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EDITORIAL @ NEWS @ LETTERS

7 ED-LINES

Amstrad Action is ONE YEAR OLD today! News of
the celebrations live by satellite from Somerton,
plus the mystery of the vanishing Toot - was he
kdnapped? Turn to page Seven.

8 REACTION

Your news, views, blues and... well, anything else
you fancied telling us about enough to put pen to
paper. Four full pages of it too.

12 AMSCENE

All you need to know to keep your finger on the
racing pulse of Arnold and Joyce.

REVIEWS @ ARTICLES @ PROFILES

19 PARLEZ VOUS FRANCAIS?

Our roving reporter has been out and about sur la
continent — sampling the wine, relaxing in the bistro
and sniffing out the French software scene. See the

22 ABSOLUTE BEGINNERS - Part

S5

Everything you wanted to know about programm-
ing in Basic bul were far to embarrassed to even
suggest that you weren't the definitive wisdom on.

24 BOOTING UP CP/M - Part 3

It came free with your machine so you might as well
use it. Matt moves on to the STAT command this
time round.

26 THE BIG DISK DRIVE

Andy Wilton looks at a 5'-inch disc drive add-on
that enablez Arnold to read dizcs written in almost
any format — including IBM PC — and provides BOOK
of storage.

28 IMAGER & 5DISC
A system for transferring tapes to discs which
discourages pirates too, and a dewvice that lets you
in on that unused 64K of RAM.

32 MICRODRAFT

Computer-Aided-Design (CAD to you) for your
Arnold.
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35 THE IMAGE SYSTEM

A Colour Drawing paclage comes under the scrut-
iny of Andy Wilton,

36 PASCAL
Three versions of this powerful alternative to Basic

compared.

38 DATA GALORE!
A powerful database and Book reviews wind up
Serious Software.

ACTION & ADVENTURE

GAMES @ MAPS @ THE PILGRIM

41 ACTION TEST STARTS HERE!

Turn to this page for a full list of the games
reviewed in the next 19 pages, and your Top Ten
Chart. These are just the Raves...

42 JACK THE NIPPER

Nappy naughtiness in cartoon graphics from Grem-
lin Graphics.

44 GHOSTS'N GOBLINS & STORM
Spook the spooks in this great title from Elite, and
genuine two-player arcade adventure action from
Mastertronic.

CoTTETe——

46 3D STARSTRIKE I
Real Time /Firebird hit the Mastergame slot with this
excellent sequel. solid 3D graphics - need [ say

Colour Origination: Wessex Reproductions, 325a Wells Road,
Bristol BS4 00L Printing: Redwood Wab Offset, Yeomans
Way. Trowbridge, Wilts. DMstribution: Seymour Fress, 334
Brixton Road, Lenden SW8 TAG
(Distribation & subscriptions in the Notherlands: INFO-DATA
COMPUTERS, Postbus 97, 3800AE, Amersioct. Phone: 033-
630187, Retail price: Hf 7.90)
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THE SECTION CREATED BY AND FOR YOU

40 VOICE OF THE PEOPLE

Your comments on the latest games for Arnold.

66 CHEAT MODE

Your Pokes, cheats and tips for doing the impe-
ssible in your favourite games.

78 MAIL ORDER

Order software from your armchair and save your-
self pounds.

80 SPECIAL OFFERS

We bring you games, software and gadgets at
tempting prices.

82 TYPE-INS

An age old game brought up to date on the Arnold
—you wrote it, you type itl

84 COMPETITION TIME

More fabulous prizes up for grabs to the lucky
winners.




have you got it?

“The Edge'll have to move to new premises to make sure
that they’ve got room on their office walls for all the awards
they have won (for Fairlight). . ™ CRASH April 1986
(PS. — We've moved!) -

The Edge, 36-38 Southampton Street, Covent Garden,
London WC2E 7HE. Tel: 01-831 1801 (4-lines). Tlx: 892379.

*(Crash Readers voted Fairlight ‘Best Graphics,” ‘Best Music,”
Best Arcade Adventure, ‘State of the Art Award’ for 1985.




NEW MAGAZINE AT THE OLD BARN

The pace of life has increased here at the Old Barn - and new faces
have appeared at Somerton's hotest publishing house, Why? The
answer is simple, Future Publishing is expanding! To the founding
title Amstrad Action is to be added a new title. 2

The new magazine istobeedited by Chris Andersop withthe help
of newcomer Ben Taylor, and will be the only magazine dedicated
totally to owners of the PCW 8256 and 8512, Like Amstrad Action it
will be produced totally using Amstrad micros, and Ben Is an owner
and expert in this field. It will feature news, reviews and plenty to
help you make the most of your machine; and will be written withthe
same care and style as Amstrad Action. The first issue is due out on
Thursday 11th September, so watch out for it in your newsagents. I
it's not there, then order it. Joyce owners - this.one's for you!

Amstrad Action therefore becomes the only  magazine
dedicated to CPC owners, and will change accordingly. The only real
difference will be in the Serious Software seetion though, which will
concentrate more on the diverse appliciations of the Arnold; with
features on making music, communications, graphic tonls,
programming tools and much else. T

HARVEY
HEADBANGER
COMPETITION

(July issue)

FIRST FIVE WINNERS
Khys Jones, Peterborough: Ben Toas
dale, Cambridge; Ellenore Stewart,
Frome, Somerset; Nicola Paton,
Rugeley, Staffs; Max Bartlett, Shraw-
sbury, Shrops.

OTHER PRIZE WINNERS

Svephen Miller, Halesworth, Suffoli;
Simon Forrester, Wigston, Leicester;
Dominic Hegarty, Coxk, Eire; lain
Bage, Bunderiand: B Stuart Bruce,
Cumbria; David Hartley, Harrogate
Mrs Z | Gibbs, Paterborough; Mr P G
Newman, Co Tyrona, N Ireland; Nick
Priest, Blackpool: Damon OQuerry,
Sunderland, Tyne & Wear

FIGHTING FIT

COMPETITION
(July issue)

Mr | Dixon, Eenley, Burrey; Asif
Ariz, Glasgow; Nicholas Purser.
Harrogate;

Richard Sullivan, Cosham. Forl-
gmouth; Alistair Irving, Ayr, Scot
land: David Hartley, Harrogale; A
Swephens, Farrham, Surrey: Major V
| Rewd, BFFO 15;

Ehupinder Singh, Glasgow; Gaynor

Esea. Cwert; Enan Walker, GClas

gow. Peter Taylor, Stratford-upon-

Avon; Slephen Williams, Luton; Mr G f _.

Sempescn, Richmond, N Yorks; g oL ot

Dasmon Querry, Sunderland: R ] % ;
AN

Newior. Bromley, Kent; Toby Briamt,
Safrom Walden, Essox: 8 N Franks,
2on., § Deveon; Mr M Lambert. ing ﬁFOLOGIESl
gport, Hants, FRussell Franklin, i Our apologies are due to Micro
xécec. Swever Phillipps, Leicester; W Paripherals as we printed the
Axgzew Crawiord, Tiverion, Devon; mng phm nimber in ounr
L Essmocwnsic., Somerset; Rhys Jones, e : A :

: rafty Plotting” feamive in the

Fetarborough: X Gibbons, Leods:

Wayne Learoyd, Leeds; Stan Fowell, August 1me_." Their correct
Dagenham. Essex; Mr B P Mandin phone number is (0258) 473232 -
Poriemoucih: O Lawless, Dublin; Mar- Sorry!

tn Crusp, Tothes, Devon

WHAT HAPPENED TO TOOT?

We've had a lot of letters about that! It has even been suggested

that we ate him - as il we would (George - stop munching!).
Nothing could be further from the truth. Toot simply decided
that it was about time he had a holiday - so he packed his
shades and bermuda shirt and hitched a ride on a passing
seagull to sunnier climes. We understand that somewhere in the
Azores wae the planned destination, so we were hoping to
scoop the dailies on news of the Royal honeymoon, but no such
luck. It appears that the seagull had relatives in Miami, so that is
where Toot ended up. Watch out for his starring role in the next
episode of Miami Vice.

NEXT ISSUE

The October issue of Amstrad
Action will be in your newsa-
gents on Thurday 4th Septem-

ber, so buy it then - and ask for
itif it's not there!

Pinke, they e Pink! AMSTRAD ACTI'D'N SEPTEI‘IEEER 1986 ?



Once again the letters have poured in, as the next four

pages show. Poetry is the flavour of the month, with a
Birthday Greeting from James Moloney and a Poetic
Problem with Spindizzy from Stephen Wiseman, while
controversy comes from Greece, with an anonymous
report on rife software piracy that would turn the
stomachs of any staunch pragrammer.

Problem Afttic has been flooded again, but we
have manned the pumps and sorted out your pro-
blems. In particular Arnor have come through with a
solution for those having problems turning off their

Protext ROM.

You too could grace these pages — and you might
win a £15 software voucher too! Send your letters to:
ReAction, Amstrad Action, Somerion, Somerset TAT]

JAH.

Unfair on dBasell
I should like to comment on the
review of DBASE 11 in the
August issue of AA. The main
thrust of the review seamed to
be a comparison with Condor. |
have never used Condor, so [
can't comment on that How-
ever, | would not agree with all
that said about DRASE I

To say that there i= no con-
trol over record layout on the
screen is far from the truth. Not
only does the command for
doing so ({@) have the largest
section in the reference guide,
but a separate utility (ZIP) is

provided to create screen
layouts.
The mannpal is also ecrili-

cised for not even being CP/M
specific never mind Amstrad.
The manual does not need to be
machine or even operating sy-
stem specific. One of the advan.
tages of DBASE Il is that n
behaves exactly the same on
ALL machines, 8 & 16 kit, CP/M,
MSDOS or PCDOS. Even the
command to invoke it is the
same, you just type DBASE on
any system. Also the database,
index, command, report and
format files are all portable
across different operating sy-
stems (except that the type of
command file is .CMD on 8 bit
and PRG on 16 bit). Assoming a
common disc formal, it iz po-
ssible to take a DBASE 11 data-
base created on any office ma-
chine and work on it at home
with and Amstrad computer.

I have used several dala-
bases ranging from Masterfile
and Delita on a CPC 464, through

DBASE 11 on several micros

| (including both 8 & 18 bit ver-

gions, single and multiuser) to
mainframe databases. For gen-
eral use | think DBASE 1l is the
best. It is simple for ad hoc use
and not too difficult to set up
very complex applications. I be-
lieve that DBASE I is better, but
I have never used it and it is not
available on Amstrad com-
puters (yet!). The one point that
I would guote against it was not
mentioned in the review, and
that is it can be very slow pro-
ducing reports of data from
more than one databasa (ie
where both primary & second-
ary databases are in use).

May | also suggest that an
article or series of articles on
database design, attribute ana-
lysis, normalisation etc. might
be a good idea. For efficient and
best use of a database, especi-
ally in buosiness, proper data-
base design is essential, The
micro magazines seem fo ig-
nore completely this aspect of
database use. Not only iz no
guidance given, but the potent-
ial user is not even told that such
a discipline exists. May [ re-
commend the book ‘An intro-
duction to Database Systems’ by
C ] Date, published by Addison
Wesley, as a good all round
intraduction to the subject of
databases.

Graham Murray
Southampton

While we may agree that the
Bad News point ‘Can’l define
the layout of the record cerd’ in

8 SEPTEMBER 1986 AMSTRAD ACTION wut you st nsed ms..

our review of DBASE II is mis-
leading when read in isclation,
we gtill stand by the point. Con-
dor 1 prompts you fo define the
layout of the data-entry screen
as part of the process of creal-
ing a data file, using control-key
combinations fo move around
the screen placing felds and
prompts where you wish.
DBASE @I, as we undersfand i,
uses the command @ in a
similar fashion to the way the
PRINT command is used in
BASIC, and as such is really a
programming tool. As for ZIP,
this is really a programming
utility which is used to make the
design of input and oulpul
SCreens easier.

It is evident from your letter
that you have some experience
using & variety of database sy-
stems on a vanety of machines,
However, our review of DBASE
@I, and indeed all our raviaws of
business software on (the
Amsirad machines, are aimed af
the novice user coming to busi-
ness computing for the first
time. It is in this context that we
locked at both screen desigm
and the manual. It is commonly
accepted that DBASE Il is not the
friendliest database system
around - its sirengths lie else-
where. DBASE Ill does indeed
provide both pewer and friend-
liness, bu! as you state it is not
yet available for the Amstrad
models.

On your last point, I would
just like to add & recommend-
aton for the book *"Working with
dBase II' by M de Pace. I hsva

-n.t *E

found this to be &n ideal com-
panion to DBASE I, malking it a
lot easier to use.

Clubbing down

under
Herewith I enclose a compli-
mentary copy of the latest

magazine published by
AMSWEST Amstrad User
Group, Perth, Western
Australia.

Woeuld you please publish
our name in your magazine as-
king for correspondents. Wa
are very interested to know
how other groups manage, and
what they offer their members.

QOur group, currently num-
bering nearly 200, are at pre-
gsent doing Basic and Machine
code courses, with guest
speakers on various other as-

NS




Happy Birthday Amstrad Action,
Your mag is really great,
I'Ilﬂltwimyuulmmm
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~There's also a high-score table,
- -For nearly every game; ;
And if your score is good
: = Ymcmﬁinmlqm,'

_ R last word to all you Amold

owners,

. This you must be told,

This is 2 month of celebration,

s Amstrad Action is One Year

pects of the Amstrad, such as
Microfile, Tasword, ete.
Thelma Axdron

“Amswest"

PO Box 1099

East Victoria Park, 6101

Perth

Western Rustralia

Tel: Perth 361-8975

Cheating at Chess!

A warning about Amsoft's Cyrus
Chess - it cheats! On a number
of ocecasions now when using
the technigue of forcing the
computer's king onto the edge
of the board with, for example,
two rooks, the computer has
cheated. At the 'mafe in one'
position it takes its move, then
replaces the king to its original
position, and swaps sides. |
mean how underhanded can
you get? Has anyone else had
this problem?

Now I will ging the praises
of Arnor for their Protext word
processor, on which this letter
was produced. The word pro-
cessor is fast, easy lo use, and
very well thought out. I would
recommend it to anybody, from
beginner to experl. | use the
ROM-based version, which also
has the advantage of making the
disc drive on my 4684 easier to
ase; in fact | now switch on the
word processor to do most of
my disc editing since you don’t
need to use the awful procedure
of defining a string for the file-
pame, you just type it straaght
our

| most also give a mention
for the Micro Peripherals MP-

0ld.

James Moloney
Co ﬂw, Ireland

168 printer which [ could so
easily review in this letter. As it
is | shall restrict myself to say
thal not only is il by far the
quietest printer | have come
across, but the NLQ print, in my
opinion, is unrivaled by any
other dot matrix printer I have
seen, When yoo consider that
the NLO is produced at 75 cps
(165 cps draft quality), what
more could you want from a
printez?

Paul Tansom

Portsmouth

"Woulp qow miND Blowie
iNTe THIS BAs s|p2, F

Invisible Ghosts

I would like to offer a few lines
In response 10 points raised in
your July edition concerning
The Covenant.

[ think Robert Carter's re-
ference to a ghost may contain a
misprint; he writes ‘if [ re-enter
a segment after just leaving it', 1
think this should read ‘after just
SAVING it'. Thiz happened to
me on numerous occasions. The
ghost is invisible, but you know
it 15 there because there is an
audible energy drain. You can
even stun it with a lucky shot
and pick it up! Alternatively, if
you leave the segment, clear the
adjacent one, and then re-enter,
it will prebably rematerialise

| sent in a claim for Coven-
ant Hi-score of 55,288, as did
Brian Smith (in fact ['ve now
completed the game three
times, with the same score each
time and a best of 283 mins.) The
fact that you have at least three
claims for higher scores leads
me to wondar how they were
achieved. [ certainly had no-
thing laft to collect, energy was
at maximum, and bonus for re-
turn to start included. I can only
come to one of two conclusions:
(1) Somebody iz being a little

‘over-optumistic’ with their
score olaim. but this seems
unjust,

(2) There are several variants of
the game about. The version on
the 10 Compufter Hils casselte
certainly had at least two loc
afions that could not be com-
pleted, at which point [ gave up
in disqust after several wasted
hours.

This of course raises the
point that, if there are several
versions of the game about,
some of us poor consumers

Poetic Problem

Dear Sirs [ write to you this day,

To help me out, [ beg, [ pray,

Alone, helpless and
dumbfound,

With the gaine they call
Spellbound.

1 know you've given hints and
tips,

But try and try, I'm falling to
bits,

A nervous wreck have |
become,

Why even the cat is drinking
mm.

My name and address you'll
have to print,

So friendly readers can send me
a hint.

Your mag is ace, | think it's fab,

[ have bul one more thing to
add,

Last issue (Aug) did Toot ] see,
But only twice, how can this be?

have little or no hope of getting
o the top of the Hi-Score table,
even if we play till Arnold starts
steaming. Perhaps through your
‘high level' contacls with PSS
you are now in a position lo
reveal what the potential top
score for The Covenant really
is. It has to be a definite fiqure
as the task iz clearly defined
and there appear to be no
variables.

Finally a weord on the long
running free’ cassefte saga.
You really only have yoursclves
o blame, sinee you insist on
using the werd ‘free’ al various
points in the mag. If instead you
pointed out that what you are
offering was an absolute bar-
gain at a mere 50p everyone
would shut upl At which point so
will I!

David Sizmur
Bourne, Lincs

It is partly for those reasons that
we have dropped the Hi-Score
section from this Issue on
(throws up hands to protect him-
self from the abuse hurled by
fangs of Hi-Score!). Yes, I knmow it
was popular with many readers,
but to others it just served lo
humble their effortz on the joy-
stick and...no, wait, not the rot-
ten eggs!...s0 we have replaced
it with our ‘First Day Targel
scores’. These are the scores
that Bob reckons a good player
should be able to achieve affer
ane-day’s heavy play, and pro-
vide some sort of guide by
which o  judge your
preformance.

As fo your last point, I think
guite encugh has been zaid
about the ‘free’ cassefte offer
too.

What have you done to him, you
cruel lot?

You've probably cooked him in
a pot,

Hawve you eaten him for tea?

Or sacked him for acting
irresponsibly?

Bring him back AA or elsel!)

My 464 iz one today,

No problems yet, all is OK.

Now to end this little rhyme

And type in progs on this
computar of mine,

Readers out there please take
heed

Knowledge of SPELLBOUND is
what ] need.

Stephen Wiseman

51 Davidson Place

Northfield

Aberdeen

Gramplan ABZ TRD

Toot? yum yum!

Will you still feed me.. AMSTRAD ACTION SEPTEMBER 1986 9




Greeks bearing
gifts...

We are writing to vou because
we think you might be interes-
ted in the Software condition in
Greece. It is really like Wild
West (no laws...) We are aware
that some of your readers will
be envious of this, and others
might want to Lill us, but here it
iz difficult to find someone who
awns ONE original tape or disc. -

Computer shops pirate
programs and sall them at vari-
cus prces ranging from £2.50
(Give me your disc to write you
a game) to £45 (CP/M lan-
guages). Of course there are
ads for Pirated software which
sell from 25p to £2. There are
many people who own well
over 300 titles. Personally we
have more than £1800 worth of
Pirated software that we got
almost free (to be honest, we
payed around £18) and shall get
much more. Piracy here has
reached a record level that only
Italy can surpass (maybe...).

In Greeca, many pro-
fessional programs have been
iransferred from other CP/M
machines to the Amstrad before
the Amold wversion was re-
leased in UK. Have vou ever
heard of Fortran-80, MBASIC,
SBASIC, DBASE 11, COBOL-BO
and Turbo Pascal, all custom
installed on the machine since
December 18857 Thiz job has
been done here with help from
a A44-inch second drive,

Please excuse us for being
anonymous, but DO print this
letter just to inferm you lovely
readers (we mean this) on what
happens outside UK.

Thizs letter was written
using Micropro's WordStar
which we bought at a... discount
for £0.00 (18520 & &&T*).
Psychopath Intruders
from Planetary systems
of the Goon Galaxy...

Greece

From what you've fold us, [
doubt If there are any Hourish-
ing software houses in Greece!
(maybe I'm wrong, but I doubt
it} After all, programmers need
to eat just like the rest of us, and
if they are not making any
money frem their work because
it keeps being pirated then
they'll probably just esarn a
crust at something elge.

There's a lesson here for us
all

Locating the Loki

My Spectrum (friend) has ‘war-
ned' me of a new
Amstrad/Specttum  Computer
called the LOEKL Unless some-
one out there doesn’t lmow
about this new thing, [ will let
you reveal this to them. I can

Type-in trouble

As a newcomer to computers, [
have had my 464 for a couple of
months now. | thought I'd try out
some of the user magazines for
the Amstrad micros. Unfortu-
nately [ didn't try yours omtil
last. f I'd bought AA first [ need
not have -wasted my money on
the others, which might as well
have been written in a foreign
lanquage. Come to think of it, it
was a foreign language!

Anyway, to the point of my
letter. Efter reading my second
copy of AA (July) I decided that
your ‘type in’ Blitter was de-
finitely the most impressive
graphics display my Arnold was
going to get his bits around
since I'd bought him. So I began
to prod away. An hour later with
finger and eyeballs recuperat-
ing | plucked up the courage
and ran the program. To my
surprise, instead of the usual
screenful of syntax errors, the
grid unfolded and a mult-
coloured football started plott-
ing and apparently flashing and
spinmng (what happened lo the
red and white ball?) Then just as
I was getting interested it all
stopped after the ball was fully
plotted and the Ready message
came up. The grid and football
were still there. There was also
ne sound and yes, [ did have the
volume mrned op. The second
attempt at running the program
produced a red and white
striped football. again this
stopped when fully plotted and
the Ready message appeared
agamn - still no sound, and what
happened to all that bonneing
and spinning?

1 did notice, however, that
pressing Key 1 listed the whole
program in Mode 2 and even
after deleting line 430 it still did
not disable this funcfion. [ think
the computer had taken control
by thiz point. I can only assume
that line 430 was somehow the
cause of my problems, especi-
ally considering that the next
line seems to be concerned with
the sound which I never heard.

So please can you help? Is it
me, Arnold, your listing, or did
my typing finger stray where he
shouldn’t?

Andrew Staples
Worcester

ft sounds as though your typing
finger strayed I'm afraid. Line
430 simply defines that function
Ekay to list the program in Mode
& Unfortunately, deleting it
won't make any difference as
the program it2elf doesn't rede-
fine the function key, so it stays
as defined until you reset
Arnold. It sounds as though you
mighi have made a mistake in
line 490 or 600 — otherwise we
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are totally bewildered, though
the mistake is almaost cerfainly fo
be found after line 430.

It looks like you will have to
check your typing again. The
program printed in the maga-
gine I a photographic copy of
the listing produced on a prin-
ter from a working program, so
I'm afraid it's your mistake.

' | ToLp qou HoT To suq
THE CHEAP wERSIop ., 7

interference

Fve had my Amstrad CPC 464
for more than a year, and have
not solved this problem: every
time [ switch on the computer il
malkes the radio unbearable to
listen to.

Is there anything [ can do to
stop this interference? (And
please don't say ‘switch off the
radio’ — this is far from helpful!)
T Davies
Dyfed

We have encountered this pro-
blem, particularly while listen-
ing fto VHF radio. The imfer-
ference doesn't seem (o ocour
to anything like the same extent
if you listen to MW or, befter
still, LW - bat i it still persists
you couald fit a suppressor fo
Arnold’s maing piug. These cost
2 few quid in your local electr-
jcal store, and should soive the
probiem. If it doesn't you'll just
have to.. (whispers
quietly)...turn off the radio.

Using Draw screens
First I want to congratulate you
on a mega mag as it is the best
that [ have yet read.

I owm a CPC 464 with green
momitor and | have recently pur-
chased Melbourne Draw. [ think
that it is an excellent package,
but I find it difficult to use the
colours on my green monitor.
My only complaint is with the
booklet which accompanies the
program. In some parts it is
unclear. I am able to use my
pictures as loading screens in
my games, but [ do not know
how lo use the pictures within
my games and call them up onto
the screen. 1 write my games in
Basic and they are mostly ad-
ventures. Please could you pro-
vide me with a short listing or
tell me how to get my pictures
stored n memory and then
called back again.

Oh, and thanks for last
month’s 3K loader. It was very
much appreciated.

Justin Grimley
Co Armagh, N Ireland

Unfortunarely, unless you have a

friend fluent in machine code,

there is no easy way of using
Melbourne Draw pictures in
your Bagic adventures. This is
because they take up around
16K RAM for each screen, so
you wouldn't have room for
much else. If you want fo put
pictures into advenfure
programs, either draw them in
Basic or use a package such as
Incentive's Graphic Adventure
Creator (£32.85 on cassette). If
any readers have ancther so-
Iantion, let us know!

Locoscripting a film

I recenmtly purchased am
Amstrad PCW 2288 and am very
happy with it. One of the tasks [
bought it for was scripl-writing.
Since a film script tends to have
a number of recurring charac-
ters, one of the things I would
like to be able to do is 1o re-
place names with initials, or at
least fewer keystrokes. In an
averacge script I might have to
write out ‘Stephanie’ four or five
hundred times. Would it be po-
sgible to do this using Loco-
script, or would someone have
to design a special program?
Kevin Hoyes

London N1

What you need is what is gener-
ally known in the business as
‘Search and Replace’, but what
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Locoscript chooses to call "Find
and Exchange'. This will find
any chosen string of characters
and replace it with another
string, and is dane with the aid
of the EXCH/FIND key.

The simplest way of coping
with your problem is simply to
label your characters '*A’, "*B'
or whatever, perhaps using
their initials, and then replace,
say, '*5' with ‘Stephanie’ when

you have finished. The reason
for using '*5' rather than just 'S5’
iz that, presumably, you will be
using the letter capital 8 in your
script in quife a few places
where it does not mean
‘Stephanie’, but you are unlikely
to be using the string 8" 1o
mean anything else - unless it is
a very unusual play.

Easy solution

In last month's ‘Problem Attic’
you printed an inguiry from
Paul Webb who was ‘short on
memory' when trying to run
Cyrus I Chass from disc with a
Protext ROM cartridge fitted.,

It is nol a good idea to keep
removing these ROM cartridges
as eventual wear on the
computer's edge connector can
render any peripherals
unreliable.

[ am fully aware of the
Amsoft disc protection system
that is utilised on games such as
Cyrus [I, and the reason that the
‘not enough memory’ message
is displayed is that the protec-
tion routines needed to load and
decode the disc software have
to run from a specific address in
meamaory. This is an address just
below the defaull HIMEN of a
disc-based machine and is
necessary to allow very large
disc files to be run from pro-
tected media.

All the Arnor ROMs and
cartridges of recent months
have contained a software com
mand that allows the user 1o
switch off all external ROMs and
allow these protected. type
programs to load. The com-
mand format is | ROMONT. This
command, when executed, will
reset the machine and turn off
all external ROMs except the
dise ROM of course. Earliar ver-
mons of Protext may nol contain
this command but it is stll a
relatively simple task to per-

This program can be saved on
any disc you use and quickly
run prier to leading your games
software. Much batter than keep

unplugging!

Dave Mendes

Arnor Limited

Turning of the ROM
Your solotion to Paul Webb's
problem (Problem Attic,

August) is a little drastic as it
ignores the simple solution of
using PROTEXT's (admittedly
poorly documented) ROMONT
external command. This turns
off all ROMs except Basic and
AMSDOS (numberad 0 and T)

Unfortunately, CTRL-ENTER
then no longer produces
RUN"DISC: the aquivalent
UTOFIA command (1e

|ROMON,T) avoids this, and
should therefore be used in
preference if UTOPLA is fitled as
it makes it easier lo run Cyrus
11 Chess, Incidentally, it séems
to me to ba a little harsh of Paul
Webb to call Cyrus's ‘nol
enough memory'  message

blunt, since it continues thus:
'...please turn off any hardware
expansions then return’

M ] Earp

Watford

On the track

of the turtle

I recently bought a PCW 8312
and also your July issue, Being a
complete novice at computing |
needed some idea of what was
available in the way of software
ete. [ have learned a great deal
just from the July issue and was
particularly interested in Re-
action and the Problem Attic as |
have ftried to use programs
other than Locoscript and can't
get them to worl,

My biggest problem is with
the Logo software as supplied
with the 8512 and with the in-
structions in the second half of
the first manual. I can use the
turtle to draw all sorts of things

- i :
form from BASIC. Try Mthis ., she screen but it is not clear
program how to save them. Even worse is
WIBOOEN 7 COCERCSI 0OCAC 3000 ¥
L POKE RBFOO- T WAL (< B sMIDS {08 [*2+ 1 23) 'NEXT

that there seem to be no instruc-
tions on how to print out what is
on the screen! Can anyone
help? Also is there any software
available that can combine taxt
with graphics and print it out?

[ would also like to contact
any other 8512 owners in the
Brighton area who are trying to
do more than just
wordprocessing.,

Paul Lickiss

56 Eleanor Close
Lewes, East Sussex
BNT 1DD

Tucked away on page 18 (at the
back of the manuall) is section
3.13. Here it explains that the
command SAVEPIC ‘“filename
savas your LOGO drawing as
a'picture  file” Convarsely
LOADPIC ‘“filename loads a
saved file back onfo the screen.
The simplest way of printing the
contents of the screen using the
PCW's printer iz to hold down
the EXTRA key and hit the PTR
key. This prints out the whole of
the screen display from within
virtually any PCW program -
handy that.

As for mixing text with
graphics, I'm afraid it's early
days for the PCW at the moment
and there is, as far as we know,
nothing around that will do this
with any measure of versatility.
You will just have fo wail until
AMYX Pagemaker or Fleet Street
Editor appears for the PCW
range.

Put in the boot

Please could you tell me if it is
possible to boot a program from
disc — for instance a menu -
using the Command |CPM? I
so, how?

D Herrington
Stockton-on-Tees

Some disc-based games use a
very clever (rick so that when
you lead using [ CPM they auto-
matically load the game. To do
this yoursell you would have fo
rewrife part of track O sector 41
of a system format disc so that
the disc ran your program
rather than booting CP/M, and
there is cerfainly not enough
space here to tell you how!

However what you could do
is write a file on the system disc
called PROFILE.SUB. This is a
special ‘Submit' file that will
auwtomatically run when CP/M is
booted, and can conlain any se-
quence of CP/M commands you
want. For example, if your
program is in a flile called
PROG.COM, then wrniting a
PROFILE SUB file containing the
word PROG" will cause your
program (o automatically run
after CP/M iz loaded with the
{ CPM comumand.

only say it looks like a 464 rip-
off.

Now to get down to the
nitty-gritty of this letter to your
totally mega-magazine. [ would
like to know if the Atari paddie
can be used on the 464 as it
resembles the new Quickshot 7
Joy-Card.

Craig Parkinzon
Rotherham, 5 Yorks

The Loki was a high-technology
product that was in the early
stage of development by Sin-
clair Research just before the
Amatrad takeover. A Sinclair-
based magazine ran a rather
premature story on the Loki,
suggesting that Amstrad might
replace the CPC range with it
Nothing has been heard of the
Lold since and, though wa have
no idea what iz likely to come
out of Amstrad's factories in the
future, it is unlikely o surface in
the form predicted - for a start,
if it had all the interface ports ir
was rumoured to sport the Lok
would have had to have been
nearly three-foof long!

Cut the grovelling

I firast bought your magazine in
May and the free tape was
great! However, | am not going
to grovel and say what a superh
mag it ie.

Which brings me to my first
point. Cul out all the 'grovel-
slurp’ bits becausa certain
pecple say, "What a great mag
you prodoce blah-blah-blah,'
and then start slagging it off. I'm
gure letters that suck up to you
have twice as good a chance of
baing printed.

Secondly, what happened
to third opinion? In your May
issue you said "We don't rely on
just one, not on a mere (wo'
opinions. So you've criticised
yourself,

And the last two things are
to do with the July issue. 1
thoroughly enjoyed your great
review of Disk 50 on page 66
(Heavy hint). Although I haven't
got a disk drive | was seriounsly
considering buying Casseite 50,
as they must be the samae,

Oh, and also the 464 listing
of Cot £8 was superb (another
heavy hint). And if you decide
to send me a free tape ['ll have
Marsport, but no doubt you
won't print this letter because
you den't want your ‘Mould-
Breaking Magazineg' to be
criticised.

Paul Monaghan
Stockton-on-Tees

There, you see? We don'l just
print the grovelling letters, only
the best letters. As to the Third
Opinion, they're back this
maonth.

Drscuated Tunbridge Walls AMST'RAD RGTION SEPTE NIEER 1986 1]
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§ US GOLD AIM TO
. MASTER THE
UNIVERSE

¥ US Gold are going for a massive -

mwmﬂhmﬂmm “Man 'by the power of Grey-
for Christmas with at least eight skull’, to battle against lhﬁ ﬂil i
relsases scheduled and poss- -Skahhr . Xevious, a shoot-em-up featur-  j
- ibly more 1o come. mmmmomm:- " ing wertical scrolling; Express

Top of the hilling comes the *nlam 15 the Amstrad version  Raider which involves fighting :
official Masters of the Universe of that arcade classic Gauntlel karate-style on carriage roofs; Revolution, a 3D mmtodgamq 2
‘game, launched under agree- from the Atari Games Corpor- and Breakthru, a game from the m:mudatubnmms_?pm-_.
mt‘lnlh'ﬁattﬁl Slmdcmthe ~ U8 arcades that is ‘like =a mold. i

. sideways Commando in a flying
“jeep’ and involves five stages in
mountain, prairie, bridge, city
ami airfield settings.

nﬁm Thmh_a.rgm_n -player role-

& : 2 s hope that their umu_g'
. Super Cycle, 2 bike racing. uﬂmmckmaughmmamr..
.'Q:ﬂamevmﬂmﬂarhﬂ:ea:m&j:..,. 2

Arnold speeks

his mind
Out now is SPEECH!, an unusual
speech synthesiser from 3Su-
perior Software. It is unusual
because it requires no extra
hardware at all - all the action
takes place in the software. It is
supposed to be very easy to
use; you simply type in *SAY
followed by the sentence in Ex-
glish and Arnold sounds forth
on any subject you want. It is
also very cheap at £9.85 on cass-
aette and £14.98 on dise. Let's
hope it is also comprehensible!
Superior Software
can be contacted on
(0532) 458453

P £1,000 to be won! //:‘%

Micronet have ijoined f{orces
with PHAB to bring you the
chance to win £1,000 and salve
your conscience at the same
time., PHAB is an organisation
that prometes better under-
standing betwean the Physically
Handicapped and the Able
Bodied, so it is appropriate that
the competition should be about
just that,

What you have to do is
write a piece of software that is
designed to increase our
awareness and understanding
of the problems that society cre-
ateg for the physically handi-
capped - so this is a chance 1o
put your programming skills to
good use. The competition is

Name changing

It appears that the trend for last-
minute changes of names is cai.
ching on, Design Design have
just announced that their forth-
coming title Nemesis is no more
— instead they are laum,hmg
Nexor. The reason? There is
already a game called Nemesis,
Design Design's new title in-
volves the defence of a Weapons
system developad at g base
called Nexor against Andro-
bots , so the new ttle is quite
Appropriate.

Also annownced is Taking
Tiger Mountain, g deep gpace
battle game fea turing high reso-
lution colour screens and fas ast 3D

R

target computer (Amstrad CPC
or PCW) and the instructioms if
necessary. Your programs musi
run on a ‘totally standard con-
figuration', so printers, light
pens, mice and speech boxes
musn't be essential. Joysticks
are hne, provided there is a
keybeard option as well,

open to all UK residents, and the
closing date is 30th November
‘B6. Entries must be clearly
marked with the author's name
and address, together with the

With a prize of £1,000 this
has got to be a good one! Fur-
ther details from Micronet on
01-278 3143, or PHAB on 01-388
1863,
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vector graphics. It is rep

lo nead strategy and qulciﬂt;':sﬂ
king as wall as Magellan-
bashing, and to be ‘the most
battle  simulation
gn Design pro-

advanced
available’, Desi
duced the classics Dark Star and

Tank Busters, so we wait in

il.rmmpa tion.
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THE PC GUESSING

Enough of this pussyfooting on
the fence - it's time for AA to
join every other magazine in the
PC GUESSING GAME! Yes folks,
it's easy to play: all you need is
a vivid imagination and a suit-
able publication. Good contacts
might help, but are not essen-
tial. The name of the game is to

¥ guess the specification, launch

date and price of the PC-
compatible that Amstrad might
(or might not) be bringing out.
There are no prizes for getting

R it right, except a warm feeling

of smuggness at the others who

B¢ got it wrong.

pugﬂijuu for: us Snrvix:eu pro-
nliM mntu&n rﬂm:. xa-rhm of

mmm wrill tualuw uhhrﬂr but
this ig the place fo- m other
Amstrad owners.
Hmhanh:lp qﬂﬁqmﬂﬂt in-
chides access fo the whole of
Prestel, and the Amstrad area
will be unusual in thal routes
from its pages will lead directly
to the: -more business-orientated
sections of the database, such as
Bizenst, ﬂnlnmcu and Telex
services. For further details
cnmact Mﬂtﬂhﬂ on ﬂl-"ﬂﬂ 3143.

