its two 
imitators Who Dares Wins U and Rambo. 
;The idea behind the game is 
everything that moves and if it doesn't 
move shoot it anyway. 

You control a character called Super 
Joe who has to fight a one man war against 
overwhelming enemy odds using 
machine gun and hand grenades. The ac-
tion takes place on a battlefield that scrolls 
down the screen as joe makes his way up it. 
In fact Joe can only advance though since 
the screen will not scroll upwards if he gets 
a sudden attack of cowardice. 

Joe shoots in his direction of movement 
and can keep up a pretty heavy rate of fire, 
^praying bullets all the screen If fee 
fire button is held down he' l l also throw 
grenades up the screen. The most effective 
fire pattern will take a while to perfect but 
once developed you have a pleasing ability 
to inflict death and mayhem. 

The aim is to get through three areas of 
increasingly difficult opposition and de-
stroy an enemy fortress at the end of it. On 
the way there are also two other smaller 
fortresses to b e overcome. When Joe arr-
ives at one the gates open and out pour 
masses of enemy soldiers from the fortress 
and from surrounding areas. Every single 
one has to be wiped out or got off the 
screen before Joe can progress to the next 
area. This isn't easy under very heavy fire 
from a large weight of numbers. 

Another problem for Joe is that not 
only is he in danger from the enemies 
bullete and grenades, he also loses a life if 
he runs into a soldier - rotten at hand-to-
hand combat, don't you know. On later 
stages things get really tough with bazooka 

• Little happening on screen and bad 
use of colour. 
• Repetitive and unexciting gameplay. 
• Requires little skill and no thought. 
• A g a m e can last for ages without even 
trying. 

GRAPHICS 4 5 % 
yV./V.V 

SONICS 2 1 % 

STAYING POWER 2 7 % 
A A RATING 2 9 % 
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knocked away very fast. At the end of each 
stage there is a slight pause before pro-
ceeding to the next. 

Eventually you'll come to the city 
where a nuke is automatically released to 
destroy it but you'll probably end up as-
king yourself why you bothered. The 
graphics are disappointing, despite some 
nice alien designs, because there is little on 
screen and awful use of colour. The game-
play is terribly boring with stage after 

stage being repeated giving you the same 
task and requiring little in the way of skill 
or quick reactions. The whole thing is 
repetitive and predictable and won't even 
be of interest to a mindless shoot-em-up 
fan. _ 

BW 

• Several different types of stage. 

SECOND OPINION 
Amazingly mindless, totally frantic action -1 
love it! Gives your Arnold a touch of the 
Schwarzenegers - and you '11 need arms 
like old Arnie, too, just to cope with the 
punishing effort of all that blasting. Forget 
WDWII, forget Bob Wade's opinion - this is 
what we want. And it's tough! 

AW 

launchers wandering around and fast accu-
rate fire coming from soldiers in vehicles. 

Joe has to keep on the move because 
the enemy fire is very accurate so that 
there is no time to rest and no safe spots to 
take a breather in. Tlw. enemy soldiers 
come at you from all sorts of positions: off 
the edge of the screen, behind rocks, out of 
caves, from the back of troop carriers and 
off hilltops. They may also shoot at you from 
trenches, pillboxes ..and • || mortar 
emplacements. 

The only help you can get is from piles 
of hand grenades found lying around which 
cam b e picked u$i to replenish your stock. 
These are most useful when blowing up 
vehicles though and not so good for close 
m-fighting with soldiers: 
restart from one of several different set 
positions, depending on how far you've 
gone. 

• Theie .are plenty of different obstacles^ 
that appear oh sci&en including rivers with 
bridges over them, tunnels under road-
ways, trees, trenches, rocks and walls. 
These are nicely drawn and tftit coaabines 

well with the smooth scrolling. The music 
that plays throughout the action also com-
bines well with the shooting and grenade 
noises although after a while you may find it 
starts to get on your nerves. 

The game is certainly one for the mind-
less blasters that will really test the reflexes 
and the muscles in your joystick hand. 
However it can become enormously frus-
trating because of the way you can so easily 
get killed after an awful lot of effort. This 
spoiled the game for me resulting in lots of 
expletives and physical violence. Who 
Dares Wins Z7 had more of a strategic 
element to it that still gives it the edge - this 
is more mindless and hand cramping. 

B W 



SAMANTHA F O X 
S T R I P P O K E R 
Martech. £8.95 cass. £13.95 disc, keys only 

The time for news story puns and dumb 
jokes is over because the famous (infa-
mous?) page three girl has arrived in her 
very own computer game. It features five 
mono, digitised pictures of Miss Fox in 
various states of undress as she plays you at 
poker and a version of seven card stud 
played against three computer opponents. 

For anyone who's played poker it 
won't take too long to see all the pictures of 

i. all you need is a bit of patience. It isn't 
rof course worth the effort - you might just 

• Non-stop action - the enemy soldiers 
just don't stop coming. 
* Good scrolling and 
+ Nice features Uke bazookas, pillboxes 
and vehicles. 
• Music and sound effects m i x well* 

as well go out and buy a copy of a down 
market newspaper and see the same thing 
printed rather larger and a lot more clear-
ly. Sam may take the occasioned large pot 
off you but if the program is to have any 
value at all it has to come from the four 
player option. 

This allows you to take on three other 
players at seven card stud and fortunately 
they don't take their clothes off. The rules 
and playing procedure are the same for 
both games so if you know seven card stud 
you don't need to know anything else. 

A hand starts with each player putting 
in an "ante" of one (you start with 1,000 
points - remember you're playing for fun 
not money). Each player is then dealt two 
cards face down which only he can look at. 
A third card is then dealt face up. At this 
point the betting starts and passes clock-
wise around the table until all players have 
finished. 

SECOND OPINION 
Poker is a game that needs real live 
opponents, strip poker doubly so. There's 
no excitement to either game, and no real 
difficulty either. You can argue about 
sexism amongst yourselves, but any poker 
game I can beat is not worth playing, let 
alone shelling out good money for. 

AW 

There are five basic options depend-
ing on the situation: pass - a player 

takes no further part in the hand, 
check - stay in game without 

placing money in the pot, bet 
put a stake in the pot, call -
match a previous players bet, 
raise - call another players 

bet and increase it. The 
computer decides which ones 
are available to you and puts 

a limit on how much you can 
stake each time. 

Three more cards are 
dealt face up to each player 
with betting continuing after 

each round until the final seventh card is 
dealt face down. The final round of betting 
takes place after which the cards are re-
vealed and the player who can form the 
best hand of five cards from his seven wins 
the pot. Play then proceeds to another hand 
until all but one player has gone bust. 

The game plays pretty good poker but 
loses all the tension of bluff and the excite-
ment of gambling. The "hook" in having 
Sam Fox is totally pointless and, for many, 
offensive. The less we see of this sort of 
"game" the better. 

BW 

• Can be terribly frustrating. 
• Mindless blasting - just keep running 
and shooting. 

D N W 

GRAPHICS 
SONICS 

GRAB FACTOR 

STAYING POWER 

A A RATING 

. W . w a O M 
• X v / X ' ^ j 

warn 

• Plays reasonably good poker. 
• Seven card stud is more interesting 
than five card. 

D N W 

• Poker has limited appeal and nobody 
plays it for long. 
• You might as well buy The Sun and a 
pack of cards instead. 

• Sexist drivel. 
• Loses excitement and bluff of real 
poker. 

. ^ • • • • • p J I P j 
l l g l g f G R E E N S C R E E N V I E W 
It's still playable in green, andifs still 

not worth playing. 
' • " 

m$3 i • 

GRAPHICS 4 4 % ft MOM 
SONICS 13%|: 

GRAB FACTOR 4 1 % : 

STAVING POWER 3 6 %F: wm 
A A RATING 4 0 %[i mm 

Till death us do part A M S T R A D A C T I O N J U N E 1 9 8 6 63 
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GRAPHICS 
SONICS 

GRAB FACTOR 
STAYING POWER 

A A RATING 

3 D C L O C H C H E S S 
CP Sof tware PCW 82S6/fei2v £ t 9.9b <g$£ 

S W O R D S AND 
S O R C E R Y 
PSS, £9.95 cass. keys only 

This game has taken so long from concep-
tion to actual appearance that PSS probably 
can't bear to think of the number of man 
hours that have gone into it. The question of 
course is whether it's all been worthwhile 
and whether the "Midas adventure con-
cept" will take off allowing many add on 
modules to the original game. 

At its simplest the game is an attempt to 
implement "Dungeons and Dragons" on a 
computer and give the same sense of role-
playing. Obviously there are a number of 
advantages and disadvantages to putting 
the action on computer and the result is not 
the same as the real thing. 

SECOND OPINION 
If BW finds this atmospheric, he's obviously 
pretty easy to please. The dungeon has all 
the eeriness, interest and character of an 
office block. The gameplay is a waste of 
effort, the grab is non-existent and the 
program as a whole pretty much a dead 
loss. If you like D&D, you '11 still find this a 
bad game. 

AW 

You can begin the game by creating 
your own playing character in preference 
to Flubbit the Dull with whom you will 

otherwise be stuck. The character can be 
named, trained under 12 masters in differ-
ent skills and then armed at an armoury 
before entering the game. The character 
begins in a rectangular dungeon but there 
are three others to be discoveredof the 
same size. 

The screen on which everything takes 
place consists of several areas of varying 
importance. The actual forward view of the 
character in the top left is quite nice and 
moves reasonably well but is only of use for 
identifying things or people in front of you. 
On its right is a display where either the 
map of the dungeon or a status display is 
shown. The map shows the characters on it, 
excluding those concealed in rooms while 
the status display is used for informing you 
of the character's status during fight3 and 
his magic numbers representing his skills. 

At the bottom of the screen are two 
menus, one for conducting conversations 
with other characters and the other for 

• Plenty of depth for those who stick 
with it. 
• Catches some of the atmosphere and 
"real t ime" excitement of D and D. 
• Packed with characters, objects and 
things to discover. 
• Original and funny at times. 

• Tremendously difficult to appreciate 
properly. 
• Can all too easily become an 
uninteresting fighting game. 

using all the commands in the game. Con-
versations tend to be pretty graphic with 
plenty of imaginative abusive language but 
they can be useful on occasions. The com-
mand menus are where most of the nitty 
gritty takes place and familiarity with them 
is an important thing to learn. 

There is an aim to the game for those 
who want one but you'll probably find that 
if you're going to enjoy the game you won't 
really need to take any notice of this any-
way. Most of the action involves fighting 
with characters encountered in the dun-

G R E E N S C R E E N V I E W 

No problems seeing the dungeon if 
Mfd's what you want 

* W 

geon corridors or protecting objects in the 
rooms. 

Fights take place in real time and the 
outcome is determined by your character's 
status in relation to the opponent and by 
what attacking and defence moves are 
made. Objects must be collected and have 
many different uses and properties that 
may be magical or merely practical. 
Amongst the items are treasure, foodstuffs, 
weapons and armour but you may not be 
aware of the full potential of what you hold. 

There are plenty of hidden depths to 
the game that are touched on in the instruc-
tions but take real perseverance to find out 
about. These include the skills your charac-
ter acquires, uses of objects and behaviour 
of opponents. To get the most out of the 
game you'll have to become very heavily 

This chess program for both slim and fat 
Joyces was 'created in consultation with 
International Grandmaster and British 
Champion Jon Speelman' and carries his 
endorsement: 'with its strong playing 
program and excellent 3D graphics I can 
confidently recommend 3D Clock Chess to 
all lovers of the Royal Game.' Well, if it's 
good enough for Jon, it's good enough for 
me. And you. 

In fact. 3D CC was far too good for me. 
It thrashed me repeatedly and mercilessly. 
Now I don't claim to be an ace chess player, 
but I'm not a complete dummy. I can beat 
Cyrus on level 3 any day of the week. I can 
beat Bob Wade. But 3D CC plays a tough 
old game, whatever the option you choose, 
and I didn't get a look in. 

RaOier than having levels of play, this 
program asks you to set a time in which it 
will respond. The longer the time, the more 
lines of play it can analyse. Unless you're a 
very strong player it won't need more than 
20 or 30 seconds to come up with some 
powerful moves. If you prefer, you can set 
its limit to match the time you yourself are 
taking per move. 

Another useful, but frightening option, 
includes the clock game, in which you set 
the time for the total game on the clocks. If 
you want, you can have as little as five 
minutes. Naturally, if your time runs out, 
you lose. 

Graphically, the game is pretty good. 
The 3D display is very similar to the game 

CP produced on the CPCs Staunton-ish 
pieces that somehow aren't as sharply out-
lined as they could be but nonetheles are 
easily differentiated. The 3D effect is very 
well done. 

Moves are entered usmg algebraic 
notation. Don't worry if this is not familiar to 
you - pressing Z will display the co-
ordinates on screen. The program contains 
all the other features you would expect 
from computer chess: recommended 
moves, inversion of the board, self play, 
display previous moves etc. 

3D Clock Chess is an excellent chess 
program that will test even stronger 
players. It should provide a welcome inter 
ludo in that novel for all you PCW owners. 

PC 

G 0 0 D _ N E W S 

• All the options you need. 
• Good display. 
• Game can be from blitz up to 
marathon. 

B A D N E W S 
• Why does it cost £5 more than CPC 
disk software? 
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BOUNDER 
••10 leveb of fun make this torture excellent 
value for money. Nova rating. Definitely one 
of thoae lutt another go'gamae. Oimi of 
the month February" - «»r(jut«r Gamer. 
The mort compulsive g»m»I've ever played, 

Jf you don't buy it you'll never know whet 
you're mined." says Gary Penn. Liapl 64. 
Com Medal Award 97* overall. 

MONTY ON THE RUN 
Super fit end desperate for freedom our 
frightened hero finds refupe with the 
criminal underworld who offer him his 
chance to breathe fruit air and beak In the 
sunlight once again. Monty must select the 
correct five elements of hb freedom kit from 
the many he's offered and not miss out on 
the hidden gold corns that will make him a 
mole of leisure. 

^ • K ^ S T S i THINCONASPR.NC 
^ M ^ l ^ V ^ J t e ? ^ " ^ n l s w r ^ h a v o c o n a n 
faith and protection of the weak. ^ ^ t r e a s u r e s to Ms underground 
* «lm and stay silent as the outstanding SftKfSSl ' iSS * t f * M r t h ' ^ • V animation and unrlvaBed combat routine? *» J i^PP* 7 ^ ™ vvedo? Who 

\ " " 
s s ^ r r ^ sasa—— 

in 
S S S T M tlw M x t in this thrliBng series of adventurm will beckon vou 

Gremlin Graphics software Limited, Alpha House, 10 C a ^ s t ^ t ^ l . S14FS. re,: O T d ^ s V 

YOUR AMSTRAD 



M O V I E 
Imagine. £8 95 cass . joyst ick or keys 
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GRAB FACTOR 
STAYING POWER 

A A RATING 

PTT 

f f r S ^ * sfS*j, 

The evil , eer ie 
dungeon where 
many an act of 
combat takes 
ploce 

SECOND OPINION 
Icons!/ Who needs 'em??Not me. Too much 
attention is paid to the trendy control menu 

and not enough to the actual gameplay, 
which turns out to be less than exciting. 

Who cares if ambassador Wotsit has been 
captured? Who cares if Dino Zoff rules the 

world? 
AW 

members from various races and with dif-
fering special skills. 

The leader is Zark Montor, a human 
and expert in weapons, unarmed combat 
and translation. The only other human is 
Sevrina Maris - the only woman member of 
the team - who specialises in picking locks. 
There are two droids, Manto and Maul who 
respectively control the transporter and 
weapons systems. Syylk is an insectoid with 
mighty fighting powers and a hatred of Zoff. 
Torik is an avian who serves as a scout and 
expert in explosives and weapons. 

S H A D O W F I R E 
Beyond, f 9 .9b c a s s . joystick or keys 

Remember all those private detectives in 
Hollywood movies that wore dirty rain-
coats, couldn't talk properly, drank like 
fishes and enjoyed shooting bad guys? For 
all budding Humphrey Bogarts that is what 
this game - programmed by the same 
people who produced the AA Christmas 
games Kung Fu and Number 1 - tries to 
recreate. 

You play the starring role of Jack Mar-
low. The mission he has undertaken is to 
recover a tape recording from the gangster 
Bugs Malloy. The tape is tucked away 
somewhere in the game which is composed 
of 3D rooms connected by doorways and 
corridors and inhabited by many charac-
ters both friend and foe. Marlow walks 
rather slowly around these rooms in his 
long mac and Dynasty shoulder pads in 
search of something to do. 

The rooms for the most part aren't very 
colourful but many of them have lots of well 
drawn furniture that can be moved around. 
Unfortunately you can't manipulate it in the 
same style as Get Dexter! or Batman but just 
have to admire it or push it out of the way. 
This is because there is no jumping -
presumably it's not Marlow's style. 

The other characters consist mostly of 

involved and spend many hours at the 
keyboard - the question mark is over 
whether there is enough initial interest to 
get you that far. 

The presentation, depth and atmosph-
ere of the game cannot really be faulted. 
Where it loses its audience is in the initial 
complexity. Maybe it's meant to be like the 
real D and D - played by an exclusive club 
to which it is difficult to gain entry. No 
doubt it will become a much loved cult 

game offering endless hours of pleasure for 
those who persevere with it, but many 
people just won't want to put in the time 
and effort. 

BW 

At last, at last - the most delayed game in 
Amstrad history (remember the special 
offer in issue 1!) has arrived to give icon 
adventurers a real work out. The icon 
system and gameplay aren't quite so 
original these days but there's still plenty to 
get to grips with. 

The action takes place aboard a space-
ship, the Zoff S, where ambassador Kryxix 
is held hostage by General Zoff. You con-
trol the Enigma team as they try to rescue 
Kryxix, capture Zoff and capture or destroy 
the spaceship. The team is composed of six 

team start on their own ship and have to 
arm them.-elver: and collect useful objects 
before b e u ^ .&«8sned onto the Zoff 5. Once 
on board they can start exploring and 
discovering what secrets and dangers the 

These skills will all be needed on the 
mission so you'll need to find out who does 
what best in order to achieve success. The 



men clad in similar long raincoats to your-
self, many of whom work for Bugs Malloy 
and will try to stop you. This they can do by 
shooting Marlow or punching his lights out. 
Marlow can do the same to them but has to 
find guns and preserve the limited supply 
of bullets. Marlow only gets one life so one 
careless slip and he's in for the big sleep. 

There are other dangers with whom 

SECOND OPINION 
You could really make an interesting game 
out of the Bogart setting, but this isn't it. It's 
pretty enough at first, but the dreadful 
gameplay and clumsy controls soon 
become apparent. If you like grenades that 
go "BOOM!"- literally - then the game 
may still have something for you, but 
there's better art deco in Batman. 

AW 

contact can mean instant death - they make 
the surroundings more like a haunted 
house. There are suits of armour (some of 
which move of their own accord), bouncing 
dogs (!?) and bouncing balls. These de-
fences have to be avoided and can cause an 
equally frustrating end to a game as a bullet 
in the back. 

To complete his task Marlow has to find 
a girl, Tanya, who will lead him to the tape 

and provide other invaluable assistance. 
However she is pretty tough to find in the 
first place and has a twin sister who will 
lead you into the hands of the gangsters. 
She's also animated rather oddly making 
her look distinctly deformed and anorexic. 

Movement and action in the game are 
controlled by an icon system in which a 
symbol floats between icons. There are 
commands to drop, pick up (objects not 
girls), shoot, walk, talk, punch and throw. 
Some of these are entertaining and indeed 
useful but the major problem is that they 
take too long to select within the context of 
the game. Thus you can't walk and do 

ship holds. 
The screen display is split into two with 

the top half providing a constant mission 
command screen and the bottom half being 
used for various menus and options. The 
command screen icons show the status of 
each team member, a view screen of the 
ship area where the selected person is and 
a picture of the currently selected person. 

A character is selected from a team 
screen and then has four icon menus from 
which to choose. The first one is a status 
screen from which the other three are 
accessed and shows the characters agility, 
strength, stamina and weight. These may 
change during the mission depending on 
what the character does. 

The other three menus are for move-
ment, objects and battle. Movement simply 
allows you to move around the ship using 
arrow icons, except of course where you 
encounter locked doors or hostile charac-
ters. The object screen lets you to manipu-
late the objects in the game allowing you to 
pick up, drop, activate and ready them for 
use. The battle screen controls the fight 
action for the character so that when con-
fronted by an enemy they can attack, de-
fend or retreat. They can also scan adjacent 
locations to identify the characters in them. 

Once you've got to grips with all these 
icons, characters and scenario you can 
actually discover what the gameplay is like. 
The icons can be operated quite speedily 

Difficult to get to grips with. 
Gameplay can be very slow and 

unexciting. 
• • 1 

GRAPHICS 8 4 % 
SONICS 5 7 % ii l ivi-Si^^^g 

STAYING POWER 7 7 % 
A A RATING 7 5 % wmmmm 

but on the whole there is no sense of action 
or excitement as the characters roam the 
ship. There's a lot of depth to the game and 
it will take a fair while to crack but the 
adventure element has got slightly lost in 
the concentration on icons. You'll need 
patience to get the full enjoyment out of this 
game. 

BW 

GREEN SCREEN VIEW 
Icons are bit murky, but the game's 

still playable. 
AW 

* Good screen and icon design in lots of 
attractive colours. 

Icon and multi character control add 
to the gameplay. 

Lots of depth and difficulty. 
K This is not a hallucination - the game 
is coming out. 

something else at the same time. This draw-
back makes particular areas of the game 
extremely difficult and frustrating. 

The talk action is perhaps the most 
interesting allowing you to type speech into 
a speech bubble and communicate with 
other characters in the game - ever tried 
talking to a parrot? Unfortunately this idea 
also doesn't seem to have been developed 
to the full and there aren't enough possi-
bilities for having intelligent exchanges as 
in an adventure game. 

There are various objects to b e found 
in the game like guns, bottles and bombs 
but again their use is limited and there 
don't appear to be enough puzzles involv-
ing them to keep you interested. It's cer-
tainly an interesting project that took steps 
in the right direction but fails on the game-
play side to provide enough to get you 
really hooked. 

BW 

GREEN SCREEN VIEW 
Perfectly playable - in fact, it gains 
quite a bit of atmosphere. 

AW 

N W 
• Lots of well drawn and atmospheric 
locations. 
• Some nice characterization and 
animation. 
• Original gameplay features. 

B D N W 

• Lack of variety in the action. 
• Icon system hampers control and 
causes frustrating ends to games. 
• Speech bubbles are a nice idea but 
don't seem terribly useful. 
• Not enough object manipulation or 
objects to manipnlate. 

GRAPHICS 
SONICS 

7 0 % 

3 3 % 

66% A A RATING 
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C 0 ^ E S T f t H r 
R TTEMPT 

The bobsled sib of 
the top of the run 
walHng to go 

GREEN SCREEN VIEW 

Loses a Jot of the scenic interest, but at 
least you won 7 get snow-blindness. 

AW 

Sporting simulations will always be 
favourites amongst computer owners and 
the software houses are happy to supply 
them with a varied and ever increasing 
range of choices. This latest from US Gold 
recreates seven events from the Winter 
Olympics and features some amazing al-
pine attractions on the game screens. 

The seven events are bobsleigh, hot 
dog aerials, speed skating, ski jump, figure 
skating, free skating and biathlon. There 
are disc and tape versions that have all the 
events but differ substantially in present-
ation. The disc version has an opening 
ceremony and a less annoying loading 
system than the tape. The tape version 
loads only two events at a time and the 
biathlon on its own, which means you may 
get a lot of coding for your money but you 
also get a lot of long loading waits. 

SECOND OPINION 

This is the way sports games ought to be -
no waggling, no joystick- mangling, just 
skill. With the possible exception of the 
bobsleigh, all the events are challenging 
and interesting. Add to this the picture 
postcard scenery and the nicely handled 
music, and you've got one great game -
unless you buy the tape version, in which 
case you've got four not-quite-so-good 
games. 

AW 

The game gets away from the heavy 
waggling idea of decathlon games and 
relies on skill and timing to do well in each 
event. The first two events on tape are 
bobsleigh and hot dog aerials. The bob-
sleigh presents you with a split screen, the 
left side showing an overhead view of the 
sled's progress down the course and the 
right one a view down the course from 
behind the sled. The action involves steer-
ing into corners so that the sled doesn't 
overturn while trying to take the quickest 
lme down the course. 

Hot dogging is a relatively recent sport 
and the aerials event involves performing 
complex movements like in a gymnastic 
vault off a small ski jump. You're given a 
side view of the jumps as the skier tries to 
perform as many stunts and flips as po-
ssible in good style. 

Speed skating and the ski jump come 
next. Speed skating pits the player against 
the computer or another player. The skater 
is viewed from the side and controlled by 
rhythmic joystick pushes for each push with 
a skate. The ski jump takes place on two 
screens. First the jumper skis down the 
slope and has to be jumped off the end. 
then controlled in the air to get as much 
distance as possible but in good style with a 
clean landing. 

Figure skating and free skating are 
very similar, presentmg the player with 
complicated jumps and spins to perform. 
The skater is viewed from the side on the 
screen and skates along a seemingly end-
less rink. In figure skating seven manoeuv-

• Seven exciting events. 
• Delightful graphic backgrounds. 
• Excellent gameplay with some tough 
events. 
• Skill and timing required - not 
waggling. 
• Competitive action between up to four 
players. 
• Marvellous musical interludes. 

1 A D N E W r 

• Nasty loading for tape users. 

res have to be performed in one minute 
and as cleanly as possible, while in free 
skating you have two minutes to perform 
each manouevre three times. Marks are 
deducted for falls and awkward moves. 

The biathlon is last and combines and 
endurance skiing event with rifle shooting. 
You have to ski up and down hills and on 
the flat using rhythmic joystick strokes as 
fast as possible. At intervals five targets will 
appear which have to be shot to avoid a 
time penalty. While skiing your pulse rate 
goes up - the higher it gets the harder the 
targets are to shoot. 

The screens for each event are super-
bly drawn and although there isn't always a 
lot of action what there is has been well 
thought out. The gameplay itself is very 
enjoyable and for some of the events de-
mands plenty of concentration and skill. 
Happily this shouldn't ruin too many joyst-
icks but it will sharpen up your timing no 
end. Disc users will be spared the frustrat-
ing loading system but will have to pay £5 
for the privilege. It's probably US Gold's 
best release, and will have you playing 
around in the snow all summmer. 