YV VYV

NEXUS ON PCW

Nexus, rom Nexus Productions
Limited and an AA-Rave in this
issue, is 10 be released for Joyce
as well as Arnold in the near
future. prices haven't yet been
fixed, but the dizc version for
the Amold costs
£14.95, which
should give
some
indication.

So what's our prediction?
We on AA are going for a spec-
ification of 512K RAM, single 5'4-
inch dise drive, a non-Hercules
standard graphics card, built-in
joystick, and three spare IBM-
compatible expansion slots. On
the scftware side we reckon it
will come with both MS5-DOS
and DOS-PLUS operating sy-
stems, plus the GEM graphic
environment package from
Digital Research. We are going
to put our necks on the line and
gay that it will be packaged with
GEM Write and GEM Paint as
well, and it will definitely come
complete with a mouse.

Tolkien Blockbusters

In case you didn't know, Mel-
bourne House decided thal July
was 10 be 'Tolkien Blockbuster
Month', and are celebrating it in
two Ways.

First of all, and of great
interest to PCW owners, they
are launching their adventure
version of Lord of the Rings on
Jeyece, tegether with the classic
The Hobbit. Both versions are
abviously on disc.

Also to mark this auspicious
month comes a drop in price for
The Hobbit on cassette. This will
be available, without book, for
£9.95. £14.898 buys the book as
well.

DRAGON'S LAIR

Yes, the first game fo use Laser-
disc display in the arcades will
soon be available and showing
at your local Arnold — but with-
out the laserdisc of course.
Bagically an action/adven-
ture game Dragon's Lair-arcade
version featured by far the most
spectacular graphics seen at the
time. Whether this version can
match the original in any way
has yet to be seen, but Software
Projects have developed a new
multi-loading technigque which
allows the next screen to load
while the game i5 being played.
it is worth remembering that
they were the authors of Manic
Miner and fef Set Willy, so they
have a reputaticn to maintain!

lic at the PCW Show in Olympia
on September 3rd. All models
are reckoned to come with
monitor but without printer — the
cheapest at £3%9 being mono
display and single disc drive,
the second with twin drives

costing £499, and the top model

at £599 complete -with colour
display. All prices exclude
VAT, and we don't think there
will be a hard disc version yet.

There. That's our (late)
eniry to this fascinating compe-
tition. Find out next month
whether we've got a smug ex-
pression or egg on our face -
but if wa're right it will be some
machine, both at home and in
the office.

Full IBM PC compatibility
will give you access to the vast
ranga of business software al-
ready available on the market,
and there are plenty of games
for it too. PC-compatble soft-
ware ig very pricey by Amstrad
gtandards, but we've heard
rumours that prices could be

HadDCUEE ME To Him~ - dropping here too. After all,
PC COMPATI®LE...” dBase Il is now available for the
PCW range at less than half its
original price; and if this hap-
pens to any great extent it could
make for exciting times ahead!

it o
PodT
i MoT PC

As to launch date and price,
we are predicting three ver-
sions to be launched to the puk-

GOLDMARK SYSTEMS

SOFTWARE FOR THE AMSTRAD

IN
Side 1 of our conversions cassetle will AUTOMATICALLY
transfer the three games to disc including the screen. Side 2 is
for NON-DISC owners and will reduce the loading time of around
15 mins. fo just under 3 mins. This program is very useful if you
are in the habit of getting killed!

Cassette £4.00
SPEED-TRANS
SPEED-TRANS Is specifically designed to transfer most

programs that have been protected with the SPEEDLOCK
proteclion system. Contains full instructions to convert to disc.
Casselte £5.50

VIEWTEXT

This utility will allow you to see the text in a BINARY file. It is
particularly useful for games that require passwords (e.g. Hacker
and other adventure games). This utility is TRANSMATTABLE to
disc.

Casselle £3.00
WHY WAIT AGES FOR YOUR PROGRAMS TO LOAD -- let us
help you o convert them to disc. Pleasse telephone or write for
further information and other services we cffer (large SAE
appreciated).

UK prices shown. EUROPE add £1.00 per tile. REST OF
WORLD add £1.50 per file. We accept EUROCHEQUES.
Flease make your chegues payable in sterling.

GOLDMARK SYSTEMS, 51 Comet Road, Hatfleld,
0SY. England. Tel: 07072 71529. Up 10 9 pm.

Herts, AL10
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PIRANHA
Macmillan, the book people, are
sinking. ftheir teeth into: ihe

games market with their Piranha
label and several new nhtles
scheduled for the next fow
months. Programs are being de-
veloped with the help of com-
panies such as Design Design
and Delta 4.

. First on the agenda in Sep-
tember are the Amastrad version
of Popeye, based on the famous
comic hers; and The Coloar of
Magic, based on a book of
which  lsaac Asimov's Secience
Fiction Magazine saud: 'This 1s
niot just the funniest fantasy I've
ever come across; it’s one of the

the
tos. .
release of who flies.
dragon
name ::d barns its Way t.'nr:ﬁ:
orid in %€ :
m;hunﬂﬂmrw Eros. On e wa!:““
gobbles majdens fﬁdmmmpﬁ
kmghts all agains ANOTATOIC
s new P
featuring Lol due 12
scrolling i

funniest books', so it can't be
bad! Popeye will cost £2.95 and
The Colour of Magic £3.95, Alzo

due in September is The Trap:

Door, another funny based on a
new. TV series from Terry
“Wogan Productions. It features
Bumbling Berk {and Terry?) and
willbe priced at £7.85. =~
Octcber should see three
titles. Rogue Trocper at £8.95 iz

“an arecade battle fealuring the -

character from Z000AD; while at
£9.85 is Nosferatu the Vampire,
a graphic adventure after the
movie of the same name, and
Strike Force Cobra - featuring
4D perspective colour graphics,
four independent feam mem-
bers and over 250 locations. -

Trivial Pursuits

Well, it had to happen. The most
successful board game of the
Eighties has arrived on com-
puter, and in two very different
versions. From Domark comes
the official version, and it is
supposed to be pretty faithful to
the original with many of the
questions from the Master
Genius Edition. But new ques-
tions have been added too, that
are supposed to take advantage
of the Arnold's graphics and
gound. It wil be priced at
£14.05,

The other version comes
from Arcana Scftware Design,
and is previewed on page 38 of
this issue. Suffice it to say that it
is set in Ancient Greece, 15 not
that faithful to the original but
features over 2000 guestions,
and involves you playing one of
the Greek gods. It will cost £8.95
on cassette and £14.95 on disc,
and you could win a holiday in
Greecce! One copy released
before Christmas will contain a
special message that will be dis-
played at some point during the
game. If you get this message
contact Arcana straight away -
you might not have to save up
for that holiday next year!|

enough set in a Russian nuclear
Power station - but this time you
are rying to save it rather than
blow it up (should do wonders
for East/West relations!). It is an
arcade shoot-em-up featurine
isometnic 3D graphics.

: On to October, and the fe-
eqase of a game that -
Ra!rlhnl look like Bamh:m;'::
Vikings. This ‘saga of abject

greed in the face of manic feroc-
ity involves i
through lowlands, burning and
pillaging willagers and horse
rustling. Cue the jnﬁqw_up
Rambo meets the Vikings. Also

axXing your way

scheduled iz The Big 4 — a com-
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Boldly going Beyond
Beyond, the company who pro-
duced Lords of Midnight
amongst other successes, have
been appeinted by film com-
pany Faramount to produce the
first official compuler version of
Star Trek. It wil be an

arcadestrategy game, and is 1o
be written by a team headed by
Mike Singleton, the creator of

those astounding graphics in the

Ty

pilation of Saboteur, Turbo Es-

Lords of Midnight.

This year is the 20th an-
niversary of Star Trek, and
celebrations abound. Countless
conventions for the dedicated
Trekky are taking place around
the world, and the launch is
scheduled to ceincide with the
re-run of the series on BBC tele-
vision in September. Let's hope
they make it.

ST R TR

prit, Combat Lynx and Critical
Mass on a single disc, possibly
priced at just £11.95. S
Durell are busy this month,
with the release of a third game
called Killer DOS. Based on the
concept of the 'worm’' program,
you play a software worm that is
sent down-line by modem to
cripple a computer installation.
Again a new form of graphics
display is promised, with 3D
views of the computer architec-
ture seen from above.
November seas Saboteur II
- Avenging Angei cashing in on
the current ‘Ninja’ craze, except

ou play the Ninja's beaut-
E.la.l:iratﬂtpazl fo revenge your
fatally wounded brother. Over.
200 screens and plenty of action \
promised here. Also due 18
Sigma Seven, a seven stage
arcade game with three dmmcl
sections to each stage. Firstis &
4D space battle, followed by a
3D platiorm gn;m a:gl 2
with an arcade B ERE
A And finally, Dacember
should see the sequel 1o Combat
Lynx. called Deep Strike it 18
supposed 10 blend. _:umq&l
scrolling landscapes with sim-
pler controls. X,
What abod
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Would you buy a computer from o company whose
lege was a crocodile? No, | thought you wouldn't. But

the French have gone for it in a big way — perhaps

because they all seem to wear those expensive Lucnst

shirts with the same toothy beast on the chest.
The computer company, naturellement,
Amsirad France. The crocodile has slithered its w

into over 200,000 French homes and is now firmly
established as the top-selling micro in the country. ¢

We've seen the benefits over here. AA jedders
will be only Inn aware of games like Getl

ln the beginnning was the PES,I'E!E [nfcrmathue hrl.k up
one that brought you Craffon et Xunk and Eden Blues, alias Get
Dexter and Doomsday Blues. And the French saw that it was
good, and they sold many copies of their games, for they were
goed too. And it came to pass that Loriciels signed an agree-
ment with Activision, and lo, Le Cinguieme Axe became The
Fifth Axis, and that sold well ioo.

And other French software houses locked on and saw that
they were missing out on a very good thing indeed if they did
not get their games over to Britain pretty sharpish. And so it
came it to pass that a company called Infogrames decided to go
the whole hog and establish a UK company to translate and
market their gamas.

That's why this issue of AA has got a Pilg review of
Mandragore, the first Infogrames game to be released here.
The first of many, and not just from Infogrames - look out for
games from Rainbow, Ubi Soft, Cobra Soft, Ere and Loriciels in
the next few months.

Obviously then, there's a pretty lively Amstrad scene in
France. Possibly - dare | say it? - livelier than over hera. You
only have o go into a computer shop such as General, in Paris,
to see that Amstrad hardware and software are in demand.
Herve Collin, the manager, told me that they sell around 200
programs a day in the one shop. It's a little more understa-
ndable when you realise that they've sold arcund 12,000
Amstrads since September ‘85, largely 6128s with colour
monitors.

The reasons for such a success are not very different from
those that created the Amstrad boom in the UK. As Marc Andre
Rampon of Ere Informatique puts it; 'people were atiracted by
the all-in solution'. And, indeed, the price — although a 6128 with
green screen in France is going to cost the eguivalent of around
£470. 5till, it's a lot less than any comparable system. And, as far
as Herve Collin can predict, 'there's no foreseeable compe-
tition.” No wonder that Gallic crocodile's spurting arn enormous
grin.

e - S &

of software 1o be

1he
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ound in General

THE MAGS

French micro enthusiasts are spoilt for choice, particularly on
the Amstrad front. Amstrad Magazine, CPC, MicroStrad and two
more launches planned for the autumn. As well as these
specialist titles all the general magazines, such as SVM and the
games mag Tilf, carry hefty Amstrad gections.

Ingide the mags you'll find pretty much the same sort of stuff
as over here - although without AA's unique blend of wit, style,
good design and hard information. Cutside the mag, though,
you might get a shock; they all cost around £2!

CPM is a hardy perennial, listings go over in a big way -
some of the mags still publish special listings issues — and
games review are, of course, obligatory., Funnily encugh, the
French devote nowhere near as much space to games as we do,
And they don't give same sort of detall or eye-catching ratings.

One feature English Amstrad owners will recognise — if
they read French - iz the tales of woe in the letters pages:
where are the dises? why can't | find a 464 anywhere? why is
software house X advertising this game although it's nowhere
near finished?

Plus ca change, plus c'est la meme chose.

L’Affaire Hebdogiciel

Wackiest French mag by far is the weekly Hebdogiciel, a
bizzarre cocktail of strip cartoons, film and music reviews,
games reviews and listings.

Some of the cartoons feature the sort of ‘adult' topic you'd
be very surprised to see in a computer mag over here, while
the games reviews are writlten in a curious slang that must be
virtually incomprehensible to anyone over the age of 20 e.g.
‘And now, for your eyes only, a games review. You're happy,
you're overjoyed, you burst into laughter, youpiieee. Hop.
Ecstasy. You smile as you should, your lips curl up to your ears,
in short, you're in heaven'.

Hebdo seems to have taken something of a dislike to
Amstrad and Mr. Sugar, but he surely didn't deserve the
treatment they handed out to Amstrad in June.

'‘EXCLUSIVE: AMSTRAD CPC 5512' blared Hebdo's head-
line. They went on to give details of the 'mew’ machine: 512K
RAM, 8%inch drive, price slightly higher than the 8128. The
extraordinary thing is that the French fell for it, to the extent that
6128 sales fell, a software house announced that it's going over
to §%4-inch disks and Amstrad France sent an urgent message off
to Brentwood HQ. Sugar replied with characteristic lerseness:
‘Rubbish!"

End of story? Not quite. The editor of Hebogiciel is called in to
see Amstrad. They don't sue, but he is forced to repay the price of
the issue - just over £] - to any unhappy readers.
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THE SOFTWARE HOUSES

Ere Informatique

The first French games house to make a big impact over here —
with the best-selling Get Dexter. The company was started by
Emmanuel Viau and Marc Andre Rampon — both of them still
disgustingly young — in June B3. They started out with a flight
simulator written by Marc on the ZXB0, Intercepteur Cobalt. In
three years the program has sold around 55,000 copies in its
various incarnations.

Their first Amstrad prog was the execellent pinball simul-
ation Macadam Bumper, written by software star (and also
author of Get Dexfer) Remi Herbulot.

The next two games from El to appear in the UK, in
conjunctien with PS8, will be Contamination — a strateqy game
AR readers should kmow all acbut - and Facific, a submarine
arcade adventure with an alleged 32,000 screens (and an AA-
Rave in our August issue).

Marc characterises Ere as a company who ‘love anything to
do with ZB0 - it allows you to create beautiful graphiecs.’

Certainly, the other games | saw at Ere's offices bore out
that statement. Tension, an animated strip poker game to send
the shivers up Samantha Fox, features three characters on
screen, all of whom can change expression as they try to bluff
each other —and you. And the strip sequence is, well, something
else. Accompanied by some suggestive music, the female
player wriggles and simpers while the 'camera' zooma in on
various parts of her anatomy. It could just be a little too hot for
us over here.

The lads of ene of
lnanrnmcs' many
programming
teams, They'd like
fo say ‘Bonjour’ to
you

Melly Descloux, 50
per cont of Ere's

in-house graphics
team
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partin o night of
the living dead.

Title screen from
Craphic Cify, Ubi
Soft's forthcoming
sprite aditor

Uhbi Soft
If you ever saw the film Night of the Living Dead, then you'll
appreaciate Zombi, a disk-only Amstrad game from Ubi Soft.
You can choose to play one of four characters who have to find
enough petrol to escape from the zombie hordes on their tail.
The game has those familiarly excellent French graphics -
influenced by strip cartoons — and is icon-driven.

Future releases from Ubi iclude Graphic City, a sprite
designer which, they claim, is better than Laser Basic, and Fer
et Flamme (Iron and Flame), a role-playing game set long long
ago.

g Ubi Soft may well be unique in the history of games
software houses - the comapny is run by women. As they say
over there, ‘Cherchez la femme’.

Loriciels

Already well-known here for the intriguing Fifth Axis, Loriciels
have some tempting games due to appear in France for
September - although it's not yet clear how many will make it
across the Channel.

From the authors of Fifth Axis comes Sapiens, an adventure
set in prehistorie times which uses fractal graphics. Maracaibo
is an arcade game which poses you the problem of seraching
for underwaler treasure, while Billy-la-Baniieue - Suburban
Billy — has the bizzarre scenario of a greaser looking for some
good old-fashioned arcade games. | know the feeling.




Infogrames
If you start seeing armadillos all over the place, don't worry.
This 5 a perfectly normal reaction to the entry of Infogrames
into the British market. The Armadillo - le tatou - is Infogrames'
logo and, boy, do they make the most of it. You may even be
getting ‘The Daily Armadille’ shoved through your letter box
one of these days, telling you about their latest games.

The first release here is Mandragore, for news of which see
the Pilg's column, This is to be quickly followed by Omega, an
inlerplanetary role-playing game, and then The Vera Cruz
Affair, a murder mystery with superb graphics, previewed on
page 58 of this issue. In this line too is Murder on the Adantic
which, as the name suggests, is set aboard one of those big
ships full of characters escaping from an Agatha Christie novel.
La Geste d'Artillac is also one for the Pilg; if the gameplay gets
anywhere near the quality of the graphics it should be some-
thing pretty special.

Infogrames have something like 30 programmers working
in-house at their Lyons offices, They're a young company - the
co-founders only total B4 years between them - with a lot of
ambition; in an interview given recently with a French maga-
zine Bruno Bonnell said that Infograme's ambition was ‘to
become the international leader in interactive media. To make
Infogrames a Metro-Goldwyn-Mayer of computing.'

Scene from
Infogrames’
Herftoge

Title screen From
Murder on the

Atanfic gives a
clue to the gome's
location

Rainbow

Rainbow i3 a pretty new games house, but they've already
signed a deal with CRL over here. The first prog to come out —
probably in September - should be Warrior, a dungeons-and-
dragonsish, menu-driven affair in which you have to libarate a
country from its tyrant. If the plot sounds all too familiar, then
the guality of the graphics should compensate. And Rainbow
are promusing a much biger disk-only version.

Future releases in France include Geliath, a Zaxxon-style
shoot-em-up and graphics adventure Affenfaf, in which you
have to defeat a terrorist conspiracy. As yet it's uncertain
whether they will appear in the UK.

The whiz-kid
founders of
Infogrames:
Christophe Sapet
= in the unfinished
cardigan — and
Bruno Bonnel, with
the armadilios
running up his tie

MINITEL 23 PRESTEL 1

That's the proportion by which the French are leading us in the
comms field. It's not really something in the French character,
just the fact that hundreds of thousands of Minitel terminals were
given away to get the system going. There are now 1.3 million
systems installed.

So now, if you've got the gear, you can get access to any
amount of weird and .;onderful information. For instance,
nearly all the popular magazines and papers are on Minitel. Not
only can you read the paper, but you can get in touch with like-
minded readers and discuss the football results or the latest
films, or even where you'd like to meet for dinner.

5o all in all the French have really got their act together as
far as the Arnold is concerned, and in certain aspects are way
ahead of us - vive la difference!

e

STOP PRESS
 See page 58 for hot previews .
of new software soom to be
available in your shops, and
page 84 for a great compe-
tition in which you can win
the first of an Infogrames ;=
- game fto appear in this .=

e
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Absolu
Beginn

More loops and variables from Andrew WI“DH,

Part Five of our crash course in Basic

Last time we saw how we can use letters to represent numbers
in the commands we give to Arnold. These letters are called
variables, and are an essential feature of BASIC. In fact,
variables needn't just be single letters — words will do just as
wall. Thus, where we had ‘a=899:MOVE a,180' last time we
could have put ‘elephant=599:MOVE elephant, 180" instead.
Arncld would have understood and obeyed the command in
exaclly the same way - that is, he would have performed a
‘MOVE 588,180,

We also saw that we can alter the number attached to a
given variable name - the value of the variable - using an
assignmenf command. Thus, the command 'MOVE a,180' can
mean different things depending on what the last 'a=.."
command was. Take a look at this program:

The PLOT commands in lines 30 and 30 are identical, but they
do different things. This is because line 40 assigns the new
value of 210 to 'a’, wiping out the old value which line 20 had
set.

We rounded off last ime with a program that used the new
commands FOR and NEXT. We saw there that these commands
were very powerful, but we didn't see precisely what they did.
We're going to find that out right now — with a little help from
one of the first commands you learnt.

PRINTING VARIABLES

Right back in Absclute Beginners Part | we saw how FRINT
could be used to display text on screan. In fact, PRINT can do a
lot more than that. Try typing in these immediate commands:

You should find that the first PRINT produces the letter ‘a’, while
the second produces the number 593 - the value of the variable
'‘a’. The difference between the two is just a matter of punctu-
ation: the first has quotation marks to tell Arnold that ‘a’ is a
piece of text to be printed; the second, on the other hand, has
no guotation marks. Because of this, Arnold assumes you're
trying to PRINT the value of the variable 'a'. You previously
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assigned the value 583 to ‘a’, so that's what Arnold displays on
screen.

FOR-NEXT LOOPS
That may have seamed like a bit of a diversion but, believe me,
it was necessary. PRINT is vital for monitoring what happens to
the value of a variable, and we'll need to do a fair bit of
PRINTing to understand the FOR and NEXT commands.

Let's start off with a simple program which just prints a
message repeatedly:

gm;ﬂ TO :.n-
30 NEXTa

'a Dt

Lines 10 and 30 together make Arnold perform the PRINT
command in line 20 not once but five times. RUN the program to
see this for yourself. Then add to it by typing in new lines so that
it looks like this:

Now RUN this. You should find you get a series of messages,
each of them referring to the line that PRINTSs it. Thus, if you get
the message "Line 25" on the screen, you know Arnold has just
performed the command in line 5. In practice Arnold does this
sort of thing very fast, so you won't have time to think about
each line as it pops up on screen. That doesn't really matter.
We're interested in the order Amold performs the lines in, and
the number of times he repeats them.

Okay, you've got a whole series of messages on the screen.
Let's take a lock first of all at which messages crop up more than
once. You shounld have only one “Line 5" message and similarly
only one “"Line 35", The middle three, however, each occur five
times. They're not just in any old order, either. They come in
five groups of three, each one like this:

That is, thajr re in numerical order within t'has& groups. Cnn you
see what FOR and NEXT are doing here?




e ——

If you look back 1o the listing you'll see that the repeated
lines are the ones between the FOR command in line 10 and the
NEXT command in line 30. The combined effect of the FOR and
the NEXT is to make Arnold repeatedly run through the lines in
between them. As you may remember from last time, this
repetition is called looping. The FOR and NEXT commands and
the lines between them form whalt's called a Joop - that is, a bit
of the program which gets repeated. For obvious reasons, this
kind of loop is usually called a FOR-NEXT locop.

HOW MANY TIMES?
It's all very well me showing you how FOR and NEXT can make
a bit of your program repeat itself, but you'll also need to know
whalt controls the number of times it repeats,

Get nd of the old program using NEW, and type this one in
its plac:E'

gr 1mm |
. ;=-
30}

If you RUN this you'll get the message '"Hello'" appearing on
your screan ten times. Clearly line 30 is being repeated ten
times, so that’s the number of imes Arnold’s going through the
lnnp Changn lme Eﬂ to read:

ﬂMiﬁi!’ﬂ!

Now you should only get the message appearing five times.
Before you jump to any conclusions about what this second
number does, try running the program again with line 20
mcdiﬂed as [ollnw5'

mrnmntwn

Now you only get the message four times. If you can't work out
why, don't worry. Remember that business earlier about
printing the value of a variable? Well, that's what we're going to
do right now, and it'll show you exactly what's going on.

You see, that ‘a’ between 'FOR' and ‘=" in line 20 is a
variable name. The FOR command needs a variable to count the
number of times it's gone through the loop, and the 'FOR a="'
tells Arnold to use ‘a’ as that variable. Modify your program so
it looks like this:

When you RUN this you'll get a series of numbers running from
2 to B. Each of the numbers is the value of the variable 'a’ for
one pass through the loop - one performance of the PRINT
command in line 30. As you can see, the value of 'a’ starte off as
2, and goes up by one each time until it gets to 5. When Armold
finds the command 'FOR a=' he sets 'a' equal to the first
operand, runs through the loop, increases the value of 'a’ by
one, runs through the loop again and so on. Ha'll only stop once
‘a’ is larger than the second operand.

In this program, then, he sets 'a' equal to 2 first time
through. The NEXT command tells him to run through the loop
again using the NEXT value of 'a’ — which he gets by adding one
o its current value. Thus he runs through the loop again, this
time with 'a’ equal to 3. The same thing happens for 'a’ equal to
& and 5. After the pass through the loop with *a’ set to §, the
NEXT tells Arnold to find the NEXT value of ‘a’ again, ready for
ancther pass through the loop. The NEXT value of 'a' would be
8, however, and that is greater than the second operand of the
FOR command. So, instead of running through the loop again,
Arncld carries on with the rest of the program. In this case there
isn't any more program to carry on with so Arnold puts up
‘Ready” to let you know he's finished.

We can show what goes on even more clearly by adding
thﬂs-e lines to the prugra.m. and ru.n.m.ng it again:

You should now find that it PRINTs oul the numbers & 1o 5, tha
end-of-loop message and then the number 6. This last is the
value of 'a’ after Arnold has finished with the loop. As we said
we said before, this means Arnold carries on with the rest of the
program. So when he reaches the '‘PRINT a’ command in line 60,
‘a’ still has the value 6 from the last time Arnold performed the
NEXT in line 40 - so that's the number he PRINTs on the screen.

PUTTING THIS TO WORK

At the very end of last month's Absclute Beginners there was a
program which dragged a square from one side of the screen,
uer? slnwly It went as f ollnws

You should have some idea of how this works now. We haven't
covered that ‘a-+ 40" business in lines 20 and 30, but this is more
or less self-explanatory. It just tells Arnold to use 40 more than
the value of 'a’ for the first operand of the DRAW command.

THE LAST STEP

There's just one more thing I want to cover this month, and
that's the STEP command. Modify line 5 of the program above to
raad

! l‘ﬂl* ﬁ 'lﬂ
Nou-::e huw much hslﬂr ma gquare moves now'? That's because
Arnold is increasing ‘a’ by 10 every time it goes through the
loop, intead of the usual 1. That's what that STEP does for you - it
tells Amold how much the loop's NEXT command should

increase "2’ by.

FOR-NEXT LOOPS

The commands FOR and NEXT
work together to form Jloops.
Amold will perform the
program commands in between
the FOR and the NEXT re-
peatedly.

The FOR command needs a
variable-name and wo
operands. These are laid out in
the form ‘FOR wvariable= TO °.
When Armoeld comes across the
FOR command he makesthe
variable equal to the first
operand. The variable is used
to control the number of times
Amold performs the loop.
Bacause of this it is called the
loop wvariable. The second
operand is an upper limit for the
loop wvariable, and Arnold
stores it away for hiture
reference.

The NEXT command just
needs a variable name, but it
must be the same one you used
in the FOR statemen!. When
Arnold reaches the NEXT com-

mand he adds | to the loop
variable, and compares it to the
upper limit - the second
operand of the FOR command in
other words. If the loop variable
ig gtill leas than the upper limit,
he runs through the loop again,
otherwise, ha carries on with
the rest of the program.

I you're using the loop
variable as an operand of a
command in the loop, like the
way the moving-squara
program uses ‘a’ in those MOVE
and DRAW commandas, the STEP
command can come in handy.
This lets you change the step-
gsize of the loop - that is, the
amount by which the NEXT
command imcreases the loop
variable each ime. Amold as-
sumes you only want to add one
each time, unless you use STEP
to tell him otherwise. Using
STEP, the FOR command takes
the form 'FOR wvariable= TO
STEP".

i made earlier AMSTRAD ACTION SEPTEMBER 1986 23




PART3

BOOTING UP CP/M

Last month’s episode of this series was
dominated by the DIRectory command, and
the wonderful things it could do for CP/M
PLUS users. Users of CP/M 2.2 can get their
revenge now, because most of this episode
goes into the depths of the STATus com=-
mand, which is not even implemented for
CP/M PLUS. But Matt Nicholson covers some-
thing for everyone, so read on...

Before we start, let's make a backup of your CP/M system disc.
This means copying the contents of the master system disc on to
a blank disc, and using the copy for day-to-day work so that if
anything goes wrong you've still got a working master disc.
This is something that you should do with all your program
discs, otherwise you could have an expensive problem when
your only copy of a program gets corrupted!

Fortunately Amstrad supply a program file on your master
dise for this very purpose: called DISCEKIT2.COM on CP/M 2.2
and DISCKIT3.COM on CP/M PLUS. The program is run by
entering DISCEITZ or DISCEKIT3 as appropriate, and follow-
ing the on-screen
ingtructions. Remember 1o press the function keys to seleet an
option, and select ‘copy’ at the first menu. Also remember to
copy both sides of the discs. Onee you have successfully copied
your master discs, put them away somewhere safe and use your
copies in future.

Last month we showed you how to use the STAT command
to give you a direciory of the contents of a disc = something
which is done in CP/M PLUS with the DIR command. However
this i1s just part of the STAT command’s function, as it can also
show you the full STATus, or vital STATistics, of your micro.

DEVICE ASSIGNMENT I

As far as the operating system is concerned the disc drive is
just one of the elements of your micro that has to be taken care
of. Other elements are the keyboard and screen, and any
interface ports. On the Amstrad these are the Centronics port
for your printer and, if you have one fitted, the RS232 or Serial
port used for communicating with other computers.

However CP/M was not designed specifically for the
Amstrad range: it was designed long before Arnold was just a
twinkle in Alan Sugar's eye; and to be portable —i.e. to work on
a wide range of makes and models, with a wide range of
keyboards, screens and interface ports. CP/M takes care of this
by distinguishing between ‘Logical’ devices and ‘Physical' (or
actual) devices. Physical devices are best regarded as the
actual keyboard, screen and interfaces of your computer.
Logical devices are part of the CP/M operating system, and are
the same regardless of the computer itself. CP/M operates by
assigning the logical devices to the actual, physical devices of
your micro.

CP/M 2.2 has four logical devices, and their names reflect
the vintage of the operating system: CON: stands for ‘CONsole’,
and usually covers both the keyboard and the screen; RDR:
stands for ‘paper tape ReaDeR', and covers the serial input
device; PUN: stands for 'card PUNch', and covers the the serial
output; and finally LST: stands for 'LiST device’, and is usually a
parallel or centronic printer. CP/M PLUS is a little more up to
date, dividing the console between CONIN: and CONOUT: for
the keyboard and the screen respectively, and using AUXIN:
and AUXOUT: for the serial input and output. LST: remains for
the printer output, giving five logical devices in all.
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The physical devices are named differently, and again
reflect the vintage. The actual keyboard and screen are called
CRT:, standing for 'Cathode Ray Tube’. The serial interface is
called TTY: in CP/M 2.2, standing for 'TeleTYpe', and the more
reasonable SIO in CP/M PLUS, standing for “Serial Input Output’.
Finally the printer is labelled LPT: in both versions of CP/M,
standing for ‘Line PrinTer'. CP/M itsell supports a lot more
Physical Devices than these, including such things as Paper
Tape Reader, Batch processing and User Defined Punches, but
these are net applicable to the Amstrad machines as they stand.

Anyway, back to the 20th Century and down to work. Turn
on your Arnold and boot up CP/M 2.2 ag described in Part One
of this series (FCW owners hang on!). On the A-prompt type
STAT DEV: and hit return - remember the colon, otherwise it
won't work. The result will look like this:

Aratat daw
CONr e CEI:
RDE: i= TTY:

FUK: 1= LPT:
L1 is LiPd:

This command shows you the STATus of your DEVices, listing
the logical devices on the left and their assigned physical
devices on the right. So this listing tells you that CON: is indeed
mapped to the keyboard and screen, RDR: and PUN: are the
input and output of the serial port respectively, and LST: is the
centronic printer port. Now enter STAT VAL:, and you should
get something like this:

Argtmt wa

. LY ER/D SRIW ABYS DR

ON TTE: CRT: BAT: UGl
kDN: = TT¥: PR URL: UR3
PUR ITV: PTF: UFL: #P3I
LET: = IT¥: CRET: EFf: WLl:

What is shown here is a complete list of the VALid entries and
formats for STATus assignments. Ignore the top bit for the
moment, and concentrate on the bit below the words 'lobyte
Assign’. Listed here are all the possible physical devices that
ecan be mapped to the four logical devices. It is quite possible,
using the STAT command, to assign CON: to the serial port, in
which case Arnold would take all information coming through
the serial port as though it was keyboard input, and would send
its display through the serial port instead of to the screen.

To do this enter STAT CON:=TTY:. The result will be
unspectacular, as nothing you enter on the screan will appear
on the keyboard. Luckily this is not permanent, but you will
have to reset Arnold and re-boot CP/M to regain control.

If, however, you had another micro connecled to your
Amstrad via serial interfaces on each machine, you would have
found that the second micro had taken control of Arncld. Andy
and [ managed to do this, using the Pace R5232 interface on our
Amold, and an NEC lapheld micro in the office. When we
entered STAT CON:=TTY: on Arnold's keyboard, Arncld's
screen went blank, and his keyboard died, but Arnold's A-
prompt appeared on the NEC's screen and we were able to use
the NEC's keyboard to do directories of the dise, and use other
CP/M commands.

BACK TO THE DISC DRIVE I
All of this probably seems singularly useless, which indeed it is
at this slage, but devices come into their own later in this series.
The final use of STAT that we shall cover here is concerned with
the disc files.

e
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From CPfM 2.2 enter the command STAT *.*, as we did last
month. On the screen should appear a complete list of the files
on your disc. Notice the fourth column, headed ‘'Acc’ for
Access. All entries in this column should stand at ‘R/W',
standing for Read/Write which means that you can both read or
use the contents of the file, and change it by writing to it. Now
enter the command STAT XSUB.COM $R/O, followed by STAT
*.* The new directory listing reveals that the bottom file,
XSUB.COM, is now read-only, which is a useful way of stopping
the accidental corruption or erasure of important files. Enter
STAT XSUB.COM SR/W, and list the directory again, and the
file reverts to read /write. Once again wildecards can be used, so
STAT *.COM SR/O sets all COM files to read-only status, and
STAT *.COM SR/W sets them back to read [write files.

OVER TO CP/M PLUS |
As we said at the beginning, none of this is implemented in
CP/M PLUS. However there are two other files, DEVICE.COM
and SHOW.COM which, between them, cover the functions
provided by STAT in version 2.2. Although they do the same
thing, needless to say they do it in a different way! If you own an
Arnold both these files are on the main system disc, Side 1. If
you own a PCW, then you will find SHOW.COM on the system
disc, Side 2, but the DEVICE.COM file is on the second dise,
Side 3. Remember that the active side faces left when you put
the disc in Joyce's drive.

the SHOW command is of limited use at this stage. Just
entering SHOW has a similar result to the STAT command on its
own in CP/M 2.2: it simply shows the amount of free disc space.
More useful is DEVICE.COM. Try entering DEVICE on the A-

prompt:

Ardewice

Fhysical Devicwse:

islnput, 0=Dutput , 5=fertal  X=lan=Xoff
CRT FONE In LET NOHE D
Cyrrant AowlgnmentsE;

CONIE = CBT

CONCUT: = CAT

AUYIN = ¥ull Device

ADNCET: = Null Davice

LET = LT

Erter new asdlgnnent or hi: KETURE

Like STAT DEV: this lists the current assignments of logical
device to physical device, but with a prompt allowing you to
alter the assignments there and then, or exit by hitting RETURN.
Note also the different names used for the devices by the PLUS
wversion of CP/M. This command is also a little more intelligent
than STAT: if you do not have a serial interface it lists AUXIN:
and AUXOUT: as being assigned to 'null device'; but if you do
have a serial interface you will find them assigned to SIO.