B W 
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Another great new game from 

Bubb/eBus ^ 

By Stephen Crow 
; Aitt&if wteaasc «y 
SPKCfWJM 48K 

AMSTRAD + 
COMMODORE 64 

bubble bus software 
8 r High Street, Tontwidge. Kent TN91fiX 
Telephone: 0732 3 S 5 9 & Tdiw •9S1S1 

SHEKHANA COMPUTER SERVICES 
R R P OL'R 

P R I C E 
Bounder 8 .95 6 .95 
Tomahawk 9 .95 7.50 
Green Beret 8 . 9 5 6 . 9 5 
Moon Crest a 7 . 9 5 6 .50 
Heavy on the \1agick* 9 . 9 5 7 .50 
Red Hawk 9 . 9 5 7 .50 
Alien Highway 8 . 9 5 6 . 7 5 
Batman* 8 .95 6 . 9 5 
Shadowfire 9 .95 7 . 5 0 
FCJTH 9 .95 7 . 5 0 
Ghost & Goblins 8 .95 6 . 7 5 
I hing on a Spring 8 .95 6 .95 
Elite 14.95 12.95 
Get Dexter 9 .95 7 .50 
Dootnsdav Blues 9 .95 7 .50 
They Sold a Million 2 9 . 9 5 7.50 
Rebel Planet 9 ,95 7 .50 
Quest Probe 9 . 9 5 7 .50 
Monopoly 9 . 9 5 7 .50 
Friday 13th 8.95 6.75 
PingPong 8 . 9 5 6 .75 
FA Cup Football 7 . 9 5 6 .50 
Bomb J a c k 8 . 9 5 6 . 7 5 
Movie 8 . 9 5 6 . 7 5 
Spin Di/./.v 9 . 9 5 7 . 5 0 
Strike Force Harrier 9 . 9 5 7 .50 
Knight Games 9 .95 7 . 5 0 
A infix Accolade (4 games) . . . 9 . 9 5 7 . 5 0 
Tan Ceti 9 .95 7 . 5 0 
3 Weeks in Paradise 9 .95 7 . 5 0 
Battle of Planets 9 .95 7 . 5 0 

Gun Fright* 9 .95 7 .50 
C j b t r u n * 9 .95 7.50 
Colossus Chess 4.0 9 .95 7.50 
Falrlight 9 .95 7 .50 
International Rugb\ 7.95 5 .95 
Spitfire 4 0 9 .95 7.50 
Commando 9 .95 7.50 
B McGuigan's Boxing 9 .95 7.50 
Fighter Pilot 8 .95 6 .95 
Matchpoint 9 .95 7.50 
The Hobbit 14.95 11.95 
Sweevo's World 7 .95 5 .95 
3 D Voice Chess 12.95 10.95 
Nightshade 9 .95 7.50 
Rambo 8 .95 6 .75 
Lord of ihe Rings 15.95 12.95 
Southern Belle 8 .95 6 .95 
Skyfox 9 .95 7 .50 
Sorcery 8 .95 6 .95 
Arnhem 9 . 9 5 7 .95 
Impossible Mission* 9 . 9 5 7 .95 
Winter Games* 9 . 9 5 7 .50 
Super Bowl* 9 . 9 5 7 . 5 0 
Masterfile 24 .95 22 .50 
Y i c A r K u n g F u 8 .95 6 . 7 5 
Mini Office 5 .95 4 . 9 9 
Scrabble 9 . 9 5 7 . 5 0 
Bruce U-c 9 .95 7 . 9 5 
Lords of Mid night 8 .95 7 . 2 5 
Mini Office II 14.95 12.95 
Thcv Sold a Million 9 .95 7 . 5 0 
l aser Basic 14.95 12.95 
Way of the Tiger 9 .95 7 . 9 5 

Desert Rats 9 .95 7.50 
Spy v Spy 9 .95 7 .50 
Critical Mass* 8 .95 6 .75 
Saboteur 8 . 9 5 6 .75 
Turbo Esprit 8 . 9 5 6 . 7 5 
Grand Prix Rally 2 8 . 9 5 6 .95 
Star Quake 8 . 9 5 7 . 5 0 
Azimuth 
(head alignment) 8 .95 7 . 5 0 
Rock and W restle 8 .95 7 .50 
Theatre Europe 9 .95 7 .95 
lornado Low Level 7 .95 5 .95 
Highway Encounter 8 .95 6 .95 
Nick Faldo's Golf 9 .95 8 .50 
Worm in Paradise 9 .95 7 .50 
3 D Grand Prix 9 .95 7 .50 
Roller Coaster 8 .95 6 .75 
31) Boxing 9 .95 7 .50 
Forbidden Planet 7 .95 5 .95 
The Electric Studio 
Light Pen 19.95 17.95 
Bridge Player 3 12.95 10.95 
3 D Cyrus II C hess 9 . 9 5 7 .95 

DISK SOFTWARE 
H i t c h - h i k e r ' s G u i d e t o 
t h e G a l a x y 6 1 2 8 C P / M + 2 4 . 9 5 
8 2 5 6 v e r s i o n 24-95 
T o m a h a w k 14-95 H - 9 5 
A l i e n H i g h w a y >3-95 " - 9 5 
T a u C c t i 1 4 . 9 5 1 2 . 9 5 
M o n o p o l y 1 4 . 9 5 1 2 . 9 5 
O f f i c e M a s t e r ( G e m i n i ) . . . 2 5 . 0 0 

T h e y S o l d a M i l l i o n 2 . . . 1 4 . 9 5 1 2 . 9 5 
S p i n D i z z y 1 4 . 9 5 1 2 . 9 5 
S p i t f i r e 40 M-95 12 .95 
W h o D a r e s W i n s 2 1 4 . 9 5 1 2 . 9 5 
L a z e r B a s i c 19-95 *7-9S 
C o m m a n d o 14-95 X 2 - 9 5 
W i n t e r S p o r t s 1 4 . 9 5 1 2 . 9 5 
D u n D a r a c h 1 3 . 9 5 " - 9 5 
M a r s p o r t 13-9S n - 9 5 
3 D V o i c e C h e s s 15-95 13-95 
B r i d g e P l a y e r 3 1 5 . 9 5 13-95 
B a r r y M c G u i g a n 
B o x i n g 1 4 . 9 5 1 2 . 9 5 
H i g h w a y E n c o u n t e r 1 3 . 9 5 1 1 . 9 5 
T . L . L 1 3 . 9 5 " - 9 5 
S w e e v o ' s W o r l d * 3 - 9 5 n - 9 j 
D i s c o v e r y 1 0 . 9 9 
D i s k o n 1 2 . 9 5 
O C P M u s i c S y s t e m 1 9 . 9 5 17-95 
F i g h t g W a r r i o r + 
E x p I o d . F i s t 2 4 . 9 5 2 2 . 5 0 
M i n i O f f i c e 2 ' 9 - 9 5 17-50 
F i g h t e r P i l o t 1 3 . 9 5 " « 9 S 
S p y v S p y 1 4 . 9 5 1 2 . 9 5 
3 D C l o c k C h e s s ( 8 2 5 6 ) . . 1 9 . 9 5 17-95 
B r i d g e P l a y e r ( 8 2 5 6 ) . . . . 1 9 . 9 5 17-95 
3 D B o x i n g 1 3 . 9 5 1 1 . 9 5 
3 D C y r u s II C h e s s 13 . 9 5 1 1 . 9 5 
3 D G r a n d P r i x 13-95 " - 9 5 
L o r d s o f M i d n i g h t 13-95 U - 9 5 
E l i t e 1 7 . 9 5 15-95 

F o r M A I L O R D B R please send chq/P.O. to: 
S . C . S . ( D e p t A A ) 

P O b o x 3 9 4 
L o n d o n N 1 5 6 J L 

T e l e p h o n e : 0 1 - 8 0 0 - 3 1 5 6 
P & P included in U K . E u r o p e add £ » per tape. 
Elsewhere at cost . 
S . A . E . for list. 
* Please ring to confirm availability. 

I f you would like to pick up your discount software 
please bring your copy o f this advert to: 

C o m p u c e n t r e , U n i t 5 
2 2 1 T o t t e n h a m C o u r t R o a d 

L o n d o n W 1 
(near G o o d g c S t tube stn.) 

Open six days a week 1 o .ooam-18 .ooprn 

A c c c s s and Visa card hotl ine ring: 

O I - 6 3 I - 4 6 2 7 VTSA 

Credit card orders despatched same day subjcct to 
availability. 

* Please ring to confirm availability. 

C R E D O 
CHARGE 

MEMBER 
OPEN 6 DAYS 
LATE NIGHTS THURS. FBI 9-8pm 

PCW 8 2 5 6 W. Processor £ 4 4 7 . 0 0 
Scratch Pad Plus £ 6 9 . 9 5 
Popular Accounts £ 9 9 95 
Popular Payroll £ 6 9 . 9 5 
Payroll/Accounts Combination . . £ 1 4 9 . 9 5 
Database £ 6 9 . 9 5 
New Word £ 6 9 . 9 5 
Card Index £ 9 4 . 9 5 
Touch 'n Go £ 2 4 . 9 5 
Smart Key £ 4 9 . 9 5 
Brainstorm £ 4 9 . 9 5 
Dr. Draw £ 4 9 . 9 5 
Dr. Graph £ 4 9 . 9 5 
CBasic Compiler £ 4 9 . 9 5 
Pascal M T + £ 4 9 . 9 5 
Supercalc II £ 4 9 . 9 5 
Amstrad CPC6128 (colour! £ 3 8 9 . 9 5 
Tasword 4 6 4 £ 1 9 . 9 ! . 
Tasword 4 6 4 - 0 £24.91) 
Tasword 6 1 2 8 £ 2 4 . 9 5 
Tas-Spell £ 1 6 . 5 0 
Tasprint* £ 9 . 9 0 
Tascopy* £ 9 . 9 0 
# Disc version ADD £ 3 . 0 0 
Masterfile 4 6 4 £ 2 4 . 9 5 
Screen Designer £ 1 8 . 9 5 
Laser Basic (Disc) £ 1 9 . 9 5 
Laser Basic (Tape) £ 1 4 . 9 5 
Ultrabase £ 1 4 . 9 5 
System X £ 9 . 9 5 
(Over 3 0 new extended commands) 
Lightpen CPC6128 £ 2 6 . 9 5 

DK-Lightpen £ 1 9 . 9 5 
Speech Synthesizer £ 2 9 . 9 5 
RS-232C Interlace 

for CPC664/464/6128 £ 4 9 . 9 5 
64K Memory Expansion 

for 4 6 4 / 6 6 4 £ 4 9 . 9 5 
256K Silicon Disc for 4 6 4 / 6 6 4 . . . £ 8 9 . 9 5 
Amstrad Connexion (screen dump + 

Centronics printer lead) £ 1 4 . 9 5 
Vitatone High Quality Data Recorder 

incl. Amstrad lead for 
6 6 4 / 6 1 2 8 £ 2 7 . 9 5 

DMP 2 0 0 0 Printer £ 1 5 9 . 9 5 
3 " CF-2 Discs for 10 £39.95 
60 3 " discs £210.00 
PCW disc cover set £15.95 
8256 ext. printer,'power cable £11.99 
CAMbase database £49.95 
AMX Mouse inc AMX Art £69.95 
N E W I N ! 
Mini Office II (Disci £ 1 9 . 9 5 
Mini Office II (Tape) £ 1 4 . 9 5 
Music System (Tape) £ 1 4 . 9 5 
Music System (Disc) £ 1 9 . 9 5 
Chip Chat communication package 
inc Chip Chat S/W. V I21 . V123 
modem. Ser ia l cable for PCW £199.95 
RS232 interface for PCW 
8256 f 59.95 + VAT 
PCW 8512 2 disc version £499 + VAT 

PLEASE MAKE CHEQUES;POSTAL 

ORDERS PAYABLE TO 
MICR0SNIPS' FOR MAIL ORDERS 

INSTANT CREDIT UPTO £1,000.00 ^ 
24-hour answerphone 
Add 5p in £ postage 

37 SEAV IEW ROAD 
W A L L A S E Y 
M E R S E Y S I D E L45 4QN 
( N E X T TO T S B ) 

051-6303013 



f UNLOCK YOUR 1 
AMSTRAD 464/664/6128 

SNAPSHOT 
• Tape backup utility for normal and headerless tapes T a p * £ 6 . 9 9 
Powerful tape utility that will back up your tape based software. So simple to 
use It's childs play' On screen details of program length. Easy push-button 
selection for your choice of saving speed. The next best thing to a disc drive. 

AMSHELP 
• Transfer tape software to disc T a p e C 6 . 9 9 D isc C 1 0 . 9 9 1 
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 lists protected programs, etc. 

LOCKSMITH + • LOCKSMITH + available on ROM £19.99 
• Disc utility collection D i s c £ 1 0 . 9 9 
The most user-friendly utility of its type, this disc includes the functions that cur 
customers have astced for. The disc options include UNERASE. RENAME. 
MAKE INVISIBLE. MAKE VISIBLE. SET TO READ ONLY. SET TO READ AND 
WRITE. CHANGE USER AREA, INFORMATION ON FILE LOCATION AND 
LENGTH. PROGRAM DEPROTECTOR. DISC-COPY. SPEED-UP. FAST 
FORMAT, etc. This utility will even show hidden programs and allow you to 
back up discs with bad or illegal sectors and tracks (unlike some imitations). All 
luinctions are easy to use - full on screen information, full disc sector editor, 

I Available soon, full spec Eprom blower. No additional power supply required. 
Please send for details. 
OVERSEAS ORDER PLEASE AOD £1 FOR POSTAGE. PERSONAL CALLEftS WELCOME 

_ _ INTERLOCK SERVICES LTD 
P P ^ B Dept AA, 123b Brenl Street VfSA 
r i 1 London NW4 Tel: 01-202 8727 

TREAT YOUR COMPUTER TO HIGH QUALITY TESTED CABLES 
AND ACCESSORIES. 

The STICK joystick 464, 684, 6128 £12.99 
Printer cable 464,664, 6128 £13.95 
Ext. monitor cables (2m) 464 .£5.05 
Ext. monitor cables (2m) 664, 6128 £6.75 
Stereo cable (2m, 2 x phono) 464, 664, 6128 £4.15 
Joystick ext. cable 9-pin D-type (2m) £3.25 
Joystick interface cable 464,664, 6128 £11.55 
Cassette cables (1 m) 664, 6128 £2.95 
2nd disc drive cable (1m) 664, 6128 £12.85 
Ext. printer / power cables (2m) 8256/8512 .. £18.45 

DUST COVERS 
HEAVY QUALITY ANTI-STATIC DUST COVERS 
Keyboard 464 .. - £6.75 
Monitor (graen) 464, 664, 6128 .. - £8.95 
Monitor (colour) 464, 664, 6128 £8.95 
Disc drive Dbl-1, SD-1,464. 664, 6128 £4.95 
Printer NLQ 401. £5.95 
Keyboard 664 £7.35 
Keyboard 6128 - £7.35 
8256,8512 phone for details 
Superb anti-glare screens colour'mono 12" and 14" from £18.95 
Ask your local dealer or send direct. Please add for F&P. 

Cheques and POs to: 
LIGHTWAVE LEISURE (dept AA5) 

P.O.box 23, Wallasey, Merseyside, L44 1EW 
Tel 051-639 5050 

BEWARE 
THE E M P T Y SHELF! 
• Good news. Amstrad Action's circulation is rising. 
• Bad news. Your local newsagent might sell out before you 
can pick up a copy. 
• Avoid this possibility. 
• Hand him a completed copy of this form. 
• Or subscribe. 
• Don't miss the Action. 

Dear Newsagen t 

Please ensure I receive a monthly copy of Amstrad Action 
(distributed by Seymour Press. Tel 01-733-4444). 

Name,,,,„„,,,,,,,„„„,,,,„„„„„,„„„„„„„„,,„„„„„,„„„„„„„„ 

Address, „„„„„„,„„,„„„„„„ 

I 
I 
I 

Telephone,,.„„„„,„„„,„,„„,„„„„„„„„,,„„„„„ ^ 

m 

SIREN SOFTWARE 

m 

1.**DISCOVERY** 
The tape-to-c isc transfer program. Transfers some turbo 
loaders, alters BASIC loaders to get programs runn ing with-
out a l terat ion "HIGHLY RATED", Amtix! " D i s c o v e r does t 
best across the w d e s t range of games." AA, Feb '06. 
"Probab ly "he best of the :ape- io-disk copiers AA, War '86. 
Featured in the serious sof twarechar : . AA March :S6. 

On 464.664.6126. Disc £11.99. tape £7.99 

2."MASTER DISC** *NEW* 
Theon ly disk utility packageyou win ever need, th s p rogram 
really does it all. 
IMAGE - make backuos ot your disks (inc. funny formats, 
etc) 
DIRECTORY EDITOR - unerase files, show h idden files, 
secure files, etc. 
SPEEDFORM - f o r m a t y o u r c.sks l ightning fast. 
SECTOR EDlTOH-comple tesec to red i to r 
DEPROTECTOR-depro tec ta Bas e program. 
DISK HEADER - display start, length. type, etc o f ' es. 
TAPE H E A D E R - a s tor disk header, but for tape. 
TRANSFILE - transfer indiv idual f :es f rom tape to disx or 
disk to disk. 
D lSKMAP-showshowf i l esa re s to recond isk . 
TYPESTYLE-d i sp layon screen or printer any ASCII file. 
DUMPFILE - d i s p l a y Hex/ASCII format forconten-s ot a tile 
D I S K - s p e e c u p y c u r d skdr ive b y u p t o 2 0 % . 

This disk does it all! 
On 464 ,664 ,6128 . Disk only £12.99. 

OVERSEAS PLEASE ADD £ 1 0 0 FOR POSTAGE AND PACKING 

SIREN SOFTWARE 
76 BRIDGE ST 

MANCHESTER M3 2RT 
TEL 061 7966874 

SIREN SOFTWARE 
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GET DEXTER 
PSS 
AA Rating 9 4 % 
Formidable! Yes, I have been 
fortunate enough to try this lat-
est gamefrom across the Chan-
nel and it really does put some 
British software to shame. With 
superbly colourful 3D graphics, 
it puts Nightshade in the shade -
yet without comopromising on 
the gameplay. Whilst not as 
large as Ultimate's monochrome 
offerings it's just as mappable 
and much more fun. It's been 
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writtten with a strong sense of 
humour, with tyhe bouncing on 
the beds and the head-on-a-
frog's-leg, Zunk. Although I'm 
still sticking to Granny Smith's 
apples I'd certainly like to try 
some more French software! 
Dave Constable, Locksbottom 

This game has the best 3D 
graphics I have ever seen on 
the good *ol Amstrad. It's going 
to be bigger than Bob Wade's 
ears. Not buying this game 
makes you a complete and utter 
boring piece of skin and bone. 
RJ Connelly, Crofton 

DOOMSDAY BLUES 
PSS 
AA Rating 8 0 % 
I enjoyed this game right from 
the start. The combination of 
brilliant graphics and well 
thought-out gameplay makes 
this a must for all of you. 
RJ Connelly, Crofton 

This has an intriguing basis and, 
while written in muted colours, 
is very attractive. The hero, with 
his 'Brucie' chin, is well ani-
mated. I love the way he guzzles 
down the bottles of wine - just 
like a true Frenchman! 

The only disappointing part 
of the game is the robots - dull 
and unimaginative. Neverthe-
less, this game is excellent. 
Dave Constable, Locksbottom 

PING PONG 
Imagine 
AA Rating 7 4 % 
1 had waited many long weeks 
for this game and when I finally 
managed to get it I was in no 
way disappointed. It's a lot 
more playable than Match Point, 
the graphics are very good and 
colourful and the floating hands 
work extremely well. 

The controls arc very easy 
to master and after a few goes it 
is easy to beat the first couple of 
levels. But after that it gets a lot 
harder and some great games 
can be had. Watch out Desmond 
Douglas! 
RDJ Connelly, Crofton 

THE MUSIC SYSTEM 
Rainbird 
After hearing the cool music on 
Tombstowne and Master of the 
Lamps I thought I'd have a go at 
making music myself. But, alas, 
the lack of a decent synth or 
drum sound brought this 
program down. This is NOT 
good value. 
E m m e t Masterson, Sidcnp 

This long-awaited music writing 
utility for the Arnold lives up to 
its past conversions. Having 
seen both the BBC and the 

CBM64 versions on Micro Live it 
seems that the Amstrad version 
is the best. Its only real failure is 
the recording facility which, 
even if you set the resolution to 
'beginner', is difficult to use. But 
then is the piano or any other 
instrument easy to play at first? 
This is a great piece of software 
and I look forward to the next 
piece of software from Rainbird. 
JR Gigney, Chelmsford 

RAMBO 
Ocean 
AA Rating 5 8 % 
This is on the same lines as 
WDW2 but has more lasting ap-
peal to try to rescue Banks and 
the other comrades. The 
graphics are good, the sound is 
reasonable and the gameplay is 
hard going. 
Brad Howarth, Saltford 

At first I thought - not another 
Commando clone! And I was 
right. It is. However, this has 
more of an arcade adventure 
feel to it than, say, WDW2, 
which is a straightforward 
'shoot anything that moves 
game'. 
The Rambo sprite is very good 
and is equipped with a head-
band which is there to hold his 
brain in. The game itself is very 
hard and there is an annoying 
tendency to die every few sec-
onds. It would have been a help 
to have 3 lives instead of just an 
energy bar. 
RDJ Connelly, Crofton 

This is the first film tie-in that 
I've actually enjoyed. The 
graphics are excellent and the 
sprites are wonderfully ani-
mated. Unlike WDW2 the 
screen continuously scrolls to 
accomodate the playing area 
and this is very similar to TLL 
when you fly at sub-sonic 
speed. This is the best game 
from Ocean for ages. The only 
people who may not like 
playing this game are pacifists. 
Anon. 
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BLOCKBUSTERS 
Macsen 
AA Rating 1 4 % 
This rating really surprised me, 
it should have been about 60%. 
Mother and I have had some 
cracking games on it. AW said 
quiz games were a waste of 
time, but they are quite good if 
there's a lot of questions, good 
graphics and plenty of sound. 
S Shemilt, Swansea 

FRANKIE GOES TO 
HOLLYWOOD 
Ocean 
A A Rating 8 3 % 
Excellent use of sound and 
colour are definitely this game's 
strong point, but it's let down by 
a poorly defined main charac-
ter. In other words a blocky 
man. As one of my friends said 
to me it should be renamed 
"Frankie goes to Legoland." 
Emmet Masterson, Sidcup 

I wouldn't go as far as to claim -
as CRL do - that it's the best 
game ever written, but it comes 
quite close. The graphics are 
excellent and the sound effects 
ample. The cockpit view is very 
solid and metallic looking and 
the explosions very good. 
Should keep the average games 
player going for a couple of 
light years. 
David Baxter, Carluke 

MELBOURNE DRAW 
Melbourne House 
Melbourne House has come up 
with the best graphics utility. As 
with its Spectrum version it is 
easy to use but this is far more 
powerful than the Spectrum ver-
sion. All commands used by the 
program can be accessed via 
the keyboard using two or three 
letter mnemonics. If you forget 
any any of them pressing 
ENTER will access drop down 
menus from which any of the 
commands can be drawn. I 
thought Screen Designer was 
the best but Melbourne Draw 
has changed my mind. 
John Gigney, Cold Norton 

WAY OF THE TIGER 
Gremlin Graphics 
AA Rating 7 0 % 
Superlative animation really 
makes this one a winner, but 
there's little in the way of sound. 
Other touches like the figures in 
the background of the sword-
fighting help to make this one 
THE martial arts simulation. 
E m m e t Masterson, Sidcup 

An Amstrad original which will 
be the envy of all other com-
puter owners. Colourful 
graphics and tough gameplay 
combine to provide a compuls-
ive challenge. 
Gerry Hughes, Cranleigh 

It's men in white coats time for 
every Arnold owner who buys 
this brilliant game by the author 
of Confuzion Paul Shirley. What 
can you really say about it that 
hasn't already been said? 
Except that it is simply the most 
addictive game that has been 
produced in a long while. I can't 
wait for I of the Mask. 
John Gigney, Chelmsford, 
Essex 

The graphics are superb, ex-
cellent sound effects and bril-
liant triple scrolling. I liked the 
way that if you were kicked in 
the stomach you move back 
clutching it. The pole has jump-
ing fish and the samurai has an 
owl flying around. The varying 
array of your opponents all fight 
differently every game. No 
doubt the best all round game. 
J Willeboorcese 

TAU CETI 
CRL 
AA Rating 8 8 % 
CRL have certainly come to the 
fore with this game. The view-
screen graphics are excellent 
with nice touches like the shoot-
ing stars and infra-red night vi-
sion. The game task seems dif-
ficult but not unrealistic. How-
ever I don't like the idea of 
rearranging the reactor rods - I 
would have preferred some-
thing more challenging and 
original. I also thought the 
screens of building interiors 
were not that hot. These are 
minor niggles though - this truly 
is a superb game, definitely one 
to rave about. 
Dave Constable, Locksbottom 

NOMAD 
Ocean 
AA Rating 6 3 % 
Lots of people will say that this 
is just a souped up game of 
Scramble or soemthing similar -
well they're wrong. This is a 
good, addictive game that 
keeps making you come back to 
get just a bit further. Graphics 
are good but the sound is un-
cool. On the title page it says 
"Music by . . .", well I've got 
news - there's none that I've 
heard. 
Simon O'Connell, Sidcup 

This is like Exploding Fist but 
about 10 times bigger. Beautiful 
graphics, with moving back-
grounds, men carrying car-
riages and owls flying across. 
Loads of moves, ultrasmooth 
animation, nice music and 
plenty of opponents. Only one 
annoying feature - if you jump 
on the log, you usually fall off 
which makes it too easy to lose 
on that event. Overall, a real 
winner. 
Matthew Todd, Altrincham 

SPINDIZZY 
Electric Dreams 
AA Rating 9 6 % 
I ordered Spindizzy through AA 
mail order system and during 
the days of witing I was ques-
tioning whether a game could 
b e as good as you make out. I 
was a bit disappointed with the 
loading screen but now I know 
why AA said you won't be able 
to stop playing it for weeks after 
buying it. This game is 
INCREDIBLE and is probably 
the best game I have seen on 
any computer. The graphics rat-
ing should have been 97% and 
the sonics 75%, as a tune would 
have spoilt it. I don't know how 
they fit this into 64K. If you don't 
buy this you are completely 
mad. 
Matthew Todd, Hale 

Ocean have done it again, by 
this I mean they have released a 
really dull game. The graphics 
aren't bad but by no means 
outstanding and the sound near-
ly destroyed my ear drums. The 
idea behind the game is boring 
and the game itself is boring. 
Buy it at your peril. 
R J Connelly, Crofton 

BATTLE OF THE 
PLANETS 
Mikrogen 
AA Rating 6 4 % 
A very enjoyable shoot-em-up 
with very fast vector graphics 
and some reasonable sonics. It's 
a bit like Elite without the trad-
ing element and more things to 
blast. The graphics are prob-
ably superior to Elite but there's 
not as much depth - lasting ap-
peal may be a bit suspect. Nev-
ertheless worth buying. 
David Baxter, Carluke 

This game has been described 
as the planet born Elite and so it 
is, except that everything is fas-
ter and is filled in and shaded. 
The graphics are great and the 
content of the game at first 
seems greater than that of Elite. 
It's similar in style to that of an 
arcade adventure but it is more 
than that. It's very difficult to get 
into but once mastered it's very 
rewarding to play. I especially 
like the bit when you call up the 
status of the vessel whilst flying 
so that the view screen shrinks 
into the corner where you can 
still see the outside world in 
miniature. A great game that 
deserves all it gets. (It should 
have been Mastergame.) 
John Gigney, Cold Norton 

FA CUP FOOTBALL 
Virgin Games 
AA Rating 4 1 % 
Don't buy this game. To say the 
least it is extremely boring. You 
are hardly asked to make any 
decisions apart from which style 
of football you want to play. All 
you do is sit and wait for the 
Cup Final to come and by that 
time I didn't care who won. 
R J Connelly, Crofton 

T H E O F F I C I A L 

f F o r n m i ^ * ! 
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A N EDITOR, ASSEMBLER, MONITOR AND 
ANALYSER T H A T REPRESENTS A NEW APPROACH 

TO MACHINE CODE DEVELOPMENT. 
THE EDITOR 
Produces tokenised source 
files which occupy about 
half the normal space and 
accelerate assembly to 
three times the normal 
speed. 

Source fries con be loaded saved 
to and from tape and disc from 
within the editor Source files from 
other popular assemblers cart be 
loaded and iokentsed. 
'r: A full screen editor which 
replaces conventional :exi 
handling with a block paragraph' • 
numbering scheme 

THE ASSEMBLER 
A full two-pass macro 
assembler (co-resident with 
th$ editor) which supports 
input/output from tape and 
disc, conditional assembly, 
intelligent assembly of 
subroutine libraries and 
inclusion of named files 
from tape or disc. 

Built m calculator with access to 
symbol table after assembly 

Symbol table may be saved and 
loaded for cross reference and 
selective assembly of subroutine 
libraries 

Z80 mnemonics can.be freely 
mixed with Phoenix, a high level 
compiling language 

THE MONITOR 
has all the usual features of 
a relocatable front-panel 
debugger plus: 

Disassembly to screen, printer, 
tope or disc wall CALL and JUMP 
labels automatically generated 

•Disassembled files can be loaded 
into the assembler, edited and • 
re-assembled. 

4 slow running modes with a 
trace facility that allows the path 
of a progrom to be stored so that 
bugs can.be traced back to their 
source. 

/ 7 types of breakpoints are 
avoilcble - up to 8 can be set at 
any one time. Options include 
"down-count " and-control of slow 
run modes. 

THE ANALYSER 
A catopiere/y new concept.in 
program debugging. This unique 
utility allocs you to execute up to 
ten analyser programs that 
scrutinise your machine code 
program while ft •$ running. When 
a particular condition Is found (he 
program will break with an option 
to trace the poth taken. 
For example, if a program cros/ies, 
wr/brig extraneous data to the 
screen, the analyser can be set to 
run the program up to the point 
that a 'write' is'made to a 
particular area ofjhe screen The 
path can then be listed to find 
where rhe error originated 

LASER GENIUS. the definitive system 
for machine code programming, is 
par: ofihe OCEAN "Innovation on<j 
Quality range. frrougVit to you with 
ttic combined skills and resources of 
OCEAN and OASIS {producer of 
"White Lightnmg"/ Other easy to use 

products .71 ihts range will include 



"Outstanding, stunningly different.... Ifan 
soundtrack.... game-player* will rave over it 

DENTON 
DESIGNS 

Shadowfire is available now from software dealers. 
In case of difficulty, please write to Beyond Software, 

Wellington House, 6-9 Upper St. Martins Lane, 
London WC2H 9DL. 
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****STOP PRESS****STOP PRESS**** THE BEST FRENCH 
SOFTWARE IS NOW AVAILABLE IN THE U.K.*****STOPPRESS^ 

THE FRENCH 
COLLECTION 
PSS, PRODUCERS OF THE AWARD WINNING WARGAMERS SERIES AND 
THE MIDAS RANGE OF ROLE PLAYING GAMES HAVE COMBINED WITH 
ERE INFORMATIQUE OF PARIS TO BRING YOU A STUNNING RANGE OF 

ARCADE ADVENTURES,STRATEGY GAMES AND UTILITIES. ALREADY CHART 
TOPPING IN FRANCE, THE FRENCH COLLECTION IS NOW RECEIVING ACCLAIM 

FROM THE UK PRESS - JUST READ SOME OF THE QUOTES TO GET AN IDEA 
OF THE QUALITY 

DOOMSDAY 
BLUES 
£9.95 C 
£14.95 D 

"GET 
DEXTER!" 
£9.95 C 
£14.95 D 

Incarcerated in the prison headquarters of the robots that have 
exterminated all other life on Earth, you are awaiting whatever evil 
experiments they have in store for you. when you hear the sound of 
a girl's voice through the bars of your cell. You are not alone -
There is someone else left alive - At last a reason to escape . . . . 
F I N D H E R ! 

" INGENIOUS G R A P H I C S - S U P E R B MUSIC AND 
F A U L T L E S S PROGRAMMING GO TO MAKE THIS GAME 
F A N T A S T I C " is h o w o n e F r e n c h m a g a z i n e * d e s c r i b e d 
D o o m s d a y B l u e s , the Arcade Adventure to end them all! 

" E X C E L L E N T G R A P H I C S . SOUND AND G A M E P L A Y 
P A C K E D FULL OF A T M O S P H E R E - ANOTHER WINNER!" 
AMSTRAD ACTION MARCH 8 6 . 
D O O M S D A Y B L U E S is the qame your Amstrad has been waiting for. 
•HEBDOG1CIEL - 14.02.86. 

******** C B M 6 4 & SPECTRUM VERSIONS AVAILABLE SOON ****** 

The year is 2912, the war on Earth is escalating beyond control. 
Throughout space the colony planets are worried. If the central 
galactic control computer on Earth is destroyed all life on the planets 
will perish with it. 

You control D E X T E R and his trusty podocephalus S C O O T E R in 
their task of infiltrating the computer centre and copying the 
memory banks in order that galactic life can continue. 
The richness of this game, its high resolution cartoon quality 
graphics, its 50 different rooms and the exceptional speed of 
both the 3D animation and game play will leave you breathless! 
" T H E B E S T GAME e v e r s e e n on an A M S T R A D ! " 
PICK OF THE WEEK - P O P U L A R COMPUTING 
WEEKLY 1 3 . 0 3 . 8 6 

" T H I S GAME IS S E T TO B E A MASSIVE HIT - G R A P H I C S 
AND DESIGN S U P E R I O R TO ANYTHING E L S E -
VERY FUNNY T O O " AMSTRAD ACTION MARCH 8 6 . 

— 

CONTAMINATION £9.95 C £14.95 D ********* available SOON ********* 
A marvellous blend of strategy and arcade, 
CONTAMINATION puts you in control of the 
W O R L D HEALTH CENTRE. Your task is to identify 
and eradicate disease throughout the globe and save 
the world's population. With a range of options 
available from C O R D O N SANITAIRE to creating an 

ANTI- VIRUS through to the final resort of wholescale 
NUCLEAR destruction of an infected area, you have a 
game of unlimited variation. You will need more than 
just fast reflexes to get through the multiple screens, 
you'll need all your powers of logic too! 

P S S P R O D U C T S A R E A V A I L A B L E F R O M S E L E C T E D B R A N C H E S O F W.H. SMITH. J O H N M E N Z I E S , B O O T S AND A L L G O O D D E A L E R S . I F 
Y O U R L O C A L R E T A I L E R D O E S N ' T H A V E A P A R T I C U L A R P S S G A M E IN S T O C K , P L E A S E A S K HIM T O O R D E R IT. A L T E R N A T I V E L Y , A L L 
G A M E S A R E A V A I L A B L E MAIL O R D E R - T E L E P H O N E 0203 667556 F O R D E T A I L S . F O R A F U L L C A T A L O G U E D E S C R I B I N G A L L O F O U R 
P R O D U C T S , S E N D A S .A .E . TO : PSS . 452 S T O N E Y S T A N T O N ROAD. C O V E N T R Y . CV6 5DG 



T r e a s u r e T u n n e l s 
P l a s m a T o u c h , 1 4 3 O a k f l e l d R o a d , W h i c k h a m , N e w c a s t l e 
tfpon-Tyne, £ 1 , 5 0 c u s s o n l y 

Th;s was a pleasant surprise, this was. I 've never h e a r d o 
Plasma Touch, who say they have b e e n producing -.games foi 



J L J L i J U f J l m l o P ' 

Quit© a bundle of listings this month. Some of them will help you 
print out the vocabularies of various games - others will enable 
frustrated disc owners to transfer from tape to disc. I 've also 
included a new Red Moon transfer listing, s ince readers had 
difficulties with the one previously printed. 

Courtesy of Adam Milner of Godalming, her© are three 
shortprograms that will enable you to print out some useful 
words and phrases from Fantasia Diamond, Red Moon. Return 
to Eden> and Classic Adventure-

CNMpESKW 

CHRKKEIKAV 

Program 2 
10 REM IOAO COLOSSAL FROM DISC 
20 MODE 1 
30 PRINT"Loading Pleas® wait" 
40 MEMORY &1FF0 
50 LOAD' colossal ' &2000 
60 FOR a = &1FF1 T0&1FFE 
70 READ as 
80 b = VALC & ' - a$) 
90 POKE a.b 
100 NEXT 
110 TAPE I 
120 CALL &1FF1 I 
130 0ATA21.7F.9B.11.7F.AB.01 K 
140 0ATA 80.78.EO.B8.C3.00.30 ( 

village. 
KILL POODLE you enter in desperation. 
"Are you KIDDING?", replies the program, "This poodle is 
MEAN!" And mean it certainly is. On top of all that, you get the 
usual masterful Infocom way of dealing with even the most 
obscure inputs, so that it becomes an amusing challenge to try 
and baffle it. In the post office I immediately attempted to EAT 
ENVELOPE, but "It seems unlikely that the mysterious envelope 
would a g r e e with you," replies the program calmly. 

Wishbringer is in the best Infocom tradition, which means 
that, £28.70 allowing, it just has to b e yoursl 

stip 
ill • 
«tSag? 
BB&Bs 

a n i l 

Atmosphere Interaction Challenge AA-Rating 

REDHAWK 5 8 % 6 3 % 6 8 % 5 8 % 
BALLYHOO 8 9 % 9 0 % 9 0 % 8 9 % 
WISH BRINGER 9 2 % 9 1 % 9 0 % 9 2 % 
TREASURE TUNNELS 65% 6 3 % 6 0 % 6 5 % 

New recruits this month, Pilgrims, to the ranks of the Undying Ones. 
Whether you're cornered by a Balrog or lost in Colossal Cave, there'll be 
someone here who can help you. These worthy Xords have risked their lives 
in some of the most dangerous locations of Adventureland, and now they 
are willing lo help you miserable lot oul of your Rubles. So do them all a 
favour anil DO N'T expect them to reply to yiurt queries unless you enclose 
a SAL. Nor should you presume to call them on the 'plujne after 9.45pm 
in the evenings, because if they're not in bed they'll be busy adventuring 
on their own account - so keep your calls to reasonable hours. 

Return to Eden, Red Moon, Worm m Paradise, Erik the Viking, 
The Hobbit, Afever Ending Story, Heroes of Karn, Bored of the 
Rings, Terrormolinos plus limited help on Message from 
Andromeda, Warlord, Robin of Sherwood, Lord of the Rings 
Kevin McCaughey, 134 High Donaghadee Road, Bangor, NI, 
BT20 4NH Tel: 0247 452809 ~ 

Colossal Adventure, Forest at the Worlds End 
Alex Aird, 139 Bromford Road. Hodge Hill, Birmingham. B36 
8HR Tel: 021 327 3046 

Jewels of Babylon, Forest at the Worlds End, Message From 
Andromeda, Mindshadow plus limited help on Red Moon, 
Classic Adventure, Seas of Blood, Warlord, Bored of the Rings, 
Mordons Quest, Terrormolinos. Heroes of Karn 
David Lincoln, 35 Stainbeck Avenue, Meanwood, Leeds LS7 
2QT 

All Games 
Tony Treadwell , 17 Headley Way, Headington, Oxford, OX3 
OLR Tel: 0865 68637 

Mordons Quest, Classic Adventure, and others 
Timothy Gurney, 10 Garwyn Avenue, Roudnwood, Meliden, 
Prestatyn, Clwyd, LL19 8LR (Penpals also wanted - male or 
female) 

Humble pie 
One thing that definitely needs 
changing is James Adamson's 
telephone number. James ap-
pears in the April issue as an 
Honoured Lord of Adventure, 

but should readers still be using 
this issue to contact him, please 
note that his number is 0724 732 
466 and NOT 0472 732 466. The 
Pilg eats humble pie yet again 
and begs forgiveness. 

The Hobbit, Subsunk, Message from Andromeda, Red Moon, 
Worm in Paradise, Wise & Fool of Arnold Blackwood, 
Brawn Free, Trial of Arnold Blackwood, Gremlins 
Mrs Pat Winstanley, 13 Hollington Way, Wigan, WN3 6LS 

Mindshadow, Message from Andromeda 
Len James, 37 Northway, Lymm, Cheshire, WA13 9AT 
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W0ON. FOR RTUOAD "FIRST 

$3362 

WMoon /ReU^toEden 
t 0 MEMORY &2FFF t Q 

•jolOAO BIT 1 r 

3 0 1 0 7 0 
apRMrtCHMtPKKW). 

| Classic Adventure 

| lOOPtNOUT^ 
'$ 20 MEMORY ftllW 

3Q CLOSEOUT 

Now three utilities for disc owners. These are each divided into 
two separate programs. You should type in and run the first 
program, which will transfer the data files from tape to disc. The 
second program in each case should b e typed in exactly as 
shown and then saved to the disc on which you have saved the 
data files. This second program acts as a 'loading routine' that 
Will run the adventure from disc. You can give the loading 
routine any name you like when you save it. and thereafter run 
the g a m e b y typing RUN "f i lename". 

wasm ^ ^ 
Colossal Adventure 

^^i^gjgilS^ Program 1 
10 REM transfer Colossal Adventure' (LEVEL NINE) from tape to Disc 
20 MEMORY &1FFF 

M 3 0 TAPE.IN DISC OUT 
| 40 LOAO 'Adventura".&2000 

SO SAVE"Colossal".b.&2000.&7B7F 



v. ' : 

to disc 

The Hobbit 
Program 1 
10 REM HOBBIT tape to disc copier 
20 G0SUB15Q 
30 MODE 1 
40 PRINT:PRINT"Wind tape to begining of HOBBIT 1" 
50 PRINT'Missing out the loader program HOBBIT" 
60 PRINT:PRINT"This is fully automatic" 
70 PRINT:PRINT"Press PLAY then any key." 
80 CALL &BB18 -
90 MODE 0 
100 INK 0.4:INK 1.0 INK 2.8.INK 3.25:INK 4.26 INK S.12:INK 6.3:INK 
7.14 INK 8.7:INK 9 6 INK 10.24 INK 11.12.INK 12.18:INK 13.15:INK 14,23 INK 15.26 
110 | TAPE.IN: OISC.OUT 
120 CALL &A58C 
130 PRINT"Copying finished" 
140 END 
150 REM hexloader 
160 OPENOUT "dummy":MEMORY &FFF:CLOSEOUT 
170 addr -&A58C 180 FOR lineno = 10000 TO 10160 STEP 10 
190 tot - 0 
200 FOR a 1 TO 8 
210 READ bytes 
220 num = VAL("*'* < byteS) 
230 POKE addr.num 
240 addr addr - 1 
250 tot = tot + num 
260 NEXT 
270 READ check 
280 IF lotocheck THEN PRINT'Xhecksum error in line 
";lineno:STOP 
290 NEXT 
300 RETURN 
10000 DATA 3E.FF.CD 6B.8C.06.08.21 864 
10010 DATA F2,A5.11.00,80,CD.77,BC,1064 
10020 OATA 21.00.CO, CD.83,8C.CO,7A. 1076 
10030 DATA BC.06.07.21,FA,A5.11.00 666 
10040 OATA 80,C0.8C.8C.21.00.C0.11,903 
10050 OATA 00.40,01.00,00.3E.02.CD.334 
10060 DATA 98.BC,CD,8F,8C.06.Q8.21.923 
10070 DATA 01,A6.11,00,80.C0.77.8C.824 ( 10080 OATA 21,00.10.CO,83.BC,CO,7A,900 
10090 DATA 8C.06.07.21.09.A6.11,00.426 
10100 DATA C0.C0,8C,BC,21.00.10.11.791 
10110 DATA 88.95.01.00.00,3E.02.CO,558 
10120 DATA 98.BCC0.8F.BC.C9.48.4F.1228 
10130 DATA 42.42.49,54.20.31,48,4F.521 
10140 DATA 42.42.49,54,31.48,4F.42.555 
10150 OATA 42.49.54.20.32,48,4F.42.522 
10160 DATA 42,49.54.32.00.00,00.00.273 

program 2 
10 REM hobbit load" 
20 MODE 0:BORD£R 26 

Forget the clue sniffing, my weary travellers - this month we've 
given you a real bumper SNORT! There are so many clues in 
this issue's pot that 1 expect even the most hardened sniffer will 
feel a little dizzy at the prospect . So, if you're still having trouble 
in that accursed game you got for Christmas, now's your chance 
to get yourself up and onto the right track.. . 

W 
COLOSSAL ADVENTURE § f w $ 
Those skeletons need perkitig ; up. 
them. 

dropping something on 

m 

mMlik m 
H :'•/•:" 

20 MODfc u.Bunucn to 
30 INK 0,4 INK 1.0:INK 2,8:INK 3.25:INK 4.16:INK 5.12.INK 6.3.INK 
7,14:INK 8,7:INK 9.6 INK 16,24:INK 11,11 -INK 12,18:INK 13.15:1NK 
14.23.INK 16.26 
40 OPENOUT "d":MEM0RY &FFF.CtOS€OUT 
50 L0AD"hobbit1",&C000 
60 L0AD"hobbit2",41000 
70 TAPE 
80 CALL &7BF0 

FANTASIA 
Don't cross water. 
Polishing a glass could have shatteimg co 
Put battery into the toy^ob<3' 

D UNCEON AD VENTURE 
Drop the fruit onto outsize passers-b 
Dice with death with the Rakshasa 
Wear the Helmet before entering ES 

ERIK THE VIKING 
Empty the stewpot 
Tie a yellow ribbon round 
Rub the boomerang for fast returns 
Take the blade for fun, but not much else 

THE BEER HUNTER 
Wakey! Wakey! 
Real men don't eat quiche 

Gamble to go up in the world and pervert the course of justice. 

THE HOBBIT 
Open all in Beorn's house 
Throw rope across river, then pull it 
Gandalf may b e able to kill the butler if you can't 
Wait twice between wests to get past the pale bulbous eyes 
LORD OF THE RINGS - thanks to Paul Nicholls of Hoddesden 
and Bilbo Baggins of Tottenham 

Become all characters - it's easier 
No need for a candle under the h e d g e - just keep striking 
matches 
Don't look for elf-stone in the old willow - just TAKE JEWEL 
(there's a bug here) 
Black r iders will ignore Frodo if he ' s not carrying the ring 

GREMLINS 
Unplug the pool 
Examine the drawer twice for knife and spark igniter 
Weld the snowplough 

MINDSHADOW 
Get the debris with the pole 
The Hotel Clerk knows a bit about rooms 
Cleave that chain 
Dig with that shell 
Keep a close e y e on your drink 

WARLORD 
Into the ring in the Crystal Cavern 
Fire the pot in the Fomorian's cavern 
Silence is golden if you've got the Amulet 
Search the camp for Druid Fodder 
Straw is for jumping on 

EMERALD ISLE 
Don't bother with the Runes 
The Spider likes to stick around - throw him a present from the 
east 
Drop anchor before taking the plunge 
Union Carbide - good for lamps 

The sword that pierces deepAMSTR A D A C T I O N J U N E 1 9 8 6 7 9 



R e d H o t T o p T e n ! 

Hera a r e this month's most 
p o p u l a r g a m e s , as d e c i d e d b y 
your votes. Don't forget , Pilgs, 
that e v e r y o n e who s e n d ? to ihe 
voting coupon is e n t e r e d into our 
monthly d r a w , a n d the winner 
rece ives the a d v e n t u r e of his or 
her choice abso lute ly FRFE! 

A n y w a y , here a r e this 
month's votes. Red Moon seems to 
b e riding high a t the moment -
the Pilg r e m e m b e r s saying In t h e 
first issue o f Amstrod Action t h a t 
this g a m e l o o k e d like be ing o 
winner a n d for once he's b e e n 
proved right. Lord of The Rings 
h a s a lso r e g a i n e d an h o n o u r a b l e 

position • £ e x p e c t tfjttlf 
e v e r y o n e h a s worked out which 
bugs t o a v o i d they c a n g e t on 
with p lay ing the g a m e . 

M a k e sure you g e t your 
votes in o s soon o s poss ible for 
n e x t month. O h - a n d just a w o r d 
a b o u t the f r e e g a m e . It MUST b e 
an a d v e n t u r e r e l e a s e . After al l , 
this is a n a d v e n t u r e char t , a n d I f 
you wont to win a r c a d e g a m e s 
you'll find that there ' s no shor-
t a g e of opportunities e l s e w h e r e 
in the m a g . And a n y w a y , w h a t 
b e t t e r prize Hion a whole world 
to g o explor ing in? 

1 Red M o o n 
2 L o r d of the R i n g s 
3 Neve r End ing Story 
4 Return to Eden 
5 W o r m in P a r a d i s e 
6 Z o r k I 
7 M i n d s h a d o w 
8 W a r l o r d 
8 E m e r a l d Isle 
10 The Hobb i t 

Level 9 
M e l b o u r n e House 
Never End ing Story 
Return to Eden 
Level 9 
lnfocozn 
Activision 
Interceptor 
Level 9 
M e l b o u r n e House 

This month's lucky 
Pilgrim 
My goodness , I'm not sure the Pilg can afford the p o s t a g e on 
this one! This month it's J a e h e e L e e from Holland who walks 
away with the free g a m e of his choice . J a e h e e has chosen Level 
9 's Worm in Paradise - an excellent choice , if the Pilg may b e 
allowed to comment . Good luck with the E d e n transportation 
system, J a e h e e -you'll n e e d it! 

To The Pilgrim. 

My favourite three adventures a ie 

l .Game: 

Company: 

2. Game: -

Company . 

3. Game: _ 

Company: 

My reasons for 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 
iveacopyof : 

My address is {BLOCK CAPITALS 
ONLY): 

I 

t ' s a W i n n e r ! 
T h e P i l g r e p o r t s o % f H e A A / I n c e n t i v e 

w r i t e - y o M | r p v ^ n - a d v e r » t u r e c o m p e t i t i o n 

S o m e w h e r e in Harrogate t h e f e ' s a young lad n a m e d N i c h o l a s 
P u r s e r w h o just might e n d up b e i n g an adventure software star. 
Nicholas 's en t ry t o p p e d the bill in our Wri te -Your-Own-
Adventure competit ion, run with Incentive Software, and now 
Incentive a r e hoping that they will b e a b l e to r e l e a s e an 
adventure b a s e d on Nicholas 's ideas this y e a r . And, of course , 
in addition to the royalt ies that may c o m e from the g a m e , the 
lucky lad g e t s a f r e e d isc dr ive a n d t e n b l a n k discs ! 
But that's not all! There were ybu in rooms or in cup-

ii>oards.J>They also move the 
book On cats around the house 
which can hinder your 
progress . 
You can only win the game if 
you get the people to help you 
as you need them to lift you onto 
shelves to get the book at the 
end. 

Sometimes the people will 
abandon you to the RSPCA, 
which is equal to losing. The 
only other way to die is to get 
killed in a fight. 

T h e runners-up*«* 
Karl Larsson of Bromley, 
Kent: 
' . . . locked inside a ten storey 
building, which is a toy shop. 
Everything would be fine 
except that you are only two 
inches tall and have to find a 
way out before the store .opens 
at 9am the next morning... ' 
David S Rhydderch of 
Basingstoke, Hants: 
'...a computer salesman for Jap-
pon Universal Micro & Peri-
pherals (JUMP), a very aggress-
ive market leader known to re-
ward success but also to re-
move non-performers without 

^ ^ . any delay. Your objective is to 
ingenuity. ..- g e t r i c h and retire, the quicker 
F e l i x t h e C o t v ^ h ^ r 1 

five runners-up, each of whom 
rece ives either two blank discs 
or ten blank cassettes. And all 
the entries submitted have been 
forwarded to Incentive, who will 
consider the runners-up also for 
possible publication. 

The entries w e r e of an 
almost unbelievably high stan-
dard, and both the Pilg and Ian 
Andrew of Incentive Software 
found it very hard to pick the 
lucky winners. In the end, we 
chose Nicholas" entry because it 
was both highly original (apart 
from the title!) and seemed to 
offer a number of opportunities 
for amusing gameplay and 
original situations. Unlike many 
other entries, it did not rely on 
the rather too-well-worn themes 
of sc ience fiction, shock, and 
horror for its effect, and at the 
same time encompassed a num-
b e r of different styles of play 
(e.g. fighting, feeding, and find-
ing as well as interaction with 
human beings and animals). 

Here is an extract from Ni-
cholas' entry, together with ex-
tracts from the five runners-up, 
each of whom submitted game 
ideas of tremendous quality and 

You play the part of a cat who is 
looking for a book on cats so he 
can find out about himself. 