Ancther difference is that you can assign the logical
devices to more than one physical device. At the prompt within
the DEVICE program, try emtering conin:=ecrtipt. A very
understandable error message comes up pointing out your
mistake: you can't assign CONIN: to the printer LPT: because
the printer is not an input device, only output. Enter DEVICE
CONOUT: = CRT,LPT this time. If you have a printer connec-
ted, and on-line, then anything you enter on the keyboard is
also sent to the printer and printed out. If you do not have a
printer connected you get a scrolling error message — hit the C
key to cancel. This format that can be used for any combination
of device assignments.

Finally, and something that PLUS owners will be glad to
know is not implemented in CP/M 2.2, try entering DEVICE
CONSOLE[PAGE] at the A-prompt:

Ardavice sonenlel pagel

Coosma.e width 8=t to &0 cmlumns
Cossole pago set to 3l lines

Ltd

What you see is the format of your display — and you can alter it
too! The format for doing this is DEVICE CONSOLE

[COLUMNS =nn LINES = nn], where nn i5 any full number. Try
playing around with it for a while, and see you next month when
we will lock at the PIP command for copying files, and start
creating files of our own. W

Logical Actual
Devices Devices
CP/M Plus CPM 2.2 CP/M Plus CP/M 2.2
ONIN: | 0. lg— CRT: Keyboard
CONOUT: 3 . & Screen
CP/M [4—AUXIN: |RDR: |#— gin. TTY: | Serial
== AUXOUT: | PUN:  |—»! SI0: Port*
Centroni
> LST: [—# LPT: Port

*H you have an RS232 add-on litied.

This is how the logical devices of CP/M map onto the actual
devices of the micro, for both CP/M PLUS and CP/M 2.2
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6128 BIGDISK Timatic Systems CPC 6128 or 464/664 under CP/M Plus, price £249

THE B

How would you like 800K of disk capacity? Andy Wilton looks at a
plug-in that gives you just that and more

Imagine you've just bought an Amstrad FD-1 second drive for
your 6128. You get it unpacked, plug it in and boot up CP/M
PLUS. When you pop a freshly formatted disk into the new drive
and do a SHOW B: you’'ll find you have just under 180K in the
way of free space. Nothing surprising about that, you might
think. Well, I've got a second drive on my 6128, butwhenldoa
SHOW B: Arnold tells me I've got 796K free.

And that's not all. When you bought your 360K disk it
probably cost you the best part of a fiver — maybe as little as £4
if you really shopped aronnd, or bought in bulk. When 1 bought
my 800K disk it cost me £2.50, and I simply bought the first one I
saw. That's B0OK [ can get at in one go, remember, whereas you
can only use yours in two separate 180K chunks.

As you've probably gathered my second drive isn't an FD-
1, and it doesn't use 3-inch disks. Instead ['ve got Timatic's new
6128 Bigdisk drive, also known confusingly as the 6138 I
megabyte drive, which takes Bui-inch floppy disks.

THE DiE e [ R S e e e .
Unlike the 3-inch disks that Amsirad drives need, 54s have
been around a long time. They're cheap, easy o find and were
until recently the universal standard for microcomputing. They
are also, it has to be said, winerable. The disk itself is poorly
protected by its flexible vinyl sleeve, and the disk surface is
actually exposed in places. Whereas the 3-inch's tough case
and metal shutter can take a lot of punishment, 5'4s must be
handled with care.

The fact that most micro disk-drives still use 5'«'s makes for
other advantages as well as the availability of blank disks. With
the right software, a §'«inch drive can allow Arnold to read hiles
from other computers' disks. Timatic provide suitable software
for several major 5l4-inch formats, so there's another reason
why you might be interested in the Bigdisk.

THL GRIVE e Sl -2 S S |
Compared to the FD-1 the Bigdisk is wide, [lat and heavy. The
weight is accounted for in part by its outer case, a cream-
enamelled steel effort which could certainly cope with all the
rough handling you could give it. The drive sits on four little
rubber feet which certainly stop it from sliding. The on/off
switch is on the back panel, along with a 40/80 track select
switch and the slot which the ribbon cable comes out of.

The drive door arrangement at the front seems sturdy and
practical, Inserting a disk is a two stage process. First you push
the disk deep into the slot, a section of the slot's lower lip
hingeing inwards to allow for the fattest of fingers. Then you
pull a latch down across the slot, clamping the disk in place. To
remove the disk again, you simply push the hinged portion of
the lower lip. This releases the latch and ejects the disk quite
forcibly.

Below the drive slot is a red LED which acts as a 'power on’
indicator. There's no 'disk access' indicator, but that's not what
I'd call a sarious omission. Firstly, the one on our FD-1 has
never worked properly, which has never caused me any
problems. Secondly the Bigdisk, while quiet by B'4-inch stan-
dards, makes a lot more noise than the Amatrad built-in drives.
Thus you can tell fairly easily the difference between motor
running and motor idle. As for actual disk access, that's
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perfectly audible even in
the din of the AA office so you
shouldn’t have any problems at all.

SETTIMG UP M REsaty s - - st T 7|

The drive comes fitted with a mains plug and an Amstrad cable.
All you need to do is plug it in, slot the ribbon connector into the
'DISK DRIVE 2' socket on the back of your 6128, and set the
40/80 switch to 80 track. Then you just switch everything on,
pop a disk in the Bigdisk, boot up CP/M PLUS and you're ready
to go — almost.

Although CP/M PLUS signs on as having two disk drives, it
can't use the Bigdisk straight away because it expecis the
second drive to be an FD-1 or similar. Instead you have to run a
program to let CP/M PLUS know what format the second drive
actually is.

Timatic provide two such programs, HDENS.COM for high-
density (B00K) and SBOTRK.COM for low-density (400K) oper-
ation. These both come on a 3-inch disk supplied with the drive,
along with a few other goodies we'll be taking a look at a bit
later on. Under normal circumstances you’ll only want to use
HDENS, so you could just put this on your boot-disk — the one
you use to boot up CP/M PLUS from. If you do this you just have
to boot up using | CPM, type HDENS <return: and the Bigdisk is
now a fully fledged drive B,

You can make things even easier on yourself. Timatic have
thoughtfully provided a file called PROFILE SUB which runs
HDENS. Just put the HDENS, PROFILE and SUBMIT files onto
your boot disk and every time you boot up CP/M PLUS it'll

automatically set the Bigdisk up for you.
¢ @




While you're sorting oul

what you want on your boot disk
yeu'll need to give some thought to FORMAT.COM, another of
the programe supplied with the disk. As you might expect, it's a
utility for formatting 54s. It takes quite a bit longer than
DISCEIT3 does on a 3-inch, but that's hardly surprising when
you think about the size of its task.

That's about it in terms of using Bigdisk as a big, cheap
drive B. All the programs supplied for this purpose are simple
to use and require nothing in the way of technical kmowledge.
But there's more to Bigdisk than this, as I've already hinted.

CP/M 2.2, AMSDOS AND BEYOND I
f you're sharp-eyed, you'll have noticed 1 mentioned
SB0TRE.COM, and said it was used to set Bigdisk up as a 400K
drive - but didn't say why you'd want to do that. You can't use
Bigdisk to its full under CP/M 2.2 or AMSDOS, hence all the
specific references to CP/M PLUS so far. But you can use it from
both operating systems as a 400K drive. Under 2.2 you use
80TREK.COM to set it up and under AMSDOS you use 80TRK.BAS,
both files coming on the bundled disk. Timatic provided
SB80TRE.COM so that you can get at these low-capacity files
under CP/M PLUS, if you need to. This common standard across
operating systems is a nice touch, and could come in very
handy.

Bigdisk can cope with a much wider range of formats than
this, though. If you want to set it up to read CP/M 86 files written
by an IBM PC, Bigdisk can do it. It can also cope with FTS and
ICL format CPf/M files. Far more important, it can read from and
wriie to M5-DOS and PC-DOS disks.

Thanks to the PC and its compatibles, MS-DOS is the
operating system for serious computing today. If you use an M=s-
DOS computer in the office, at school or in college, the chances

are you've wanted to transfer your files to your Arnold at some
stage. Using Bigdisk and another of the bundled programs,
TDOS.COM, you can. There are some restrictions: TDOS can’t
cope with directory paths, and demands double-sided disks. It's
worth bearing in mind too that you can't transfer M3-DOS
applications programs - only the files they produce. So you'll
need a CPfM application that can cope with the given file
structure.

In practice you're most likely to want to transfer text as an
ASCII file, and that presents no problems at all. TDOS is a very
flexible tool allowing you to transfer files either way, catalogue
drives A: and B: or erase files from the MS-DOS disk. It's very
friendly too. When I tried to transfer files from drive B: to drive
B:, it told me that I'd set up “silly drive assignments' — and of
course it was right.

LAMELION e RS |

* If you want still more freedom and don't mind spending an extra

£48, Timatic sell a very powerful format selection utility called
Camelion. I'm not sure, but [ think the spelling error’s delibe-
rate — after all, CHAMELION.COM is too long to be a legal CE/M
filename,

Anyhow, I've not seen the package myszelf but it sounds
very impressive indeed. It offers a host of different pre-set
formats, or lets you define your own if you can’t see the one you
want, The latter option does involve 'getting your feet wet’, but
Timatic do offer to help you find the settings you need. If you've
got a lot of info you want to transfer one way or the other, it
could well be worth it.

VERDICT S S v o s M ay S

If you can spare the £249 asking price, Bigdisk is wonderful just
as a second drive. The feeling of freedom you get from
knowing you've got BOOK to work with is ama=zing. It can
transform some programs in a way that a normal second drive
can't hope to.

Take Digital Research’'s Pascal/MT +, for instance. Under
normal circumstances you need one disk for the compiler and
editor, anothar for the linker and at least one more for the
debugging fools, library routines and everything else. Even
with this arrangement the compiler/editor disk soon starts to
nudge 180K — and that's with a small, no-frills editor. With a
Bigdisk on the other hand you could fit the whole lot onto cne
disk, use WordStar as your editor, and stll have several
hundred K for your own program files — without touching drive
A:, that is.

As for transferring Lles to and from other machines, that
depends entirely on your needs. Only you can work out
whether it's worth the price, but it does seem straightforward
and reliable from the fle-transfers | tried. Bear this in mind:
even if you buy Bigdisk chiefly for transferring files, you can
still use that great big HDENS format when you use the machine
normally,

BAD NEWS

> £2501is a lot of monay.

> You only get a 400K
capacity under CP/M 2.2
and AMSDOS, though that's
still pretty big.

GODD MNEWS
» Huge (B800K) capacity.
P Cheap, readily available
disks.

b Friendly software.

> Easy to use.

P Can read MS-DOS and
other non-Amstrad disks.
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Andy Wilton plugs-in a novel approach to

tape-to-disc transfer

If you thought having a disc drive meant fasi-loading games,
you probably reckoned without all those problems of three-inch
dise shortages, titles only available on cassette, and the extra £5
a time that disc-based games tend to cost. For those of you who
just have to have your lengthy games on disc, the
choice has always been one of buying a tape-
disc transfer utility or learning some serious
machine code.
Neither of these two methods are exactly
ideal. Tape-disc utilities have a bad
reputation for encouraging piracy.
and a worse one for simply not
working. There's an undeclared war
between pecple who write transfer
atilities and people who write
turbo-loading routines. The latest
games will always stay one jump
ahead, and keeping up with
advances in copier design
can get pretty costly.
As for the hacking
approach; this too has
its problems. Even
dealing with simple
headerless loa-
ders needs a
sound grasp of
i machine code
L= and a pretty good
o idea of the way
.-"'" Amoids laid oul inside;
- and as for the latest turbo-
; loading protection schemes:
=" these take effort, skill and a great
~ deal of mental juggling. I you're not
alraadyr equipped for the job, it could
be an expensive business too. Just the
firmware manual and a decent set of hackers’
; ntilitias - Pyradev, for example — could set you
== back the best part of £50.
® For the same sort of price, Mirage now offer a third
and much simpler solution to the tape-disc problem in the
Imager. It handles tricky loaders and other protection
schemes with ease because, unlike all the other transfer
systems currently available, it's a piece of hardware.

La }'l

WHATITIS

The Imager takes the form of a chunky expansion-port modale,
designed to hug the back of a 464. For the benefit of 664 and
6128 owners the package includes a ribbon-connector so that
the unit can stand free of the machine. Also included are a
couple of photocopied sheets of paper by way of instructions,
and that's il.
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The most prominent
feature of the Imager
module is a single red
button on the top of the ca-
sing. Indeed, aside from the
through-connector and the Mirage
label, it's the module's only feature.

This button is used to activate the Imager when you need it.

Plugging in is quite straightforward on the 464, but
664/6128 owners have to be a bit careful. With most expansion-
port plug-ins, Arnold finds any connection problems on power-
up. The Imager is an unconventional peripheral, however, and
a normal power-up screen doesn't necessarily mean all is well.
You may well find that, even with an apparently healthy start-
up, pressing that red button produces the usual bad-connection
mess on screen. As ever you have to switch off and plug in
again, making sure the metal strips of the connectors line up,
and then switch Arnold back on. Repeat this until everything
behaves itself.

WHAT IT DOES
Once the Imager is set up properly you can go ahead and load
the game you want to transfer. At this stage Arnold behaves
exactly as normal because, quite simply, he doesn't know the
Imager is even there. Once the game has reached the pomt
where you want it saved, you just hit the red button and the
Imager swings into action.

Immediately the game action freezes, and the top two lines
of the screen are replaced by the Imager's sign-on message.
With most games you'll also find the colours on the rest of the
screen go haywire, and quite possibly the display ends up
gcrolled rather strangely. f you now hit <Enter> on the
keyboard the sign-on message is replaced by a prompt and a
list of possible commands.

The emphasis here is on ease of use. The only options
available are Save, Load, Run, New and Cat - all very familiar
command ideas. You just type the first letter of the command
you want and hit <Enter=, If you type 'S’ for 'Save’ the Imager
prompts for a file name, asks which drive you want to save to
and then goes to work writing the program to disc. The ‘Load’
command leads to a similar filename prompt, after which the
saved game loads in to memory. You can now restart the game
where you left off by using 'Run’'.

As for the other commands; using ‘New' belore you load
the game from its original can save you a lot of disc space,
especially on the 6128; and 'Cat' just catalogues the disc -
though at the cost of losing any program you had in the
memory. There are plenty of possible error messages, bul
they're mostly self-explanatory and the documentation covers
them pretty well anyway.

HOW IT WORKS
Provided there's room on the disc and you don't make any sill




migtakes, the set-up works
avary time. It's hard o ima-
I \gine a protection system that
" could stop the process — con-
ventional mrbo-loaders or Lenslok-
type systems certainly don't. That's
because the Imager works by brule
force, and makes no attempt to understand
the code that it's dealing with.
When you press that red bufton and choose the
2 Save command, the Imager stores the entire contents
of Arnold’s memory and the precise state the Z80 is in at
the point where the game got frozen.In theory, then, it can
make a record of everything about Arnold's state at the point
when you pressed the red button, and restore him to that state
some time later.

Unfortunately, there are some aspects of Arnold’s 'state of
mind’ - colours and screen size in particular — which the Imager
can't record. This meant that Ghosts and Goblins, while playmg
fine, adopted a very funny set of colours after imaging. As for
Starstrike II, screen size problems made the imaged version
unplayable. Mirage are working on a replacement ROM to get
round the screen-size problem, which should be available by
the time you're reading this. Existing users will be offered a
free upgrade.

That still leaves uo'cur problems — though most games
reset these back to normal if, for example, you leave the room,
move 10 a New sCreen or get killed. Others can be ugly but are
rarely unplayable. Indeed, imaging Ghosts and Goblins cured it
of its green-screen visibility problems

Other drawbacks are rather more serious. Imaged games
take a long time to load compared to conventional disc-games,

wmmumpm?hmm lﬁmbmhmwn&ruﬂmhg

add-on memory expansions, are going into the business of
helping you use the memory
6128, m‘v&gﬂuu&nﬂﬂoﬁmﬂmﬂmmm

664 owners. Butuﬂgssrﬂumﬂ?ﬂd?lu:thuﬂlpmb&hlrf
uptﬂ]nnw mmmmn'
. drive as well’ Ewuwﬂhmﬂmmmmm&w

hmtdmynuawhﬂlehta{
Dmpmmgmmﬂmt for a price.

Like its 256K big brother, mviemdinttmuqmuemu
ﬂupudag&éﬁanwuarmﬂhchymm A ramdisc is a
mcﬁmta{m:mrywhwhhshlmhh:hcﬂnr& you can
save and load files just like & real drive, only much faster.

Unlike the 256K version the new Silicon Diac, or sDisc for short,

doesn't achuaily come with RAM of its own. It simply enables you
mmﬂnﬁmﬂ!ﬁk_ﬂﬂuarmdﬂc.mﬁnﬁgnwm&n't

nit which phgnmmmaempm

As mchﬂmlﬁﬁdlma reliable connection than that of
the twin units of the 256K version. There is no noticeable
-innﬂnd An obvious one is the smaller

wﬁﬂammw,udﬂhﬂnmwﬂmnﬂtqmnm

other peripherals hanging on the through connector. The only
'.ﬁhﬂf*lrﬂn?mimﬁrmmhltﬂHMWMtMMm'

connection prablem came when I iried to cormect it at the same
munfmmm mdihﬂuwntgmdmnﬁn

| DK’fmnir.:s plugs you in ’ro !'ha’r wusi‘ed RAM Andrew Wiiion chsecks ﬂ'i'
" - dmrns .

you've aiready got. Il you've got a -
":;ﬂﬂ!mﬁmp!ytmemmwd |SDISC. The sDisc

trouble. It's all set out mﬁ?mpmdm’nmmm
instructions,

__:ha pﬂﬂ'}m&ﬂp mﬂ?ﬂ&mh&mﬁefzﬁnﬂﬂﬁuﬂhﬂ ﬂaf

and eat up disc space like nobody’s business. A typical imaged
game is the best part of 80K long, and takes something like a
minute to load. This is still a worthwhile improvement over the
enormous leading times of tape games these days. but it's not
exactly all you could hope for

DISCOURAGING PIRACY

Some people will also be disappointed to hear that you can only
reload imaged games with the Imager present, and that the
imager aciually encodes its files to keep things that way. To my
mind this shows a responsible attitude. Any product of this type
is bound to come under attack for encouraging piracy, and the
case for legitimate disc-tape transfer needs all the support it can
get. Mirage are working on improvements that would mean you
could only reload files with the same Imager that was used fo
save them, and it's good to hear that too. B

IMAGER
Mirage Microcomputers Ltd All CPC machines, price £49.95

GOODD NEWS BAD NEWS

b Works every time. » You're stuck with colonr
b Very simple to use. problems.

P Takes steps to discouragefl S 1T H1ER TR TR LS,
piracy. disc space.

- £50 isn't exactly peanuts.

> Leis you save a game at
any point you like.

P The cure for screen-size
problems is on its way.

:mmnm’ﬂmm
Once you've got the iﬂbepmggaﬁmtq_;hah:khi

. your
Mmm:ﬂﬂmﬁmgupﬁnzmwm&du.

‘ROM responds by telling you which drive it's going to be: drive
B if you've got the bnmﬁlsﬁ..ﬁr drive C if you've got an add-on

you can now switch to it using |B or |C as ap
commands CAT, ;mwmemmuaummudm_ﬁ :
were dealing with a genuine disc drive. e

Ymmaknm#mﬂﬂsﬂmmﬂ:ﬁﬂ’fﬂﬁ.’ﬁﬁmnﬂa&ﬁ,;:
thaﬁlﬂ& discs, but yau‘Hiﬂv&ﬁ;g&wﬁmm”i

about it so long as you follow the but you'd have to

D!tﬁiﬂﬁ&tl(s e il
I the mmhhmmnmﬂuammmmaoﬂ;:
286K Silicon Disc, there aze several minus points worth bearing
S D Yo
‘made room for the directory there’s only 62K mm and

i ::: m-m"nu MIRAD AC'H@H m Im 1993 ﬂ :_:EIj_'. @




o = hwm:,bema&nfm&w:ywwﬂmﬁungm

~ can’t use CP/M Plus with the unexpanded 484 or 664.

Worse still, for m'f maﬁw himt ?uu m’i uge th&- e @ at pains to point
-;s';ﬂiﬁﬂnﬂurﬂﬂﬂﬂmﬁnhﬂzﬂfﬂ?ﬂdﬂummpmbmgm i 'ofﬂ'ie,sﬂmﬂlﬂih@fﬂﬁun The only thing that
‘a serious drawback to the early 256K sDiscs, and DK’tronics _mﬁmuﬂhmmammufﬁum:ﬂcﬂdnumher Itmm

__.wﬁdhﬂuhmmmmqmgmmmlxmm& compatible .'Eammmnhﬂré m‘fﬂu#u&t ;
- version. They won't be ahle to do that with the Bd-K w#nm. RS232 for :

“The 84K sDisc is, after all, mamﬂimﬁnhm
: mmnmm_wmﬂmmwmmmﬁmm

SRR -Mfﬁﬁﬂ into a ramdisc. Uﬂ?wm CPIM Plus '€
' Mﬂm extra 64K for its own purposes — which is wh _yau

- were to try and use the sDisc and GPfMPIﬁsﬁmﬂmwuﬂy' ﬂw
clashwouldbedisastrons. . o : gaioinat
. In addition fo these you've gbt tha utuiﬁard prnhim af i
zamidiscs. They may behave like discs, but they’re really just .
.m_m_mummﬂmmmmry -~ literaily, in this
‘case, So you lose the contents ﬁigmmﬂmsﬁi&h
your computer off. Any data you put on the sDisc has to ba
ﬁmnp on & geruine, mm Ethcﬁ?mlmnt wmyu

~ Conn with - . blem: --m your
ams etc onto the sﬁﬁmmwumunme ‘eDisc is

w:mmmmwxw&eﬂmemmmum:m :

acrosa, To make things easy, the sDisc ROM has a couple of bar- -

nds to move programs and dala around. |SAVEDISC S

mﬁpa*mmmmmm%mwmwm BAD NEWS
g : eld there. » A lot cheaper than a second > Doesn’t work under CP/M Plus.

disk drive. » Has a low capacity.

P Quite a hit quicker than a P Volatile — switch off, and you

conventional drive, especially for REEEELG UL SO BT RS

CP/M applications. P G664 owners will need an extra

I Makes a reliable connection G4K of RAM, while 464 owners

without you having to open Arnold ROUEEGRUES TR Rl 4511

up. drive.

B Pretty good value for money.

SEFIIOUS SOFTWARE TOP TEN '
The chart created by AA readers |

Last |

month 9% of votes e Software house
1. 1 24.6% GRAPHIC ADVENTURE CREATOR Incentive
2. 3 10.8% MINI OFFICE 2 Database
I 2 B8.6% AMX MOUSE AMS i
4. 8 6.8% EASI AMSWORD Amsoft
5. 10 6.1% TRANSMAT Pride Utilities {
6. i T LASER BASIC Ocean
7. 4. 5.3% TASWORD Tasword
8. 7R S0 1 DISCOVERY Siren
9. - 4.3% THE QUILL Gilsoft
10. - 4.1% MELBOURNE DRAW Melbourne House

Laser Genius hasn't appeared in the charts yet, but Easi The other new entry is Melbourne Draw, showing that
Amsword has climbed up four places! How eould you! there is plenty of life left in those older packages.

Graphic Adventure Creator maintains its hold on Remember, these are your charts, so if you
the top position, and the Quill makes a re-entry at number want to have a hand in them the voting form is on page
nine - you must be writing loads of adveniures out there! 86, along with all the other forms.
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Drawing

to

perfection

Andrew Wilton celebrates the arrival of a graphics

package which is more than pixel perfect.

MICRODRAFT

Timatie Systems
PCW 8256 /8512, CPC 6128, £79.95 disc

Timatic Systems are an innovative company at the moment, and
not just in the field of plug-ins. This graphics package of theirs
is something of a firat for the PCW, and stretches the machine's
capabilities considerably. If the Electric Studic PCW Lightpen
didn’t convince you that Joyce was more than a text-only
computer, Microdraft will.

1 must make a couple of things clear immediately, Firstly,
Microdraft is available [or the 6128 as well as the PCWs. Timatie
tell me that the 6128 version is almost identical, but I've only
used the PCW version so that's what the review is based on.

Microdraft i not an art package. It's intended for technical
drawing, and as such is a pretty complex piece of work. It
doesn’t manipulate a chunk of screen memory dot by dot the
way an art package does. It's far more precise than that - to
Microdraft, an individual screen dot is an enormous, cumber-
some thing.

You'll see what [ mean as soon as you start using the
system. To do this you configure the keyboard using the
SETKEYS file MDRAFT.KYS and then run the file MDRAFT.COM.
After a copyright message, Microdralft sets the screen up for
drawing. There's a large window for viewing the drawing
through, a status line below it and an options menu running
down the right-hand side.

In the middle of the drawing window is a cross-hairs
cursor, and a readout of ite x.y coordinates appears on the
status line. Nothing strange about that, you might think, until you
realise that the coordinates are given to twoe decimal places.
Microdraft measures the position of the cursor, and all other
points on your drawing, to the nearest hundredth of a
millimetre.

This is the heart of thé difference between draughting and
art packages. Art packages are only concerned with the
appearance of things on screen. There'd be no point in giving
an art package the sort of precision Microdraft works to,
because the screen just can't show hundredths of millimetres.

Microdraft on the other hand isn't worried about what you
can or can't show on screen. The aim here is for it to produce
the most accurate finished drawing it possibly can. Since the
finished drawing might well be produced on a high-precision
plotter, that accuracy really is necessary.

ZOOMING IN

That still leaves us with the screen resolution to cope with. Just
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because the program needs to work in hundredths of milli-
metres, that doesn't mean that the screen can display that kind
of detail. Microdraft gets round this to a large extent by
providing a well-implemented Zoom function which allows you
to enlarge any given area of the drawing.

When you select Zoom from the main menu, the program
will pause for disk access. This is because Zoom, like all the
main program functions, is handled by an overlay - a separate
piece of program code loaded in when needed. If you run
Microdraft from the M: drive as is intended, this delay is

fai LB

Picture created on an IBM PC using
AutoCad, and then transferred to
Microdraft for further manipulation

negligible. Of course, 6128 owmners don’t have an M: drive to
run it from but, judging by the performance of the PCW
Microdraft on a physical disk drive, the delay there isn’t going
to be too serious.

Once the overlay has loaded, the main program menu is
replaced by a specialised Zoom menu. Select a function from
this and you'll get a still more specialised menu, and so on until
you've told the program precisely what you want it to do. This
‘menu-tree’ system is used for all the program functions.

Selecting ‘In' from the Zoom menu allows you to enlarge an
area of the drawing centred on the cursor. This enlargement is
nothing like an art package’s zoom-in: it doesn’t simply blow up
the dots that the original screen picture was made of, nor does it
increase the thickness of the lines in the enlarged area. Instead




it shows the contents of the area in greater detail. Where two
points are separated by 0.lmm they will probably appear to be
in the same place on the normal size picture. As you zoom in,
however, they become separate points. Minute differences at
normal size can become enormous when you use zoom to look
at them close up.

You can carry on zooming in until the screen resolution is
the same as Microdraft's level of accuracy — until you can see all
the detail there is to be seen, in other words. You can switch
back to normal size, pan the zoom window across the drawing
or enter a precise ratic you want to magnify by, all from the
Zoom menu.

ELEMENTS

Of course there’s no point zooming in on your drawing until
there's something there for you to see. To start creating a
drawing, you'll need to select the 'Elements' option from the
main menu.

After the usual overlay load, you're presented with a menu
covering all the kinds of thing you might want to add to your
drawing: you can choose from straight lines, circles, arcs,
markers and dimensions.

For most of these the procedure is the same. Once you've
selected the type of element you're interested in you get a sub-
menu. From this you select ‘New’ to indicate that you want to
add a new element. Now you'll have to define the element by
selecting points. If you're adding a line, for instance, you'll have
ta give the start and finish points. If you're defining an arc you'll
also need to specify a third point that the arc passes through, or
alternatively enter the radius of curvature.

For all those elements that are defined with points there's a
common point-selection menu. This allows you to use the
current cursor position, enter cartesian (x-y) or polar (radius
and angle) co-ordinates, use the end of an existing line and so
on. Though the cursor and cartesian options are likely to get the
heaviest use, the others are all valuable for one purpose or
another. Polar co-ords, for example, are invaluable if you want
o create reqular geometric figures.

As well as adding new elements to your drawing the
individual element sub-menus allow you to 'Get' — in other
words, select —an element and then ‘Delete’ it. You can also Get
and Move some types of element. When it comes to the line sub-
menu, ‘Get’ has a large number of possible uses. You can Get a
line and draw a perpendicular to it, Get a circle and construct a
tangent to it, or even Get two lines and fillet them together -
very useful for rounding off corners nice and neatly.

The odd one out on the elements menu is the Dimension
option. This marvellous option allows you to label lengths of
lines in mm, or angles of arcs in degrees. The labels come
complete with little arrow-head lines/arcs, and the measure-
ments are worked out automatically for you.

FILES, BLOCKS AND MACROS

As you would expect, there's a Files sub-menu fo cope with
loading and saving drawings to disk. However, there’s another
command on the sub-menu which may not immediately mean a
great deal to you. The command is ‘Macro’, and it's a special
kind of loading command.

The normal Load command wipes out any drawing previ-
ously held in the computer's memory and replaces it with the
drawing previously stored in a given file. The Macro command
loads a drawing from a given file, but without wiping the
previously existing drawing out. This means that you can build
up a library of commonly-used objects and add them to your
drawings at will. A drawing in such a library is called a macro,
hence the command’s name.

On its own this would certainly be very useful. Architects
could add tree symbols to plans, electronic engineers could
add logical gates or standard components, indeed most potent-
ial Microdraft users could find sub-drawings they could prefit-
ably store for later use with Macro. There is, however, rather
more to the command than this.

When you save to disk, Microdraft records the size of the

drawing - the scale, in effect. This information is nsed by Load
to make sure that your drawing stays the size you originally
drew it. Macro ignores this information: whatever level of zoom
you're using, a given macro will always appear the same size
on screen. Use Macro on a high magnification, and you'll
reduce the size of the macro loaded in.

You can apply a more powerful scaling action — plus
rotation and reflection if you want — to groups of elements
already part of the current drawing. To do this you have to
define them as a block. This involves streiching a ‘'rubber box'
curzor around the elements concerned. You can then delete
them en masse, manipulate them as mentioned above, move
them together or produce a duplicate block. Obligingly, Micro-
draft treats all the elements in a macro as being a block, and
whisks you straight from the Macro command to the block
manipulation sub-menu rather than returning you to the main
menu.

One feature the package doesn’t have as yet is the ability to
exchange files with other dranghting and CAD (Computer
Aided Design) packages — but this is coming soon. For an
expected price tag of £24.98 there'll be an additional utility
which will allow Microdraft to read DXF files. If you use a CAD
system that can store drawings in DXT format — and most of the
main systems can - then you can load and manipulate those files
on Microdrafl.

HARD COPY

Timatic provide two different utilities for producing hard copy.
MPRINT.COM will print your drawing out on the PCW's
bundled printer, and the results it produces should be adeguate
for most informal purposes.

If you need higher precision or presentation gquality,
MPLOT.COM can drive a Hewlett Packard-compatible plotter.
You'll need a Centronics or RS232 interface for this and, of
course, the plotter itself. As for the results this produces, they
are only as good as your plotter of course - but usually that
means they're very good indeed. They're almost certainly
better than you could produce by hand, and they take a lot less
affort.

VERDICT

Microdraftis a very complex and powerful piece of software. Iis
Haws are relatively minor. The ‘user-interface’ — the way in
which you make Microdraft do what you want it to - seems
cumbersome at first. This is nol really surprising, given the
enormous range of options you have to choose between. What
is surprising is how rapidly using the package becomes second
rature. Timatic have worked hard to keep the user-interface
consistent throughout the program so that different features are
contzolled in similar ways — and the effort pays off.

If there is a probler it's with the program's error trapping.
Trying to save lo an unformatted disk or an empty drive gets
you the usual 'Retry; Ignore or Cancel' message, but cancelling
here will exit from Microdraff and lose your current drawine.
Moral: always correct the problem and retry.

Overall though, the package does extremely impressive
things with the Joyce. Up till now this kind of drawing power has
cost more than an 8256 just for the software, let alone the
machine you'd need fto run it on. It's got just about all the
drawing [eatures you could ask for, and a thorough manual to
document them.

GOOD BEAD NEWS

P Could be better error-
trapped.

b Exiting from an option
can be difficult.

P Needs a plotter to really
do its stuff.

NEWS

- Very powerful indeed.
> Works to a very high
level of accuracy.

> Can drive a plotter, or

just use the bundled printer.
P Clear, helpful mannal.

» Utility available soon to
read DFX files from other
packages.

“
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...or Tuesday...or Thursday...
the sooner you send off the

coupon, the sooner you'll have

the entire knowledge of the world at R
your fingertips. The Voyager range of Modems has fullﬁﬁ““‘“

BABT approval and is fully compatible with just about any
micro throughout the world. And you could pay twice the
price for a modem and still not get these features:

@ Multi Speed — including 300/300, 1200/75, 75/1200
full duplex, and 1200/1200 half duplex @ Full Function
LED Display @ More software support than any other
Modem — and the best.

The Voyager CPC range of Software gives you:
@ Auto Dial/Auto Answer @ Full Colour Prestel/
Viewdata Emulation @ Full Prestel/Viewdata Graphics
Emulation @ Full Telesoftware support @ Full Upload/
Download and/or Spooling to Cassette, Disk, Memory
and/or Printer @ X-Modem File Transfer @ Bulletin
board Software available soon @ The total software on
ROM package for just £39.95 (ex-VAT) @ PCW
Software available — the most powerful and best-selling
pack — £75.00 (ex-VAT).

With Voyager 7 you can link Prestel, Micronet, Viewfax,
Amsnet, BT Gold, Microlink — and most other data
bases — and for 98% of the country it'll cost you only
around 40p per hour (cheap rate) to run (Assuming

WORLD

BY FRIDAY

..foronly £79-95

ATION

Prestel local call access).

Special Introductory offer: We'll
pay your VAT, A complete CPC pack —
Modem and Soft ware for just
=wal £119.90. PCW Pack (Voyager Il and Serial
Interface) £119.95.
Fillin the coupon then st
and micros — worldwide.
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THE SINGLE SOURCE SOLUTION

Modem House,
70 Longbrook Street, Exeter,

and by to access mainframes
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You may have thought that
the Arnold market was awash with
art packages, but CRL clearly don't. They've just brought out a
new one called The Image System, and the price tag on it
suggests they're going for the top end of the market.

Its major selling point is its ability to distori pictures - to
‘Zoom, move, copy, scale, rofale and even twist or fold (them) in
3D space’ as the inlay so eloguently puts il. While these features
certainly are available, they do have some serious drawbacks.
Indeed, the package as a whole has its problems right from the
start,

DRAWING

The whole screen area is available for drawing, but in normal
use an area of it is covered by a status/command window
showing the position of the cursor in x-y coordinates, and the
current paletie set-up. There are always 16 colours on the latier,
because the system only works in Mode 0.

Using the cursor keys you can move the drawing cursor
around the screen one pixel at a time. Holding the «shift- key
down accelerates things somewhat. Holding down the <caps
lock-> key while moving the cursor lets you draw freehand.
Pressing 'L’ puts you into rubber-band mode: you pin one end
of a line using <copy=, stretch the other end to your chosen
position using the cursor keys, and then use <copy= again to fix
the whole line.

The only other drawing method is the circle/ellipse fune-
lion, calied up by the ‘C' key. Instead of the traditional cenire-
radius method, you use the cursor to fix the two opposite
corners of a box. The program then draws a circle or ellipse to
exactly fit inside the box, either in outline if you press <copy=
or sclid colour if you press <shift> and <copy->. The problem
with this method is that it only gives you a true circle if you get
the defining box perfectly square — no easy matter, that.