The playing area consists of 
three main parts: a house of 
about sixteen locations (some 
rooms have two parts); a garden 
(outside the house, through a 

the better. ' 
Miss T Salmon of Watton-At-
Stone, Herts 
' . . .The sun is losing its power 
and the planet Earth is slowly 
dying. The last 1000 sq km of 
unspoilt ground contains ten 
animals, the last left alive. High 
Command has d e c r e e d that you 

cat-door) in which you must de- must round them up... ' 
feat other cats to gain your 
doihain; the housing estate ouf-
side the front gate. The estate is 
a maze. In it you may find valu-
able items such as watches and 
jewellery. If you take these 
home you get two cat treats. 
You may also get attacked b y 
othel cats or chased by dogs 
which you ; can outrun, but you 
g & j o * t . * " 

The main characters in the 
game are the big people who 
are found in the house or somet-
imes in the garden. If you have 
found items they can help you 
by feeding you extras, which 
helps your energy for fights. 
They cause problems as well. 
Sometimes they accidentally 

Walton of Bolton-le-
Sands, Caraforth: 
A very complex scenario invol-
ving a far-off planet, the Gessav-
rans, hibernation caverns, and a 
broken-down spaceship. 
Philip Bowden of Hillingdon, 
Middx: 
'The aim of the adventure is to 
survive a mid-air hi-jack," which 
may end in many ways from a 
mid-air explosion to the best 
possible end of no deaths and 
the hi- jackers' capture. ' 

Congratulations to all who 
took part. Prizes will b e despat-
ched as soon as possible and 
should have reached the win-
ners by the time this issue hits 
the streets. 
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Even before A lan Sugar's sen sat ionaj takeover of 
Sinclair, the Amstrad computers w e r e making W a v e s . 
We persuaded former A m s t r a c f ^ ^ p r ^ e d r t o ^ ^ ^ E R 
CONNOR to crawl out of reti remenf a n f f ; t t c i c at 
how the Amstrad scene has changed during the nine 
months of A A 's e x i s t e n c e . " ' 

Although the first issue of Amstrad Action carried the date-line 
October 1985 on its cover, work began in earnest on it at the 
very beginning of August. It proved to b e a particularly good 
month to start. On one single, fateful day - August 20th - Alan 
Sugar gave birth to the CPC 6128, the PCW 8256 and murdered 
the CPC 664. All three events have had a great influence on the 
Amstrad world, and their repercussions are still be ing felt. 

When AA was conceived Amstrad computing meant the 464 
and the 664, the latter of these two having b e e n the first cheap 
micro with built-in disk-drive. W e all thought it was a terrific 
bargain as well as a standard that would prevail for quite some 
time to come. Amstrad themselves had pledged faith to it, 
claiming pretty strenuously that it was h e r e to stay and that the 
6128 was for American consumption only for the foreseeable 
future. 

Well, the swanky August press launch - compered b y BBC 
newsreader Richard Whitmore changed all that. Amstrad had 
seen that cheaper component pr ices meant they could clean up 
in Britain with a 128K micro that would cost as little as the earl ier 
64K version. They'd also seen a hole in the market waiting to b e 
very profitably filled by a low-cost word-processor-cum-
computer. They duly filled it with Joyce. 

In the excitement surrounding these two new machines -
and make no mistake, they were exciting - poor old 664 owners 
were virtually forgotten. Amstrad appeared to have completely 
underestimated the feelings of bitterness and betrayal felt by 
those who'd bought the machine in the belief that it would 
remain the standard for some time to come. As a stream of 
letters in ReAction has shown, people are none too pleased. 

You can certainly see their point. Imagine buying a 664 just 
before the launch of the 6128 and then seeing it made obsolete 
overnight by a computer with 64K more memory and CP/M Plus 
- and a lower price tag. Imagine then remembering all the 
brave words about continued support from Amstrad. A bit of a 
sickener, to say the least. 

The problem, of course, was that few people had the right 
idea about Amstrad as a company. Alan Sugar is hard-headed 
rather than egg-headed: he 's no boffin like Sinclair, constantly 
in a tizzy about technological developments. Computers, for 
Amstrad, are just another profitable line of product. If they 
thought they weren't going to sell next year they'd drop the lot 
and make something else. 

So Amstrad may not have won many friends among those 
who had bought 664s, but they made many more b y selling so 
many 6128s and 8256s so cheaply. In marketing terms they did 
absolutely the right thing in providing slightly outmoded 
computer technology at a pr ice that Alan Sugar's famous 'truck 
driver ' could afford. 

If you don't be l ieve m e just take a look a Amstrad's balance 
sheet. Profits of £20m were obtained for the year ending last 
June. But the two new machines led to a massive rise b y the end 
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of t h e y e a r - in that s i x m o n t h s a l o n e t h e c o m p a n y m a d e o v e r 
£27m and Alan Sugar was now worth, on paper at least, 
approaching £200 million With figures like that, who's going to 
worry about a few thousand disgruntled 664 owners? 

The success of the 6128, though, has b e e n surpassed b y that 
of the PCW 8256. Most analysts a g r e e that Joyce is largely 
resposible for those juicy profits, and Amstrad are obviously 
looking for more with the re lease of the PCW 8512, another 
advance that hasn't pleased some of those who bought the 
predecessor . 

It all looks as though Amstrad are now going single-
mindedly for the business computing market, especially when 
you consider that the Amstrad IBM PC clone is not far from 
release. That's where the mega-bucks are. and where the 
mega-bucks are is where Amstrad want to be . 

Quite where that leaves Amstrad in terms of home comput-
ing is anyone's guess. My own, for what it's worth, is that no 
new home machines i .e. computers you can use for both 
games and applications - will b e launched by them for quite 
some time. Amstrad will wait and s e e what becomes of the 
68000 processor-based machines, such as the Atari ST and the 
Amiga. If it looks as though there is substantial demand for 
them, they will get to work on their own. much cheaper , 
versions. 

In the meantime the existing CPC range will continue to b e 
well supported, not so much by Amstrad but by the independ-
ent producers of software and peripherals. There 's a huge user 
base, not just in the UK but in Europe as well, and this is sure to 
grow substantially until someone can persuade me, you and the 
rest of the world that there's a better and more versatile home 
computer than the Amstrad. 

1 
Vî HMi f pick Up o co py of 

trad Action isaiefip these 
days I feel a curious mixture of 
pride and embarassment : pride 
that w e e v e r got the thing out a t 
ail, embarassment because it now 

;x strike* me a s art almost amateur-
ish effort. A monster's e y e on the 
cover was one thing; having the 
whofe h e a d on p a g e 3 was just a 

;|{JtHe excessive. £ ;;::'. - .:• 
t h e actual content, though, 

:>*W».fusit what the doctor ordered. 
0Amsyctop>e<i!a was M-fage and 

invaluable tp . f i « 0 a b o u t 
• Amstraci g a m e knov#'.;-3i&li 

mon, and • •' to Sob 
g r a d e ' s powers of judgement 

and 
The unfortunately-named Biz 

' Progs- quickly changed b y d e e d 

poll to Seriovs Software - con-
tained a guide to word pro-
cessors that « t s tandard for -
AA*^;?^i?ii$^(*haustive and fair £ § g | 
comparisons of applications soft-
ware. W e actually cal led that 
feature 'WMch Wrod-
processor?', o joke that 

Which* 
proceJ 
Wordstar takes on the field 



m somewhat-, encou- b e c a u s e they've since a d o p t e d 
B p § f r a g e d b y to* M r the c o v e r tine 'The OFFICIAL 
m mber of t y p o g r a p h - Amstrad m a g a z i n e ' l l t ' l l b e infer-

M k a l errors in the rest estlng to s e e which line Is m o r e 
M of the m a g a z i n e sev- ef fect ive. I s s u e 2 h a d a much 

m e r a ! r e a d e r s took us classier feel to it, o n d a lso con-
t o ta ined some truly c lassy g a m e s 

K S / d : . : terr ib le mistake in Action T 
M a 72 point bold head* g a m e was Highway Encounter ~ 
M nhe-Lot$ • o f features in still, to my mind, o n e o f the bes t 
m the m a g died a pret - things around for Arnold. The 

• t y sudden death . cover f e a t u r e told you how to 
m W h o now remembers piug yourself in to the communic-
m Blurb W r i t e r ? (He was ations revolution, but I w o n d e r 
m the fellow who w a s sup how many of you did? 

V p o s e d to write all the g - j 
U blurbs, competitions etc.) W M I I P f ^ j U J ^ 
m Has a n y o n e ever won the : s ^ j L ^ ^ a 

M f lagon of c ider for the b e s t I f [ Q r — 
i f *Biz Tips'? 

O n e c h a r a c t e r who has lj fa^ 
lasted is the crittur in the margin, 
Toot. S o m e of you w a n t e d to f^ j f t f f i f r 
bloot the Toot. Some of you . ' 
wanted to hoot the Toot. Some of V ^ ^ i / 
you didn't c a r e one way or the ^ • ^ O p L 
other about the Toot. But overall : M ^ ^ ^ v C ^ l z L j ^ ^ 
the response seemed to b e - t h a t | M I 
his irreverent p r e s e n c e put things p . ^ v r y z a ^ r ^ r 
in perspect ive a n d s t o p p e d us 
taking things too. seriously. Toot 
s t a y e d . 

some g o o d l e a d s on what you Cornel Micros of Exeter , W e w e f e 
wanted . The cover o f that issue a bit worr ied a b o u t the Pilg's 
proc la imed our exclusive preview judgement when three letters or-
of Elite, the g a m e e v e r y o n e h a d rived soylng h e w a s complete ly 
b e e n waiting for. There w e r e wrong,the Genesis was a c e etc . , 
times ;;When w e wished w e hadn-t .vtinjrtfc :nof k e d that at ! 
b o t h e r e d of how the three e ^ f r s w e r e pos ted from 
preview c a s s e t t e almost didn't the s a m e south-western a r e a , all 
g e t here from Edinburgh is even three b o r e bogus addresses , all 
now too painM ;-^wfecounfc : • three fcad r t m a r k o b f y S i i ^ n i i a r 

I s s u e 4 b e g a n the noble AA handwriting.. . I s s u e 5 w a s dishn-
tradition o f corking f ree cover guished b y the super qual i ty o f 
casse t tes — for . an e x t r a 5 0 p . g a m e s sof tware reviewed, so 
W o r k that out if you can. It was g o o d that we put pictures o f six 
an overwhelming success, which is progs on the cover - Elite, 

Sweevo's World a n d Barry 
McGuigan's Boxing a r e ail g a m e s 

^ ^ that merit a p l a c e in anyone ' s 
so f tware l ibrary. 

[ ' ( ' ( f e j c o ) 1 d e b u t in our p a g e s of S u g a r m a n , 
>V & / ~m • 9 r e o t e s t e x p o n e n t of com-

M p u t e r justice the world has ever 
W - f ^ t f • s e e n - ** w a s a strip sent in by a 

f e a d e r on the o f f chance w e 

M m ' 9 h t P u b } 5 s h i t : w e ! i k c d j t s o 

j ^ & j f o f e much w e a s k e d for o series. And 
T ^ f f i H n s k L - t f o . ' ' " ' - 1 M w e ' r e not the only ones who e n j o y 
ZT^J W S L i ^ U k ^ Z H ^ d t S M Sugarman 's exploits - rumour hos 
^ • H ^ M t f ^ t f P M I W r ^ * >* that the strip is r e a d a t the very 

highest within Amstrad. 
% | G l a d you like It, Alan, 

w h y w e did it a g a i n on the last Issue 6 s a w another AA 
issue. The 1 9 8 6 Diary was sup- innovation - we s tar ted putting 
p o s e d to b e l ight-hearted, but its the Line-Up in colour. A b i g im-
predictions of Amstrad profits;:; ; provemeft t ttvai s t a r t e d the m a g 
weren' t too far of the mark. W e off with an even b i g g e r b a n g , 
also h a d a b o a r d g a m e - The g r e a t Bertram Carrot sor ted 
Money, Money,: Money ~ which out the d a t a b a s e problem f b r 
took us a long, long time to you - no excuses if your filing 
produce . Hardly a n y b o d y system's still in a mess. W e ' d 
p l a y e d it. Just g o e s to show that d e c i d e d b y then thot our r e a d e r s 
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On the cover d f i ; 
Issue was a flash to the e f fec t that: 
Amstrad Action is not affi: 

publication. Or ig inal ly ' 
f o r c e d on us b y Amstrad w h o h a d 
t h r e a t e n e d to sue us for passing 
of f a s one of their products! Now 
w e wouldn't remove it if w e could 
— M m a k e s the point that w j & e 
not r e l a t e d to Amstrad the com-
p a n y or a n y other c o m p a n y pro-
ducing equipment for Amstrad 
computers. Our i n d e p e n d e n c e en-
sures our fa i rness . Amstrod User 

j j i learly; do«!t : s e e this argument 

| Sy I s s u e 3 we'd introduced 
type-in listings popular de- ; 
mend. wash'! : ; qui te a n 
overv/helming cry for listings, but 
a t - leas t half of you strongly 
wanted them, while nowhere n e a r what p l e a s e s the producer i w e r e a mixed a n d fairly adult 
a s many strongly o b j e c t e d . S o in doesn ' t a l w a y s p l e a s * the re- [ bunch who didn't |ust want the • 

la tes t news on al though 
they w a n t e d t h g f iqe?: w ^ L O v f 
d a t a b a s e survery w o s just p h e o f ; 
m a n y a r t l d e s ^ o A W i & j o he lp 
yOM : Amstrod to ; the 

l ^ ^ ^ ^ y w e v e r we tried;.::;:|^:; 
a d o p t arl e a s i e r to. understand;;1 

•appro<^^ipa§i - ;bur competi tors , 

Could s e e , s e e m e d to think their 
r e a d e r s all -had d e g r e e s in com-
puting science. ' " ' ' 

•:'::pwr growing o w a r e n e ^ ; o f 
of our r e a d e r s a lso led 

to o n e o r two^ mlnof d e ^ t t 
c h a n g e s a b o u t the s a m e ttme. 

they oaBwei; a n d I ffi|f»!it they 've intense d e b a t e m - t h e ^ ^ ^ ^ 
satisf ied those who like them severa l adventure g e n e r a t o r s in it v/as d e c i d e d to d r o p Jhe c i a w 
without annoying those who that Christmas issue, o n art ic le logo from the Action Test p a g e s 
don't . And it was all b e c a u s e which led to some stTange g o i n g j (a long with mournful f a c e in Ser i -
your response to the question- on, The Pilgrim was critical of ous S o f t w a r e a n d various others}, 
naires w e ' d printed h a d given us Genesis, a p r o g r a m p r o d u c e d b y G o o d r iddance , I sa id , but t h e r e 
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YOU READ THE BOOK-NOW PLAY THE GAME! 

Based on a concept, by 
Steve Jackson & Ian Livingstone 
anckstory by Robin Waterfield 

(»ame w r i t i o n 
I tyAdv^i i l ure« 
DiHt i ibu i^d i 
by I S . ( i o h f I Available on Commodore 64 

Amstrad and Spectrum 4SK 
Disk A 95 Cassette 

Available from your 
local Computer St ore 
in May • 

BBC/Electron (Text Only) 
Cassette -ST7-9 5 

As the might of>he alien Arcadian t f k W , , J 
Empire tightens i^ffold on our A ' V ^ * 
galaxy, the leaders of the secret Earth Ife 
organization, SAKOS, gather their slender jL Y ^ 
resources into one last daring and foolhardy > w^F I • 
mission to strike at the heart of the invaders' 
home planet. I 
YOU are their last hope. Equipped with a forbidden 
laser sword, your mission is to seek out the under-v» 
ground resistance and piece together the vital code you 
need to destroy the enemy. But time is running out and only 
YOU stand in the way of the Arcadians' complete domination 
of the galaxy! 

U.S. Gold Limited. I nil 10. The I'nrkway Industrial O u t r e , 
Heueage S t ree t . Birmingham B7 4LY. 
Telephone: 02l-35!> S881 Telex: 3372f»Hfl|| 
I'M denotes a trademark or (Vniotin Rooks I j«i. "yW & 
Produced h i m I i t lirmn- from SlfV".lurksnn ami tan l.i\ inRSlMfyK J k 



were those who mourned Its pass-
ing. W e also took the op^rtvrtftiji | 
of using a^boldflir^type-fccs for 
the main body-text . No one 
seems to have noticed, but hope-
fully the text is that much more 
r e a d a b l e now, |j 

'Whacko! ' screamed the 
cover of Issue which we 
g a v e Arnold's educational soft-
ware a working over - a topic 
some of you had been demand-
tog for quite some time.. Hands 
up those of who recognised Bob 
W a d e as well as Alan Sugar in 
the cover illustration. 

And then, to d e p a r t on a 
high note, the last issue had one 
of those AA cover gifts. The PSS 
software on it was really Some-
thing a bit special - not just ft 
whole free game, b u t : terrific 
demos of terrific games, orte Of 
which was the monthY ryiwway* 
Mastergame. 

Overall, then, in our humble 
view, AA has just got 'be t * * * ; 
better - largely through your 
feedback. Your answers t& : our 
questionnaires have helped us to 
identify what you want as well as 
what you need. And your letters 
and playing tips have m a d e 
ReAction and Cheat Mode two of 
the liveliest sections In: the mag. 
Just keep sending the staff qjid 
AA won't go far wrong. 

CONNOR COMMENTS 
On CP/M Plus 
The arrival of the 6128 and the 
8256, with the more powerful 
Plus version of CP/M, meant a 
great increase in computing 
power for the home user. The 
464 and 664 had not exactly 
been mere toys, but they 
couldn't run the really big and 
powerful applications software. 
Suddenly, programs such as Su-
percalc 2, Cardbox, Scratchpad 
Plus, Popular Accounts were 
available - and at a sensible 
price. 

This meant that you really 
could use a 6128 as a powerful 
business machine, as well as 
having a good old shoot-em-up 
when the strain got too much. 
Some of this business software 
needed a second drive to make 
it really work for you, but the 
same thing applied to the 8256 -
and that didn't let you play 
games. For my money the 6128 
was better value, even without a 
printer. 

But where did it leave 464 
and 664 owners? Outside in the 

cold, pressing 
their noses up 

against the 
sweetshop 

window. 

Until a ray of hope came in the 
form of a new range of add-ons, 
supplied first by DK Tronics and 
a little later by Screen Micros. 
Extra RAM, Silicon Discs, CP/M 
emulators - they all held out the 
hope of a swift upgrade to 6128 
power. 

Unfortunately, neither the 
DK Tronics boards nor the Vor-
tex add-ons supplied by 
Screens seem yet to offer a true 
CP/M Plus upgrade. They'll 
give the 464 and 664 owner a 
massive increase in usable 
RAM, but they won't let him use 
those attractive applications 
programs. Both suppliers of 
expansion boards are promis-
ing future compatibility with 
CP/M Plus. But until it arrives, 
the 61281ess are missing out. 
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CONNOR COMMENTS CONNOR COMMENTS 
On Games 
A year ago you would have 
been hard pressed to find an 
Amstrad game which didn't 
have the name Roland in its title 
and which wasn't produced by 
Amsoft. You'd also have been 
hard pressed to find a game 
worth playing. Let's face it, 
Amsoft weren't really produc-
ing the goods. 

Then, towards last summer, 
Virgin produced Sorcery, per-
haps the first game to be better 
on the Amstrad than on the ma-
chine it was converted from. 
Amsoft got the idea and licen-
sed Sorcery Plus, the first disk-
based game and still one of the 
best. 

By the autumn, as a glance 
at AA will show, games software 
was picking up. More games 
were being converted, and 
more of the conversions were 
first class. By Christmas we'd 
seen stacks of terrific games -
Marsport. Highway Encounter, 
Boulderdash, Strangeloop, 
Sweevo's World, to name but a 
few. 

Even more exciting, 
though, were the whispers of 
Amstrad originals - huge 
games, whose graphics and 
gameplay would grab you and 

never let you go. Then, early 
this year, we finally saw one of 
these fabled beasts - Spindizzy, 
from Electric Dreams. Not just 
an Amstrad first, but one of the 
most amazing games any of us at 
AA had ever seen anywhere on 
any format. 

And the number of stunning 
Amstrad-first games has grown 
- Yie Ar Kung Fu, Get Dexter 
and Batman are just the start. 
Then there's the promise of 
massive disk-only games for the 
6128... 

On word processors 
Last summer the best you could 
buy for the Amstrad was prob-
ably Tasword 464/664. We used 
it on AA to write and edit copy 
for typesetting. But it was a 
program with serious flaws for 
anyone, like us, with more than 
a letter to write. The main pro-
blem was the program had no 
true insert mode - so adding 
new text and then reformatting 
the document to fit it could 
prove extremely laborious. It 
almost drove me bonkers, and 
my sanity was saved only by the 

appearance of Pocket 
WordStar, a sawn-off version of 
the world's best-selling WP for 
the CPC machines. It wasn't 
exactly a snip at well over £100, 
but it was the kind of pro-
fessional program we at AA 
needed. 

Shortly afterwards, though, 
Tasman brought out Tasword 
6128 for the new machine. This 
did away with the drawbacks of 
earlier versions, and 6128 
owners at least had a powerful 
and sophisticated WP for only 
£25. At about the same time the 
equally powerful Protext ar-
rived. This program not only 
runs on all three CPC machines, 
it is also available on sideways 
ROM so you can have instant 
access to the software as well as 
leaving lots of K free for 
documents. 

Neither of the two last-
named programs was a serious 
rival to WordStar here at AA, 
for the simple reason that our 
typesetters set from disk using 
WordStar control codes. What 
did interest us, though, was 
NewWord, which was pretty 
much a WordStar clone with a 
couple of refinements - but cost 
£50 less. It also has an extensive 

spell-checker, a great boon to 
the illiterate (and typnig error-
prone) journalist. 

Well, we haven't changed 
to NewWord, partly because it 
needs a second drive to get the 
most out of it, mainly because 
we've already got WordStar 
and it's doing us quite nicely 
thankyou. But NewWord's ar-
rival exemplifies a number of 
important points about the seri-
ous side of the Amstrad soft-
ware market. 

First, it shows that the big 
companies with the big 
programs at big prices aren't 
going to have it all their own 
way. Competition is bringing 
prices down to sensible levels 
I'd be very surprised if 
WordStar itself didn't soon drop 
to around £50. 

Secondly, you can see that 
the problem these days is not 
getting the program for your 
needs, but choosing the right 
one from the range available. 
Which, I hope, is where mags 
like AA come in. Anyone want-
ing a spreadsheet, database or 
word processor in the past few 
months could have done much 
worse than keep an eye on us 
for advice. 
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r i r i r l o u t i l i t i Q o r Som« programs >re told on the under-
standing that thay must not be used to 
infringe copyright. 

TRANSMAT 
EASY TAPE TO DISC T R A N S F E R 

Thu professionally used and respecjed utility has set the standard in tape to disc transfer 
that others attempt to mtmmick. What the press think of Transmit: 
* Voted No. 2 in the Serious Programs Top Ten Chan by Amstrad Action Readers. Jan. 

* Maximum review ratings in PCW Aug 85 j f f l f e ^ f e l f c ' S f t 
* Highly recommended by AMSCLUB 
* "Very easy to use utility" PCT Jut\/ 85 Also selected for Best of the Bunch 
Transmats many features include-
* Easy operation * Auto or non auto modes 
* Relocator for programs which overwrite the disc area 
* Erase » Catalog files * Rename 
* Disc header reader * Select user area 
* A or B drive working * Transmats itself 

Cassette £7.95 Inc. Oisc £11.46 inc. 
Now available on ROM. onty £19.95 inc. 

SPIRIT 
The perfect advanced software complement to Transmat for those knowledgeble in 
computing — Spirit of'ers all the tools you need in one economic package to transfer 
those genuine headerless programs onto disc. 
This sophisticated package on a transmatable cassette for only £5.95 inc. 

AMSTRAD SHOW 
Look cu1 for Pride a: 1he London Amstrad Show I3th-15lh June or. stands 137.141. Special 
shew prices and some greal newproCvGs-GoWma'k will De with us (see their acvert). 

= 

ODDJOB 
THE DISC UTILITY P A C K A G E 

YOU HAVE B E E N WAITING FOR 
A complete disc utility withallthe programs YOU have told us you wanted all 
together in one amazing package. A total of 39k of disc space used. 
Just look at some of the features: 
* A complete directory editor with which you can examine the disc 

directory and easily alter the contents 
Recover erased programs 
Hide programs from the directory 
A complete sector editor to examine and/or alter the contents of files in 
HEX or 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 time on either drive, ideal for 5.25 inch second drives 
Transfer your little used progrBms/files from disc onto tape to reclaim 
expensive disc space 
Increase the speed of your disc drive by up to 20% 
Load and list protected BASIC programs 
All instructions are supplied on disc on a separate help menu 
Simple to use with single key selection 
Makes full use of the disc drive 
Compatible with all AMSTRAD CPC computers 

All this for the incredible price of £ 1 2 . 9 5 on disc only 

NEW 
S P E C I A L OFFER 

H . J , l</W> IK 1111,11 ntto-. and ttf> ei»K 
< : o t v > p l e l e i \ I n t . , f»- . , i i . n i , ; O i t j H . i l 

Al.tr inlkx kf/ittQicimiM /COlS our 
r.i«-Hir>t E<j'!<,i D v*wnM)ti.'i ur\ 

I - . I V . . - M t - s t a l l - O K . " l ^ a s i r 

Due to an overwhelming demand 
for the tape to disc service and the 
tape to disc solutions book (TIE), 
these services, plus a new user 
dub for the more sophisticated 

user, are now being managed by 
Goldmark-please see their adve't. 

PRIDE UTILITIES LTD 
(Dept AA) 

Unit 14, Whitehill House 
Luton, Beds LU1 3AN 

England 
Tel: 0582411686 

ALSO AVAILABLE FROM 
OUR EUROPEAN AGENTS | 

ZS Soft Microtrading 
Postfach 2361-Bufo:. Doktorbero 20. ! 

8240 B«rchtosgad«n. 
W»»t Germany 

ESAT SOFTWARE. 
55 Rue Ou Tondu. 3300 Bordeaux. 

France 
Contact above for details 

A L L P R I C E S INCLUDE 
VAT AND P & P 

f of Europe add £1 O0 per title 
t-or Australasia add/ 1 75 per title 

rot Rest ol World add £1 .50 
pet title 

!Nl AIM MAI! 

FOR ALL AMSTRAD CPC MODELS 
(NOW DISC P R I C E S A R E E V E N LOWER) 

Quality utilities from our faat, reliable and friendly mail order service. 
All enquiries with s.a.e. answered. Excellent discounts to the trade, 
fast export service, 48 hour UK turnaround all orders. In fact a complete 
professional guaranteed service. J 

m T 
mm-. sUl: 
I l l ® fM^wfflmmtm I B 

I K l i i :. : ' ' 

•
1. Please transfer enclosed original lapc to disc. £6 U K — £ 7 Europe—£7.75 rest 
of world. Additional titles £3 until disc full. (Send all instructions but no bulky 
packaging—we retain cassette. 

• 2. Send information on club and services—large S A E appreciated. 

j — j 3. Please enrol mc in the Goldmark Club. £20 U K — £ 2 5 Europe—£26 rest of 
world. 

j j 4. Please enrol mc in Lhc Goldmark Club. I already have the P4 book and send it 
as proof. £18 U K — £ 2 3 Europe—£24 rest o f world. 

| | 5. Please send me the solution book (TIE 1-6) as a non-mcmbcr. I understand I 
' — ' will be charged for subsequent T I E additions if I require Lhcm (cg.TlE 7, ccc). 

TIE 1-6 book £5 U K — £ 5 50 rest of world. 

A T T E N T I O N A L L O W N E R S O F T H E P R I D E U T I L I T Y " T R A N S M A T " A N D T H O S E I N T E R E S T E D IN A 
N E W M O R E S O P H I S T I C A T E D U S E R C L U B 

Please tick 
G O L D M A R K S Y S T E M S have been approachcd by Pride Utilities to 
take over their excellent tape to disc transfer scrvicc and also to supply 
a new larger book of transfer solutions for problem programs. Also 
Goldmark arc pleased to announce the creation of a much-nccdcd more 
sophisticated user c l u b — T H E G O L D M A R K C L U B . 
Club features include: 
• Privclcgcd prices on tape-to-disc transfer scrvicc. 
• A new larger tapc-to-disc solution book (TIE) with over 100 
solutions (TIE 1-6) with new solutions added monthly. 
• A helpline to assist club members. 
• A free Transmatable utility on casscttc every three months, courtesy 
of Pride. 
• Monthly fact sheets (TDEs)? newsletters, reviews, letters, spccial 
offers, technical items, Peeks, Pokes, etc, etc. 
• Not stapled photocopies, but a professionally produced package. 
As a s tar ter pack you will rcccivc the following: 
1. A loose-leaf book currently containing T I E 1-6 (over 100 solutions) 
with an index. It is expandable for the regular additions of TEE 
solutions/indexes. 
2. An additional expandable book for your club sheets which will grow 
monthly and be an indispensable source of information. 
3. A free utility especially written by Pride for Goldmark members 
(VIEW T E X T ) . 
4. Information on discounts for transfer scrvicc, ctc, and telephone 
helpline. 
Non-members can purchase the T I E book and subsequent 
additional T I E s at non-membership rates i f required. See 

b o x 5 a n d 6 . - enclosed ( A L L PRICES INCLUSIVE) 

6. TIE 6 only. Non member price £2 .00 UK or £2 .50 rest of world. 

ChequesfPOs payable to: Goldmark Systems (TIE). Serui lo: 
Goldmark Systems ( T I E ) 

Dcpt AA, 51 Comet Road, Hatford 
Herts, ALIO 0 S Y 

Enquiries weekdays 1800-2100 and Saturdays 1500-2100 on 07072 71529 

N A M E 
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Absolute 
Beginners 
W e continue our series of 
super-easy-to-understand 
articles on Basic programming. 

THE STORY SO FAR 
Last issue, we saw how you can give Arnold instructions to clear 
the screen, print up pieces of text and change the screen mode. 
We also saw the way that simple instructions like CLS, PRINT or 
MODE can b e joined together with colons, so that Arnold 
performs them together. 

This month, as promised, we'll b e looking at simple 
graphics instructions. Also we'll b e moving on from instructions 
to programs. First, though, an explanation of something that 
may have confused you in last month's article. 

On computers in general , the key you press to mark the 
end of an instruction is called the RETURN key. It is actually 
labelled RETURN on the 6128, but on the 464 and 664 it's the 
larger of the two keys marked ENTER. I hope this didn't confuse 
too many of you last time. Remember that you have to press this 
key after each typed instruction below. 

BEFORE YOU START 
Sometimes, especially when you're working with graphics, you 
can get Arnold in such a state that you just can't give him 
instructions properly. Maybe you can't see what you're typing 
because of the way you've altered the screen colours - this 
often happens. If you do get in this kind of fix, and you just can't 
get out of it, you can simply switch Arnold off and then on again. 
This will certainly get you out of the fix, but it's a bit drastic. 

A better answer, in most cases, is to reset the computer. To 
do this, press the control (CTRL) and shift keys together and, 
still holding these down, press the escape (ESC) key. This will 
give you the same start-up message as if you had just switched 
on. If you follow these reset instructions properly and fail to get 
the start-up message, you have got a crash or lock-up on your 
hands. Here, you will need to switch Arnold off. 

PEN AND PAPER 
The graphic effects which Arnold can produce depend very 
much on which of three MODEs (0, 1 or 2) he ' s in. When you 
first switch on, he 's in MODE 1. As we saw last time, this gives 
you 40 characters to each screen row. It also gives you up to 4 
different colours on the screen at once. You can only see two of 
them at first, blue and bright yellow. It's easy enough to get at 
the other two available colours, though. Type.. . 

PEN 2 

If Arnold understood this, he'll now b e writing everything 
in bright cyan - a sky blue colour. If he didn't understand it, you 
probably forgot the space in between " P E N " and " 2 " . On a 
green-screen you should b e able to s e e the change, but it's 
hardly spectacular. Try.. . 

£ T 

...instead. This turns the letters bright red in colour, (very 
dark on a green-screen) . Now we 've got a total of four colours 
on screen, the maximum available in MODE 1. 

So as you can see , to change the colour of the text, you 
simply use the PEN command followed by a single number. The 
number (which, as we saw last time is called an 'operand') 
simply selects one of the available colours. In this case, because 
we are in Mode 1, the number should b e in the range 0-3 0 
gives blue text. 1 bright yellow and we've just seen 2 and 3 in 
action. 

If you were to switch on and immediately type PEN 0, you'd 
have blue text on a blue background. That would mean that you 
couldn't read anything Arnold displayed - and that would make 
life very difficult. Of course you could read blue text if it was on 
some different coloured background. Type.. . 

PAPER 3:PEN 0 

. . . remembering the spaces after "PAPER" and "PEN". You 
should now have blue text against a red background. Notice 
that PAPER doesn't change the background of the whole screen 
- just the little square of background behind each character. If 
you want to change the whole background, type CLS. 

Apart from that, PAPER works the same way as PEN. The 
number following it selects that colour as the new background. 
Try experimenting with these commands. You might even find a 
combination of pen and paper colours that's easier to read! 

THE INK COMMAND 
So far we've b e e n talking about MODE 1 which gives you 40 
characters to the row. and up to 4 colours on the screen at any 
one time. MODE 0 offers 20 characters per line in up to 16 
colours, while MODE 2 gives you 80 characters to the row, but 
only two colours. 

As you can see, even MODE 0 only lets you use 16 colours 
at any one time. You may think this doesn't match up with the 
Amstrad adverts which said you could get 27 colours. Don't 
worry - you haven't b e e n conned. Arnold can display 27 
different colours, but not all at the same time. You can only use 
16 colours at once in MODE 0, but you can choose which 16 you 
want out of the full 27 that Arnold can produce. 

Likewise, you can choose 4 out of 27 for MODE 1, or 2 out of 
27 for MODE 2. Try doing this. Reset the computer, and type... 

INK 0,9 

...making sure you put in the space after "INK". This should 
leave you with the sc reen background coloured green instead 
of blue. On a green-screen it's just a paler green than it was 
before, but the change is still perfectly visible. Unlike PAPER, it 
affects the whole sc reen immediately. 

As you can see, INK is a powerful command but what 
exacdy does it do? Well, you use it to replace one of the existing 
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colours available to you with another colour. Let's get our 
terminology right. If a colour is currently available for use on 
screen by commands like PEN and PAPER, it is said to b e an ink. 
The number used to get at the colour - the number you use with 
the commands PEN and PAPER - is called its ink-number. 

Thus when the computer is first switched on ink no. 0 is 
blue. If you want to use a new colour - a colour not available 
when Arnold is switched on - you use the INK command. With 
INK you can tell Arnold that, for instance, you want green as the 
new ink 0, in place of blue. This is, in fact, exactly what the 
example above did. 

The INK command must b e followed by TWO numbers 
(operands). In our example, the first number was 0. This tells 
Arnold that it is ink 0 which is being replaced. 

Now reset the computer - s e e the start of the article, if you 
don't know how to do this - and type... 

INK 1.9 

. . . remembering the spaces as before . This time, you'll 
notice, the text has turned green (or just darker, on a g r e e n 
screen) while the background stays the same colour. The 
difference is in the first number after the word "INK" - the first 
operand. This time it is telling Arnold that it is ink 1 (initially 
bright yellow) which is to b e replaced. . 

SELECTING COLOURS 

currently available colours - the inks - you want to change to. 
Arnold can display 27 different colours, but not all at once. 

Depending on the screen mode, you can have a maximum of 16 
different colours on screen at any one time. You can select 
which of the 27 colours you have available to you. You use the 
INK command to make this selection, and colours you've chosen 
like this a re called inks. 

WHAT A PROGRAM IS 
We've reached the point where compound commands are a bit 
limiting. For one thing, you can only have 255 characters to a 
compound command. For another, no matter how often you use 
a command you have to retype the whole thing every time. 
Suppose, for example, that you often want to change to MODE 0 
and select inks 0-15. You could do this with a compound 
command - something like MODE 0:INK 0,4:INK 1,22:INK 2,. .etc. 
To type all this and then get a "Syntax e r r o r " is very frustrating. 
What's more, the MODE command will clear the screen, so you 
can't even look at what you typed to see where you went 
wrong. 

The answer is to write a program to do the job. Here's 
how.First reset the machine - this is covered at the start of the 
article. Then type in this example. 

10 MODE 2:INK 0,4'JNK 1,18 

You'll find that Arnold does...nothing at all. Type LIST, and he'll 
display an exact copy of the line you typed in - except that it'll 
b e in capitals even if you typed it in lower case. He hasn't 
o b e y e d the commands there, though. That's because, when you 
type in a number followed b y a command or compound 
command without pressing return between the two - Arnold 
treats it as something to b e stored, and only obeyed later. When 
you want Arnold to obey the commands, type RUN and he'll 
treat them as if you'd just typed them in. Try it. 

What you have typed in is a program. It is a series of 
commands stored away, and obeyed some time after typing in. 
All this program does is put you into mode 2 and set the text 
bright green against a magenta background. But you can see 
one advantage immediately. Switch the screen to MODE 1 (just 
type in that command), and change ink 0 to black. You should 
b e able to work out how to do this for yourself, from the above 
section on inks and colours and from the information in Table 1. 
Now to switch back to bright green on magenta all you have to 
do is RUN the program again. There 's no need to laboriously 
retype the instructions. 

Most programs are much more complex than this one, but 
they are all just sequences of commands. Up till now, Arnold 
has obeyed all the commands we've given him as soon as we 've 
pressed return. Commands given in that way are called direct 
or i m m e d i a t e commands. This is to distinguish them from 
commands which are part of a program, and therefore are not 
o b e y e d until you type RUN. 

You may b e wondering what the significance is of the 
number 10 you typed at the start of your one-line program. In 
fact any other number there would have produced the same 
result. But, as we'll s e e next time, line numbers have an 
important role to play in programs longer than a single line. 

But how does the computer know what the new colour should 
b e ? This is what the second operand is for. It can b e any 
number between 0 and 26. according to which of Amstrad's 27 
colours you want to use. In our example, the second operand 
was the number 9, and this means green. Try out some other 
numbers for yourself. 

A chart of colours and their corresponding colour-numbers 
is set out in Table 1, and 664/6128 owners will find the same 
information in the "Master Colour Chart" on the top of their disc 
drives. Thus, INK 0,17 would turn the sc reen background pastel 
magenta. Green sc reen owners have a much easier time of it, 
and won't need the chart at all. For them, different colour 
numbers mean different shades of green - the higher the 
number, the lighter the shade, so that 0 is the darkest and 26 is 
the lightest. 

W e now know that INK needs two operands. The first tells 
Arnold which ink you want to replace, and the second tells him 
what colour you want to replace it with. Do not confuse these 
two numbers. The first is an ink-number. It's got to b e in the 
range 0-3 in MODE 1, 0-15 in MODE 0 and can only b e 0 or 1 in 
MODE 2. The second, on the other hand, is a colour-number. It 
should b e in the range 0-26, and this does not vary between 
modes. 

If you do find this confusing, you can think of the analogy 
suggested by the commands themselves. Imagine you have a 
range of ink-pots available (four in Mode 1 numbered 0-3). 
When you first switch on the computer they are filled with blue, 
yellow, cyan and red coloured ink. Using this picture, the 
command PEN 2 means to use whatever ink there is in the pot 
numbered 2. While the command INK 2,9 means to replace the 
ink in ink-pot number 2 with colour number 9 (green) . 

Unfortunately you can't take the analogy too far, because 
putting green ink in ink-pot number 2 not only means that PEN 2 
will now produce g r e e n text, it also means that anything on the 
screen which was produced from ink-pot 2 will also instantly 
turn green. Otherwise you could end up with more than the 
permitted four colours on screen. 

The important thing is to understand the difference be -
tween a colour's number (0-26) which is fixed, and the ink-
number which can temporarily b e assigned to it for use b y the 
PEN and PAPER commands. 

INK-PEN SUMMARY 
At this point a quick summary seems in order, so here goes. 
PEN changes the colour that Arnold prints new text up in, and 
PAPER changes the background colour that the text is printed 
on. They each need one operand, specifying which of the 

NEXT ISSUE 
Next month, armed with ar. understanding of colours and inks, 
we'll b e venturing into the world of DRAWing and PLOTting. 
On the programs side of things, we'll b e dealing with lines, line 
numbers and editing. 

In the meantime, experiment 

COLOUR NUMBERS 
0 Black 10 Cyan 19 Sea Green 
1 Blue 11 Sky Blue 20 Bright Cyan 
2 Bright Blue 12 Yellow 21 L i m e Green 
3 Red 13 White 22 Pastel Green 
4 Magenta 14 P*«tel Blue 23 Pastel Cyan 
5 Mauve 15 Orange 24 Bright Yellow 
6 Bright Red 16 Pink 2S Pastel Yellow 
J Purple 12 Pastel Magenta 26 Bright White 
8 Bright Magenta 18 Bright Green 
9 Green 
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HISTORY recalls the epic 'Highway Encounter.' 
The attempted domination of Earth by the 

dreaded Alien aggressor was foiled by the power 
of the Vortons. 
N O W the sequel is launched. 

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

PLEASE SEND ME 

A M S T R A D C P C 

v T A P E v v D I S C v 

Q £ 8 . 9 5 [ Q £ 1 3 . 9 5 

S P E C T R U M 4 8 K 

T O T A L V A L U E 

| D £ 7 . 9 5 

NAME m O C C l C T H ! ' l l Ait 

ADDRESS 

ENCLOSE P.O./CHEQUE PAVABLE TO VORTEX SOHWARfc (SALES; LTD. 
SENJD TO VORTEX SOFTWARE [SA.ESi LTD. 7A KANSAS AVE. SALFORD M5 2GL ^ ^ 

V A M S T R A D C P C v S P E C T R U M 4 8 K v 
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STUNNING 

SAVINGS! 
Wake up to Amstrad Action's unique mail order service 

Watch out for your fingers, those pages are HOT! They 
give you a way of getting hold of sizzling software at 
sizzling discounts. Simply by using the vouchers printed 
below, you can obtain discounts ranging from 50p to a 
full £5 on the programs you want. H makes it easy to 
recoup the complete cost of this magazine at a stroke! 

In addition to these discounts, almost all orders 
qualify for a special, no-strings-attached FREE GIFT rang-
ing from blank cassettes to full-priced games. 

We know of no more exciting way of getting the 
programs you need. 

• Reliable 

• Economic 

• Fast 

with any order over £30 

with any order over £5 
A CI5 data cassette. These cass-
ettes contain high-quality tape 
especially designed for use by 
computer owners. They come in 
library case with blank inlay 
card. 

with any order over £15 
Your r>ick of any one of the games 
featured :n the SOFTWARE 
SUPER-SALE box! They're worth 
from £8-lC each! (Please note, 
you should specify a second 
choice on the order form in case 
your first choice is out of stock.) 

Your pick of any TWO 
games featured in 

of the 
the 

SOFTWARE SUPLK-SAL.E box! It 
means you cur. pick up games 
whose shop price is worth more 
than half your total order! (Please 
note, you should specify second 
choices on the order form in case 
your first choices are out o : : 

stock) 

VOUCHER 
F»r us* w'rtb orisra from fSftO-

£3.99 
(max. om «oucHer{j«f ant«t) 

I 
I 
I 

M 

VOUCHER 
far us« with crier* (turn £18.90-

& CISJI tew 
? : :0ife$fiivoiKim pw crier} 

I 
I 
I VOUCHER 

Fw usa with Oflte* Iron £20.60-
M l * 

<M« vouebflf pflt 

I 
I 
I VOUCHER 

F&f ut* with orient ov*r f 50.00 
one ueuchsr per ord«) 

I 
I 
I 



T H e r a v e w a y o f b u y i n g r a v e s 
If you're not sure quite what games you'd like you could do 
worse than make a selection from this list - it's made up of 
programs given an AA Rave review in this or previous issues of 
Amstrad Action. Remember that by sending in vouchers you can 
obtain considerable savings on the listed prices. 

YTE ARKUNGFU 
Hilarious combat action. £8 .95cass 
BOUNTY BOB STRIKES BACK 
Oh-so-addicrtive platforming. £9.98 cass, £13.95 disk. 

M: •' s i ^ :. fit i 
W a c k y cartoon capers . £9.95 cass. 
BATTLE O F BRITAIN 
Classy war game. £9.95 cass . 
3D GRAND PRIX 
Tire-burning graphics! £9.95 cass £13.95 disk. 
BRUCELEE 
Leaping and fighting. £9.95 cass, £13.93 disk 
RAID 
Bombing the Commies. £9.95 cass, £13.95 disk 
MATCHDAY 
Skilful s o c c e r play. £8.95 cass 
NIGHTSHADE 
Dazzling graphics from Ultimate. £9.95 cass 
SWEEVO'S WORLD 
Humourous, stylish, brain-teasing. £7.95 cass 
TLL 
Unbelievable scrolling. £8.95 cass 
BARRY McGUIGAN'S BOXING 
Best Amstrad boxing game. £9.95 cass 
BOULDER DASH 
You can't stop playing. £9.98 cass 
LORDS OF MIDNIGHT 
Great adventure epic. £8.98 cass £12.96 disk 
CYRUS 2 CHESS 
Looks superb, plays tough. £9.98 cass £13.98 disk 
WAY OF THE EXPLODING FIST 
Smash-hit combat. £9.98 cass 
WHO DARES WINS n 
Great Commando-style shoot-em-up. £8.95 cass 
SPELLBOUND 
Bargain arcade-adventure. £2.99 cass 
TANK COMMAND 
Tough battle-field action. £ 13.95 disk 
SKYFOX 
3D air combat simulator. £9.95 cass 
DALEY THOMPSON'S SUPERTEST 
Eight more gruelling events. £8.95 cass 

• If you want the disk version of a 
game you must rr.ark this clearly 
on :he order form Otherwise 
you 11 get a cassette. Do check 
first mat a disk version exists and 
that you have '.he right price for it. 

t o o r d e b u s e t h e 

S E C T l O N ' O F T H f c 

F O R W 

n 

SOFTWARE SUPER-SALE 
These games only £2.95 each! 
Hey. how about this'-* Sixteen Amstrad game-titles which you can 
buy at about ONE THIRD of the shop price- They may not be AA 
raves, but all but a couple are perfectly good pieces of software. 
Most received AA ratings of 60-70%, but that was based on their 
fa • 1 asking price of £&-10. At just £2.95 each they' re great bargains 

You can order them in the normal way by filling-in the Mail 
Order Section of our All-in-One Action Form. And remember, if 
your order is large enough you can claim further discounts and 
maybe even extra games FREE! 

AMERICAN FOOTBALL (.Argus/Amsofl) 
Good simutatiaB ncodma accurate tactical ttuikwg. AA Rating 
70% 
AMSCOLF (Computersmith/.Amsoft) 
HovrlcTraj] yoa gel your bandicap? AA Hating 67% • 
CHUCKIE EGG (A 'n T) 
Hsgclyaddicavo. high-scormg piaaorrr. pan\a. AA Ruing 78',, 
CLASSIC AD VENTURE (Amsofl) 

WwgttfHtarivtfzitvre (fa.'varied it aJJ. Pre-Piigzim. 
CODENAMEMA T (Amsofl/Micromega) 
£>eman<fcn<73Z> space lAoof cm up. AAXa0zig7i'/< 
ELECTRO FREDDY (Amsoft/Soflspot) 
Frame. Jiumaaroufi one-acreart action. AA BalingS7K 
HUNTER KILLER (Amsoft/Pro tek) 
SU&eurine vraitaraaimih'aacn. AA Bating47'/. 
JET BOOT JACK (Amsoft/English Software) 
ChaU'cr.g~j\gp!aHonr. game mth the*graphic*. AA Rating 75% 

LASER WARP (Amsoft/MikroGon) 
Smooth, COlOUtlU}, o'dsaicAfloor-eni-up. AAftabnaSi'/i. 
MANIC MINER (Amsoft/Software Projects) 
7he ciasaic mcky platform game. AA Rating64% 
MASTER CHESS (Amsoft/MikroGen) 
Worthy multt lordchets game. AA Rating60% 
MESSA GE FROM ANDROMEDA 
earning tor Adventure fxna Avfxjpitoi. 
ROLAND GOES DIGGING (Amsoft/Gem) 
Frenetic version of Space Panic". AA Rating S<% 
SPACE HA WKS (Amsoft/Durell) 
Version oCtto il\oot-*m-up cIjuhic 'C*!»XiAn»'. AA Rating 49 

SPLA T! (Amsoft/In cen ti ve) 
Fa»\-movtog. origu\*latC4<i« gurno. AA /fating $3it 
SUPER-PIPELINE II (Amsoft/Tuskse t) 
Nloa graphic*. nice mu*i'e. tunysctioa. AA Rating 71% 

Select ing ser ious 
s o f twa re 
U games arent your s ^ e ^ o w 
about choosing one o - ^ e s e e x 
cellent programs (or am, ot .er 
serious software. 

TASWORD 6128 . , , ] ? R 

e x t r a m e m o r y - £24 .96 disk. 
T A S W O R D 464/464D 
The earlier versions for 464 or 
m owners. The disk program 
t l u d c s a mai ,nierge toity 
£19.95cass, £?-4 95disk 

d i 5 k copiers. £7.99 cass. £11.99 

disk. 

SUPERCALC2 d s h e e I 

T ^ r S f o U d r e o s o f 
which se-lS - , 0 QR 
pounds on other nucios. £49.95 
disk 

• We try ;o be as accurate as we 
can in giving details on price and 
disk-version availability. How-
ever wo can't be held, liable for 
any errors which may have crept 
in 

HOW ORDERS ARE DEALT 
WITH 
Amstrad Action Mail Order is run 
here in Somerton, but in a sepa-
rate location from the main AA 
HQ. t h e operation is run by the % 
super-efficient SUE TAYLOR, the 
woman who gets more mail in a 
day than most people get each 
year! 

Unless your order includes 
programs which our suppliers . 
cannot get hold of for some re-
ason, Sue will despatch all pack-
ages within three days of receiv-
ing them. Therefore, allowing for 
the time in the post, you can 
normally expect to receive your 
parcel within a week to 10 days of 
ordering. 

If it's delayed beyond that, 
the chances are you' ve ordered a 
title which either hasn't yet been 
released or is temporarily un-
available. In which case a phone 
call from you WONT speed 
things up. (In fact, the reverse. 
Phone-calls are very t i m e - , 
consuming to deal with.) Natur-
ally, if a long delay was likely 
we'd let you know, 

MASTERFILE 
A good value database 
cass, £29.95 disk 

£2,4.95 

MASTERCALC 
Campbell Systems 
spreadsheet. Only 
£29 95 disk 

powerful 
£24 cass. 

Overseas readers 
can join in! 
Readers in the Republic of 
IRELAND can order any of these 
goods at the same rales as British 
readers provided that payment is 
made in pounds Sterling. If you 
wish to pay in Irish punts you must 
add a IR£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 orders. 

Readers elsewhere in 
EUROPE must add 25% to the cost 
of their order to allow for extra 
postage rates. Payment must be 
in pounds Sterling. 

If you live OUTSIDE EUROPE 
pleaseadd50% rothecostof 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. 



INFOCOM ADVENTURES 
Hitch-hikers ' Guide only £19.95 (disk)! 
Other adventures only £16.95 (disk)! 
CPC 464/664/6128 / PCW 8256 compat ible 

THE MUSIC SYSTEI 
Only £12.95 cass , £16.95 disk! 
464/664/6128 compat ible 

This program from Rainbird Software is very 
special indeed - by far the most sophisticated 
music composing system available on the 
Amstrad. It allows you to create and play a 
wide range of synthesized sounds, turning 
your Amstrad into a powerful musical 
keyboard. 

It's already a bargain at its shop price of 
£15.95 on cassette, £19.95 on disk. However, 
as you can see, you can buy it direct from us 
for even less. It's a great offer for anyone 
interested in music. 

Only £8.50 c a s s inc. T-shirt! 
464/664/6128 compatible 

OK, arcade freaks, here's a tasty little offer. 
Buy from us the classic shoot-em-up new 
out from Incentive Software and we give 
you a beautiful and exclusive Moon Cresta 
T-shirt. The only extra you pay is 55p post 
and packing - not bad for a T-shirt worth 
£3.95, eh? 

Don't forget to specify your size on the 
order form! 

Only £4.95 cass 
464/664/6128 compat ible 

This game won an AA Rave review which 
described it as 'better than Football Man-
ager*. It puts you in the role of a league man-
ager with all the financial and personnel deci-
sions that involves. Experience the agony of 
sweating over your team selection and then 
watching your players outmanoevred on the 
pitch during the graphic highlights of each 
match! Or maybe you can cheer up our pub-
lisher by guiding Southampton to the top of 
the first Division... 