FILLING IN

Once you've created an encloged area using one of these three
drawing methods you can fill it with a solid wash of colour. Ta
do this you just move the cursor inside the chosen area; hold
down -shift- and press <copy-. The fill is fast and therough,

though it does occasionally make mistakes. Given that it is '
thorough, and will leak out at the slightest oppoxtunity, it should

be used with care - there is no way to undo it afterwar
Rather than filling with a solid colow

fixed size (16x32 pixels) of texture
together in the top-left corner of th
large area to work on if you're tryifig
make mallers worse you can'
texture if you've used that cologrin
So far we've zeen nothi
other packages couldn't d
The Image Systemn can do
other features are dedi
you've already created.

The different,
around savi

ALTERED
IMAGES

- Andy Wilton looks at an ambitious art package

save, you use the cursor keys to define a box around some
section of your picture. The Image system then squirrels
piclure section away in Amecld’'s memory, compressing i
that it takes up as little space as possible. The compression
slow process, and not terribly efficient either - but if's
better than nothing. 4

You can store lots of pictures in this way. Therg/§t
the status window to show you how much pichil
you've got laeft, and you get a warning mnﬁsaﬁ. fyc
store too much. Ll

Using the view command you can add stored §
screen. When you call up the command bf‘ .
an outline box appears on screen, sh
edges of the picture will come wheu_:’f .
move this box around with the cursor:
control the final position of the picture. o

You can alter the colours that the stored ture :ﬁ"lﬁ sport,

or set them to ‘transparent’. In this way you €an ‘trim’ the |

background from some picture element if you want to.

While you could do all of this with Melbourne Draw, there
are other effects you can get with the view command which are
unique to The Image System. When that outline box appears lo
show you where the stored picture will go onscreen, you can do
a lot more than just move it. You can also rotate, stretch and
generally dislort it.

Whatever shape you twist the ‘view' box into The Image
Systemn will force the stored picture into it. This is extremely
ambitious stuff for an Arnold program. but I'm afraid it isn't
really very successful. The distortion process is not only slow
but also pretty inaccurate - the finished picture usually looks
quite badly mauled, and tends to be full of litle one-pixel holes.

VERDICT

There are quitei@dew other features of the package that | just

don't have ihe 1o cover in detail. Notable among these are
: vindow, a printer dump routine and the

fious program routines as RSXs from Basic,

hese are really relevant however, because to

Image System 1s latally flawed. The whole

Infortunately it lacks most of the features
te these pictures in the first place. The

too sansfactory either. They are really too
Arnold, and certainly much too ambitious for
olution. You can see it as heroic failure or plain
, but 1 don't think it's worth the money - or the effort
ake to get the results. Il

GOODD NEWS BAD NEWS

P Some unusual, ambitious § TSR IGTE ET R a0 T
featnres. functions.
§ » Can use program » Picture rotation and
§ routines from BASIC. distortion don't work very
» Compresses stored well.
pictures to save memory. P Only works in Mode 0.

P Pretty expensive.

b No joystick option.
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Let's fqu ﬂ BASIC isn‘t lhl most pnwcrful mmpuhr

Ilmmt in the world, it might be friendly and docile,
slow. If you're looking for a smnd

but i’s very
; Innw whi:h is both useful and easy to learn
;twlé d& a ot wnm than PASCAL. Sy

The ﬁﬂemma hmen EASIG and PASGAI‘: gnas a iﬁt dawf:. :

than the commands used. They are different kinds of

- "BASIC is an interpreted language whereas PASCAL is. m::;

 piled. Tomdmmﬂumﬂammmdmmumkm

o hnwwutmpumrundﬂmdapmgrmwmm

- "All the computing &mtgmanmeilherﬁmnldur]nmh
‘doné by a chip called the Z80. This is the 'brains’ of your
s m&dﬂm“ﬂmn?numlwpmgnm?wmmeuﬂit
~ what to do, in other words — you have to speak to the Z80.
~Unfortunately the Z80 only understands a language called
machine code, and machine code is very difficult to learn.

- Machine code commands n:ejucmmnbm mdi!mkumuwﬁﬂ_

mﬂm to do anything impressive.

The aiternative most peaple chaose is 1o use a. mwm'

.Z'Ia.nguaga like BASIC or PASCAL. High-level language com:

. mands are much easier to understand than their m&sind-’&éﬂﬁ
. equivalents, and tend to be based on English words or

mathematical symbols. That's fine as far as we're concerned,

-hntmwaur programs don't makeanysamm mm-

~ because it can only cope with machine code commands. =
. This is where the high-level language earns its keep. It
translates the high-level commands (which made sense to ?nu}
 into machine code commands (which make sense to the Z80), If -
this sounds like a pretty good way of keeping mryba-dy

happy; you'll see why high-level lanuugﬂi hava mght onin.

: snahahigway

i Cﬁb‘IPILEHS AND INTERPRETEHS e
That's not quite all there is to it, thﬂugh This t;mlatm
_business can ba done in one of two ways. Some languages are

translated as they go along: the computer translates an instruc-

‘tion, performs it, then translates the next instruction and so on.
This is calied interpreting, and the section of the language that
does the trmluﬂnn is called the interpreter. As 1 said sarlier on
- BASIC is interpreted. This makes it a very Iﬂandly langunga.
butitalmmakﬂitvmltnw
% The alternative system works like this: you ttmhm ‘the
enximh:gh-hnl program in one go, so that you end up with &
pure } code program. This process is called compiling,
and the machine code program produced by it is called the
 compiled code. Because the mmp:lﬂd program is in mchmﬁ
 code the Z80 can understand it without the need for an

interpreter. PASCAL is a compiled language, and this mm it

{potanttaiiﬂ very pnwn:ful am'l very fast.

USING PASCAL
If you're programming in PASCAL, the first thing you're gnmg

to wanl to create is your source code, That's the proper name
for the actual text of your program — the PASCAL commands. -

For this you need an editor, and I'm not talking about the
magazine variety herae.

Since BASIC generally comes with a built-in editor, it tends
to get taken for granted. It's the thing that lets you type in, list
and delete lines of your program. With PASCAL you normally
use a separate text-editor. It doesn’t have to be a purpose-
wrilten source code editor - if you have WordStar or
NewWord, for example, either of them would bn fine if you use
‘non-document mode'.

Once you've written your: file using the editor imd saved 1! :
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OXFORD PASCAL

Systems Software (Oxford) Ltd
CP/M PLUS (6128 and PCWg), £24.95

This ie the cheapest of the packages covared here and also the
most beginner-crientated; two facts that may not be unrelated, It
comes in two different forms, a standard digk-resident compiler
PAS.COM and a memory-resident compiler/editor/trace utility
PASCAL.COM. The first of these works in pretty much the usual
way - you type in PAS PROGRAM and it compiles the file
PROGRAM.PAS into the P-code file PROGRAM.ORE]. You can run
this as is with the interpreter RUN.COM, or turn it into a smand-
alone program with LOCATE.COM. So much for PAS.COM, at
least for the moment. PASCAL.COM is rather more unusual.

It's a major point in favour of most BASIC systems that the
editor and interpreter are memeory-resident — that is, you load
them into memory at the start of a session and they're both on
call there until you've finished programming. (I'm talking here
about CP/M BASICs like Mallard and MBASIC - Locomotive
EASIC doesn't even need to be loaded in.) If you write a BASIC
program you ean run it, find an error, edit it till it's correct and
run it again, all within BASIC.COM.

In contrast, with most PASCAL systems you'd have to write
your program with the editor, exit to CP/M, run the compiler
and find the errors, exit to CP/M, enter the editor again and so
on until yon get it right. For beginners this is arduous to say the
least - especially if you don't really know what the compiler's
having problems with. What Oxford Pascal offers you in the
form of PASCAL.COM is the BASIC-like ability to switch be-
tween editing, compiling and actually running your program,

It must be pointed out that the system has its drawbacks,
The compiler is a cut-down version of PAS.COM, and still needs
to access the disk for its error message file. It actually falls
through into the system if you've not got that on the disk, but
there is a handy utility called RECOVER.COM which leta you
salvage any source code in memory

More seriously, the PASCAL.COM editor is very unfriendly
and quite poorly thought cut, To edit a line you need to refer to
it by number. But unlike BASIC, lines in PASCAL programs
aren't given numbers by the programmer: they're aulomat-
cally numbered as lines 1,23 and so on. When you list your
source code by the clumsy ‘l,5p' command the line numbers
aren't shown. You just have to count down till you reach the line
you're interested in. This unfriendliness is a real shame. The
editor has some quite powerful features, but it's such a hard

BAD NEWS
# Rotten built-in editor.

GOOD NEWS
b Very nice price.

b Optional resident systemn. @ g0 b GV T R0 L

b P-code system makes for Fo410000 815,10, TN

short programs. » Needs an extra locating
P Manual caters well for stage to get stand-alone
beginnexrs. programs.

slog getting to them 1'd sooner use WordStar and forget aboul
the memeory-resident system altogether.

Turning to PAS.COM reveals other problems. The gystem
as a whole uses a system of colour protection lo avoid piracy. If
you're using PASCAL.COM you only have to go through this
rigmarole once in each session, but PAS.COM insists on chec-
king your credentials every time

It works like this: you're given a 40x28 grid with numbers
up the side and letters along the bottom. In each cell of the grid




15 a coloured dot. Every time you run the compiler, it asks you
for the coleurs of the dots in each of four cells of the grid. Get
one wrong and it unceremoniously dumps you back into the
operating system,

The theory is that you can't reproduce the grid on a
photocopier, so a pirate copy is unusable. In practice honest
users get exiremely annoyed at having to waste their time like
this, get locked out of the system when they lose their grid or

i
2 program bounce

3 const thecowscomehane
30;
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PASCAL 80

Hisoft, CP/M 2.2 & Plus (All CPCs and PCWs) price £39.95

Hizoft's Pasecal 80 has long been the standard package to
recommend. It's solid, dependable and wery short on gim-
mickry. It also costs £15 more than Oxford Pascal

For your £40 you get the standard Hisoft editor EDE).COM
and a disk-resident compiler HF80.COM. You also get a fair few
other files, but we can take a look at these later on.

As usual, the [irst thing you'll be doing is writing your
source code. You could use your favourite CPfM word
processor/text editor for this, but EDB0 will meet most people's
needs handsomely, ED80's a full screen editor, and it uses
almost the full set of WordStar control key combinations. This
does strike me as a little strange - after all, if you know
WordStar the chances are you've already got a copy of it, and
won't need EDB0. That said, EDB0 only takes up 12K of disk and
so is a lot more convenient on single-drive systems.

In use EDB0 is straightforward and, for a CP/M editor, quite
fast. It doean’t behave exactly like WordStar, but that's not
going to bother too many people. It can be configured for the
larger B256/8512 screen without too much difficulty, and it's size
malces it a natural for the M: drive.

As for HPBO, it's just a good practical compiler. You call it
up from disk in the usual way, so that typing HPE0 PROGRAM
will compile the file PROGRAM PAS into PROGRAM.COM. It's
pretty fast, and quite fussy. A missed semi-colon, for example,
will produce an avalanche of errors on the next line,

Pascal 80 would be the grand old man of Amstrad PASCALs
if it wasn't for the way Hisoft keep adding to it. Since it was first
launched it's gained not only random access filing but also a
fascinating library of GSX graphics routines. Both of these come
as PASCAL source code and are thoroughly decumented. You
can use them as procedures within your own programs, or read
through them te study the techniques used — the latter being
well worth the effort.

are stranded from the word go thanks to colour-blindness;
while pirates get out their {elt pens or trot off to the nearest
copyshop that has a colour photocopier,

This really puts me right off using the package in a serious
way - | mean, it's just too much effort to go through all that
every ime you want to compile something. And some enter-
prising hacker is bound to work out a poke o get round it...

(1npat,outputyls
false;

The smart ring-bound manual also contains support
material for these files, plus a great deal of information on the
Pascal 80 implementation. It doesn't cover PASCAL for
beginners, as the authors are at pains to point out. You may be
able to pick up what you need to know from the manual and
some experimentation, but you're probably going to need a
book of some sort to help you over the more difficult points. To
this end, the manual's bibliography lists a few suitable intro-
ductory books.

This is all starting to add to the price of the system as far as
beginners are concemed, but it does mean that the manual can
give more experienced users the information they need. That's
very important, and not just for hardened PASCAL fanatics. If
you buy a package you're going to learn with, you don't want
one you're going to outgrow too soon; nor do you want one that
resiricts you.

It may not be aimed at beginners, but I'd still recommend
Pascal 80 to anyone starting out. Beginners need the best and,
for the price, I'd say that's Pascal 80.

GODDD NEWS

P Nice editor and good
solid compiler.

P Thorough manual,

P Nice, well documented
GSX routines.

P Compiles to true Z80
code.

P Runs under both CP/M
systems.

P Takes up very little disk

BAD NEWS

P Not too cheap.
P Manual doesn't cater for
beginners.




to disk as, say, PROGRAM.PAS, you'll then want to compile it.
To do this you have to run the compiler. If the compiler was
called, say, COMPILE.COM then you type something like

" COMPILE PROGRAM at the A> prompt. Assuming you haven't

made any mistakes the compiler then produces a new file called
PROGERAM.COM. This is the compiled version of your program,
and behaves just like any other .COM file. That is, you can run it
simply by typing PROGRAM at the A> prompt.

The chances are that things won't go anywhere near so
smoothly at first. PASCAL is very fussy, particularly about
punctuation. If you make a mistake, it'll probably be spotted
during compilation. The compiler will report the kind of
mistake you've made, but it's not always very precise. Often
you'll get several different error messages all set off by one
mistake. there's also a tendency for the messages to crop up
some way after the actual error, which only adds to the general
confusion.

P-CODE

Some implementations of PASCAL don't work in quite the way
that's described above. Instead of converting your commands
into Z80 machine code, they translate it into a special language
called P-code. Then an interpreter translates this P-code once
the program is running. There are theoretical advantages to

A flexible frien

Programmer Wilton explains how Minerva’s utility can help you remember

things faster

If you've got a disk-equipped CPC and you program in
Locomotive Basic, you've got a lot of features available to you in
the way of graphics and sound commands that PCW owners and
their Mallard Basic don't hava. Mallard does have one feature,
though, that Locomotive can't match — and that's random access

file-handling.

THE PROBLEM

When you want to read files in Locomotive Basic, you can only
get at your information sequentially - in the order you stored it
in the first place, that is. If you've stored 100 phone numbers
and want to get at the 50th one, you have to open the file and
read in and discard 48 phone numbers to get the one you're
after. If you now want to read the 38th number you have to close
the file, reopen it and start the read/discard process again.

This is very inefficient, so most people end up just reading
the whole file into an array and working on it there. That's fine,
so long as you can fit your program and your data into memory
in one go. Otherwise, you've got problems.

THE SOLUTION

What you need is a way of getting at the precise piece of
information you want without having to plough through all the
data up to that point. This is called random access and as | said
earlier, Locomotive Basic can't do it. Till now, the answer has
been to work in CP/M - both of the CP/M Pascals reviewed this
issue offer random access, or if you prefer Basic you could buy
a copy of Mallard. That does mean learning a new language,
though, or at least a new implementation of Basic.

Now Minerva Systema have come up with a way of getting
random disk access in Locomotive Basic. It's called instant
Access and it's a spin off of their successful Randem Access
Database. They've taken the disk-handling routines out of that
and packaged them up as R5Xs — functions you can call from
Basic by using bar-commancs.

THE ROUTINES
There are nearly 40 RS8Xs in the package, a third of them

38 1986 AMSTRAD ACTION SEPTEMBER 1'n sericas as heil...

this. In particular, the same proegram is usually much smaller in
P-code than it would have been in machine code.

There are also several drawbacks to P-code compilation. A
major problem is that P-code programs need the interpreter to
be present when they run. If yon want to turn a P-code program
into a sfand-alone program — something that can run without an
interpreter - you'll need to put it through an extra processing
stage. Turning a P-code program into a stand-alone .COM file
usually makes it a great deal bigger. It could easily end up
being larger than the file a normal compiler would have
produced.

JENSEN & WIRTH

PASCAL is a highly standardised langquage — much more so than
BASIC. A program written for one version of PASCAL should, in
theory, need very little modification to compile on another.

For the purposes of standardisation, PASCAL implementors
refer to a specification drawn up by Jensen and Wirth back in
1975. PASCAL packages usually boast about how accurately
they conform to the appropriate standard, but it doesn't actually
mean that much these days. For what it's worth, neither of these
packages could compile the other's demonstration files without
considerable modification. B

INSTANT ACCESS

Minerva Systems
All CPCs with disk drives, £29.95

= ____ ey
actually dealing with random access. The key ocnes are
| CREATE to set up a new random access file, |OPEN and
| CLOSE for existing files, |PRINT to write data and |INPUT to
read it.

As with all REX systems, information is passed to an Instant
Access routine as a series of parameters after the relevant bar-
command. If you wanted to read a piece of information in from a
file you'd opened, you'd give a command of the form
' |INPUT, tstringname$, numberl % number2%". Here ‘strin-
gname$' is a string you've previously defined.

The routine starts reading in characters from the random
access file, putting them into stringname$ until it’s full. If you've
previously defined stringname$ as a string of 10 blanks then,
after the routine has done it's job, the string will instead contain
10 characters read in from the file.

The two numbers in the example tell the routine which part
of the file you wanted to read from. If you don't bother to give
them, the routine will carry on reading where it left off last time
- just like a sequential system. |PRINT works in a similar way
and, helpfully, can be freely used alongside |INPUT. You don't
have to open a file specifically for input or output, in other
words: if you read the data and find it needs updating you can
rewrite it without the need to close and reopen the file — another
advantage over Locomotive Basic,

: IEgLT weTous



GOOD

THE DIGITAL RESEARCH CP/M PLUS
MANUAL

Heinemann NewTech, price E25
CPC 6128 and PCW machines

Lei's get one thing clear before we start: this book is not for
beginners. If you shy away from memory maps and assembly
language you're unlikely to find it comprehensible, never mind
actually useful. Quite simply, it's the only book you'll ever need
on the technical side of CP/M Plus - and that means it's very
technical indeed.

If you're a bit of a machine code buff and want to start
delving in CP/M 2.2, there are plenty of books available from
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mands for direct sector editing, inputting data from the key-
board, disk-error handling, and executing the contents of a
string as a Basic command. These are all interesting, though
some of them need to be used with a little care.

VERDICT

The real advantage of this system is the way it gives you
random access file and other advanced disk features within
Locomotive Basic. With a reasonable kmowledge of Basic and
the aid of a helpful, clearly written manual you should find the
routines quite easy to use. Setting up all the parameters for the
bar-commands can get laborious, especially on the 464, but the
effort required to write your own routines would be in a
different league altogether.

The real drawback with the system is the amount of space it
takes up - somewhere in the region of 10K - but a data-handling
program will probably save much more than that by keeping
data on disk rather than in memory.

BOOK

Sybex and the like. If it's CP/M Plus you're out to gen up on,
you've got much less choice, In fact, the only really helpful book
up till now has been MML's The Amstrad CFP/M Plus by Andrew
Clarke and David Powys-Lybbe. So how does Digital
Research's official effort measure up?

In terms of presentation, the DR manual is a lot slicker. The
typesetting is certainly much easier to read and that's a major
advantage to my rfiind. In practical terms it loses oul however,
as its chunky ring-binding weakens its pages and the thin
covers give it inadequate protection for a reference work.

As far as content goes, the Digital Research manual is really
quite narrow. It concentrates on the structure of CP/M Plus in its
Amstrad implementations, the workings of the DR/Amstrad
atilities and the techniques used in writing applications of your
own. Thia ig all very theoretical stuff, and needs to be read
glowly. MML's guide quite definitely set out (amongst other
things) to teach beginners how to do useful things with CP/M
Plug. It covered a wide variety of programming and hobbyist
topics in a friendly, even chatty way.

In contrast, the DR book is formal and precise. Though it
starts from basics, the emphasis is on the technicalities of CP/M
Plus on the Amstrad machines rather than on how to do what
you want to. Each section starts off with a brief summary of what
lies ahead, and terms are carefully defined before they are
uged, The authors waste no fime getting stuck inte the nitty-
gritty of BDOS entries, RSXs (which they explain extremely
well) and the two Amstrad CP/M Plus implementations. For the
beginner this is of no use at all, but for the seasoned machine
code programmer intent on learning to hack in CP/M Plus it's
just about ideal.

It's partially a question of the sort of approach you like, but I

found the writing style of the Digital Research book much more-

straightforward and easy to read than Messrs Clarke and
Powys-Lybbe. To be sure, the subject matter is pretty complex
stuff. All the more reason, to my mind, to set things out plainly
as the DR mannal does. There's no chat or waffle to get in the
way; just detailed information. That said, you might well find it a

little too clinical and prefer the MML manual's style - it's a

matter of taste.

GODOD NEWS

P All the details you need, B E+URUEE R RG5O
P Clear and concise style. R @@L Li410

» Thorough explanation of BTl 158

techniques.

# If DR don’t know the

technical ins and outs, who

does?

BEAD NEWS

Non random-access RSXs in the package include com-
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OF THE PEOPLE

Hope you didn't miss us foo much last
month, but pressures of space meant some-
thing had to go. Anyway the Pecople are
back with a vengeance this month, praising
and pillorying software houses for their

EH“”‘!

Tomahawk and Kane both get a de-
finite thumbs up, while Meltdown gets a
very cool reception from the dynamic duo in
Sideup. Shane Mahoney really flipped over
Spiky Hareld for which no praise is too good
as far as he's concerned.

If you've just got your hands on a new
game and feel a desperate urge to tell
someone how good, bad or average it is,
then this is the place to do it. Send your
comments on the bock of a postcard or

stuck down envelope to:
People, Amstrad Action,

Voice of the
The O©OIid Barn,

Somerton, Somerset TA11 5AH.

KANE

Mastertronic

AA Rating 809,

If you work in a computer shop
you see a lot of programs for the
Amstrad. Most pass without a lot
of notice, but not Kane. It's one
of the rnost colourful and graph-
ical games ['ve seen. Addictive
is just not in it - just try to stop
playing it.

Alan Segar, Wallasey

A very good game indeed.
Colour is used well throughout
the game, as is sound. The
game is tough when you starl
out but it soon gets easier. All in
all a great game and well worth
£1.99.

Cralg Munro, Loanhead

The graphics and animation are
very good, especially the runn-
ing character. The game is dif-
ficult at first but becomes easier,
especially if you use the pract-
ice mode. f you like Westerns
then you’ll love it, although it
might not hold some peoples
interest for long. Ori the whole a
good game, and worth the £1.898
asking price.

Clive Hopkins, Eastleigh

I must admit I was gquite im-
pressed with this game
Although it has only four
screens it is fairly good fun to

play and quite challenging. The
graphics are very nice and the
gound effects are great. The
only problem is that it is very
easy. | completed it on my sec-
ond go. Still for a couple of quid
it is definitely worth getting.

Richard Connelly, Crofton

Cne of, if not the, greatest flight
gimulators on the Amstrad. Yet
it 18 not difficalt to fly. The vec-
tor graphics are excellent, but
best of all are the variety of
options available to you, such as
night flying and cloud base, If
you are in the slightest bit inter-
ested in simulations, thas 13 a
must.

Daniel Castle, Marlborough

Digital Integration have come
up with the perfect
flight/combat simulation with
this program. Control of the
chepper is realistic and there
are plenty of battle opportun-
ities for the more bloodthirsty.
Best of all though is the infra-red
night time scenario.

Gerry Hughes, Cranleigh

This is definitely the best flight
simulation around at the mo-
mant. It's the best combination
of simulabon and shoot-em-up.
Unlike most others it is fairly
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easy to fly the helicopter, so you
wan't spend most of the ime on
the ground, unable to take off.
But to fly it properly it will a
long time to master.

Once you're up in the air
there’s plenty to shoot at, in-
cluding tanks and helicopters.
There are loads of options to
malke the game as eagy or as
difficult as you want. You can fly
by day or night, in cloud or in
clear weather. Definitely worth
buying.

Richard Connelly, Crofton

MOON CRESTA
Incentive
AA Rating 62%

This is a completely unoriginal,
mindless shoot-em-up - and |
love it! All the addictiveness of
the arcade original has been
caplured in this version. You
need a quick trigger-finger and
lightming reflexes to survive. A
greal piece of nostalgia for age-
ing arcade addicts like myself.
Gerry Hughes, Cranleigh

MELTDOWN
Alligata

AA Rating 679,

PS5 need not worry that this
game will take Get Dexter’s role
— it's naff. The graphics are
pathetic, as is the animation.
Also the screen update is, well,
s-l-o-w. The music by WE
MUSIC is about the only decent
thing and | suggest that they
should check out some other
companies who need them.
Emmet Masterson, Sidcup

Thiz must be one of the most
hyped games for ages, it is just
so *L!*! The graphics are use-
less, the sub-games are, well if
you can call them games, te-
rrible. Playability too is terrible
with everything going at a
snail's pace. The only redeem-
ing featare is the music,

Simon O'Connall, Sideup

SPIKY HAROLD
Firebird
AA Rating 66%

Great music while the game is
loading. The sprites all follow
routes so that it's experience
that will complete the game.
Graphics could have been bet-
ter. Staying power lets it down
but some good features make it
a good game. Colour could
have been used much more
wisely to make it so much
better.

Adrian 5ill, Doncaster

Brilliant! That's the only way to
describe this game. How could
it score only 56% on sonics in
your rating. [ loved listening to

its wversion of *An English Coun-
try . Garden', and the sound
effects are great. There are so
many features on screen it's
amazing — ] found birds, flies,
bees, mice, puffs of smoke,
drops of water, ghosts, spiky
balls, snails, a tortoise, ducks
and spiders. The humour of
getting drunk after drinking
wine is immense.

I you want a tough timing
game, preity graphics, good
humour, excellent use of colour,
loads of screens and a magnifi-
cent price, buy Firebird’s Spiky
Harold. It should have at least
got an AA Rave i not Masier-
‘game awazd.

Shane Mahoney, Stanmoze

THE FIFTH AXIS
Loriciels
AA Rating 83%

This game really is boring. It
has rubbish graphics and sound
that really grates after a while,
This wouldn't matter il the
gameplay was good, but it isn't.
All you do is kick neverending
numbers of monsters and pick
,up things, then when you've got
about a 1,000,000 you jump
gpears, boring.

Simen O'Connell, Sidecup

This iz another great French
game with some really lerrific
animation. Scrolling is also
good, as is the atmospheric
catchy tune which plays along in
the backgreund. My only gripe
is that it lacks a bit in variety
which means it can get boring.
All in all a great game which
none of my mates seemed to
like.

Emmet Masterson, Sidcup

HARVEY
HEADBANGER

Firebird

AA Rating 919%,
Brilliant, absoclutely brilliant!
This game is just so addictive
and playable. The graphics are
stunning, real cartoon guality.
There are plenty of options-so
you can make the ‘game suit
your needs. It is just great. The
bonus is that it is only £1.89, so
you can't go wrong.

Richard Connelly, Crofton

KUNG-FU MASTER
US Gold

AA Rating 729%

This game is almost as good as
all the ads led us to believe. The
graphics and animation are
great BUT there is no mukic
{shock amongst arcade
players). However this iz US
Gold's only good game 5o {ar
and probably their best.

Simon O'Connell, Sidcup
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FIREBIHD IN FORCE

Firebird really take the laurels this month with both
Mastergame and an AA-Rave that scores an AA-Rating
of 94 per cent! Is this a record?

The Mastergame is 3D Starstrike Il and the AA-Rave
is Thrust. It Thrust had come in sooner it might well have
made Mastergame - as it was it had to make do with
black-and-white, but do check it out on page 52.
The French flavour this month is not supplied by garlic
but by our look at the French scene on page 19, and a
preview of some colourful forthcoming titles on page
59. As far as we could tell with our limited French they
look pretty good.

Don't forget the Special Offers on page 80 either. You
can pick up both the Mastergame and Jack the Nipper
and save yourself up to £6 too!

COMPATIBIILITY

All the games reviewed this
month are compatible across
the wheole CPC range. None
work on the PCW ['m afraid.

TOP 20 AMSTRAD GAMES
The chart created by AA readers

This Lasl

month month % of voles Tita

1. 1 10.4% GET DEXTER

i 2 10.2% SPIN DIZZY

3. 8 «87% ELIE

4. 8 6.1% BATMAN

S 5 58% BOMBJACK

B. — 46% THE COVENANT

ifa 10 4.4% TAUCETI

B. 4 3.2% SORCERY PLUS

9. 3.2% COMMANDO

10. 15 2.8% HIGHWAY ENCOUNTER
11. 13 2.8% RAMBO

12. 16 2.7% GREEN BERET

13. 6 25% WHO DARES WINS 2
14. 20 22% FAIRLIGHT

15. - 2.1% MARSPORT

16. - 1.9% STARION

17. - 1.6% 3D GRAND PRIX
18. 12 1.5% SPELLBOUND

19. -~ 1.4% SWEEVO'S WORLD
200 9 1.0% YIE ARKUNGFU

Soltware house
PSS Top three ~games Get
Electric Dreams  Dexter, Spin Dizzy and
Firebird Elitemaintaintheirreign
of power, just showing
O‘?ean how good these AA
Elite Mastergamesreallyare.
PSS The Covenantfrom PSS
CRL shoots in to the number
e six spot, making it a
Vtrglan msoft game to watch! Batman
Elite looks like a game to
Vortex watch too - can it hang
Ocean on to fourth position for
Imese i And what about
w
Alllgata the battle going on
The Edge between 10th, 11th and
Gargoyle 12thplace? Remember,
Melbourne House the outcome is up to
Amsoft you - these are your
‘ charts, so if youwant a
Mastertronic hand in them get voting
Gargoyle ‘
g_ y on our voting form on
|mag|r|9 page 86.
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Young Jack is every parenis worsi night-
mare -~ he's not just a naughty little boy,
he's positively evil. His main aim in life is to
gmash anything he can get his hands on,
drive adults up the wall, throw a spanner in
the cogwheels of industry and generally
cause as much trouble as possible. You'll
be glad to know that far from having te try
to stop Jack..you are Jack. All aboard for
second childhoods, kiddic psychopaths
and revenge wreaking parents.

All the action takes place in Jack's
home town, which he's intent on livening
up a bit. To do that he's got to use a number
of objects in the right places to cause
havoc. The town i made up of several
sireets containing shops, houses and gar-
dens, nearly all of which contain some
potential mischief. Each location is shown in
peeude. 3D and 15 packed with moving
characters who really do deserve the
phrase 'cartoon graphics'. There may not
be much animation but the variety and
detail of each character gives them real
personality and humour.

All of the characters pose a danger to
Jack because whenever he tuns into any-
body his ‘rash rating’ goes up until he loses
a life due to a very sore bum. Extra hefty
gcoldings will be handed out if he performs
one of his acts of mischief and gets caught
by the unfortunate victim. This sort of rough
justice: will alse be meated out if he shools
people with his trusty pea-shooler.

SECOND OPINION
For once here's a game with real
cartoon graphics - the characters look
like they 've stepped straight ouf of
The Beane, and there's a plot fo maitch.
It's a totally breakable game, and you
just won't be able to resist it. Go on,
give '‘em hell!

AW

Az Jack moves about the town ha can
wenter the doors of shops and buildings to
do muschief, or move into another street
through the t6p of some screens. He can’t
move back through the bottom of a straet,
but has to carry on through the screens
until the street wraps around back to the
starting position. This isn't much of an
inconvenience since there are only a few
streets, but it means that a good knowledge
of the street layout is helpful.

The pranks that Jack ean perpetrate
are fairly straightforward but aren’t always
easy to complete without getting a bad
spanking. Dropping things from a great
height so that they smash and shooting
things with the pea-shooter are fairly chvi-
ous, but using some of the other objecis is
more fun. Many shops are vulnerable to
attack, by overloading the launderette’s
washing machines with powder, for
example, or shorting out all the computers
in the 'Just Micro' computer shop, Only two
abjects can be carried at once, but after
they've been used they can be disposed of
in - the . most destructive manner you can
think of.

This isn't a particularly tough game on

Gremlin Graphics, £8.95 cass, 14 95 disc, joystick or keys

the adventuring side, but while you're still
trying to find all the objects and work out
what to do with them it's tremendous fun,

The cartoon graphics really are good and

THIRD OPINION
Asg the proud father of a two-year old, [
could really feel for this game. The
graphics are excellent and the humour
funny fer ence, but whether it'll kkeep
the dedicated player involved for long
15 another matter.

MN

add a great deal to the game's impact,
You'll fall in love with this little horrox
straight away and the great beauty is that,
unlike the real thing, you can turn him off
whenever you like.

BW

FIRST DAY TARGET
830 per cent, or 'Prankster’

D WD W

6 0 0

B Very atiractive cartoon graphics.
P Plenty of humour.

 Mosts tasks are pleasantly
destructive.

» Enough locations and objects to
present a reasonable challenge.

P Most kids aren't quite this bad.

B A D R E w S
P Loses interesi once you've solved
most puzzles.

GREEN SCREEN VIEW
For a game with such great use of
colour, this one looks pretty good in
graen - certainly no visibility
problems,
AW

GRAPHICS 1714

GRAB FACTOR DA
STAYING POWER fé &8

AA RATING 354

Nipper's naughty hints

Here are a Few clues on how to use oblects to
their most mischavious:

SOAP POWDER: gets Mum into a
lather,

FLOWER KILLER: Dad's busy weed-
ing the garden so why not give him a
hand.

BATTERY: someone will blow his top
when you blow his fuse,

BOMB: ‘ello, 'ello, ‘ello, now you've
blown it.

HORN: not a hot tin roof but just as
lively.

FLOPPY DISC: production will grind
to a halt when you corrupt somebody's
computer.
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You just can't seem to match Mastertronic's
preduction of high quality, regular and
cheap games at the moment. This one's a
version of the arcade game Gauntlet and
stands out because of the option of a two
player game in which the participants have
to actively co-operate fo get anywhere in
the game.

As a one player game this is a fairly
straightforward arcade adventure in which

SECOND OPINION
If this was a one-player game, i would
be pretty good. Weak graphics and
difficult controls would put it some
way below Mastertronic'’s usual high
standards, but it would still be good
value. It earns ifs Rave with the twa-
player option, hewever - the
gooperative gameplay [5 great stuff,
and very unusupal,

AW

yvou rush aronnd lots of locations picking up
as many objects as possible and fighting
hordes of creatures. Howewver, when you
play with two players it bacomes a unique
exercise in co-operation and dual action
that you won't find in any other Amstrad
game. So if you've got a friend who you'd
like to get closer to then read on.

GHOSTS’N GOEBLINS

Elite, £8.95 cass, £14.95 disc, joystichk or keys

Yet another of Elite's very popular arcade
conversions, which will probably leap to
the top of the charts guicker than you can
say 'pots of money'. It's very short on
instructions, but anyone who's seen it in the
arcades or played Green Beret will quickly
get the idea.

You control a knight, sporting a fiery
orange beard, who's trying te do what
knights do best — rescue a damsel in di-
stress. To do that you've got to ovarcome
all manner of spooks, ghouls, goblinsg and
things that go AAAAARARGH in the night.
You have to get through a number of
screens, moving left to right across them.
When you near the right hand edge of the
screen it scrolls to reveal more of the
spocky scenario.

The knight is armed with a limitless
supply of swords you throw horizontally to
dispatch foes, but you can also take evasive
action when necessary by jumping, due-
king or climbing. The first problem en-
countered are zombies, which rise up from
graveastones and head towards you with
arms cutstretched. They zombies have to
be hacked down with the swords so that
you can leap over the gravestones.

The background soon becomes more
detailed with the knight able to climb lad-
ders up to a plateau. On this section there
are more zombies, birds that flap up and
down, and plants that spit rocks at you. All
of these are deadly to the touch but can be
killed with swords. If you do loge a life you
return to an intermediate starting point,
depending on how far you've got. These
points are guite a way apart and take some

The game revolves around two charac-
ters, Agravein Undead and Storm, who are
searching the castle of Una Cum for Storm’s
wife. In the cne player game you control
Agravain and have to complete the task on
your own, while in the two player game
Storm is also thrown into the action.

The castle is composed of rooms con-
nected by doorways, the rooms and every-
thing in them being viewad from above 20
that you only see the head and shoulders of
each character. Storm's wife is in Una
Cum's laboratory, and to get inside you'll
need to collect three snake brooches hid-
den in the maze of castle rooms.