I'm over the moon about this one. Brian. 

No one who's played an infocom adventure 
is likely to dispute thai.'&ey 'are among-the 
most sophisticated computer entertain-
ments money can buy. 
.-" There sure no graphics* no animation, 

no colours. But the text you are given on 
screen and the programs' astonishing abil-
ity to understand and respond to your 
typed instructions a r e enough to have you 
glued to the keyboard for weeks. 

'Hitch-hikers' Guide to t h e ' Galaxy' 
b a s e d on the Douglas Adams book/radio 
show/TV series is the most recent Infocom 
title and has made adventurers around the 
world speechless with its mix of brilliant 
humour and brain-twisting puzzles. 

But the other titles in the range •• Zork 
1. Deadline, Seas talker and Planetfall • are 
also superb • , .. 

W e ' v e pulled out all the stops on these 
games to offer you them at absolutely the 
biggest discount we can afford. The retail 
price of 'Hitch-hikers' has been widely 
quoted as £24.95, but this in fact is the price 
EXCLUDED With VAT it works out at 
£28.69, so our offer of £19.95 (which 
INCLUDES VAT,, ppst and packing) is 
almost £9 off! 

Similarly the recommended price of 
the rest of the range is £22.95 each 
(£19.95 f VAT) so you can save £6 by 
buying it from us. 



Only £6.90 for TWO! 

To order please use 
theSpecial Offer 

sect ionof theal l - in-
one fo rmon p98 
(Please note, these offers are 

separate from the rest of our mail 
order scheme. You cannot use 

vouchers to obtain further 
discounts, andyoucannotclaim 

the free gifts-we've already 
knocked off the most wecan!) 

Here's your cue to snooker your bank man-
ager and pocket two Artisoft programs for 
less than the price of one. Much cheaper and 
easier to accommodate than a snooker table! 
Allows you and a friend to play snooker on 
TV anytime you like. 

MINIOFFICE2 
Only £11.95 cass,£16.95disk! 
464/664/6128 compatible Only £11.95 cass , £16.95 disk: 

464/664/6128 compatible 
Strange as it may seem for us to pour praise 
on a title produced by one of our competitors, 
it is nonetheless true: Mini Office 2 (created 
by Database, publishers of 'Computing with 
the Amstrad') offers astonishing value for 
money - SIX interlinked programs which can 
transform your computer into a machine of 
immense power. 

The programs are: Word Processor, 
Database, Spreadsheet, Graphics, Commun-
ications, and Label Printer. All are remark-
ably full-featured for a package of this cost -
so this is not just a superb introduction to 
someone unfamiliar with serious software, it 
has the power to be put to genuine use. 

Considering you could pay £20 for any 
one of the six programs, the 'Mini Office 2' 
shop price of £ 14.95 cass, £ 19.95 disk is some-
thing of a bargain. You can draw your own 
conclusions about the value of this offer... 

If you've been wowed by our review of 
Firebird's amazing space epic Elite, but can't 
quite manage the normal asking prico, 
here's an offer to blast you into hyperspace -
a full £3 off the normal price of both the cass-
ette and disk versions (yes, the shop price for 
the disk version is £19.95, not £17.95 as we 
printed two months ago). 

If you've missed out on all the excitement 
about the game .just take it from us that Elite is 
one of THE greatest computer games of all 
time. In fact, it can become a way of life. 

Please note that at time of writing the 
disk version is still unavailable because of a 
shortage of 3 " disks, while the cassette ver-
sion has been temporarily withdrawn 
because of a bug. 

Super offer for fans of those lovable Wallies graphics and present a baffling series ot 
who star in that trio of excellent Mikrogen f iptzzJes to solve. In fact they arguably h ^ i i 
games Pyjamarama, Everyone's a Wally a stronger 'adventure' content than any 
and Herbert's Dummy Run. You c ^ ' h a v e p ^ i & e r arcade game - and they're going for 
any TWO of these programs for, wait for it, a song. 
£6.90 - they would normally cost almost 
£ 2 0 ! " ./"- ' f f g p • || "V s I g P P P 

The games feature great colourful 



The Voting 
System 
For anyone new to our state of-
the-art voting forms and system 
or anyone STILL having trouble 
here's another run down on what 
to so and how to do it 

You have at your disposal a 
TOTAL of 10 votes for each chart 
These can be spilt up any way you 
like on up to five titles, but the 
number of votes you give to the 
different titles must add up :o 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 to another, 
and 1 each to three others. You 
just have to allocate your 10 votes 
to reflect your prefei ences as ac-
curately as possible. What you 
CAN'T do is give five different 
games 7 or 8 votes each That's 
greedy 

One further thing you cer-
tainly can ? do is send in photo-
copies of the fcrm There have 
been attempts at j iggery-pokery 
in the past, so we want to avoid 
any possibility of it happening 
again. 

SERIOUS 
SOFTWARE 

TOP 10 
Readers' Charts 
Blite is still up there at number one for the third month 
running, having received a massive 15 .9% of the total 
votes as compared with 9 . 7 % last month. Will it still be 
there next month, or could one of the newcomers - Tau 
Ceti or Spindizzy - leap to the top of the charts? Only 
your votes can decide, so keep sending them in. 

In the serious charts Graphic Adventure Creator 
has returned to the top after spending a month at 
number two. Protext, after entering at number f ive last 
month, has slipped right out of the top 10, along with 
old regular The Qu/fL Both the Mini Offices are still 
doing well , holding both the third and fifth positions. 
Could Mini Office 2 overtake it's older sister and 
become next month's number one? 

1.Graphic Adventure 
Creator 

Incentive(20.6%) 

2.AMX Mouse 
AMS<9.8%) 
3.Mini Office 
Database(8.8%) 
4.Tasword 
Tasman(8.1%) 
5.Mini Office 2 
Database(6.2%) 
6.Electric Studio 

Light Pen 
Electric Studio(4.9%) 
7.Transmat 
Pride Utihties(4.8%) 
8.Easi-Amsword 
Amsoft(4.6%) 

9.Melbourne Draw 
Melbourne House(4.2%) 
10.Laser Basic 
Ocean(4.1%) 

GAMES TOP 20 
1.Elite 
Firebird(15.9%) 
2.Yie Ar Kung Fu 
Imagine(7.8%) 
3.Sorcery Plus 
Virgin/Amsoft(6.S%) 

4.Spellbound 
Mastertronic(5.5?/«) 
5.Who Dares Wins 11 
AUigata(4.2%) 
6.Sorcery 
Virgin/Amsoft(4.0%) 
7.Sweevo's World 
Gargoyle Games(2.8%) 
8.Highway Encounter 
Vortex(2.7%) 

9.Tau Ceti 
CRL(2.3%) 

10.Spindizzy 
Electric Drcams(2.3%) 

11.TLL 
Vor:ex(2.3%) 

12.Marsport 
Gargoyle(2.2%) 

13.3D Grand Prix 
Amsoft(2.0%) 

14. Way of the Exploding Fist 
Melbourne House(1.9%) 
15.Soul of a Robot 
Mastcrtronic(1.4%) 

16.Rambo 
Ocean(1.3%) 
17.Hyper sports 
Imagine{1.2%) 

18.Starion 
Melbourne House(l .2%) 
19.Sabre Wulf 
Ultimate(l.<>•/•) 
20.Get Dexter 
PSS:I.O%) 



Mail Order Section 
I would like the following titles: 

1 

2 

3 

4 

Total cost pre-discount , , , , , 

P lease c i r c l e ONE of the following A-H if it appl ies : H: I e n c l o s e 1/2/3/4 v o u c h e r s from ear l i e r issues of AA, 
A: T h e total cost is under £5. ent i t l ingme to a 5 % / 1 0 % / 1 5 % / 2 0 % discount. 
B: The total cost is b e t w e e n £5 and £ 10, and I e n c l o s e a 50p After al lowing for discount the total amount p a y a b l e 

discount v o u c h e r . is 
C: T h e total cost is b e t w e e n £ 10 and £15 , and I e n c l o s e a £1 I e n c l o s e a cheque/postal o r d e r for this amount m a d e out to 

discount v o u c h e r . Future Publishing. 
D: T h e total cost is b e t w e e n £15 and £20 .1 e n c l o s e a £1 

discount v o u c h e r and claim ONE f ree g a m e . If you a r e c la iming a f ree g a m e or g a m e s p l e a s e CIRCLE your 
E: T h e total cost is b e t w e e n £20 and £30.1 e n c l o s e a £2 first cho ice ( s ) and p l a c e a TICK b y any of the other titles you will 

discount v o u c h e r and claim ONE f ree g a m e . a c c e p t if your first cho ice ( s ) a r e out of stock: 
F: T h e total cost is b e t w e e n £ 3 0 and £50.1 e n c l o s e a £2 American Footbail /Amsgolf/ Chuckie Egg / Classic Adventure / Code Name Matt/ 

discount v o u c h e r and claim T W O f ree g a m e s . Electro Freddy/Hunter Killer/Hunchback/Jet Boot Jack/Laser Warp/ 
G: The total cost is o v e r £50.1 e n c l o s e a £5 discount voucher MasterChess/Manic Miner /Message from Andromeda/RolandGoes Digging / 

and claim T W O f r e e g a m e s . Space Hawks/Splat!/Super Pipeline II 

Game chart voting form Chart Section 

Total number of vote* 

Serious software voting form 



THE ALL-IN-ONE ACTION I 
FORM J g g j 

I w o u l d l i k e to t a k e a d v a n t a g e of t h e f o l l o w i n g s p e c i a l 
o f f e r ( s ) a n d h a v e p l a c e d a t i c k i n t h e r e l e v a n t b o x ( e s ) . 

1. ELITE 
J cass£11.95 Ldisk£16.95 

2. THE MUSIC SYSTEM 
Jcass£12 .95 Ldisk£16.95 

3. MINIOFFICE2 
J cass£11.95 L disk£16.95 

4. PACE MODEM PACKAGE 
• Complete £139.95 

5. INFOCOM ADVENTURES 
My machine is (please circle): CPC 464/664/6128 / 
PCW 8256 
L) Hitch-hiker's Guide to the Galaxy £19.95 
r Zork 1 £16.95 • Seastalker £16.95 
_ Deadline £16.95 • Planetfall £16.95 

High Score Section 

6. MOON CRESTA 4- T-SHIRT £8.50 
T-shirt size • small medium r 
large L extra-large 

7. BIG LEAGUESOCCER 
L cass£4.95 

8. WALLY GAMES (Tick TWO for £ 6 . 9 0 ) 
H Pyjamarama L Everyone's a 
Wally "lHerbert's Dummy Run 

9. ALEX HIGGINS WORLD POOL/SNOOKER 
C cass(2) £7.90 

sag 

I enclose a cheque/postal order 
for the tot^ jun^unt payable 
made out to Future Publishing. 
(Please note, you are not entitled to 
claimfuxthor discounts or free gifts on 
this amount .They apply only to the 
Mai lorder section.) 

NameU&A 

Address.. . »>>...•, - /.. - - ->;'<• ...... 

• 

. . . . . . . ..-.i'' > . v « » . : 

(For adnunwtrauve reasons you should bil the abov« dvtaUa here as ntM a* on the 
reverse©! the form)-

High-score entry 
I would like to register my high-scores in the following Amstrad games: 

GAME 

1 . 

SCORE TIME TAKEN LEVEL 

2. 

3. 

I promise these are genuine scores achieved without using cheat methods. 
Signed 

m 

i l i 

Higl i - score cha l l enge 
I hereby challenge the following high scores printed in Amstrad Action: 

G A M E 

i 

S C O R E 

I think the sccre(s) impossible because-

Mm 

11 

• 

— — : 











DISCOUNT SOFTWARE 
STATION CRESCENT, WESTCOMBE PARK. BLACKHEATH 

SE3 7ER. 
A c c w * o r d « r a / a n q u i r i M 
tel: 01-306-0621. 
ALL PRICES INCLUDE FREE FAST OELIVERY IN THE U.K. ONLY PLEASE AOO 
70P PER TAPE ON EUROPEAN ORDERS AND 1 0 0 PER TAPE ELSEWHERE. 
N e w t i t l M a r r i v i n g avary day, plaaaa r i n g f o r data i la . 

S p y » S p y 9 9 5 7 4 6 S o u t h e r n B e l l e 7 . 9 5 6 . 2 0 B a t t l e o l P l a n e t s 9 . 9 5 7 . 4 6 
C a u l d r o n 8 9 9 7 . 4 6 F r a n k l e G T H o l l y w o o d * 9 9 5 7 . 4 6 
B o u n t y B o b S t r i k e * 8 » c * 9 9 5 7 . 4 6 M a i c h d a y ' 9 9 5 7 . 4 6 D I S K S O F T W A R E 
S n o w b a l l 9 9 4 7 . 2 0 N i g h l a h a d * 9 . 9 5 7 . 4 6 M a r f e - l i l e 2 9 . 9 5 2 4 9 5 
L o r d s o f T i m e 9 . 9 4 7 . 2 0 S k y t o x 9 . 9 5 7 . 4 6 M a s S e ' c a l c 2 9 . 9 5 2 4 . 9 5 
R e t u r n t o E d e n 9 - 9 5 7 2 0 W h o D a r e s WITS 2 9 . 9 5 7 . 4 6 G r a p h i c A d v e n t u r e 
E m e r a l d M c 6 . 9 5 5 . 4 0 C o m m a n d o 9 . 9 5 7 4 6 C r e a t o r £ 2 4 . 9 8 1 9 . 9 5 
R o d M o o n 6 . 9 5 5 4 0 W « m in P n r a d t a a 9 9 5 7 4 8 S o l d * Mil l ion 1 4 . 9 5 11 5 0 
G r a n d P r l i R a l l y J 8 . 9 5 7 0 0 S w e e v o ' * W o r l d 7 . 9 5 $ 2 0 C o m p u t e r H i t s 6 1 4 . 9 5 1 1 5 0 
B r i d g e P l a y e r ( C P . I 9 . 9 8 7 4 0 G y r o s c o p e 8 . 9 5 6 . 7 1 D u n D a r a c h 1 4 . 9 5 1 1 . JO 
F i g t - t e r P i l o t 9 . 9 5 7 . 4 6 S t r a n q c l o o p 8 . 9 5 & 7 1 M a r s p o r l 1 4 . 9 5 1 1 . 5 0 
S o r c e r y 8 . 9 5 7 . 0 0 Supwr T e M 9 . 9 5 7 4 8 B a M a ol B r i t a i n 1 4 . 9 5 1 1 . 5 0 
D y n a m i t e D a n 7 . 9 5 8. J O T h e a t r e E u r u p e 9 . 9 5 7.44 T h e a t r e E u r o p e 1 4 . 9 5 1 1 . 5 0 
B a t t l e u4 B r i t a i n • 9 5 7 . 4 8 L o r d o l t»>e R i n g s 1 5 . 9 3 1 2 . 0 0 S p y » S p y 1 4 . 9 5 1 1 . 5 0 
F i g h t > n g W a r n e r $ 9 5 8 . 7 1 C t e u d o 9 . 9 5 7 . 4 C 7 » g M e r P i l o t 1 4 . 9 5 1 1 . J O 
G e t O e x t e r 9 . 9 5 7 . 4 6 S u p e r S l e u t h 8 9 5 6 . 7 1 C y r u s C h e s s 1 2 . 9 5 1 0 . 4 0 
i h e v S o d a Mi l l ion 9 9 5 7 . 4 6 C o m p u t e r Hit* 1 0 1 4 9 5 1 1 5 0 3 0 G r a n d P r i x 1 2 . 9 5 1 0 . 5 0 
M a r s p o r t 9 9 5 7 4 6 B o m b J a c k 8 . 9 5 8 . 7 1 R a i d 1 2 . 9 5 1 0 . 5 0 
E l i t e H*S 1 1 . 2 1 C o r m c B a k e r y 8 . 9 5 6 . 7 1 S p i n D i z z y 1 4 . 9 5 1 2 . 0 0 
A l i e n 8 9 9 5 7 4 6 P i n g P o n g 8 9 5 6 . 7 1 T a u C e h 1 4 . 9 5 1 2 . 0 0 
K n l g M t o r e 995 7 . 4 6 M H k e 8 9 5 6 . 7 1 L a z e r B a s i c 1 9 . 9 5 1 5 . 9 5 
W a y o t t h e T i g e r 9 . 9 5 7 . 4 6 T h e M u x i c S y » t « m 14 * 5 1 1 . 5 0 L a x a r C o m p i l e r 2 4 . 9 5 2 0 . 9 5 
E x p l o d i n g F i a t 0 . 9 5 7 . 4 8 H e ' e A T h e r e w i t h Mr M e n 8 9 5 8 . 7 1 E l i t e 1 7 9 5 1 3 . 9 5 
E v H f y o n i t o a W * l l y 9 . 9 6 7 4 6 f i r s t S t e p s w i t h M r M e n 8 . 9 5 6 . 7 1 R o c k y H o r r o r S h o w 1 4 9 5 1 2 . 0 0 
AirwoM 9 9$ 7 . 4 6 Think 8 . 9 5 6 . 7 1 D o o r s ot D o o m 1 3 . 9 5 1 1 . 4 0 
G r e m l i n s 9 . 9 5 7 . 4 6 M a t c h P o i n t 8 . 9 5 6 71 M.« l O R i c e 1 9 . 9 5 1 5 . 9 6 
R o b n o l S h e r w o o d 9 . 9 5 7 . 4 6 W i n t e r G a m e s 9 . 9 5 7 4 6 
C o m b a t L y n x 8 . 9 5 7 . 0 0 C o n t r a c t i o n 8 . 9 6 6 7 1 8 2 5 6 S O F T W A R E 
M a c a d a m S u m p a r P i n t a i l 9 . 9 5 7 4 6 R e s c u e on F r a c t a l u s 3 . 9 5 7 4 6 S u p e r C e l c 2 4 9 9 5 4 4 . 9 5 
S c r a b b l e 9 . 9 5 7 . 4 « S p i n D i z z y 9 . 9 5 7 4 6 H i t c h h r k e r s G u i d e 
M o n o p o l y ' 9 . 9 5 res R a m b o 9 . 9 5 7 4 6 t o t h e G a l a x r 2 4 . 9 5 2 2 . 9 5 
3 0 G r a n d Pr ix 9 . 9 5 7 . 4 € F a i r t i i j h t 9 9 5 7 4 6 3 0 C l o c k C h e s s 1 9 9 S 1 5 . 9 5 
C y r u s C h e s s 9 9 5 7 4 * R u i w m l o n « 7 9 5 5 9 6 C C o m p i l e r 4 9 9 5 4 4 . 9 5 
W i z a r d s La i r 8 9 5 7 0 0 B a c k t o t h e F u t u r e 9 . 9 5 7 4 6 P a s e s ' M T f • 4 9 9 5 4 4 9 5 
H i g h w a y E n r o u n l e r 8 . 9 5 8 . 7 1 C r i t i c a l M a s s 8 . 9 5 6 7 1 C a r d b o x 9 9 9 9 9 0 0 0 
T r i v i a 7 . 9 5 6 . 2 0 S a b o t e u r 8 . 9 5 6 71 T o u c h ' n " G o 2 4 . 9 9 2 1 . 9 9 
i u m p J e l 9 . 9 5 7 . 4 6 T u r b o E a p . i l 8 . 9 5 6 7 1 OR G r a p h 4 9 . 9 5 4 4 . 9 5 
T h e D e v i l ' s C r o w n 9 . 9 9 7 . 5 0 F o r b i d d e n P l a n e t 8 . 9 5 8 71 O R O r a w 4 9 . 9 5 4 4 . 9 5 
Z o i d o 8 9 5 8 . 7 1 2 1 1 2 AD 8 . 9 S 8 71 
B i » « d o l Hie R i n g * 8 . 9 5 5 . 2 0 Sp«t t l re 4 0 9 . 9 5 7 46 S A G S S O F T W A R E 
Vie Ar K u n g F u 8 . 9 5 8 . 7 1 L a z e r B a s i c 1 4 . 9 5 1 2 . 0 0 P o p u l a r A c c o u n t s • 9 0 0 9 0 . 4 0 
W o r l d S e r i e s B a s e b a l l 8 9 5 6 . 7 1 L a z c r C o m p i l e r 1 9 . 9 5 1 5 9 5 P o p u l a r P a y r o l l 8 9 9 9 5 9 . 0 0 
H y p e r e p o r t s 8 . 9 5 6 . 7 1 S p y 1 S p y 2 9 . 9 5 7 . 4 6 P o p u l a r C o m b o 1 4 9 9 9 1 2 9 . 9 9 
G e o * C a p e s S t r o n g m a n 8 . 9 5 6 . 7 1 O o o r s ot O o o m 9 . 9 5 7 4 6 S a g e C o n t r o l • 
B o u l d e r d a s h 9 . 9 5 7 . 4 6 Mini O f f i c e 2 1 4 9 5 12 0 0 Invo ic ing 6 9 . 9 9 5 9 . 0 0 
V i e w to a Kilt 1 0 9 9 8 . 5 0 3 W e e k * in P a r e d i v e • 9 5 7 4 8 P o p u l a r P l u e 

S u p e r C o m b o 
1 4 9 . 9 9 1 2 9 9 9 
1 9 9 9 9 1 7 0 . 0 0 

•DtHoresHewmiis tmataacavailaslhh TMCNiAXFvrvnf n casi ring fo/t comhhma tioh. 
WHY NOT COME AND PICK UP YOUP SOFTWARE PERSONALLY 
FROM OUR DISCOUNT SHOP AT 3 STATION CRESCENT , 
W E S T C O M B E PARK , BLACKHEATH. LONDON SE37ER . RIGHT 
OUTSIDE W E S T C O M B E PARK RAILWAY STATION ON THE 
SOUTHERN REGION. OPEN ON S A T U R D A Y S ONLY FROM 10.30 T I L 
8 00 PM. 

SELECTED 
AMSTRAD 

PROGRAMS 
CASSETTE SOFTWARE OUR 

TTTLE RRP PRICE 
COMMANDO —..9.95 7.50 
10 COMPIJTFR HITS 2 3.95 7.50 
RAMBO. 8.95 6.95 
YIE AR KUNG FU 8.95 6.95 
EXPLODING FIST 9.95 7.50 
DUN DARACH 9.95 7.25 
SOLD A MILLION 9.95 7.50 
FAIRLiGHT...... 9.95 7.50 
BRIAN BLOODAXE .£.95 5.95 
ALIEN 8 9.95 7.50 
RED MOON 6.95 5.50 
WORM IN PARADISE 3.95 7.50 
ROCCO 8.95 5.95 
COMBAT LYNX 8.95 6.75 
PROJECT RJTURE 8.95 5.95 
KNIGHT LORE 9.95 7.25 
RED ARROWS .8.95 4.75 
WIZARDS LAIR 5.95 5.95 
D THOMPSONS SUPER 8.95 6.95 
SWEEVO'S WORLD 7.95 5.95 
BULLSEVE 8.95 6.95 
HYPERSPORTS 8.95 6.95 
FRANK BRUNO 8.35 6.95 
WHO DARES WINS 2 8.95 6.95 
BLOCK3USTERS _.....7.95 6.50 
MACROCOSMICA 9.95 7.50 
3D STUNT RIDER B.95 6.95 
3 WEEKS IN PARADISE 9.95 7.50 
TAJ C E T I — 9.95 7.50 
33 GRAND PRIX 9.95 7.50 
D. THOMPSON'S DECATK.8.95 6.95 
DESERT RATS 9.95 7.50 
TASWORD *64 19.95 10.95 

DISC SOFTWARE 
TfTLE RRP 

MINI OFFICE 2 19.95 
TASWORD 464-D 24.95 
BEACH HEAD. 13.95 
RED ARROWS 12.95 
SORCERY 2 13.95 
LORDS OF MlDNIGHT 13.95 
ALEX HIGGINS POOL 12.95 
TOHNAOO LOW LEV El 13.95 
3D CYRUS CHESS 13.95 
FRANK BRUNO 13.95 
SCRABBLE 14.95 
3D BOXING 13.95 
BRIDGE PLAYER 3 15.95 
TRIVIA UK 12.95 
GLEN HODOLE 13.95 
MACROCOSMICA 13.95 
HYPER SPORTS 12.95 
30 GRAND PRIX 13.95 
3D STUNT RIDER 13.95 
ROCKY HORROR SHOW.. J 4.95 
SWEEVO'S WORLD 13.95 
WHO DARES WINS 2 "4.95 
BARRY McGUIGAN _....14.99 
DUN DARACH ...13.95 
MARSPORT —13.95 
SPY vs SPY 14.95 
YIE AR KUNG FU 12.95 
SPITF RE 40 14.95 
AIRWOLF 12.95 
B R J C E L E E 14.95 
SOLD A MILLION 14.95 
TASWORD 6128 —.24.95 
EX. FIST / F. WARRiOR 24.95 

OUR 
PRICE 
16.95 
12.95 
11.95 

7.50 
11.95 
11.95 
10.95 
11.95 
11.95 
11.95 
12.95 
11.95 
13.95 
10.95 
11.95 
11.95 
10.95 
11.95 
11.95 
12.95 
11.95 
12.95 
12.95 
11.95 
11.95 
12.95 
10.95 
12.95 
10.95 
12.95 
12.95 
19.95 
19.95 

ALL PRICES INCLUDE VAT AND POSTAGE & PACKING 
(Overseas orders add £1 per Item) 

Cheques'PO payable to: 

C & F ASSOCIATES 
and sond to: 

C & F ASSOCIATES (AA), P O BOX 2. BIDEFORD, EX39 3RE 
Tel: 023 73 619 

"ESSSggSSgg' m D O U B L E R + 

MtlllaiycassnKdtu 9u«»n«e<l It requires intuit of an 

S S S S S S g s s s w r 
•% GUAR/W7XED ' ^ »"** ^ * ML 

Asaoanus" MedcOD'b 
ctwefsa Wdqmto^aT^^*** '^theuxtfcpoonsite 

u r bac* up protw«ms In one move, remember we guarantee 

ONLY £16.95 

P R I N T E R S ^ 

SHINWA/MICRO P CPA80+ 

g B E S f f i S S S f f i ^ a s s 
printer value avaitoWc o N L Y £ 1 8 9 . 9 5 

T A X A N K A G A KP810 

«K m» pnnKI B d r i n m y »«l w 

ONLY £21 9 . 9 5 
M* MM! Md ** 

J U y DISCAJ 

, _9 t* .25each 

Disc User 7 
„ excat , 

PUCTase , 7 h e a S ^ J 

" M a n J S ; » a n t e 

ONLYU.95 
Lmmaatt 

All price* include P&P and VAT. S * n d c h e q u e . P o i t a l Order of Credit Card No. 
Credit Card order a c c e p t e d by p h o n e . Caller* w e l c o m e . Wld# r a n g e of g o o d s 
s tocked . Trade enqui r i es w e l c o m e . E u r o p e a n orders send price as adver t i sed . 
O u t s i d e E u r o p e £ 2 . 0 0 for a i rmai l . Mail order t o Evesham S h o p p l e a s e . 

EVESHAM MICROS 
BRIDGE STREET, E V E S H A M , 

WORCS. , WR11 4RY. 
Tel: 0386 41989 

MICRO CENTRE m 
1 756 P E R S H O R E R O A D . 

COTTERIDGE, BIRMINGHAM. 
Tel: 021-458 4564 I — J 
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Bob Wade checks out your tips, pokes and game-busting 
ploys. The best ones win a tenner - so why not send 
YOUR latest gem to: Cheat Mode, Amstrad Action, 
Somerton. Somerset TA11 5AH 

, « < # erv- \ 

L g p f * ? i j M o o e , — 

SABRE WULF 

Rick Artes of Horsham has sent in 
some tips on the Ultimate g o m e 
that may help you out, 

The most important tip is 
that S a b r e m a n only bat t les suc-
cesfully when facing the c r e a -
tures, S o k e e p i n g your b a c k solid 
up a g a i n s t the wall Is important . 
Try to avoid fighting a c r e a t u r e 
going down a path if you can . 
Travelling the vertical paths using 
this technique will s a v e you many 
lives. 

K e e p to the top half; of the 
screen when possible, a s the 
c r e a t u r e s only a p p e a r on the 
bot tom half . Only three of the 1 2 
nast ies will follow you around 
a n d try t o fump on you when your 
b a c k is turned. These a r e the 
snake , l izard a n d small fruit b a t . 

W a t c h out for the nat ive 
with the perm, like the wulf you 
cannot kill him. He can b e 
w a r d e d of f using the sword 
though if you s e e him coming. 

The only f lower worth g e t t -
ing is the blue one but watch out 
for when a f lower's e f fec t Is 
wear ing off a n d S a b r e m a n 
f lashes a s creotures tend to g e t 
you as it w e a r s off. 

Finally the m e g a - t i p . W h e n 
you've successfully n e g o t i a t e d all 
of the m a z e , position yourself on 
fhe screen a b o v e the " K e e p e r 
wrought with h a t e " a n d his c a v e . 
Here you c a n t r a p the f i rebal l in 
one of the top corners. You c a n 
g e t Into Hie bot tom left corner 
a n d b e c o m e immune to a t t a c k . 
Now you just h a v e to hold the fire 
button down to g e t a g r e a t score . 

Sweevo's World 

Steven Dunn from Cookham has 
provided some pokes for the 
Gargoyle game that will give 
you 255 lives, no energy loss 
and a happy smiling face. Enter 
it using Method 1. 

10 OPENOUT"D":M EMORY 
&5DO.CLOSEOUT 
20 L0A0"".&S0C 
30 FOR Y = &643 TO &665: POKE 
Y.0:NEXT 
40 LOAD 'SWEEVO.BIN'.&3040 
50 POKE &9EC8.255 
60 POKE &9003.5: POKE &9004.0 
70 POKE &91E0.4: POKE &91E1.0 
80 CALL &5DC 

SUPER-CHEATERS! 
There are six £10 prize-winners 
this month because we forgot to 
tell you who won last month's 
three rewards. Phil Howard 
gets one for his pokes on Sabre 
Wulf, TLL and especially High-
way Encounter. Paul Robson 
again for his Cylu map and a 
joint award to Andrew Ketterin-
gham and an anonymous reader 
for their Who Dares Wins II 
maps. If that anonymous reader 
would like to contact us by 
phone we'll verify his or her 
identity and a fiver will be wing-
ing its way to him or her. 

This month the worthy win-
ners are Tim Gilbert for yet 
another marvellous poke - this 
time it was Spindizzy that 
scooped the jackpot, Steven 
Dunn for his Sweevo's World 
poke and Rick Artes for his 
Sabre Wulf tips. 

Finders Keepers 
This poke for INFINITE LIVES 
from Richard Hodges of Barnet 
is input using Method 2 (see 
elsewhere). You need to skip 
the block called FK BLOCK 1 % 
and start loading with the block 
called FK BLOCK 1 &. 

10 0PEN0UT"DUM" 
20 MEMORY &7FF 
30 LOAD ,!FK",&800 
40 POKE &20CE.0 
SO CALL &800 
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Starion 
Good old Phil Howard from Not-
tingham has been at it again. 
This time he's provided infinite 
lives for the Melbourne House 
space game. Enter the poke 
using Method 1 and blast away 
to your heart's content. 

10 DATA 50, 46. 4$. 20 5A, 41, 5Q,.S®. 
44. 21 W f S 
20 DATA 11, 82. 36. 00,23,-36. 00, 
0 0 2 1 

30 DATA CO. FF. 11. 30. B4. 0t; OA. 0 0 ; , / 
T £D. 80, C3 

%M DATAP3, 7 E , ; f e 
50 MOfif 1 ' 
60 MEMORY &21300 
70 tOAD" LOADER" 
80 INK 0,0: INK 1.6: INK 2.18. INK 3 
90 BORDER 0% 
10mK£&8097,&CA 
110 POKE &8098 8>FF 

ft 120 FOR jfc=&80CQ TO &80E2 
130 READ Aft % 
140 POKE X.«AL("&' 
150 NEXT \ 
160 CALL &800& 

* * * * * 

Obsidian 
Here's a nice poke for the Artie 
arcade adventure from Tony 
Brown of Newport. It's entered 
using Method 2 (see elsewhere) 
to skip the loader and loading 
screen that comprise the first 
two filenames. Once entered it 
gives you infinite lives and a 
walking speed as fast as when 
flying. 

10 0PEN0UT"DUMMY" 
20 MEMORY &950 
30 FOR X &950 TO 8.95B 
40 READ ArPOKE X,A 
50 NEXT 
E0 CALL 8.950 
70 POKE &17E6.0: POKE&1948.0 
80 POKE &166E.1: P0KE&14E6.1 
90 CALL & 1100 
100 DATA &3E, 8.96, 8.21, 8.00. 810, &11, 
&60, &95, &CD, &A1, SBC, &C9 



Harrier Attack 

Stephen Hales of Bury 
St.Edmunds has a way to hit the 
enemy patrol boat six times, 
every time. 

Take off from the aircraft 
carrier at full speed and move 
one space above the water. 
When the missile from the boat 
is approaching shoot it down. 
Keep your finger on the fire 
button to shoot the top off the 
boat. When the boat is nearly 
underneath you hold down the 
space bar. When the plane has 
flown off let go of the fire button 
and space bar. You will score 
3,010, the extra 10 being for 
hitting the missile. 

BoukJerdosh 
Kev Bovia from RAF Wildenrath 
has sent in an addition to the 
previously printed poke that not 
only gives you infinite lives but 
allows you to start on any of 
caves A to M or, levels p j and 3. 
It's entered using Method 1 ex-
plained || ebe whe re .' in • this 
section. 

18 IIDDt V / i W ' 
2S MEMORY &7FFF 
3GfGFn-M&OGTQM0tE 
*fl READ A t : 

60 NEXTi 
78 m m "MSEfIT TAW AND Htt88 

80 DATA 21,88, 02,11.21,7», 3E, 17 . : 

198 DATA CD. A!. BC, Af. 32 ,88 ,18 ,32 
l i t DATA 81. f» , 32, tt. t fc 3C, 32. H?|xi 
128 DATA tt, 32,74,19. CJ.62, I f • • g 

This latest c o m b a t g a m e , from 
Gremlin, has three sections to it 
a n d Rob W a r d of Leicester has 
sent in some tips on the unarmed 
c o m b a t section. 

Bob W a d e a d d s : the giant troll 
can b e disposed of with flying 
kicks. Flying kick once to hit him in 
the upper b o d y and r e p e a t the 
move to t a k e you out of reach of 
his punch. Turn around and re-
p e a t the double kick. Keep turn-
ing and double kicking till he 
keels over. It t akes a long while 
but you're fairly sa fe doing it. 
NINJA: a difficult opponent to 
b e a t but low punches and kicks 
usually work well. 

"" T/ jjk'L 

GOBLIN: low punches, kicks and 
mid kicks should k e e p him back . 
W h e n he transforms then mid 
kicks and uppercuts should hold 
him off. As he jumps through 
crouch down to stop his blows 
getting In. 
RHINO-HEAD: these a r e e a s y , just 
stand there mid kicking him in the 
chest. He'll p r o b a b l y headbut t 
you a few times but not often 
enough to b e a t you. 
GIANT TROLL this is the mean 
one of the bunch. W a i t till he ge t s 
in r a n g e then mid kick him and 
hop backwards . R e p e a t this till he 
dies. 

Animated Strip 
Poker 

This silly program from Allan 
Pugh of Coupar Angus lets you 
see the animated sequences of 
Knightsoft's game. Enter it using 
Method 1. 

10 INK 0.26: INK 1.0: INK 2.6: INK 3.2: 
MODE 1: BORDER 9 
20CLS 
30 MEMORY 206S9: LOAD "CODE & 
DATA" 
40CLS 
50 CALL &A118: FOR N = 1 TO 5000:NEXT 
60 CALL &A0SC: FOR N = 1 TO 5000:NEXT 
70 CALL &9FF3: FOR N - 1 TO 500Q:NEXT 
80 PRINT'TII show you again. OK" 
90 CLS:G0T0 40 

Here are some cavern codes for 
the Blaby budget game from 
Riaz Ali of Cwmbran. 
2. Moria 
3. Vector 
4. Indiana 
7. Hawlmoon 
8. Obelisk 
9. Saltheart 
12. Trelheim 

RAID 
Massive scores can b e achieved 
on this US Gold g a m e by using a 
tip from William Jenkins of Cram-
lington. When you reach the 
Shandoorian defence center, 
shoot all the doors, soldiers, 
towers and tanks to get into the 
reactor room. Hit the robot three 
times and then throw the rest of 
the discs a w a y . This will put you 
back in the courtyard where you 
can r e p e a t the whole procedure. 
This can carry on until you run out 
of men or you g e t fed up and 
decide to destroy the two reactor 
robots. 

Apology 
At the end of last month's tips on 
Grumpy Gumphrcy there was a 
reference to a map we hoped to 
print, unfortunately there just 
wasn't space. Sorry about that 
folks - we hope the tips helped 
you out enough. 
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Three Weeks in 
Paradise 
J Bowman of Carshalton has a 
great tip on how to get infinite 
lives. As soon as you start the 
game run into the native. While 
the stars are spinning around 

Wally's head depress the mid-
dle two rows of the keyboard 
using a ruler or other instru-
ment. When Wally gets up he 
won't have lost a life and will 
have infinite lives from there on. 
Great, eh? 

Poke methods 

Ghouls 
Scott Miller of Glasgow has a 
great quickie tip to get a high 
score. All you do is hop on and 
off the first platform you come to . >U 
until the score goes below zero •-/'/ 
and gives you 9990, or so. 

th is is the sectibn. where we 
explain how to input the majdt ity : -
of the pokes using two types oi' 
method . ' • ' --

M e t h o d 
ftewm d the g^me tape Type RUN 
followed by pressing enter Fol-
low on screen prompts to ioadthe 
game. 

Method 2- The tape 
header/leader/tn.e screen, com-
prising usually of one or two data 
blocks has to be skipped. Rewind 
the game tape; Type iii CAT fol-
lowed by enter and play the rape 

I Watch ;he screen and a message 
^wi l l comeup 

: Found FILENAME b l o c k i 
© K g . • • m 
where FILENAME will be re-
placed, by the name of ?he loading; 

. section Tne next message that 
appears wiU b e the main 
program ippearing in the sanie 
stvie. 

•. Found MA 1NFJLE b;ock1 OK 
where rhe MA INFILL will be dif-
ferent fo: each game Note xhe 
point on the tape Counter at which 
this second appears. Stop the 
tape and rewind to just before 
thar pom:. Type in the program 
and RUM ft^ Then ftreSs p W 
the tape deck,;? :.: •. . . • ^ M v ' H -



9 

I 

H i 

There's been a goad response to the new guidelines 
we've set Op on some scores and the competition on 

1 those is hot Anyone wonting to got in on the act will 
need to put on their entry form that they adhered to the 
guidelines, otherwise we won't be able to enter the 
s c o r e s M S ^ M ^ l ^ M l §m Wmmlm. m I 

<ire some f i ft ies that raise a few 
eyebrows this month on Chuckif Egg and Sorcery Plus. 
tot challengers beware because the authors of those 
scores have already sent clarification and explan-
ations of their efforts thai haWsWis f ied us 08 their 

There are plenty of new games to get cracking on 
including >l//en Highway, turbo Esprit, Bounder, Zoids 
and 5th Axis to name but a few. Don't forget the old 
favourites though because there are plenty of them 
that should still be testing your skills - example^VY&jjf 

ZUliA 
1 1 mmm^m. 

89.280 {Level 35) Lee Healy, Walsall. 
38,140 Dene Graber. Bedford. 
28,290 Shahan Saier, East Ham. 

A i r w o l f 
2,048 Ryan Harkin. Limavady. 
1,703 Mark Dewey. Hoddesdon. 
1,354 William Cattrell. Bangor. 

Alien Break-In 
887,120 Iain McKinnon, Glasgow. 
292.164 Paul Mackenzie. Lenzie. 
290,880 Graeme Taylor. East Kilbride. 

Alien Highway 
7S.280 Bob Wade. Somerton. 

Amsgolf 
50 shots Robert Cairns. Aldershot. 
51 shots Daniel Elkington. Solihull. 
SI shots Mark Lampon. Diord. 

Android One 
17,680David Litherland. Bolton. 
16,380 David Burns. Tetford. 

Android Two 
36,480 Stephen Raggett, Westboume Park. 
9,720 Paul Rushton. Market Drayton. 

Batman 
8.768 Bob Wade. Somerton 

Brian Bloodaxe 
13,820 Stewart McCone. Pontefract. 

S u p e r s t a r Brian Jack's Si 
Challenge 
4,819 David Millar. Johnstone. 
4,789 George Reaves. Bradford. 
4,673 Scott Log?r. Kirkmuirhill. 

Bruce Lee 
56,523 Darren Ellis, Stanley. 
53.62SJP Gorman, Edmonton. 

Cauldron 
101.57S Steven Parkinson, Horbury. 
70,750 Ralph Turner, Newport. 
55,900 Karen Brett. Folkestone. 

Chiller 
8,700 Ian Graingeh Wingate. 
7,900 Lloyd Butler. Birmingham. 
7.315 Ian McKinnon. Glasgow 

Chimera 
5,915 Clifford Fenton. Ripley. 
S.205 GM Gatter. London. 
5,077 Richard Pemberton, Chariton. 

Chuckie Egg 
3.590,240 (Level 185) Andy McCammOnt, 
Darlington. 
2,049,350 (Level 111) Alan Steele, Didcot. 
572.580 (Level 40) Carl Mollart. 

Codename Mat 1 
1,106 George Reave*. Bradford. 
1.106 Michael Dunse. Bonnyrigg. 
1,090 Eric Henry, Droghoda. 

Codename Mat 2 
52,100 Kelvin Clarke. Tetford. 
27,150 Eric Henry. Drogheda. 
23,960 Christoper Hardy, Weymouth. 

Combat Lynx 
943,700 Andrew Fry. Penhill. 
910,300 Owen McGarvoy, Glasgow. 
500,000 Karsten Jensen. Aalborg. 

Commando 
46,900 Trevor Gilham, Somerton. 

Confuzion 
590,005 (Level 66) Lamaan Ball. Cowley. 
147,145 (Level 31) Duncan Ellis. Ilkley. 
139,665 Jason Gran din. Ponylan. 

The Covenant 
46,320 Graeme Taylor. East Kilbride. 
39,104 Stephen Jones, New Boltngbroke. 
19,120 Stewart Eves. Isleworth. 

D T s Decathlon 
205,130 Ashley Russell, Walton-on-Thames. 
130.680 Graeme Taylor, East Kilbride. 
149,060 JP Gorman. Edmonton. 

DT's Supertest 
88.390 Mark Horton, Greenford. 
59,944 John Harding, Chippenham. 
38.380 Thomas Heam. Gunthorpe 

Death Wake 
173,102 Jonathan West. Romford 

Defend or Die 
4,340,000 Simon Sutton. Cheltenham 
2.571.92S Paul Hyett. Cheltenham. 
2.033,6S0 Jonathan Stewart, Dundee. 

Devil's Crown 
63,170 D Pateraon. Tillicoultry. 
42,200 G Smith, Sheffield 
40,610 RM Thompson. Grangemouth 

Don't Panic 
12,000 Kathryn Collin, Dunfermline. 
8. ISO D Collin. Dunfermline 
650 Adrian Sill. Doncaster. 

Doors of Doom 
70 Gerry Hughes, Cranleigh 

Dynamite Dan 
2,169 Richaid Burton. Helston. 
1,718 Nigel Miller, Tonbridge 
1,511 Lawrence Smith, Newport. 

Electro Freddy 
4.115 Jerome Chui. Caerphilly. 
4.03S Alvin Thompson. Hebburn. 
3,410 Thomas ToSeld, AahTord. 

Er*bert 
132,800 Lawrence Smith, Newport. 
132.300 Julian Cater. East Sheen. 
126,850 Richard Denton. Torquay. 

Everyone's a Wally 
3.150 Antony Cntchley. Brackncll. 
3,000 A Grimshaw. Blackburn. 
2,130 Paul Bennett. Rhondda. 
2,130 Andrew Purdy. Wardley. 

I Fighting Warrior 

206.090 Rick Artos, Horsham. 
202,790 David Hammond. Fulwood. 
150,610 Stephen Clough, New Branccpcth. 
Fire ant 
39,600 Gary Bnckloy, Fife. 
34,200 David Bums, Tetfoid. 
33,300 G Veaiey, Peacehaven. 

Franlde goes to Hollywood 
75,000 (79%) Toby Kayos. 

Fruity Frank 
40,600 AMn Thompson. Hebburn. 
36,010 Andy Keeble, Bromley. 
32.200 Frank Roby. Sutton Manor. 

Galactic Plague 
205.900 Karen Brett. Folkestone. 
193,310 Steven Walden. Cheltenham. 
121.840 Neil Stevens, Maidstone. 

Gauntlet 
201.500 Jonathan Shaw. LiBkeard. 
64,960 Andrew Powell, Telford. 
42.640 David Schofield. Retford. 

Get Dexter 
28.000 Graeme Taylor. East Kilbride. 
2.700 Iain McKinnon. Glasgow 

Ghostbusters 
66,800 David Hammond', Fulwood. 
49.500 L Warren, Alton. 
39,000 Graeme Taylor. East Kilbride. 

Ghouls 
37,547 Robert Booty. Solihull. 
11.053 David Bums, Tetford 
8.160 Chriatoper Devlin, St Helens. 

Gilligan's Gold 
623.931 David Finlayon, Dundee 
S98.100 Michael Clark. Midlothian 
501.750 Ian Leitch, Blandford Camp. 

3D Grand Prix 
15.023 Hugh Lacey, Corsley 
9,832 Rik. Cumnor. 
9.738 David Vinccnt. Hernbay. 

Grand Prix Rally 2 
83.184 David Dumigan. Lytham. 
72,464 Geoff Kerslake. Woodham Ferrers. 
70.690 FJ Griffith, Birkenhead. 

Gyroscope 
39,620 Simon Derma, Menston. 
39.140 George Reaves. Wibacy. 
28.610 Lee McMahon. Manchester 

Harrier Attack 
770.450 Graham Ross. Devizes. 
725,600 Simon Beldon. Pudsey. 
655,100 Michael Bradley, Blarney. 

Haunted Hedges 
299,470 Claire Johnaon. Sutton Coldfield 
274,600 Dominic Gourlay, Mansfield. 
112,870 Paul Stagg. Grantham. 

Highway Encounter 
242.100 Stephen Raggett. Westboume 
Park. 
214,900 Graeme Taylor. East Kilbride. 
148.370 RG Messenger. Perth. 

Hunchback 
1.508.000 Michael Clark. Midlothian. 
1.400.000 Daryl Ward. Wigston. 
1,200.000 Jason Dixon, Selby. 

Battle Beyond the Stars 
26,600 Andrew Fry, Penhill. 
17,650 Flemmmg Pedersen, Lemvig. 
16,400 Micl-ael Clark. Newton Grange. 

Battle of the Planets 
458 Paul Edwards. Stevenage 

Beach-Head 
124,300 Rik, Cumnor. 
124.000 Richard Ormson. Bury. 
124,000 Tony Pigram. Chelmsford. 

Binky 
23,278 Paul Stagg. Crantham. 

Blagger 
72.200 (Level 14) Stuart Motley. North 
Anston. 
59.630 Alan McAidlo, Newcastle. 
56,525 Antony Cntchley Bracknell. 

Boulderdash 
1A-3K Paul Gill. Cheadle. 
1A-2P Andrew Bailey, Scunthorpe. 
1A-2K Ashley Cotter-Caims. Hemel 
Hempstead. 

Bounty Bob Strikes Back 
216.129 Ronnie Agnew. Liverpool. 
101.000 (Level 11) Colin Davis, Dumbarton. 
62.140 (Level 5) Shasad Rana, Manor Park. 
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Supersleuth 
20,300 Donald Sharkey, Scunthorpe. 

Survivor 
436.300 RF Hemnungt, Swindon. 
387,800 Paul Edwards Stevenage. 
302.800 Eddie Filkins. Runcorn. 

Tankbusters 
18,300 Ian Boffin. Sunbury-on-Thames. 
1.380 Kelvin Clarke. Telford. 
890 Darren EHis. Stanley. 

Hunchback2 
17.100 Jason Carpenter, Abemethy. 
9,000 Andrew Purdy, Woodley. 
6.250 Steven McDougall. Aberdeen. 
6.250 William CaaeU. Bangor. 

Hypers ports 
159.582 Lawrence Smith, Newport. 
136.98S George Reaves. Wibsey. 
123,320 John Harding, Chippenham. 

Jet Boot Jack 
258.900 David Finlayson. Dundee. 
180,325 Loe Healy, Walsall. 
136,950 Flemming Pedersen, Lemvig. 

Juggernaut 
48.900 Eric Henry. Drogheda. 
9,500 Michael Spoors, Donoghadee. 

Killer Gorilla 
375,000 Adrian McCivern. Dorchester. 
345,400 Christopher Devhn, St Helena. 
175,900 Manhow Truman, B«lh 

Kong Strikes Back 
648,600 Lawrence Smith, Newport. 
646.300 Mark Brays haw. Leeds. 
535,600 Claire Johnson, Sunon Coldfield. 

Kung Fu 
900 lain McKmnon, Glasgow. 

I 792 Khin Wan Lai, Hun. 
| 782 James Stalker, Ellesmere Port. 

Laserwarp 
368,730 Denis Condrcn. Filoy. 
207,000 Michacl Wilkes, Stourbridge. 
198.860 T Grogan, Blackburn. 

Locomotion 
8.401 Mike Drary. Swuuon. 
5,338 Christopher Eng. London. 
2,558 Michael Downic, Dalston. 

Macrocosmica 
11.974 Jennifer Cleal. Pinner 
349 Mr Talbot, Andover. 

Manic Miner 
250.112 Wayne Lcaroyd, Brantley. 
97.722 Jack Condon. Dublin. 
94,989 Martin Luise, Solihull. 

Minder 
£35.095 Mark Wagner, Pinner. 
£24,364 George Reaves. Bradfoid. 
£22.096 Mark Tozer, Canvcy Island. 

Moon Buggy 
159.100 Lawrence Smith. Newport. 
127,310 Patrick Grant, Holbrooks. 
89.500 Robert Frost. Earls Barton. 

Mr Freeze 
16,870 Stuart Hutchinson. Reading. 
16.240 Peter Wnght, Stourpon. 
13.8/0 Jamie Thomson. Leighton Buzzard. 

Mutant Monty 
48.150 Marcus Passant. Perton. 
4S.3S0 Phil Wand. Brentwood. 
44,950 A Wagstaflc, Whitchurch. 

Nightshade 
1,222.000 Julian Bunn. Newport 
797.000 Christopher Hoaie. Denham. 
588.000 A Hill, Bramhall 

Nomad 
2,330 Richard Pembcrton, Charlton. 

Number One 
1,362 Graeme Taylor, East Kilbride. 
1,222 JF Scott, Longridge. 
990 Gareth Jones. Whitsublc. 

Obsidian 
13.600 Daragh Ward. Dublin. 

One Man and his Droid 
1S.SS0 Noel McVea. Bangor. 
13,500 L Warren, Alton. 
10.112 Simon Boot. With am 

On the Run 
74.110 Daniel Singerman, Southampton. 
74.060 Patrick McCorry, Belfast 
60.000 Ran)it Singh, Quoen's Park. 

Pinball Wizard 
42.715 Craig Keene, Thornton Heath 
31,775 Roget Wilson. Blackburn. 
29,550 Paul Smith, Huddarsf-.wld 

Ping Pong 
6,800 Steven Parkinson, Hoibury. 
8.320 Noel McVea. Bangor. 
3,120 David Parkinson, Horbury. 

Punchy 
1.132.320 Mark Salt. Jrlam 
965.000 Michael Bradley. Blarney. 
235.990 Alan Jackson. Wolverhampton 

Raid 
3.119.060 William Jenkins, Cramlington. 
1.249.400 Alan Watson. Inverness 
1.117.200 Alan Stenson. Canerick Garrison. 

Rambo 
431,560 Ronnie Agnew, Dovecot. 
319,425 Stephen Clough, New Brancepe'.h. 
202,450 Graeme Taylor,.East Kilbride. 

Rock Raid 
32.780 Stephen Gray. Bath. 
30.640 Shafqnt Rasul. Alloa. 

Saboteur 
39.000 Andrew Barratt, Scunthorpe 

JUNE CHALLENGES 

Challenger ^ H ? U n , e r 

S S a P - ' S i -
Howarth. Y o u ^ m . r e a a o n ; Brad 
^^ofyZ'ZT"™**' 

score d e p e n d ^ * * e n d o f a 

t u n e 

Sabre Wulf 
591,250 Craig Thomson. Eyemouth. 
402,000 Graeme Taylor. East Kilbride. 
391,020 Paul Simpson, London. 