As you enter each room a description
of it scrolls across the top of the screen
which may or may not prove useful. More
helpful are messages that appear informing
vou of avents and the statuz of the charac-
tera. Each room usually contains a number
of features such as walls or other static
objects. Some of these can be picked up,
others shot and some examined.

In every room there are generators
that produce creatures varying from armed
guards to amoeba-like fungi. These can be
shot, and when they come into contact with
you they drain energy. The generators can
also be destroyed, stopping them from
producing creatures, but they reappear if
you re-enter a room. These are the only
other things that move but they are a

A zombie staggers
towards you

gerious threat because the generators can
spew them out at great speed to create a
seething mass of monsters.

Objects that can be picked up include
scrolls, amulets, masks and cabbalas.
Masks will destroy all the generators in a
room, but scrolls and amulets will just
destroy all the monsters. Cabbalas will
Iemove or create traps, and you only find
out which by trial and error, Other helpful

THIRD OPINION
fam a real sucker for twa player
games, if only because genuine two
player action is so rare, and most
games are very anti-soctal. This one
really succoeds because to gat
anywhere the two players have to co-
operate rather than compete for a
change,

MN

objects are food and restorative fluid that
replenish energy, and armour that protects
you against the creatures.

If you are playing the two player game
then when one player exits the room the
other player has to follow through the same
door. This, combined with the difficulty of
the game, makes co-operation essential - if
players iry to compete against each other
then disaster is certain.

The orange
bwarded knight
b just threwn o)
sword




The graphics are quite nicely docne
although overlayved sections of scenery can
make it difficult to see what's geoing on at
times. The action is very hectic and you
won't have much time to stop and think in
either player mode. The use of objects and
traps adds an interesting element to the

getting to — that's just on Level One, and
there ara four Levels in all!

The next starting point takes you into a
different section of the game, where things
gel really tough. First you have to hop on a
raft to cross a stretch of water, and then
avoid seme nasty flying ghosts while trying
to jump over more pools. f you've got this
far you'll be starting to wonder just how

SECOND OPINION
This game runs on [rustration. Die al
the end of a section and you start your
next life a long, long way back -
always assuming you've got a life left,

that is. The obstacles keep getting
meaner, and you've gof to take each
ane a new way. It drives me up the
wall, but [ can't stop playing if.

AW

A bird walts evilly

gameplay that make thi= more than just a
mapping task. In one player mode it's just a
good. tough arcade adventure, but in two
player mode it's unique and will provide
many hours of enjoyment.
FIRST DAY TARGET
Onea Snake Brooch

BW

long Level One is, but the toughest part is
yel to come.

The last adversaries include a winged
demon, flving ghosts with spears, another
rock spitting plant, and a guardian demon
wheo leaps up and down, trying to stomp on
your head. Pocls of water also make life
difficult, so you'll need all your skill and
timing to get through. If you can make it to
the end of Level One the game ocpens ont,
giving mult-directional scrolling instead of
just left and right. The action alsc becomes
more platform orientated and certainly no
easier.

THIRD OPINION
Needless fo say [ didn't get anywhere
like as far as Bob with this one, which
ig one reason I'm nof usually that keen
on this type of game. But this is one

with a sense of humour, and just the
right level of difficulty fo keep me
coming back for more. Better than
Green Beret and a lof less bloodthirsty
oo,

MN

Each level comes with different scen-
ary and 21l are ezceptionally tough. The
graphics and animation are reasonsble, if
not outstanding, but the music s wvery
catchy and the gameplay fremendously
addictive. If you've played Green Beref
you'll be at home straight away, but it is a
much more waried, complicated and
tougher game. Some playera may take time
to really get to gripe with it and even

 Itdidn'tlook too good in colour, but

this game's just ugly in green. Stll

6 0 0 D N E W

b Plenty of rooms to explora,

b Colourful graphics viewed from an

interesting overhead position.

» B very tough one player challenge.

b Unique two player game requiring co-

operation.

b Nice features like traps, masks and

scrolls. |

B A D N E W

b Keyboard control only, which is
rather awkward at times,
b Odds can be overwhelming.

GRAPHICS (354 &
SONICS '
GRAB FACTOR [
STAYING POWER [
AA RATING ELE ¢

experts will find it tough lo get past Level
Two. Like ma, you'll keep coming back to it
to see if you can just crack one more
section...and another...and another.

FIRST DAY TARGET SCORE

Just gent to Level Twal

BW

» Four very tough levels.

» Variety of ghastly. ghostly enemies.
P Extremely addictive gameplay.

P Good music while you're playing.

b Not just horizontal serolling, multi-
directional action from Level Two on.

» Long gaps between starting peints.
» Almost too tough in places.

LT 67%
SONICS EXpA &
GRAB FACTOR [C
STAYING POWER
AA RATING [l




The predecessor to this was one of the
garliest big games on the Amstrad, and it

still locks good even today. That was a

‘vector' graphics shoot-em-up with all the
ships line-drawn and empty. Now every-
thing has been filled in with colour, and hag
more varied stages and an overall task. If
you've got the original then you already
know what Realtime is capable of, and this
latest offering sets new standards in
graphics.

SECOND OPINION
This one takes shoot-em-up graphics
into a whela new league. The enemy
ships are so beautiful it seems a shame
to shoot them, and they're just 8 small
part of the game. If docking with
space-whevels doesa't amaze you, you
should try the tunnal sequence at full
speed - it's dazgling. The gameplay's
tough and varied, but who cares.

Thnmptlhnudatnmppn rt module

from which you travel to each of the five
systems. Supplies can be taken on at the
module to replenish fuel and forcefield
levels before taking on the planets. Once at
a system you can choose o attack any of the
planats, basing your decision on the cost in
fuel and the #u’mg‘m of their defence.

Whenynuhypmmtnmepmmm

may encounter your first problem - a

hyperspace storm. This consists of an awful
lot of coloured blocks flying straight at you,
which have to be avoided if you don’t want
to suffer alot of shield damage.

Having reached the planet you could
come across a space wheel. These always
appear at military planets and sometimes
atindustrial enes. These can be ignored.
hmpimmdﬂqnitalc]uﬂmg‘e After that
comes a series of defence forcefields, each
passed through a diamond-shaped gap.
These are defended by various spinning
objects and gun emplacements that fire six-
pointed stars. Getting through them un-
gcathed is very tough and takes good tim-
ing and positioning.

After getting through the defence
fialds you've got to deal with the planet's
orbiting fighter cover. This involves ship-
to-ship fighting, very similar to Starion and
uging similar scannezs to locate the enemy.
When the enemy comes into view the scan-
ners disappear and leave you to marvel at
twisting and rurning in front of you. Shoot it

a few times and it explodes, often leaving a

fuel pod for you or an enemy scavenger

ship to pick up.

SPACE WHEEL: Shoot five pods off the edge
of the wheel and then dock with it by spinning
te match rotation. Once inside destroy the
ship and the three control pods = the third
one freezes the iris door and allows you to

DEFENCE FIELDS: The gop in the field is
blocked by spinning squares and friangles.
The triangles can be shot, but the squares
have to be avoided. Examina their movemeni
and positioning to find o route through.

Once you've destroyed enough ships
you descend 1o the planet surface, and a
trench which you fly through, shooting
some of the ground targets and avoiding
others. At the end of the trench you anter a
ventilation duct full of blocks and obstacles,
including rotating fans and opening and
closing iris dwrs.ﬁrmll? you'll come to the

THIRD OPINION
If you fancy a change from Elite, this is
the one for you. It deesn 't gquite have
the same thrill as racing your souped-
up Cobra MENT against a couple of

Vipers - it doesn't guite have the feeal -
but it'’s pretty hot. And the graphics
are astounding foo.

m_mnhhhg the pod that has fto
bedestroyed to neutralise the planet Blast
that and it's off to tackle another one.

scavenger ship picks it up.

ORBITAL FIGHTERS: To get them in your
screen use the two sconners. When shol they
vsually leave o fuel pod — be careful not to
shoot it, but fly quickly tewards it before o

g v
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Not every planet has all these stages,
and some are harder than others. Whi-
chever one you choose you find your
shields under heavy pressure and a need
for plenty of skill and practice. The solid 3D
graphics are absolutely smunning, com-
bined with demanding, addictive gameplay
and terrific variety in the stages and oppo-
nents. It's certainly the best action shoot-
em-up of the year so far, and those 3D,
solid, colour graphics are absclutely
incredible.

BW

A, & G 4

!

VENTILATION DUCT: Contains blacks across
your path on all sides of the duct. Some
osclllate up and down, others from side to
side. Fons rotate, while iris doors and sliding

CONTROL ROOMS: Contain a single ped
which, when shot a few: times, opens an iris
door in the back wall of the roem, The only
difficulty is in manceuvering to sheot the ped
and then getting back to the door in time. If
you miss [t then it's back to the ground attack

doors open and close across the whole of the
duct. You can vary your speed, aond ot full
spead it's lethal but very impressive.

GROUND ATTACK: Dongers include gun
emplacments that fire stors, vertical beams
and bouncing squares. A cursor on the ground
shows where you can shoot, its position being
controlled by your height and sideways
mavemeant.

GREEN 5CREEN VIEW
Looks great fo me, and I do mean

greal.
AW

Very addictive and fast gameplay.

As a pure shoot-em-up it knocks
everything elss into deep space.

A long texm aim besides a high score,

Astounding graphics.

Easy to get into the action.

Large variety of seetions and
enemies.

Some very tough stages.

Only if you don't like shoot-em-ups.

GRAPHICS b
SONICS [
GRAB FACTOR gl




Powerful stereo amplifier which utilises the
Amstrads full sound capabilities.

Compatable with the 464, 664 and 6128
computers.

Very easy to use. Demonstration software
included.

Enhances most existing software in
wonderful stereo.

No external power supply needed.
Works with ALL add on's.

Complete with two high quality 30 watt
double cone air suspension speakers in pod
mounts, for group listening and a pair of
lightweight headphones for personal
listening.

Range of music tapes which complement the
Maestro perfectly.

Can be used with your own Hi-Fi speakers.
A must for all music lovers
Designed by experis.

A W angiard Lessgee Product

VANGUARD LEISURE LTD.
CHURCH ROW CHAMBERS, FRANKLANDS
LONGTON, PRESTON PR4 SPD

Telephons (0772} 617665
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" Calleva Park,

Berkshire. RG7 4QW :
1 Tel. Tadley (07356) 77486

The Central Intelligéhce
Unit of the FBlI has been

| atacked by a hostile

Secret Service, you must

find the bomb and_the

stop-codes for the timer
before the enemy lose
their paﬂeﬂbe

Available fream all leading

‘computer stores |

Amstrad CPC Cassetle £9.95
Amstrad CPC Disc . £1495
Commodore 64/128 Cassefte £9.95
Commodore 64/128 DiSC £12.95

85% Gveral! - Happy Computer,
Germany

-

Micropool International Ltd,
4, Mercury House,

Aidermusfan




' 'ywﬁy a&m Ten driws a lumn

game |
old *pong’ (fennis) games. Remember
whm you'd go brain md %

SECOND OPINION
The idea of 3D, zero-gravity pong may
not sound like a natural, but this one
really works. It's gripping, infuriating
stuff, and af fop spead can really get
quite manic. The split screen makes
for great two-player action, and the
computer opponent's no slouch either.
Wouldn 't have minded a more
interesting scoring system, though.
AW

mkﬂphmhmdenm:gnremg:ulum

~and under: mﬁgmﬁty conditions so that
. the ball doesn't have a curved trajectory.
- The two players control transparent bats -

“that produced - Tt Cen;, but
{5 in fact a histech development of

m&megme-wmmhm.;_
at it takes place in mmnuheriﬂat'_ '

o My

This is one of the first games 1o come out of
the thriving German Amstrad market, and
it shows that they may well emulate the
French with a similar software invasion.
This isn't tarribly original in concept but it's
well implemented, looks good and features
some testing gameplay.

The game takes place in a hotel in
which a bomb has been planted on the 82nd
floor. The aim is to get to the bomb by
using the many elevators in the building,
and then to defuse it. Naturally things are a
good deal more complicated than that, and
there are plenty of obsiacles in your path.

. SE‘GOHD OPINION

R‘s always nice to see the Arnold
market in Europefeeding software
‘back into the UK, even il itisn't all
- exactly 1o the standard of Get Daxter.
- This German hﬂ‘-&m-up a:'.mrryfj hag the
fresh and unusual approach of recent
French games, with nice touches
galare. All that shooting, ducking and
Jumping can geta bit amama, buur

: .i"mm‘.l! s different. :

AW

The agent you control ia called Trevor,
and in order to defuse the bomb he needs
to find 18 codes hidden in the building. The
building itself iz split into groups of eight
floors, each group containing two keys and
two codes. The first key is to be found at a
reception desk, and allows you to open the

hotel rooms in that group of floors. In one of
these rooms is a porter with the key that
takes Trev past an emergency door into the
next group of eight floors.

Three floors are shown on screen at a
time and each is only one screen wide, but
all are packed with furniture
and cbjects.
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one at each end of the box — which have
complete lreedom of movement around the
back walls. The aim is to strike the ball so
that it mizses the apponent's bat and hits the
back wall instead.

P

THIRD OPINION
This game just goes to show that the
old favourites still have life in them
even now. An old idea, but a great
perspective and greaf graphics — and
really two player, though the
compuler is a prelly mean opponent.
It's fust a shame that they didn't fake
the idea further.

MN

The screan is split inlo two 80 that each
player has a view of the court from behind
their back wall. The view moves so that the
bat 15 kept cenire-screen, providing a
constantly changing perspective of the
court. Every time the ball hits the back wall

" it scores five for the player who lu:?-‘hii it,

the winner being the first to score 35,

After every point the player who lost
gets to serve, and therefore gqains the inital
advantage. A serve is parformed by plac-

ing the bat behind the ball and pressing
fir=. The dnmﬁmEsene;mpenﬂsm.__z
the positioning of the bat; so the ball can be
angled up, down, left or right. The nearer

the ball i5 1o the edge of the bat the greater
the angh m;:hiﬂvad hut also the higlwr the
risk of missing.

The game has quite an imprmwe
front end’, with many options and scene-
getting instructions to help you along. You
can chooee whether you play the computer

or ‘a4 human oppenent, what standard the

compuler player is, the game speed and
the screen colours. There’s also a compre-
“hensive key/ioystick selection feawre, the

rules of glyding, an introduction to e
Galcorp Lewsure Complex, a high score

table and a choice of languages.
The graphics move smoothly and look

. good, particularly when the game is being

played at top speed. The computer puts up
a good opposition but much the best way to

_ play the game iz against another human.
‘The only real disappointment is that there

‘isn’t more depth given to the game by
having a series of games or different

shaped courts, for example. That limitation:

aside you'll have plenty of fun with the two

_pﬂlrnrgm tiying to follow & hmnmng‘
ballung‘nascrmuﬂamﬁmﬁnm e
CBW

5 8§ 83 ki W s
‘> Smicoth, fast, 3D graphics. .
» Good computer spponent.

b'-l’wu;hmaﬁonuqrmm
> Euvuycmpuwmnndgme i

spasd. : oy

g A D B vaR B

rummmmmm“wimm
ltn.uhml
I-Dm*thtvedlﬂtmlmm

GREEN SCREEN VIEW
There's a colour-changing option,
though the default colours were
perfectly visible anyway

AW

AA RATING FEi

Everything can beé searched to find the
pieces of code, which have to be remem-
bered in the right order for use later when
dehusing the bomb. Popping cut from the
lifts and from behind curtains are the bad
guye, who are your main problem. They
come after you and will shoot, costing you a
life. You can jump or duck bullets, but the
baddies can duck and shoot as well so you
need to stay constantly alert. Trev can shoot
back and kill, but they keep coming how-
ever many he wastes.

Opening hotel room doors can prove
hazardous, as usually you won't find the
porter but instead a bad guy who you'll
have to shoot before he shoots you. This
reflex action at a door can prove unfortu-
nate because sometimes a lady in a night-
dress answers, and if you press the fire
button all her clothes fall off and you lose
100 points. This last bit of rather tacky,
sexist mibbish obviously must have amused

 — 4 P TS - g i,

smmary smunl

the programmers because il serves no
other purpose.

. m OPINION
Inmaﬂ}f Toved this game, and wasted
several nights trying to get to floar 20;
butintérest waned when [ realised that.
all the floors are basically the same -~
there's just an awful lot of them. Good
graphics, good action and some nice
fouches - but is that really encugh?

As you explore the hotel you discover
various special features that can help or
hinder your guest. Examining an armchair
pauses the game while Trev sits dowr for a
rest; while examining a small table gives
you the chance to gamble on a dice roll that
could enhance wyour financial position.
Other nice feamres include a bar from
which you can buy drinks in return for
information from the barman, but causing
you some problems with control; mains
sockets that can prove very hazardous; fire
extinguishers that put the lights cut, and pot
plants that put them back on.

If it weren't for the special features this
would be a fairly ordinary game in which a
lot of time i= spent runming, searching and
shooting. However these features do give it
that extra something and combine with the
tough gameplay to make a good game. The
graphics are colourful and detailed,
although the =zcrolling between sections of

three floors is jerky. A good effort from
Germany with hopefully even better to
come.

BW

R S R

P 62 floors is a lot to get through.

P Colourful and detailed graphics.

P Tough gameplay so you can’t afford to
relax.

P Good features such as the bar, chairs
and fire extinguishers.

B A

"I Becomes rnpntitivn..

P Controls are a little awkward for
searching.

GREEN SCREEN VIEW =
Most of the time iU's fine ingreen.. .
Puting out the lights will causes
visibility problems, bw men itls
supposed io.
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THRUST

Firehird, £1.99 cass. keys only

This game dropped onto my desk very late

on in the issue, which is why we had no

time to give it a colour page — but it's so

good that we just had 1o tell you about it

Who lkmows, if it had come in earlier it

might even have pipped Starstrike I for the
Mastergame ttle. I's a superb wvector
graphic game (hat has its origins in the

arcade game Cravitar, and feafures some -
dﬂwmdﬂ:uﬁnmnphrmM'

.~ There are six planets, each with a
‘different  layout. The first one is just a
surface mission but all the others take you
into caverns within the planet. The caverns
are fairly bare except for the power pod,
the reactor, fuel cells and armaments, bat
‘these will be anouqh for anyone (o cope

“with, ptmm'luly whm the gqmg gets
Thnm.ipiaadahghttomlm&l Its

:Ema&bygnﬂry and alsc has a fair bit of

~ inertia when you use thrust. But ﬂu mirqh'

arcade game, never ‘a budget
Amatrad title. R Ty
SECOND OPINION

The gameplay on this is just
unbelievable. The controls are
stenning, the obstacles are formidable,
and that pod Is so amazingly heavy
you can almest fee! the strain on the
tractor beam. [t's foo good to be frue,
At £8 95 it would have been second
only to Spindizzy, but at £1.88 1t's
unmissable,

AW

R firs? sight it Took Hke notibig spec-
- or get disoriertated. aren’t too difficult. The
_-.nhiphnquippadwlﬂxat:ml'hmm that

ill with just a few  insubstantial vector

graphics and 8 very simply drawn planet
. -attaches to the
MTM‘[MW'"

surface, bm:umnnmmphrhgﬂ'

obvicusly somathing
in the control of the
quite straightforward - to pick up a power
pod rom the surface, and then destroy the

planet by shooting up the main reactor.
:Wﬂmhtmmth

THIRD OPINION
This is whatl like. A space ship that
roally lets you feel the thrust of
burners against gravity - and moves
like a ten-fon articulated when you've
got & pod in tow. The graphica aren't
stunning, bur that doesn 'f matter. This
is a raal simulation, and with plenty of
action toa.

MN

uawwnmatumm uﬂmmmﬁc

power pod and tows it
which brings new control problems with

'-ﬂ:epodswnigmmdmﬂamacﬁmu the

ship's: movement as well. i the pod is

: dulmyﬂdmgnwlthit m?nu]ju.wmhe

careful with the precions cargo.
The ship can pick up fael from fuel

dumpcmmtmem'rultﬁﬂhupﬂm s :

NEXUS

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

A new software house with their first game,
and packaged in some very ‘slternative’
packaging. It cerfainly doesn't lovk like a
caggsette or disc box, but it does loock
attractive. The game is set in the HQ of a
drugs ring which you have to smash, and
combines several familiar themas to create
quite a different game.

The screen is split into several areas
which you need to be familiar with before
getting very far into the game, The top
third is the area where you can see the man
you control and part of the level of the
building he is on. Below are wvarious
windows that show communications from
other characters, a radar diaplay of charac-
ters and objects on your building level but

off screen, the direction of someone or
something interesting, facial pictures of
friends and enemies, and a list of possible

moves or actions. To understand most of
what's going ,on you have to read the
instructions carefully, but eventually the
basically simple aim reveals itself,
Supposedly you are searching the
eight floor levels of the building for a friend
of yours and the answers to 32 questions.
Each question is composed of four
scrambled fragments which you hawve fto
rearrange, but first you've got to find them
— all 138 i you're going to complete the
game. The pieces are found in rooms all
over the eight levels of the complex, which
have to be systematically searched in order
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pod, and this 15 essental mnce tuel is uged

when thrusting and by the force field. The
force field can protect the ship against shots
from the planet's delence system, but not
against crashing into the ground or other
objects. You can shoot the armaments as
well, but like everything nlle ﬂl.'ll tull:aﬂ

-accuracy.

Once the pod mmmw*youmqumr

.the reactor, which has to be shot a number

- of times befora it starts to flash. This means .

ii's going to explode any momenf, and -
you've only got a short time to fly straight '
up and away from the planet. You can leave
without destraying the reactor but the next.

The HG B
drugs rig



3 plamet will h-a glerted and have its arma- ~
- .ments ready.
== 2 Hoyon complete the ﬁ:s'.'m:pm
with things getting tougher all the time of
- course, weird things start to happen as the
-planets repeat but with heavier dﬁi&nm'
and some other strange aﬁe-c‘l:n

Thmemaynmhn much tu the graphics’
but: what's there is superbly done, and of

'.mmmﬂmreainlmcharmthngmphg

You just can’t afferd to relax for a minute -
with the amount of control needed, bat
even if you crash it just draws you back for
another game. This would be a good full -

Mot much too look
at but greal to
play

: .hhn:ingpdﬂ

" [sTavinG PowER IRZ
A A RATING Eoid] &=

price title but at £2 it's an absolute steal. Go
mdhy:tmwurm'llmgmtﬂ e

mnl‘f!‘lﬂmmm i

GREEN SCREEN VIEW
Best thing since sliced bread.
AW

"'-.:.'r»ﬁmtmﬂumm

.bhmﬁky&fnﬂm

E L8 A

hnr-impudmrmmrmmme
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to find the information.

Your character has a large number of
possible moves and actions, including ka-
rate kicks and punches for fighting and
some acrobalic avoidance measures. He
can also get hold of guns and grenades o

SECOND OPINION

A cutabove the usual run-arcund-
searching-rooms stuff, but the purzies
are still pretty puny and the graphics
aren't all that ho! either. It's well
presented and the digitised faces are
great if you squint a bir, but it doesn't
feel vary satisfying. | do wonder how
long it's going to keep people hooked,
truth fo tell.

AW

give him more firepower. The characters
you meet are pretty tough too, and if they
get nasty they can beat you up pretty good.
There are alse friendly characters who are
members of Nexus and can provide you
with help. as long as you stay on the right
side of them.

To get between levels you use lifts, but

to be safe from attack in somae areas you
need pass cards which can be got from
Nexus personnel. Once you're familiar with
the layout and action involved the game
becomes mostly a matter of keeping out of
trouble and searching the whole complex
for pieces. Once you've got plenty of
pieces you can edit them in a special room
to discover the anawers to the 32 questions,
and then tranamit the answers from the

THIRD OFINION
The plot is corny, the instructions
complicated and the packaging totally
over the top - butl liked this one. It
has a nice balance of action and
adventura, but could bacoma

repetitive quite quickly.

‘transmission’ room. Ancther room allows
you to locate and examine the skills of the
mambers of Nexus when you need their
help.

The graphics and animation are quite
good, with a very nice screen layout and
use of windows. There's music too that
tootles along with the game but it isn't very
inspiring. Imitially it takes time to gel to

_ grips with things, but once you're under-

way the gameplay varies between repeti-
tive searching of rooms and bursts of fight-
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ing action. There's plenty here to get to
grips with but it may wear thin afier you've
found and edited most of the messages.

FIRST DAY TARGET SCORE
250 points

GREEN SCREEN VIEW
Colour coding on terminals and
guards' uniforms causes some serious

problams.
AW

P K large, interesting playing area.
P Tough task requiring strategy and
sldll.

» Good screen design and graphics.
» Nice features like the computer
terminals and the Nexus personnel.

B A 0 N 3 W S5
P Gameplay may become repetitive.
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STAR FIREBIRDS

Firebird, £1.99 cass, joystick or keys

There is little variety in the bird's action
and mostly it's just a8 matter of blasting away
with a tiring finger al the same old form-
ations. It's only £2 2o you could do worse if
you're looking for a mindless blast.

GLADIATOR

Domark, £8.95 cass, joystick or kays

Originally released by Insight at a price of BW As if to prove thal you can't keep a good
4£17.85, this game has quickly made its way idea down here's yet another combat
into the ranks of budget games where it game. It's set in the first century AD where,
rightly belongs. It's a simple shoot-em-up FIRST DAY TARGET SCORE armed with a nasty assortment of body
similar to many others on the Amstrad, but 10,000 splitting weapons, you enter the Roman
you've only got to shell out a few pennies arena as a gladiator. As ever it's a case of
for it iy kil or be killed, so you had belter starl
The familiar scenario involves a laser ¢ 0 0 B N E W 5§ sharpening those blades.
base at the bottom of the screen that you T~ = You can take part in a battle against the
control to blast away al several types of ¥ Colouriul graphics. computer or against a frend and, if you do
alien birdie things flying down the screen. well enough against the computer, you'll
There are two commaon types of bird that ﬁ b N E W s

whizz around screen in curving patterns;
one of which shoots single bullets, while the
other shoots a scatter of them. These are

SECOND OPINION
This must be the naffest combat game
we've had all year. The action looks

> Not many varieties of alien,
b Little change in movement patterns.

dealt with by a single shot. » Cnmgl&te;g and uttezly mindless (ox ridiculous, sounds feeble and plays
i ot Geod Sewe:) dismally. There's no attempt at realism
SECOND OPINION or playability, and the wheole thing
Creat blast for a couple of minutes, but : m mmﬂ ends up rather more like Life of Brian
there are none of the tough patterns .ﬁ"ﬂ prﬁba'mm {empi‘m ﬂhm : than Spartacus.
that these left-right-fires really need. dmnad‘ b.trﬂ!). S Aw

Fun, and graphically quite appealing - ; R
but whera’s the staying power?

later get the chance to bet on the result of
other fights. The firat thing you have to do
is choose your three weapons from the 43

AW

GRAPHICS [J0 ¢
SONICS EX LA &
GRAB FACTOR [} LA &

on offer. These include shields, swords,
spears, tridents, nets, bolas and daggers,
which can all be used in different
combinations.

Bombs come in from the lop of the
screen and slowly descend, but when shot
they explode into dangerous fragments.
The last and toughest of the adversaries is a
big bird that has to be hit several times
before it dies.

If the base gets into real trouble it can
‘warp’ a limited number of timas. Warping
causes it to move aufomatically up screen
while invulnerable 1o the birds which you
can kill on the way. When it goes off the top
il reappears at the bottom of the screen,
and you need to be ready so that it doean’t
reappear in a hail of enemy fire.

'KNIGHT GEMES

: English Soltw £8.95 cass, £14.95 disc. joystick or keys

.--Wmmm shootng contests,
‘m& six combal events are huim!lr

fMurun& computer, mmmm
and beating the pulp out of each other until-
fime uns out or one of them ﬂﬂﬂw

THIRD OPINION
Great in the arcades a few years ago,
but wearing a bit thin now. It's a good
version though and not exactly
expensive at £1.989,

THIRD OPINION
Grear graphics, but I'm not really that

interested in beating the whaitgit out of
someons on 4 compuler screan.

MIN

The graphics are very colourful and
move at a reasonably challenging pace.

SECOND OPINION
The evenis look amazing, but I'm
afraid the gameplay is very droary.
Even hardened combal-game freaks
will feel disappointed, You'll load each
of the evenis ance just for the graphics
and music, but [ don 't think you'll
actually play any of them much

HELP29gYe

-mMmmamnmL
‘i’t;mﬂmmmnlmumnﬂerym-
‘gameplay but the graphics, music and =~
! ﬂ!!kaepywmuruhﬂton%"

3 plm: game can be most nnstpi_mg".:'
FPun for a while but will soon lose your.

: ST < _:hm
h-nti:-n gwd,nd mﬁﬁﬂmwﬁ'-

it the mmmmmm
in the gameplay, which is very similar and

What's thal those
allen birds are
firing¥

FIRST DAY TARGET SCORE




Hack, lunge, thrust,

slice, yoawn

-r._d\.---..-_.,— o R ——————
R = T

.'t-“-*.‘-’- —— s

il

The weapons are supposed to affect
your performance and tactics in a fight, but
it will take you a very long time to find out
how because the difference is not at all
clear. They all lock different as you swing
them around in the arena, but that's just
about all. Your opponent is fairly conven-
tionally armed to start with so at least you
can have an even match on that score,

Once in the arena you have to win 15
fights before gambling on other games, the
amn being to gain encugh money to win

THIRD OPINION
Inever liked this sorf of game anyway,
and this example is certainly no! going
to change my mund.

MN

your freedom. Unfortunately, right from the
start you are faced with fighters who are
incredibly difficult to defeat. There may be
a trick to beating them which [ haven't
found yet, but it's pretty obscure if there is.
You can hack, lunge, thrust, throw and
charge as much as you like, but in this sort
of pitched battle you're dead meat every
time.

The only way 1 found of winning was to
get a couple of early hits in and then keep

G 0 D D N B WS

> Lnﬁﬂ choice of weapons.
P It's certainly a tough challenge.

B A 1 N E W 5
P Not enough variety in the action.
P Very difficult to get anywhere against
the computer.
» Action for hits, misses and blocks isn't
clear enough.
P Not really much different to any other
combat game.

RN DR L

SR

Pl r i

Yee verily beat his
head to a pulg,
Jaspar

AT S ) e T T ke

GREEN SCREEN VIEW
Vistbility 's fine, but those colours
really are worth seeing,

)

running away from my opponent until he
keeled over from exhaunstion just before
ma. The arema is shown in psendo 3D bat
most battles occur purely in 2D.

The fighters are quite well drawn, but
it's usually difficult to see exactly what's
going on. The arenas change and can look
quite good, but are always very yellow
(sand probably). The action itself iz very
tough but not really much different from all
the other combat games that have come
and gome bhefore it. Nothing special I'm
afraid, and bound to cause plenty of frustr-
ation with countless deaths.

BEW

FIRST DAY TARGET SCORE
Beat cne opponent

GRAPHICS [DA S

SONICS ETT™

GRAB FACTOR FyLA
STAYING POWER

AA RATING ELLIS

SOCCER 86

Loriciels/Activision, £9.99 cass £14.99 dise
joystick or kays

There are several football games already
ot on the Amstrad, so this offering from
across the Channel has plenty of compe-
lition - most notably from Ocean's Match
Day. It's a simulation along similar lines in
which you can play six-a-side football with
four of Europe's top nations on a horizont-
ally scrolling pitch.

The pitch is about four screens long
and scrolls rather jerkily as the players
move about. The only markings are the
goals, centre line and the six yard box.
Each team has five outfield players and a
goalkeeper, and their are four choices of
team: England, France, Germany and ltaly.
You conirol the outfield player who is
either in possession of or nearest to the
ball. The goalkeeper is operated automati-
cally and i1s good, but not parfect.

You can play against the compuler or

to cne game since there is no cup compe-
tition system. The computer opponent plays

against another player, but you are limited }

Cver ‘ere Brion, on
me ‘ead
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well but, as with all these games, it is best
played with two players. The computer can
be set at different skill levels but a bit of
practice should master any of these.

The five outfield players are allocated
power ratings that determine their speed in
the game. There are 100 units in all and a
player can have a maximum of 30, so you
can have the leams strength up front or in
defence. On the pilch the controls are
simple: just directional for where you want
the player to run and the fire button to kick
the ball in the direction you're facing.

SECOND OPINION
Coensidered on its own merils this
one's quifte fun and pretty reasonable
value. Pof it up against Matchday
though, and it looks a bit shallow - &
bit too short on variaty, really. It's
nice, but I'm not sure it'll last the 80
minutes.

AW

The game recognises throw-ins, cor-
nars and goal kicks (and goals of course),
and also allows players to head the ball if
they position themselves correctly. The
teams change ends at halfl time, each gama
lasting about ten minutes. There's no un-
seemly colour clash when players overlap

and you can't run ‘through’ them. There
also isn't too much skill invelved - it's
mostly just a matter of hoofing the ball up
field and chasing after it. Passing is po-
ssible but plenty of practice is needed
before you can expect any sort of accuracy.

I don't think there's much between this
and March Day, except that this doesn’t
have a cup competition or as many options

THIRD OPINION
I'm not that into football anyway, let
alone a small-screen version, so l'm
afraid this one left me a liftle cold. Not

enough action for me.
MN

as the Ocean game. I you haven't got
Match Day and fancy a football game (with-
out colour clash) then this is better than
most.

BW
FIRST DAY TARGET SCORE
Beat computer by 3 clear goals

J.'tmam &wmmmnqu
5_; oﬂtﬁﬂﬂmmﬂ e w
.l

G 0 0 D N E Ws
» Quite good player movement (no
colour clash).

b Fun two player action.

» A reasonable computer opponent.

» Can vary the strength of the outfield
players,

B A D N E W 5

» Mostly just ‘kick and run’.
» NMatch Day is better despite the colonr
clash.

Mah ]nng

6.95 cass, joystick or keys

_ SECOND OPINION

4 I've never played Mah fong, and [ can

: J back Bob up on one thing - it certainly
is unplayable unless you already know

the game. The problem isn'f so much

the program jtself as the impeneirable

sel of instructions. More care here

would have opened the game (o a

much wider market.

-5'-'. unih'ndr phﬂd-h}mg

S .mmrmrmon
S ﬂpouﬂ‘\rapﬂmmul :

THIRD OPINION
Mah [ong is a classic game, bul it's aiso
a social cecasion. This version would
be uselul for practising though, and
then you could really amaze the local
Mah Jong circle.

'gmnﬁimmmﬁﬂngmmmﬂb
ﬂﬂlhﬂgphyedm:ealmmgnﬂﬂmm
of tiles and walls and so on will be com-
pletely baffling. It's a great game so if you
want to find out more just borrow a real set

": to learn the rules, then you can visualise

"M,Wlﬁm The ratings

mﬁmhmdmdmm

o Mot much to see|
e | really

i1 Loses nothing ar all, but then It wasn't

= [STAYING POWERFCRA
3 A A RATING pLAH =

GREEN SCREEN VIEW

exactly a graphic masterpiece (o start
with

AW
r.nnn'i'-r.-w-s'
> It's a one player game.
rmmmmmvm
well.

> n-mmﬁtmmr
accurately.
> Hmhﬂrﬁ-wnmmﬂu

B .l'_'.j:'_". Il = | :_ N ; .E_ W 5.
» m-mm abeginnerto
getinto. . o
» The I.‘-Htﬂﬁ:;lhf makes things
”hlliu'lhﬂ!:lll

| T 5%
[ sowic

5%

2| GRAB FACTOR[LDASES
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DOPPLEGANGER

Americana;Alligata, £2.99 cass. joystick or keys

SECOND OPINION
It's not enormous I'll grant you, but
whal there is of this game is good stuff.
There's quite a bit of criginality to the
gameplay, and that price is pretfy

THIRD OPINION
Controls are difficull, and its a small
game, but the graphics aren’t bad and
its a nice idea. Not bad for the price.
MN

: ""!huukhmmﬂrduﬂmhpuﬂ
.;'mi&ﬂmmdhmmﬁmbmm

: m-u:ln colour. mdim:l m mrgf ﬂlm:..:-j._.
y spiders. monster heads and other e
- which can h" !MPPH with p-.rucﬂar ob-

'bﬁﬂmﬂgﬂmﬂiﬂhl B .

| 3 MMII! can h
awlward,

i 4 Sorceress and
A alter ego in the
starting room

GREEN SCREEN VIEW
Colour coding problems on the doors
I'm afraid. Still playable, but only with

GRAPHICS E&‘!- o

AMSTRAD SHUFFLE

Alpha-Omeqga/CRL, £4.95 cass, keys only

At £4.95 this game is naither one price nor
the other, which is a shame because It
would be good as a real budget title. It's a
compilation of seven games of Patience and
a game of Blackjack, which load in two
sechons. The first side contains Column,
Clock, Row and Pairs Patience, and the
second has Carpet, Raglan, Sultan Patience
and Blackjack

SECOND OPINION
It's quite nicely presented, but it's
really no match for the real thing, half-
jprice or no. Buy & pack of cards and a
good Patience book - and save Arnold
for Starstrike Il
AW

The seven games of Patience are all
fairly well kmown, but for those who aren't
familiar with them there are instructions on
how to play them. Each one is played on a
gingle screen with an appropriate green
background and easy to identify cards. In
all the games the computer does the hard
work of shuffling, dealing and moving
cards around, leaving you to decide where
the cards should go.

All the games are well laid out and
easy to follow and every bit as brain calm-

ing as Patience games usually are. Black-
jack can be played by one to threec players
with the house as dealer. It's played exactly
as in a casino, and the house certainly
doesn’t let it moneay go easily

THIRD OPINION
As far as I'm concerned, if you want to
play card games buy a pack of cards.
MN

The key question is — why buy this and
not a much cheaper pack of cards? The
main thing it's got geing for it is that you
den't need the space for laying out all the
cards and there's no danger of having them
scattered all over the place. It also stops

The clack potience
leyy et
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you cheating, which I've always considered
half the fun of Patience, after all who's to
know? Not a bad little package of games
but I'd still like to have seen it £2 or £3
cheaper.

G 0 0 D N B
P Seven games of patience and
blackjack.

# Good screen design.

P No mess and all the hard work done
for yon.

P Very soothing.

I T T e T
Pk Except for Blackjack you could play
them all for the price of a pack of cards.
» You can't cheat!

GRAPHICS DA

A A RATING (=373




EWS POWERPLAY PREVIEWS THE VERA ¢f

Powerplay

Arcana is a new name in Amstrad software, and from what
we've seen of this first game it could quickly become a big
name. The game is very loosely based on all those Trivia board
games, but uses the Amsirad’s facilities far better than previous
quiz games.

Instead of just relying on a bunch of silly queshons to hold
your interest, there's actually an absorbing game here too. Ii
takes place on an 8x8 grid of squares, each in one of five
different colours, four of which represent different subjects and
the fifth a special square. Two, three or four players can take
part, and the more players the better the action.

Each player controls a team of four warriors who start the
game in one of the corners of the board. The warriors can be of
four different strengths: Hercules, Cyclops, Minotaur and Satyr
in ascending order of power. On each player’s turn you have to
answer a ftrivia question on the subject of the square your
selected warrior is currently standing on. You're given four
possible answers, and if you get it right then the warrior can
move one Sql.h':lIE.

The aim is to destroy all the opponents’ warriors by trying
to move onto their square and thereby challenging them. The
challenge is resolved by the two players trying (o answer
another question, the winner being the one who gels it right
first. The loser has his warrior demoted a level and destroyed
completely if it was already a Hercules.

Points are awarded for geiting questions right; more points
being given for the harder questions set when a warrior is in

HF" ,
It/ ” ,Tl
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the form of one of the stronger beasts. Enough points allow a
warrior to mutate into a more powerful form and therefore
increase survival chances in challenges.

There are four ready prepared balches of questions, each
containing over 500 questions. These are very cleverly put
together and organised so that even if the same questions
recurr the game still retains its interest through the need for
tactics and speedy responsa.

There's also a very slick question compiler that allows you
to put together your own question sets, and is easy to use. The
version of the game we looked at still had to undergo final
testing but the combination of excellent graphics, good ques-
tions, multi player action and tactical gameplay make this lock
very good indeed. It's a mile ahead of other trivia games so far
and should prove the producers right in their aim of a big
Christmas hit.
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Infogrames

The French labels Ere Informatique and Loriciels have
already made their mark on the UK sofftware scene and now
Infogrames look set to do the same. Their first release,
Mandragore, is an adventure that you'll find reviewed by
the Pilgrim this month, but is being followed by two other
products, The Vera Cruz Affair and Inheritance.

These aren't adventure games but they can't be de-
scribed as arcade games either, they're a very original

combination of the two that should stir up a good deal of

interest. The copies of the games that we looked at were the
French versions, but the English translations are well

underway.

Inheritance

This ig ancther product that re-
ally stands out for originality,
both in presentation and game-
play. [t'a a threa-part quest, the
goal of which is to inhorit your
Aunt’s formne by winning one
million dollars in one night at
Las Vegas.

In the first part of the game
you have to get down from your
17th floor hotel room, avoiding
various people that you owe
money or possessions. The sec-
ond part takes you lo the airport
where you have to get the flight
te Las Vegas and the third part,
in which you have 1o play the

!
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various games to make your
million. The two latter parts are
aceessed by codes obtained by
completing the previous stage.

In the hotel room there are
a number of objects that you
need to collect to help you get
out of the hotel, You can get
down the 17 floors using the 1ifl
and the stairs, but the inhaki-
tants will gel in your way as
much as possible. They appear
on screen, drawn in cartoon
style and with animated mouths,
delaying your prograss untl
you give them meoney or the
correct object.

Many of the inhabitants
always require the same object,
20 with repeated games you can
find out how (o get rid of them
quickly. Once again this should
have a wide appeal since it's
unlike any other game I've seen
on the Amstrad. Watch ount for
full reviews of the English ver-
sions of fhe game- and in the
meantime admire the screen
shots of the superb graphics that
feature in these games.

The Vera Cruz Affair

You are a Sergeant in the St
Etienne police force and have to
deal with a tricky case that starts
out looking like a suicide and
hirns into scmathing more sinis-
ter. The investigation begins at
the scene of the crime which
you have to examine for clues to
set you on your way

The initial scene is depicted
very well and provides plenty
of atmosphere to get you into
the game. Having examined all
the eifects present you can
move onto the next stage of the

game, where everything is
handled through the police
computar. This isn't azs graphi-
cally interesting as the opening
screen but confains some ex-
cellent facial picmres of the
various suspects and witnesses.

Through the computer you
can perform six basic tasks to
get additional information or to
identify the guilty party. Mes-
sages can be sent to and re-

ceived from other police
bedies; stalements can be ob-

tained from wimesses and sus-
pects; the facts can be com-
pared with thesiatemenis,
examinanons made on the
evidance or the body,; printouts
taken of information gained; and
of course an arrest made when

RUZ AFFAIR PREVIEWS INHERITANCE PF
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SIREN SOFTWARE

1.**DISCOVERY"™"
The tape-to-disc transfer program. Transters some turbo
loaders (o get programs runring with-

loaders. alters BASIC

j 3 : : MANIC MINER £2.95 CUACK A JACK
out alteration. "HIGHLY RATED™ Amtx! DISCD‘-‘E'}:‘ does it CRAZY GOLF O e
best acress the waest range of games.’ AA, Feb 'B6. I TASERWARD (750 ALEN BREAKIN
Probauly the best of the tape-to-disk copiers.” AA, Mar ‘86 ATON, SMASHER E250 ShOUKER
Fealured inthesarious softwarechart, A4 March ‘588 | CEWS OF STRADUS F2.60 HOWE BUBGET
Ondfd 664 61258, DiscC11.99 1ap=L/99 FARRER ATTACK f2.50 5 EVE DAVIS SNOORER
R BEACH HEAD . £4.50 RAIDN "
2.*MASTERDISC** "NEW" ALTEN £7.35 SOUNTY 08
Theoniy disk utilily pacx<age you will ever need. tis program E FIGHWAY ENCOUNTER £4.85 MUTANT MONTY
really doesilall RING OF DARKMESS £7.95 ENAME MAT
IMAGE — make backups of your disks (:nc. tunny formals N AMERICAN FOOTBALL £3.095 HERDES OF KARK
sig) YLl T455 JEWELS OF BABYLON
DIRECTORY EDITOR = unerase files. shaw higden hies, S EHUCKIE EGG £3.05 FOREST AT WORLD'S END
secursfiles et Tlll?ﬁz d : F385 STOCKWARKEY e e
SPECDFORM =lzrmat your chisks sghtming fast O CODENAME MAT il _.::E FUNTER WILLR EEL
SECTOREDITCR-complete sectoredtar E_ZEU”“;;N :f:: :"'?j*”:;'”m i) £ 55
DEPRCTECTOR -deprotect aBasicpragram = e S
DISKHEADER - display start, length, type. etc of files SR T {'Lz_;" SR
HEADER - as for disk header bul fortape S ~ ol
‘T-T‘*J‘:J'Iﬂr transfer individual files from disk to 13pe oF T TN D"”M’*W 2250 WCaC I
disk 0 o e s i - i ASTRO ATT 250 ESPONAGE S_'ﬂqj 7 50
I5K 10 GISK w E‘JL-B"_,_ T I5 95 PLANET OF DEATH £2 50
DISKMAP - shows how liles are stosed on gisk DARYT STAR TESD SO O J00M =
[YPESTYLE-displayonscreenorprinter any ASCII A TAIAL OF ARMDLD BLACKWO00 E2.95 FANTASIS DIANORD Ties
‘_]'“,J.FFP LE - o splayHex ASC ”’*-”‘”?""””‘D""E“tﬁh'd ihe FOOTBALL MANAGER _ £5.95 CAAND PRIX DRIVER ' — 1385
:v: nu—--m,,u.¢ irdiskdrveby up e 20% R LHCKEY FRUITS £18E AMSCOLF £ 95
sdiskdoes it 3l BATTLE DF THE PLANETS £2.95 CLASSIC AQVENTURE
5 . . L E 2 sioEMICIAN Te 149E BHEATEROW A T.C
Gn464 664.6128. Diskonly £12.89 TECHEMCIAN TED Figt oW AT.C
ALEX HIGGING '.'I'I:IHL... :‘DUL f-'—._E'_' FLu UNG ON LAS VEGAS =
OVERSEAS PLEASE ADD £1.00 FOR POSTAGE AND PACKING el ) SNOOKER o
ANDRDID 2 R
= = I:I.'f'l"‘q l"urr Iy “a'h & i
SIREN SOFTWARE i L85 saftars or perpharss we cor
?E BHIDEE ST ;p;::fr‘:‘f;t:‘ i; ;_r_ Suggsly - it plipae s for g g
MANCHESTERM32RT e =
3D WVADERS E250
TELO617966874 e = LOGIC SALES LTD
el e ek & Mhogate Peterborsugn  Camem  PET
MASTES CHESS £285 e

SIREN SOFTWARE

SELECTED
AMSTRAD

24 hour ordernng on C'?JJ 313870

P RAMS RAP OUR  SHOGUN—DZ.. SR T
FRICE  LATER uE"HUSn—-—Dl_ e LS RS
ELTE=D4.si om0 148 1288 i
BOME JAG =D B35 675
GHOST AND GOBLINS=D2 B3 875
CASSETTE SOFI'WAHE OuR DISC SOFTWARE COMMANDO-—-02 g8t 7.50
RRP PRICE TITLE *BARER BOY—02 g95 750 BATMAN=D2_— __ pgs 675
iz OEFICE SCAL 295 745 GLADWTOR-DI________  Bos 750
750 MiN e e 558 750 STAROUAKE—Dn . B9 &7
685 1595 1295 SPTFRE 40—02....... §.55 750
6.85 i! - ;E :g hTsES OF YESODS=0z ] 9: 7 :E
- 3 D2, 2% 758
;gg s 1, - n. HT (38 NE RO AS5 B.75 SPLTTING PERSONALITIES—D1_Ra5 750
2 . AAMEHAM ... $95 750 SA] COMBAT B35 750
T.50 WMTER GAMEE—D2 7.50 FIAHTER PILST—04 B85 EBJ75
750 SOLD AMILLION..... m@&atrﬁﬂm—m zz?ﬁ EI”-?“JE AND SORCERY—DZ. .39 ;g ;.gg
e " BT 3 5 . ¥
s 750 E_I%T_PI_ERMP";L&!:?,N E' 2 ""__ ¥iE AR KLING FU—DZ .. [y THE PRICE ©OF MAGICK _gas 7.50
AAMBO oo 685 FX Ve e IS OFFICE | e i85 459 BOUNDER=D! 885 7.50
DUN DARACH....._. 7.25 GGEN ;ﬁ%%%LTES.... - . -;:ﬂ*..ebai:u;g_—nz R S ;.g MOVIE=-D 2 TR fj g.;g
FRA HYPE ; =D 1 STRIKE FORCE HARRIER—[2 @ T
FAl H?_EE#JNG -IEFEE ELITE. LAZER BASIC—Da. ... 1295 PRO TENMS—D2 595 T4
ssmsanrmniain ; 5[] N'I1' 'FtIDFFl WaAY OF THE TGER—DZ T80 KMIGHT TYME 248 299
HYPERSPORTS.... B.95 5TU OESERT RATS... .. 750
GAEEN BERET... §.95 YIE ARKUNG FU.. GHOSTBUSTEAS—D2.. 850 DSKS
£05 SABATEUR—D2 . £75 ESPLGHT PEN—PCW.________ 7005 8005
750 TURED ES~FT—02. 8.75 LORD OF THE RNGS—POW..____. 2455
: TAUCETI=02 7.56 THE HOBBIT—PTW, _ 2485
;,553 ;;;I-J':'t-iEﬁ:‘-ﬂ.ﬂLﬁN’l 35 750 FARU n*ﬂ;éﬁgﬂﬂ— 1 e e
s ] CERBS=DE_ 990 795 TRAM-—PCW Y 1495 1
SP!T'RE 40. .9.95 750 PRAO-SPELL.. THEATRE ELROPE 95 750 i_sE uafE PCWME;EBEGN SRR T
""""""""" — y BCCLES D2 5 750 “HIERS 8128 W, 2495
BARRY McGUIGAN............- 9.95 7.50 H,J:,!:E' Hggfhnfnﬁuw'gs‘: SPNDTZY—L3 750 20AK1I—8128 ORPCW. 5498
ALIEN HIGHWAY .............B085 8085 LLUHU RESCUE ON FRACTULUS—D02..__99% 758 Z0RK =828 DR PCW.. 2455
udB5 B850 HIGHWAY ENCOUNTER=—01..._ 835 675 I0RK 38128 0A POW, 24 95
635 N — el
Ak =D -] T 1 1 H
595 550 FE"ET[J;‘EFNEF ESP LIGHT PEN... 1855 1795  PLANETFALL—S128 OR PCW 2458
095 750 E PLAYER... - : BRIDGE PLAYER 3—02. 1205 10.95 WISHRNGER—€1Z8 OSPCW..._ . 2468
i 995 750 Dglﬁﬂbﬁﬁr #E;E'HEE ...... 15 95 30 CYRUS C-E5S 5.8 :::‘j ?#mﬁﬂugx%& e Akl
1 OFPOLY —02 ¥ 128 OF POW ___. 24 55
D. THOMPSON S‘JPE$ ~.895 695 by A o SOLOSSUS CHESS 40—D2__ 996 750  SOACEROR—MIZBORPCW.__ 2498
0. THOMPSON DECATH...B.85 B85 - ! FAIRLIGHT—02 g8% 750 SEELL BREAKER—8158 OR PoW___ 24 558
SOLC AMIL .ION L 885 7.60 TOAMAHAWS—D2 S95 750  STARCROSS—6124 OR PCW__ 2485
BATMAN. . 5.05 E;‘:E;E?f%&:é: —;; g.gg ﬁ&s SUSPENCED—8128 CR POW 2455
TASWORD 464............18.95 10.85 - LGS GOL S ]
HEFIFTHANIS=D2 . 895 750
HEAVY O THE MAS .n.‘-:»—DJ 2 Sﬁ ?51} =
ALL PRICES INCLUDE VAT AND POSTAGE & PACKING D-DISK VERSION AVARLABLE. D =.n:1 (TR D2eAT£129%, D30 AT C1A DS, DioATOVFSD. |
(Overseas orders add £1 per item) Spachal oFer whils siockslast 3" disks bor o1 10 a7y CIE02 Ing P

Chegquas PO payshie io:

C & F ASSOCIATES

and sand io:
C & F ASSOCIATES (AA), PO BOX 2, BIDEFORD, EX323RE
Tel: (023 72} 619
Cirdars nomafly despatched within 24 hours of recaipt but merimum of 7 days.

FOR MAIL ORDER- CHOP OPAYASLE TD
SCO (AA)P.O.BOX 324 LONDOM M156&JL TELEPHOME 01-900 3156,
P+PNCLUDED N U K EUROPE ADDLT PEATAFE ELSEWHEREATCOST SAE FORFULL LIST.
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ACCESS AND VI3A HOT LINE PLEASE NG D1-£31 8627
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CREDT CARD OWNERS DESPATCHED SAME DAY - SUBJECT TOAVALABILITY,
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PREVIEWS STAINLESS STEEL PREVIEWS

you think you have enough
evidence.

There's plenty of investigat-
ing and deducing 1o absorb you
here. It's difficult to know exact-
Iy how it will play in English (my
French isn't that hot!), bult it's
certainly different to anything
you'll have seen before and will
really put your powers of de-
duction to work. Should have a
wide appeal to both adven-
turers and arcade players alike.

LAFEUILLE Madine

GENDARMERIE HATIONALE

nee le 1.2.56 a VALENCE (87
demeurant 2 rue Balay a ST-ETIENNE.

--Jp suis une amie d’'enfance de Uera

con deces. Elle m"a dit

One of the
printouts of a
suspect's stotement

in the Vera Cruz !
Aftalr with their S ot

plcture on it = nessage - .

= gxamen .

Stainless Steel

Fresh from their hit with Equinox Mikro-Gen's latest game is
based around a “teenage hero’, Ricky Steel. The version of the
game we were sent was still some way off completion, with one
of the four main game gections still to be added on and several
other minor alterations to be made to the existing sections.

The four sections of the game involve you in first trying to
locate a flying car, using it to cross a hostile deszert, fly down a
waterway on a submarine hunt, and then trying the unseen
fourth section. Each section consists of a route a single screen
wide that is viewed from above and scrolls as progress. The
first one is completed on foot along a roadway, pitted against

CRUZ.Je 1'ai rencontree ]Ja veille de

u'elle en sa

vait trop sur une sale atfaire et a-
' d'un certain "manouche’.

==l L T Ll e L e g T

inprimante — -
auteur

deposition .=
gonparaison . .-

helicopters and tank defenders. You can move forwards and
backwards along the route, which is well drawn but lacks much
use of colour at the moment.

The second and third sections are faster and tougher than
the Hrst, with the flying car being harder to control than the
walking man. You encounter enemy missiles, planes and
obstacles that have to be shot down or avoided to continue
making progress. Again these stages are pretty much single
colour but have some good graphics. On all three stages there's
a radar scanner to indicate progress and the problems
approaching.

Although the use of colour looks uninspiring at this stage
the gameplay already looks like it's going to be fairly addictive
and tough. Fast action, shoot-em-up fans should keep an eye
open for the full review coming soon (we hope!}.

searches for his
SR

i Ricky Steel
- o
ol :
(?f_ P g §~ flying car on thae
Gl first of the four
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HELICHOPPER

Firebird. £1.99 cass. joystick or keys

Not one of the more original titles I've sean
lately and unfortunately the same can be
said of the game itself. It's a one screen
effort in which a helicopter has to rescue
clones from warious swamp creatures.
There are 23 waves of creature so the
opposition changes even if nothing else
does.

On the left hand side of the screen are
a number of ladges and in the bottom right
is a man standing by a fence. Your helicop-
ter appears roughly in the middle of the
screen and has two fly down to the fence,
pick up the man, and then drop him off on
one of the ledges. Several men have to be
deposited; how many depending on which
level you're on. Trying to stop you are the
various creamres that appear on each of
tha 23 levels.

SECOND OPINION

[ find it hard to believe this comes
from the same house as Thrust. The
game Is absolutely diabelical, no tweo
ways about it. Puny graphics, pointless
gameplay and feeble sound effects
make this the sort of thing that gives
budget games a bad name. Avoid.

AW

These appear from the edges of the
screen, some following fixed movement
patterns while others move around aim-
lessly — some even home in on the helicop-
ter. You can bomb them if you can get them
underneath you, and you have an infinite
supply of bombs to blast away with.

Each screen has to be compleied
within a se! time limit, and every time the
chopper hits one of the creatures or sinks
into the swamp al the bottom of the screen a
life is lost. Most of the screens are fairly
easy, though there is the occasional ene
that needs careful timing — but with a little
practice even these won't hold you up for
leng.

Might fighters in
your sights

Not very inspiring at all, with very
crude use of graphics and colour, and
boring gameplay that won't interest anyone
for long. The best thing about it isthe
loading music and screen,

FIRST DAY TARGET SCORE
Screen &3

BW
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GREEN SCREEN VIEW
You can hardly see some of the
nasties, but that's a small price to pay
for geiting rid of those revolting
coloura.
AW

G 0 D D N E W §

* 23 screens of various creatures to
beat.

B A 8 - B W8
» Crude graphics and colour.

P Boring, repetitive gameplay.

» Not even worth £1.99.

* Monotonous game sound.

GRAB FACTOR

STAYING POWER

A A RATING

NIGHT GUNNER

Digital Integration, £7.95 cass. £13.95 disc,
joystick or keys

Don't be mislead into thinking this ia a flight
simulator just because it comes from the
people who brought us Tomahawk - it is in
fact just a shool-em-up. bomb-em-up,
strafe-am-up arcade game. It puis you in a
Lancaster bomber that is set a series of
miszions deep into enemy airspace where
it will have to cope with both air and
ground forces.

SECOND OPINION
Digntal Integration might be
respectable simulation publishers
these days, but once upen a time they
mrned out silly arcade games like this
one. Why they've chosen o convert
Night Gunner now I really don't know,
because it really creaks. It's fun for a
few minutes, but it's not worth

anywhere near £7.895.
AW

Each mission beqgins with a flight to the
target in which you have to batlle enemy
night fighters and barrage balloons. Your
view is out of the gun turret and a cursor
guides the machine gun bullets around. you
have limited amme and you'll need to save
gome for the flight back. Meanwhile the
enemy is scoring hits on you which gradu-
ally build up and can prove fatal.

Once at the targe! you're set one of two
types of mission, a high level bombing run
or a rocket attack. The bombing rin gives
you an overhead view of various ground

i A e R R :

SECOND OPINION
Very simple and quite ald, but it's
nicely done. The time limit's quite
rough, and those dogs'll drive you up
the wall. Nothing o ge! excited about
I'll admit, but quite fun,
AwW

helicopter

You'll be aslesp in
charge of this

vehicles including tanks, lorries, tracks and
artillery. The rocket attack shows the veh-
icles in front of you as you dive, release the
rockets and then pull up to avoid crashing.
Al first the vehicles don't move, but on




Egétl!mmeudmwnmpqﬁud
"Bﬂélgﬂ.mdhqdqn,mdf#ymf
h@ﬁﬂrappematﬂmduer -?ou'ﬂlﬁw-___
_ing. If you pop in through the front doar with
i-pu'ﬂgetamhmummdnmram-:a-.

nearsy ﬂmtﬂ.ga of the road _mm
'mrgm appear on the !ootpuﬁt:s"f

”almahum:aﬁoqmﬂwmdmm
SO, cau.nngrnutolmm lemnkw you.

THIRD OPINION
A nice gentie game that's not too
complicated and not foo taxing. Shame

the jokes are so corny though.
MN

GREEN SCREEN VIEW
Everything ‘s visible, and use of colour
wasn 't one of the game's strengths

anyway.

SR T T

A dustmaon’s [ife is
not a happy one

later misgions they do, so you have to fire
your weapons ahead of the target to score a
hit. The same happens on the machine
gunners screen where tha tracer has to be
aimed ahead of the moving target.

THIRD OPINION
Good for some mindless zapping, and
it’s nice the way the tracers curve
through the sky. At arcund £2 it might
have been worth it, but it really is
overpriced at £7.85.

After the bombing run you have to
survive the trip back home, and the plane

may take more hils on specific areas which
can affect its handling. Survival means the
plane gets completely patched up and sent
off on another tougher mission.

The graphics are very colourfully done
with some good planes and vehicles, and
some equally pleasing explosions. The
gameplay tends to get repetiive wvery
gquickly so you'll need to be pretty mindless
and bloodthirsty to stay with it for long.

FIRST DAY TARGET SCORE
10,000 BW

iw. 5

R o N E W S
P Some good multi-colonrad plane and

vehicle graphics.
P Lots of explosions, thing= to shoot and

loud bangs.

B A ] N E W 5

b Repetitive so you'll quickly tire of it.
b Apart from the planes and vehicles
there's not a lot else to see.

b Never much impression of
movement.

T 66% |
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664/6128
Pokes

Compatibility problems have
struck again, this time with Phil
Howard's pokes. Because of the
particular way he gets round
one of the common protaction
gystems, it means the pokes
don't work on a 6684 or G128
However to the rescue comes
Richard Hodges from Barmet
who has discovered the nece-
gsary changes to make them
work, We're printing fully cox-
rectad listings for the 864 and
G128 thal are all entored using
Mathod 1, but here are the
nedessary technical changes
from the originals for those in
the know.

In the data statements these
changes (system  variables)
need to be made; B80T bacames
Bl1F, BIEA becomesz BTES,
B1DS becomes B7TD4 and an ad-
ditional call, CALL &3A6A,
neads to be addad.

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

Sabre Wulf

I8 DATA 21,2¢,97,36,19,23,3b
J06,23,38, 11

78 DATA 21,03,9b,36,84,c3, 1a

This is the section where we
explain how to input the major-
ity of Cheat Mode pokes. There
are two different methods — the
instructions for each poke tell
you which one to use. f you
have a 664 or 6128, you'll have
to type |tape before using
either.

Method 1: Make sure that
you've rewound the game tape
to the beginning. Now type in
the poke listing. Then type RUN
and press the ‘Enter’ key. (Don't
use the key marked "CTRL' or
'‘CONTROL', that will stop the
poke from working.) Press the
PLAY key on the cassette deck,
and hit any key on the main
keyboard - the space bar will
do nicely. The tape should now
start to play through in the

get mmmuq pnwe:.‘ i
6.1f you don't have a flamethr

normal way.
ower at the- ﬂbd pfé the ﬁrntiém&l Method 2: For this method,
than lie down .ahd _stab the you have to skip the first bit of
erierny. i i the game program. To do that,

‘I,xa:atew",g;m start by rewinding the game
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3 IRTA
(08,65, 71,80

F Y, o, R S VR, (I ey o
"'E yHIn :‘Uv&'-]-i-li:"‘é"-je‘-l_tl

1“12’]14]22
38 DATA 36,85,23,36,bb,21, 4
‘H‘ll'“'-

48 DATA BI,36,82,ed,b8,21,48

1 88,e5,21, 08

58 DATA bb,ed,21,36,82,e3,21

,1F,b1,85,21
68 DATA bb,B2,e5,f1,21,85,b7
(11, 84,b7,F3

78 DATA 9

88 MEMORY k2068
98 LOAD""

188 CALL &3AbA

118 LDAD* ! *, L2848

120 FOR x=LBE@® TO kPEAZ
130 READ a$

149 POKE x,VAL("§"+a$)
150 NEXT

160 WODE |

170 POKE LBEWF, 255

189 CALL &BEI3

Nomaoad

I8 DaTA 21,

Ja, 22, 30,88,03,d¢0
voagele 88, 22
20 DATA 36,29,23,30,%0, 21,40
JI8,01,48,90

ol qeé'hﬁi-.ll ‘h"ﬂlrh:ﬂ|:.r||1£|

J1F,01,85,21
59 IATA
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Poke methods

tape to the beginning. Now type
in the listing. Then type CAT,
and press the ‘Enter’ key. Starnt
the tape by pressing PLAY and
hitting a key, and then watch the
screen.

After a little while you'll get
the message *Found
SOMETHING block 1". It doesn’t
matter what the SOMETHING ac-
tually is - this will vary from one
game 1o another. If the instruc-
tions with the poke just tell you
to skip the first block you should
stop the tape here. If the instruc-
tions tell you to skip several
things, stop the tape when the
‘Found' message comes up for
the last thing you're trying to
skip.

Onea you've stopped the
tape press the ESC key, type
RUN, and preas the ‘Enter' key.
Now press PLAY on the lape
deck, and hit a key on the key-
board to start the tape running.




¢ MEMORY LZ@d@

30 FUR «=LBEGR 70O &BEZT
2 READ af

£ FOKE

118 NEXT

_gAp "

CALL ¥JRbA

LOAD™*, 52042

{ALL &BE®G

Batman

% VALITE +as)

=0
LR S

i3d
148

199

4

=

1E |.'+' R il q""lll?u E-..'_-La- ~..@'ﬂ

T -
.ﬂ..a [ ..G,-;

g A -
+B Uhik ."ﬂl’:'-l'—xl

0. 81,12,81

:5 -\"'ﬁ-i-iz E‘S,Dﬁ.il-izuﬁaufg-:"

48 DATA FZ,@1,.5,21,1F,bi, v

viiebo 82,85
58 DRTA
F3.0%
68 MEMGRY L2008
79 FOR »=kiEd® T
g8 KAl ad

§0 POKE x,YAL{*Y"+as)
{88 KEXT

119 LOAD""

120 CALL L3R&A

130 LOAD:'", L7048

10 &BE3S

149 CALL k3E@8

TLL

18 DATA 21,8a,98, 36,80
70 DATA 21,a2,ab,36,00

40, 28, 01,498

fl,21,e5,b7,18,d4,b7

38 DATA 21,c8,a8, 35,88
50 DATA 21,9,a9,36,00
58 DATA 21,7a,91,35,08

68 DATA o3, £5,87,21,77,22,36

y 29,23, 36,02
78 DATA 21,48,29, 1
y2a,02,ed,08

28 DATA 21,42,89,95,21,09,bd

1951 Ej .7"&. BE

98 DATA e5,21,1¢,b1,05,21,8b

+02,85,F1,2
188 ©
5

11D HEKGRY L7888

128 LOAR""

139 MODE

148 CALL 430eA

158 LOAD"'", $I042

|68 FOR w=LkBra@ 70 LBFSE
I7@ READ a$

138 PORE x,VALI"L"
198 WEIT

288 TALL WBFSC

Jet Set Willy (TSAM)

+ah)

y2i, 48, 28

O

28 DATAR 11,48,88,81,e0,81,00

(08,21 ,42, 08

38 DATA e5,21,02,bb,e5,
A1.05. 21, 1f

L o
il BY, b7, 1!

E’ﬁ :H:I[ﬁ nil;-lr,;:'|¢q1.21 "'-‘l?u‘i?

Danial Castle from Marl-
, borough has some tips for
| anyone trpng to get into
's game of these plas-

tic dinosaurs.
When you come to a city
camplex, call up the base and

47 tell them to launch a missile on
=% the power stalion.

; The zoid's
¢ heart beat will go up and you
. should now fire a short range
misgile at either the mine or the
beacon. Repeat this procedure
but go for the city domes.

To pick up extra power
cells, destroy an installation and

4y move to where it was standing.
%y Turn on the scanner and any

object around will show up on it
- ‘:;_.'_. =

and be automatically picked up.
When you're moving the

best tip is to go to the missile §

icon once you begin to move.
That way there is a red zoid
creeping lowards you, You can
despatch a short range missile
to tmrm it into a pile of zoidar
gcrap.

It is easy to be destroyed
by incoming red missiles. You
should really spend a few
TAMEes practising shooting
against them. You can do this by
swilching to the gun icon and
pressing fire. You're then in|

gunnery practice mode where
no missiles will harm you if they
hat you.

v ¥ %

I,42, 08,01

ik 83,07, 11,04,07,¢3,c

.rlau-t-lln'nl '-'14- Jy w0

15,80

85,21,00,82,85,f1

36,088,273, 36

60 DATA ©3,23,38,11,23,36,75
€3, 56,80, 45

78 DATA cd,B9,bb, fe,Bd,ca,33
,54,F1,03,b0

89 DATA 57

98 MENORY LZBER

199 LOAD*:CALL L3ABI:LOAD"!
*:CALL L7678

118 LOAD"'", L2048

128 FOR x=474D8 T0 L7510

138 READ a8

148 POKE »,VAL{*&*+a$)

158 NEXT

168 CALL L74DB

Rambo

18 DATA 21,5c,5e, 34,088,725, 36
. 08,23, 36, 00

28 DATA 2§,ab.5e,3s,08,c3, B0
3,21 ,2d,22

36 DATA 36,F8,2!
08,81, 82,80

38 DATA ed,:d,21,42,82,e5,21
08,5, 85,21

56 DATA £Z,81,85,21,
y214bb, 02,65
&8 DATA £1,21
oF 3,09

78 MEMORY L2@@d

88 FOR x=49509 70 4953F
38 READ a$

{80 POKE x, VAL (%" ta3)

(40, ER, 01,48

if,b1,€5

85,87, 11,04,b7

Keith Morris from Grantham
has got some additional tips
for the Amsoft arcade adven-
fure, which lead on from those
in issue 10.

1.After collecting the grey key
from the upstairs bathroom, col-
lect the book from the adjoining
Master Bedroom.

2.Take the book to the Library
and then walk to the far lefi of
the. room, avoiding the
phantom.

3.When safe walk towards the
right and jump, and you will
enter the Secret Passageway.

you will enter the Armoury.

climb the barrelsito collect the

| shield at the top.

6.With the shield and the grey
key go to the End of the Battle
ments  outside

TOMBSTOWNE

4.Follow the passageway and £

118 NEXT

120 LOAD*"

138 CALL LiRar
149 LOAD™: ", k20840
150 CALL L9513

Highway Encounter
18 DATA Z21,48,88,11,88,9c,Ri
, 48,80, 00,20
20 DATA Zi,28
,82,99,ed,00
3¢ DATA 71,77,88,3,07,
e, 11,02,98
4@ DATA 2,482,128,
' 22

-|l..l.

98, 11,40, 30, @1
21,88

ed,bb, 03,52
Bl 21,
58 DATA Jo,8F, 23,
R T g

50 DATA 4B,29...,
82.€0, 08,41

70 DATA 42,2B.85,21,00,0h,25
sily il BZ, D
B8 DATA Zi,it
JBS.F il ED

= -
-y [

«HIH LI1.j|4'] :H.‘ L7
108 NEHTRY LZoOR

f1R LDad""

128 MCEE 1

|38 CALL BSASA

148 LOAD® ", kZE4E

FOR x=49p82 T0 k985S

Sy al, 21, o8

42,86,01,37

L]
(Y

Bl es 2l hh,

oy

&
= oen 0 8D
b ! X
x-
W
-

cy o

£, WAL "%" +as)

et TEC
r= == m =
il
1
]

£
¥

able to pass the Oying arrow
and enter the Hut, and retrieve
another blue page for the book
Lc-f spells. ;
i

5.Collact tha blue page, then i

the castle of I
Tombstowne. You will now be [/
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These tips come f[rom Ben
Lower of Wadhurst, who
starts off with some general
tips and then gives advice on
how to complete the first six
mini games on the dise
version.

l.Always make sure you are
standing still when firing or you
will do a somersault. If you land
on a cyberman you will die.
2Don't stand still and let a
cyberman come to you. Move
into its line of fire and shoot it,
bacause it will have less time to
shoot you.

3.After releasing a bullet, sides-
tep to aveid incoming bullets,
4.In rooms which are cut in half
by two storey computer stacks
you can always shool one of the
stacks to make it explode. Only
one will explode but it's always
the same one for a parhcalar
scTeen

5In the room with a row of
cybarmen, Iy to stand behind
them because as they fmm
round you can shoot them easily
and quickly.

6.In any room before a gamma
radiation room you will find a
stationary cyberman in the top
right hand corner of the room.
Touch it and the cyberman suit
will transfer to you so that you
can . safaly pass throngh the

: ' -

P g

A e TR D

IR

.-""h.."?'-'-'" R

gamma radiation. On (he other
gide you will be able to remove
the suil in the same way you
dcquired it so thal you can
leave.