Sir Lancelot 
82,240 (Level 148) Simon Daviita, Filey. 
56.830 GJM McGouran, Birmingham. 
18,400 (Level 28) Steven Sellwood. 
Warnham. 

Skyfox 
272.500 A Porter, Peterborough. 
38,500 Richard Craven. Ilkley. 
37.500 Mark Thould. Canterbury. 
37.500 Cerry Hughes, Cranleigh. 

Sorcery 
Many scores over 97.000 

Sorcery Plus 
208,317 WK Roberts, Felton. 
154.450 Joanne Sturton. Orpington. 
138.917 Chmtoper Hoare. Denham. 

Space Hawks 
79,650 Dominic Hegarty. Cork. 
77.850 Mark Wagner. Pinner. 
77,050 David Baker. Cirencester. 

Spannerman 
100,900 David Finlayson. Dundee. 
66 900 Julian Cater. East Sheen. 
84,900 Andrew Brooks. Warrington. 

Spindizzy 
119 jewels lan Hopkinson, Wool. 
78 jewels Ronnie Agnew, Dovecot. 
31 jewels Brian Hoyland, Conisbrough. 

Splat 
22,535 David Cobane, Wythenshawe. 
13,210 Roy Williams. London. 

Star Avenger 
17,330 Kevin Bradshaw. Fife. 
16,810 Christopher Eng. London 
16,220 David Rice. Glasgow. 

Starion 
38,305 Shafqat Rasul. Alloa. 
32,911 Sean Brady, Eltham. 
32,416 Robert Barclay. Desborough. 

3D Starstrike 
784,600 John Harding, Chippenham. 
781,100 Gerry Hughes. Cranleigh. 
764.500 Mark Wagner, Pinner. 

Strangeloop 
27.997 Julian Cater. East Sheen 
18.747 Paul Newcombe. Birkdale. 
13.179 Alexander Kirk, Nonhwood. 

Super Pipeline 2 
200,940 David Parkinson. Horbury. 
114,200 Brad Howarth, Saltford. 
107.995 Gerry Hughes. Cranloigh. 

Tau Ceti 
22.892 (20 rods) Rhys Jones. Orton 
Goldhay. 
20.88S (20 rods) Paul Guest, Telford. 
20.803 (20 rods) Richard Woods, 
Mablethorpe. 

Thing on a Spring 
15,860 Andrew Barratt, Scunthorpe. 
4.444 Marun Holland, Scholes. 
3,900 Simon O'Connell, Sidcup. 

TLL 
88,100 (Level 18) Martin Whitsed, Spalding. 
55,790 (Level 18) Darren Dee. Canton. 
84,440 PM Davidson. Norwich. 

Turbo Esprit 
6,780 Andrew Barratt, Scunthorpe. 

Way of the Exploding Fist 
88,000 Paul Hopkinson, Wool. 
78,900 Flemming Pedersen. Lemvig. 
53.400 JP Gorman. Edmonton. 

Who Dares Wins 2 
368,980 Brian Hoyland, Conisbrough 
118.130 Jason Travis. Prestwich. 
110,480 Lawrence Smith, Newport. 

Wizard's Lair 
198,860 Stephen Raggett, Westhoume 
Park 
168,383 Adrian Leigh. Stockport. 
182,000 Paul Lewis. Northwich. 

Wriggler 
5,422 Iain McKinnon. Glasgow. 
4,580 Paul Hyeti. Cheltenham. 

Yie Ar Kung Fu 
439.960 Paul Jolleys, Hindley Green. 
454,860 Andrew Cavendcr, Peterborough. 
411,720 lan Leitch, Blandford Camp. 

Zorro 
999,990 Neal Thompson. Co. Down. 
210.280 Colin Winter. Grantham. 
44.600 Lee McMahon, Manchester 
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Killer Kar 

I Kode-Kracker 
Crack the fiendish code and you could win yourself a copy of Nexus (the 
gome) from Nexus (the company). 

Nexus, the game, is set inside the HQ of an evil drugs 
ring. The player takes the part of an investigative 
journalist. Armed with his trusty tape-recorder and a 
variety of combat skills, his objective is to make 
contact with N.E.X.U.S. This is a group of undercover 
agents working to break the ring from the inside. 

The reporter hopes that he wi l l be able to aid 
N.E.X.U.S and gather information to file a world scoop 
with his newspaper. During his mission, the reporter 

stumbles across a mysteriouly coded document. He 
transmits the code back to his editor on The Daily 
Clarion. The editor turns to you and snarls *Break that 
coder 

S o all you a c e r e p o r t e r s out there h a v e to d o is crack the c o d e d 
m e s s a g e a n d t r a n s l a t e it into plain English. It shouldn't t a k e you 
more than a few d a y s a n d a bit of m a i n f r a m e computing time. 
Then rush the solution to us h e r e a t Amstrad Action - you could b e 
o n e of the for tunate fifty to g e t a c o p y o f Nexus. 

P Draw an ace killer car of the 21 st 
Century and you could win a COMPLETE 

Scalextric set, courtesy of Turbo Esprit-makers Durell. 

Durell Software are giving away some fabulous prizes 
in this Turbo Esprit-inspired competition: 

1st Prize - A complete Scalextric set. 
2nd P r i ze - two radio-controlled model cars. 
3rd Prize - one of 10 copies of A A Rave Turbo 

Esprit. 
But there are none of the traditionally silly A A 
questions in this competition - if you win it wi l l be 
because you've used your brain to the limit of its 
capability. 

What you have to do is design and draw for us 
the ultimate in automotive assassination, the kind of 
car a 21st century psycho with a driving licence would 
want. Should it have machine guns or lasers? Do you 
want jet propulsion or nuclear power? One ejector seat 
or two? 

This is the kind of question you'll have to consider 
if you're to be in contention for the prizes. Imagination 
and wit are much more important than artistic ability, 
so don't be put off if you're no Picasso. 

Sketch your plans on a fairly large sheet of paper 
— but no bigger than A4 — and send them to: Killer Kar 
Komp, Amstrad Action, The Old Barn, Somerlon, 
Somerset TA 11 7PS. 
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1 S t P R I Z E ^ ^ a a a i 

A superb Scalectrix Ford Escort XR3i racing set worth around 
£50! 

Radio-controlled cars worth around £30! 

RUNNERS UP P R I Z E S 
Seven runners up will r e c e i v e copies of the great Durell g a m e 
Turbo Esprit - copies will also go to the first and second prize 
winners. 

r i i x 

223 



from a selective mailshot 
to a gardeners year 

microfile 
stores & retrieves information 

to your requirements 
• Client records • Club Membership 
• Music library • Stamp Catalogue 

• Fixture lists • Supplier Index 
£ 1 9 . 9 5 including VAT & Carriage ( f 2 4 . 9 5 on Disk) 

CORNIX SOFTWARE LTD. 
16 Kneesworth Street. Royston. Herts. SG8 SAA. Tel: Royston (0763) 8S29B9 

EXAM OFFER 
P H Y S I C S ( G C E O l e v e l ) C H E M I S T R Y ( G C E O l e v e l ) 

B I O L O G Y ( G C E O - l e v e l ) B E T T E R M A T H S 1 ( a g e 11 -16) 
B E T T E R S P E L L I N G ( a g e 9 -adul t ) 

M A G I C M A T H S ( a g e 4 - 8 ) M A T H S M A N I A ( a g e 8 - 1 2 ) 
G E O G R A P H Y ( G C E O - l e v e l ) 

L E A R N I N G G A M E S ( c a s s o n l y , a g e 3 - 7 ) 
Excellent reviews in Amstrad Action (see April issue) 

C a s s e t t e s £ 9 . 9 5 D i s c s £ 1 2 . 9 5 
MAIL O R D E R 

CHOO! 
SOFTWARE LTD. 

M e a d o w v a l e Esta te , R a h e e n , L i m e r i c k , I r e land . Te l 0 1 0 / 3 5 3 -
61 -27994 . 

ARCADE 
INTERNATIONAL SOFTWARE 

DISTRIBUTION TO PUBLIC A N D TRADE 
Sale time at last for Amstrad! 

Electro Freddy 2.99 Mutant Monty 2.99 Planet of Death (Adv) 3.99 
Roland Goes Digging 2.99 A View to a Kil l 2.99 Espionage Island (Adv)....3.99 
Spannerman 2.99 Arabian Nights 2.99 Snooker 4.50 
Munchit 2.9S Forest Worlds End 2.99 Grand Prix Driver 4 50 
Climbit 2.99 Heroes ot Karn 2.99 Alien 8 4.50 
Splat! 2.99 Jewels of Babylon 2.99 Sabre WuH 4.50 
Amsgolf 2.99 Gatecrasher 2.99 Raid Over Moscow;4.99 
Alien Braakin 2.99 Warlord 2.99 Steve Oavias Snooker 6 99 
Atom Smasher 2.99 Chopper Squad 3.99 Rambo 6.75 
Jet Boot Jack 2.99 Andromeda 3.99 N O . M A D 6.75 
Gems of Stradus 2.99 Chuckie Egg 3.99 Hypersports 6.75 
Space Hawks 2.99 Hunter Killer 3.99 Yie Ar Kung Fu 6.75 
Crazy Golf 2.99 Master Chess 3.99 They Sold a Million 2 7.25 
Cubit 2.99 Star Commando 3.99 Way of the Tiger 7.25 
Punchy 2.99 Hunchback 3.99 Monopoly 7.25 
Laser Warp 2.99 Atom Smasher 3.99 Elite 10.50 
Astro Attack 2.99 Home Runner 3.99 Lord of the Rings 11.95 
Haunted Hedges .. . .2.99 Manic Miner 3.99 Super Test 6.75 
Stockmarket 2.99 American Football 3.99 Knight Rider* 6.75 
C lass ic Adventure 2.99 Alien 3.99Frankie g.t .Hol lywood\. .7 .25 
30 Invader 2.99 Bounty Bob 3.99 Dambusters' 7.25 
Code Name Matt 2.99 Kung Fu in Las Vegas 3.99 Impossible Miss ion' 7.25 
Super Pipeline II 2.99 Higgins Pool 3.99 Winter Games* 7.25 
Blagger 2.99 Higgins Snooker 3.99 Formula 1 1.99 
Detective 2.99 Beach Head 3.99 Chiller 1.99 
Strip Poker 2.99 Pyjamarama 3.99 Nonterraqueous 1.99 
House Jack Built 2.99 Herbert's Dummy Run 3.99 Soul of a Robot 1.99 
Lucky Fruits 2.99 Everyone's A Wally 3.99 Caves of Doom 1.99 
Coda Name Matt II 2.99 Ship of Doom (Adv) 3.99 Locomotion 1.99 
Harrier Attack 2.99 Inca Curse (Adv) 3.99 Finders Keepers 1.99 

T R A D E & Q U A N T I T Y O R D E R S 
Games priced t £2.99 - orders tor 50 • t £ 1.75 
Games priced t £3 99 - orders for 50+ t £2.00 

AH prices include VAT. PS.P. 
Cheques and postal orders made payable to ARCADE INT. SOFTWARE and 

sent to: 
Unit 202 Shopping Hall, Myrtle Road 

East Ham, London EC Tel: 01 -472 B900 
Shop open Mon-Sat, 9.30-5.00. Thursday, 9.30-1.00 

OVERSEAS ORDERS CHEQUES ONLY 
Europe £1.00 extra per tape P&P (50 • add C15.00) 

Elsewhere £2 00 extra per tape P&P (50 4- - add £25.00) 
' Pfoase pDone for availability 

^ J - A M S T R A O -
GRAND SALE 

mm 

AMSTRAD SOFTWARE PVJAMARAMA £4 25 
electro 'fit dd v 
SPANNEPMAN 

£2 95 -e^septs dummy run £4 25 

SPLAT 
AMSGOLF 
A. EN fifl! .-.K IN 

£2 95 SvERYONES A WALLV £4 25 
€2 95 AN'PR CAN FQOTRA •"4 95 
f 2 9b -30 J NT v ROB STRIKES RACK f4 95 
: 2.9b 3EACH HEAD £4.95 

ATOM SMAS-IH £2 95 
Jtl HOOI JACK t 2 9b 
GEMS OF S'KAJOS £2.9$ 
SPACE HAWKS £2 95 
C=!AZY GOLF 12 95 
CUBIT f2 95 
PJNCHY i2 95 
.ASER WARP £2 95 
astro attack £2 95 
STOCK MA3KE" t? 95 
C.ASSlC ADVENT..HI -.2 95 
-ID INVADERS £2 95 
CODE NAME MA \ 1 -. 2 95 
SUPERPIPE LINE l £2 95 
SlAGGER £2 95 
-iAKH tH AlfACK £2 95 
MUTANT MONTY £2 95 
CODE NAME MATT i £3 50 
VIEW TO A <I.L £3 95 
=OPEST AT WORLDS FN~ r> 95 
HEROES OF KARNi f'3 95 
JEWELS 0 : 3A-VYI ON £3 95 
CHUCK t EGG r3 95 
HUNrER KILLER X2 9b 
STAR COM MAN 00 £3 95 
HUNCHBACK £3 95 
ATOM SMASHER £3 90 
MANIC M NFR 13 9b 
FU KUNG N .AS VEGAS £3 95 
GREMI NS 1 3 -Jb 
ALLX HIGGINS WORLD >>OOL £3 95 
ALEX HGG-NS SNC0<ER C3 95 
MASTER C^rS5 (2 9b 
1RI«)CS £4 25 

'iA D £4.95 
ALIkfJ 8 £5.95 
SA3RE WJL? £5.95 
STEVE DAViS SNOOKER £6 95 
-0ME 3U0GET £8 95 
3AT" r Ol -b PLANE'S 
ON -ML 0CHE 

i'4 9b 
£2 95 

ANDROID T WO 
ANDROID n 

£3 95 

•£C*NICAi TED 
eA'Tlt FOP MIDWAY 

JI3 95 
T4 2b 
I 4 9S 

PACK INC. 
SHIP Or DOOM 
N'CA CURSE 
ESPIONAGE >SLAN0 
P ANF" O- DFAT" 

£1095 
o- I ? 95 isicn 

PERIPHERALS 
AZIMU'H HEAD ALIGNMENT TAPS 
NC CHOPPER SOUAOl £7 95 

QUICK SHO' I JOYSTICK £7 95 
AVSTRAD TA=>E LEAOS 
SUi'ABl t FU-3 
!2«3 JACK PvUGS' 

£3.50 

AMSTRAD DISCS £4 75 eac 
P. LAS'. STA"F FOR AMSTRAD IM ORDFR 

A " v l h i ' x ; i . i i t ' i v ' l v d V d i ' d D ' e i i 
sol*A-.iie (n pei pneiaK />e can 
S u & p l y l ' j 5 " fthQT MS fnr ;i f|tioli-

ADVERTISER'S INDEX 

A c t i v i s i o n 18, 33 
A l l i g a t a 4 4 
A r c a d e I n t e r n a t i o n a l S o f t w a r e 1 1 0 
B e y o n d 24 
B u b b l e b u s 6 9 
C o r n i x 1 1 0 
C SeF S o f t w a r e 
D a t a b a s e 1 1 4 
D i g i t a l I n t e g r a t i o n 57 
D u r e l l 16-17 
E l e c t r i c S t u d i o s 36 
E v e s h a m M i c r o s 103 
F i r e b i r d i n s i d e b . c o v e r 
G a r g o y l e G a m e s 15 
G l o b a l S o f t w a r e 6 
G r e m l i n G r a p h i c s 6 5 
I m a g i n e 4 - 5 
I n t e r l o c k 7 0 
L i g h t w a v e L e i s u r e 70 
L o g i c S a l e s 1 1 0 
M a t r i x T r a d i n g 70 
M i c r o n e t 8 0 0 2 7 
M i c r o S n i p s 6 9 
M i r r o r s o f t 4 3 
O c e a n 2 8 , 7 3 , b a c k c o v e r 
P r i d e U t i l i t i e s 8 6 
PSS 7 6 
S a g e s o f t 30 
S c h o o l S o f t w a r e 1 1 0 
S h e k h a n a 69 
S i r e n 70 
S J B D i s k s 111 
Soft I n s i g h t 1 0 3 
US G o l d 2 , 52 , 8 4 
V o r t e x 8 9 
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13" MICRODISK., 

10 Amsoft 3"CF2 
Microdisks 

Suitable for all Amstrad 
Disk Drives 

- 1 MEGABYTE 
DISKS 

10 Amsoft 
3"CF2-DD 
1 MEGABYTE 

Microdisks 
Suitable for your PCW 8256 

Second Drive 

Only 
£59.95 

Inc. VAT 
Officially Appointed Distributor 

For AMSOFT 3"CF2 Microdisks 

.FREE24HR 

Inc. VAT 
Officially Appointed Distributor 

For AM50FT 5"CF2 Microdisks 

Please Send Cheques/PO's to: 

[Dept AA] 11 Oundle Drive Nottingham MG8 IBM 
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GET 
DEXTER 
OUT Mastergame review in this 
issue plus the screen demon-
strated on our tape should b e 
enough to convince you this 
program from France has simp-
ly astonishing qualities in 
graphics, gameplay and origin-
ality. Remember there are 49 
other screens to work your way 
through. Alors, c'est 
magnifique! 

SWORDS AND 
SORCERY 
The award-winning, massively 
sophisticated Dungeons and 
Dragons game is yours for the 
asking. A huge game offering 
months of challenge as you de-
velop a character and gradually 
progress through the hazard-
filled dungeon If you've been 
wowed by the demo version, 
the thing itself could blow your 
mind. 

DOOMSDAY BLUES 
Our demo program will have 
convinced you that this French 
title has a superbly original at-
mosphere all its own. But are 
you up to taking on the chal-
lenge the full game poses? Dare 
you discover the enemy that lies 
on the other side of that locked 
door? 

S C 
- J S 

Alien 
M a r s p o t t 

(Vortex) 

Cyru* 

great 
an AA teic,^ 

!\ei M a s t e r g a m e , the combat 

•time Amstrad classics , 
i rcade-adventure, A A Master-

) - top-selling underground 

E of the following Amsoft d isk 

il for £13.95. 
; shoot-em-up. 

a d e d v e r s i o n that 's too b i g to fit 

inotor-racing simulation on the 

ikbusting a r c a d e - a d v e n t u r e f rom m . ass p r o g r a m , stunning 3 D display. 

the form b e l o w a n d s e n d it off, 
u b s c r i p t i o n Offer, Amstrad Ac-; 
fAll 5AH.. Please note that i f your 
— •̂ b e f o r e the on-sa le date of oui -> following 

wis* W p a y i n g 
l i Y ^ 

'tec Ihe bank h e I < 
For r e a c t s e * 

postage costs. 



>CKOUT OFFER 
a t i o n a l s a v i n g s on cover casse t te t it les! 

BATTLE OF BRITAIN 
Now that you've had all that 
practice blasting aircraft out of 
the sky in our demo program, 
why not go for the real thing? 
The strategy part of the game is 
sophisticated in the extreme. 
Enough to earn it AA Rave 
status in our November issue. A 
great chance to reenact Britain's 
finest hour. 

THEATRE EUROPE 
This controversial program has 
as its scenario a modern-day 
conflict in Western Europe. Can 
you halt the Eastern Bloc forces 
using conventional forces? How 
will you resist the temptation to 
resort to chemical or nuclear 
weapons? A superb war game 
(AA Rave Feb), combining 
strategy and arcade sequences 
with a chilling and topical at-
mosphere. To sample it. try 
ringing 0203 668405. 

PACE MODEM PACKAGE 
£139.95 complete 
464/664/6128 compatible 

Great news for anyone looking for the best 
way of getting their micro hooked into the 
booming world of telecommunications. This 
modem package contains absolutely every-
thing you need and is widely regarded to 
be the best available. With it you will be 
able to join Prestel and link up with a 
growing number of Amstrad owners nat-
ionwide on Amsnet, a service which also 
offers news, reviews, technical advice and 
free software. You can also contact various 
bulletin boards and services such as Tele-
com Gold which allow you to use your 
micro to send telexes. 

This is what you get: 
PACE NIGHTINGALE M O D E M . An ex-
cellent, full-featured modem offering both 
the 1200/75 baud rate you need for Prestel 
and the 300/300 rate used by many bulletin 
boards. The modem has full BT approval. 
COMMSTAR SOFTWARE. This comes as 
part of an interface which plugs into the 
back of your Amstrad and links it to the 
modem. The software is the latest version 

You've seen the ads, you've read the reviews, you've 
sampled the action. Now for the real thing. 

We're offering at huge savings all the superb PSS 
titles demonstrated on our cover cassette plus the 
chilling war game Theatre Europe. They normally cost 
£9.95 each, but you can have any one at a £3 
discount. Buy two and you get £7 off. Three means a 
£12 saving. Get four and you save £18. Or you could 
go the whole hog and bag al l five programs for no less 
than £25 off than shop prices. That's under half price! 

You won't find any better w a y of getting hold of 
programs from a software house who now seem 
destined to make a massive impact on the Amstrad 
market. 

Al l games are avai lable on cassette and are 
compatible with the Amstrad CPC 464, 664 and 6128. 

PSS PROGRAMS SPECIAL OFFER 
FORM 
Yes, I want to take advantage of the special offer option I have 
ticked below. 
I J l . One t i t le for £6 .95 
• 2 . Two t i t les for £12.90 
• 3 . Three t i t les for £17.85 
• 4 . Four t i t les for £21.80 

5. Five t i t les for £24.75 

I have c i rc led the title(s) I would like from the list be low and 
enclose a cheque or postal order made out to Future Publish-
ing. (Please note, all titles on cassette only, but compatible with 
464, 664, 6128) 
Get Dexter / Swords and Sorcery / Doomsday Blues / Battle of Britain / 
Theatre Europe. 

Name 

Address 

Post this form plus oayment to: PSS Offer, Amstrad Action, Somerton, Somerset , 
TA11 5AH. 

of the much-praised Honeysoft package. It 
offers an extremely sophisticated range of 
options allowing you full access to all Pre-
stel facilities -including the downloading of 
software. It also supports easy communic-
ations direct to other computers. 
ALL CONNECTING LEADS. The package 
has everything you need to plug in and go. 

The normal price for this package is 
£172.50, and even that is a considerable 
reduction on the price of the constituents 
added separately. So our offer is 
unbeatable. 

To order use the Special Offer Section 
of our All in One Action Form on a previous 
page. 



The 4th official ^ ^ ^ ^ ^ ^ ^ AlMlSlTlRIAIPf 
The next show is 
doubled in size -
and that means... 
• TWICE as 

much to see! 

• TWICE as 
much to try! 

• TWICE as 
much to buy! 

The summer Amstrad Computer Show is the 
biggest ever held, with many more exhibitors 
presenting all their latest products, including a 
large number on display for the first time. 

H O M E U S E R S ! See the versatile Amstrad 
CPC range stretched to its very limit with the 
latest megagames, hardware add-ons, speech 
chips, graphics packages, languages, 
simulators, utilities. 

B U S I N E S S U S E R S ! See the new word 
processors, spreadsheets, databases, 
accounting and other financial programs plus 
communications packages that enable the 
CFC and PCW ranges to talk to the outside 
world. 

EDUCATIONAL U S E R S ! Find out why 
Amstrad computers are entering educational 
establishments in ever-increasing numbers, 
helped by their low cost, adaptability and 
networking facilities. 

PUTER | 
HIOIWI 

Organised by 
Database Exhibitions 

... and it lasts 
for THREE days 
instead of two! 
Champagne Suite and 

Exhibition Centre, 
NOVOTEL, HAMMERSMITH, 

LONDON W6 
Friday, June 13, 10am-6pm 

Saturday, June 14, 10am-6pm 
Sunday, June 15, 10am-4pm 

Avoid the 

queues! 

Get your 
ticket in 
advance 
and. . . 

Advance t i c k e t order • • 
| Please supply. 

• Aduh tickets at £2 (save £1) £ 

] Under- 16s tickets at £1 (save £1 > £ 
Total £ 

1 Cheque enclosed made payable to 
J Database Publications Ltd. 

] Please debit my credit card account: 

I Access, . . . , , . . . , 

| Visa * t i i t i « l L 

| Admission at door: 

Champagne Suite & Exhibition 
Centre, Novotel, Hammersmith. W6 

June 13-IS. 1986 

Post to: Amstrad Show Tickets, 
Europe House, 68 Chester Road. 
Hazel Grove. Stockport SK7 SNY. 

Name ... 
Address 

-i u 
Signed 

J L 

£ 3 (adults). £2 (under 16s) 

PHONE ORDERS: Ring Show Hotline: 061-429 7931 
PRESTEL ORDERS: KEY *89, THEN 6 1 4 5 6 8 3 8 3 
MICROLINK ORDERS: MAILBOX 72:MAG001 
Please quote credit card number and full address » Ref. AA6 

• 

S 

a 
• l 



Brave dozens of missions, become 
the greatest space pilot of a!I time and win 

an Empire. Now Firebird, publishers of the UKs most 
exciting software9 offer you the chance to become 

one of those exalted space-adventurers 
who risked all in the name of conquest. 

MAN. OA DC R 
Please slaio name d q»fc -n»c<in«j cuuMilic a a<nnn3 q̂ triUf rm̂ inKi 

|i«p.b»> x, FIRE BOO SOFTWARE An 
Clci ai* lut̂ KI fc> mMiMilily Ontmt wv promptly Al prces 
I I K U U M < I I M 1 KNRJ 

MA*. 0H0CR: AUNTIE KKt. 'FREEPOST FIRE BIRO. WELLINGTON MOUSE. 
W t R S I MARTIN'S LANE. LONDON WC2H90L. 

Availabte now in Firebird Gold for Spectrum 48K and Commodore 64, 
and available soon for Amstrad. All at £9.95. 



C O M M O D O R E 64 S P E C T R U M 48K 

^ ^ ^ 1WTW X j ^ A f ^ H ^ W t f ^ j / Imagine Software (? 984J, 6 Central Street 
^ :> I Manchester M2 5NS. Tel 061 834 3939 Telex: 6699/ / 

^ r ' - * I m a g i n e S o f t w a r e i s a v a i l a b l e f r o m : 

y V ' H S M J T H r 4MjSAMLil ! J JB M w m t j i w f i i r y w f I A S K Y S R N M H A L N W ^ G R P G W S p e c t r u m S h o p s a n d a l l good d e a l e r 