MINI GAMES

Terminal 1:Move the joystick
diagopally for a second, then
just fire until all nasties are
killed.

Terminal 2:CGive top priority to
side missiles as they move twice
as [ast.

Taerminal J:Fire, then move
slightly diagenally, then fire and
repeat the process. This moust
be done to avoid shooting
yourself,

Terminal 4:Line up with the top
target and shoot when the gap i3
a few squares away, then move
to avoid ncochets.

Terminal S5:Move to the lop
then come down in horizontal
rows. By deing this you don't
overlap or leave the screen.
When you've got all the num-
bers the password is oblained.
Terminal 6:When you press the
button to start the game fire
imstantly and you will get the A.
Then it just takes practice to get
thé word ALIVE. Fire when the
letter required is about 4 or 5
squares away.

}/ A nice bonus for fans of the
Gargoyle game - tips from C
Hoare from Denham on sum-
moning Demons and a poke
from Darxren Jones of Bryn
giving you 99 per cent skill,
stamina, luck and experience,
The poke should be typed in
and saved. Load the game as
normal. Press 5 to restore Axil
and enter wersion A. You'll
also have all the spells and be
grade 10.

Astarot: Drop the sword and
stand well clear. Invoke Astarot.
HAstarot can now transport you to
any place. Just type "Astarot,
place”. Eg: type ‘'‘Astarot,
Trollwynd".

Maget: Use same procedure as
above but using the sunflower

Turbo Esprit
Infinite lives for the drug chas-
ing, racing game, from Paul
Robson of Middlesbrough.
Enter using Method 2 to get past
TITLE block 1 (be careful since
there is only a small gap be-
tween this and the section you
want to load.)

1§ BODE |:MENORY 2815

28 FOR F=2816 TO 2827

W.-
[f f

|
instead of the sword. He can tall
you where an object is by typ-
ing “Magot, object’’,
Belezbar: Invoked in the same
manner but using the Mantis. |
Can tell you what an object re-
ally is.

18 POKE 43992, |
28 POKE 43091, 159:PO0KE 43807
, ISB:POKE 43893, 15 l
38 POKE 43894, 18

42 POKE 43095, 158

58 POKE 43896, 47:POKE 43097,
182:POKE 43B93, 128

b8 POKE 43099, 178:FOKE 43116
248

78 SAVE"AYIL-A",B,43098,27

38 READ a:POKE f,a:NEXT

48 DATA 21,0, 540, k11,458, 54
2,43, k16, bed, bal, dbe, ket

58 CALL 2816:CALL 32768

68 a=2817:POKE a,8:POKE a+l,
8

78 POKE a+3,454:POKE atd, b1
89 CALL 2916:POKE 34489,08:CA
LL 6496

Emmet Masterson and Simon
O’'Connell from Sidcup have
been knocking the stuffing out
of the five levels of US Gold's
martial arts game — here are
their tips to get you through

wizard iz a hard opponent, as
you must destroy each image of
him until you face the real wiz-
ard. Duck each fireball and then
keep on sweeping. With luck
you should fust have enough

8@ RESTORE 11@:605UB 1780
98 DATA 53,41,42,47,52,46,2e
g9, 42,46, end

108 loc=&iZo@

118 RESTORE 14@:605UB 178
128 DATA S53,41,42,58,52,47,2
By 33, 42,46, end

138 CALL Lipead

148 6070 248

158 RERAD a$

168 WHILE as{)"end"

178 FOKE loc,VAL{"&"+a$)

138 loc=loctl

Another poke for a disc game,
this time the TSAM wversion of
Sabre Wulf It's from Conor
McCooey and [ohn Keane of
Dundalk and gives immunity to
all amamals. Just type in the list-
ing, insert the TSAM disc and
SAVE"SABCHEAT, then
RUN"SABCHEAT and the game
will load automatically.

18 BORDER 1:FOR i=8 10 3:i%K
i, [2NEXT i

2@ mORE 1

38 loc=kig@d

48 RESTORE 78:60SUB 178

58 DATA Je,@!,cd,Be,bc,Bb,8a

energy to pull through.

Level 5:Again just henchmen,
imifemen and dwarves on this
floor. Real skill i3 needed to
reach the last opponent, and he
is mean, Keep on punching and
kicking and watch out because
he kicks and punches back We
haven't been able to beat hum
yel so keep on trying.

them.

Level l:Just henchmen to beat
on this floor, and Master of Stick
iz no trouble. Using punch move
right up close to him and
crouch. Then let him have it
Level 2:It's best to use kick for
the first part of this level as
punch can sometimes be inaccu-
rate. Awvoid fleating globes
when they appear, as they are
hard to destroy. When dwaris
somersanlt into you, jump up In
the air to knock them offi To
beat Boomerang Man use
gweep. Move in and let him
throw his first boomerang, duck

1 | 198 READ a$ or jump it, and then hit him.
ﬁ:;:f;;f;;:é;?;ﬁ?;;f; a?;:c, 288 WEND Remember to avoid his boome-

: rang when it returns. ;
b8 DATA B6,8a,21,89,12,!1,09 <18 LA Levgel 3:It's just henchmen, -
,d8,0cd,77,bc,21,80,c8,cd, 83, 228 POKE LDD6A,3:POKE LDD3G, knifemen and dwarves on this
be.cd.7a.be. o9, end Lig level so be careful with timing
! '_ il 238 CALL LCRER of punches and licks. Strong-
78 loc=k1138 man is again easy to beat, just

- move in and sweep.
Level 4:To kill bees on this

level it's best to use punch. The

68 SEPTEMBER 1986 AMSTRAD ACTION inal the world...



Alien Break-In

ﬁT , Another cone for infinite lives
from lan Grainger of Wingate

Enter it using Meothod 1
: [ MENORY L5S588:L0AD “partl”
mn-m&m Mapperley ,-:fh!inh S :POKE L748C,B:POKE L78CH, 48
. s “*“"""" 13,00,0¢ [P
gives ;::m infinite energy. ,H.,FS,!I,ES a:POKE F,a:NEXTIREAD a,biFD

it's entered using Methed 1,

78 DATA ‘ﬂ,tl,ii h‘i.ll,:l.ll

£E a,b

and you should igmnthnﬂ-;- : ,u,ﬂ,ﬁ,S} 39 CALL 29658
_gmm;,m’dm.m 88 DATA “#ls“i CRROUREN 1 para 71,63,21,47,29735,8
end of the load - m.fn 136,09,03,12
unavoidable, : 98 DATA h&ﬂl,li.hﬁﬁ;ﬂ.c-’-
o '_ T Bos
_:il DATA z;.;n,ni,la,ﬂ.ﬁ,nf 188 MENORY mll
421,97,02,05 118 FOR x=kABI TO 34860
20 DATA 5,21, 5,82, H.:F,lﬁ . 179 READ a8
B3, 20, FF, b 1R P'EKE"I,il!!._iLi_'_i_;*+aH
38 DATA 84,88,¢5,c5 EI,H,TH AR
.Jl;'hil ] 158 Lilil“
48 DATA Te,cl, fo el H,nﬂ 13 10 POKE L7924, k09
58 DATA 3d,28, fl,zz,&,mu 188 CALL b4ose
f‘.“f”:ﬂ THAT EeyTe o6 ‘J:?rc _,_..--_-I-:';_""'_' —
HIS TIHE, BuT Now i'M Hﬂhf :
Welor )7 SHALL I ﬁ'rr[ | RADZ N E
A WORRIES HE.../

This poke from Faul Robson of
Middlesbrough is entered using
Method 1 and gives you infinite
lives.

18 FOR F=4BBAB TO LEEAD

28 READ a:POKE f,a:NEXT

38 DATA k21, kee, kBT, k36,467,
ket

48 RUN"

Jet Set Willy

Good to see people coming up
with pokes for disc versions of
games, this ones for the TSAM
disc version of [5W. It comes
from Peter Millar of Aberdeen,
and to use it you just type in the
listing, type SAVE"CHEAT fol-
lowed by hilting enter, then
enter RUN"CHEAT and 1t will
autlomatically load JSW with in-
finite lives.

10 NENDRY L2008

28 LOAD" jetset.sbf” k1268
38 FOR n=k9C48 TD LFC4B
48 READ »

58 POKE n,m

&0 NEXT

Chuckie Egg
This one from Paul Wilton of
Mold speeds up the game (line
30) and removes monster detec-
tion (ine 40). You may find it
possible to get 'stuck’ in a fall-
ing loop at times but you may be
able to get out of this, or just
abort the game currantly in pro-
gress. Entered using Method 2
to get past the first block of the

program.

If you transferred our May
cover game to disc with the
listing in the June (9) issue
then this poke from An Dat
Phung of Dunfermline will
help. It stops everything but
your own shooting draining
your energy. Just type in the
listing, insert the disc with the .
game saved on it and type 58 CALL 39373 / }, 78 DATA 33,96,18,17,98,2

RUN (no quote marks). e = plbl” B8 DATA 1,134,128,237,175,28
18 1DISC:MENDRY 4999:L0AD"CO ) = R
V", 5080:POKE 12828,0:POKE 12 : ] 99 CALL &9CH0

848, 9:POKE 12849,B-POKE 1285 180 POKE LS7B7,8

8,0:CALL 10887 118 CALL LAD&S

18 OPENDUT*4" :MENORY 1889
20 LOAD"!*

38 POKE 39557, 281

48 POKE 39698, B:POKE 39499,8

we've got five more’ laliu}g'

Nipperinvulnerable fo rash.
3.5 poke to give invulnera-

4.4 playing wunrm ﬂ':*h-

Raves/Mastergame in that issue.
You don't necessarily have 1o
solve one of the problems we
set to win a prize - if you come
up with something even heﬂar
that'll suit us fine. :

At the time of wmmg the
first set of challenges set last
month are still being worked on
and we should see the results
and the first prizes from that in
the next isswe. For this issue

challenges fnr ymt to gnt

wurrl: on. :

jmecwmwmm.;
z.l ‘poke to make Jack mgﬁ
bility or the ability to stast at

any level on ﬂi#lls‘n_
Goblins. :

Undirﬂmﬂﬂmmm‘q':.
got three more £10 winners fhis
month. ]mmmm
Beret tips, WWW
enabling 664 and $128 cwners
to use a host of pokes, and Phil -
nuwdmﬂmngmama
tanafﬂmr

you 2ad 1o hack imomine AMSTRAD ACTION SEPTEMBER 1986 69
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This month the Pilg goes where no ‘'modoe has gone before
in Hunchback — the Adventure, comes perilously close to
giving Mandragore a Pilgrim Pasting, brings vou (he
first of a new series of special tips sections {on Level 9's
Price of Maeik), and dips another toe into the hazardous
world of MUD.

And if that's not enough for you, there's still the
monthly readers’ chart (with a chance of winning a free
game), a host of correspondents, the World-Renowned
Lords and Ladies of Adventure, and the dizzy delights of
the Clue Pot.

MANDRAGORE
Infrogrames, £14.95 disc, all CPC models

"Twas only a few weeks back that a younger and less experien-
ced Pilg penned the following immortal lines:

‘Brill graphics and some truly original gameplay. Mandra-
gore promises 250K of adventure, up to four players, and a ten
chapter "booklet’ for £14.95. The Pilg reckons this could be a
very impressive petit gamette, so watch this space.’

Well, here's the space to watch, here's the game up on my
Amold, and here's my initial reaction...

Ugh!

Okay, ckay, if there's anyone from Infogrames reading,
den’t have a heart attack. I'm not going to slam the game — in
fact, 1 quite like it — but the problem is that it just doesn't LOOK
too good. The gameplay is fine, but the graphics certainly don't
impress at first sight and may well have the effect of putting a
few pecple off altogether. Let's delve a little futher into the
game and see what we have.

Mandragore is a role-playing game for up to four players.
That means that each player creates a character and allocates it
specific valnes for intelligence, wisdom, and so on. You then
sally forth and explore thé world of Mandragore; doing battle
with monsters, finding treasure, exploring castles, and trying to
stay alive,

The point of the characterisation is that, in theecry, your
attributes should determine the manner in which you play the
game. If you play on your own you can create four different
characters and control them all yourseli. A group of characters
is called a feam and its success or failure depends to a certain
extent on the manner in which the different team-members play
together and use their respective abilities.

A character may belong to one of five different races:
Dwarf, Elf, Mi-Orc, Obbit (ie Hobbit), or Human. In Mandragore
each character possesses six attributes — constitution, strength,
intelligence, wisdom, dexterity, and appearance. The last
struck the Pilg as being a bit odd until [ realised that it meant
‘charisma’ - a lesser-kmown but fairly traditional role-playing
atiribute that (I think) basically determines how likely you are to
sweei-falk the next Balrog.

When you determine the attributes of your character, you
are given B0 points to distribute, and must allocate between five

'Il'.'l SEPTEI"I'EER lggﬁ A.MSTRED ACTI'DN Wateh aut!

and 20 points to each attribute. During the game two other
attributes, Experience and Life, come into play. The first simply
increases as you solve puzzles, find treasure, or defeat mon-
sters; the second starts at 50 points and decreases in battle or
strenuous exertion (attempting to open locked doors, for
example). Once its life points reach zero a character dies, and
life points can only be increased by eating or by casting one of
the few spells available (such as cure).

So much for ‘team creation’. One of the nice things about
Mandragore (especially nice for disc owners) is that you can
SAVE a team at any time during play, to resume later on where
you left off. If you wanted to, you could use this option to create
different teams with different qualities, SAVE them right at the
start of the game, and then run through the game with each one
to see how the different attributes affected gameplay. More
about this later.

On to the actual gameplay itself. Mandragore has four basic
‘modes’ of play. The first is 'MAP' mode. In this mode you see a
fairly crude representation of the surrounding terrain. A small
figure in the middle of the screen represents the position of
your team and you can move about by entering commands at
the keyboard.



The whole command structure is rather complex at first
glance, but is in fact very simple to master. There are about 30
verbs allowing you to instruct your character(s) to perform
actions such as INSPECT (an object), PARALYSE (a monster),
BARTER (exchange cash or food for goods) and 80 on. Com-
pared with other games of this type (and there aren't many on
Arnold) this is quite a creditable range of options. You anter
them by typing the first two or three words, and the parser then
completes the command for you appropriately.

In giving commands you will of course have to specify the
character and in some cases the object, person, or monster
involved, as in SYRELA ATTACK TICEEL WITH KNIFE. All the
characters have a number for use in this instance, as do all
objects carried. Objects and monsters in view at the time hava a
code letter displayed on the side of the screen for reference
purposes. You scon get used to it and, in conjunction with a
‘repeal command’ option, it can speed things up no end - very
useful when repeatedly attacking someone.

F F F W 9 8 8 E $
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The scroliing mop

of Mondrogere

Whilst in MAP mode you can wander around and the
landscape scrolls appropriately. From time to time you are
confronted by a monster which throws you into *Wandering
Meonsters' mode. The screen clears and shows you the immedi-
ate location complete with resident nasty (or nasties). You must
then either vanguish the opposition or flas, which you can do by
pressing M to change back into MAP mode — but this carnes a
heavy penalty of ten life points for each character.

Alternalively you may come across a village or chatean
(this is a-French game, remember). Chateaux are the key to the
game. They hold treasure, puzzles, weapons, food, and (of
course) monsters, Chateau mode is entered by moving in MAP
mode to a Chateau symbol and then pressing €. You must then
load the relevant data for that Chateau from disc or tape.

As you explore the Chateau each location and its contents
are displayed on screen. The same happens in Village mode,
which is entered in a similar manner from Map mode (though
you don't have to load a separate dala file). Villages are
generally a far safer place, and give you the opportunity to
trade and replenish your supplies. There isn't a lot of point,
however, in making for a village until you've ransacked a
nearby chateau for treasure.

S50 what's it like to play? Well, once you get over the
disappointment of the graphics, it's really not too bad. The only
competitor that I can think of is Ring of Darkness from Win-
tersoft (now a bargain on Global’s Fourmost Adventures collec-
tion) but the scale of Mandragore is of course far greater. The
chateaux are all very different from one another and some of
them pose extremely difficult puzzles indeed; quite apart from
the hazardous business of defeating their inmates. But after a
while you work cut which actions do mest to increase your

character’s experience, and where to ind food and weapons.

Apart from the graphics, my other major quibble with the
game is the lack of detail in the different situations. There is only
one line available for the program'’s textual responses on the
screen, and ‘Inspecting’ objects usually gets a curt response
like 'No danger' or ‘Booby ifrapped’, bul not much else. This
being the case the weaknass of the graphics, and in particular
the pathetic way in which the characters move about the screen,
becomes even more disappointing.

Finally, it's not altegether clear during the game to what
extent each of your carefully chosen character attributes are
having any effect. Experience seems to count for quite a bit, so
it's worth taking note of the particular situations which increase
it most; and I noticed that the Thief was beftter than others at
stealing - bul then that's an cbvious one. However, to really
pass judgement on this side of the game you would have to play
for a very long time, and it's to the credit of the game that ] think
I'll probably be malung time to do just that.

But then I've got a free review copy! Should you go out and
actually buy it? At £14.96 it's not cheap, certainly. It doesn't
LOOK like a program that's worth anything like that amount.
However there's a fair amount of monster bashing here and,
although there aren't that many chateaux to explore, the Pilg
reckons that together they offer sufficient variety to keep you
busy for some time. And of course there are all the villages and
wandering monsters in between.

HUNCHBACK - THE ADVENTURE
Ocean, £9.95 cass, £14.95 disc, all CPC models

NeverEnding Story from Ocean has consistently achieved high
ratings in our readers’ adventure chart, so what news is there of
this latest release from Ocean?

Hunchback - the adventure gives you the romantic role of
Quagimodo in a race to rescue the divine Esmeralda from the
Evil Cardinal. Like its predecessor, NeverEnding Story, the
game comes in three parts with four saparate loads - an intro
screen and three data files. Each load brings a new set of

.‘|' —ulla I
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B | Hunchback = brill
graphics, shame
about the limited

challenge. And
you hove fo wait
gight minutes for it
to load

locations — the first being the Cathedral itself, the second taking
you beneath the city of Paris, and the last dumping you in the
Cardinal's mansion where you must find and rescue your lady-
love. You can't begin a new part until you've completed the
previous one.

Hunchback has been programmed by the same team as
NES and its pedigree is very apparent. You have the same
Mode 0 horizontal graphics window at the top of the screen with
some excellent graphics and good use of colour. There are
three main elements to the graphics display: a colourful
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backdrop; cameo pictures of the items you are carrying; and
slightly larger cameos that depict scenes reflecting the current
location or events. Por example, i you are fighting a guard, a
amall window bearing the words Pow! Biff! etc will appear. If
you're struggle is succeasful, you will then be rewarded by a
mug-shot of the dead guard.

Beneath the graphics diaplay is a scrolling text window with
the same attractive alternative character set as was used in NES.
When it comas to entering text however, the picture isn't quite
go rosy. There are only about 25 verba (not including the twelve
direction commands which as well as NE etc. also offer IN and
OUT) and EXAMINE is conspicuous by its absence. Even then,
one of the words (SMASH) doesn't seem to fiqure in the game at
all - at least the parser doesn't understand it! Words like USE
and GIVE are also absence so that although objects and
characters abound, the actual potential for interacting with them
is pretty small. But then this was also true of NES and didn't
seem lo detract from its popularity.

My own feeling is that Hunchback - the advenrmre is on
about the same level as its predecessor. To start with the
locations are more meaningful and better laid out. The program
doesn't always list all possible exits from a location, and since
twelve directions are allowed there are times when experi-
mentation may reveal a new route. There are also occasions
when the location lay-out is not entirely logical (e.g. a corridor
that runs east-west but in fact doubles back on itself) so care has
to be taken in mapping. Civen the fact that you won't find that
many locations in each part, one might say that the more difficult
it is the batter.

More from Mud...

Well, actually, no! Last month 1
promised you more about the
wonderful world of MUD -
Multi-user dungeons. However,
MUD is changing all the time,
and the Pilg reckons that the
subject is deserving of an art-
icle all on its own. So next month

direct from MUD misgion con-
trol, somewhere in a dark hole
in Ealing, side by side with a
couple of VAX mini-computers
{or something like that). Meanw-
hile, if your Mudding and see
the Pilg passing by, SHOUT
HELLO!

The real trouble with Hunchback is the same as that with
NES. Really, the game is too easy - certainly in the first part
anyway. As you wander round the Cathedral you frequently
encounter guards, but their attacks seem for the most part to be
ineffectual and 1 managed to kill every one with my bare hands
without much trouble. What's more, on two occasions | was
rewarded with the massage “Your attack [ails! You have killed
the guard!’,

In the whole of the first section there are only about 30
locations but more seriously there is only ONE puzzle worth
speaking of, and it's pretty obvious at that! Any experienced
adventurer will polish this section off in about one hour of play,
and that's not really sufficient for my tastes. Things brighten up
a bit as you go on and there's a half-decent maze in the second
hall, but even that surrenders its secrets after you drop a couple
of cbjects,

The Pilg didn't have time to make it to part [, but it does
look as if this game is very much on a par with its predacessor.
Which means that for the experienced adventurer it offers
pretty graphics and an amusing scenario but is pretty short on
challenge. For younger players though, I suspect it will be a
huge success.

1. Cast DOW at the object - if the Pendulum swings in a circle
then the object is magilkal.

. Give the robes to the golem.

. Carry the BAT

. Cast FL.Y at ME.

. Rub eyebright flowers into eyes.

. Smash it with the sword.

. Cast FIN at ME.

. Cast FIX at ME.

L= R - ]

. Touch the moon - but beware, you can only do this a few
times,

the Filg will be reporting to ypu

10. Bury the bones, skull, and knucklebone.

FOR DISC OWNERS

How to transfer Price of Magik to disc:

Type in the first listing and RUN it to transfer the files {rom tape
to dise, then type in the second listing and save it on the disc
with a filename of your choice - you can then run the game by
entering RUN"filename". Note that all SAVEs during the game

CLUE CAULDRON

'. ' : R R are still done to tape. '
1 m wmg ﬁfvmul: &Iﬁm;aﬂli “ REM T-'LIIP"{“ '1':r Lre '. h If ico 1?" Magi
servedly receives the honour of being the first /0 AEM Creates 2 files MAGL G1L and HAGS BIN =
""r"# Clue Cauldrons. In this occasional ¢ FOR A-&8000 TO &BOE: AD BS. B~VAL{"&"+B%} POKE l
 gets the in-depth sniff treatment for the * F COUNT=COUNT +B: NEXT "
5r lokt souls who escaped from the Goblin's 0 [F COUNT<»7R08 THEN PRINT “hate Fi g1/ STOP
foul of the infamous Giant Slug. 60 CALL &BOOC B
» e e ’ﬂlﬂl gimmmyhplonaimgle [;[} [I.!':,T,E_j‘! I|_ ..flf | [ ] $4 . CD.AY  BC D804 21 .4 BO
3 gnm't*i! that lh»n 11 -ll!l.‘l!l'l the danger of giving too much °F ﬂ: &L, 21,0, d G an AR
m‘! For this reason, each Clue Cauldron features a series of ‘;3’ fil bl A0 8 .:L-!_I- BC.CD.BF BC,21.70,C
; ms followed h:r g single number. The number is then ;‘r:JqT D et e il s GRS un 0 3E 2. D48
mdhmmalﬂmumummﬂpwﬂlhaiomd 10 BATA B0, ChiRE IR 00 Lk S 0 2,60,98,
47,47, 32 .40, 41.47.33
Can't fly upwards (4)
To get past the giant bloodworm (3) 'O REN Loader For The Prica of Magik
To check for magikal P:’GF’EIﬁEﬂ{]} 20 FOR A-RBOOD TO &RBO3A: AEAD Bs: PO
To cure thyself (B) VAL (*B*588 1 - NEXT
To become a fish (1) 30 CALL BBOOC
Having trouble seeing in the dark? (5) 40 DATA 6.4,21.33,B0.C0,77.BC,21,70.0.CD, 83, BC,CD, 74,
Getting rid of the curtain (6) RC.6.4.21.97 .BO.CO
If old age is getting you down (9) 77.8C,21,0.C0, 6D, 83, BC.CD, 74, BC,CO, 37 ,BD 0,11,0
Need your daily mail? (2) 9A 1.FC.D.
Can't get the armour? (10) ED,B0.C3.90,86 40 41,47,33,40,41,47,32
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Out of the Question!
Derick Murdoch of Kilmarnock
has come up with an idea for a
competition:
T have thought up a pretty good
competition for your adventure
pages. It has two simple ques-
tiong about you: (1) What does
the PFilg lock like under his
cloak? and (Z) What is his real
name? I think the winner shouwld
be the sender of the most
imaginative drawing and name.’
Well, Derick, just two tee-
nsy little snags with this other-
wise excellent suggestion:
1. Anyone submitting a drawing
of what | look like under my
cloak would be liable to im-
mediale arresi. | suspect you
have committed a serious crime
even by suggesting it!

Marford,
LL1Z2 BSP.

Wrexham, Clwyd,

Down the Plug...

‘Now for a gquick plug for the
[sle of Wight Amstrad Compuler
Users Group. This user group is
dedicated ro all Amstrad ma-
chines and their users who live
on the [zle of Wight We can
offer lots of detailed courses
including: Ron's BASIC course,
Steve and Simon’s Machine
Code Course, Nick on CP/M,
and Faz on GAC Programming.
All this and lots more for only
£5.00 per annum plus 25p per
meeting. The meetings are held
at the Vectis Hall Melville
Street, Ryde, IOW, every first
and third Wednesday.'

2. My real name, The Handsome  From M. Farrell, Haylands,
Dashing One From West Lon- Ryde.
don, is of course already well
known to everyone Of c.upa.s and
Any more bright ideas? w
raiths

Help wanted
I recently bought a copy of
Castle of Skull Lord by Samuri
Software and I can’t get any-
where," John McMeiken of
Wrexham.

Well, John, you've got fur-
ther than | have, because | don't
even know the game. Is there
anybody out there from Samuri
who could send me a copy?
Otherwise I'm afraid I'll have to
throw this one open to the
house, In the meantime, anyone
who can help John should write
to him at 189 Woodlands Road,

T noticed an error’, wriles
Smurfy the Warlock of Acering-
lon, ‘in a clue you gave relating
fo The Never-Ending Story.
which was In the clue “drop a
ceoin without hesitation near the
wraith.” If, however, you wear
the cape [rom the quicksand in
Level COne, the wraith doesn't
appear. The cape is found by
going to Morla in the Swamps of
Sadness, then going West then
South-West. You are now (a) in
the guicksand and (b) where the
cape is. Bul note — you have only
rwo moves, then you die.”

A short list of spells (by no means complete — we don't want to

gpoil ALL the fun, do we?):
Focusnumber  Result

Maximum hitpoints

Fly upwards

Detect magik

Fast movement

Terrify creature

Creature is turned into a fish
Walkes up

FOCUS OBJECTS:
1 trumpet, 2 silver mail, 3 blue box, 4 small mirror, 5 pendulum,
6 broom, 7 valerian plant

Get into the big
time!
This month’'s Clue Cauldron was

filled to the brim with goodies
by Geronimo of Peterborough

Hot Pilgs), how about applying
yourself for this rare privilege?
If you've finished a game and
want to give others the low-
down, then send in a list of
problems, together with their
solutions, plus other helpful info
on the game.

(playing tips) and Alistair Irv-
ing of Ayr (disc transfer rout-

ines). When you've fnished
worshipping this sharp pair of
Reverendi Pilgrimissimi (or Red

Yes, Pilgs, here we have another session with the good old Clue

Pot. Just because I'm really spoiling you now with the Clue
Cauldrons (see elsewhere in this month's column) doesn't mean
that the Pot shall be overlooked. Far from it — here are this

month’s timely tips, and if you haven't sent in your tips for the

pot this month, why not do so right now? On the back of a

postcard please, and marked Pilgrim's Clue Pot, cf/o Emstrad
Action, at the address in the front of the mag.

The Bogagit
Chuck the goodies oul of the window.

Your share isn't worth much, I'm afraid.

Speak up and be friendly for lunch.

The Beer Hunter
JUMP from the roof of the Barbican to the roof of the Ferret.
In jail? Move the bed and dig.

Heroes of Karn

Enight doesn't like acid.

Hydra doesn't like spears.

Vampires don't like crosses.

Pirates don't like daggers, but make sure the little one wields it.

Seabase Delta

Ta get the disc from the lift shaft, tis the washing line to the
magnet from the speaker and lower it down shalft.

Speared octopus will give you something to write about.

Mordon's Quest

Move churns to find ring.

Persevere with the Admantium barrier.
Break pyrites into small pieces.

Turn out the light to get past the Oclopus.

Forest at the World's End
Wear ring in hovel to get key.

' . 5 oy Ladiss, dnnl. faﬁﬂw
mhw;}ih# _ﬂnn#lmmnlhh . w‘,‘mﬁw :
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Erile he Vikiney, Rerurn o Edon, Mum The Hobber, !hmanhemdkﬂsd
rmccmunummm Trubliz ¥

Messags from Andsarmeds G
}'ﬂﬂh"ﬂﬁﬂ:},lmm mmmmmm o

Gzrm:hu. Foress & .m ﬁ#ﬂ'ﬁ'mw m Andromedy, plug lirged h-.'.‘lp an
Hedoes of Karn

e M'I‘ﬁ'jmﬂ,n Hmﬂﬂmmmq l-:nlnl PEIO LY

Pantusiz Dixmosd, Haroes of Karn: Messags from Andrameda, Forest st the Werdd ¥ £
* Puul Maxtin, 56 Marshall Road, Oldbary, Warloy, Wast Midlands, B63 9ED

= Wa_dard,Fmardm World's End, Message from Andromeds, !mm'rn-fﬂm
mmmzzcwmrm; Clydabask. GOl SBS o

]

. = g == . =
One of the strange 'Lhmgs about adventures - as opposed to
arcade games - is the way they never seem to lie down and die.

Nuw:-l:‘ndmg&m}-m oo md ol
_ Smurty the Warlock, Hﬂnﬂum l.vuhm I..u-:l. BBS 0SE

*ﬂmafm'r Fareﬂir:bﬂ%ﬂdﬂm Wh.rhm’, Heroes of Karn, *-ﬁ?nagh!rm
Andromeds. Expronages Bland, Plane! of Dotk . :
FAYeris, Hrunmnw.mcﬂanmmm

IMPORTANT NOTICE! g 4
Tmr*‘rwdwﬂliﬁmﬁﬂmuqd1rmuﬁduhudhﬁsﬂm¢m¢hwu fostured o sarlier
Lorde of Advenmre colomns, ie now lof membess ool A fee 61 L5 ot you the Questlise
Chronicles plus socess fo the helplines, Mmﬁmmtmmmwrmﬁmﬁv
alwernative: meraberahip ayrangements, For fofl doteils send s SAE to Toay a2 17 Headlay
Way, Headington, Oxford, OX3 LR The Piy iborooghiy crdomes Tosy's service,
whicli s very well eetablished, #0 if you're- Jooking for 2 club 1o join and there isnT .
snyilung on olfer focally, Mﬂﬂhlgﬂh&hmhﬁdmﬁﬂﬂhﬂm
ha;n mﬁmﬂmwaﬂﬂqmw!Wnaw e

|I Most arcade titles rocket onto the supermarket shelves and

;| then, afler a frantic few weeks in the charts, disappear again.
Not so with adventures.

'IJ And certainly not this month! Ocean’s Never-Ending Story
is enjoying a mid-summer boom in popularity according te our
readers’ poll. Thizs game topped our charts a few months back

% and has been consistently popular, and this month a sudden
influx of votes has put it back in the Number One position.

And then loock who's at number 2! None other than Bilbo
Baggins himself. Melbourme House is busy having a Tolkien
IMonth at the moment - looks as if they've chosen the right time.

Heavy on the Magick makes a well-deserved first showing
in the chart this month. And even old Fantasia Diamond (a Filg
personal favourite, though looking a bit worn nowadays) is still
in the running.

Don’t forget to get your votes in as early as possible. This
month’s free program goes to an anonymous reader at North-

lands Avenue, Orpington, in Kent, who was so struck by Heavy |
on the Magick that he ‘had to stop his jaw from hifting the
ground!". One copy of Level 9's excellent Price of Magik is on

its way, Mr (or Ms) Anon.

To The Pilgrim.

M}r fai.mur:m rhma adm:ueu are

-Iﬂm

The easoin for my first choice sbove s

Tha frés game [ would like is:

Ocean)
| _Endlng Story (
\| 2 o (Melbourne House)

W Hobbit
i zfll;:vv on the Magick (Gargoyle)

| 4 Red Moon (Level 9)

n to Eden (Level 9)

n Paradise (Level 9)

o the Galaxy

| 5Retwrs
5 6 The Worm i
7 Hitchikers Guide t
{Infoccm,’ Softsel)

8 Lord of the Rings

1bourne House) 4
e Karn (Interceptor)

g Heroes of "
10 Fantasia Diamon
(Hewson Consultants)

| i

)

Contact the Pilg!

—

The Pilg is particularly interes-
ted frem hearing from all you
Wandering Souls out there and
will do his best to include your
corregpondence in these
columns whenever space par-
mits. Contributions to the Clue
Cauldron and the Clue Pol are
especially welcome, particular-
ly for lesser-known games
which may not be getting the
coverage they deserve.

Please remember that I'm

not a Helpline and cannot give
help on individual adventurers'
problems — that's what the Lords
and Ladies are for, so use them
well! But for the rest of you, I'm
contactable efo Amastrad HAe-
tion, The 0ld EBarn, Brunel
Shopping Precinct, Somerton,
Somerset, TAlLl IPS, or if you
have a modem. on BT Gold
83:NL251 or on
Prestel [Micronet 919594854,
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Dmmdmﬂ mn mmm mightier than awargame. 6144 locations, 48,000screen views, 128 charocters and 128 chiecisio collect
There areicelords barbarians. dwarves. feyand gianis to meet Bitter weather conditionsand welcoming forches to guide you through covems
1summmmmmﬂwﬁ whose skili aione will delermine viciory or defed!
Doomdark's Revenge s cvailable now trom soltware dedlers everywhere In cose of dificulty write {o: Beyond. Entish Telecom. Wellingion House,
Upper 5t Martin's Lane. LDHDON\'.C‘JH?DL
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Here's the great ranae of bits and pleces yvou can get FREE with you
mast of them would normally cost £8=10!0 [ vour [otal arelar
£330 you can E:

arder

Is over £15 you select any one you llke, If it's avel

the numbers of the qifts you ‘want,

gelect any TWO. Just enter

tagether with your second preferences,

1. KUNG FU / MUMBER 1.
Two great Ocean game: on one tape,
aiven away with the Christmas issue of
As, If you missed ‘em thén, get 'em
now. CPC 464/664/5128

2. THE COVEMANT - DEMOS

This tape festures: on the cove

.'.-L'nl. (LA WLAINE & |

the Ageraved P55 dame, ¢

demas of Tour other PS5 3
Suppled with instructions far ransie
ing  The <Covenant o
464/064/67828

3. AMERICAM FOOTBALL
An  Impressive simulation
AmsoftfArgus —CPC 454 only.

from

4. CHUCKIE EGG
Hugely addictive, high-sCoring ¢ iathorm
gamme, CPL 404/ 604018

3. ELECTRO FREDDY
Frantic, humaourous
464/ BG4/ 5128

fun. s

ntheorder form

&, WRIGGLER
The best ver !
Centipede. (CPCAGA/GG4/619

7. LASER WARF
Smooth, colourful, classic shool-em-
up CPC 464/554/5198

B. CLASSIC ADVENTURE
The great adver

ure timal started € a
Pril

_ Ab4 66475108

. Y AMARAMA,
The first of Mikrogen’s challenging
Wally games, CPC 464/664/6128

10, MASTER CHESS
v ety ult-kevel chess
LEA T EES Fh DT

11. SPACEHAWKS
Version of the shool-em-up Galaxuans
CPC 484

19. SPAMMHERMAM
Bardc ACHOnN. ok

wiater-foowy, CPC 464/

g ——

_H

e e .

i, 0o
VOUCHER

|mae, ane voscher per arder)

e e N e ot P R e TR i Y : :
S e S S S D T . S . S e e e

e

VOUCHER

Far i wilh orders trom [10.00-
1899
| anl vowthar pat srder]

The doublecA frinfe-F service

> FAST delivery

» FAT discounts

A e

>

FREE gifts

L

VOUCHER

For use with orders aver £50.00
(max, oo vouchir pan oddar)

VOUCHER

For use with arders brom £29.00-
F49.99

(max, one voecher per order)




with any order over £5

A C15 data cassette containing
high-quality tape specially desig-

with any order over £15

Your pick of any one of the games
featured in the Super-gifts box

with any order over £30

A blank 3" disk OR your pick of

any TWO of the games featured in

ned for computer users. it comes the Super-gifts box.

in a library case with blank inlay
card.

l Most would normally cost £8-10!

- auon, Sue hwmgﬂw
by first class mﬂl‘hﬁiﬁ_m or

gt A O PO B Semem ML
MAIL DHDER FORM

= which mnm wnt-nm
' :f:“' m'“;:’x: N BITI, o i e aa sy eis sverit nmanneaana insudbaninnsssssunmnc IO HOT I RICY - L EOMEIdh anciloagns s na e e :
© time-consaming ) If a long m-, :
mﬁhﬂrmﬁ!fﬂm e SR AR v H AR TR 141 S A e e L R e = 2L T
l: ; .'= - IO = e T B
: PLEASE BEAR IN MINE}

1. The fact that mu - E _ g2 AL ]
- m_ Machine owned: [ ICPC 464 [CPCE64 [ ICPCe128 [ PCWB8256 | |PCWB512

Enter the programs you wish 1o of dor in the spaces below. Under "PRICE you musi eniter the full relail price, If you wani mare than fiva lems,
yiud should lst them &n s seporsts placs of paper.

F i SDFTWAFIE TITLE SDF_I_"EEHE HD!JS_E DISCICASS PRICE |
o 3-“#!‘“]'&:“”:5.,5 .
. order at any time wp to the de- 1 " ¥ e A
: uﬂﬂ of the goods. But because of -
' the m!' of copying soft- o
. ware, no refund or exchange to an = TR T
. alternative piece of seftware can 3
be given after lhey hawe been de- s L e A
spatched. Software which does not
e “load: may be reforned for a re- 4 |
e MMHMM — — { el I
mmmmm-- 5 | | i
'II o m to m softeare B 5 ; T |
 Bouse concerned. PRE-DISCOUNT TOTAL i

i Z:._: 3 "i 'Il'fir i be ll m an we Tick one of the lellowing secerding to your PRE-DISCOUNT TOTAL and snter the number{s) of sny fras giffs] you are sntitled to claim;
: . | Underes [ £5-9.99.1enclose a50p discount voucher. [ |£10-14.99. lenclose a €1 discount voucher.
__-_ £15-19.99, | enclose a £1 discoun! voucher and claim free gift number___. (Second choice ) 1
i £20-20.99, | anclose a £2 discount vaucher and claim free gift number___ . [Second choicae )
| £30-£0.80. | enclose a £2 discoun! voucher and claim a 3" dise” OR free gils* Nos,___and . [3rd cheice_

[ ] Overg50. |enclose a £5 discount voucher and claim a 3" dise® OR lree gifts® Nos.___and

) '
___.{3rdcholca___ )
*Delete as nece ssary i

TOTAL PAYABLE FOR MAIL ORDER (-PRE-DISCOUNT TOTAL minus discount): L —‘

Add this lstal bo the smount payable on sny special ofers ordered on reverss side,

L



Half Price!

HERBERT'S DUMMY RUN,
BOUNTY BOB STRIKES BACK
& THE DEVIL’S CROWN

Three cassette games reduced from £9.95 to just £4.95 each

Herbert's Dummy Run from Mikro-Gen was
an AA-Rave in our December '88 issue,
with an AA-Rating of 81 per cent. Bob Wade
reckoned that 'The graphics are every bit
as good as Everyone’s a Wally and even
more colourful, while the gameplay and
tasks you face are just as absorbing...'

Another AA-Rave in the same issue
was Bounty Bob Strikes Back from US Gold.
This one go! 84 per cent, and was the
successor to the 'original' platform game
[/Miner 2049'er, staring the same Bounty
Bob. Pete Connor reckoned it was “one of
the best I've ever played’, and Bob called it
‘A truly superb game’, so it can't be bad.

And finally, The Devil's Crown from
Probe Software achieved Rave status in
November '85 with 87 per cent. This arcade
adventure is reminiscent of the acclaimed
Sorcery, but is set aboard a sunken pirate
galleon. The aim is fo recover seven jewels
from the bowels of the ship and replace
them in the Devil's Crown, which 'won't be
easy to complete’, to quote Bob from the
review. It features stunning graphics too,
and is a real bargain at less than a fiver!

i

Save £5 on...

PYRADEV!

Just £24.95 on disc for any CPC model

'The price is very reasonable considering
what you get — a complete development
system’, is what Andy said of this package
at £29.95 from Gremlin Graphics. Imagine
what he would have said if the price had
been a fiver less, but that is just what we're
offering you.

The package consists of five seperate
modules. First is an Editor for creating your
source code, followed by a powerful As-
sembler offering everything you could
wish for, and allowing you to write the
resulting machine code on your disc in
either AMSDOS or CPfM format. Next
comes the Monitor and the Dissassembler —
‘a similarly therough piece of work' - to
help you debug your programs; and finally
Disk Nurse provides a powerful utility for
inspecting and modifying the contents of a
disc.

All in all a powerful package for any-
one interested in professional programum-
ing, whether a novice or an expert, And a
price that's hard lo beal!

R SPECIAL OFFER FORM

Fillin your name, address and machine lype on the reverse of lhis form. Then place a tick next lo those itemns

you wish to order.

1. Speedking Joystick
L Just£9.99

2.3D Starstrike Il
[__| Cass £6.95
| Discg10.95

I_S;Pyradev
| Disc£24.95

4, Green Beret
" | cass£6.95
" | Disc£10.95

5.Jack the Nipper
| Cass £6.95
Disc£11.95

6. Half price offer

£4.95 eachoncass

3 | Herbert's Dummy Run
| Bounty Bob

__| The Devil's Crown

7. Magazine binders
£3.95

| 8. Subscription
L 12months £16.50
9. Back issues
Number3£1.35
Number 4 £1.85
Number5£1.3
Number8£1.8
Number9 £1.
Number10£1.35
L  Number11£1.35

(Those at £1.85 include a cover

meunted cassetie containing superb

game softwara)

TOTAL NUMBER OF ITEMSTICKED L #__|

TOTAL AMOUNT PAYABLE ON SPECIAL OFFERS  |¢ [

lendlase a chegue or pastal order for this amout, plus the total payable for mail order on the reverse of this
form. The payment is made outto FUTURE PUBLISHING LTD.

------1

SPECIAL

{ Save chaos!

'MAGALZINE !

Only £3.95

You asked for them and now you've gol
them. No more piles of Amstrad Actions
cluttering up your living room carpet and
getting, sob, battered to pieces in the pro
cess. Instead a superb, custom-built binder
specially designed to taka 12 copies of AR
and preserve them in pristine condition for
prosperity (and easy future reference).

Save upto £4!
GREEN BERET

Just £6.95 on cassette and £10.95 on dis:

An AA-Rave only last month, and already
it's high in our Tep Ten Charts! Green
Beret from Imagine is one of those games
you just can't put down - as Andy said, 'It's
got real two-fisted arcade action that you
just can't tear yoursell away from'. It in-
volves fast reactions, and quick thinking too
as you pit your commando against the
enemy lines. The action comes in four
stages, which get harder and harder all the
time. It got an unreserved Rave at £8.95 and
£1488 on disc - at our prices it's
unbeatable!

SUBSCRIBE!

Ensure that you get the next 13
copies of Amstrad Action with

the minimum of fuss, £16.50 will
make sure that every issua
materialises on your doormatl P
without you having to lift a fin- #
ﬂ‘,_.]'l;!f.

il



OFFERS

BINDERS

These binders look every bit as good
as the magazine, and include the name
‘Amstrad Action’ embossed in blocked
Newvap Gold on the spine. Individual
magazines are held in place by being
slotted behind one of 12 wires

Loyal readers, don't delay. Reguast
your binder right awayl|

Save £3!

Save upto £3
JACK THE NIPPER

Just £6.95 on cassette and £11.95 on disc

Just turn lo page 42 of this issue if you want
to kmow what we thought of this excellent
Gremlin Graphics game. And just look at
those graphics - full cartoon colour and
cartoon action. Help Jack make life difficult
for the grown-ups - smash those plates,
fuse those computers and submerge the
launderette in scapsuds; but don't get
caught or you'll get a sore bot. Relive your
childhood and save pounds too. At £8.85,
and £14.95 on disc, these games were
good. At our prices they're beautiful!

Save £3!

;P!.IASE NOTE

:ﬁmmnmmhhan'

rant n{mm:ﬂ order scheme. Tou
cannot nae the vouchers on the
muil order page o obtain farthey

discounts and free gifts - wa've

already knocked off the most we
‘can! However if you prefer, you

‘may order any of the iteims on this.

page st their NORMAL FULL

PRICE through the ordinary mall
‘order achemes on the previcus

page. ‘!nmﬂ:uiﬁthaﬂkt'
ulwwr:hu and, if the pm is:

‘over £15 claim a free gifi. This
_cnﬁd mt& nm lrru are order-
ing u_thpt goods at the sarne tHme,

3D STARSTRIKE II

Yours for just £6.95 on cassette

KONIX SPEEDKING JOYSTICK

Yours for just £9.99

This is the stick that won enthusiastic praise
in our April issue, and this is the stick that
we use in the AA offices for all our reviews.
Unlike most joysticks which work best
standing on a table top, this one is cleverly
designed to fit neatly in your hand with

Just a glance at this month's front cover
shows you how much we rate this game, It
offers stunning 3D space combat in a style
reminiscent of Elffe, but those wvector
graphics are filled in with glorious colour!
The aim of the gamae is to break through the
enemy's defences, destroy the central re-

many others.’

The Speedking is bmli solidly and
should stand up to months of use — ours is
still performing as good as new even after
several gruelling issues of AA! It normally
gells for the bargain price of £1298. At
£9.991t's a steal.

your index finger comfortably over the fire
batton,

Chief games-lester Bob Wade wrote of
the Speedking: ‘The grip is very comio-
rtable and should enable long hours of
play..the internal contacts are micro-
switches which give a positive clicking

:?3:;?"2? p?:iﬁ ;::th E:'l:.hm:::r n:f:nr: i action. This makes it ideal for platform and
powerful and wvaried defences, each of waggling games, but it is also suitable for

which have to be deatroyed.

The defence of the galaxy is in your
hands, At £8.95 this game merited Master-
game - at £8.98 it could be yours.




Two very nifty and very different programs this time to keep your type-in fingers nimble.
Letter Puzzleris an interesting variation en a very old game that can keep you puzzling
through to the next issue, while Manuscript could save any musicians a lot of money! Keep

them coming, but don’t forget our new form.

LETTER PUZZLER

Another game this month, but you'll need to use your brains a
bit more on this one. You know those little plastic puzzles where
yvou slide little lettered tiles around to make words? Well, this
brain-taxing type-in gives you the same kind of puzzle on
Arnold - only bigger. Its author, Simon Watson from 5t. Austell
in Cornwall, wasn't satisfied with the usual 4x4 or 5x5 grnid. He
went for a huge 8x8 grid, and that means 63 tiles to get in the
right order.

The program scrambles the tiles in a different order each
time you play. You then have to unscramble them using either
the cursor keys or a joystick. ‘Up' will move a tile up into the
empty space, 'left’ will move one left, and so on. The screen
display shows you not only the order the tiles are in now, but
also the order you have to get them into and the time you've
taken so far.

When typing the listing in be sure that you finish line 460
properly. It ends with a comma, a space and then a second
comma. That's about all you need to know for you to use the
program. Now, the sooner you get typing the sooner you can
get puzzling. What are you waiting for?

MODIFYING THE PROGRAM
If you've played the program for a little while, you might like to
try making a few modifications to it. The nice thing about type-
ing is that you can usually alter them without having to be an out-
and-out hacker.

The lines 330-460 hold the data for the words formed by the

18 e A

FAFPERHZ, 11 CLSW2

70 WINDOWN3,3, 12,9, 12:1PAPERET, 3:CLSHZ WINDOWNS, 16, 32,1, 3:P

. AFERAAG, 1 :CLSNA

. 2@ PEN 1:PAFER 2:LOCATE 20,2:1PRINT"Joystick"”
":LOCATE 2@, 12:FPRINT "Keyboard" :LOCATE 18, 14:FEN 1

FRINT "or

tPRINT" (EATY2"

CATE 21,1&6:FRINT"W A I T":FOR N=242 TO 584 STErFP 3I2:1MOVE N,
TR:DRAW M,324:NEXT:FOR N=70 TO

@ IF INEEY(4%))-1 THEN K(1)=72:K(2)=73:K{(3)=T4:E({4)=75: 60
TO 128

120 IF INKEY(37)y-1 THEN K(1)=@:K(Z)=2:1kK{3)=EsK{4)=1160T0
128

i@ GOTO <@

120 RIGHT=R:CLSH#1:LOCATE 19, 12:FPEN J:PRINT"P L E A & E"21LD

@4, N:NEXT

. . 130 GOSUE F40:1CLSHAFPAFPER 1:PEN @:LOCATE 17,Z:PRINT"TIME :

148 FOR Y¥=1 TO Z:FOR Xi=1 TO 2:LOCATE XX+I,YX+7:PAFER Z:P
EN 2:FRINT S$S({X%;YX) iLOCATE (X%=2)+15; (YX*2Z)+4:PAFER 2:1PEN

SEPRINT L®OXE, YX) sNEXT :NEXT

158 FOR Yi=1 TO 8:FOR X¥=1 TD 8:IF LS(XL;YXL)I=SS{X%,¥¥X) THE

N RIGHT=RIGHT+L
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¥
2B ' =% Taile Game ==
@Y REEREEEEEENA RN
48 * By S. Watson
5@ MODE 1:INK @,08:BORDER @: INK
$(5,8) ,5%(8,8)
40 WINDOWH#I, 16,32,5, 21 1PAPER#],

puzzle. If you decide to change them, bear in mind that they
must all have eight letters and the last letter of the last word
must be a blank. Using numbers, lower case letters and other
symbols, you could make all the tiles different. If you think this
would make the game a lot harder, you're quite right — in fact it
would make the thing impossible roughly half the time. Because
of the way the thing works, you should always duplicate a few of
the tiles. If you make the last two identical, this'll do the frick.

You may have noticed that you always get the same
sequence of puzzles the first ime you use the program after
resetting the machine. If you've saved the program to disk,
you'll be able to check this out rather quicker than cassette
users could. This repetition happens because the game doesn't
seed the randeom number generator — it doesn't have a state-
ment of the form variable = RND(negative number) anywhere in
it, in other words. You'll probably have to experiment a bit to
get this one to work the way you want, though.

The most obvious modification would be to enlarge the grid
— to 12x12, say. To do this you'll really have to modify the
program quite considerably. Aside from some cosmetic alter-
ations to the graphics, for the most part you'll just need to
replace 8 with 12 throughout. Obviously, not every occurence
of the number 8 is a reference to the grid size - the referance in
line 100, for example, shouldn't be changed.

Similarly, there are some references to the grid size that
don't involve the number 8. In line 380, 'X% =T7" should be
changed to 'X% =11' for a 12x12 grid. You'll just have to look
through the program carefully for this sort of thing.

1,263 INK 2,11:INK 3,3:DIM L ‘

ZICLSH] sWINDOWSZ, 2, 13,8, 19:

:LOCATE 23,1@:

344 STEF J2:MOVE Z48,NiDRAW




16@ MNEXT:NEXT

17@ FOR YX=1 TO S8:FOR X¥=1 TO B:IF L${X¥%;¥Y%)=" " THEN A¥=X
4:Bi=Y%:60TO 198 ELSE NEXT:NEXT
1890 END

19@ PEN 1:FAFPER @:LO0CATE 10,Z5:FRINT"Fress SPACE to start®
tWHILE INKEY®{}" ":WEND:LOCATE 1@,25:PRINT"
(%
208 PAFER 1:PEN @:LOCATE 17,2:FPRINT"TIME : ":PRINT CHR®(7)
:1TIC=TIME/ B3
Z18 IF TNEEY(K(1))»=1 AND ¥Y%{8 THEN AX=X¥:EX=Yi+1
220 IF INKEY(K(2))})—1 AND ¥%3>1 THEN AX=XL:Bi=Yi-1
250 IF INKEY(K(3Z)) —1 AND X¥{8 THEN AX=)i+l:Bi=YY
248 IF INKEY(K(4))}=1 AND X¥)1 THEN AX=X¥i—1:1Bi=¥¥L
250 TICKER=ROUNDI((TIME/3@@)-TIC,2):LOCATE 23, Z2:PAPER 1:FEN
P:FRINT TICKER
260 IF AX=XX AND BV=YL THEN Z10
Z7@ SOUND 3,14,1,14:A%=L%(A¥, B%) tBs=Ss (A%, BL) :CH=58 ( X%, ¥%)
280 IF As=HE$% THEN RIGHT=RIGHT-1
298 IF A%=CS THEN RIGHT=RIGHT+]
I0Q LE(XA,YL)=ASILS{AX,BX)=" ":PAPER Z:1FEN 3:LOCATE (XX#2)
+15, (YE22) +4 :PRINT A XX=A%:YX=BL:LOCATE (X%A#2)+15, (Yis2)+
A:PRINT = ®
318 IF RIGHT=43 THEN B0OTD a47@
3IZ0 FOR N%=1 TO 4:IF INKEY(KI{(NX))}=1 THEN GOTO 330 ELSE NE
XT:G0TD 2180
IT0 TICKER=ROUND((TIME/Z@@)-TIC,2) :LOCATE 2Z3Z,21PAPER 1:PEN
B:PRINT TICKER:GOTO 32@
40 RESTORE
390 FOR Yéi=1 TO 8:FOR X%=1 TO E2:READ A%:L${XL,¥YR)=" "i158(X
K, ¥RI=A%INEXT:NEXT
I4H08 FOR Yi=1 TO 2:FOR X¥=il TO S:A$=S&{ X%, YL}
370 AL=INT (RND*8)+13:BA=INT(RND*B)+1:IF LS(AX,BLICI" * THEN
372

I20 L+(A%, BLi=A%:IF X¥X=7 AND Y¥X=2 THEN RETURN ELSE MNEXT:ME
XT
=78 DATA A
400 DATA S5
41D DatTAa J
428 DATA H
470 DATA C
443 DATA P
45@ DATA K

M

R
@ @ o o

S O=-ME == 3

=WHMZuenn-

@ @ 4 @ W =@ = a
DRI =TJOCHE

CDPM=D=UD

468 DATA E -
478 FOR N 1OB: IMKE 1, INT{RNDEZ2EL) +1:INK 2, INT{RND#25) +1
:TNK 3, INT (RND#2&) +1 s X

a8@ INK 1,26:INK 2,11:INK 3,3:CLS#1:CL5H2:CLESHZ: GOTO 2@

MANUSCRIPT

Just a litle extra for all you music lovers out there, courtesy of
Colin Powell. If you've got a DMP2000 or Epson-compatible
printer you can use this listing to churn out cheap manuscript
paper. All you have o do is pop a sheet of blank A4 paper inlo
the printer, make sure the printer's on-line, and run the
program. How useful it is depends on how much manuscript
paper you get through, but you've got to admit it's a bil
different.

18 REM MANUSCRIFT CREATOR
28 REM {c) COLIN POWELL

I@ REM #=x JULY 1934

480 PRINTH#2,CHR&{(27) ;CHRE(49)
S8 PRINTH2,CHR%(27) ;CHR:(45)
58 PRINTHE, CHR${Z27) ;CHRS (&F) 3
7B GOSUE 17@

38 FOR stave=1 TO 1@

98 FOR lines=1 TO0 S

-y

CHR$(1) 3

o .

118 MEXT lines

120 GOSUE 17@

138 NEAT stave

19@ PRINTH#E,CHR$(12) ;

158 Pﬁ]NTﬂE,CHH!fE?I;ﬂHRifﬁﬂj;
168 END

178 FOR space=1 TO S

120 PRINTHE

198 NEXT space

208 RETURMN

100 FRINTHE, " 5!"“'“6*"“.’5—'“5
":REM 7% SPACES We're always pleased 1o get

it msle digie AMSTRAD ACTION SEPTEMEER 1986 83




CAN YOU SOLVE...

THE VERA CRUZ AFFAIR?

Find out by entering our great competition for this new
game from just across the channel

The Vera Cruz Affair, or L'Affaire Vera Cruz as
it is called by French publisher Infogrames, is
at present a totally French game, and as a
graphics and text based adventure, that
makesitpretty hardtoplayunlessyourFrench
Is pretty good. But fear not, we are giving you
the chance to win the first five fully English
coplestocomeofftheproductionlineswhenit
is translated.

And that's not all - for the first 50 entries to this
competition will receive a voucher worth £3
that can be used to buy any Infogrames title
from the publisher. There, what more can we
do for you?

The game's pretty good to, as you will
see from Bob's preview on page 53 of this
issue. The Vera Cruz Affair is basically a game
of detection. The opening screen, and a work
of art it is too, shows a dead body and various
clues as to who did the dastardly deed. Using
the police computer and all your powers of
deduction it is up to you to solve the mystery.
This game certainly looks a little different, and
we look forward to reviewing it in the next

issue.

e 8

Entries:
The dlosiing date for this
competition Is Friday 12th

September. Entries should be on
a postcard or the back of a sealed
envelope. The address is: Vera
Cruz Compelition, Amasirad
Aclion, Thae Old Barn, Somerton,
Somersat TA11 5AH

84 SEPTEMBER 1986 AMSTRAD ACTION

The Competition:

All you have to do to win is answer the
following questions correctly. The first five
correct entries out of the hat on September
12th will receive the first five English
translations of The Vera Cruz Affair. The first
fifty will get a £3 voucher against any
Infogrames game ordered direct from
Infogrames.

The Questions:

1. What is the significance of July 14thto the
French? :

2. Which famous French footballer plays for Italy?
3. What is the name of the arch built for Napoleonto
celebrate his victory entry into Paris?

4. In what famous event does the yellow jersey play
animportant part?

5. What is or are Boules?




You've always known that Mirrorsoft produces high-quality Amstrad CPC games and children’s
software — but did you also know that the entire range is available by mail order direct from our
warehouse, with no extra charges for postage and packing?*

We accepf cheques, postal orders, Access, VISA, and American Express cards. Please allow 28 days for delivery.

GAMES

Tape
ASHKERONI
Challenging fexi/graphics adventure £6.95
BIGGLES
Sopwith Camels and police helicopters! £9.95
BOULDER DASH
The all-time arcade strategy classic £9.95
DYNAMITE DAN
A plafform game with real sfyle! £8.95
SAl COMBAT
Martial arts with a new twist £8.95
SPITFIRE 40
Relive the Battle of Britain £9.95
STRIKE FORCE HARRIER
The ulimate flight/battie simulation £9.95

Disk

N/A

£14.95

£14.95

£13.95

£13.95

£14.95

£14.95

EARLY LEARNING/CHILDREN’S ENTERTAINMENT

FIRST STEPS WITH THE MR MEN Ages 3-6

Fun for the youngest pre-reader

HERE & THERE WITH THE MR MEN Ages 4-7

Early Logo skills for litile ones

CAESAR’S TRAVELS Ages 3-9
Animated slorybook and software

Also available:
BIGGLES:

SAl COMBAT

SPITFIRE 40

STRIKE FORCE HARRIER
COMPLETE COLOUR CATALOGUE

Posters
T-shirts
Scarves
Posters
Poslers
Poslers

Tope  Disk

£8.95 £13.95
£7.95 £12.95

£8.95 N/A

Free!
£3.95 (S/M/L)
£4.95
Free!
Free!
Freel
Free!

*Free postage and packing applies fo UK and BFPO orders only

MIRRORSOFT, Dept AM, FREEPOST BS4382, Paulton, Bristol BS18 5BR




THE ALL-IN-ONE ACTION
FORM

This form has been created by the Save-Your-AA-From-Being-Overhacked-Department.
You can use it to register your votes for Games and Serious Software, or to send in your

Type-ins, without loosing any news or reviews.

GAME CHART VOTING FORM

| would like to vote for the following games:
GAME SOFTWARE HOUSE VOTES OUT OF TEN

SERIOUS SOFTWARE VOTING FORM

| would like to vote for the following packages:
PROGRAM SOFTWARE HOUSE VOTES OUT OF TEN

You can help us out at AA, and give your type-ins a far better chance of being published, by filling
out this form and wrapping it around your cassette with a rubber band. It would alsc be an idea if
you send it in a jiffy bag as an awful lot of cassettes arrive here damaged.

L e o b s s s e oo S Ol o e
DESCRIPTION:

| hereby declare that the program on the attached tape is all my own work, and that it has not been
sent lo any other publication, nor been published in any form, or submitted to a software house

for consideration as part of a commercial package.

- Ty e R Gt o e SR A T LA SN ¢ (- i Ao







THE e
COMPLETE
AMSTRAD
UTILITY

PYRADEVY s u set
of five

machines mentioned abowe,
using the DD disc system.
The system is AMSDOS based
and does not require extra ROM
or RAM. 1t will support larpe

programming projects on or
doubie drive ﬂﬂm
of the following programs.
A very fast full screen SOURCE
FILE EDITOR
A multi-file Z80 MACRO
ASSEMBLER/ Linker

D.l wﬂ&ﬂﬁﬂﬂlmﬂ and

A friendly and easy 10 use DISC-
NURSE
A comprehensive FILE MANAGEMENT

THE COMPLETE AMSTRAD UTILITY

The EINTOR uses bs own specind dise read and write

mﬂﬂum llt!t mum: 16 32,306} hytes) 1o be

quickly pecrssed and

Cud#nnh:urﬂd , entered, deleted, moved,

copled, :ﬂmm !.Iumuhn. files can be

erased, resamed, deleted and 30 on.

The ASSEMBILER altows up 10 32 (ites 10 be
sedected in o single nssembly. They can be

on different discs (if two drives are

used) allowing up to 92K of source code (aboul 5 discy)

to he processed into 3 singhe hingry file. The Assembler is

very (as), processing up (o 40,000 source code churaciers

a minuie on (4K svstems.

The self-relocuting MONITOR will load, trap, single

steép, double step, modily and wrile code back to dise. In

addition R can be selected wod studied.

‘The DISC-NURSE handles sysiem, data and 1BM style

dises, File sectors can be searched, viewed, printed,

murdified and re-written.

The search can be extended to the whole disc if required.

Previnusly deleted files can be re-claimed if subsequent

sector allocation has not corrupied the dam.

The CUTILITY (Gile-manager) program directory

display, ersse, rename, copy mrm.ﬂ';m mpe all in
Enpiat file headers

a single and eavy to use
e glwayy and profection can be
inserled or mmwddm im all copy

opera

For those that are not conversant with the ramifleations
of machine-code programuming, included in the package
is m self-Tench section with » complete example of all
R0 instroctions prd various iest prograums to help the
user familiarise himsell with the functioning of
PYRADEVY,

£29-95

DISCOVERY SOFTWARE
Alpha House, 10 Carver Sireet,
Shefficld 57 4F5

Tel: (0742) 753423

Grembin Graphics Software Limited




DESIGN

. TIGER|
MOUNTAIN

THE ODDS ARE
AGAINST YOU!

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

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

it the most advanced

battle simulation

available.

For the AMSTRAD
CPC Range.

NOISId

TAKIN

=k
......

THE COUNTDOWN
HAS BEGUN...

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

second counts.. .

For the SPECTRUM and
AMSTRAD CPC Range.

Selected “"Design Design” titles
are available from:—

WOOLWORTH WHSMI'TH

I COMET Design Design Software,
) 125, Smedley Road, Cheetham Hill,
and all leading software MANCHESTER M8 7RS.

stockists, or direct from:—

Trade enquiries: 061-205 6603
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All prices include PEP and VAT. Send cheque, Postal EVESHAM MICROS MICRO CENTRE
Order or Credit Card No. Credit Card orders accepted
BRIDGE STREET, EVESHAM, 1756 PERSHORE wOAD,
by phone. Callers welcome. Wide range of goods WORCS, WRT1 4RY. COTTERIDGE, BIRMINGHAM.
:mlmd Trade enquiries welcome. European orders Tel: 0386 41989 Tel: 021-458 4564
send price as advertised. Outside Europe £2.00 for ¥
airmail. Mall order to Evesham please. | Ades = r
L In Australia contact: MICRO ACCESSORIES of 5.A., 35b Anderson Walk, Smithfield, South Australia 5114. Tel: [08) 254 5284
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tel: 01-306-0621, A3 638 Pou AR TATL - RRTS Y TAEAL] Wity A58
ALL PRICES INCLUDE FREE FAST DELIVERY IN THE U X. ONLY. PLEASE ADD SO0 ouLOAT i) _TASS 1000 PORAARCINRO. 148 U8 PRI AL OOMALER. ... 4B 38 4450
TOP PER TAPE ON EUROPEAN ORDERSAND 1.00 PER TAPE ELSEWHERE B 40 (DI (WSS 1085 COTOATEMAL o E8S9 4908 DAEAN... G
New titles arriving every day, pleasa ring for details. e e e e LG L i
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" § Wmm__ .:HEEE Gremlin Graphics 15,88  Softinsight 90
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WHY NOTCOMEAND PICKUP YOUR SOFTWARE PERSOMALLY
FROM OUR DISCOUNT SHOP AT3STATION CRESCENT,
WESTCOMBE PARK, BLACKHEATH, LONDON SE3TER. RIGHT
OUTSIDE WESTCOMBE PARK RAILWAY STATIONONTHE
BOUTHERN REGION. OPEN ON SATURDAYS ONLY FROM 10,30 'TIL
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NSSEANTINT l Games on disc 100 expensive? p—" 2
MASTERTRONIC R e : ey : . S ———
MADO1 Finders Keepers 1.90 e W b ' - ] I W

MAQO2 Chiller 1.99
MACO3 Nonterraguous 199
MADO4 Locomotion 199
MADOS Soul of a Robot 189
MAODE Formula One Simulatar 199
MAQOT One Man And His Droid 1.89

« Don't worry, AMBYTE has come up wi i i
: p with a neat little sch
solve all of your problems - it's called ¢ Rl Ve
» have any of the games listed on this page

will
ustom compilation. You can &
put onto disc and yet you only i~

MAOOS Caves of Doom 1.80 > pay the equivelent cassette p_rice for each one. All we ask is that your L
P \1A008 Into Oblivion 160 (( order has two games on it which have a combined value of over £15.00 ﬂ,ﬂ
MAO010 Spell Bound 2.99 (Y Once you have selected the two games you can order as many others as §

mgn:{r;e Last V8 E'ii*m[w # you please and we'll put them onto a disc(s), wrap them up with the

BiAD13 Ractaore | 90"NEW cassette inlays and whisk them off to you. !

MAO14 Five A Side Football 209'NEW ANV AMBYTE offers you a fast and efficient service - as well as
R = X the cha to get more out of your software - quicker. y

GREMLIN GRAPHICS 2 pss ' S \fv“ = L,

5RO01 Thing On a Spring 3'-;5 9l PS001 Theatre Europe 9.95 PRt

GR0O2 Way of The Tiger G o5 &j PS002 Battle For Midway ; , ol

GROV3 guperdzmum g os NEW Y PS03 Battle of Britain 9.95 (" TE ' ";‘)

GROO4 r ' ) : .

E,Em5 hfulqj-tnty on Tha Run 8.95°NEW 004 _. cen_.r 995\ £L.001 Frank Bruno Boxing B.95°NEW :

ey - " S8 E£L002 Commando 9.95'NEW
pow, - . Us GoLD B EL0D3Bomb Jack 8.095'*NEW
O ; Wl US001 Beachhead 2 0.95* , &
\ US002Impossible Mission  9.95° P
FIREBIRD J%:'Ef Winter Games 9 95‘ == PALACE
FI001 Rasputin 795 Ex" Return lo Oz 9.95 PA0O1 Cauldron 8.99
Fl002 Runestone ;-gg ;} usagg g:;;:ﬁ g-gg. SR PACO2 Cauidron || 8.99" NEW
Fi004 Costa Capers : : AL 7§ o i vl
FEQE Chimera % 795 7, US007 Zorro 995" . ’!;, VY b, e TANYAY
£1006 Thunderbirds 395 4 US008 Bunfight 9.95'NEW - _— . :
£1007 Willow Pattem 395 paw US009 Dambuslers 9.95°NEW ORDERING cPc 6128/ 664 / 464 MACHINES ONLY
Fi008 Don't Panic e . UISCI v rang Fu ol Please remember that an order can only be accepted if it is for a minimum
FI009 Subsunk 199 78 USO11 Bounty Bob 9.95 NEW of two games which have a combined value of 15 pounds or more. You can
£1010 Shorts Fuze 198 - order as many games as you like and the order can be made on plain paper so long
=014 The Comaot Game 79% m as itindludes the details requested below. Games markad with a * (splat) werne
g : naot available when we put the catalogue together, Please phone (0277)
) % CCS 220573 and say that you are making an AMBYTE inguiry and give the title
o | | CCO001 War Zone 695 of the game you are interested In. You will be told if the game is avallable,
MIKRO-GEN ' CC002 Arnhem 8.95 and if not, advised when it might be.
; o o 995
MK002 Three Weeks in Paradise 595 £ (4 ’// >, PHONE (0277) 220573
MK003 Herberts Dummy Run 9.5 Code Number Title price | P
- - - MARTECH /)
e <) -. MT0O01 Zoids- The Battle Begins 895
RS A MTO02 Brian Jacks Superstar g95
KUMA £S5 MTO003 Geoff CapesStrongMan 895 ,
®L001 Star Avenger > W= MT004 Samantha Fox Strip Poker 895 ;
KU002 Galaxia 5.95 . @ |
KLI004 Fruity Frank 6.95 Bl WSon -
el Sl 595 & BRITANNIA SOFTWARE |
K007 Argo Navis 6 gg BROO1 Play Your Cards Right 7.95 |
K1J002 Renegade 6. N, et %
w0 Renegade o |
S . CRL . 3 |
. ‘ ! : . CRO001 Endurance T::J_ |
\ Nk - . S 005 Juggernat 795 i *1 Total Order Value
DESIGN DESIGN B CR003 Formula # 795
PRI Shasters 5 CR004 Blade Runner 895 . | Name '
DDO02 Dark Star CRO0S Genisis 9.95°
DD003 On The Run B z ' Customer Code (if you have
. NP one please use il, it saves time)

L

Address

LlGﬁTA MIHRDHEOFT :
:nLgm Who Dares Wins 2 Be5 MS001 Dynamite Dan 8o =
e MS002 Boulderdash 9.95

E Posi Code
Chegues and postal orders should be made payable to AMBYTE. All

e TN — | 3 R q:; . 'j -*
Am 3 = t = i 1 i ’ d"‘ orders should be posted to AMBYTE, 200 North Service Rd,

ASSETTE SOFTWARE ON DISC =} Breniwood, Essex. CM14 45G
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GET YOUR NAME ON THE

- e i—

If you have ever bought another golf  Quite honestly, leaderboard makes This is the sports simulation of the
simulator — shoot yourself! all other golf simulations look clumsy year — if not the decade!

If you are ever considering it - L R R B
save yourself a bullet! ZZAPBfua in comparison ZZAP64

ZZAPE4

And swing your way to a record round

Now you can become a golf pro and experience the thrill of Features:

having your name up on the "Leaderboard"". @ Choice of club, distance, type of
With this amazingly realistic simulation you get a true shot (hook, slice, putting) and more
perspective view of your golf game. ¢ Realistic Sound

As you play on different 18 hole courses on & Practice Driving Range

levels varying from amateur to touring professional you'll # Joystick Controlled
need skill concentration and control to come in under par. & Multiple 18 Hole Golf Courses

Coming soon for Spectrum # Automatic Scoring
AMSTHAD TEE SHOT APPROACH SHOT

I LE'HI]EHB OARD

COFFRETENT 135S
Bl ESFTRERE BAL

.y joner

INGHAM B6 7AX. Telepho

ne 02 356 3388




